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THHOBAIIIMHI ®YHKIIII BUBUEHHSA IHO3EMHHX MOB Y
3AT'AJIBHIN CEPEJHIN OCBITI YKPAIHU

B ocrtanHi poku B YKpaiHi Jefani mpo3opilie CIOCTEPIraeTbcs TEHIASHLIS 10
OTNaHyBaHHsS 1HO3EMHMMH MOBaMH, $IKI aKTMBHO HaOyBalOTh CTaTyCy COIliaJbHO-
€KOHOMIYHOT'O 1 MOJIITUHYHOTO 3ac00y MOPO3YMIHHS MIX PI3HHUMHU IPEACTaBHUKAMHU
CBITOBOI CITUIBHOTH Y PI3HOMAHITHUX cdepax KUTTeAsuIbHOCTI. L1 peanii 06’ eKTUBHO
3YMOBITIOIOTH PO3MIUPEHHS (DYHKI[IH 1HO3EMHHMX MOB 1 OHOBJICHHS 3aBJIaHh OBOJIOJIIHHS
HUMU y cydacHOMY cycmniibcTBi. Hacammepen, 1ie:

— (opMyBaHHSI B YYHIB/CTYyJEHTIB TOTOBHOCTI JI0 COI[laJbHOI B3a€MOJIi st
COUIBHOTO PO3B’A3aHHS PI3HOMAHITHUX MPOOJEM 1 JOCSITHEHHS B3a€EMOPO3YMIHHS,
3HAXOJ[PKEHHSI KOMITPOMICIB;

— TOJIEpAHTHE CTAaBJIEHHS JI0 HAPO/IiB, MOBA SIKMX BUBYAETHCS, MPUIYYEHHS 0
Tajgory  KyJbTyp SK BaXJIUBOTO (EHOMEHAa MHUPHOTO  CIIIBICHYBaHHS 1
B3aeMO30arauycHHs;

— OBOJIOJIIHHS MPUHOMaMHU CaMOCTIHHOT poOOTH 3 MOBOIO, CTPATETIAIMH YUiHHS,
YMIHHSIM KOPUCTYBATHCS KOMIIEHCATOPHUMHM IMpUHOMaMu y pa3i AepIUUTy MOBHHUX
3aco01B;

— TBOpUYE BHUKOPHUCTAHHS 1HO3EMHOI MOBH JUJIS BJIACHOTO CaMOBHUPAXKCHHS,
YCBIJIOMJICHHSI MOBHHMX pO30DKHOCTEM 3 PIJHOIO MOBOIO, 3HAHHA 1 BMIHHS
BUKOPUCTOBYBAaTH OCOOJMBOCTI ii BXXMBAaHHA Y THUIIOBUX COI[IaJbHUX CHUTYaIisX
CHUIKYBaHHS;

— dopMyBaHHS B Y4YHIB/CTYJEHTIB IHJIMBIAyaJbHOTO CTUJIO HaBYaHHS,
CAMOKOHTPOJIO BJIACHOTO PIBHS OBOJIOJIHHS 1HIIOMOBHOIO KOMYHIKaTUBHOIO
KOMITETEHLIEIO.

Pe3ynbraToM HaBUaHHS MOB MOBUHHA CTaTH OCOOUCTICHA 0AaraTOMOBHICTb, SIKa
nepeadavae yCBiIoMIEHE pO3MEKYBAHHSI MOBHUX CUCTEM 1 BIIHOCHO BUILHUM MIepexif
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3 OJIHIE€T MOBHU Ha 1HILY 3aJI€KHO B1J] 3MIHM CUTYallli Ta )KUTT€BUX MOTpeO. [HTerpamis
VYKkpaiHu y CBITOBUH OCBITHIA MPOCTIp BUMAara€ IMOCTIMHOrNO BIOCKOHAJIICHHS
HAI[lOHAJIBHOI CHUCTEMHU OCBITH, MOWIYKY €(PEKTUBHMX NUIAXIB MIJBUIIEHHS SKOCTI
OCBITHIX TOCJIYT arpooOariii Ta BIPOBAKCHHS 1HHOBAI[IMHUX MEAaroriyHuX CHUCTEM,
peanpHOro 3a0e3rnedeHHs PIBHOTO JOCTYIY BCiX 1i TpoMaasH 10 SKICHOI OCBITH,
MO>KJIMBOCTEH 1 cCBOOOIM BUOOPY B OCBITI, MOJIEpHI3aIlil 3MICTY OCBITH Ta OpraHi3ailii
il amekBaTHO CBITOBMM TEHJEHINIIM 1 BUMOTaM pHUHKY Tipaili, 3a0e3nedyeHHs
0e31epepBHOCTI OCBITH Ta HAaBYAHHS IPOTATOM YChOI'O KHUTTS, PO3BUTKY JI€PKaBHO-
rPOMAJICbKOI MOJEJI YIpaBliHHSA. YKpaiHChbKa MOBa € OOOB’S3KOBUM IPEAMETOM B
yCiX HaBYANBHUX 3aKiajgax KpaiHu. BoHa BHBUA€ThCS HE JMINE Y IIKOJIaxX 3
YKpaiHChKOI0 MOBOIO HABYAHHS, ajie 1 B IIKOJIaX, BUIUX HAaBUYAJIbHUX 3aKJIalax, Je
HaBYaHHS 3/11CHIOETHCS THIIMMHU MOBaMH.
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BUKOPUCTAHHS IMEPCUBHUX TEXHOJIOI'TH JIJIA PEJAHIBAHIi
STEM-, STEAM-IIIAXOAY B OCBITI OB AAPOBAHUX AITEU I MOJIO I

Cmamms npucesuena npooOnemi SUKOPUCMAHHA IMEPCUBHUX MEXHON02IU, SK
00H020 3 HOBIMHIX Memo0di8 Y HABUAHHI 000aposanux dimeti ma Moaooi. Posensinymo
0cobusoCmi 3acmocy8anHs mexuonozii sipmyanvhoi pearvuocmi (VR), oonognenoi
peanvuocmi (AR), poswupenoi peanvnocmi (XR) ona peanizayii STEM/STEAM
nioxooy 8 oceimi. Aemopom onucano modxiciugocmi nonyasapHux XR-niamgpopm ma
AR/ VR 0ooamkxie ons peanizayii STEM/STEAM nioxooy.

Knrouosi cnosa: imepcusni mexnonocii, 6ipmyanvHa peanbHicmb, O0ONOBHEHA
peanvHicms, po3wupera peanviicms, STEM/STEAM nioxio.

The article is devoted to the problem of using immersive technologies as one of the
newest methods in teaching gifted children and youth. The peculiarities of the
application of virtual reality (VR), augmented reality (AR), extended reality (XR)
technologies for the implementation of the STEM/STEAM approach in education are
considered. The author describes the capabilities of popular XR-platforms and AR/VR
applications for implementing the STEM/STEAM approach.

Keywords: immersive technologies, virtual reality, augmented reality, augmented
reality, STEM/STEAM approach.

IlocTanoBKka Ta OOIPYHTYBaHHSl AaKTyaJbHOCTI mnpodJemn. B ymoBax
nu(poBizalii Aep>KaBU B CUCTEMI OCBITH PO3MOYABCS MOIIYK HOBUX (POPM HABYAHHS,
CHPsIMOBaHUX HA PO3BUTOK MPAKTUKO-OPIEHTOBAHMX HAaBUUYOK, JOCTYITHUX Ha 3acajax
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