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BILIVB VR /AR HA TEXHOJIOT'TI HABYAHHS M OCBITSIHCHKI IPAKTUKHA

AHoTanis. Po3BUTOK CydacHOTO CyCHUIBCTBA OOYMOBIIOE CTPIMKi 3MiHH YMOB HOTO iICHYBaHHS, CHPHSIOYH
mporiecaM eBOJIONii Ta TpaHcopmalii, 10, B CBOIO YEpry, CTa€ HKEPEIOM CTBOPEHHS Ta BIPOBAKCHHS
iHHOBaIlil B OCBITy Ta HaBuaHHA. HapocTaroua mudpoizaris He MOXXe 00IMTH CTOPOHOIO cepy OCBITH, IO
aKTyalli3ye BUBYEHHs BIUIUBY 1 IIEPCIIEKTHB 3aCTOCYBaHHs IIM(POBUX TEXHOJIOTIH SK Yy BUIIIN TaK i B cepenHii
3arajJbHOOCBITHIH 1IKOJI. JIMIaKTHYHI MOMXKIIMBOCTI Cy4aCHUX TEXHOJIOTIH Ta IX 3aCTOCYBaHHS B OCBITI € OJJHUM
3 aKTyaJbHHX HampsMKiB menarorikd. CbhoromHi 0a4uThCs IEPCHEKTHBHUM BHMKOPUCTAHHS TEXHOJIOTIH
JIOTIOBHEHO # BIpTyaJbHOI peaJbHOCTEH B OCBITHIX IpakTHKax BHpoBakeHHS HOBUX TEXHOJIOTIH B
MeJaroriyHuii NpoLec € HEeBiJ €MHOI0 CKII3J0BOI0 IIOKpAIlEeHHS SKOcTi OcBiTH. IlutaHHs QopMyBaHHS
OCBITHBOT'O CEPEAOBHINA 3aKialy 3arajbHOI CepeJHbOI OCBITH 3 BHKOPHCTaHHSAM BIPTYaJIbHOI 1 JONOBHEHOI
pearbHOCTI YYCHUMH TUTBKH PO3II0YATO W JOCHTIHKEHO HE MMOBHOO Mipoto. OIHUM 3 IMePCIIEKTUBHUX HAIPSMKIB
€ BUKOPUCTAHHS CEpelOBHII BIpTyalbHOI 1 3MIMIaHOi peasbHOCTI Ha OCHOBI OCBITHIX IwIatdopMm i
CIeIiai30BaHOT0 yCTaTKyBaHHS. TeXHOJIOTIi JOMOBHEHOI peanbHOCTI B OCBITI 3HAXOAATHCSA HA €Tami CBOTO
CTAaHOBJICHHS, 1, 3 ONIALY Ha IEPCIeKTHUBH iX PO3BUTKY, HEOOXiMHO BHMBYATH I aHami3yBaTH IOCBiJ iX
3aCTOCYBaHHS Ta 3HAXOIAMTH MOMIIMBOCTI BKJIIOYEHHS iX 1O OCBITSHCBHKOI IIPaKTHKY, HANPHUKIAL, dYepe3
MPOEKTHY AISUIBHICTD MIKOJSIPiB. Ha choro/iHi icHye HeoOXiAHICTh BUOY/IOBYBaHHS! HOBUX CTpATEriil MirOTOBKH
BUKJIa1a4iB, MiSUIbHICTh SKMX B MallOyTHHOMY HEOJMIHHO OyJie peayli3oByBaTHCS B 30BCIM IHIIMX yMOBax. AJje
3HAYMMOIO ITPOOJIEMOIO € BIICYTHICTH €IMHOT MeToAouIor . TeXHOOoriT JOMOBHEHOT PeIbHOCTI PO3BUBAIOTHCS
HACTUIBKM CTPIMKO, IIO JOCTI[DKEHHS B cdepi OCBITM Ta IEJaroriki IPOCTO HE BCTHUTAIOTh HANATH
TEOPETHYHOTO OCMHCIIEHHS a00 pO3pOOHTH CHUCTEMHY MeTonojorito IToTpedyroTh MoJganbIioro JOCIHiIKEHHS
METOJIMKH ONTHMAIBHOTO IIO€JHAHHS KJIacH4HUX (popM HaByYaHHS i HaBYAHHSA 3a JIOIIOMOTOIO BIpTyaJIbHUX
CHCTEM.

Kuio4oBi ci1oBa: BipTyanpHa peaibHICTh, JONOBHEHA PealbHICTh, IMEPCHBHE HAaBUAIBHE CEPEIOBHIIIE,
HaBYaJIbHI POEKTH.

1. BCTYII

IHocTanoBka npodaemu. IlommpeHas HUPPOBUX TEXHOIOTIH CTUMYIIOE 1HTEHCUBHHMA
PO3BUTOK HasBHUX 1 BUHUKHEHHS HOBUX CIOCOOIB iH(opMaiiiHOro oOMiHY, IO, B CBOIO
4yepry, NpU3BOAUTH J0 NMPUCKOPEHHs 1HPOPMALIHHUX MPOIECIB Y CYCHUIbCTBI, PO3LUIMPEHHS
iHopmartiifHoi B3aemomii Woro cy0'ekrtiB. [IpoTsSroM OCTaHHIX POKIB CTPIMKO 3MIHHIIACS
€MHICTh LU(POBUX HOCIIB iH(OpMaIlil, YJOCKOHATMWINCS crnocoOu W 3pocia MIBHIKICTH ii
00poOKH ¥ TIepeadi, MPOIECH CTATM AaBTOMAaTU30BAaHUMHU, a HAJalli - pOOOTH3YIOTHCSI.

Hociem Benmukoro o0Ocsry iHdopMmariii € cydacHe BipTyaldbHE CEpeloBHUIIE 3 HOTo
cnenu(iYHIMH iHCTPYMEHTATEHUMH MOKITHBOCTSIMH.

€Bporneiicbkol0 Komiciero Ha apyre miBpiyus 2021 poky 3amiaHOBaHO CTBOPEHHS
IPOMHUCIIOBOT KOAJIIii B 00sacTi BipTyanbpHOI 1 monoBHeHOi peanbHOCTi (VR / AR) (2021) -
00'elHaHHSI €BPONEHCHKUX OpraHizalliil, 110 MpauioTh B raly3l IMEPCUBHUX TEXHOJIOTIH. Y
JOKYMEHTI «EBponeiicbki Memia B mudpoBoMy necaTwiniTri: [lmaH Aiil mono miaATpUMKH
BITHOBJICHHS 1 TpaHcdopmMariii» [1] Big3HAYEHO, IO IMEPCUBHI TEXHOJIOTI 1 BUCOKOSIKICHUYN
KOHTEHT J03BOJITIOTH CTBOPIOBATH HOBI NpOTpaMH Ta CIEHapii, a TaKoXX HOBI crocoou



B3a€MOJIi1 3 ayJUTOpI€I0 B PI3HUX ranmy3sx, Takux sk 3MI, KymbTypa, 0XopoHa 310pOB's,
OCBITa, TypU3M, HaBYaHHA. YKjaJadli JOKyMEHTa MPUBOAATH aHaii3 puHKy Big PwC [2],
3rigHo 3 sskuM 110 2030 poKy BipTyasibHa 1 JOIMOBHEHA PEANbHICTh MOXYTh JIOJIATH B CBITOBY
eKOHOMIKY Om3bKo € 1,3 Tpunbiiona B mopiBHsHHI 3 € 39 Minespaamu B 2019 pomi (puc. 1.).

VR and AR: C onomic contributions

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

$138.3bn
$13.5bn

Puc. 1. VR ma AR: nopisHanbHUll eKOHOMIYHUL 6KIAO

Hocmimkenns PwC mokasye 1 moteniiiine 3poctanus BBII 3a paxyHok VR i AR B
YCbOMY CBITI, @ TaKOXX BIUIMB Ha 3alHATICTh B Pi3HUX KpaiHax, 3a paXyHOK BIIPOBA/KCHHS
texHonorii VR/ AR (puc. 2.). Ilepenbavaerbcs, mo AR mpomoBxuTh 3a0e3neuyBaTh
oinpmit mpupict BBIT 1o 2030 poky B nopiBHsAHHI 3 VR.
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Rest of the world

GcDPT$444.2bn = 12,603,911

Puc. 2. 3pocmannsa BBII i kinbkocmi pobouux micyb 0o 2030

VY nonosini «Virtual reality and its potential for Europe» [3] omHum i3 mpioputeTHUX
HaIpsIMIB 3aCTOCYBaHHS TEXHOJIOT1H BIPTyaJIbHOI peaqbHOCTI BU3HAUCHO OCBITY. [loKOMIHHS
CY4YaCHHUX YYHIB, CTYJICHTIB ()OPMYIOTHCS i PO3BUBAIOTHCS HE TUIBKU B TPAIUIIIHUX KIACHO-
ayAMTOPHUX CEpEOBHINAX, a i B CEPElOBHIIAX BipTyaJbHUX, IO BIUIMBAE HA 3MiHY IXHIX



OCBITHIX 3alMTIB i BAMaratume peasizailii HOBHX IJICH 1 3aBIaHb OCBITHBOI IMPAKTHKH,
BUKOPHCTAaHHA HOBUX (hopM 1 (hopMaTiB PyHKIIIOHYBaHHS OCBITHIX pPECypCiB.

2. METOIU JOCJIIKEHHSA
ITin gac mocii/pKEHHS BHKOPUCTOBYBAJIHMCH TaKi METOMM: aHANI3 3arajlbHUX TCHJICHIIIN
PO3BUTKY HaBYAJILHOTO CEPEIOBHINA, aHANI3 TEOPETHUHHUX JKEpeN 3 MpoOJieM HAaBYAILHOTO
CepelOBUINIa, BHWBUCHHS ¢ Yy3arajJbHEHHS CydYacHHX 3HAaHb IIOJO NPOCKTYBaHHS 1
3aCTOCYBaHHS HAaBUAJIbHOTO CEPENOBHUINA 3 BHKOPUCTAHHSIM 3aco0iB JOMOBHEHOI Ta
BipTyasibHOI peanbHOCTEH. JlOoCHi/KeHHS BUKOHAHO B MEXaxX HAYKOBOTO JOCIHIJKECHHS
«IIpoekTyBaHHS HaBYAJIBLHOTO CEPEOBUINA 3 BHUKOPUCTAHHSIM 3aco0iB JIOTIOBHEHOI Ta
BIpTyaJIbHOI peanbHOCTEH B 3aKjajax 3arajbHOl CepeaHbOi OCBITH», (HOMEp Iep’KaBHOI
peectparii 0121U107689).

AHani3 ocTaHHiX JocaizxkeHb i mydJikaniil. BipryanbHa peanpHICTh TICHO MOB'sI3aHa
3 MOHATTSM IITYYHUX CEPEIOBHUIN HaBYAHHS W IMEPCHUBHICTIO. JlOCHIKEHHIO BipTyadbHUX
CepeloBUIll, 30KpeMa iX 3aCTOCYBAHHIO K IHCTPYMEHTY BIUIMBY Ha THUX, XTO HABYA€THCH,
npucBsueHi podotu 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]. BukopucTtanHsi iMEpCUBHUX TEXHOJIOTIN B HaB4YaHHI po3risaHyTi 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 MOJOKEHHS TEOPil iIMEPCUBHUX
cepeoBHIll, 0a30B1 MPOHATTS 1 TepMmiHooris Oynu 3anponoHoBaHi C.®. Cepreesum [13]. B
[14] copmynboBaHa Teopis HAaBYaHHS B IMEPCHBHMX CEpEIOBHINAX, siKa BKJIOYae 0a30Bi
NPUHIUMIIN:  CaMOOpraHizamii, CEJeKTUBHOCTI, 3aHypEHHs, TMPHUCYTHOCTI, KOHCTPYIOE
aKTUBHOCTI y4HS, B3a€MHOI Opi€HTalli (II0JWHA-MaIlWHA, JIIOJUHA-TIONMHA) B TpoIeci
HaBUYaJbHOI KOMYHiKamii, izuunoi Oe3mocepenHocTi Ta CcyO0'ekTHOT (CBiIOMOI )
OIIOCEepPEIKOBAHOCTI. IMepcHBHE HaBYallbHE CEPEJOBUINE € JWHAMIYHUM, CHCTEMHHM,
CaMOOpTraHi30BaHUM  TICHXOJIOTIYHUM KOHCTPYKTOM, SIKOMY BIJIACTHUBI: IMEpPCHBHICTH;
NPUCYTHICTh, I1HTEPAKTHBHICTH; I[103aCy0’€KTHa TPOCTOPOBA JIOKAJi3allisl; HAJAMIPHICTB;
JNOCTYITHICTh ~ KOTHITUBHOMY  JOCBiAy;  HACHYEHICTh;  IUIACTHYHICTh,  IIUIICHICTH;
MOTHBOTEHHICTb, 1[0 MPOSBISIOTHCA Yy (HOpPMi aKTUBHOTO HABUAHHS.
Metorw cratTi € nmocmipkeHHs BBy VR/AR Ha TexHosorii HaBYaHHS W OCBITSHCBHKI
NPaKTUKW; MOXKJIMBICTh BUKOpPHCTaHHsS iHCTpyMeHTiB VR/AR mij 4ac BUKOHAHHSA YYHSAMH
HaBYaJbLHUX TPOEKTIB.

3. PE3YJIBTATHU JOCJIIIKEHHS. BipryansHa peanbHICTh sIBJI€ COO0I0 TEXHOJOTIIO
JIOIMHO-MAIIMHHOI ~ B3aeMoJii, sika 3a0e3neduye 3aHYpPEHHS KOpPHCTyBadya B TPHBHMIpHE
iHTepakTHBHe iH(opMariiiHe cepenosuiie [15]. Cepex cuctem BipTyanbHOI peabHOCTI
BUAUISIOTH KJIACHYHY BipTyanbHy peanbHicTh (VR - Virtual Reality) — kopucTtyBau B3aemomie
3 BIPTyaJbHUM CBITOM, SKMA 1ICHY€ TUIBKH BCEpEIUHI KOMII'IOTepa; JOMOBHEHY,
KOMIT I0TEpPHO-0TIOCepeIKOBaHy, peanbHicTh (AR- Amended Reality) — indopmaris, mo
TEHEPYEThCS KOMIT' IOTEPOM, HAKIAIA€ThCs MOBEPX 300pakeHb PEasbHOTO CBITY; 3MilIaHy
peansHicTh (MR - Mixed Reality) — BipTyanpHHI CBIT NOB’S3aHUHN 3 pEalbHUM 1 BKJIIOYAE
Hioro B ce0e.

Cnpobu CTBOpPEHHSI IHTEPAKTHBHHUX MPHUCTPOIB, IO JO3BOJIAIOTH B3aEMOJISATH 3
IMITYIOUOIO pEajbHICTIO a00 JIOMOBHIOBATH PEalbHICTh 1H(POpPMAIIE€I0, IO HAKIAAAEThCH,
pobmincs me Ha movyatky XX cromiTTs. JochimkeHHs B o0iacTi moOyaoBU BipTyaslbHOI
peasbHOCTI 3 BUKOPUCTAaHHSAM ITU(GPOBUX TEXHOJOTIH moyanucs B MaccadyceTChKoMy
texHonorivHoMy iHCTUTYTI (CLA) moHaa mIBCTOMITTS TOMY. 3aCTOCYBaHHS TEXHOJOTIH
JOTIOBHEHO1 peanbHOocTi Oynu 3miiicaeHi B 2006 1 2007 pp. mig 9ac po3poOKH HaBYAIBHHUX
irop [16-17]. Mo06inbHI 10AaTKK JOMTOBHEHOI peasIbHOCTI, pO3pOOJICH] 3 METOIO 3aCTOCYBAaHHS



B OCBITi, BUKOPHCTOBYIOTh JBa OCHOBHI CIIeHapii B3a€MOJlii KOPHCTyBaya 3 HABKOJMIIHIM
cepenoBuILeM: 1) 3a TOMOMOTOI0 MapKepa, 10 SIKOTO MPUB’A3YEThCS BIPTyalIbHHM 00’ €KT; 2) 3
HaKJIaJaHHAM IIapy BIPTyaJdbHHX OO'€KTIB Ha BECh MPOCTIp KaApy 30BHIMIHBOI KaMepu
npuctporo. Kiacudikarii moao 3acTocyBaHHS [IOTIOBHEHOI peaqbHOCTI B OCBITHIN cdepi
HaBeJIeH] B 3apyOiKHUX Jukepenax [18]. ABTopu Ha3WBAIOTh TaKi THIN: KHUTH 3 TEXHOJIOTI€I0
JOTIOBHEHOI PEaTbHOCTI, 10 YTBOPIOIOTH CBOEPIAHUN MICTOK MK (i3MYHUM 1 IUPPOBUM
CBITOM; HaBYaJbHI IIpH; HABUYAIBHI NPOTPaMH; MOJEIIOBAHHS OO0 €KTIB; MOAATKH IS
TPEHYBaHHS HaBHUYOK. TEKCT MOXe CynpoBoKyBaTtucs 3D-Monensimu, ay1io/Bieo 3amucoM,
JOJJAaTKOBOIO  TEKCTOBOIO  iH(OpMalli€lo, TINEepHOCHWIAHHSIMH Ha MEpPEXeBl pecypcH;
300paKEeHHSI MOXYTh TIepeTBOproBaThCA B 3D-mMojeni, MmO JOMYCKalOTh B3aEMOIIIO 3
KOpUCTYBaueM 1 MoJudikaliio; JOMOBHEHWH KOHTEHT (BIpTyaJbHUH O00'€KT) MOXe
aZlanTyBaTUCS 0 peaIbHUX O0'€KTIB MpHU HAKJIaJaHHI; TEXHOJOTil JOIOBHEHOI peasbHOCTI
JI03BOJISIFOTH MOJIETTIOBATH MpoIiecH - (pi3uuHi, XiMiYHI B3aeMOil. AHAI3yI0UU 3aCTOCYBaHHS
TEXHOJIOT1l JOMOBHEHOI peaJbHOCTI B OCBITI, JOCTIAHUKMA BiA3HAYAIOTh TaKl IMO3UTHBHI
XapaKTEepUCTHKH K 1HTEPaKTHBHICTh, MPOCTOTY BHKOPHCTAHHS, BUKOPUCTaHHA €QeKTy
MoJAMBY 1 MOTHBaii yuns [19].

3’aBUNMCA 1 TPOAOBXKYIOTH 3 SBISITHCS HOBI CIIOCOOM JIEMOHCTpAIi MPUPOJHUX
MPOIIECIB, SBUI, CTPYKTYPH 1 JUHAMIKH (PI3UYHUX 00’ €KTIB 3a JOMOMOTOI0 KOMIT IOTEPHUX
mopeneit. OTHUM 3 TePCIEKTUBHUX HAIMPSIMKIB CTaJI0 BUKOPUCTAHHS CEPEIOBHIL] BipTyalbHOI
1 3MIIIAHOI PeaJbHOCTI Ha OCHOBI OCBITHIX TUIAT(GOPM 1 CHEIiaTi30BaHOTO YCTAaTKyBaHHSI.
MOXIUBOCTI CEepEeOBHUII] BIPTyalbHOI peanbHOCTI Ha oOcHOBI 3aco0iB IKT B ocBiTi
JTOCTIKYBaIMCST MPAKTUYHO 3 IOYATKy IX MacoBOro BHpoOOHMLTBA. B nanuii wac npu
BUBYCHHI PI3HUX TUCHHUIUTIH, PO3AUTIB (hi3UKH 30KpeMa, MUTAHHSAM 3aCTOCYBaHHS TEXHOJIOTIN
3MIIIaHOI 1 BIPTyaJdbHOI PEATbHOCTI MPOJIOBXKYE MPHAUIATHCS BElMKa yBara 3aBIsKH
CYTTE€BOMY PO3MIMPEHHIO MOXKIMBOCTEH pPOOOTH 3 BIPTyaIbHUMU MOJEISIMHU 1 00JIaTHAHHIM
[20-22]. 3a pe3ynpTaTamMu KOHCTAaTYBAJIBHOTO €TaIly IOCTIKEHHS OyJIOo TpEeICTaBIICHO
MOPIBHSIILHUN  aHami3 (QYHKIIOHATHHUX MOXJIHBOCTEH MOOUIBHUX TOJATKIB JTIOTIOBHEHOT
peansHocTi Da Vinci Machines AR, Electricity AR, Bridges AR, Geometry, kosexiis
VR-mopeneit  VictoryVR  Science Curriculum Tta mudposoi konekuii Mozaik [23].
JlocmiKeHO MOJKJIMBICTh 3aCTOCYBAaHHS IMX 3acO0IB 3 HABYAJIBHOI METOIO, 30Kpema st
CTBOpPEHHS Mi3HABAJIBHUX 3aBJaHb JUIsl YYHIB MiJ 9ac BUBUYEHHS MPEAMETIB MPHUPOIHUYO-
MaTeMaTUYHOTO IMKIy. Bka3aHO Ha BHSBJICHI HEIOJIKH, CHOPMYIHOBAHO JHUJIAKTHYHI
BUMOTH JI0 TaKUX 3aC001B OCBITHBOI AisUTBHOCTI. CpeJl iHIINX, aKIIEHTOBAaHO yBary Ha TaKHUX
MOKa3HUKaxX: arapaTHe 3a0e3nedeHHs, 103a0uliTi, 3MIHHICTh MapaMeTpiB  MOJEJeH,
IHTepaKTUBHICTh, MKIUCIMILTIHAPHICTD 3aCTOCYBaHHS, MOMJIMBICTh AKTUBI3YBaTH IEBHI
nmi3HaBajabHI 1ii yuHiB. AHamizyroun y [23] BigminHocTi VR/AR aBTOpM HamaroTh mepeBary
3aco0aM JOMOBHEHOI peabHOCTI, BpaXOBYIOUH, B TEPIIy Yepry, KpUTEpil JOCTYMHOCTI JUIs
KOPUCTyBa4ya Ta CTPUMAaHHWK BIUIMB HA CHOPUMHATTS Ta TICHUXIYHI peakmii y4HiI. Y
3aKJIaJax BHIOI OCBITH CIOCTEPIraeThCsl 3MILICHHS AaKIEHTIB BHUKOPHUCTAHHS IMEPCHUBHUX
TEeXHOJIOT1H y Oik BipTyamizamii. [IpukiagaMu yCrminiHOTO 3aCTOCYBaHHS 1HCTPYMEHTapiio y
npodeciiiHiii ocBiTi € podoTH komanau 3 JleliaeHcbkoro yHiBepcutery Ta JleiineHchkoro
UMC 3 nonmaBanns HOBOi ¢yHkiii Microsoft HoloLens, sika 3’emHye pyxu Tija JIOIUHU
Ta BIpTyaJbHy aHAaTOMIYHY MOAENb;, KommaHii Japan Airlines, mo po3poOuna naBi
nporpaMu Jjsi 3a0e3rneueHHs] 10JAaTKOBOIO HaBUAaHHS MEXaHIKHM JBUTYHA Ta JJISl CTaXKUCTIB
apoTHOTO cKianxy; NASA, sika BukopuctoBye TexHojorito HoloLens mist Project Sidekick,
110 JI03BOJISIE €KilMakaM KOCMIYHUX CTaHIIM OTPUMYBATH 3a oTpeboro aomnomory. Ha piBHi
3arajibHOi  CepeJHbOi  OCBITM BHUKOPHUCTOBYIOTh BUIBHO  JOCTYMHI iHCTpyMeHTH 3D
Bizyamizanii Bim Windows 10: Paint 3D, Mixed Reality Viewer, 3D Builder, Remix 3D,
PowerPoint. fIx inctpymentapiii STEM nmnst 3-12 kimaciB peKOMEHIOBAHHUM € MPOTpaMHe
3abe3neveHHs: 3D Builder, 3D Paint ta Story Remix — BOymoBani B onHoBieHHs: Windows 10



Creators, 110 J103BOJISIIOTH CTBOpIOBAaTH Ta ApyKyBaTH 3D Ta BOynoByBatu 3D-00’e€kTH B
3MillIaHy peaybHICTh [24].

TexHOJIOT11 TOMTOBHEHOI PEATbHOCTI B OCBITI 3HAXOIATHCS HA €Talli CBOr0 CTAaHOBJICHHS,
1, 3 OINIAQY Ha MEpPCHEKTUBU IX PO3BUTKY, HEOOXIAHO BUBYATH W aHANI3yBaTH NOCBII iX
3aCTOCYBaHHA Ta 3HAXOIWTH MOKJIMBOCTI BKJIIOUYEHHS iX JIO OCBITSHCBHKOI TPAKTHKH,
HaNpUKIa[g, Yepe3 MPOEKTHY MAUUIBHICTh IIKOyApiB  [25]. BuKOHaHHS  YYHIBCHKHX
iHpOpMaIiifHUX MPOEKTIB nepeadavae 30MpaHHs, aHami3 i (OpMyYITIOBaHHS BHCHOBKIB OO
iHpopmanii mpo 00’exkT, 1O BHBYaeThCsA. Llelt Tum TPOeKTiB He mependauvae
EKCIePUMEHTAIBHOT POOOTH, ajie MOXKe IIUPOKO BUKOPUCTOBYBATHUCS ITiJ] YaC BUBUCHHS XiMii
yu QI3UKKA y CepedHidl IKOJi, OCOONMMBO YYHSAMH 7-X KiaciB. JlOCTIAHHUITBKI YYHIBCHKI
IPOEKTH, PEKOMEHIOBaHI JUIsl BUKOHAHHS B CTapIIii 1 MpoQuUIbHINA KON, MaKCUMAalbHO
HaOMMKEHI 70 HAyKOBOTO JOCTI/DKEHHS. Taki MPOEKTH BKIIOYAOTH €JIEMEHTH HAyKOBOI
po0OTH, MpPE3CHTAIil0 y BUIVIAAI JOMOBiAI a0 CTEHIOBOTO 3aXUCTY, IHTETPYIOUM 3HAHHS
VYHIB 3 pI3HUX rajgy3ed B MpoIleci BUPINICHHS OAHIET MPOOIEeMH, HAJTAI0YM MO>KIUBOCTI
3aCTOCYBaTH OTPUMaHi 3HAHHS HA MPAKTHUIl, TeHEPYIOUr HOBI izei. JlitounMHu HaBYaTbHUMH
nporpamamu («®izuka 1 actpoHomis. HaBuanpHi mporpamm s 10-11 kmaciB 3akianis
3aranibHOi cepenHboi ocBiTW», «llpupognuui Hayku. InrerpoBanmit kypc 10-11 kiac.
HapuanpHa mporpama Ui 3akiajiB 3arajibHOi cepeaHboi ocBiTH», «®dizmka 7-9 kiacwu.
Hapuanbna nporpama JUTSt 3araJbHOOCBITHIX HaBUYAJIbHUX 3aKJIaJiB»
(https://mon.gov.ua/ua/osvita/zagalna-serednya-osvita/navchalni-programi/navchalni-
programi-dlya-10-11-klasiv) mepenbaueHO BUKOHAHHS HAaBYAIBHUX MPOEKTIB 3 (i3UKH,
30KpeMa, Ip¥ BUBYCHHI TeM «SnepHa eHepretuka» (po3ain «KsanToma ¢izmka», 11 kiac),
«®Di3UYHI OCHOBU aTOMHOI eHepreTHKm» (po3ain «Pi3uka aToMa Ta aTOMHOTO sApa», 9 Kiac),
«Enepris» po3ain «Texuonorii» [aTerpoBanoro kypcy, 11 kmac). Ile, 30kpema, nepeBaru i
HEJI0JIIKM BUKOPUCTAHHS SIIEPHOT €Heprii, pO3BUTOK aTOMHOI €HEPreTUKH YKpaiHu, crocoou
3abe3nedeHHs Oesrneku saepHux peaktopiB 1 AEC, mpobmemu YopHOOWIISI, BIUTMBH aTOMHOT
€HEepreTUKU Ha €KOJIOTiI0, 3aXHUCT BiJl BIUIMBY PaJiOaKTUBHOI'O BUIPOMIiHIOBAaHHS ToIo. [1pn
BUKOHAHHI BUINE3a3HAUYCHUX MPOEKTIB MOKHA 3acTocoByBaTH noaatok AR APP — Chornobyl
NPP ARCH AR (https://chornobyl.app), odimiiino 3amymenuii y 2018 porii [26].

Puc. 3. Ilpuxnao euxopucmanns dooamxy Chornobyl NPP ARCH AR

PesynbraTamMu HaBYaJIBHO-TI3HABAJIBHOI  JISUIBHOCTI YYHIB Yy XOJAI BHKOHAHHS
HABYAJIbHUX MPOEKTIB MAIOTh OyTH 3HAHHEBUN KOMIIOHEHT (3HAIOTh MPUHIMM Ail SAECPHOTO
peakTopa, 3HAIOTh NPO BIUIUB PaJiOAKTHBHOTO BHIIPOMIHIOBAHHS HA JKUBI OPraHi3MH);
TISTIbHICHUM KOMIIOHEHT (IOSICHIOIOTH 10HI3AIlIHY MiF0 PaJiOaKTHBHOTO BUIIPOMIHIOBAHHS,
KOPHCTYIOTBHCS JIO3UMETPOM (32 HAsIBHOCTI), BAKOPUCTOBYIOTh HA0YTI 3HAHHS AJIsi O€3MEYHOT
KUTTEAISUTBHOCT1), IIHHICHMM KOMIIOHEHT (YCBIIOMJIIOIOTH TIE€pEBarv, HEIONIKH 1
MEPCIIEKTHBH PO3BUTKY ATOMHOI €HEPTeTHKH, MOXKIHUBOCTI BUKOPUCTAHHS TEPMOSICPHOTO
CHUHTE3Y, OIHIOITh JOIIIBHICTh BHKOPHUCTAHHS AaTOMHOI E€HEPreTHKH Ta ii BIUIMB Ha



€KOJIOTi10, €(eKTHBHICTh METOIIB 3aXHCTY BiJl BIUIMBY PaZiOaKTUBHOTO BHUITPOMiIHIOBAHHS)
[25].

[Tpote, icHYIOTHh 1 0OOMEXEHHSI BUKOPUCTAHHS JaHOI TeXHoJorii [27], ski ToB’s3aHi 3:
TEXHIYHUMU MOMEHTaMH; BUCOKOIO BapTICTIO BIPOBA/KEHHS 1 eKCIUTyartalii pimeHs B cdepi
JOTIOBHEHOT 1 BIPTYaJdbHOI pPEANTBHOCTI; HECTAYel0  CIICIialli30BaHOTO KOHTCHTY 1
HEJOCKOHANICTIO MPUCTPOiB (KOHTEHT Ma€ BIAMOBiAAa€ LIIOMY HAOOPY BHMOT, B TOMY YHCHI
HAYKOBIH JIOCTOBIPHOCTi, HOTO MOXYThb 3alpOINOHYBaTH JaJIeKO HE BCI PO3POOHHKH);
HEraTUBHMM BIUIMBOM Ha 3JI0pOB’s, ICHXOEMOLIHHUM HampykeHHsAM [28]. 3HauuMmoro
npoOJIeMOI0 € 1 BIACYTHICTh €IWHOI MeToAosorii. TexHomorii MOMOBHEHOI peaNbHOCTI
PO3BHUBAIOTHCS HACTIIBKUA CTPIMKO, IO JTIOCITIPKEHHS B cepil OCBITH Ta NEAATOTiKHA MPOCTO HE
BCTHTalOTh HAJATH TEOPETUYHOTO OCMHCICHHS a00 PO3pOOUTH CHUCTEMHY METOoJ0Joriio [29].
Moga #iae mpo BHPOOJICHHS HOBOTO KJaCy METOJWYHUX PIIICHb, SKI BHKOPHUCTOBYIOTH
NearoriyHi MOJJIMBOCTI, IO BIiJKPUBAIOTHCS Yy 3B’SI3KY 3 IOSBOIO HOBUX TEXHOJIOTTYHHUX
3aco0iB. BoHuM, 30Kpema, CHOUPAIOTBCA Ha IIUPOKE BHUKOPUCTAHHS  CaMOCTIHHOT
1HMBITyaqbHOI POOOTH Y4HIB 1 iX CHUIBHOI poOOTH B Manux Tpymnax. 3AaTHICTh MIKOJSPIB
3aCTOCOBYBATH 3aco0u 1H(MOPMAIIHHUX TEXHOJIOTIH, BKIIOYAOYH 1 TEXHOJIOT1 IOMOBHEHOT i
BIpTyaJIbHOI peanbHOCTEH, MPU HaBYaHHI MIKUIBHUX TUCIMILIIH 6arato B 4OMY 3aJIe)KUTh BiJl
piBHS CHOPMOBAHOCTI B YYHIB KOMIIETCHTHOCTEH, HAOYTHX TIpH BHUBYEHHI 3MICTOBHO-
meroanyHoi  JiHIT  «IHpopmarmiitni  TexHomorii». BuxopucraHHs yuHsSMH ~ 3aco0iB
iHQOpMaIIHHUX TEXHOJIOT1M TpH HaBYaHHI PI3HUX HABYAIBHHX JHUCHIUIUIIH MOXE OyTH
HEIOCTaTHhO €(EeKTUBHUM, SIKIIO IIKOJISIpPl BCE IIe HE MAIOTh BIANOBIIHHI piBEHb 3HAHD,
yMiHb 1 HaBHYOK. J[J11 po3p0OKM METOIUKM HAaBYAHHS 1 BUKOPUCTAHHS TaKMX 1HCTPYMEHTIB 1
3ac00iB HEOOXIZHO TOMEPeAHbO OUIBII JOKIAJHO PO3MNISHYTH CYTHICTh 1 CHEHHU]IKY
JIOCJTIJDKYBAHO1 TEXHOJIOT 1.

Bumarae BupilmieHHs ¥ NHMTaHHS 1HTerpamii JOAAaTKiB B OCBiTHIA mpomec. Bapro
3ayBOXWUTH, IO TMPH BCid IHTEPAKTHUBHOCTI, JOJATKH JOTOBHEHOI PEAJbHOCTI HE MAaloTh
3BOPOTHOTO 3B’S3Ky 3 YYHEM/yUYHSMHU, HEOOXITHOTO IS KOHTPOJIO 3aCBOEHHS 3HAHBb 1
HAaBUYOK. BUKOpHUCTaHHS TEXHOJOTIT JOMOBHEHOI pealbHOCTI BUMArae i 3HaYHMX PECYypCiB i
cremniajbHOol HiATOTOBKHU IIEAaroris.

4. BUCHOBKMU TA IIEPCIIEKTUBHA NNOJAJIBIINUX JOCJII)KEHb

[HCTpyMEHTH Cy4YacHHWX TEXHOJIOTiH JIO3BOJISIIOTH CTBOPIOBATH BIpTyalibHI OCBITHI
CepeloBUINA, B SIKUX 3700yBaul OCBITH 3100yBalOTh HEOOXiJHI KOMIIETEHIII, OTPUMYIOTh
MOJJIMBICTh caMopeanmizamii ¥ ocobucticHoro po3BuTKy. CydacHi 3acodu IUPPOBUX
TEXHOJIOT1H, IIM(POBI OCBITHI pecypcu MO3BOJSAIOTh BUXOAUTH 32 PAMKH KJIACHO-YPOUHUX
B3a€MO/IiHi, 32a0€3MeYnTH CaMOCTiiHY poOoTy 3100yBadiB ocBiTH. OCOOIUBICTIO X PECypCiB
€ 1X IIBUJKE OHOBJIEHHS, a, OTXKe, MOCTiMHEe po3IUpeHHs apceHany nexparoriunux IKT-
IHCTPYMEHTIB.

Ha cporogni icHye HEOOXiOHICT, BHOYAOBYBaHHS HOBHMX CTpaTerii MiATOTOBKHU
BUKJIA/IaviB, JISUTBHICTh SKMX B MaiOyTHROMY HEOJMIHHO OyJe peasli3oByBaTHCS B 30BCIM
iHmmMx ymoBax. ['mobanpHi TeHaeHHilT mudpoBoi TpaHcopmarllii OCBITHROTO MPOLECY
JUKTYIOTh 1HIII TpaBWiIa, HAJAlOYM apceHall CY4YacHOTO IHCTPYMEHTapil0 BipTyaJbHUX
CHCTEM.

[TorpeOyioTh MOAANBIIOTO  JOCHIPKEHHS METOJUKH ONTHUMAIBHOIO  IO€THAHHS
KJIaCUYHUX (OpM HaBUaHHS 1 HaBYaHHS 3a JOMOMOTOI BIPTyaJIbHUX CHCTEM.
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INFLUENCE OF VR /AR ON LEARNING TECHNOLOGIES
AND EDUCATIONAL PRACTICES

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 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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