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IMEPCHUBHI TEXHOJIOI'ITI B HABYAHHI: IPOBJIEMA YU
HEPCIIEKTHUBA?

Hinuyx Onvea

THcTuTyT iHGQOpMaNiHHIX TeXHOMOTIH 1 3ac00iB HaBYaHHs HAITH Ykpainu

AHoTanis

Lla 0onogiob npucesuena OUCKYCIlIHUM NUMAHHAM GUKOPUCIAHHS IMEPCUSHUX MEXHOA02It Y
HABUAHHI YYHIG PISHUX BIKOBUX KAME20PIll: Memoou ni08UEeHHs. MOMUBAyil, 3ayikagieHocmi, po3yMiHHs
HABUAIbHO2O Mamepiany ma aKaoemivHux o0ocsieHeHb YuHie. Ilpoawnanizoeano 3minu y eizyanizayii
HABUANLHUX Mamepianie.

Abstract

This report focuses on the discussion of the use of immersive technologies in teaching students of
different age categories: methods of increasing motivation, interest, understanding of educational material
and students' academic achievements. Changes in visualization of educational materials are analyzed.

Beryn

Ha migcrai Oararopiunux rinobanbHux mgocrmimkens Microsoft 6ymo pospobieno
peKOMeHaIil [0I0 BHUKOPHCTAHHSA I1H(GOPMAIIHO-KOMYHIKAI[IMHUX  TEXHOJIOTIH ISt
maByanus [1]. TTix racimom «HamaHHS MOXIHBOCTEH CTYIEHTaM ChOT'OJHI, {00 TBOPHUTH CBiT
3aBTPAILTHBOTO JIHS» PO3POOHUKH 3BEPTAIOTH yBary CyCHiIbCTBA HA TPH OCHOBHI TEHJIEHIIIT 3MiH
B ocBiTi. 1. 3mMiHa GOKyCYy B HaBYaHHI ¥ mpodeciiHOMY 3pOocTaHHI Ha ()OPMYBaHHS i PO3BHUTOK
COIlIaJIbHUX Ta €MOIIAHUX KOMIIETCHIH. 2. 3HAYYyIIMM CTUMYJIOM JI0 Mi3HaHHS, (OPMyBaHHS
IIEBHUX YMiHb 1 BHOOPY BIANOBIAHUX IHCTPYMEHTIB BHU3HAHO CTBOPEHHS MOXKJIMBOCTCH ISt
VYHIB JOCTDKYBATH Ta BHPINIYBaTH peandbHI MpoOJIeMH, CaMOCTIHHO BHOHMpaTH Ta
BUKOPHCTOBYBATH CHIBIPAII0 3 IHIITAMH JIFOABMH, IHCTPYMEHTH, MICI]I Ta IMPOCTOPH IS
JNOCATHEHHsT cBOiX mijieit. 3. TexHomoris cra€ OUIbII T'yMaHICTHYHOIO, CIPSIMOBAHOI Ha
TBOPYICTH 1 criBmpaiito. HoBi iHTepdelicu miaTpuMyrOTh MOCTIHHUN 3BOPOTHIH 3B SI30K, )KECTH,
3MillIaHy PEaNbHICTh, TOJOC Ta JOTHK. [IpUPOJHBO, IO CYYaCHUMH IIKIIBHUMH TPEHAAMH €
MIPAKTHKO Opi€HTOBAaHE HABYAHHS, MUKIIPEIMETHI IPOCKTH, BUKOPHUCTAHHS «IHTEPAKTHBHOTO)
o0yragHaHHS, IPYK TPUBUMIPHUX KOHCTPYKIIiH, HaB4ambHi 3D-Bifeo, BipTyaapHI MOTOPOXKI.

Marepiaam gonosiai

IMomii Becum 2020 poky, IO TPUMYCHIM AaKTUBHO BIIPOBA/HKYBaTH ENEKTPOHHE
HaBYaHHS B IUJIOMY 1 TUCTaHIIHHI (OpMHA HABYaHHSA 30KpeMa, OKPECTIOIOTH MTONAJBIII HMUISTXH
JOCHIKeHbh MOOiizalii Ta BapiaTHBHOrO MOEAHAHHS Pi3HUX (hopM BHKOpHCTaHHS MHU(PPOBOTO
KOHTEHTY, 30KpeMa OCBiTHIX pecypciB Inurepuer. uBepcudixkyBatu Bukopucranus VR/AR/MR
3 OCBITHBOIO METOI0 3alI&KHO Bif BiKy, IPEAMETHOI Trajay3i Ta TEXHIYHHX MOXJIHMBOCTEH
Cy0’€KTiB OCBITH.

[IpobnemHi TuTaHHS, HABKOJIO SKAX MU 30pPIEHTYBAJM TOCIiKEHHS, HACTYIHI: YK Moxe
Bukopuctanast VR/AR/MR 3po0uTi HaBYaIbHY TEMY OLIBIII JOCTYITHOI, TIO3UTUBHO BIUTUHYTH
Ha po3yMiHH:? SIK I1i TEXHOMOTIi IepEeTBOPIOIOTh HAaBYaHHA? Y YOMY MOJNSTAIOTh PU3UKU TAKUX
iHHOBaIi? AHamizyioun y [2] Bianminaocti VR/AR Mu Hajgamu riepeary 3acobam JIOMOBHEHOT
peanbHOCTI, BPaxOBYIOUM, B IIEpIIy 4Yepry, KPUTEpii HOCTYNHOCTI Al KOpHUCTyBada Ta
CTPUMaHUH BIUIMB Ha CHPUHHATTS Ta ICUXi4HI peakuii y4yHs. KoOHTHHYyM peanbHICTh-
BIPTyaJIbHICTE ~ HENEpPEPBHHUM, BAXKO 3HAWTH MeXi, TOMY 4YacTo 300pa)yeThcs
JBOHANpsAMIIEHOIO Biccio (puc. 1). Y Bumid ImKojgi, B KOPHOPATHBHOMY HaBYaHHI
CIIOCTEpIraeTbcss 3MIIIEHHS AaKIEHTIB BHKOPHCTAHHA IMEPCHBHUX TEXHOJNOTH y Oik
Bipryanizanii. CbOroaHi BiloMi NpUKJIAAM iX YCIIIIHOTO 3aCTOCYBaHHS y NMpodeciiiHii OCBiTi.
HaBuanHs cTyzmeHTiB-MeauKiB: KoMaHaa ekcreprTiB 3 JleieHchKoro yHiBepcuTeTy Ta



Jletinencekoro UMC nonmana HoBy ¢yHkiito Microsoft HoloLens, sika 3’emnye pyxu Tina
JIOAWHU Ta BipTyajbHYy aHaTOMiuHy Mojenb. HaBuanns minoriB: kommanis Japan Airlines
po3pobuia ABi mporpamu Ajsl 3a0e3MedeHHs! J0JaTKOBOrO HaBUYaHHsI MEXaHIKU JBUTYHA Ta AJIS
CTaXHUCTIB JHOTHOTO CKjiaay. HaByanHs kocMoHaBTiB: NASA BHKOPHCTOBYE TEXHOJIOTIIO
HoloLens nnst Project Sidekick, mo no3Bonsie ekimaskaM KOCMIYHHMX CTaHIIA OTPUMYBATH 3a
noTpeboro  ornoMory. Bukmangadi yHIBEpCHTETIB BKE CBhOTOJHI BKIIOYAIOTH Yy MPOrpaMu
BukopuctanHs HoloLens. Lleit npucTpiii Moxke OyTH BUKOPUCTaHUI 1 B HABYAJIBLHHUX MPOrpamax
STEM, mmkineHOI OCBiTH 30KpeMa, 3ale3meuyyioyd OUIBII IHTEPAKTHBHE HaBYalbHE

CEpelOBHUIIIE.

Peanbue JHonorHeHa JHonorHeHa Biptyanbue
cepenosuie (RR) peanbHicTb (AR) BipTyanbHICTE (AV) cepenosume (VR)
JpyKoBaHi HaBYANBHI Hapuannui MaTepianu BipryanoHi HaBUanbHI
Matepiain 3MIMIAHOT peaabHOCTI MaTepiaan

Pucynok 1 — Takcoromis RR-VR

Ha piBHI 3araipHOI cepelHBOi OCBITH JIOIUIBHO BHKOPHUCTOBYBATH BUIBHO JOCTYITHI
iHcTpymenTH 3D Bizyanizamii Bix Windows 10: Paint 3D, Mixed Reality Viewer, 3D Builder,
Remix 3D, PowerPoint. fx inctpymenrtapii STEM mis 3-12 ximaciB peKOMEHJOBAaHUM €
nporpamue 3abe3medenHs: 3D Builder, 3D Paint ta Story Remix — BOymoBaHi B OHOBJICHHS
Windows 10 Creators, mo J03BOJISIIOTh CTBOPIOBATH Ta JpykyBaTH 3D Ta BOymoByBat:m 3D-
00’€KTH B 3MilllaHy peaJIbHICTh. 3aBASKM IMEPCUBHUM 1 3D-TEXHONOrIsIM TEXHOJOTIAM
CIIOCTEpIraeThbesl MOKPAIEHHS OIIHOK 32 KOHTPOJIbHI po00TH (22%), MiABUINEHHS 3aTy9YeHHS Ta
3aIliKaBJICHOCT1 y4HIB i yac HaByauHus (35%) [1, c. 217].

IMepcuBHI TEXHOJOTI{ 3MIHIOIOTH KOHTEHT, 1X PO3BHTOK CIIPUYHHIOE 3MIiHHA B THITOJIOTi1
HaBYAJLHUX MaTepiasiB: IPYKOBaHi, IPYKOBaHI 3 MYJbTHMEIIHHUMH JAOAATKAMH, €JICKTPOHHI
SIK  aHajJor JAPYKOBAaHUX, C€JIEKTPOHHI 3 MYJIbTUMEIIHHUM KOHTEHTOM, HaBITAIli€l0 1
TINEpITIOCHIIAaHHSAMI Ha 30BHIITHI JpKepena, APYKOBaHI 3 00’€KTaMH JOMOBHEHOI PEaIbHOCTI,
BIPTyalIbHi, a TAKOX KHWTH 3MilaHol peanbHOCTi. IHTerpamis HoBoi Texuomorii (AR) y crape
CepeloBHUIIle Ma€, Ha HaIly MYyMKY, CHHEPreTWYHHA e()EeKT 1 TMO3HTHBHO BIUTMBAE HA YUHIB.
HaGymu momymsapHOCTI KHUTH (pO3MATKOBI Martepialid, APYKOBaHI KapTKH) 3 JOMOBHEHOIO
peanshictio (Visually Augmented Books, Traditional AR Book). «Bi3yanbHO J1OMOBHEHI
KHUTH», 3a3BHYail, MICTATH: ¢ 2D cratnunuii 3MmicT: 300pakeHHs (doTorpadii, KapTHHH,
MAaJIIOHKH, UIFOCTpallil), cxemu, TekcT; * 2D muHaMiyHHH KOHTEHT: Bigeo, aHiMamis; * 3D-
KOHTEHT: craTtudHi 3D-mozmemi (00’€KTH, OTOYEHHS), OWHaMidHi Moxeni (amimarisi, 3D-
aBatapu); °3ByK: (OHOBHI Imym/my3uka, 3D-3ByK 3aJeKHO Bim [iii KopHCTyBada Ta
pO3TaIryBaHHS.

Haounicts, 30cepemKkeHiCTh Ha MaTepialli, KepOBaHICTh, Oe3MeKa, Pe3yNbTaTUBHICTh (Y
MOpIBHSAHHI 31 3BWYaifHOIO pobororo Ha [IK) — dakropu, mo 3MIlHIOOTE MTUAAKTHYHHHA
MOTEHIlia IMEpCHBHUX TEXHOJOrid y HaB4YaHHI. MOXKIMBICTh HaJAIITYBaHHS TUCIUIEIB Ha
OKpEMHUX TMPHUCTPOSAX CTBOPIOE OUIbIIE MOXKIWBOCTEW Ui TIepCOHANI3aIii HaBYaHHS.
Buxopucranus TexHOJNOril BipTyanbHOI Ta JOMOBHEHOI pealbHOCTEH MOXe 3a0e3rnednTd
JOJATKOB1 MOXKITMBOCTI HABYAHHS IS JIFOAEH 3 OCOOTMBUMU MOTpedaMHu.
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