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IHCTPYMEHTHU J1JIsA BAOCKOHAJIEHHSA
KOPUCTYBALIBKOI'O JOCBIAY B II'POBUX 3ACTOCYHKAX

Canoxuuk Makcum BsiuecnaBoBuu
cmyoenm epynu [ACm -1-24-1.40,
Kuiscvkoco cmoauunoeo ynieepcumemy imeni bopuca I pinuenka,
HayKoeutl KepiHuk — k.m.H., ooy. Hocenko T.1.

CydacHi irpoBl pymIi MNpPOMOHYIOTh pI3HI MAXOAM [0 peamisarii
nepcoHamizaiii Ta JOCTYMHOCTI KopuctyBaubkoro nociny (UX) [1], mo €
KPUTUYHUM (PAKTOpOM JJisi YTPUMaHHSA TPaBIIB 1 3aly4eHHS HOBOI ayJIUTOPIi.
[IpoGyiema nosisirae y BUOOP1 ONTUMATILHOTO PYIIIis ISl CTBOPEHHS 1HTEpPEHCy, sIKUi
Ou 3abe3nedyyBaB aJaNTUBHICTh, 1HKIIO3UBHICTh Ta €(PEKTUBHICTH PO3poOKHU [2].
O06’exToM pociimkeHHs € kKopucTyBarbkuii gocBi (UX) B IrpoBHUX 3aCTOCYHKAaX, a
npeameTroM — 1HCTpymMeHTH Unity Ta Godot nmns peamizamii mepcoHamizamii U
noctynHocTi UX. MeTroro 1ociiikeHHs € aHam3 BOyaoBaHuX 1HCTpyMeHTiB Unity Ta
Godot s peanizauii nmepcoHaiizaiii W JOCTYIHOCTI KOPHUCTYBalbKOTO JOCBIAY 3
METOIO0 BMSBJIEHHS iX IepeBar 1 HEJOJIKIB JUIsl PI3HUX THUIIB ITPOBUX MPOEKTIB.
MeTonosoris IpyHTY€EThCSI Ha TEOPETUYHOMY aHalli31 Ta MOPIBHAJIBHOMY METO/I, 110
BKJIIOYA€ aHail3 JOKYMEHTAllll pylIiB, HAayKOBUX MyOJiKamiil Ta MpUKIaIiB
MPaKTUYHOI peami3alli y BIIOMUX Irpax. Pe3ynbTaTv MNOPIBHSAJIBHOTO AaHAIIZY
inctpymentiB Unity Ta Godot [3; 4; 5; 6] momano B Tabmmi 1.

Tabmuus 1.
[TopiBHSIHHA IHCTPYMEHTIB niepcoHaizaiii Ta noctynHocti y Unity Ta Godot
OyHKIis Unity Godot
Temu iHTepdeiicy | BoOynoBana miarpumka | BOymoBani TEMHU
(light/dark) yepes Ul Toolkit Ta | Control Nodes
TJIariHu
MacmrabyBanns Ul Canvas Scaler (mpocte | Control Stretch
HaJIallITyBaHHS) (rHy4Ka cuctema)
Accessibility-omii YactkoBa miarpumka | [lepeBaxkHO py4yHa
(urariam gna - TTS, | peamizaris
KOHTpPAcCTYy)
Cxumannicts peamizanii | Huszpka (6arato | Cepenns (OimpImIe
roTOBUX 010J110TEK) PYYHOTO KOJY)
[TpoIyKTUBHICTB Bucoka, ane geski | Bucoka, onrumizamis
IUTariHA BIUIMBAIOTh HA | Yepe3 KacTOMI3alliio
FPS
Baprictb Yactuna muaridiB € | [lepeBaxkHo
MJIATHUMUA OE3KOIITOBHO,  Open-
source
[Mianrpumka miarpopm | PC, 10S, Android, | PC, Android, iOS
KoHCO1 (0(iIiifHO) (KOHCOJI1 — 9aCTKOBO)
[Mpuknaau irop The Last of Us Part 11 | Deep Sixed, Dodge the
(accessibility), Clash of | Creeps!
Clans (aganTUBHICTB)
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Ananiz mokazye, mo Unity € onTuMaibHUM BHOOPOM Il MacIITaOHUX
KOMEpPILIMHUX TPOEKTIB, JI€ KPUTUYHHUMH € IIBHJKA pPO3poOKa, IHTErpaiis Ta
MiATPUMKA MUPOKOTo criekTpa miatdopm. Godot, y cBoro uepry, 3abe3neuye OuTbIny
THYYKICTh y HaJamTyBaHHI iHTepdeicy Ta Moxe OyTH e(PEeKTUBHUM 1HCTPYMEHTOM
JUTSL THJI1-TIPOEKTIB Ta IHHOBAIIMHUX PIIIeHb, JIe MOTPIOHA MaKCUMaJIbHA KacTOMI3allis
0e3 3aJeKHOCTI BiAg CTOpoHHIX TIaridiB. [loganpin AOCTIHKEHHS JOMUIBHO
COpsMyBaTH Ha EMITIIpHYHE TECTYBAaHHS BIUIMBY IMEPCOHANI30BaHUX 1 accessibility-
pillIeHb Ha 3aTy4eHHS Ta yTPUMaHHS TPaBIIiB.
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