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AHoOTauUis. Y cTatti po3r/isiHyTo 0cob/mBOCTi 3acTtocyBaHHS AR/VR-TexHO/oriv
Y KHUWXXKOBIU [TI0OCTpaLii, BUSIBJIEHO IXHIM BM/nB Ha 4YdTadiB, iloCTparopis 1a Bu-
AaBLiB, @ TaKOX OKPEeC/IEHO NePCreKTUBU PO3BUTKY IHTEPAKTUBHUX BUAHb.

MeToro [0C/igXKEHHSI € 34INCHEHHST KOMIMJ/IEKCHOIO0 TEOPETUKO-NIPaKTUYHOIoO
aHasnizy 3actocyBaHHS AR/VR-TEXHOIOrIiN y KHUXKOBIV i1F0CTpayii 47151 BUSIBJIEHHS iX-
HbOro TpaHc@opMauifiHoOro noTeHLUiaay, a TakoXX MOTEHLIMHOro BIJIMBY Ha 4yntadis/
inocTparopiB/BuAaBLiB; aHasi3 TEXHIYHMX NepeayMOB | MNepcrieKTuB oA4asibLioro
pPO3BUTKY.

MeTtogonoris gocnig)xxeHHs. [JoC/igXeHHS rDyHTYETbCS Ha MiXAnCcUUIiHap-
HOMY METOAI, O BKJIIOYAE aHasli3, CUHTE3 i MOPIBHSIHHS. 34iICHEHO aHasli3 aKTyasibHux
axepen Ha temy AR/VR y tunorpagiyHnx Bupobax, 30KpeMa B KHMXKKOBIN iTioCTpadyii.
llpoaHasnizoBaHO HayKoBi poboTu, Taki SIK CTaTTi B peLeH30BaHUX BUAAHHSIX, MaTe-
piann KOH@EepeHUI, aHaniTU4Hi 3BiT Ta NpakTUYHIi npukaaan 3acrocyBaHHs AR/VR
y nitepatypi. ¥ pob0Ti 3aCTOCOBYETbCS MOPIBHS/IbHWKI METOA A/151 3iCTaB/IeEHHS 0COb6/in-
BOCTel yrpoBaaAXXeHHS TEXHOJIOrN y nosairpagiyHux Bupobax.

Pe3ynbrarn pgocnig)xeHHs1. TexHO/0rii A0MNOBHEHOI peasibHOCTI MOXYTb
3HAYHO 3MIHNTYU AOCBig YnNTada y B3aEMogil 3 KHUrow. AR-inocTpadis nepeTBoproe
CTaTnyHy KapTuHKY Ha AWHaMidHy Ta IHTEPaKTUBHY: i Yac HaBOAXEHHS KaMepu
cMapT@oHa Ha CTOPIHKY KOPUCTyBay MoOXe nobayntu Ha T/1i APYKOBaHOI KapTUHKU
TPUBUMIPDHY aHiMauito reposi, no4yytv rosoc abo My3n4yHuii CcyrnpoBig, BignoBiCTU
Ha IHTepaKkTUBHI 3anuTaHHs Towo. Lle po3wuproe Mexi KiaacuydHoi intocTpauil,
o o06°egHy€E TaKTW/IbHUI [OCBIA YUTAHHS 3 MYJIbTUMEAZIMHUMU €JIeMEHTaMU.
VR-rapHitypu MOXYTb BMKOPUCTOBYBATW METABCECBIT, PO3LINPUBLUN LENU Migxia
we gani — A0 CTBOPEHHS MOBHOLIHHUX IMEPCUBHUX JIITEPATYPHUX CBITIB, Y SIKUX
yuTay mMoxxe rnepebyBatu y poJii criocTepiradya 4n HaBiTb y4acHuKa rogivi. Y ubomy
AOCAigXKeHHI AaHi iHHoBauii po3rns4aroTbCsl SIK MO3UTUBHUI KPOK Yy CTBOPEHHI
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YHIKa/JIbHOr0 KOHKYPEHTOCIPOMOXHOIro fpoEKTyY, A€ BrpoBagxeHHsT AR/VR moxe
A04aTv HOBI LUJISIXU AJ1S1 HaBYaHHS, AOC/AXKEHHS, rpy, CriJIKyBaHHS, WO MOCUJIUTL
noTeHyiasa KHUXKOBOI BUAABHUYOI iHAYCTPIi i AaCTb 3MOry CTBOprOBaTu CBOI rpo-
EKTN 6inibLy NpuBabaANBUMU Ta KOHKYPEHTOCIIPOMOXHUMU 3aBASKN r/IMb6OKIN iHTe-
rpadii i3 ungposum BcecBiToM. OAHAK CTaso SICHO, O TakuxX NPoAYKTIB Ha PUHKY
BCe Lje BKpak Masio Yepe3 HU3bKy AOCTYrHICTb rapHityp VR/AR, He3a[0Bi/lbHYy aB-
TOHOMHICTb Ta BUCOKY LIiHY pO3p06JiIeHHS. Y NepCrneKTuBi i YUHHNKN MOXYTb 6yTu
BUPILLIEHI 3aBASIKN BIPOBaAXEHHK IHCTPyMEHTapito Ha 6a3si LWTYyYHOro iHTE/IEKTY
(LUI), 34aTHOro onTuMIi3yBaTu rpoLec po3pobsieHHS Ta 3HAYHO 3HU3UTU BUTPATH,
a TaKoXX iHTerpauii KHMXKOBUX IOCTpayivl y wnpLli BipTyasabHi npocTopn MeTas-
CEecBITy.

HaykoBa HOBM3Ha. HayKkoBa HOBM3Ha LUi€l poboTn ronsrae y cucrematu-
3auii cyyacHux nigxogis Ao iHTerpayii AR/VR-TEXHOIOrIN y KHUXXKOBY I/1IOCTPaLito
Ta B y3ara/lbHEHHI HOBITHIX MPUKIaA4iB BUKOPUCTAHHS IIIOCTpauii y pisHux poboTtax.
lpoaHasnizoBaHoO pi3Hi @yHKLIOHa/IbHi repeBarn TexHO/Iorik A7 4YuTadiB, po3pob-
HUKIB/inrOCTpaTopiB i BUAABLIB, O CTBOPIOE MigrpyHTS A5 104AaslblunX AOC4XKEHb
i IpakTn4YHMXx po3pobokK y chepi BUAaBHUYOIro An3aKHy B 4acu MarbyTHbOro po3BUTKY
TEXHOJIOrN. BU3Ha4yeHo OCHOBHI rpobsieMu 1a Baxkesi, KOTpi CTpuMyoTb r1osiBy pobit
3 AR/VR-iHTEerpavismm

MNMpaKkTnyHa 3HavyywWicTb. Pe3ybTatv npeacTaB/isiioTb MOXJIMBOCTI Ta rno-
TeHUiMHi npobaemu 415 BuAaBLUiB, pO3pO6HMKIB Ta iZIIOCTPATOPIiB y BrIPOBaAXEHHI
AR/VR-TexHo0riN y cBOI ManbyTHI NpoAyKTHU, KOMBiHYO4YN UnNppoBi TEXHOIOrIT Ta
€/1eEMEHTH MaTepiasbHOro CBIiTy A/1 CTBOPEHHS IHHOBALUINHNX NPOEKTIB. OTpUMaHi
BUCHOBKMW MpO BIMJINB AR-KHUI Ha MOTUBAaUIilO " SKICTb CrIpUUHATTS iHpopmayir
AarTb 3MOry naaHyBatu 6iibLl SIKICHi OCBITHI NMpoAYyKTH Ta iMePCilHIi XyA40XHi BU-
TBOpU. Y pe3ynbTarti ye CripusitTuMe rosiBi KOHKYPEHTOCIPOMOXHUX KHUI HOBOIO

ISSN 2415-8151 (Print), 2786-8664 (Online)

MOKOJ1IHHS, WO MOEAHYIOTb TPaANLUINIHE YNTAHHS 3 IHTEPAKTUBHUM [OCBI4OM.
KnwuyoBi cnoBa: intoctpadis, AR/VR, an3ariH, MeTa BCECBIT, KHUXKOBA i/t0-

CTpauyisi, 4onoBHeEHa peasbHicTb, AR, VR, Un@poBi TEXHOIOrIT, WTYYHWNI IHTEEKT,

reHepatuBHUM LUTYYHWUIA [HTENEKT, iIrpoBa IHAYCTpis, AN3akH, iHHoBauil.

BCTYN

MpoTaAromMm ocTaHHiX aecaTunite mMu b6a-
YMMO CTPiIMKMIA PO3BUTOK LNEDPOBUX TEXHO-
Norin Ta iXHiN BNAMB Ha BCi cdepn Haworo
XUTTS, Y TOMY YNC/i HA KHUXXKOBY ifll0CTpauito.
3'ABNAOTbCS HOBi (popMaTU 3any4yYeHHS uu-
TayiB 4O NPOAYKTY, 30KpeMa 3aBASKW A0MOB-
HeHin peanbHocTi (AR — augmented reality) Ta
BipTyanbHii peanbHocTi (VR), Ak cnony4deHHs
@di3nyHoOro i BipTyanbHOro cBiTiB. [lonoBHEHa
peanbHiCTb AA€ 3MOry Hakagatm undpoBumn
KOHTEHT (TekcT, 306paxeHHs, 3D-aHimauito,
3BYK) Ha CTOPiHKWN APYKOBAHOI KHUIN Y peanb-
HOMY 4aci 3a A4ONMOMOrol KamMepu cmapTtdoHa
unm AR-okynsapiB, KOTpi Yy UbOMY AeCATWUAITTI
MaloTb peasibHy NepcneKkTMBY CTaTu AOCTYMHi-
WKMMM Ha PUHKY CNOXMBa4iB 3aBASAKW KOMMa-
HiaM Google, Meta Ta iH. A NnosiBa BCEOCSAXHOI
OC Android XR 3 yHiBepCcasnbHUMWN iHCTPYMEH-
TaMu Ans po3pobHukiB [9] cnpnaTumMe HOBOMY
PO3BUTKY LMX TEXHONOTiA, a TaKoX MeTas-
cecBiTy. OCTaHHIN e nepeabayae CTBOpPEHHS
iHTEpaKTUBHUX TPUBUMIPHUX MpPOCTOpiB, Ae
ynmTadi MOXYTb B3AEMOAIATM i3 ClOXeTaMu Ta

nepcoHaxamu sk undposi asatapu. Yci Ui iH-
HOBaUii BiAKPMBaKTb MOXIMBOCTI TpaHcdop-
MyBaTW TpaAMUINHY inlCTpauilo B iHTepak-
TUBHUN MYNbTUMEAINHNIA O0CBIA YNTAHHS.

AHANI3 NONEPEAHIX AOCNIAXEHD
OcTaHHi ny6nikauii AEMOHCTPYOTb BMU-
COkMI noTeHuian po3suTky AR Ta VR y coepi
KHUXXKOBOI if1l0CTpaLii, oCcKinbku came Ui Tex-
HOMOrIi 34aTHI 3MIHUTU Niaxia 4O Bi3yanbHOro
0DOpPMNEHHS N IHTEPaKTUBHOCTI BuAaHb [2;
5; 19]. Y Hu3Li ekcnepuMeHTanbHUX A[OCHi-
J)KeHb NOKa3aHo, WO 3a5lyYeHHs AiTen Ao 4un-
TaHHS 3a AOMNOMOrol A0MNOBHEHOT peanbHOCTI
3abe3neyye MO3MTUBHUIN Ta 3HAUYHUN edeKT
ONS pPO3YMiHHSA CHOXETy Ta MOoro 3amnam’sto-
BYBaHH4A, a TaKOX nNigBULYE MOTMBaUilO A0
HaBuyaHHa [2; 6; 15]. BoaHo4ac iHTepak-
TUBHiI opMaTu CTBOPIOIOTbL NepeayMOBM AN
HOBMX E€KCMEepPUMEHTIB Ta iHHOBAUIA Yy CTBO-
PEHHI iNOCTpaTUBHUX MPOEKTIB 3 iHTerposa-
HUMM AR/VR-TexHonoriasMm - Big MOEAHAHHSA
inocTpauii 3 TPMBUMIPHOIO aHiMauieo A0 3a-
HYpPEeHHS 4YnTada y BipTyanbHi iMepcuBHi noaii
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CBIiTiB, AKi MOXHa AOoCNigXyBaTu TakK camo, §K
XynoxHinn Teip [6; 10; 13]. Okpemi aBTOpU
nigkpecnwoTb, WO AR-intocTpauia po3kpuBae
HOBIi NefaroriyHi MOXJINBOCTI, aAXe AAaE 3Mory
aganTtyeaTu MaTepian nig iHAuMBIAyasnbHi no-
Tpebn yuHiB | nNigTpUMyBaTU IHTEPaKTUBHY
B3aEMOAI0 B OCBITHbOMY cepepoBuui [3; 16].
OAHakK OCHOBHMMU npobnemMamm 3annwarTbCA
BMCOKi anapaTHi BMMOruv, 3HadHa BapTiCTb
po3pobneHHs Ta CKAAAHICTb CTBOPEHHS MY/b-
TUMEAINHOro KOHTEeHTY, WO CyTTeEBO obme-
XYIOTb MOWMPEHHS TEXHOMOriT cepen WNPOKOi
ayauvTopii [4; 11; 18, c. 6-23]. 3aranom no-
nepeaHi AocnigXeHHs NiaTBepaAXYyoTb, Wwo AR
Ta VR 3aaTHi 36aratutn A4oCBiA YNTaHHSA, Nig-
BULLNTU MOro €eMOUINHICTb i Mi3HaBa/bHICTb,
npoTe BeCb NoTeHuian obMexeHun yepes onu-
caHi Buwe npobnemn [7; 10; 17].

META

34INCHUTU aHani3 akTyaJbHUX MOXU-
BOCTel BUMKOPUCTAHHSA TEeXHOJOriin A0NOBHEHOI
peanbHOCTI Ta BipTya/lbHOI Y KHWXKOBIN into-
cTpauii. OCHOBHI 3aBAaHHSA BK/KOYalOTb AOCAI-
L>KeHHSA noTeHuiany AR i MeTaBcecBiTiB y MOX-
nuBin TpaHcdhopMauii TpaaMUiIMHOT KHMXKOBOT
intocTpauii. NMoTpibHO NpoaHanisyBaTn Cy4acHi
npuvknaaun peanisauii LMX TEXHOMOTIN Y BUAaB-
HWYIiM cepi, TaKOX BUSABUTU NnepesBarun, sKi ot-
PUMYIOTb Pi3HI Fpynu: 4uTadi, inwcrpatopwu,
BMAaasLi Big ynposaaxeHHa AR/VR-intoctpauin
i3 MPOrHO3yBaHHSAM HOBMX TeHAeHUin Ta nep-
CrnekTuB  nojanbworo po3sutky AR/VR.
OcCTaHHIM 3aBAaHHAM UbOro AOCNIAXEHHS
€ OKpecC/ieHHS TexHi4YHuMX ocobnmBocTen Ta
obMexeHb BUKOPUCTAHHSA BULLE 3a3HaYeHUX
TEXHOMOrN NiA 4YaC CTBOPEHHS KHMXKOBUX
inocTpauin.

PE3YJIbTATU TA IX OGrOBOPEHHSA

TexHonoril [OMOBHEHOT peanbHOCTI
34aTHi AOKOPIHHO 3MiHUTW [0CBig B3aeMopail
ymTayda 3 KHUroto, 60 AR NpmMBHOCUTD i3 coboto
ribpuaHnic  [oCBig YWTaHHSA, A€ TpaAWuuilHi
nanepoBi KHWUIM [OMOBHIOKTLCA UUPPOBUMYU
dyHKUigaMn (Hanpuknag, aHiMaui€, 3ByKamu,
MMTaHHAMW Ha pPO3yMiHHS Towo), a ue nig-
BULLYE SAKICTb 3a/ly4eHHA 4YmTadva. Hanpwuknag,
AR-intocTpauis Hapa€e CcTaTUYHOMY 306pa-
XXEHHIO AWHaMiKu Ta iHTEepaKTUBHOCTI: HaBO-
AA4Yn Kamepy cMapTdOHa Ha CTOPiHKYy, yuTau
MoXe nobayunTi noBepx ApyKOBaHOI intocTpauii
TPUBUMIPHY aHiMaUilo nepcoHaxa, Mno4vyyTu
03BYy4YeHHs1 abo My3U4YHWI CynpoBia, Biano-
BiCTM Ha iHTEpaKTMBHI 3anuTaHHs Towo [15],
WO PO3LMPIOE MeXi TPaAULINHOI KHUIMN, NOEA-
HYIOUM TAaKTUIbHWUIA AOCBI4 YNTAHHS 3 My/bTU-
MediNnHUM.

Y pesynbTaTi AOCNIgXKEHb i3 3aNyYEeHHAM
AiTeN 0O KHMXKK 3 TexHonorisMu AR BUSIBIEHO,
WO YBaXHiCTb, MOTMBALiA Ta KOHUEHTpauia ym-
Taya 3pOCTaloTb 3aBASIKM KHW3i, [AOMOBHEHIN
3BYKaMMu, aHiMaUi€o Ta iHTEpaKTUBHUMU rpoue-
camu [8]. Hanpuknapg, oity, aKi uMtanu intocTpo-
BaHy ictopito 3 AR-edekTamu, AEMOHCTpyBanu
Kpally yBary A0 AeTajnen i Bulie 3aJ0BOJIEHHS
BiL YMTaAHHS MOPIBHAHO 3 TpaauuinHum dop-
MaToM [16, c. 2-6]. AR-TexHosnoria dakTU4HO
OOJQE e OAMH, AKLO0 He AeKiNbKa piBHIB cnpuit-
HATTS KHWXXKOBOrO CBIiTY, AAlO4M 3MOry <«0XMU-
BUTM» ysABY uMTada 3acobamu BipTyasnbHOI rpa-
dikn.

KoHLuenuis MeTaBCeCBITY pO3LWUPIOE LEN
nigxig we gani — A0 CTBOPEHHS MOBHOUIHHUX
iMepcuMBHUX nNiTepaTypHUX CBIiTIB, Ae uuTad
MOXe nepebyBaTu 9K y poni crnocTtepiraya, Tak
i HaBiTb CTaTW aAKTMBHMM YYaCHWUKOM noaiin/
cuUTyauii, po3KpUTUX Y KHM3Ii. Y MeTaBCecCBITi
intocTpauis oTtpumye 6inbwy ponb, aHiX A[o-
MOBHEHHS [0 TEeKCTy, BOHA NEepeTBOPIETLCH
Ha MpOCTip, KyAM MOXHa yBinTW. Tak, 3a Ao-
nomorot VR-NpuUCTpOiB yMTay 3paTteH OMNMHU-
TUCS BCepeauHi CUeHW, 3ManbOBaHOI B KHU3I,
Hanpuknag NponuTUCA KAa3KOBWUM JliCOM 4n ce-
peAHbOBIYHMM MICTOM, OMWCaHWM aBTOPOM,
po3rnagarum oTodeHHsa Ha 360°. [laHy igeto
6yno npoaeMoHcTpoBaHo B StoryVR, pgo-
[ATKY, B KOTPOMY 4MTadi MOXYTb YBIiNTW A0 iM-
MEpPCUBHOIO ayfAioBizyasbHOro OTOYEHHS nig
Yac nMpocnyxoByBaHHS icTopin [13, c. 3-21].
TpuBUMipHI Moaeni nepcoHaxiB Ta AOBKiNNg
CTBOPHOKOTb e(deKT NPUCYTHOCTI, WO MigCUNIOE
eMouinHe cnpurHaTTa icTopii. [ocnigXeHHs
Big3HayalTb MNO3UTUBHWUIM BMAUB Takux nia-
XOAiB Ha 3aHYPEHHS Ta eMOUiNHY 3aly4deHicTb
ayauTopii [20]. MeTaBcecCBiT TakOX BiAKPUBAE
MOXJIMBOCTI couianisauii HaBKOO KHUI: Yy Bip-
TyallbHOMY MNpPOCTOPi YMTayi MOXYTb 3ycCTpiyva-
TMCA 3 iHWKUMKM daHaTaMKu, pa3oMm BiaBiAyBaTU
npoctopu 3 ynwbneHnx pomaHiB, obroBopto-
BaTW CHOXET, BMAMBATM HaA PO3BUTOK iCTOpIi
y dopmari rpu.

AR-TexHoONorii BXe 3HaxoAsaTb ycCniwHe
3aCTOCYBaHHS Yy pPi3HUX TMnax BuAaHb. Y Au-
TAYiN niTepaTypi BOHM AOMNOBHIOWTb APYKO-
BaHi ka3ku 3D-aHiMauiaMu, 3ByKOBUMU edek-
TaMn Ta iHTEpPaKTUBHMMM CLEHaMK, AoJatouun
YMTaHHIO irpoBuin enemeHT [17]. Y KyniHapHuUx
KHuUrax AR-popnaTkun parTb 3Mory 6aumTtm Tpu-
BMMIipHi MoAeni roToBUX CTpaB i MOKPOKOBI iH-
CTPYKLUIii, @ rapHiTypu Ha kKwTant Meta Quest
BMBOAATb nNigkasku 6e3nocepenHbO B NONi
30py KyniHapa, wo pobuTb npouec Has-
YaHHS 3py4yHUMM Ta 6inbw edeKTUMBHUM 3aB-
ASKW  TMOKPOKOBWUM nigkaskaM. TecTyBaHHSA
TakuUX pilleHb NOKa3y€E BUCOKY 3a40BOJIEHICTb

Borosapos I. O., MacnsiHa M. B., BacunbeBa O. C., lLlaypa A. 0. MoxnueocTi BukopuctaHHs AR/VR-TexHonorin
Yy KHWXKOBIN intocTpauii. Teopis Ta npaktuka av3aviHy. Kynbtypa i mucreyrso. K.: KAI, 2025. Bun. 4 (38). C. 25-32.
doi: https://doi.org/10.32782/2415-8151.2025.38.1.3



[28] Theory and practice of design. Issue 38. V.1. 2025

ISSN 2415-8151 (Print), 2786-8664 (Online)

KOpWUCTyBayiB, aaxe BOHM 3HA4yHO rnoser-
WYTb ONaHyBaHHSA peuenTiB, 0cob6nMBO HO-
BaukaM [12, c. 2-13]. OaHak yce x noAibHe
BMKOpPUCTaHHSA AR y KyniHapHi KHU3i MOXe He
MaTU CEHCY 4Yepe3 MOXJIMBICTb BUKOPUCTOBY-
BaTu IHTepHeT-niaAKa3Ku.

Y XyAoXHiX BUAAHHAX iHTerpytoteca VR/
AR-KOMMNOHEHTU, AKi NMepeHoCATb YMTaya y K-
4yoBi cueHn TBOpy abo NPOMOHYTb A0AATKOBUM
KOHTEHT - Big 360° TypiB i My3u4yHUX nnem-
NUCTIB A0 HTepakTUBHUX OpyMiB i nodin Ta
«KMBUX>» inoCTpauin. Hanpuknaa, B YKpaiHi
koMnaHia LIVE animations Bu3HaHa HaliKpallow
y cdepi AR/VR-npoekTiB 3a Bepcieo Design
Rush y 2020 p. Y 2024 p. ansa Mepexi Mysnb-
TUMapKeTiB «ABpopa» peanisyBana TrMpOEKT
«CBATKOBA CKpuUHbKa». Byno cTBOpeHO Tpu Te-
MaTU4YHiI Habopn, HaTXHEHHI YKpaiHCbKUMU pi3a-
BAHVMW TpaaMUiMU, KOXEH 3 AKUX MICTUB SUC-
TiBKY 3 AR-aHiMaUi€lo Ta 3BYKOBOK [LOPiXKKOIO,
WO aKTUBYIOTbCA CKaHyBaHHAM QR-koay. Takum
UMHOM, BOHW CMpUSAAN MOLWMUPEHHIO KYNbTYPHOI
cnaawmum [21].

Mig yac npoBeAeHHA AAHOro AOCIAXEHHS
6yno BuBeaeHo Taki Buroau:

YuTtaui oTpumytoTb  baraTwmin,  iH-
TEPAKTUBHUN focsig YUTaHHA, KHUMU
3 AR-intocTpauiammn nNigBuUWYOTb 3a5lyyeHiCTb.
NMpouec cTae 3Ha4yHO UiKaBiWWM 4epe3 ene-
MEHTW rpu Ta OTPMUMaHHS BiAryKy Big AN KO-
pucTyBaya. 3aBASKW MYyNbTUMeAinHUM ene-
MEeHTaM MOXHa nepepatv 6inbwy rAMbuHy Ta
Nerkictb NodAcHeHb. TakoX MNONIMWYETbCA po-
3YMiHHS TEKCTY, 0CO6/IMBO y HaBYaslbHMX Ma-
Tepianax, 4yepe3 Te, wWo AR 3MeHLWYE KOrHi-
TUBHE HaBaHTaXeHHS Ta AoMnoMara€e nosaCHUTH
abcTpakTHi koHuenuii. VR xe pae edekT npu-
CYTHOCTiI, rMMBOKO 3aHyplE Yy ClOXeT, a ue
NnpM3BOoAMTb A0 BUCOKOIO €MOLINHOro Biaryky
Ta 36inbleHHs KOHUeHTpauii Ha icTopii. HoBi
HapaTUBHI IHCTPYMEHTW AaloTb aBTOpaM 3Mory
CTBOPUTM IiHHOBaUiNHWMA aocBig, 3pobusBlin
CBili MpOEKT npuBabnueiuMM ANs nouiHOBY-
BayiB KiHO Ta CTPiMKO PO3BUHYTOI iHAYCTPIl Bi-
[eoirop yepes cxoxi 3 ymmm chepamm MeToam
3anydeHHs [14].

InocTpaTopu Ta aBTOpPM BiAKPMBaKTb
anst cebe HOBI 3acobM TBOPYOCTI Ta BMPAXEHHS
inei npoekTty. TpaauuinHa ABOBMMipHa into-
CTpauis AONOBHIOETLCS MOXJ/IMBICTIO CTBOPHOBATH
NpoCTOpOBi Mopeni, aHiMauii, uini cueHorpadii
y umdpoBOMY NpPOCTOPi, 3 KOTPMMU MalOTb MOX-
JIBOCTI KOHTaKTyBaTW 4uTadi. Yyactb y AR/VR-
NPOEKTaxX CTUMYOE Konabopauito: intocTpaTtop
CTae CniBTBOPUEM CKNA4HOMO0 MyJbTUMEin-
HOroO MNpPOAYKTY, MiABULLYIOYM CBOK KBasidi-
Kauito i UiHHICTb Ha puHKY. Taka cdepa Moxe

BIAKPUTWN HOBI pO3BaXkasibHi XaHpuW, AK, Harnpwu-
knag, AR-komiken, VR-kHUrn towo. Lle poswun-
puUTb MPOCTOPU AN MUTLIB Ta €KCNepeMeHTIB,
X04a BMHUMKAE noTpeba y A0AATKOBUX TEXHIYHMX
HaBMUKax.

BuaaBuAM ynpoBagXeHHS Takux Tex-
HOJIOTi MOXe AaTu nepeBaryn Ha pUHKY. BoHwu
MOXYTb 3HAWTU HOBi MeTOAM MOHeTM3auii, Ha-
npuknag npogax AR-goAdaTKiB Ta iHWOMo KOH-
TEeHTY. 3'9BNSOTbCSA HOBI WISXWM A0 Kpoc-Me-
AianpoeKTiB. PUHOK yce e He chopMOBaHuUM,
caMe TOMY KOMMaHii, SKi nepwmnMmnm oNaHOBYHOTb
Ui TexHonorii, oTpuMalTb MOXJMBICTb 3aKpi-
NMATU CBIiM IMigX iHHOBATOPIB Ta 3aMMyTb TaM
CBOE Micue.

OaHak, Ha Xanb, ycCi ui nepeBarn Ta
ONTUMICTUYHI NOrNaAM Ha BCi ONMUCaHi MOXNun-
BocTi AR/VR-TexHonorin He MoXyTb 6yTn Ao-
CTaTHbO npuBabauBMMM 4epe3 BUCOKY Bap-
TicTb BUpO6HMUTBA ModibHMX NpoOEKTIB. Aaxe
Ans peanisauii uMdpoBOro NPoCcTopy Ta iHWUX
MOro MynbTUMELINHUX eNneMeHTIB 3'sSBNSETbCA
HeObXiAHICTb Yy KOMaHAi 3 Pi3HUMU TEXHIYHUMMU
Ta rpadiyHMMK HaBu4ykamu, wWo 36inblIyeE He
JIMWe KiNbKiCTb 4Yacy, a 1 BapTiCTb BK/aAeHb
Yy po3pobky. AKWO HWUHi IHTepHeT i cMapTdoH
€ y 6inbwocTi nwaen, To rapHitypa BipTy-
afibHOI peanbHOCTI BCe We € 3HAa4YHO AOpPOrmMM
NPUCTPOEM, WO 3aBAXXAE PO3LWUPEHHIO PUHKY
Ha KpaiHW, AKi po3BUBAlOTbCHA, NPU3BOAAYN A0
3HMXEHHS moTeHuiany Bci€i chepun [21]. Tak
camo noaibHa TexHoNoris € AOCUTb HoBaTop-
CbKOI Ta CBiXOI, WO YCKNAAHIE K TaKy iH-
Terpauito cepen pi3HMX BiIKOBMX KaTeropin Ta
HeobXxiaHiCTb aganTauii y KOMyHikauii 3 VR/
AR-rapHitypamu [10; 19]. IHWnMK x npobne-
MaMW € HU3bKa aBTOHOMHICTb NPUCTPOIB Ta BU-
KJIMKaHHS AUCKOMMOPTY KOPUCTyBadiB, nos’'s-
3aHUX 3i 340pOB'AM 3@ TPUBANIOro HOCIHHSA
NPUCTPOIB, Taki AK MNOMYTHIHHS 30py, 3ana-
MOpPOYEHHS i HyaoTa, wWo pobuTb peanizauito
MeTaBCEeCBITIB Ta MPOEKTIB i3 TpUBa/JIMM 3aHYy-
PEHHSAM KOpUCTyBaya 6inblu CKPYTHUM.

Ane BCe XX Taku TexHonorii po3suBa-
IOTbCS, iHBECTUUiT NPOAOBXYKTb HaaXOAUTH,
a puHok AR/VR po3wunptoeTbca. Hanbnmxumm
YacOM pPUHOK MOXe AO0CArTM  CTPiMKOro
3pOCTaHHSA 3aBASKM MEHLW pecypCHOMICTKOMY
po3pobneHH0, HOBUM iHCTpYMEHTaM 3 ypaxy-
BaHHAM LUI, @ TakoX 3HMXeHHI npobnem i3
AocTynHicTio [1; 2, ¢. 2-9]. WI Bxe 34aTHUN
6patn Ha cebe 6e3niy MynbTUMeAiiHUX 3a-
BAaHb, NoB'a3aHux i3 3D-Bi3yanisaui€to, Hapa-
TUBOM, po3pobsieHHAM KOoAY Ta Bigeo. Tak camo
3aBAasku iHTerpauii WWI Ta iHWWM iHHOBaUiaM
Google pa3om i3 mapTHepamun Bxe y 2025 p.
npeacTaBfATb HOBi @aBTOHOMHI MOoAenNi OKynsapiB
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Ha 6a3i 3aranbHOi onepauinHoi cucTemmn
Android XR i3 rHy4KuMUK IHCTpyMeHTaMun po3-
pobHukiB [11]. Yce ue cBiguYMTbL NpoO iHTepec
BMPOOHUKIB A0 LbOr0 pUHKY. Lle noTeHUinHO
npusseae A0 36inbWweHHa cnoxue4yoi 6a3un Ko-
pUCTyBaJiB NMPUCTPOIB Ta KOHTEHTY, SKUN CTBO-
proBaTUMETLCA ANA LOMOBHEHOT Ta BipTyasibHOI
peasibHOCTi. TOMY MPOrHO3 WOAO0 LUbOro pUHKY
6yne NnoO3NTUBHUM, | MM NoH6aymMMo MOro po3Lmn-
peHHs [4].

BNUCHOBKMU

JdocnigxeHHa  3acBigyuio, WO  Tex-
HONoOrii OOMNOBHEHOI Ta BipTyaNbHOI peanb-
HOCTi 34aTHi 3HAYHO 3MIHUTU MiAXi4 A0 KHUX-
KOBOI iNtoCTpauii, nepeTBOprOOYN CTaTUYHI
306paxKeHHsA Ha iHTepaKTUBHI MYynbTUMeniNHi
CUEeHW, noaarym iMMEepCUBHUIA KOHTAKT i3 4u-
TayeM, a TaKoX MiABULLYE AKICTb 3a/1y4YEHOCTI.
Mpuknagn Taknx pobiT, WO OnucaHi B TEKCTI,
DEMOHCTPYIOTb iX eeKTUBHICTb Yy NiABULLEHHI
OCBiTHbOI M eCTeTU4YHOI LiHHOCTI poboTu.
BoaHo4uac BMSABEHO HU3KY 0bMeXeHb: BUCOKA
BapTIiCTb | CKNagHicTb po3pobsieHHs, 3anex-
HiCTb Big Aopororo crneuianizosaHoro obnag-
HaHHSA, ocob6nnBo B Mexax VR, 3HMXyun no-
TEHLUINHY KiNbKiCTb ayANTOPIi TaKNX NPOAYKTIB,
WO CTPUMYE 3pOCTaHHA pUHKY. lNpoTe came ui
HeaonikKM MOXYTb 6yTW MOCTYNoOBO MOAONAHI
3aBASKMU MOSABI HOBUX TEXHONOFN Ta iHCTpY-
MeHTapito Ha 6as3i WI, 34aTHMX OoNTUMI3yBaTH
npouec po3pobnieHHs, 3HWU3UTUM BUTpaTH, LWO
noserwnTtb cTBOpeHHA AR/VR-KOHTEHTY. Y nig-
CYMKY no€eaHaHHsa AR i VR i3 KHMXXKOBOIO ift0-
CTpauieto HopMye iHHOBAUINHMI HanpsM po3-
BUTKY BMAABHMYOI CNpaBun, WO BigKPWUBA€E HOBI
MOXJIMBOCTI ANnsa KoMbiHauii TenepiwHix/man-
OYTHIX TEXHOMOTI Yy APYKOBaHiN Ta uMpposin
irocTpauii.
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ABSTRACT

Bohovarov 1., Masliana M., Vasylieva O., Shaura A. Possibilities of using
AR/VR technologies in book illustration

The article examines the features of AR/VR technologies in book illustration, re-
veals their impact on readers, illustrators, and publishers, and outlines the prospects
for the development of interactive publications.

Purpose. The aim of the study is to conduct a comprehensive theoretical and
practical analysis of the use of AR/VR technologies in book illustration to identify
their transformational potential, as well as their potential impact on readers/illus-
trators/publishers. Analysis of technical prerequisites and prospects for further de-
velopment.

Methodology. The study is based on an interdisciplinary method that includes
analysis, synthesis, and comparison. An analysis of current sources on the topic of
AR/VR in typographic products, in particular in book illustration, was carried out.
Scientific works such as articles in peer-reviewed publications, conference materials,
analytical reports, and practical examples of AR/VR application in literature were
analyzed. The work uses a comparative method to compare the features of tech-
nology implementation in printed products.

Results. Augmented reality technologies can significantly change the read-
er’s experience when interacting with a book. AR illustration transforms a static
image into a dynamic and interactive one: when pointing a smartphone camera
at a page, the user can see a three-dimensional animation of a character in the
background of the printed image, hear a voice or musical accompaniment, answer
interactive questions, and more. This expands the boundaries of classic illustra-
tion, combining the tactile experience of reading with multimedia elements. VR
headsets can use the metaverse to take this approach even further — to the cre-
ation of fully immersive literary worlds in which the reader can be an observer or
even a participant in the events. In this study, these innovations are seen as a
positive step in creating a unique competitive project, where the introduction of
AR/VR can add new avenues for learning, research, games, and communication,
potentially enhancing the potential of the book publishing industry and making
their projects more attractive and competitive thanks to deep integration with the
digital universe.

However, it has become clear that there are still very few such products on
the market due to the low availability of VR/AR headsets, unsatisfactory battery
life, and high development costs. In the future, these factors may be resolved in
the near future thanks to the introduction of artificial intelligence (AI)-based tools
capable of optimizing the development process and significantly reducing costs, as
well as the integration of book illustrations into the broader virtual spaces of the
metaverse.

Scientific novelty. The scientific novelty of this work lies in the systemati-
zation of modern approaches to the integration of AR/VR technologies into book il-
lustration and in the generalization of the latest examples of the use of illustration
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in various works. Various functional advantages of technologies for readers, devel-
opers/illustrators, and publishers were analyzed, which creates a basis for further re-
search and practical developments in the field of publishing design in the era of future
technological development. The work also identifies the main problems and levers
that hinder the emergence of works with AR/VR integrations.

Practical relevance. The results present opportunities and potential chal-
lenges for publishers, developers, and illustrators in implementing AR/VR tech-
nologies in their future products, combining digital technologies and elements
of the physical world to create innovative projects. The conclusions drawn about
the impact of AR books on motivation and the quality of information percep-
tion allow for the planning of higher-quality educational products and immersive
works of art. As a result, this will contribute to the emergence of a new gener-
ation of competitive books that combine traditional reading with interactive ex-
periences.

Keywords: illustration, AR/VR, design, metaverse, book illustration, augmented
reality, AR, VR, digital technologies, artificial intelligence, generative artificial intelli-
gence, gaming industry, design, innovations.
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