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BUKOPUCTAHHS IMEPCUBHHUX TEXHOJIOI'TH JIJISA
MIATPUMKHU STEAM-OCBITH Y 3AKJIAZTY 3ATAJIbHOI CEPEJITHBOI
OCBITH BAPYBI’)KHUI JOCBIJI)

Haramnist Copoxko,

KaHIWUJIAT eJaroriYHuX HayK,

[acTUTYTY 1HMOpMaITiiiHUX TexHOMOTIH 1 3ac001B HaBuanHst HAITH Ykpainw,
M. KuiB, Ykpaina

IlocTanoBka mpodOsjemu. Po3BuTOK 1H(POpMAIIHHOIO CYCHiILCTBA 3HAYHO
BIUIUBAE Ha Pi3HI cepu KUTTSA JIOJUHU, 30Kkpema ocBiTy. OCHOBHa yBara
MPUIIISETHCS BIPOBAKEHHIO TAKUX OCBITHIX TPEH/IB K reiMidikallis HaBYaHHS,
MOO1IBHI TEXHOJIOTI1, TUCTaHIlIHE, 3MIIIIaHe, COlllaJIbHE Ta MIKpPO HaBYaHHS, Ta 1H.
OmHuM 13 IUIAX1B 1010 3a0€3MEeUEHHS 111X MPOIIECIB € BIPOBAKEHHS IMEPCUBHUX
TEXHOJOTIHM, IO BKIIOYalOTh B ceOe nomoBHeHy (augmented reality (AR),
BipTyasnbHy (virtual reality, VR) Ta 3mimeny peanpHocTi (Mmixed reality, MR), y
HaBYAJIbHUHN mpoiiec, 30kpeMa s miaTpuMkn STEAM-ocBiTH, siKa € Ba)XJIHUBOIO
JUTsl 3a0€3MeUeHHsT KOHKYPEHTHOT CIPOMOKHOCTI MOJIOJI HAa CYy4aCHOMY PHHKY
mpari [1].

Crin 3a3HaYWTH, M0 X0Ya IMEPCUBHI TEXHOJIOTIi HE € HOBUMH, B OCBITI BOHU
MOYaJii MOCTYIIOBO 3aCTOCOBYBATHUCS TUIbKU Ha moyaTKy XXI cTomiTTs.

Tak, BUKOpHUCTAHHS BIpTyaJbHOI Ta JIONMIOBHEHOI PEAIbHOCTEW pO3moyanocs
me y 60-1 poku XX CTOJITTS MNpU CTBOPEHHI BIPTyaJdbHUX TPEHAXKEPIB s
KOCMOHABTIB, BiliCbKOBUX Ta XipypriB (Bailenson, 2018) [2]. Ile Oymno ocobauBo
BOXKJIMBUM, OCKUIBKM “TIOMMJIKM Yy BIPTyaJIbHIA pEaIbHOCTI € HE HACTUIbKU
PU3UKOBAaHUMHU, HA CKUIBKHM Yy peajbHIM MPaKTHUYHINA AisUTbHOCTI (haxiBIiB IIX
npodeciit» (Bailenson, 2018, pp. 24-25).

Meta nocaigeHHs1: IpoaHali3yBaTu 3apyOiKHY IMPAKTHUKY BUKOPHCTAHHS
IMEpPCUBHHX TEXHOJIOT1H y 3akiaaax 3aranbHoi ocBitd (330).
Pe3yabTaTi nociixKkeHHs.

Bapro Binmituth, mo s miarpuMka STEAM-ocBiti y 330 nponoHyOTh
TakKi IHCTPYMEHTH IMEPCHUBHUX TEXHOJIOTIH:

- Google Lens ans oTpumaHHS [q0JaTKOBOI 1HQoOpMAIi mpo 00'ekTH
JOCHIKeHHs y 010J10T11, MiHEpaJIoTii, apXITeKTypi, iICTOpli Ta MapkeTuHry [3; 5];

- MOOLTEHMM JoaaTok SKkyscrapers AR 1y mociipkeHHsT MOOIU3y BIIOMUX
XMapo4ocCiB CBITY, OIJISAy iX y JeTalax 3 Yycix OO0KiB, 0COOJUBOCTEM
apXiTEKTypHOTO BUTBODY [3; 4];



- LandscapAR ams mocmimkyBaHHS pi3HUX KOHTUHEHTIB, KpaiH, ¢uiop 1 dayH,
00’ €eKTiB, K1 3HaxXoaaThcs M1 oxopoHoto FOHECKO ra in., y 3D;

- Geometry Jj1s1 BUBYEHHS 00’ EMHUX T€OMETPUUHUX Diryp;

- Space 1u1st TOCHIIKEHHSI KOCMOCY Ta 1H.;

- 3D I'padixka GeoGebra jy1s1 BupilieHHs] MaTeMaTHYHKUX 3a71a4 3D,
ctBopeHHs rpadikiB 3D ¢yHKIIIT Ta TOBEPXH1, TEOMETPUYHUX KOHCTPYKIIIHA y 3D;

- nporpama Google Expeditions s 341HCHEHHS TOJIOPOXKEH 10 BIpTyaJTbHHUX
MyHKTIB MPU3HAYCHHS Ta JOCIIKEHHS iX [4];

- InMind 2 — naykoBa VR-rpa mpo Ximiio JIFOJICBKHX €MOIIH, 1110 MOKe OyTH
KOPHUCHOIO MM/ Yac 3aHsITh 3 010JIOTiI, TICUXOJIOTIi YU COIlaJbHUX 3aHATh, 1100
JIOTIOMOTTH YYHSIM 3aHYPUTHUCS B MEBHI HaBUAJIbHI TEMH Ta JOCTIIUTH i 00’ €KTH 1
MPEIMETU (https://program-ace.com/blog/vr-in-education-features-use-cases-
implementation/).

BucHoBkH. IMepcHBHI TEXHOJIOTIT — II€¢ MYJbTHAUCIUIUIIHAPHI cdepu, 0
BUMAaraloTh CHHTE3y O0araTbOX TEXHOJIOTIM, TakMX SK KOMII'IOTepHa Tpadika,
KOMIT'IOTEpHUN  31p, MAIlIMHHE HABYaHHA Ta MpPOTrpaMyBaHHA MOOUIBHHUX
IPUCTPOIB, & TAKOXK MOTPeOye TEOPETUYHUX 3HAHb Y PI3HUX Traiy3siX, TaKUX SK
JiHIMHA anredpa, MPOEKTHBHA Ta AudEpeHIliaibHa TeoMeTpis, WMOBIPHICTh Ta
onTuMisaris.

Otxe, IMEpPCHUBHI TEXHOJOTIi Il OCBITH MOXHAa BHUKOPHUCTOBYBAaTH SIK
JIOTIOBHEHHS, aje He SK MOBHHWH CaMOCTIHHMI HaBYambHH Kypc. IX JOLiNBHO
3aCTOCOBYBATH MPW BUBUEHHI HAWOUIBIN CKIATHUX TEM PI3HUX MPEIMETIB Ta IS
TPEHIHT1B Npo¢eciiHUX HABUYOK y PI3HUX BHHaxX AisuibHOCTI. Ui iHCTpymMeHTH
3HAYHO TOKPAIIYIOTh HAaBUAJBLHUU TPOILEC Ta CHPUUHATTS YYHSIMH/CTYIECHTAMU
HAyKOBOTO MaTepiaity, pO3MHUPIOITh MOKIUBOCTI 3/IHCHEHHS HAMH JTOCHIKECHb,
1abopaTOpHUX POOIT Ta iH.

KawuoBi caoBa: STEAM-ocBiTa, IMEpCHBHI TEXHOJIOTii, JOTOBHEHA
peaibHICTh, BIpTyalibHA PEabHICTh, 3MIIIIEHA PEaTbHICTh.

Jliteparypa
1. N. V. Soroko, I. V. Dzekunova (2020). The interaction participants model of
educational process within STEAM-oriented educational environment of general
education institution. Zhytomyr Ivan Franko State University Journal. Pedagogical
Sciences. Vol. 3 (102).104-113. DOI 10.35433/pedagogy.
2. Bailenson, J. (2018). Experience on demand: What virtual reality is, how it
works, and what it can do. New York, NY: W. W. Norton & Company.
3. Ray, Ananda Bibek, and Suman Deb. (2016). Smartphone Based Virtual
Reality Systems in Classroom Teaching — A Study on the Effects of Learning
Outcome. Technology for Education (T4E), 2016 IEEE Eighth International
Conference on. IEEE.
4. Cieutat J.-M. (2012). Active Learning based on the use of Augmented
Reality Outline of Possible Applications: Serious Games, Scientific Experiments,
Confronting Studies with Creation, Training for Carrying out Technical Skills
[Electronic resource] / Jean-Marc Cieutat, Olivier Hugues, Nehla Ghouaiel //



International Journal of Computer Applications. Vol. 46. No 20, May. 31-36.
URL: https://hal.archives-ouvertes.fr/hal-00739730/document.

5. [ITanoranor B. b., lllanoBanos €. b., binuk X.I. (2019). Buxkopuctanus
iHcTpyMeHTy nonoBHeHOi peanbHocTi GOOGLE LENS nns 3a6e3neyenns STEM-
MIJX0y Ha ypokax 010JI0Til y cepe/lHIX 3arajlbHOOCBITHIX 3akianax. EjxekTpoHHe
HaykoBe (axoBe BuIaHHSA “BigkpuTe OCBITHE e-CepeOBUIIE CYYaCHOIO
yHiBepcutety” .  273-286.  https://doi.org/10.28925/2414-0325.2019s26.  (in
Ukrainian).



