VIl MixHapogHa HayKoBO-MpaKTU4Ha KOHepeHLis
«AKTYANbHI NIPOBJIEMU CYYACHOIO AU3AWHY»
Kuie, KHYT/H, 04 kgimHs1 2025 p.

YOK 004.51-02::793.07; 741-042.4:004.92

IFrPOBUU IHTEP®ENC: Ornag PISHOBUAIB TA
OCOBJIMBOCTEN B3AEMOII

BA3UIIOK Enbeipa, KO3A Map’siHa
XMenbHULBKUIA HaLioHanNbHUI yHiBepcuTeT, XMenbHULUBKUA, YKpaiHa
bazyliukel@khmnu.edu.ua, maryanakozal@gmail.com

leposuli iHmepgelic 8ideoieop BUKOHYE KIIHOHO8Y posib y 83aeMO0ii epasus 3
ieposum ceimom, 3abeaneyytoqu docmyrn 0o HeobxiOHOI iHpbopmauii ma mexaHik. Y
pobomi  docnidxyrombecsi ocobnueocmi  pi3HUX murie ieposux iHMepgelcia:
HediecemuyHuUX, OieezemuyHuXx, npocmoposux ma memaiHmepgbedcis.
Po3zansidarombcst  iXHI  Xapakmepucmuku, 8r/ug Ha 3aHypeHHs epasusd ma
npuknadu pearnisauii 8 cy4acHux eideoiepax. AHani3 nokasye, wo eubip muny
iHmepelcy 3anexums 8i0 XaHpy, XyO0XHbO20 CMUI0 ma pieHsl iMepcusHocmi
epu.

Knroyoei cnoea: sideoepa, ieposuli iHmepgelic, HUD, komrnoHeHmu
iHmepagbeldcy.

BCTYN

BaxnnemMm enemeHTOM Bigeorpu € irpoBun iHTepdelic. Irposun iHTepdenc
noB'aA3ye rpaBus 3 BipTyanbHUM CBITOM, Aa€ PO3YMiHHA BCIX AiA, SKi MOXe BUKOHATU
rpaBeLpb, MICTUTb EMEMEHTU, 3 SIKMMU rpaBeLb Moxe GesnocepenHbO B3aEMOIATU
B Xxogi irpoBoro npouecy. CborogHi irpoBi iHTepdencn posMiwarTbCs He nulie
3Bepxy irpoBoOro npouecy, ane n MoXxyTb OyTW iIHTErpOBaHNUMK B CBIiT Ipu; MOXYTb
OyT KOMNOHEHTOM icTopii abo icHyBaTV okpemo. Po3ymiHHS ocobnuBocTen irpoBmx
iHTepdenciB HeobxiaHe Anst 3abe3neveHHs 3py4YHOCTI irPOBOro NpoLecy.

NMOCTAHOBKA 3ABOAHHA

MeToto poboTu € gocnigkeHHst 0COBNMBOCTEN Pi3HMX TUNIB iHTepdencis, sKi
BMKOPUCTOBYIOTBCS Y Bigeoirpax.

PE3YNIbTATU OOCNIMKEHHA TA IX O6FOBOPEHHSA

IHTepdenic B Bigeoirpax HeobxigHun, Wo6 fgonomaratn OpieHTyBaTUCh B i
rpaBusM, MaTu 3pyYHUIA JOCTYN A0 BCbOro KOMMMeKCy iHhopMalii Mpo TenepiLuHin
CTaH rpu, NPO AOAATKOBI MOXIUBOCTI, SKi rpaBeLb MOXe BWKOPUCTOBYBaTW, NMpO
MOXITMBOCTI B3aemogii 3 rpoto. IrpoBuii iHTepdenc Moxe BKOYaTU apTedakTi,
KapTu, iHCTPYMEHTU YMnpaBriHHA MEpPCOHaXeM, iHAMKATOpU CTaHy MepcoHaxy Ta
OaraTo iHworo. Y Bigeoirpax iHTepdencn noginsaioTe Ha HediereTUYHI; OiereTUYHi;
MeTaiHTepdericn Ta NpocToposi [1].

HediecemuyHi iHTepdpencn icHyloTb nosa nNpocTopom rpu Ta i icTopieto
(puc. 1). MepcoHaxi rpu Ta NepcoHax, 3a SKOro rpae rpaeBelb, He 3HaKTb NPO iX
icHyBaHHA. B nogibHux iHTepdericax nepliovyeproBe 3HaYeHHA MaloTb AW3aiiH
iHTepdency i po3MillleHHs Oro KOMMOHEHTIB Ha eKpaHi rpu, Wob skHanMeHLle
3aBakaTu 3aHYypPEHHIO rpaBLsa CBOIM BUrnsgoM. HepiereHTuuHun iHTepdenc moxe
nepeLuKkompKaTh iIMEePCUBHOCTI Ipu, ane ansa 6inbl koMnnekcHMX Bigeoirop abo irop
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3 HeBenukum GroaKeToMm nofibHi iHTepdeicHi eneMeHTU HeobXiaHi rpaBuio Ans
PO3YMiHHS BCiX aCMeKTiB irpoBOi cuTyaui.

HepiereTnyHi  KOMMNOHEHTW 3a3BuMYan 3'ABMAAIOTLCA Yy  Bigeoirpax sk
BMMIipIOBaYi ctatucTnkn. BoHu BigcTexyoTb HapaxoBaHi 6anwu, Yac, Wwkogy Ta pPisHi
pecypcu, SiKi rpaBLi HakonuuyloTb | BUTpadaloTb nig 4ac rpu. [o HegiereTMYHUX
KOMMOHEHTIB BiAHOCATBLCS KiNbLlEBE MEHH0, iHOUKATOp 340POB’s,, KapTa PiBHS TOLLO.
Hanvacriwe HegieretuuHuii iHTepderic 3 knacuyHnm HUD (Heads-Up Display)
3yCTpiYaeTbCA B CTpaTeriax i ponboBux GonoBukax, a 3 MiHimanictuyHum HUD — B
irpax-pybaHkax (cneluepax), CTpiNaHKOBUX irpax Bif NepLuoi Yu TpeTboi ocodu [2].

Puc. 1. HegieretnyHun iHtepderic rpu «The Outer Worlds»

LiecemuyHi iHTepdeiicn BigobpaxaloTb enemeHTU, siki 6adaTb nepcoHaxi
rpM B CBOEMy CBITi, ane HabnmwkeHo ANA 3pyyHOi Hagirauii rpasBusi. BoHwu
CTBOPIOKTLCHA TAKUM YMHOM, LIO6 MakCUManbHO PO3MUTU PaMK/ MiXX YMOBHOCTSIMU
irpoBoro iHTepdpency Ta irpoBum cBiToM. Llen Tun iHTepdenicis HanvacTiwe
3ycTpivaetbca B 3D-irpax, Ae BCi iHTepdenCHi enemMeHTU MOXHa nokasyBaTu
36nu3bka, Hanpuknag Ha Av3ariHi nepcoHaxy abo roro 36poi. Nnacki iHTepdencHi
eNeMeHTV B TaKOMY BMKOHaHHI BiACYTHI Ljinkom abo YacTkoBo [2].

Mpuknagom gieretuyHoro iHTepdericy € iHTepderic rpu «Dead Space 2»,
CTMMI30BaHWI Nig ronorpamy, sika BiATBOPIOETLCH 3 LLOMOMa FOfIOBHOrO NepcoHaxa
i rpaBeupb nepernsggae iHTepdenc pa3om 3 nepcoHakeM. TakoX NoKasHUK 300poB’s,
peani3oBaHui SK YaCTMHA KOCTIOMY Ha CMWHI B NepcoHaxa (puc. 2).

Puc. 2. [lieretuuHun iHtepderic rpm «Dead Space 2»
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Mpu ineanbHOMY BUKOHaHHI AiEreTM4HUIA iHTepdEenc MoXe He MaTh XOLHOro
€reMeHTy, WO NPUB’'A3aHMA A0 MNMOWUHWN eKpaHy. [iereTMyHMMn enemeHtammn €
BOygoBaHi ragxetn, dytypuctnyHi Ul-Haknagkw, disuyHi obmexeHHa aBaTapa
rpasus.

MemaiHmepgbelicu € koMOiHaUielo HepiereTMYHMX i OIEreTUYHUX pillieHb.
KomnoHeHTN MeTaiHTepdency kopucTyBaya iCHylOTb B iCTOpii rpu, ane BOHU
3HaxXo4ATbLCA No3a NPOCTOPOM rpu. ABaTap rpaBLs MOXe 3HaTU abo He 3HaTu Mpo
MeTakoMnoHeHTU. TpaguuiiHo meTa-HUD — ue pagwe XygooxHi edektu, Lo
nepefalTb CTaH MNepcoHaxa 4u cutyaudito. [O METakOMMOHEHTIB  Takox
BiOHOCATLCH KONMbOPOBI iNbTpY Nomns 30py (30kpema TpeMTiHHSA, 3HeGapBneHHs B
pasi MOWKOMKEHb rpaBLs), MPOKpPydyBaHWM TekcT, Opyd, WO MNOBIMbHO
HaKOMMYyeTLCA Ha ABOBUMIPHIV NMOLLMHI rpu.

Ak npuknag, meTtaiHTepdelnc peanisoBaHo B rpi «Watch Dogs 2», ge
iHTepdEeNCHMIN enemMeHT € ekpaHOM TenedoHa, Ha Ak OUBUTLCS aBaTap rpasLs,
ane He kamepa HabnwkaeTbCa OO0 eKpaHy, a ekpaH TenedoHa BUBOAWUTLCS Ha
eKpaH rpu ik inTepgencHe BikHo (puc. 3).

Puc. 3. MeTta-iHTepdenc «Watch Dogs 2»

lMpocmoposi iHTepdencn 3asBnyan He 3'IBNSIOTLCA B YMCTOMY BUMAdi, a
NOKNVKaHi ONOMOITK 3pOOUTM iIHTEPENC rpu YUCTILLUM i AT MOXNMBICTb rpaBLto
Ginbwe 3BepTtaTM yBary Ha CBiT rpu (puc. 4). Taki iHTepdencHi enemeHTn €
BMUCaHUMWN B CBIT rpu, ane nepcoHax ix He Gauntb. Lle moxyTb OyTn niHii Ha
[opo3si, AKi BeAyTb rpaBusi Ao NoTpibHoro Micusi, abo mMapkepw, WO BKa3ylTb Ha
MOXIMBICTb B3aEMOAii 3 MEBHUMW eneMeHTaMW OTOYEHHsl, TOHOYHI MiHii, aypu
Bubopy [1]. Y daHTacTU4HMX | NPUrogHWLBKUX irpax TEKCTOBi MITKM LUBMAOKO
yCyBaloTb ABO3HAYHICTb i [O3BONSAIOTb rpaBUAM 3aHYpUTUCA B irpoBUIA NpoLEC.
HUG B npocTtopoBux iHTepdericax Mae riopuaHuin xapakTep, OCKifnbKW iHTerpyeTbes
B CepefioBuLLEe rpwu, ane NepcoHaxi noro He Gavarb.

Knacudikauis KoOMNOHeHTIB iHTepdency KopucTyBaya Bifeoirop He 3aBXan €
YiTKO. JTIMMMBHUK XUTTS MOXe BYyTW AiEreTUY4HNM B OJHIV rpi, ane HeaiereTMYHUM B
iHWin. 3anexHo Big HapaTMBy rpu Ta CTyneHeM ii iMEepCMBHOCTI KOMMOHEHTU
MOXYTb CTMpaTW MeXy MiX Krnacam. Tak caMO HeCKiHYeHHUI Aianas3oH BisyanbHUX
CTMMIB | KOHdirypauin MoXHa 3acTocyBaTM [0 KOMMOHEHTIB BignoBigHO A0
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XYOOXHBOrO HanpsiMKy rpu. Y Aeskux irpax NopTaTuBHI Ai€EreTUYHi KOMMOHEHTH
MOXHa nepemukaTv y [OBOBUMIPHWA MOBHOEKPAHHUIN pPEeXMM, Lo pobutb ix
HeniereTMYHUMK.
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Puc.4. MpocToposuit iHTepdenc rpu «Fable 3»

BUCHOBKU

IrpoBui iHTepdoelic 3abe3nedye B3aemofito rpaBus 3 irPOBUM CBIiTOM,
BNNMBaOYM Ha 3PYYHICTb | 3aHYpeHHs y npouec rpu. BuginawTb HegiereTuyHi,
AiereTnyHi, meTtaiHTepdencn Ta NPoCTopoBi iHTEPdENCH, KOXKEH 3 SAKMX Ma€E CBOI
ocobnuBocTi. HepgieretnyHi  iHTepdencn 3pyyHi, ane MOXyTb 3HWKyBaTu
IMEPCMBHICTb,  TOOI  AK  [LJEreTWYHi  CnpusiloTb  MUOWOMYy  3aHYpPEHHHO.
MeTakoMMNOHEeHTU cnpusloTb Nepefadi emMouin Ta NoAiA Ha iHTYITUBHOMY piBHI 3a
JornomMoroto  BidyanbHuMX edpekTiB. KoMnoHeHTM npocTopoBOro iHTepdency
JornomaratoTb rpaBUl0 yCyBaTW [ABO3HA4YHOCTI 6e3 HagMipHOro 3axapalleHHs
ekpaHy. Bubip iHTepdpelicy 3anexuTb Big KaHpy, CTUNIO Ta HapaTuBy rpw.
Mopanbwe pgocnigXeHHs iHTepdenciB MoXe CnpuaTM  CTBOPEHHK  GinbLu
IHTYITUBHUX | KOM(POPTHUX IFPOBUX CEPEAOBMULL.
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BAZYLIUK E., KOZA M.

GAME INTERFACE: OVERVIEW OF TYPES AND INTERACTION
FEATURES

The game interface plays a crucial role in player interaction with the virtual
world, providing access to essential information and mechanics. This study
examines the characteristics of different types of game interfaces, including non-
diegetic, diegetic, spatial, and meta-interfaces. Their features, impact on player
immersion, and examples of implementation in modern video games are analyzed.
The findings indicate that the choice of interface type depends on the game's genre,
artistic style, and level of immersion.

Keywords: video game, game interface, HUD, interface components.
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