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BUKOPUCTAHHSA IMEPCUBHUX TEXHOJIOI'TH Y 3AKJIAJI

3ATAJIBHOI OCBITH (3APYBIXKHHU JTOCBIN)

Hanpsimu mMopepHizaliii OCBITH 3alie’kaTh Bij Ii100ami3aliifHuX MpoIeciB Y
CBITI, moTpe® pUHKY mpali, (aKTOpiB 30BHINIHIX BIUIUBIB, fK, HANPUKIAJ,
kapanTuH, Bukimkanuii COVID-19, Ta iH.

3 ornsay Ha 1ie, IM@dpoBi3allisl OCBITH BIJKpUBAE Oarato MEpPCHEeKTUB s
MIBUIIEHHS SKOCTI HaBYAJBLHOTO Tporiecy. Tak, B yMOBax IIBUIKOTO PO3BUTKY
iHpopMmartiitHo-koMyHIKaliiHuX ~ TexHosiorii  (IKT)  3MiHIOIOTBCS — NUIAXU
BUKJIAJIaHHS y 3aKiajax 3arajbHOi OCBITH. AKTyaJdbHOCTI HaOyBa€ TaK 3BaHA
«IMEpPCUBHA TEXHOJIOT15».

IMepcuBHa TexHOJIOTISI — 1€ 1HTErpallis BIpTyaJIbHOTO BMICTY 3 (hi3UYHUM
CEPEIOBHUIIEM, 1110 J03BOJIIE KOPUCTYBAUYEBI MPUPOTHO B3aEMOJISTH 31 3MIIIAHOIO
peabHICTIO, sIKa BKIIOYA€E B ceO€ JIBa OCHOBHUX THIHU PEALHOCTI, SIK JOMOBHEHA
(AR) ta BipTyansna (VR) [1].

Crin 3BEepHYTH yBary Ha J€sKi MPUKIAIA BUKOPHUCTAHHS 1€ TEXHOJIOTI] Y
MPaKTHIll BUUTEIIB 3apyO1’KHUX 3aKJIaiB OCBITH, 110 BiJOOpaKarOTh 3aCTOCYBaHHS
YOTUPHOX THITIB 3aHYPEHHS, a caMe: MMOBHE 3aHYpPEHHs, YaCTKOBE 3aHypeHHs, 0e3
3aHYpPEHHS Ta MOEAHAHHS BIPTYaJbHOI 1 JOTIOBHEHOI peaNbHOCTEH.

Tak, nOnMUTOM KOPUCTYIOTHCS TaKl 3aCO0U:

-mporpama Google Expeditions, mo peainizyetscs 3aBasku Google Cardboard
Ta cMapTdoHy, sfiKa AOMOMAara€e MoJAOPOKYyBaTH KOPUCTyBayaM JO BIPTYaJIbHOTO
NyHKTY MPU3HAYECHHS Ta JOCHIKYBaTH MOT0; COPSIMOBYBATH iXHIO yBary Ha
JI0TaTKOBY 1H(OPMAIIif0, 00 TMOSICHUTH TIEBHI BU3HAYHI MTaM'sITKH 1 IeTal i 9ac
EKCKYPCIH M0 ICTOPUYHUX MICISX, BUBYATH aHATOMIIO JIFOJMHU, BI/IBITyBaTU My3ei

CBiTYy Ta iH. [2];



- InMind 2 — naykoBa VR-Tpa npo xiMiro JI0JICBKUX €MOIIiH, 1110 MOXe OyTu
KOPHUCHHUM ITiJ 4Yac 3aHATh 3 O10JIOTii, MCHUXOJIOTIT YM COLIAJIbHUX 3aHSATh, 100
JIOTIOMOTTH CTyJEHTaM 3aHypuTHCs B Temu Ta gochigutu ii (https://program-
ace.com/blog/vr-in-education-features-use-cases-implementation/);

- Oil Platform Simulator — cumynsarop HadToBOi TiIaThopmu, MO OYB
po3pobinenuii Program-Ace sik MOBHICTIO IHTEpaKTUBHE 1 TOBHOQYHKIIOHAIBbHE 3D-
pILIEHHSI, OCHOBHOIO METOI0 SKOTO OYJI0 CTBOPUTH PEATICTUYHE KOMII IOTEpHE
MOJIETIOBaHHS OIIOPHOI HA(TOBOI MIATPOPMH, SIKE JOMOMOXKE YNPABITHCHKOMY
nepcoHajgy BHUBYMTH BCl Tpoliecd Ta 310patu iHQopMaIliio A NOJIbIION
ONTUMI3allli Ta MPOTrHO3YBaHHS MPOIIECIB;

- Labster (https://www.labster.com/simulations/), mo 3abe3neuye Oe3nedyHe
cepenoBule s BuBueHHs mpeameriB STEM, npononyroun Oinbine 100 tumis
BIpTyaJbHUX JIaOOpaTOpill, SKi BUKIAAa4l MOXKYTh BUIBHO 3aCTOCOBYBAaTH Pa3oM i3
CBOIMH YYHSIMU I NPOBEICHHS €KCIIEPUMEHTIB y BIPTyaJIbHHUX CEPEIOBHUINAX 13
JIOTIOBHEHOIO PEaJIbHICTIO;

- HistoryMaker VR (https://historymakervr.schellgames.com/educator-
resources/#ClassroomGuides) — 11¢ IHCTPYMEHT CTBOPEHHS BMICTY BIpTyaJIbHOL
pPEaNBbHOCTI, JIe YIHI MOKYTh BTITIOBaTH ce0€ Ta BUCTYNATH SIK BiIOM1 aMepUKAHCHKI

nistai, BukopuctoByroun mieM VR Oculus Rift;

- zSpace Labs (https://zspace.com/) — 1ie yHiBepcanbHuii AR Ta VR mpocrip,
IO TPOMOHYE COTHI HaBYAJbHUX MpOTpaM, SKI 3a0e3MedyloTh peaiCTHYHI
TPUBHUMIPHI BpPaXX€HHS; YUYHI/CTYJICHTH MOXYTh B3aEMOJISATH 13 CEpleM JIIOJIUHH,
po30upaT MEXaHI4HI MPEAMETH, BI3yalli3yBaTH apXiTeKTYpHI KPECICHHS Ta 1H.

Cnip 3a3HaunTu focBig BukopuctanHa AR ta VR jmedxux 3apyOikHHX
3aKJIaJ1B OCBITH.

Tax, Bunteni mkonu [xexcona y mrati Bikropis (Jackson School, a K-12
school in Victoria, Australia) 3HalIIIM Croci® MOJETTIMTA HaBYAHHS Ta 3POOUTH
Woro OUIBII  IHTEPAKTUBHUM JUIsI  JIT€H 3  OCOONMBHMM  IMOTpedaMu
(https://www.edweek.org/teaching-learning/oculus-rift-fueling-new-vision-for-

virtual-reality-in-k-12/2014/08). Bonu BuxopuctoByBanu rapsitypy Oculus Rift,



100 JOMOMOITH Bi3yasi3yBaTd MEBHI YPOKU ISl KPAUIOTrOo CHPUUHSTTS YUYHSIMU
HABYAJIBHOTO MaTepially. 3a CJIOBaMHU IHCTPYKTOpa WIKOJM 3 TEXHOJIOTIM Ta
crnerianbHoi ocBiT MaThe MapyHuHHA, A€SIKI YPOKH, TaKi K JOCIIHKEHHS MIJIaHET
1 31pOK, HaBITh 3aCIOKIMIMBO BIJIMBAIOTh HA YUHIB.

VYHiKaTbHUM JOCBIIOM HaB4aHHA € MpoekT «[lomboBa moizgxa Ha Mape»
(https://www.adweek.com/creativity/lockheed-martin-rigged-school-bus-group-vr-
take-kids-tour-mars-170968/), mo 0yB 3anpoBamkenuit Lockheed Martin, sixuii 3a
nonomoroto McCann Tta Framestore ctBopuB aBToOyc «Lockheed Martin Mars
Experience Bus», B skoMy BiKHa € eKpaHaMHi. BUKOPHUCTOBYIOUM ITpOBUI JBUIKOK
Unreal sx nmargopmy s nocBiny, Framestore cTBOpUB «CBITOBHI HPOCTIp»
wioniero 200 KBagpaTHUX MUJIbL HA OCHOBI pealbHUX KOHQIrypamiii ByJIHIb
Bammnrrona, oxpyry Komymb6is. Komanma nporpamMHO TOKpuiia TEPUTOPIIO
TeOJIOTIYHUMH OCOOJMBOCTAMU Ta HaMalioBala MPEAMETH B3A0BXK MapLIPyTy
aBTOOYCa, 1 CTBOpHJIA CUCTEMY, L0 T03BOJIMIIA O peaibHy IIBUAKICTH aBTOOyca, GPS
Ta akcenepomeTp nepeBectd B Unreal, CTBOPUBILM CIIpaBKHINM MIKIILHUN aBTOOYC,
KU ICHyBaB 01 y cdepi Bineoirop. Cam aBTOOyC CTaB TapHITYPOIO: TIPO30P1 EKPAHH
4K 103BOJISITM TACAKUPaAM IMBUTHCS Ha BYJIHUIIO MICTa, MEPII HIXK MEPEBE3TH iX Ha
CKemsIcTy MicieBicTb Mapca. [le mepmmit y cBiTi 10CBiI poOOTH 3 BIpTYalbHOIO
peanbHICTIO O3 TapHITYD.

JlaGopatopii VR MoxyTh OyTH BHKOpHCTaH1 JJii OyIb-SKUX TPEIMETIB,
TaKUX SIK XiMisi, 010510718 Ta (pi3uKa. YUHI/CTYyIEHTH MOXKYTh BUKOPUCTOBYBaTH VR
JUIsl BABUEHHS MPUHIHUIIB aTOMHUX CTPYKTYp, T€HETHKU TBAapWH, hepMeHTallli Ta
Oararto iHmoro. TexHomoris VR pomomarae BUuTeNsiM CTBOPIOBATH HEMMOBIPHUIN
JIOCB1J1 HABYAHHS JJIs1 CBOIX YUHIB — IOCBIJ, IKHi1 OyJile MOTUBYBATH iX O HABYAHHS
Ta 3amaM’ ATOBYBATHUCS IIBUIIIIEC 1 HA JIOBIIIC, HK MPU TPATUIIIMHUX JISKITISX.

3rigHO 3 HAYKOBUMH JIOCIIIKEHHSIMH, IMEPCUBHI TEXHOJIOT1T MOKPAILYIOTh B
Y4YHIB MPOCTOPOBE PO3YMIHHS Ta 3amaM'sTOBYBaHHS, JO3BOJIAIOUM iM BiAUyBaTH
HAaBYaHHS BIJ Tmepioi ocobu, O6auuTH Bce, IO BIAOYBa€ThbCs HaBKOJO. Taki
TEXHOJOT1l 3a0e3NedyyloTh Bi3yalbHE HAaBUaHHS Ta CIPUSIOTh 3araJbHOMY

PO3YMIHHIO YUHIB OUIbII CKJIQJHUX MPEIMETIB, TEOPiil Ta MOB.
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