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BILIVB VR /AR HA TEXHOJIOT'TI HABYAHHS ¥ OCBITSIHCHKI ITIPAKTUKHA

AHoTtaniss. Po3BUTOK cydyacHOro cycmiiibcTBa OOYMOBIIOE CTPIMKI 3MIHM yMOB HOro iCHyBaHHS,
CHpUSIIOYM TIpoliecaM eBOJIIOLIT Ta TpaHc(opMallii, 1110, B CBOIO Yepry, CTae PKEpesioM CTBOPEHHS Ta
BIIPOBA/KEHHS IHHOBAIlill B OCBITY Ta HaBYaHHs. Hapocraroua mupoBizailis He MOXke 00iHTH CTOPOHOIO
ctepy OCBiTH, IO aKTyalli3ye BUBUCHHS BILTHBY i MEPCIIEKTHB 3aCTOCYBaHHS IMU(PPOBUX TEXHOJIOTIH K Y
BHIIIIH Tak i B CepeiHIl 3araTbHOOCBITHIN MIKOMI. JJMIaKTHYHI MOKIMBOCTI Cyd4aCHHX TEXHOIOTIH Ta iX
3aCTOCYBaHHS B OCBITI € OJTHAM 3 aKTyaJbHUX HANpPSIMKiB reaaroriku. CboroHi 6a4uThCst IepCleKTHBHIM
BUKOPHCTAHHS TEXHOJIOT1H IOTIOBHEHOT 1 BIpTYyalIbHOI pealbHOCTEH B OCBITHIX MPAaKTHKax BripoBamkeHHs
HOBUX TEXHOJOTIH B TEJAroriyHMi Hpouec € HEBiJ €MHOIO CKJIQJIOBOIO IMOKPALICHHS SKOCTI OCBITH.
[MuranHs GopMyBaHHS OCBITHBOTO CEpENIOBHINA 3aKiaay 3aralbHOi CepeAHbOI OCBITH 3 BUKOPUCTAHHIM
BIpTyaJIbHOI 1 JONOBHEHOI PEAIbHOCTI YYEHHMH TUIBKM PO3MOYATO M JOCIHIKEHO HE MOBHOIO MipoOlo.
OnHMM 3 NEePCIEeKTUBHUX HANPSIMKIB € BAKOPUCTAHHS CEPEOBHUIIL BipTYabHOI 1 3MillIaHOT peaibHOCTI Ha
OCHOBI OCBITHIX IJIaT(OPM 1 CIIeNiani30BaHOr0 ycTaTKyBaHHs. TeXHOJIOTIT JOTIOBHEHOT PeaIbHOCTI B OCBITI
3HAXOJAITHCS Ha eTarli CBOr0 CTAaHOBJICHHSI, 1, 3 OIJISIly HA NMEPCHEKTUBH 1X PO3BUTKY, HEOOXITHO BUBUATH
W aHanmi3yBaTH JOCBiA IX 3acTOCYBaHHsS Ta 3HAXOJUTH MOJJIMBOCTI BKJIFOUEHHS IX /IO OCBITSHCBKOL
NIPAaKTHKH, HaNpHKIaA, 4epe3 NPOEKTHY IiSUIbHICTH MIKOMsIpiB. Ha cpborogi icHye HEOOXimHICTbH
BHOYZIOBYBaHHS HOBUX CTpAaTETill MiTOTOBKH BUKJIANAYiB, HISUTBHICTH SKAX B MailOyTHROMY HEOJMIHHO
Oyne peaini3oByBaTHCS B 30BCIM IHIIMX yMOBaX. Ajle 3HAUUMOIO  NPOOJIEMOIO € BIJICYTHICTh €IMHOI
METOJI0JI0Tii. TeXHOJOTIT JOMOBHEHOI PEaIbHOCTI PO3BHBAIOTHCS HACTIIBKU CTPIMKO, IO JOCIIIKECHHS B
cdepi OCBITH Ta NEJAarorikv MpOCTO HE BCTHIAIOTh HAJaTH TEOPETHYHOTO OCMHCIIEHHS abo po3poOHTH
CHCTEMHY MeTOoI0JIOTiI0 [ToTpeOyIoTh MOAANBIIOro JAOCTIKEHHS! METOAMKHU ONTUMAIBHOTO TO€THAHHS
KJIacMYHUX (pOopM HaBYaHHSA 1 HABYAHHS 3a JOIIOMOTOIO BiPTYaJIBHUX CHCTEM.

KurouoBi cjioBa: BipTyanbHa peanbHICTh, OTOBHEHA pEasIbHICTh, IMEPCHBHE HaBUAJIbHE CEPEIOBHIIIE,
HaBYaJIbHI IPOEKTH.
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1. BCTYIl

IlocranoBka mnpooOiemu. IlomupeHHs TUPPOBUX TEXHOJIOTIH CTUMYJIOE 1HTEHCUBHHI
PO3BHUTOK HasBHUX 1 BUHUKHEHHS HOBHX cHocoOiB iH(opMauiiHOro oOMiHy, 110, B CBOIO Yepry,
MIPU3BOJIUTH J0 MPUCKOPEHHS 1H(POPMAaIIHHUX MPOIIECIB y CYCHIBCTBI, pO3MUPEHHS 1HGOpMAaIiitHOT
B3aeMo/Iii Horo cy0'exTiB. IIpoTaroM ocTaHHIX POKIB CTPIMKO 3MiHHJIACS €MHICTh IIU(PPOBHUX HOCIIB
iHdopmartii, y10CKOHAIHUIUCS CIIOCOOU 1 3pociia MBUIKICTH ii 00pOOKH i repeaadi, MPOIECH CTaIH
aBTOMAaTH30BaHUMH, a HaJalli - pOOOTU3YIOTHCS.

Hociem Benmukoro o6csary indopmarii € cydacHe BIpTyaJlbHE CEpPEIOBHUINE 3 HOro
cneun(piYHUMHU THCTPYMEHTAIbHUMU MOYJIUBOCTSMU.

€Bpornelicbkor0 KoMmiciero Ha gapyre miBpiuyds 2021 poky — 3alulaHOBaHO CTBOPCHHS
MIPOMUCIIOBOI Koauimii B o0nacti BipryasnbHoi 1 nomoBHeHOi peanbHOCTI (VR / AR) (2021) -
00'eTHaHHS €BPONEHCHKUX OpraHi3allii, 10 NPaIoTh B Taly3i IMEPCHBHHX TEXHOJOTIH. Y
JIOKyMEHTi «EBporneiichbki Meia B iuppoBoMy aecaTiiniTTi: [lnan Aiif o0 migTpUMKHU BiTHOBICHHS
1 Tpancdopmarii» [1] Big3zHaueHo, 1110 IMEPCUBHI TEXHOJIOT1] 1 BUCOKOSKICHUN KOHTEHT JI03BOJISIOTH
CTBOPIOBATH HOBI MPOTPAMHM Ta CIICHAPIi, a TAKOXK HOBI CIIOCOOH B3a€MOIIT 3 ayIUTOPI€I0 B PI3HUX
ranys3sax, Takux sk 3MI, kynbTypa, oXopoHa 3I0pOB's, OCBiTa, TypH3M, HaBUaHHS. YKIiajgadi
JIOKyMEHTa MPUBOAATH aHani3 puHKYy Bim PwC [2], 3rigHo 3 skum mo 2030 poky BipTyasibHa i
JIOTIOBHEHA PEeaibHICTh MOXKYTh JIOJIaTH B CBITOBY €KOHOMIKY 051n3bKO € 1,3 TpuibiioHa B HOPIBHSAHHI
3 € 39 minmespaamu B 2019 poi (puc. 1.).

VR and AR: Comparative economic contributions

PwGC analysis suggests AR will continue to provide the bigger boost to GDP through to 2030, compared to VR.

$138.3bn

Puc. 1. VR ta AR: nopiBHsUIbHUI €KOHOMIYHHI BKJIA]

Hocnimxenns PwC nokasye it notenuiitne 3poctanns BBII 3a paxyHok VR 1 AR B ycbomy
CBITI, a TAKOX BIUIMB Ha 3alHATICT B PI3HUX KpaiHaX, 32 paXyHOK BIPOBa/KEHHs TexHoJorii VR/
AR (puc. 2.). Ilepen6avaerncs, mo AR npoaosxuts 3ade3nedyBatu Oinbinmil npupict BBII 1o 2030
poky B mopiBHsAHHI 3 VR.

cor | $69.3bn cor $103.6bn
L 400,663 2 400,368

eor’ $7.8bn
2 32462

appt$143.2bn
s 533156

- .
UAE China

cDP | $537bn Gop i $4.1bn cop1 $183.3bn
+ 2392156 s 42778 L 6,822,647

Rest of the world

corT $44420n 1 12,603,911

Puc. 2. 3pocranns BBII i kinbkocTi pobounx micup 10 2030
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VY nomnogini «Virtual reality and its potential for Europe» [3] omauMm i3 npiopuTeTHUX HAIPSMIB
3aCTOCYBaHHSI TEXHOJIOTIH BIpTYaJbHOI peaqbHOCTI BU3HAYEHO OCBITY. [IOKOIIHHS CydyacHUX YYHIB,
CTYACHTIB (OpPMYIOTbCS W PO3BHBAIOTBCA HE TUIBKA B TPAIUIIHHUX KJIACHO-ayJAUTOPHHUX
CEPElIOBUINAX, a U B CEpeIOBUIAX BIPTyaJIbHUX, 110 BIUIMBAE HA 3MiHY iXHIX OCBITHIX 3aIlUTIB 1
BUMAaraTuMe peaiizallii HOBUX I[iJIel 1 3aBJjaHb OCBITHBOI MPAKTUKH, BUKOPUCTAHHSI HOBUX (OPM 1
dhopmatiB GyHKIIIOHYBaHHS OCBITHIX peCypciB.

2. METOIM JOCJIIKEHHSA

[lix 4Wac mocaimKeHHS BHKOPHCTOBYBAJIMCH TaKl METOJW: aHaTi3 3arajlbHUX TEHJICHIIN
PO3BUTKY HaBYaJIbHOTO CEPEJOBHUIINA, aHANI3 TEOPETHYHHX JDKEpen 3 Mpo0ieM HaBYaIbHOTO
Cepe/lOBUILA, BUBYEHHS M y3arajJlbHEHHs CY4YaCHUX 3HaHb 111010 IPOEKTYBAaHHS 1 3aCTOCYBaHH:I
HABYAJILHOTO CEPE/IOBUINA 3 BHKOPUCTAHHSIM 3ac00iB JIOMOBHEHOI Ta BIPTyallbHOI PealbHOCTEH.
JlociipKeHHS BUKOHAHO B MeEKaX HayKOBOro JociiJkeHHA «lIpoekTyBaHHs HaBYaJlbHOTO
Cepe/loBHINA 3 BUKOPUCTAHHSAM 3ac00iB JIOTIOBHEHOI Ta BIPTyaJlbHOI peallbHOCTEH B 3aKIIagax
3araibHOI CepeHbOI OCBITHY, (HOMep nepkaBHOi peectpauii 0121U107689).

AHagti3 ocTtaHHIX JociaigxeHb i myOJikauiii. BipTyasbHa peanpHICTH TICHO MOB'si3aHa 3
HNOHATTSAM IUTYYHMX CEpEJOBMI HaBUaHHS W IMEpCUBHICTIO. JIOCHIKEHHIO BIPTyaJlbHUX
CEepEeIOBHIILL, 30KpeMa IX 3aCTOCYBAaHHIO SIK IHCTPYMEHTY BIUIMBY Ha THX, XTO HABYAETHCS, PUCBSUCH]
poboru Mikropoulos T. A., & Natsis A., Warburton S., Dede C., Blascovich J., Loomis J.,
Beall A. C., Swinth K. R., Hoyt C. L., & Bailenson J. N., Sanchez-Vives M. V., & Slater M. [4-7].
BukopucranHs iMepCHBHHX TEXHOJIOTIH B HaBuaHHI po3rmisHyTi Freitas S. d., & Neumann T., Hew
K. F., & Cheung W. S., Dunleavy M., Dede C., & Mitchell R., Cummings J. J., & Bailenson J. N.,
Potkonjak V., Gardner M., Callaghan V., Mattila P., Guetl C., Petrovi¢ V. M., & Jovanovi¢ K.
[8-12]. OcHoBHI MoOJI0XKEHHS TEOPil IMEPCUBHKUX CEPEIOBUIL, 0a30Bi MPOHATTS 1 TEPMIHOJIOTIS OyJIH
3anponoHoBaHi C.®. Cepreesum [13]. B [14] chopmynboBaHa Teopis HaBUYaHHS B IMEPCHBHHUX
Cepe/IOBUILAX, sIKa BKJIIOYAae 0a30BI NMPUHIUIMN: caMOOpraHiszaiii, CEIeKTUBHOCTI, 3aHypEHHS,
MPUCYTHOCTI, KOHCTPYIOE aKTUBHOCTI YYHs, B3a€MHOI Opi€HTalii (JIOAMHA-MalluHa, JIOJUHA-
JII0JIMHA) B MIPOLIEC] HaBYAJIbHOI KOMYHIKallli, Ppi3u4HOi Oe3rnocepesHOCTI Ta cy0'eKTHOI (CBIIOMOI )
OlocepeIKoBaHOCTI.  IMepcuBHEe HaBYajbHE CEepelOBUINE € JAMHAMIYHMM, CHCTEMHHM,
CaMOOPraHi30BaHUM ICUXOJOTTYHUM KOHCTPYKTOM, SIKOMY BJIACTHUBI: IMEPCUBHICTh; MPUCYTHICTb;
IHTepaKTUBHICTh;  103acy0’€KTHa  MPOCTOPOBA  JIOKadi3allis; HAaAMIPHICTb;,  JOCTYIHICTh
KOTHITUBHOMY  JIOCBIJly; HACHYE€HICTb, IUIACTUYHICTh; IUIICHICTh; MOTHBOTCHHICTh, IO
MPOSBISIIOTHCA Yy (POpMi aKTUBHOT'O HABYAHHS.

Mertor crarTi € pocnimkxeHHs BIUMBY VR/AR Ha TexHosorii HaBYaHHS M OCBITSIHCBKI
MPAKTUKKM; MOXIIUBICTH BUKOPUCTaHHSA 1HCTpyMeHTIB VR/AR min uyac BUKOHAHHSA YYHSIMHU
HaBYaJIbHUX MPOEKTIB.

3. PE3VJIBTATHU JOCJIIUKEHHSA

BipryansHa peanbHICTH SBISI€ COOOK TEXHOJIOTIIO JIFOAMHO-MAIIMHHOI B3a€MOJIIi, sKa
3a0e3mneuye 3aHypeHHs] KOPUCTyBava B TPMBUMIpHE 1HTEpaKTUBHE iH(popMarliiine cepenonute [15].
Cepen cucteM BipTyalnbHOI peabHOCTI BUAUISIOTH KIACHYHY BipTyanbHy peanbHicTh (VR - Virtual
Reality) — kopucTyBa4 B3aeMoi€ 3 BipTyalbHUM CBITOM, SIKHi ICHY€ TIIBKH BCEPEHHI KOMII I0TEPa;
JIOTIOBHEHY, KOMIT FOTEPHO-0IOCepeIKOBany, peasibHicTh (AR- Amended Reality) — indopmariis, 1o
TCHEPYETbCS KOMIT'IOTEPOM, HAKJIAJA€ThCsl TOBEPX 300pakeHb PpEANTbHOTO CBITY; 3MillIaHy
peanbHicTh (MR - Mixed Reality) — BipTyanbHuil CBIT OB s13aHHI 3 PEabHUM 1 BKIIOYAE HOTO B
cebe.

CrpoOu CTBOpEHHsI IHTEPAKTUBHUX MPUCTPOIB, 110 JTO3BOJISIIOTH B3AEMOJISATH 3 IMITYIOUOIO
peanbHICTIO a0 JIOMOBHIOBATH peaibHICTh 1H(OpMAIlli€lo, 110 HAKIAJAEThCs, pOOMIIMCA IE Ha
nouatky XX cromitta. JJocniakeHHs B 001acTi 100y 10BHU BIpTYaJIbHOI pealbHOCTI 3 BUKOPUCTAHHSIM
U poBUX TEXHOJOTIH moyanucs B MaccadycercbkoMy TexHosoriuHoMy iHCTUTYTI (CILIA) monan

MIBCTOJITTS TOMY. 3aCTOCYBaHHS TEXHOJIOT1# TOMOBHEHOT peanbHOCTI Oymu 3xaiiicHeH1 B 2006 1 2007
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pp. mia 9ac po3poOku HaByanbHHUX irop [16-17]. MoOinpHI JOJATKH JOMOBHEHOI pEaTbHOCTI,
po3po0JieHl 3 METOI 3aCTOCYBaHHS B OCBITI, BHKOPHCTOBYIOTHh JBa OCHOBHI CIIeHapii B3aeMoil
KOPHCTYBaya 3 HAaBKOJIMIIHIM CepeloBUINEM: 1) 3a TOMOMOTrOI0 Mapkepa, 10 SIKOTO MPHB’A3YEThCS
BIpTyallbHUN 00’€KT; 2) 3 HaAKJIaJaHHSAM IIapy BIPTyaJbHUX OO'€KTIB HAa BECh MIPOCTIP KaaApy
30BHIIIHLOI Kamepu mnpuctporo. Kitacugikarmii moao 3acTOCyBaHHS JOMOBHEHOI PEabHOCTI B
OCBITHIN c(epl HaBeneHl B 3apyODKHUX JpKepenax [18]. ABTOpM Ha3WBaKOTh TaKi TUIW: KHHUTH 3
TEXHOJIOTIEI0 JIOMOBHEHOI PEaTbHOCTI, LI0 YTBOPIOIOTH CBOEPIAHUNA MICTOK MK (I3MYHHM 1
nu(GpoBUM CBITOM; HaBYaJbHI ITPH; HABYAJbHI MPOTrpaMH; MOJCTIOBaHHS 00’ €KTIB; MOAATKU IJIS
TPEHYBaHHS HaBUYOK. TeKCT MOXe CympoBOKyBaTHCS 3D-mozpensiMu, aynio/Bieo 3ammcoM,
JIOIATKOBOKO TEKCTOBOIO 1H(OpPMAIIIE€I0, TIMEPIOCIIAHHIMU Ha MEPEXKEBI PECYpCH; 300paskeHHs
MOXYTh TepeTBoproBatucs B 3D-mozmerni, MO [JOMYyCKalOTh B3AaEMOMII0 3 KOPUCTYBadeM 1
MoaudiKaIlito; JOMOBHCHUH KOHTEHT (BIPTYaJlbHUU OO0'€KT) MOXKE aJamnTyBaTHCS [0 pPEaTbHUX
00'eKTIB IpY HAKJIaJIaHHI; TEXHOJIOTIi TOTIOBHEHOT PEATbHOCTI JIO3BOJISIOTH MOJICIIOBATH HPOLIECH -
bi3uyHi, XIMIYHI B3a€EMO/Ii1. AHAIII3YIOYH 3aCTOCYBaHHS TEXHOJIOTIT JOMIOBHEHOI peaIbHOCTI B OCBITI,
JOCIITHUKA BiJA3HAYAIOTh TaKi IMO3UTHBHI XapaKTEPUCTHKH K 1HTEPAKTUBHICTB, IMPOCTOTY
BUKOPHUCTAHHS, BUKOPUCTAHHA e(DeKTy MOAUBY 1 MOTHBAIii yuHs [19].

3’BUIHCA 1 TIPOJOBXKYIOTh 3’ SIBIATUCS HOBI CIIOCOOM JIEMOHCTpAIlil MPUPOJHUX IPOIECIB,
SIBUILI, CTPYKTYpH 1 IMHAMIKH (PI3UYHUX 00’ €KTIB 32 JOMOMOI0I0 KOMIT IOTEpHUX Mojeneld. OaHuM 3
MEPCIEKTUBHUX HAMPSIMKIB CTAJI0 BUKOPUCTAHHS CEPEIOBUIL BipTyaIbHOI 1 3MIIIAHOT peaibHOCT] Ha
OCHOBI OCBITHIX IUIaT(OPM 1 CHIEI[iali30BaHOT0 YCTaTKyBaHHsI. MOXKIIMBOCTI CEPEIOBHIIL BIpTyallbHOT
peanbHOCTI Ha ocHOBI 3ac00iB IKT B OCBITI AOCHIKYBAIMCS MPAKTUYHO 3 TMOYATKY iX MAacoOBOTO
BUpOOHUITBA. B MaHMii yac npy BUBYCHHI PI3HUX TUCHUILIIH, PO3AUIB (DI3UKH 30KpeMa, TUTAHHIM
3aCTOCYBAaHHS TEXHOJIOTIH 3MINIAHOI 1 BipTyaJbHOI PEaTbHOCTI MPOJOBXKYE MPUIUIATUCS BEIUKA
yBara 3aBlIIKM CYTT€BOMY PO3IIMPEHHIO MOXJIMBOCTEH poOOTH 3 BIPTyalbHUMHU MOJEISIMH 1
obmanHanusaMm [20-22]. 3a pe3ynbraTaMu KOHCTaTyBaJILHOTO €TaITy JOCIKSHHS OYJI0 IPECTaBICHO
MOPIBHSUIBHUK ~ aHami3  (QyHKIIOHAIbHUX MOXIMBOCTEH  MOOUIBHMX JOAATKIB JOMOBHEHOI
peanbrocti Da Vinci Machines AR, Electricity AR, Bridges AR, Geometry, xonekuis VR-
mozeneir  VictoryVR  Science Curriculum Ta mudposoi xomekmii Mozaik [23]. docmimkeno
MO>KJIUBICTB 3aCTOCYBaHHS LIUX 3aC001B 3 HABYAJIbHOI METOI0, 30KpEMa JIJIsl CTBOPEHHS M13HABaIbHUX
3aBJlaHb JJIS YUHIB MiJl Yac BUBUEHHS MPEIMETIB MPUPOAHUYO-MATEMAaTHUYHOTO IIMKITy. BkazaHo Ha
BUSBIIEHI HEIOMIKHU, C(POPMYIHOBAHO AUJAKTUYHI BUMOTH 10 TaKUX 3aCO0IB OCBITHBOI AiSUIBHOCTI.
Cpen iHImMX, aKIEHTOBAaHO yBary Ha TakKMX IOKa3HHMKaX: amapaTHe 3a0e3meueHHs, 03a0ifiTi,
3MIHHICTh ~[apaMeTpiB  Mojejiei, I1HTEepPaKTUBHICTb, MDKIUCIMIUIIHAPHICTD 3aCTOCYBAHHS,
MO>KJIMBICTh aKTUBI3yBaTH IEBHI Mi3HaBaJbHI Aii y4HiB. AHami3ytoun y [23] BigminHocti VR/AR
aBTOpPH HAJAIOTh TIepeBary 3aco0aM JIOTIOBHEHOI pPEaNbHOCTI, BPaXxOBYIOYH, B TEpIIy dYepry,
KpUTepii JOCTYIHOCTI /Ul KOPUCTyBaya Ta CTPUMAaHUM BIUIMB Ha CIPUMHATTS Ta MCHXIYHI peakiii
yuHs. Y 3aKiajax BUIOT OCBITU CIIOCTEPITAEThCS 3MIIICHHS aKIEHTIB BUKOPUCTaHHS IMEPCUBHUX
TexHoJoril y Oik Bipryamizamii. [IpukiagamMu YCHIIIHOTO 3aCTOCYBaHHS 1HCTPYMEHTApilo Yy
npodeciiiniii ocBiTI € poboTn koMaHau 3 JleiiaeHcbkoro yHiBepcutery Ta Jlelinencbkoro UMC 3
nonaBaHHs HOBoi (yHkuii Microsoft HoloLens, sika 3’eqHye pyxu Tijna JJIOAMHU Ta BIpTyajbHY
aHaTOMIYHY Mojenb; Kommanii Japan Airlines, mo po3poOuia AB1 mporpaMu Juisi 3a0e3MneyeHHs
J0JJATKOBOTO HAaBYaHHS MEXaHIKM JBUTYHA Ta JUIS CT@XUCTIB JIbOTHOTrO ckiamy; NASA, ska
BUKopucToBye TexHousorito HoloLens nns Project Sidekick, mo no3Bosse eximaxam KOCMIYHHX
CTaHLIN OTpUMYBaTH 3a MOTpebor0 jgomomory. Ha piBHI  3arajgpHOi  CcepeqHBbOi  OCBITH
BUKOPHCTOBYIOTh BUTBHO JOCTYIHI iHcTpymenTH 3D Bisyaunizarii Bix Windows 10: Paint 3D, Mixed
Reality Viewer, 3D Builder, Remix 3D, PowerPoint. fIx inctpymenrtapiit STEM mns 3-12 knacis
pekoMeHIoBaHUM € Tiporpamue 3abe3nedeHHs: 3D Builder, 3D Paint Ta Story Remix — BOymoBani
B oHoByieHHs: Windows 10 Creators, 1110 103BOJISIIOTH CTBOPIOBATH Ta IpyKyBaTu 3D Ta BOyaoBYyBaTH
3D-00’ekTH B 3MimaHy peaibHICTh [24].

TexHonorii TOMOBHEHOT peaTbHOCTI B OCBITI 3HAXOMATHCS Ha €Tarli CBOTO CTaHOBJICHHS, 1, 3
OTJISITy Ha MEPCIEeKTUBH 1X pO3BUTKY, HEOOX1THO BUBYATH 1 aHaNI3yBaTH JOCB1JI 1X 3aCTOCYBaHHS Ta
3HAaXOJMTU MOXIIMBOCTI BKJIIOYEHHS iX /70 OCBITSIHCHKOI MPAKTHUKH, HANPUKIAA, Yepe3 MPOEKTHY
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JiSUTBHICTH IKOJIAPIB [25]. BukoHaHHS y4HIBCHKUX 1HPOPMALIHHUX MTPOEKTIB epeadavae 30MpaHHs,
aHaii3 1 GopMyITIOBaHHS BHUCHOBKIB 1100 iH(opmalii nmpo o0’ekT, mo BuBYaeThes. Lled Tum
MIPOEKTIB HE Tependavae eKCrepuMeHTaIbHOI poOOTH, aje MOXKE IUPOKO BUKOPUCTOBYBATUCS TTiJT
yac BUBYECHHS XiMil 4 (I3UKH y CepeaHid IIKOJI, OCOOIMBO YYHSAMHU 7-X KjaciB. JlocmigHUIBKI
YUHIBCBKI TPOEKTH, PEKOMEHIOBaHI JUIsI BAKOHAHHS B CTApIIiil 1 mpogIbHIi KO, MaKCUMaIbHO
HaOJDKEH1 0 HAYKOBOTO JIOCIi/KEeHHS. Taki MPOEKTH BKIIOYAKOTH €IIEMEHTH HAayKOBOi po0OTH,
MPE3CHTAIlII0 Y BUIVISI JOMOBIAI a00 CTEHJOBOTO 3aXHUCTy, IHTETPYIOUHM 3HAHHS YYHIB 3 Pi3HHX
rajiy3eil B MpoIeci BHPIMIEHHS OJIHI€I MpoOJieMH, HAIAal04Yd MOXKJIMBOCTI 3aCTOCYBATH OTpPHUMaHI
3HAaHHS Ha TPaKTHL, TeHepyrouru HOBi izmei. Jlitounmu HaB4yambHUMH mporpamamu («Pizuka i
actpoHoMis. HaBuanpHi mporpamu mns 10-11 kimaciB 3akiajiB 3arajbHOI CEPEIHBOI OCBITHY,
«I[Ipuponundi Hayku. lurerpoBanuii kypc 10-11 knac. HapuanbHa nporpama i 3akiiaiiB 3arajabHoi
cepeHbOo1 ocBiTHY, «@i3uka 7-9 kinacu. HaByanmpHa mporpama Juisi 3arajibHOOCBITHIX HaBYaJIbHUX
saknaaiBy  (https://mon.gov.ua/ua/osvita/zagalna-serednya-osvita/navchalni-programi/navchalni-
programi-dlya-10-11-klasiv) mepex0aueHo BUKOHAHHS HABYAIbLHUX IIPOEKTIB 3 (Pi3UKHU, 30KpeMa, IIPH
BUBYCHHI TeM «SlnepHa enepretuka» (posmin «KsanroBa disuka», 11 kmac), «®PizuuHi OCHOBU
aToMHOI eHepreTukm» (po3ain «®Pizuka aTomMa Ta aTOMHOro sapa», 9 knac), «EHepris» po3gia
«Texnomorii» larerpoBanoro kypcy, 11 kiac). Lle, 30kpema, nepeBaru i HeIOJIKA BUKOPUCTAHHS
SIICPHOT €HEeprii, PO3BUTOK aTOMHOT €HEPreTUKH YKpPaiHH, ClIocoOu 3a0e3eUeHHS OC3MEKH SICPHUX
peaktopiB i AEC, npo6inemu YopHoOWMIS, BIUIMBH aTOMHOI €HEPreTUKH Ha €KOJIOTiI0, 3aXUCT BiJl
BIUIMBY PaJi0aKTUBHOTO BUIPOMIHIOBaHHS TOIIO. [Ipy BHKOHAHHI BUIIE3a3HAYCHHUX IPOEKTIB
MokHa 3actocoByBatu nogatok AR APP — Chornobyl NPP ARCH AR (https://chornobyl.app),
odimiitao 3amymienuit y 2018 porii [26].

Puc. 3. [Ipuxnang BI/IKopI/ICTaHHﬂ nonatky Chornobyl NPP ARCH AR

Pe3ynbraTamMy HaBuYaJIbHO-TI3HABAIBHOI JISUIBHOCTI YYHIB y XOJ1 BUKOHAHHS HaBYAJIbHUX
MIPOEKTIB MatOTh OyTH 3HAHHEBUI KOMIIOHEHT (3HAIOTh MPUHIUI i1 1/IEPHOT0 peaKkTopa, 3HaI0Th PO
BIUIMB PAJl0aKTUBHOI'O BUIIPOMIHIOBAHHS Ha MBI OpraHi3MH); JisJIbHICHUH KOMIIOHEHT
(MOSICHIOIOTH 10HI3allIMHY AiI0 PaJi0OaKTUBHOTO BUIIPOMIHIOBAHHS, KOPUCTYIOTHCS 103UMETPOM (3a
HAasBHOCTi), BUKOPHCTOBYIOTh HaOyTi 3HaHHS [ Oe3meuHoi >KUTTEISIBHOCTI), IIHHICHUN
KOMITOHEHT (YCB1JIOMJIIOIOTH IE€pPEBAru, HEJOMIKU 1 MEPCHEKTHUBU PO3BUTKY aTOMHOI €HEpreTHKH,
MO>KJIMBOCTI BHMKOPHCTaHHS TEPMOSIEPHOIO CHHTE3Yy, OIHIOIOTh JOLIIbHICTh BUKOPUCTAHHS
aTOMHOI EHEpPreTUKH Ta iI BIUIMB Ha €KOJIOTii0, €(EeKTHBHICTb METO[IB 3aXHUCTYy BIJ BIUIUBY
palioaKTHBHOTO BUIPOMiHIOBaHHS) [25].

[Ipore, icHyloTh 1 OOMEXEHHS BHUKOPHCTaHHS JaHOi TexHojorii [27], ski moB’s3aHi 3:
TEXHIYHUMU MOMEHTaMH; BHCOKOIO BapTICTIO BIPOBA/DKEHHS 1 €KCIUTyaTtalii pimeHb B cdepi
JIOTIOBHEHO1 1 BIPTYaJIbHOI PEaTbHOCTI; HECTAYCH0 CIEIiai30BaHOTO KOHTEHTY 1 HEAOCKOHAIICTIO
MPUCTPOIB (KOHTEHT Ma€ BiAIMOBiAA€ 1IoMy HAOOpY BUMOT, B TOMY YHUCIIi HAYKOBIH JJOCTOBIPHOCTI,
HOro MOXXYTh 3allpOMOHYBATH JAJIeKO HE BCl pO3POOHWKH); HETATMBHUM BIUIMBOM Ha 3]I0OPOB’f,
MICUXOEMOIIIMHUM Hanpy>XeHHsM [28]. 3HaunMo0 MPOOIEMOIO € 1 BIJICYTHICTh €IMHOI METO/10JIOTi.
TexHouorii T0MOBHEHOT PeaTbHOCTI PO3BUBAIOTHCS HACTIIBKUA CTPIMKO, 11O AOCHIIKEHHS B chepi
OCBITH Ta TEJNAroriku MpOCTO HE BCTUTalOTh HAJAaTH TEOPETHMYHOI'O OCMHUCIEHHS abo po3poOuTH
CUCTeMHY MeTozoJjorito [29]. Mosa #ifie npo BUPOOIEHHSI HOBOTO KJIAaCy METOJUYHUX PILLIEHb, SKi
BUKOPHUCTOBYIOTh TEJIAroridyHi MOXKIUBOCTI, IO BIAKPUBAIOTHCS Yy 3B’SI3Ky 3 IMOSIBOIO HOBHUX
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TEXHOJIOTIYHUX 3aco0iB. BoHHM, 30Kpema, CIUpPAIOTHCS Ha MIUPOKE BUKOPUCTAHHSA CAMOCTIHHOI
IHIUBIyaTbHOI pOOOTH Y4YHIB 1 iX CHIIBHOI pOOOTH B MalMX Tpynax. 3JaTHICTh IIKOJISPIB
3aCTOCOBYBaTH 3aco0M 1H(QOpPMAIIHHUX TEXHOJOTIH, BKIIOYAIOYM 1 TEXHOJOTIi JOMOBHEHOI W
BIpTyalbHOI peaJIbHOCTEH, MPY HAaBYaHHI MIKUIBHUX JTHUCIMIUIIH 0araTo B YoMy 3aJICXKUTh Bij PIBHS
chOpMOBAHOCTI B y4YHIB KOMIETCHTHOCTEH, HAOYTUX MPH BUBYCHHI 3MICTOBHO-METOAMYHOT JIiHIi
«Indopmartiitai TexHosoriiy. BukopuctaHHs y4HsIMHU 3ac00iB iH(OpPMAIIMHUX TEXHOJIOTIH TP
HaBYaHHI PI3HUX HABYAJIBHHUX TUCIHUILUIIH MOXe OyTH HEJJOCTATHBO €(heKTUBHUM, SKIIO IIKOJIAPi BCe
e He MAIOTh BIJMOBITHUIN PiBEHb 3HaHb, YMiHb 1 HABUUYOK. JIJIsi pO3pOOKM METOJMKH HAaBUYaHHS 1
BUKOPUCTAHHS TaKUX IHCTPYMEHTIB i 3ac00iB HEOOXiTHO MOMEPETHHO OUTBII JOKIAIHO PO3TIIIHYTH
CYTHICTB 1 cienuiky JTOCHTIKYBaHOT TEXHOJIOT 1.

Bumarae BupileHHs i TUTaHHS IHTETpallii JOJaTKiB B OCBITHIH mporiec. BapTo 3ayBaskuTH, 1110
IpHU BCil 1HTEPAKTUBHOCTI, JTOJIATKU JIOTIOBHEHOI pEalbHOCTI HE MArOTh 3BOPOTHOTO 3B’SI3KY 3
yYHEM/Y4YHSIMHU, HEOOX1THOTO JUIsI KOHTPOJIIO 3aCBOEHHS 3HaHb 1 HABUYOK. BUKOpUCTaHHS TEXHOJOTIT
JIOTIOBHEHO1 peajbHOCTI BUMAra€e i 3HaYHUX PECYPCIB 1 CTEeiabHOT MiATOTOBKHU IEaroriB.

4. BUCHOBKMU TA IIEPCIIEKTUBHA NNOJAJBIINUX JOCJIILIKEHDb

[HCTpyMEeHTH Cy4acHMX TEXHOJOTiM JO03BOJNSIOTH CTBOPIOBATH  BIPTyajbHI  OCBITHI
CepeloBHINA, B SKHX 3700yBayl OCBITH 3700yBalOTh HEOOXiJHI KOMIIETEHII, OTPHUMYIOTh
MOKJIUBICTh caMopeadizalii i ocoducticHoro po3BuTky. CydacHi 3acoOu nmUPpPOBUX TEXHOJOTIMH,
u(poBl  OCBITHI PECypCcH JIO3BOJISIIOTH BHUXOJUTH 332 pPaMKH KJIACHO-YPOYHUX B3a€EMOJIMH,
3a0e3MeUnuTH CaMOCTiIHHY poOoTy 3100yBauiB OCBITH. OCOOIMBICTIO LIMX pEeCypciB € iX IIBHUJKE
OHOBJICHHS, a, OT)KE, MIOCTIHE PO3MHpPEeHHs apceHary nefaroriyaux IKT-iHcTpyMeHTiB.

Ha croronHi icHye HeoOXiHICTh BUOYIOBYBaHHS HOBHX CTpaTeriil MiArOTOBKH BUKJIAJayiB,
TSUTBHICTh SIKMX B MalOyTHROMY HEOJMIHHO OyAe peani3oByBaTHCS B 30BCIM IHIIMX yMOBax.
I'mobGanpHi TeHaeHNil mM@poBoi TpaHcopMallii OCBITHHOIO MPOIECY AMKTYIOTH IHII MpaBuIia,
HA/Ial04YM apCeHaN CyYacHOTO IHCTPYMEHTAPIIO BipTyaIbHUX CHCTEM.

[ToTpeOyroTh MOAANBIIOTO JOCHIHPKEHHS METOJMKH ONTHMAIBHOTO TOETHAHHSA KIACHYHHX
(¢opM HaBYaHHS 1 HaBYaHHSA 3a JIOIIOMOIOIO BIPTYaJbHHX CHUCTEM.
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Abstract. The development of modern society leads to rapid changes in the conditions of its existence,
contributing to the processes of evolution and transformation, which, in turn, becomes a source of creation
and implementation of innovations in education and training. The growing digitalization cannot bypass the
education sector; the study of the impact and prospects of using digital technologies both in higher and
secondary schools is actualizing. The didactic capabilities of modern technologies and their application in
education is one of the topical areas of pedagogy. Today, the use of augmented and virtual reality
technologies in educational practices seems promising. The introduction of new technologies into the
pedagogical process is an integral part of improving the quality of education. The issues of forming the
educational environment of a general secondary education institution using virtual and augmented reality
have just begun by scientists and have not been fully investigated. One of the promising areas is the use of
virtual and mixed reality environments based on educational platforms and specialized equipment.
Augmented reality technologies in education are at the stage of their formation, and, taking into account
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the prospects for their development, it is necessary to study and analyze the experience of their application
and find opportunities to include them in educational practice, for example, through the project activities
of schoolchildren. Today, there is a need to build new strategies for the training of teachers, whose activities
in the future will certainly be implemented in completely different conditions.

But the lack of a unified methodology is also a significant problem. Augmented reality technologies are
developing so rapidly that research in the field of education and pedagogy simply does not have time to
provide theoretical understanding or develop a systemic methodology. Further research is required on the
methodology for the optimal combination of classical forms of teaching and learning using virtual systems.

Key words: virtual reality, augmented reality, immersive learning environments, learning projects.
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OIITOTOBKA ®AXIBIIIB Y 3AKJIATAX BUII[OI OCBITH B PEAJIISIX IIU®POBOI

TPAHC®OPMAIIIT

AHoTanisg. OKpeclieHO TPHHIIUIE BUKOPHUCTAHHS IHHOBANIHHUX (HOpM 1 METOHIB BHIIOi OCBITH, IIO
BUHUKAIOTh IIiJ BIUIMBOM LH(POBOi TpaHCopmarii, Oe3mocepeqHh0 Y MiArOTOBII (axiBIiB It
BHCOKOTEXHOJIOTIYHUX Tajly3el, o nependadae MepeoCMUCIICHHSI CTPYKTYPH Ta 3MICTY BHIIOi OCBITH,
iHpOpMaTH3aIlil0 yCiX eTaliB MiATOTOBKH, BIPOBAIPKECHHS IMPOILECIB MiDKHUTANI3AMIi SK IepeIyMOBH
HETIepepBHOCTI HABYAIBHO-BUXOBHOTO TIpolecy. B yMoBax mipkuTamizamii BCiX cdep MisIBHOCTI
cycminbeTBa TmpodeciiiHuM 3aBHaHHAM (axiBIiB, MO MOB’s3aHi 3 IM(POBOI TpaHchHopMaIiero,
MpUTaMaHHe 30UIBIICHHS YaCTKH Ipari 3 3acobamu IiDKUTAi3aIli, Oe3lepepBHE ONpaIfOBaHHS
iHpopMallii, a TakoX TeHEpYBaHHS I1HHOBAI[MHOI JiSUTBHOCTI, IO CHOPSIMOBaHA Ha IIiJABUIICHHS
e(eKTHUBHOCTI Mpaili. [HHOBAIIWHI TEXHOJOril MEPEeBaKHO CIPSMOBAHI Ha Ji/PKUTAII3aIii Oi3Hec-
MPOIIECIB CYYaCHUX YCTAHOB Ta HA BUPOOHHUIITBI. BOHM MOBHHHI BUBYATHUCH ITiJ] YaC MiATOTOBKH CTYICHTIB
3 pI3HMX CIeliaIbHOCTEH Yy BUINMH IIKOJI, IO € HEBIJ'€MHOIO CKJIQJIOBOKO (OpMYBaHHS YCHIIIHOCTI
(axiBIiB, sKi OyyTh BUKOPUCTOBYBATH JiJDKUTAJI3AIIIO K IHCTPYMEHT CBO€] JisuibHOCTI. [1in BIuiMBoM
MPOIECiB JTIJDKUTAN3AII] CyYyacHa BHIA OCBITa MOBHHHA MaKCHMAallbHO BpaxXOBYBaTH IHHOBAIIiiHI
HayKOBO-TEXHIUHI TEHAEHII] Yepe3 TiCHy IHTErpaliio 3 HayKOI Ta BUPOOHWYOIO Ceporo, BUIIEPEKATH
notpedy y QaxiBusx, SKi 37aTHI po3poOnaTu mponecH 1MpoBoi TpaHChopManii, 3IiHCHIOBATH
MOJIepHi3allito Oi3Hec-TPOLECiB Ta TEXHIYHY PEKOHCTPYKIIIIO IIPOMHCIOBOCTI. 3alIPOIIOHOBAHO BapiaHTH
JIOLIIBHOTO ~ 3aCTOCYBaHHs  3arajbHOJOCTYNHHUX online 3aco0iB KoMyHikauii Ta Ge3nmocepeHbOro
HaBYaHHS 3 METOIO Mi/IBUIIEHHS €()EeKTUBHOCTI HABYAHHS CTYJICHTIB, ONTHMI3allii 3BOPOTHOTO 3B’SI3KY
MiX BUKJIagadeM i cy0’eKTaMM HaBUaHHS, IHHOBAIIITHOTO MiAXOIy y BHKOHAHHI NMPOEKTHHUX 3aBIAHb.
CraBUTBCA aKLEHT Ha Te, IO Mi[HKUATATI3AIIA KyJIbTypHO-COLIANbHOI B3aEMO/II Ta COMiaTbHO-TPYAOBUX
BITHOCHH CYCIiJbCTBA, iH(OpMAaTH3aIlisi BHINOI OCBITH BHMara€ HIPUHIMIIOBOI MepeOyIOoBH 3MICTY,
METOJIB Ta OpraHi3amiifaux GopM HaBUaHHS.

Karouosi caoBa: mudposa Tpanchopmaris, aipkuTanizamnis, iHpopManiiHO-KOMYHIKaiiHI TeXHOJIOT],
BUKJIaa4 CHELiaJIbHUX JUCIHILIIH, 3MICT OCBITH, METOJIY BUKJIaaHHsI, 3MillIaHEe HABYAHHS.
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