YK 0.37.01/.37.02[001.18]
EDTECH TA IMEPCHUBHI TEXHOJIOTI'TI IK IHHOBAIIIMHI TPEH/IA B
OCBITI: 10CBIJ CIIA
KpaBuenko Ceitiiana MukoJs1aiBHa,
K.l.H., C.H.C.
[acturyt nenaroriku HAITH Ykpainu
M. KuiB, Ykpaina
svetlanazozulya@ukr.net

Anoranisi: IlpeacraBneno pesynbratu aHamizy gocBiny CHIA mrono
3acrocyBanHsg EdTech Ta iMepCHBHUX TEXHOJOTIH, SKi MOTEHIIHHO MOXYTh CTaTH
OCHOBHUM 1HCTPYMEHTOM B OCBITi. PO3IIISIHYTO MpaKTUKY BIPOBAKCHHS IMEPCHBHIX
TeXHOJIOT1H Ha nmpukiaai CTeHpopACchKOol 1abopaTopli BIpTyaabHOI B3a€MOII JIIOEH,
30kpema Bukopuctanus miarpopm ENGAGE ta Expeditions Pro ans VR-HaBuaHHS.
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EdTech (Bix anri. education — ocBita, i technology — TexHoJIOTiT) — I1e TPOEKTH
y cdepi ocBiTHIX TexHOOTiH. [HakmIe kaxxyuu, Edtech — e udposa TexHomoris, Taka
K KOMIT'IOTEpHE oO0iazHaHHsA a0o MporpaMHe 3a0e3NeYeHHs, MpU3HAYeHE Jis
MOKpAICHHsI BUKJIagaHHA Ta HaBuaHHs [1]. Takox 1e MOXyTh OyTH €IeMEHTH
o(1aifH-OCBITH, HATIPUKJIA/, THTEPAKTUBHI JOIIKH, HOYTOYKH YU IUIAHIIETH. Y TOMY
YUCIl 1€ MOXKE CTOCYBATHUCS IPOrpaMHOro 3a0e3NeyeHHs, TaKOro SIK IMPOrpaMu
BIPTYaJIbHOI PeaIbHOCTI 00 OHJIAMH-TIATHOPMHU HAaBYaHHS.

[Mpusnayenns Edtech mosermmty BukiaamaHHsS Ta HaBuaHHsA. 30kpema Edtech
nornomarae 3a0e3NneyuTd JOCTYN J0 HaBYaJIbHUX MarepiaiiB 37100yBayaM OCBITH 3
OOMEXEHUMH MOKJIUBOCTSIMU, MPUMIPOM, 13 CEHCOPHUMHU ab0O0 KOTHITUBHUMU
MOPYIIEHHSMH, Ta Kpalie ix 3acBOiTH. BOHM MOXyThb MPOCIyXOBYBaTH MaTepiaiH,
SKIIO BUHHUKAIOTH MPOOIEMH 3 YHUTAHHSIM, ab0 YWTaTH CyOTHUTPH, MPOIUBUTHCS
BIPTyaJIbHY €KCKYPCIIO UM NEPETIISIHYTH EKCIIEPUMEHTANIbHI JIa0OpaTOpHi 1ociian 6e3
LIKOJU JJISI 3I0POB .

VY pamkax po3BuTky Edtech-rexHosoriit 3’sBUHCS Taki HOHATTS K «IMEPCHUBHI
TexHoJorii» (immersive technologies) ta «imepcuBHa ocBita» (Immersive education).

ImepcuBHI TexHOJOTIT (aHTJI. IMMErSIVe — 3aHypIOBaTH) — TEXHOJIOTIi TOBHOTO
a00 YaCTKOBOTO 3aHYPEHHS Y BIPTyaJIbHUM CBIT a00 pi3HI BUIU MOETHAHHS PEaJIbHOI 1
BIPTYyaJIbHOI peanbHOCTI. IMEpCHBHI TEXHOJOrIT TAaKOXX HA3UBAIOTh TEXHOJOTISIMU
PO3IIMPEHOT PeATbHOCTI, K1 3a0e31e4yI0Th €(eKT MOBHOI a00 YaCTKOBOT MPUCYTHOCTI
B aJbTepHAaTUBHOMY Tipoctopi. Jlo Takux HajexkaTh: RR (real reality) — «peanbna
peanbHICTR» a00 00’ €KTUBHA PEabHICTh, B SIKIM MU TIepeOyBaeMO 1 SIKY CIPUHAMAEMO
opranamu 4yTTiB; VR (virtual reality) — BipTyasibHa peajbHICTh, II€ 3MOJEIhOBaHA
JIMCHICTD 13 3aCTOCYBaHHSIM Cy4aCHHUX TE€XHOJOTIH, komu 10 3D mpoekiiiit fogaerbes
3BYK, a MOJEKyAM W TakTwibHi BimuyTTsa; AR (augmented reality) — momoBHeHa
(«momana») peanbpHICTh, KOMUM B peanbHy niicHICTh (RR) momaroThcst enemenTH
BipTyaJIbHO1, 3MOJIeNTboBaHo1 peanbHocTi; MR (mixed reality) — 3mimana peanbHiCTb,
e VR 3 meBanmu ponoBHeHHsIME RR, a6o AR; XR (extended reality) — po3mmpena



peanbHICTB, 1€ 3arajgbHa Ha3Ba it AR- 1 VR-texnomoriit; 360°-¢oto, Bigeo-KOHTEHT,
10 CKJIAJAEThCA 3 0JIHOr0 00’eMHOr0 poto 360° un Bifeo abo AEKUIBKOX MOEIHAHB
¢oto i Bimeozo0paxeHs [2].

Y CHIA icnye pexinbka miuatdopm st VR-HaBUaHHS 13 3aCTOCYBaHHSIM
iMepcuBHUX TexHojori, Hanpukian, ENGAGE. Ile npodeciiina mmardpopma Tak
3BAHOTO METAaBCECBITY, JI€ MOXHA CaMOCTIMHO CTBOPUTH BJIACHUM YHIKAJIbHHMA
BIpTyaJIbHUM CBIT JIs HaBYaHHSA, MOKa3y Ta meperiisany VR-meMoHcTpalii, Jekiii,
MpoBeACHHS TpodeciiHMX 3axoiiB Ha BIpTyaldbHId oOCHOBI Tomo. Tak,
Crendopacekuil yHIBEPCUTET BUKOPUCTAB nnachopMy ENGAGE nns HaB4aJIbHOTO
Kypcy «BlpTyaanl JIOAN», p03po6JIeHoro Ha ocHOB1 VR y 2021 p. Lleit kypc € ogaum
13 mepmmx 1 HaWOubmMX B OcBiTHIM cuctemi CIIA, mo wmaibke MOBHICTIO
BUKJIQIA€ThCsl Y BipTyanbHii peanbHOCTI (VR). 3mo0yBadi ocBiTH O€pyTh y4acTh y
JUCTAHIIMHOMY 3aHSATTI 3a JOMOMOIOI0 TapHITYpU BIPTYaJbHOI PEATBHOCTI, SIKY
OJIATal0Th HAa OYl SK HENpO30py MAacKy /Ui IiJIBOJHOTO TUIaBaHHS, a TaKOX
BUKOPUCTOBYIOThH JIBa MOPTATHBHI KOHTPOJIEPH ISl TIEPECYBAHHS Y BIpTyaJIbHOMY
CepeIOBHIIT.

Y Crendopacekiit mabopatopii BipTyanbHOi B3aemoii mroneit (Stanford’s
Virtual Human Interaction Lab, VHIL) s3amouarkoBaHo HH3Ky IPOEKTIB i3
3aCTOCYBaHHSIM IMEpPCHBHHMX TexHoJoriii: «Ekosoriuna ocsita» (Environmental
Education), «Memuuna BipryanmsHa peanshicth»y (Medical Virtual —Reality),
«Tenenpucytnicts» (Telepresence), «/uzaitnepcbke muciaenus» (Design Thinking),
«BipTyanbHe crae peanbHiCTIO — 3aHypeHHs Ta mnpucyTHicTe» (Virtual Becomes
Reality — Immersion and Presence), «IIcuxosoris JAOHOBHEHOI pPeaTbHOCTI»
(Psychology of Augmented Reality), «[aTerpaitis BipTyaJibHOI peajibHOCTI B KJIacH Ta
HaB4ajbHI porpamm» (Integrating VR into Classrooms and Curricula), «Emnaris Ta
cnpuitHaTTs nepcnektuBu» (Empathy and Perspective Taking) [3].

daxiBmi 11i€i Jaboparopii TaKoXX MPOBOJATH JOCTIKEHHS 13 3aIyYCHHSIM
3100yBayiB OCBITH, HaYKOBO-TICAArOT1YHUX MPAIIBHUKIB Ta IHIIUX CTEHKXOJICPIB
[0/10 €(PEeKTUBHOCTI OCBITHIX MPOrpaM BIPTYaJIbHOI pPEajJbHOCTI B PI3HUX yMOBax
HaBYaHHA. 30KpeMa B JOCIIKEHHI BIpTyanbHOi peasibHOCTI «OcBiTa B 4acu
TJI00aTbHOT KPU3H» BOHM BUBYAIOTh, SIK KApAaHTHHHI 00MexeHHs, ToB’s13aH1 3 COVID-
19, BIMBaIOTH HA BUKOPUCTAHHS OCBITHBOI BIPTYalIbHOI peanbHOCTI. Pe3ynbraTu mux
JOCIIKEHb (OMUTYBaHHS, MOTNIMOJIEH] 1HTEPB’IO TOIO) JAOBOJAThH, IO BipTyalibHa
peaNbHICTh MIABUILYE CaMOE(PEKTUBHICTh, CIIPUSiE€ PO3B’A3aHHIO NIEBHUX MpoOIseM, 13
SAKUMHU CTUKAIOTHCSA BUUTE, IEPEAYCIM 11 YaC BUKJIAJIAHHS PUPOJIHUYUX Ta THIIUX
auciuInIiH [4].

[HIIMM 11IKaBUM TIPUKIIAZAO0M N7 BABYCHHS 3apyO1’KHOTO OCBITHBOTO JIOCBIY €
Expeditions Pro — mporpama ajisi CTBOpPEHHSI TYpiB Yy BipTyalbHIH peasbHOCTI, sKa
MpU3HAuYEHA JJIsi HaBYaHHS, HAMPUKIA, IMEPCHUBHUX YPOKIB 1CTOpIi, BIPTyadbHUX
HIKUTBHUX €KCKYPCiil, KOHCIIEKTIB YPOKIB, a TAKOX po3Bar. 3a gomomororo Expeditions
Pro € MoxnuBICTh nonmaBaTH JiokayibHi 360° manopamu, Bigeo 4K 360°, Hepyxomi
300pakeHHs, aymiodainu Ta Oararo iHmoro. Llell nomaTok € O€3KOIITOBHHUM.
Buxknamaui MmoxxyTh BukopuctoByBatu Google Earth VR, mo6 3amyuyatu 3100yBayiB
OCBITH 10 BIPTyaJbHUX MOJOPOKEHW MO BCbOMY CBITY, NepeOyBarouu BOJHOYAC Y
Oesrierl BoMa.



Otxe, Edtech Ta imepcuBHI TeXHOJIOTIi BUBOJSTH OCBITHIO JISIIbHICTH HA HOBHI
piBEHb 13 OaraThbMa BapiaHTaMM OHJIAWH-HaBYAJIBHUX 1MOP, a TAKOK OHJIAMH-KypCaMHU.
Ile Moxe OyTH OCOOJMBO KOPHMCHO ISl 3a0XOYEHHS Ta 3alliKaBJICHHS 3700yBadiB
OCBITH JI0 HABYAHHSI.

3aznaunmo, 1o B ocBiTHIM cucteMi CIIIA 3pocrae akTyaniTeT 3aCTOCYBaHHS
TEXHOJIOT1{ IITYYHOTO IHTEJIEKTY, BIPTYaIbHOI Ta PO3IIMPEHOT PeaibHOCTI, 3MIIIIAHOTO
HaBYaHHS, XMApPHOTO €JICKTPOHHOTO HaBYaHHS, MOOUIHLHOTO HAaBUYaHHS, Teimidikarii
HaBuyaHHs TOmo [1]. 3apyOixkHi ekcrepTd MPOTHO3YIOTh, MO IMEPCHBHI TEXHOJIOTII
HaWOMMKYUMUA POKaMH TOBHOIO MIpOI0 BHUWIYTh HAa PUHOK OCBITHIX MOCTyT. 3a
nannvu BlueWeave Consulting, cBiToBuii pHHOK IMEPCHBHHMX OCBITHIX TEXHOJIOTIH
3pocte moHaimenme Ha 29% 1o 2027 poky i Bxke B 2020 pori BiH cTaHOBUB 697,26
MIIH oaapis [5].

OTtxe, ynpoBapkeHHs Edtech ta iMmepcuBHUX TEXHOJIOTIH B OCBITI CHIPHATHME
3HAYHOMY 11 IHHOBAI[IMHOMY PO3BUTKY, OCKIJIbKH BOHU 3aJ1I0IOTh P13H1 OPraHU YyTTs
JIOWHU, IO J03BOJISIE OJHOYACHO BUKOPHCTOBYBATH Pi3HI KaHAIW CHPHHHSATTS
1H(hopMmarii.
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