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LARGE-SCALE IMMERSIVE EXPERIENCES

Macmra6Hi imepcuBHi 3anypenHs (MI3) — 1e Besmki BipTyallbHi CBITH, SIKi CTBOPIOIOTH 1LITIO3110
MOBHOT'O 3aHYPEHHS KOPHCTyBada B allbTEpHATHBHY pealbHICTh. BOHH XapakTepU3yHOThCS BHCOKHAM
CTyIIEHEM JeTaii3allli, IHTepaKTUBHICTIO Ta PEAJTICTUYHICTIO, 1110 YaCTO peali3yloThCs 3a JOIOMOTO0
CyYaCHHMX TEXHOJIOTIM BIpTyaJlbHOI 1 JIOTIOBHEHOI peallbHOCTeM Ta irpoBoro pymiis, 30kpema Unreal
Engine 5 [1]. Ixna ronoBHa mera - 3abe3nmeunTu Oe3NpeleeHTHHI piBeHb peatizMy Ta 3aHypEeHHS
KOPHCTYBayiB y CTBOpEHI BIpTyaibH1 CBITH. MI3 BiTHOCSTBCS 10 CTBOPEHHS BEIUKUX, HAaJ3BUYANHO
JIETali30BaHUX Ta KOMIUIEKCHUX BIPTYaJbHUX CBITIB, SIKI MOTPeOYIOTh 3HAUYHUX OOUMCIIOBATBHHUX
pecypciB i 3a0e3medeHHsT BUCOKOT'O PIBHSI peasizMy Ta O€3MepeNIKoIHOI B3a€MOIII.

Kiro4oBi XapakTepuCTUKH TaKUX MPOEKTIB HABEJCH1 HUKYE.

Bucokuii CTymiHb pPEaJiCTUYHOCTI: BUKOPUCTAHHS TEPENIOBUX TIpadiuHUX TEXHOJOTIH s
CTBOpEHHS (HOTOpEaTiICTUYHUX 300pakeHb; MPOCYHYTI TEXHOJIOT1] OCBITICHHS Ta TIHEH.

[aTepakTUBHICT, Ta AWHAMIYHA B3aEMOISA: MOXJIIMBICTH KOPHCTYBaduaM B3a€EMOJISATH 3
0o0'eKTaMHM Ta MEpCOHAXaMU y peaJbHOMY dYaci, peamizamis (I3UKM Ta aHIMaIlii, 10 J03BOJISIOTh
CTBOPHTH BiAUYTTS MPUPOTHOTO PYXY Ta B3AEMOJIII.

upokomacmTabHl BIpTyalbHI CBITH: CTBOPEHHS BEIMKUX BIJIKPUTUX CBITIB 13 BHCOKHM
CTyNMEeHEeM JeTali3allii; OnTUMI3allis Ta CTPUMIHT KOHTEHTY I MIIATPUMKH TMPOAYKTHBHOCTI Ha
BHCOKOMY PiBHI.

[aHoBaIiiHI iHTEpdeiicu kopuctyBada (Ul): i1HTYITHBHO 3p03yMiJIi Ta 3py4Hi JUIsl KOPUCTyBava
iHTepdencr; BUKOPUCTaHHS JKECTIB, TOJJOCOBUX KOMaH/I Ta 1HIIMX METOIB BBEJICHHS B3a€MO/I1.

Po3paxoBani Ha 6araTo KOPUCTYBadiB 1 COIIaIbHI ACTIEKTH: MOXKJIMBICTh CIIJILHOT B3aEMOIIT Ta
CHIJIKYBaHHS 3 IHIIUMH KOPHUCTYBa4aMH Y BIPTyaJIbHOMY TIPOCTOpi; CTBOPEHHS COIIaJIbHO-
OpPIEHTOBAHMX CIIEHAPIiB Ta MOJIM.

Heo0OximHo HaBecTu BuMoru n1o MI3.

[IponykTuBHICTE Ta oNTUMI3alis: €(QEKTHUBHE BHUKOPHCTAaHHS PECypciB  amapaTHOro
3a0e3neveHHS; ONTUMI3aIlis Tpadiky Ta KOay Ui 3a0e3eUeHHs IJIaBHOI poOoTH 0€3 3aTPHUMOK

SKicTh KOHTEHTY: BHCOKA SIKICTh MOJEJNIeH, TEKCTYp Ta aHIMalliid; CTBOPEHHS Pi3HOMaHITHOTO
Ta JETajJi30BaHOr0 KOHTEHTY Ui IOBHOT'O 3aHYPEHHS.

CyMiCHICTP Ta JOCTYHHICTh: MIATPUMKA pi3HUX IUIATGOPM Ta MPHUCTPOIB; BpaxyBaHHS
0COONMMBOCTEM pI3HMX NPUCTPOIB Ta 3a0e3NeYeHHs KOMQPOPTHOIO BHUKOPUCTAHHS Ha BCIX
MIATPUMYBaHUX MIaTPopMax.

besnexka Ta KoH(]iAEHUINWHICTh: 3a0e3MeueHHs 3aXHCTy KOPHUCTYBauiB; 3amoOiraHHs
MOTEHLIHUM 3arpo3am Oe3reli y BipTyaabHOMY MPOCTOPI.

Hocein kopuctyBada (UX): 3a0e3nedyeHHs IHTYITMBHO 3pO3YMIJIOTO Ta 3aXOIUIIOIOYOTO
KOPHCTYBaJIbHUIILKOTO JOCBIY; peryjsipHe TECTYBaHHS Ta MOKpalleHHs iHTepdeiiciB Ta B3aeMoIii Ha
OCHOBI BIAT'YKiB KOPHCTYBauiB.
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