TEXHIYHI HAYKIW / TECHNICAL SCIENCES 173

VIK 004.946:004.77

IMEPCUBHI TEXHOJIOI'II Y BEB:
BUKJIUKHU MMPOAYKTUBHOCTI TA ITAPAJIATMHU B3AEMO/I1T

0. B. JlutoBuenko, b. . Mozins, 1. I. Jlymancekuii

Hayionanonuu ynieepcumem «Jlveiecvka nonimexunixay,
eyn. Kuazsa Pomana, 5, Jlvsis, 79005, Yxpaina

Cmamms npucesuena KOMniIeKCHOMY AHANI3Y HAYKOBUX 0OCTIONCEHb BUKOPUCTIAH-
H5L IMEPCUBHUX MeXHON02il Yy 6e0-cepedosuwyi (WebXR). Po3zensanymo noosiinuil GUKIUK,
wo cmoimv neped OOCAIOHUKAMU Ma THOYCMPIEID: 3a0e3neuents napumemy npooyK-
MUBHOCI 3 HAMUBHUMU 3ACMOCYHKAMU A CINBOPEHHS HOBUX, THMYITMUGHUX NAPAOUsM
83A€MOOTT KOPUCHTY8ayd 3 BIPMYAibHUM cepedosuuyem. [Ipoananizosano kirouosi y3vKi
Micysi peHOepunzey, maki K HAOIUUKO8e NepemManbo8y8ants ma CKIA0Hicmby uletioepis,
ma cyuacHi memoou onmumizayii, 30kpema nepexio na WebGPU ma euxopucmanns
WebAssembly 0nst 6UKOHAHHS IHMEHCUBHUX OOYUCTIOBATLHUX 3A80AHb. [[0CAI0NHCEHO €60-
JIHOYIH0 KOPUCTTYBAYBLKO20 00CBIOY 8i0 HA308UX NAMEPHIE 00 MYTbMUMOOALLHUX CUCEM,
WO NOEOHYTIOMb GIOCMeEdCEH S PYK, nO2NA0y ma 2onocy. Ocobnugy yeazy npudiieHo npoo-
JIeMAM OOCMYNHOCII MA NOAGI HOBUX chep 3aCMOCY8ANHS, SK-0M CUNMYayiliHa aHAi-
muka. Ha ocnoei ananisy yzazanvneno 6iOKpumi numanHs, wo 6U3HaA4aioms Hanpsamu
ROOANLULUX OOCTIONCEHD Y 2ATY3I IMEPCUBHOZO 8€0).

Knrwuogi cnoesa: imepcusni mexnonoeii, 6ed, npooyKmugnicms, napaouemu 63aemo-
0ii, Kopucmysaybkuti 00c6io, docmynuicms, AR, VR, WebXR, WebGPU, WebAssembly.

IocTranoBka npodiaemu. [IpoTarom ocranHix pokiB exocucrema WebXR 3a3na-
Ja CcTpiMKOi TpaHcdopMalii, MepeTBOPUBILIKUCH i3 HILIEBOT €KCIIEPUMEHTAIBHOI TEXHO-
Jorii Ha MOBHOLIHHY IuIaT(GOpMy Ui CTBOPEHHS MAacCOBHUX IMEPCHBHHUX 3aCTOCYHKIB.
Ll eBomioLisi 3yMOBJICHA KOHBEPICHIIEIO KUIBKOX TEXHOJIOTIYHUX HANpsMIB, 30KpeMa
BIIPOBAUKEHHIM MEPEX I SITOro NMokojiHHA (5G), BIOCKOHAJICHHSM METOIB KOMITpecii
3D-acertiB i mosiBoro HOBoro NokoiHHS XR-amaparHoro 3abe3nedyenns [ 1, 2].

LentpansHoto mpobiemoro cydacHoro po3BuUTKy WebXR € moaBiiHUI BUKIHK: 3
OJHOTO OOKY — HOCSTHEHHS MPOAYKTUBHOCTI, CHIBMIPHOI 3 HATUBHUMH 3aCTOCYHKaMH,
a 3 iHmoro — ¢popMyBaHHSI HOBHX HapajurM B3aeMOJIl, 0 MOETHYIOTh 1HTYITUBHICTb,
e()eKTHBHICTh Ta IHKIIO3UBHICTh. AKTYaJIbHUM 3aBIaHHSIM € CHCTEMaTH3allis 3HaHb PO
TEXHI4HI Ta JIOAMHOLEHTPUYHI 0ap’e€pH, sSKi CTPUMYIOTh MTOIIMPEHHS IMEPCUBHOTO Be-
Oy, a TAaKOXX aHaJi3 CyyacCHUX MiAXO/IB, CIPIMOBAHMX Ha MOAOJIAHHS UX OOMEXKEHb.

AHani3 ocTraHHIX HocaimkeHs Ta myOuaikaunii. Haykosi nocmimukenHst y cdepi
WebXR akTUBHO PO3BUBAIOTHCS Y ABOX TOJOBHHUX HaIlpsMax: MiJABUIIEHHS MPOAYKTHB-
HOCTI Ta BIOCKOHAJICHHS B3a€MOJIii KOPUCTYBava 3 iIMEpCUBHUMH CEPEJOBUIIAMHU.

Y HanpsMi IPOAYKTUBHOCTI TPUBA€E aKTUBHA AUCKYCis 1010 niepexoay Big WebGL
1o Hosoro rpadiunoro API WebGPU, sxuii po3pobieHo 3 ypaxyBaHHSIM CydacHOi
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apxiTekTypH rpadiunux npouecopiB. Haykosui BinzHauaiors, mo WebGPU 3abe3neuye
OpSAMUI TOCTYN /10 HU3BKOPIBHEBUX OOUMCIIIOBAIBHUX PECYpPCIB 1 MIATPUMYE OOUHMC-
JIOBAJIBHI IEHIepH, 110 € KPUTUYHO BAXKIMBHUM JJIs CKIAIHUX (QI3UUHUX CUMYIIALIN Ta
BUCOKOIIPpOonyKTUBHUX 3D-cuien [3]. BonHowac npakTu4Hi 1OCIiAKEHHS [T0Ka3yIOTh, 110
NpUPICT NPOAYKTUBHOCTI HE € ABTOMAaTHYHKUM 1 BUMAarae CyTTEBOTO MEPErIsILy apXiTeK-
TYpPH PEHACPUHI-PYILIiB Ta ONTUMIi3alil rpadiuHUX KOHBEEPIB IiJl HOBY MOAEIb BUKO-
HaHHs [4].

[lapanenbHo, iHIII JOCTIAHUKU MiAKPECIIOIOTh cTpareriuny poiib WebAssembly
(Wasm) y pocsirHeHHI Maii)ke HaTMBHO{ IIBUAKOCTI BUKOHAHHS KOAY. 3aBASKH MOKIIHU-
BocTi Kommissinii 3 MoB C++, Rust ado Go, WebAssembly 3a0e3neuye eeKTHBHE BUKO-
HaHHS 00YMCIIIOBAIBHO IHTEHCHBHUX IMIPOLECIB, TAKUX K (i3UUHI CUMYJIALIT, KOMI 10~
TEPHUH 3ip YU AJITOPUTMHU LITYYHOTO 1HTEJIEKTY, 10 Aa€ 3MOTY PO3BAHTAKUTH OCHOBHUH
noTik JavaScript i 3a0e3meunT cTabiabHICT POOOTH 3aCTOCYHKIB [5].

HemonaBui nopiBHsUIBHI JOCHIKEHHS irpOBUX PYILIiiB IPOAEMOHCTPYBAIH, IO
WebXR cTpiMKO CKOpOUY€ PO3PHB 13 HATUBHUMH TEXHOJIOTISIMH 1 B)KE MOYKE BBAKATHCS
MOBHOLIHHOIO MJIaT(OPMOIO AJIsl CTBOPEHHSI 3aCTOCYHKIB y cpepi iMepCHBHOI aHATITHKN
Ta Bizyauizamii qanux [6].

Jpyruii BaxxauBuid HarpsiM — B3aeMo/ist kopuctysada Ta UX. CydacHi 1ociiaxKeH-
Hs1 QIKCYIOTH Iepexi BiJl yHIMOAAIbHUX IHTEP(EHCIB 10 MyIBTUMOAAIBHUX CUCTEM, SIKi
MOEAHYIOTh KiJIbKA KaHAIB BBEICHHS: OIS, ’KECTH, MOBY Ta pyX. ExcriepumenTanbHi
JaHi MiATBEPIKYIOTh, 10 TPUBAJe BUKOPHUCTAHHS OAHOTO METOIY B3a€MO[iil, HAPHK-
JaJ1 )KECTIB, NPU3BOAMUTH 10 (Di3MUHOT BTOMH, BiIOMOT K «e()eKT pyKH TOPHIIN», TOAI 5K
rOJIOCOBI KOMAaHIM CTBOPIOIOTH IiJBUILEHE KOTHITHBHE HABAHTAKCHHS Ta BUMAararoTh
JIOJTATKOBUX 3yCHUJIb JIJIsl 3a11aM’ ITOBYBaHHS KoMaH[ [7].

Sk onHe 3 pillleHb 3alpPOINOHOBAHO CHHEPIeTUYHI MYJIBTHUMOJAIbHI CHUCTEMH, SIKi
KOMOIHYIOTh pi3Hi MeToau B3aemonil. OnHuM i3 npuknaznis € texnika GazeHand2, mo
BUKOPHUCTOBYE OIS ISl IIBUIKOTO HALIIJIIOBAHHS Ha 00 €KTH Ta )KECTH PYK VIS TOY-
HOT'O MaHiINyJIIOBaHHS, 3aBASKA YOMY 3MEHIIYETHCSI BTOMA KOPUCTYBaya Ta IiJBUILY€Th-
sl TOYHICTB Jiid [8].

[Hopsa i3 MM, TOCITIIPKEHHS TAKOXK 3BEPTAIOTh YBary Ha €THUYHI Ta 0e31eKOBi acrek-
TH B3aemopii. 30kpeMa, IOKa3aHo, 10 yHiKajbHI BracTuBocTi WebXR MoxyTh OyTH
BUKOPHCTaHI [yl CTBOPEHHSI HOBHX THUIIIB «TEMHHUX MATEPHIBY», 30aTHUX MaHIiIyJIIOBaTH
MOBEAIHKOI0 KOPHCTYBAYiB y BipTyaJIbHUX cepefoBuiax [9].

He menm BaxiauBuUM HanpsMoMm € poctynHicTh XR. IHimiatuBu Ha kmrant XR
Access npauoroTe Hax aganraniero npuHuunis WCAG amst iMepcuBHUX CEepeloBHIL,
CTBOPIOIOYH METOAMKH 3a0€311eUeHHs TOCTYITHOCTI 715l KOPUCTYBAYiB 13 CCHCOPHUMH Ta
MoTOpHUMU oOMexeHHsmu [10, 11].

OxpeMuil iHTepec CTaHOBUTH HOBa cdepa NOCHIKEHb — CUTYyalliliHa aHaJIiTHKa
(situated analytics), sixka nepeabavae iHTerpamito Bizyanizauii JaHuX y (izudHe OTOUYEH-
Hs1 KopuctyBada. CydacHi onisiioBi poOOTH IEMOHCTPYIOTh, IO TaKUW MiAXiJ CIIpHse
NPUPOIHIIIOMY COPUIHATTIO CKJIQJIHUX AaHUX Y KOHTEKCTI peabHoro mpoctopy [12].

He3Baxkaroun Ha MOMITHHUH MIPOrpec, 3AIMIIAIOTHCS BIAKPUTUMHU MIPOOIEMU: BiJl-
CYTHICTh cTaHaapTu3oBaHux OeHumapkiB 1t WebGPU, necraua dopmanizoBaHuX
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pekoMeHaiii moao gpoctymnHocTi XR 1 HegocTaTHs KUIBKICT JOCIIPKEHb KOTHITHB-
HUX 00MEXEHb i yac poOOTH 3 IAHUMU Y CEPEJOBUIIAX CUTYAIIHOT aHATITHKH.

Meta cTaTTi — IPOBEACHHS CUCTEMHOI'O aHai3y HayKOBHX 1 TEXHOJIOTTYHUX JOCST-
HeHb Y cepi WebXR i3 hokycom Ha ABOX B3a€MOIIOB’I3aHUX ACHEKTaX: BUKIMKAX IPO-
JYKTUBHOCTI Ta €BOJMIOLIT TapagurM B3aeMOil KOpUCTyBaya. 3aBIaHHAM JOCIIKSHHS €
BU3HAYCHHS KIIOYOBUX TEXHIYHUX BY3bKHX MICLb Y PEHACPUHTY, OLliIHKA €()eKTUBHOCTI
cyuacHux TexHonorii WebGPU ta WebAssembly, mociikeHHs TEHACHIIH pPO3BUTKY
UX y HanpsiMi MyJIbTHMOJAJIBHOCTI M 1HKJIIO3MBHOCTI, a TakoX (popMyitoBaHHs Hepc-
MEKTUBHUX HAMPSAMIB MOJANBIIHX JOCTIDKEHD y il Taiy3i.

Buxkiiax ocHOBHOTO MaTepiany gocaimxeHns. OMHAM i3 HAHBKITUBIIINX BUKIIH-
kiB st WebXR 3anumraerscs miaTpuMKa cTabiibHOI MPOAYKTUBHOCTI. Ha BiaMiHy Bif
TpaJuLiHHUX BEO-3aCTOCYHKIB, /i€ TOJIOBHIUM KPUTEPIEM € LIBUJIKICTH 3aBaHTAXKCHHS, Y
XR-cepenoBuiax BUpilIATbHUM € CTadlIbHA YacToTa KajpiB — 3a3Buyail 72-90 FPS.
3HKEHHS LHOTO MOKa3HUKa MPU3BOIUTH 10 Bi3yalbHUX apTe]akTiB i BTpaTtu edekry
MPUCYTHOCTI, 110 MOKE BUKJIMKATH KIHETO3 y KOpHcTyBauiB [13].

binpmicte WebXR-3acTocyHkiB Hasexars 1o Kareropii fragment bound, ToO6To
o0MeKeHNX MBUAKOIEI0 pparMeHTHOro meiaepa. Lle BinOyBaeTbes uepes nepeBaHTa-
skeHHs1 rpadiunoro npouecopa (GPU) ckinagauMu oOUUCIICHHSIMH )11 KOKHOTO TTiKCe-
7151. OCHOBHUMH NPUYMHAMH € HAJUINIIKOBE IIepeManboByBaHHs (overdraw), 0coOIuBO
y CIIeHax i3 Mpo3opuMH ab0 HaIMiBIPO30pUMHU 00’ €KTaMU, Ta MiJBUIICHA CKJIATHICTh
nreiiaepiB uepe3 Bukopuctanus PBR-marepiainis, tuHamMiyHOTO OCBIT/ICHHS U TiHEH y
peasnibHOoMY uaci [13, 14]. KoxHe monarkoBe aKeperno cBitia 301IbIrye 00UnCIIIOBaIbHI
BUTPATH, OCKUIbKHM NOTPeOye BUKOHAHHS JOAATKOBUX PO3PAXYHKIB JJISI KOXKHOIO ITiK-
cesl.

[IponyKTUBHICTD TakoX MOKe OyTH oOMekeHa LeHTpasbHUM npouecopom (CPU),
0COOJIMBO SIKIIO CLIEHA MICTHTB BEJIHMKY KUIbKICTh 00’ €KTIB, 110 CTBOPIOE HAJAMIPHY Kijlb-
KicTh BUKJIMKIB draw calls [13, 14]. lonaTkoBuM Oap’epoM € TpUBAINH Yac 3aBaHTaKECH-
Hs1 Benukux 3D-aceriB, 110 BIUIMBA€E HA MIBUAKICTH 3amycky XR-mgocBiny [15].

st ycyHeHHs IMX 0OMEXEHb PO3POOHMKH 3aCTOCOBYIOTH KOMIUIEKC HIEPEBIPEHUX
METOJIiB onTHMi3allii: 00’ eaHaHHs ciTok (batching), BUKOpHCTaHHS IHCTAHCHHTY TeoMe-
Tpii (instancing), piBHiB aeramnizarii (LOD), a Takox BijJCiKaHHS HEBHAUMUX 00’ €KTIB
(culling) [14].

[epexig no WebGPU, sixuii npuiios Ha 3miny WebGL, cTaB BaXJIMBHM €TarioMm
y po3Butky BeO-rpadixu. WebGPU nporonye acHHXpOHHY MOJIeIh BUKOHAHHS Ta TijI-
TpUMKY oOuucioBanbHux meinepis (GPGPU), mo BinkpuBae HOBI MOXKIUBOCTI JIJIst
napaneibHux obuuciiens [3]. Ilpore migBUILEHHS MPOXYKTUBHOCTI HE BinOyBa€ThCs
aBTOMaTH4HO: epexTuBHe Bukopructanus WebGPU norpeOye nepeocMucIeHHsT peHe-
PHUHT-KOHBEEpPA Ta BIIPOBA/KCHHSI HOBUX apXiTEKTYyp, 31aTHUX OJHOYACHO OOpOOIISTH
rpagiuni i oObuncioBanbHi 3a1a4i [4].

Bonnouac WebAssembly (Wasm) yTBepauBCs SIK KIIIOUOBHI iHCTPYMEHT ISl BU-
KOHaHHSI O0YHMCITIOBaJIbHO IHTEHCUBHUX 3aBIaHb, TAKUX SK (I3UYHI MOAEI, CUMYIISIIi1
YaCTUHOK UM CUCTEMH IITYYHOTO 1HTENEKTY [5]. 3aBAsKU bOMY BIAJIOCS CYTTEBO 3MEH-
muTH HaBaHTaxeHHs Ha CPU Ta mokpamutu cTabiibHICTh PpeiMpeinTy.
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VY cdepi ontumizanii 3aBaHTa)KeHHSI AaHUX CTaHAAPTOM Je-pakro crtaB (opmar
glTF/GLB, sixuii y noeguanHi 3 kommpeciero citok Draco Ta texkctyp KTX 2.0 nae 3mo-
I'y 3MEHIIUTH BUKOPUCTAHHS BijeonaM siTi Ta MPUIIBUIIIUTH BHOIpKy Tekctyp [14, 15].
Hogi MeTonu noTokoBoro nepenasanHs 3D-aceTiB 103BOMIAIOTH OCTYIIOBO 3aBaHTaXKY-
BaTy Mozen y (POHOBOMY pekuMi, 3a0e3neuyroun meuakuid crapt XR-nociny [16].

Jiist miATPUMKH Pi3HUX PiBHIB NPOLYKTUBHOCTI Ha Pi3HUX MPHUCTPOSIX BUKOPHCTO-
BYIOTBCSI CUCTEMHU aJalTHBHOI MPOAYKTHBHOCTI, a ¢yHkuiss WebXR Layers mo3Bossie
PEHIEPUTH OKpeMi eJeMeHTH iHTepdeiicy abo Bineo OesmocepenHbo 3acodamu XR-
MPUCTPOIO, IO MiJABHILYE YiTKICTh TEKCTY Ta 3arajibHy wBUAKoAio [1, 2, 17].

[Ipote HaBiTh HatlonTUMiz0BaHimMK XR-3acTocyHok Oyne HeeeKTuBHIM Oe3 mpo-
JIyMaHoi cucTeMH B3aeMozii kopuctysada. OcnoBHa npobiema UX y 3D-npocTopi nossi-
ra€ y BiICYTHOCTI CTaHAapPTU30BaHUX MOJEJIeH B3aeMoii Ta HeJOCTAaTHI OYeBUAHOCTI
adopuancis [8, 18]. Kopucrysaui yacto He pO3yMilOTh, SIKi 00’ €KTH MOYKHA CXOIUTH Y1
AKTHBYBATH, 110 YCKJIAJHIOE HABIralilo y BipTyaJbHOMY IIPOCTOPI.

Krnacuuni metonu BBEeAECHHS TaKOK MalOTh CBOI OOMEKEHHS: BBEICHHS Ha OCHOBI
norsiny (gaze-based) NpU3BOIUTH O HANIPYKEHHS O4YEH, KepyBaHHS xKecTaMu — 10 Pi-
3UYHOT BTOMH, a TOJIOCOBI KOMaH/IU CTBOPIOIOTH BUCOKE KOTHITUBHE HaBaHTaXXEHH [7].
JlonarkoBo, BiICYyTHICTh O€3MEYHMX KOHTEKCTIB, MOAIOHUX 10 iframe, MOXKe CIIpUYMHH-
TH TIOSIBY MaHIMYJSITUBHUX «TEMHHUX MAaTepHiB» [9].

Cyuacni nmigxomu UX opieHTYyIOThCS Ha Ji€ereTuuHi iHTepdeiicy, siki iHTerpyloThes
6e3nocepentro y 3D-cueny, MiABUIIYIOUM PiBeHb 3aHypeHHs kopucTyBada [18]. 3 mos-
BOIO MIATPUMKH OE3KOHTPOJIEPHOro BifcTexxeHHs pyK Yy WebXR BinkpuBaeThcs nuisix
JI0 OLITBII TPUPOITHOT B3aEMOIIT, IO HE MOTPeOye TOMaTKOBUX MIPUCTPOIB.

Ki1touoBo10 TEHACHIIEIO CTAE MYJIBTUMONAIBHICTD, SIKa OEAHY€ OIS, )KECTH Ta
ronoc. Jocnimkenns GazeHand2 moBoauTh e(peKTHBHICTH TAKOTO MTOEHAHHS, OCKIITBKU
KOPHCTYBad MOYKE LIBUKO HABECTH MOTJISA Ha 00’ €KT 1, BAKOPUCTOBYIOUHM HEBEIIHKI HKe-
CTH, BUKOHYBAaTH TOYHI MaHimyssiuii 6e3 (isndHoro nepeHanpysxenns [§].

Kpim toro, MmyasTuMonanbsHi iHTepdelicn MaloTh IpUpoIHy nepesary y chepi qoc-
TYIHOCTI, aJike 3a0€3Me4yI0Th allbTePHATUBHI MUISIXH B3AEMOJIIT JUTst JIFOIEH i3 pi3HUMU
MOXJIMBOCTSIMH. 3yCHJUISl CHUIBHOT, TakuxX Ak XR Access, cpsMoBaHi Ha ajanTaiiio
crangapTiB WCAG no XR-koHTeKcTy, po3po0Ky NPaKTHUYHUX PEKOMEHalLil 1 METOUK
TecTyBaHHs goctymHocti [10, 11].

Bonnouac po3BuBaeThcsl HOBa cdepa — cuTyariiina aHaiTiKa (situated analytics),
AKa JOCIHIPKY€E 1HTErpaliio Bidyanizauii 1aHuX y (i3uuHEe OTOYEHHs KOpUCTyBada. Sk
MOKa3aHO B ONVIZOBIN poOOTI JochinHUKIB [12], moenqHaHHS peajbHOTO MPOCTOPY Ta
nu(GpPOBUX JAaHUX BiIKPHBA€E HOBI MOXIJIMBOCTI JIJISl Bi3yajbHOI aHAIIITUKU Ta OCBITHIX
3aCTOCYHKIB.

BucHoBku. AHani3 cydacHux gocsraeHb y chepi WebXR cBinuuTs, 1110 TEXHOIO-
Tisl HepexXoauThb Bil EKCIIEPUMEHTAIBHOTO IO IPOMHCIOBOTO piBHA. BonHowac BoHa cTu-
KAETHCS 3 IBOMA OCHOBHUMH BUKJIMKAMH — IIPOAYKTHBHICTIO Ta B3AEMOJIIELO.

VY cdepi npoayKTUBHOCTI crocTepiraerbcs HeMUHY4 M 3cyB Binm WebGL no
WebGPU, 1o 3a0e3neuye kpairy y3roaKeHiCTb 13 CydaCHUM arnapaTHUM 3a0e31eYeHHSIM,
ajie BUMAarae OBHOTO Neperisily apXiTeKTypH pyiiiB. WebAssembly crano crangaprom
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JUTS BAKOHAHHS 00UMCITIOBAIBHO IHTCHCUBHUX 3a]1ad, 10 HAOIMXKye BeO-3aCTOCYHKH J10
HATHBHOTO PiBHS IIIBUIKO/II.

VY cdepi B3aemonii hopMyeTbCs TEHACHLIS IEPEXOAY 10 MYJIBTUMOAAIBHUX CUCTEM,
K1 320e31e4yI0Th IPUPOAHILINN, CPEKTUBHIIINI Ta IHKIIO3UBHUAN 10CBiA. be3koHTpo-
JIepHE BiACTEKEHHS PYK, MOTIISAY 1 royIocoBi iHTepdeiic BiIKPUBAaIOTh HOB1 TOPU30HTH
JUTst iHTYiTUBHOTO Mu3aiiHy XR-mnomaTkis.

Ha ocHOBI poBeAeHOT0 TOCIiIKEHHS, U1l KOKHOTO HalpsiMy MOKHa c(hopMyBaTu
MePeiK MOAABIIHNX JIOCIIIKEHb.

Y HanpsiMi IPOIYKTUBHOCTI: PO3POOJICHHS CTaHAaPTU30BaHUX OCHUMAPKIB JUIsI IO~
piBasiHE WebGL ta WebGPU, cTBOpeHHSI HOBUX apXiTEKTyp pyIUiiB, ONTHMi30BaHUX
nig acuxpoHny npupony WebGPU, a Takox 3acTocyBaHHSI MAIIMHHOTO HABUYAHHS VIS
CHCTEM aJarTUBHOI IPOAYKTHBHOCTI.

Y HampsiMi B3a€MOJIi1: JOCIIPKEHHS KOTHITUBHUX, EPrOHOMIYHUX Ta €MOIIIHHUX ac-
NEKTIB MYJIBTUMOAATIBHUX iHTEp]ENCiB; cTBOpeHHs hopmanbHOro Habopy Pexomenna-
uiit 3 nocrynHocti XR (XAG), mo posmmproe WCAG; BUBYEHHS NEPLUENTUBHIX MEX
MIBHOCTI iH(OpMaLii y KOHTEKCTI CUTyaliiHOl aHAITHKH.

Po3B’a3aHHs KX 3aBAaHb BU3HAYNUTH, UM 3MOXKE IMEpCUBHUHN BEO pealtizyBaTH CBil
MOTEHLIaN AK BiIKPHUTA, TOCTYIHA i BUCOKOIIPOIYKTHUBHA IJIaT¢opMa JJisi CTBOPEHHS
HACTYITHOTO ITOKOJIIHHS HU(PPOBUX MPOAYKTIB.
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This article provides a systematic analysis of recent advances in immersive web
technologies (WebXR). It addresses a dual challenge for the field: achieving performance
parity with native applications while developing intuitive, efficient, and inclusive inte-
raction paradigms for immersive environments.

The first part examines key rendering bottlenecks that limit complex 3D scenes in web
browsers, including fragment-bound issues from overdraw and complex physically based
rendering (PBR) shaders, as well as CPU constraints caused by excessive draw calls.
Modern optimization strategies are reviewed, focusing on the transition from WebGL to
WebGPU, which introduces asynchronous execution and compute shaders for general-
purpose GPU processing. The crucial role of WebAssembly (Wasm) is highlighted, as it
enables near-native performance by offloading intensive tasks from the main JavaScript
thread. Efficient asset management techniques, including Draco mesh and KTX 2.0 texture
compression, are also discussed as essential for reducing memory use and load times.
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The second part explores the evolution of user experience (UX) and interaction
paradigms. It outlines the limitations of unimodal interaction — such as physical fatigue
and high cognitive load — and emphasizes the growing shift toward multimodal systems
that combine gaze, gestures, and voice for more natural and adaptive interaction.
This approach enhances both usability and accessibility by offering alternative input
pathways for users with diverse abilities.

The article concludes by identifying key research directions for WebXR, including
the development of standardized WebGPU benchmarks, formalized XR Accessibility
Guidelines (XAG), and studies on perceptual limits in immersive data visualization.

Keywords: immersive technologies, web, performance, interaction paradigms, user
experience, accessibility, AR, VR, WebXR, WebGPU, WebAssembly.
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