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BILIVB VR /AR HA TEXHOJIOT'TI HABYAHHS ¥ OCBITSIHCHKI IIPAKTUKHA

AHoTtaniss. Po3BUTOK cydyacHOro cycmiiibcTBa OOYMOBIIOE CTpIMKI 3MIHM yMOB HOro iCHyBaHHS,
CHPUSIIOYH TIpollecaM €BOJIIOLIT Ta TpaHc(opMalii, 110, B CBOO Yepry, CTae PKEpesioM CTBOPEHHS Ta
BIIPOBA/KEHHS iHHOBAIliil B OCBiTY Ta HaB4aHHS. Hapocratoua mupoBizaiis He MOXke 00IHTH CTOPOHOIO
ctepy OCBiTH, IO aKTyalli3ye BUBYCHHS BIUIHBY i MIEPCIIEKTHB 3aCTOCYBAaHHS IMU(PPOBUX TEXHOJIOTIN K Y
BHIIIIH Tak i B CepeiHill 3araTbHOOCBITHIN MIKOMi. JMIaKTHYHI MOKIMBOCTI CydaCHHX TEXHOIOTIH Ta iX
3aCTOCYBAHHS B OCBITI € OJJHUM 3 aKTYaJIbHUX HAIIPSAMKIB re1aroriku. CboroHi 6a4nThes epCIeKTHBHIM
BUKOPUCTAHHS TEXHOJIOT1H JOTIOBHEHOT 1 BipTyaJIbHOI peabHOCTEH B OCBITHIX NIPaKTHKaX BrpoBakeHHs
HOBHUX TEXHOJIOTIH B IIearoriyHUil Npolec € HEeBill’€MHOK CKJIAJOBOIO IMOKPAIIEHHS SKOCTI OCBITH.
[MuranHs GopMyBaHHS OCBITHBOTO CEpENIOBHUINA 3aKiaay 3aralbHOi CEpeHbOI OCBITH 3 BUKOPUCTAHHIM
BIpTyaJIbHOI 1 JJONOBHEHOI PEaIbHOCTI YYEHHMH TUIBKM PO3MOYATo M JOCIIKEHO HE MOBHOIO Mipolo.
OnHMM 3 NEepPCIEeKTUBHUX HAINPSIMKIB € BAKOPUCTAHHS CEPEOBHII BipTyasbHOI 1 3MillIaHOT pealibHOCTI Ha
OCHOBI OCBITHIX IJIaT(HOPM 1 CIIeNiani3oBaHOro ycTaTKyBaHHs. TeXHOIIOriT JOIIOBHEHOT pealbHOCTI B OCBITI
3HAXOJATHCS Ha €TaIli CBOr0 CTAaHOBJICHHSI, 1, 3 OIJISIly Ha MEPCHEKTUBH IX PO3BUTKY, HEOOXiTHO BUBUATH
W aHaymizyBaTH JOCBiA IX 3acCTOCYBaHHsI Ta 3HAXOJUTH MOJJIMBOCTI BKJIIFOUEHHS IX /IO OCBITSHCBKOT
MPAaKTUKH, HAMPHUKIAA, dYepe3 IPOEKTHY MisUIbHICTh MKoispiB. Ha choromni icHye HeoOXimHICTH
BHOYZOBYBaHHS HOBUX CTpPAaTETill MiITOTOBKH BUKJIANAdiB, AISUTBHICTD SKUX B MaiOyTHROMY HEOAMIHHO
Oyze peayi3oByBaTHCS B 30BCIM IHIIMX YMOBax. AJie 3HaYNMOIO  TPOOJIEMOIO € BiJICYTHICTH €IHHOT
MeTO0JI0Tii. TeXHOOTI] JOMTOBHEHOI peaIbHOCTI PO3BHBAIOTHCS HACTIIIBKU CTPIMKO, IO JOCIiIKEHHS B
ctepi OCBITH Ta IENAaroriku MPOCTO HE BCTHTAIOTh HAATH TEOPETHYHOTO OCMHCICHHSA abo po3poOuTH
cUcTeMHY MeToos10Tit0 [1oTpeOyoTh MOAANBIIOr0 JOCTIHKEHHS METOAMKH ONTUMAJIBHOTO TOEIHAHHS
KJacuuHuX (OpM HaBYAaHHS 1 HABYaHHS 3a JIONOMOrOI0 BIPTYaJIbHUX CHCTEM.

KoarouoBi ciioBa: BipTyaibHa peajbHICTh, JONOBHEHA PEajbHICTh, IMEPCHBHE HaBUAIbHE CEPEIOBHIIE,
HaBYaJIbHI POEKTH.

1. BCTYII

IlocTranoBka mnpoOsemu. [lomupeHHs HUPPOBUX TEXHOJOTIH CTUMYJIOE IHTEHCUBHUMN
PO3BUTOK HasBHUX 1 BUHUKHEHHS HOBMX cHocoOiB iH(popMauiiHOro oOMiHy, 110, B CBOIO Yepry,
MIPU3BOAUTS /10 IPUCKOPEHHS 1HPOPMAIIHUX MPOIIECIB Yy CYyCIUIbCTBI, PO3LIUPEHHS 1HPOpMAIIITHOT
B3aeMo/Iii Horo cy0'ekTiB. IIpoTAroM ocTaHHIX POKIB CTPIMKO 3MiHHMJIACS €MHICTh LIM(PPOBHUX HOCIIB
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iHpopMallii, yTOCKOHAIMIINCS CIIOCOOH i 3pocia MIBUAKICTD 11 00poOKH i mepeaayi, MpoLecH cTalu
aBTOMATHU30BAHHUMHU, a HaJali - pOOOTU3YIOTHCS.

Hociem Benukoro oOcsary iHdopmariii € cydacHe BipTyallbHE CEpelOBHINE 3 HOTO
cnenuiYHUMH THCTPYMEHTATbHUMH MOXJTHBOCTSIMHU.

€Bporneiicbkol0 Komiciero Ha npyre miBpiuus 2021 poky — 3alulaHOBaHO CTBOPEHHS
MMPOMHUCIIOBOI Koautiiii B o0macti BipTyasbHOi 1 gomoBHeHoi peanbHocTi (VR / AR) (2021) -
o0'eTHAaHHS €BPONEMCHKUX OpraHi3aiiid, IO NPAIOIOTh B Taly3l IMEPCUBHUX TEXHOJOTIH. Y
JTOKyMEHTI «EBpornericbki Meia B udpoBoMy aecsaTruniTTi: [nan Aii om0 miaTpuMKy BiTHOBICHHS
1 Tpancdopmarii» [1] BigzHaueHO, 1110 IMEPCUBHI TEXHOJIOTI] 1 BACOKOSIKICHUN KOHTEHT JI03BOJISIOTh
CTBOPIOBATH HOBI MPOTPaMU Ta CIICHApii, a TAKOXK HOB1 CIIOCOOW B3a€MOJIT 3 ayIUTOPIEI0 B PI3HUX
raimy3sx, Takux sk 3MI, KynbTypa, OXOpoHa 310pOB'S, OCBiTa, TYpH3M, HaBUaHHS. YKiagadi
JIOKyMEHTa TMPUBOIATH aHali3 puHKY Big PwC [2], 3rimHo 3 sikum g0 2030 poky BipTyaibpHa i
JIOTIOBHEHA PEaIbHICTh MOXKYTh JI0/IaTH B CBITOBY €KOHOMIKY 0sin3bKO € 1,3 TpriiblioHa B MOPiBHSIHHI
3 € 39 mumesapaamu B 2019 porti (puc. 1.).

VR and AR: Comparative economic contributions

PWG ana uggests AR will continue to provide the bigger boost to GDP through to 2030, compared to VR

$138.3bn

Puc. 1. VR ta AR: nopiBHSUIbHUIT €KOHOMIYHHI BKJIA]]

Hocnimpkenns PwC nokasye i noreHuiiine 3poctanns BBII 3a paxyHok VR 1 AR B ychomy
CBITI, @ TAKOK BILJIUB Ha 3alHATICTh B PI3HUX KpaiHax, 3a paxXyHOK BIIPOBaJKEHHs TexHoJOriiH VR/
AR (puc. 2.). [lependayaerscs, mo AR npomoBxuth 3ade3nedyBaty 6inbmii npupict BBIT no 2030
poKy B mopiBHsIHHI 3 VR.

&P 7T $69.3bn aop $103.6bn
> 400,663 L 400,368

cor ' $7.8bn
s 32,462

GorT $143.2bn
4 533,156

L
UAE China

Gpr 1 $4.1bn Gop | $183.3bn
2 42778 2 6822647

Rest of the world

GoPT$444.2bn = 12,603,911

Puc. 2. 3pocranns BBII i kinbkocti pobounx micis 10 2030

VY nonoaiai «Virtual reality and its potential for Europe» [3] onqHuM i3 npiopUTETHUX HAIPSMIB
3aCTOCYBaHHSI TEXHOJIOTIN BIPTYaJbHOI pealbHOCTI BU3HAYEHO OCBITY. [IOKOIIHHS CydyacHUX YYHIB,
CTYAEHTIB (OpMYIOTbCS W PO3BHBAIOTBCA HE TUIBKM B TPAIUIIMHUX KJIACHO-ayJAUTOPHHUX
CEpeNIOBUINAX, a U B CEpENOBHUINAX BIPTyaJIbHHUX, 10 BIUIMBAE HA 3MIHY iXHIX OCBITHIX 3aIlUTIB 1
BUMaraTuMme peaiizallii HOBUX I[iJIel 1 3aBJJaHb OCBITHBOI MPAKTUKU, BUKOPUCTAHHS HOBUX (OPM 1
¢dbopMaTiB (hyHKILIOHYBaHHS OCBITHIX PECYPCIB.
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2. METOIM JOCJIIKEHHSA

[lix 4Wac mocHiIKeHHS BHKOPHCTOBYBAJIMCH TaKl METOJW: aHaTI3 3arajJlbHUX TEHJICHIIN
PO3BUTKY HaBYaJIbHOI'O CEPEJOBHUIIA, aHANI3 TEOPETHUYHHX JDKEpenl 3 MpoOieM HaBYaIbHOTO
Cepe/IOBUILA, BUBUEHHS I y3arajlbHEHHS CY4YaCHHUX 3HAHb HIOJO MPOEKTYBAHHS 1 3aCTOCYBaHHS
HABYAJILHOTO CEPEIOBUINA 3 BHKOPUCTAHHSIM 3ac00iB JIOMOBHEHOI Ta BIPTyallbHOI PealbHOCTEH.
JlochikeHHsST BHKOHAHO B MeEXKax HAYKOBOro JociijkeHHs «lIpoekTyBaHHS HaBYaJIbHOTO
Cepe/loBHINA 3 BUKOPUCTAHHSAM 3ac00iB JIOTIOBHEHOI Ta BIPTyaJbHOI pealbHOCTEH B 3aKagax
3arajbHO1 CEPEIHbOI OCBITHY, (HOMEp JAeprkaBHOI peectparii 0121U107689).

AHani3 ocTaHHIX JocjaigxeHb i myOJikauiii. BipTyasbHa peanpHICTH TICHO MOB'i3aHa 3
MOHATTSM IITYYHUX CEPENOBUII HaBYaHHA W 1IMEpPCUBHICTIO. JIOCHIDKEHHIO BIpTyalbHHUX
CepeIOBHIL, 30KpeMa IX 3aCTOCYBAHHIO K IHCTPYMEHTY BIUIMBY Ha THX, XTO HAaBYAETHCS, IPUCBSIUCH1
pobotu 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].
BukopucranHs iMepCHBHHX TEXHOJIOTIH B HaBuaHHI po3rmisaHyTi 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 MoOJI0XKEHHS TEOPil IMEPCUBHKUX CEPEIOBUIL, 0a30Bi MPOHATTS 1 TEPMIHOJIOTIS OyJIH
3anponoHoBadi C.®. Cepreesum [13]. B [14] chopmynboBaHa Teopis HaBUYaHHS B IMEPCHBHHUX
Cepe/loBHINAX, sfKa BKIIOYAaE 0a30Bi NPHHIMIM: CaMOOpTaHi3allii, CEeNeKTUBHOCTI, 3aHYpEHHS,
MPUCYTHOCTI, KOHCTPYIO€ aKTHUBHOCTI Y4YHS, B3a€MHOI Opi€HTamii (J0JuHa-MalluHa, JIO0JUHA-
JIFOJIMHA) B TPOLIECI HABYAJILHOI KOMYHIKaIIil, (i3udHOi Oe3rnocepeIHOCTI Ta Cy0'eKTHOI (CBIIOMOI)
OMOCEpeIKOBaHOCTI. IMepcuBHe HaBYalbHE CEPENOBHINE € JAMHAMIYHUM, CHCTEMHUM,
CaMOOPTaHi30BaHUM IICUXOJIOTITYHIUM KOHCTPYKTOM, SIKOMY BJIACTHBI: IMEPCHBHICTB; MPHUCYTHICTH;
IHTEPaKTUBHICTh,  1103aCy0’€KTHa MPOCTOpPOBAa  JIOKami3allis; HAIAMIPHICTb, JOCTYIHICTh
KOTHITHBHOMY  JIOCBiJly; HACHYEHICTh; IUIACTHYHICTh; IITICHICTh, MOTHBOTCHHICTh, IO
MPOSBISIIOTHCA Yy (POpMi aKTUBHOT'O HABYAHHS.

Mertor crarTi € pocnimkeHHs BIMBY VR/AR Ha TexHosorii HaBYaHHS M OCBITSIHCBKI
MPAKTUKKU; MOXJIUBICTh BUKOPUCTaHHSA 1HCTpyMeHTIB VR/AR min uac BUKOHAHHSA YYHSIMHU
HaBYaJIbHUX MPOEKTIB.

3. PE3VJIBTATHU JOCJIIKEHHSA

BipryanbHa peanbHICTH SBISI€ COOOIO TEXHOJIOTIIO JIFOAMHO-MAIIMHHOI B3a€MOJIIi, sKa
3a0e3mneuye 3aHypeHHs] KOPUCTyBaya B TPMBUMIpPHE 1HTEpaKTUBHE iH(popMarliiiHe cepenosuie [15].
Cepen cucteM BipTyalnbHOI peabHOCTI BUAUISIOTH KIIACHYHY BipTyanbHy peanbHicTh (VR - Virtual
Reality) — koprcTyBau B3aeMoIi€ 3 BIpTyallbHIM CBITOM, SIKUil iICHY€ TITBKH BCEPEANHI KOMIIT IOTEPa;
JIOTIOBHEHY, KOMIT FOTEPHO-OIIOCepeIKOBaHy, peasibHicTh (AR- Amended Reality) — indopmaris, 1o
TeHEPYETbCS KOMIT'IOTEPOM, HAKJIQJA€ThCsl TOBEPX 300pakeHb pEalbHOTO CBITY; 3MilIaHy
peanbHicTh (MR - Mixed Reality) — BipTyanbHuil CBIT OB s13aHHI 3 PEATbHUM 1 BKIIOYAE HOTO B
cebe.

CrpoOu CTBOpEHHsI IHTEPAKTUBHUX MPUCTPOIB, 110 JTO3BOJISIIOTH B3AEMOJISATH 3 IMITYIOUOIO
peanbHICTIO a0 JIOMOBHIOBATH pealibHICTh 1H(OpMAaIlli€lo, 110 HAKIAJAEThCs, pOOMIIMCA IE Ha
nouatky XX cromitta. JJocaiakenHs B 001acTi 100y10BH BIpTYaJIbHOI pealbHOCTI 3 BUKOPUCTAHHSIM
U poBUX TEXHOJOTIH moyanucs B MaccadycercbkoMy TexHosoriuHoMy iHCTUTYTI (CILIA) moHan
MIBCTOJIITTS TOMY. 3aCTOCYBaHHs TEXHOJIOT1M TIOMOBHEHO1 peanbHOCTI Oynu 3aikicHeH1 B 2006 1 2007
pp. mia 9ac po3poOku HaByanbHUX irop [16-17]. MoOinpHI JOJAaTKK JOMOBHEHOI peaibHOCTI,
pO3po0IieHl 3 METOI0 3aCTOCYBAaHHS B OCBITI, BUKOPHCTOBYIOTh JiBa OCHOBHI cCleHapii B3aeMO1i
KOPHCTYBaya 3 HAaBKOJIMIIHIM CepeoBHUINEM: 1) 3a IOIOMOIroI0 Mapkepa, 10 SIKOTO MPHB’A3Y€ETbCs
BIpTyanbHUN 00’€KT; 2) 3 HaKJIaJaHHSIM IIapy BIPTyaJlbHHUX OO'€KTIB Ha BECh MPOCTIp Kajpy
30BHIIIHBOI Kamepu mnpuctporo. Kiacudikamii mozo 3acTocyBaHHS JOMOBHEHOI peaJbHOCTI B
OCBITHIN cepl HaBeneH! B 3apyODKHUX JpKepenax [18]. ABTOpM Ha3WBAaKOTh TakKi TUIW: KHHUTHU 3
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TEXHOJIOTIEI0 JIOMOBHEHOI PEaJIbHOCTI, LI0 YTBOPIOIOTH CBOEPIIHUNA MICTOK MK (I3UYHHM 1
nu(GpoBUM CBITOM; HaBYaJbHI ITPH;, HAaBYAJbHI MPOTrpaMH; MOJCTIOBaHHS 00 €KTIB; MOAATKU IJIS
TPEHYBaHHS HaBUYOK. TeKCT MOXe CympoBOKyBaTHCS 3D-mozpensiMu, aynio/Bieo 3amucoMm,
JIOJIATKOBOKO TEKCTOBOIO 1H(OpPMAIIIE€I0, TIMEPIOCIIIAHHIMU Ha MEPEXKEBI PECYpCH; 300pakeHHs
MOXYTh TepeTBoproBatucs B 3D-mozmerni, IO [JOMYyCKalOTh B3AaEMOMII0 3 KOPUCTYBadeM 1
MoaudiKaIlito; JOMOBHCHUH KOHTEHT (BIPTYalbHUU OO0'€KT) MOXKE aJamnTyBaTHCS [0 PEaTbHUX
00'eKTIB pU HAKJIAJaHHI; TEXHOJIOTII TOTIOBHEHOT PEATbHOCTI JIO3BOJISIOTH MOJIEIIOBATH MPOLIECH -
bi3uyHi, XIMIYHI B3a€EMO/Ii1. AHAIII3YIOYH 3aCTOCYBaHHS TEXHOJIOTIT JOMIOBHEHOI peaIbHOCTI B OCBITI,
JOCHITHUKY BiJA3HAYAIOTh TaKi IMO3UTHBHI XapakTEPUCTHKH K 1HTEPAKTUBHICTb, IMPOCTOTY
BUKOPHUCTAHHS, BAKOPUCTaHHS e(eKTy MOoAUBY 1 MoTUBaIlii yuns [19].

3’ABUIHCA 1 TIPOAOBXKYIOTh 3’ SIBIATUCS HOBI CIIOCOOM JIEMOHCTpAIil MPUPOJHUX IPOIECIB,
SIBUII, CTPYKTYPH 1 TUHAMIKU (QI3UYHHX 00’ €KTIB 32 JOTIOMOT'OK0 KOMIT IOTepHUX Mojieneit. OiHuM 3
MEPCIEKTUBHUX HAMPSIMKIB CTAJI0 BUKOPUCTAHHS CEPEIOBUIL BipTyaabHOI 1 3MIIIAaHOT peaibHOCTI Ha
OCHOBI OCBITHIX IJIAT(OPM 1 CIIEI1aII30BaHOTO YCTaTKyBaHHsI. MOKIIMBOCTI CepeAOBHII BIPTYaJIbHOT
peanbHOCTI Ha 0ocHOBI 3ac00iB IKT B OCBITI AOCHIKYBAIMCS MPAKTUYHO 3 TMOYATKY iX MacoBOTO
BUpPOOHUITBA. B MaHMii yac npy BUBYCHHI PI3HUX TUCIUILIIH, PO3AUTIB (DI3UKH 30KpeMa, TUTAHHIM
3aCTOCYBAaHHS TEXHOJIOTIH 3MINIaHOI 1 BIpTyaJbHOI PEaTbHOCTI MPOJOBXKYE MPUIUIATHCS BEIUKA
yBara 3aBJsSKM CYTTEBOMY DO3LIMPEHHIO MOKJIMBOCTEH pOOOTH 3 BIpTyaJbHUMU MOJEISAMH 1
obmagHanusaMm [20-22]. 3a pe3ynbraTaMu KOHCTaTyBaJILHOTO €TaITy JOCIKEHHS OYJI0 IPEACTaBICHO
MOPIBHSUIBHUN ~ aHami3  (QYyHKIIOHAIbHUX MOXIMBOCTEH  MOOUIBHMX JOAATKIB JOMOBHEHOI
peanbrocti Da Vinci Machines AR, Electricity AR, Bridges AR, Geometry, xonekuis VR-
momeneii  VictoryVR  Science Curriculum ta mudposoi kosekmii Mozaik [23]. JlocmimkeHo
MOJKJIMBICTh 3aCTOCYBAHHS IMX 3aC00iB 3 HABYAIBLHOI METOI0, 30KpEMa JIJIsl CTBOPESHHS Mi3HABAJIBHUX
3aBJlaHb JJIS YUHIB I11J] Yac BUBUEHHS MPEIMETIB IPUPOAHUYO-MATEMAaTHUHOrO MKy BkazaHo Ha
BUSIBJICHI HEJIOJIIKH, CPOPMYIIHOBAHO ITUAAKTUYHI BUMOTH JI0 TAKMX 3aCO0IB OCBITHBOI JiSUTBHOCTI.
Cpen iHIIMX, aKIIEHTOBAaHO yBary Ha TaKMX IOKa3HHMKaX: amnapaTHe 3a0e3meueHHs, 03a0ifiTi,
3MIHHICTh ~[apaMeTpiB  Mojejiei, I1HTEePaKTUBHICTb, MDKIUCIMIUIIHAPHICTD 3aCTOCYBAHHS,
MOJKJIMBICTh aKTUBI3yBaTH IEBHI Mi3HaBaJbHI Aii yuHiB. AHami3ytoun y [23] BigminHocti VR/AR
aBTOPH HAJAIOTH TiepeBary 3aco0aM JIOTIOBHEHOI pPEaNbHOCTI, BPAaXxOBYIOYM, B TeEpHIy dYepry,
KpUTepii JOCTYIHOCTI [l KOPUCTyBaya Ta CTPUMAHUM BIUIMB Ha CIPUMHATTS Ta MCHXIYHI peakiii
yuHs. Y 3aKiajax BUIOT OCBITHU CIIOCTEPITAETHCS 3MIIICHHS aKIEHTIB BUKOPUCTaHHS IMEPCUBHUX
TexHoJyoril y Oik Bipryamizamii. [IpuxiagamMu yCHIIIHOTO 3aCTOCYBaHHS I1HCTPYMEHTapilo Yy
npodeciiiniii ocBiTI € poboTn koMaHau 3 JleiiaeHcbkoro yHiBepcutery Ta Jlelinencbkoro UMC 3
nonaBaHHs HoBoi QyHkuii Microsoft HoloLens, ska 3’eqHye pyxu Tijia JJIOAMHU Ta BIpTyaJbHY
aHaTOMIYHY Mojenb; Kommnadii Japan Airlines, mo po3poOuia aBi mporpaMu Juist 3a0€3MeyeHHs
J0JJATKOBOTO HAaBYaHHS MEXaHIKM JBUTYHA Ta JUIS CT@XUCTIB JIbOTHOro ckiamy; NASA, ska
BukopuctoBye TexHoisoriro HoloLens mist Project Sidekick, mo mgo3Bomsie eximaxxam KOCMIYHUX
CTaHLIN{ OTpUMYBaTHU 3a MOTpebor0 jgomomory. Ha piBHI  3arajgbHOi  cepeHbOi  OCBITH
BUKOPHCTOBYIOTh BUIBHO JOCTYIHI iHcTpymenTH 3D Bisyaunizaiii Bix Windows 10: Paint 3D, Mixed
Reality Viewer, 3D Builder, Remix 3D, PowerPoint. fIx inctpymenrtapiit STEM mns 3-12 knacis
peKkoMeHIoBaHUM € Tiporpamue 3abe3nedeHHs: 3D Builder, 3D Paint Ta Story Remix — BOymoBani
B oHoByieHHs: Windows 10 Creators, 1110 103BOJISIIOTH CTBOPIOBATH Ta IpyKyBaTu 3D Ta BOyaoBYyBaTH
3D-00’ekTH B 3MimaHy peaibHICTh [24].

TexHonorii TOMOBHEHOT peaTbHOCTI B OCBITI 3HAXOMATHCSA Ha €Talli CBOTO CTaHOBJICHHS, 1, 3
OTJISITy Ha MEPCIEeKTUBH 1X pO3BUTKY, HEOOX1THO BUBUATH ¥ aHaAI3yBaTH JOCBIJ 1X 3aCTOCYBaHHS Ta
3HAaXOAMTU MOXIIMBOCTI BKJIIOUEHHS iX /70 OCBITSIHCHKOI MPAKTHUKH, HANPUKIAA, Yepe3 MPOEKTHY
JISUTBHICTD MIKOJAPIB [25]. BukoHaHHs y4HIBChKUX 1H(GOpMaIIHHUX MPOEKTIB Mepeidadae 30upaHHs,
aHaii3 1 (opMyJIIOBaHHS BHCHOBKIB 1100 i1H(opMmarii mpo 00’ekT, mo BuBYaeThes. Lleit tum
MIPOEKTIB HE Tependadac eKCrepuMeHTaIbHOI poOOTH, aje MOKEe MMUPOKO BUKOPUCTOBYBATHCS TTi]T
Yyac BUBYEHHS XiMil 4 (i3MKM y cepelHidl mIKoji, 0cOOIMBO YYHAMHU 7-X KiaciB. JlochimHUIbKI
YYHIBCBKI MPOEKTH, PEKOMEH/I0BaHI /1711 BUKOHAHHS B CTapIlii 1 MpoQUIbHINA KO, MaKCUMAaJIbHO
HaOIMKEH1 10 HAyKOBOTO JOCIHiKeHHsS. Taki MPOEKTH BKIIIOYAIOTh €IEMEHTH HayKOBOi poOoTH,
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MPE3CHTAIlI0 Y BUIVISI JOMOBIAl a00 CTEHJOBOTO 3aXHUCTYy, IHTETPYIOUHM 3HAHHS YYHIB 3 Pi3HHX
rajiy3eil B MpoIeci BUPIMIEHHS OJIHI€I MpoOJieMH, HAIAl0Yd MOXKJIMBOCTI 3aCTOCYBATH OTPHUMaHI
3HAaHHS Ha TPaKTHL, TeHepyroud HOBi izmei. Jlitoummu HaB4yambHUMH mporpamamu («Pizuka i
actpoHoMis. HaBuanpHi mporpamu mns 10-11 kimaciB 3akiajiB 3arajbHOI CEPEIHBOI OCBITHY,
«[Ipuponundi Hayku. lurerpoBanuii kypc 10-11 knac. HapuanbHa nporpama i 3akiiaiiB 3arajabHoi
cepenHbo1 ocBiTHY, «@i3uka 7-9 kinacu. HaBuanmpHa mporpama Juis 3arajbHOOCBITHIX HaBYaJIbHUX
saknaaiBy  (https://mon.gov.ua/ua/osvita/zagalna-serednya-osvita/navchalni-programi/navchalni-
programi-dlya-10-11-klasiv) mepen0aucHo BUKOHAHHS HABYAILHUX ITPOEKTIB 3 (Pi3HUKH, 30KpeMa, IIPH
BUBYCHHI TeM «SlnepHa enepretuka» (posain «KsanroBa disuka», 11 kmac), «®PizuyHi OCHOBU
aToMHOi eHepreTukn» (po3ain «®Pizmka aTomMa Ta aTOMHOro sapa», 9 knac), «EHepris» po3ain
«Texnomnorii» IarerpoBanoro kypcy, 11 kiac). Lle, 30kpema, nepeBaru i HeIOJIKW BUKOPUCTAHHS
SIICPHOT €Heprii, PO3BUTOK aTOMHOI EHEPreTUKH YKpPaiHu, CriocoOu 3a0e3neueH s OC3IEeKH SICPHUX
peaktopiB i AEC, nmpo6iemu YopHoOWIS, BIUIMBH aTOMHOI €HEPreTUKH Ha €KOJIOTiI0, 3aXUCT Bijl
BIUIMBY PaJi0aKTUBHOTO BUIPOMIHIOBaHHS TOIIO. [Ipy BHKOHAHHI BUIIE3a3HAYCHHUX IPOEKTIB
MokHa 3actocoByBatu nogatok AR APP — Chornobyl NPP ARCH AR (https://chornobyl.app),
odimiitao 3amymienuit y 2018 porii [26].

Puc. 3. Ilpuxnan BI/IKopI/ICTaHHﬂ nonatky Chornobyl NPP ARCH AR

Pe3ynbraTamMy HaBuYaJIbHO-TII3HABAIBHOI JISUIBHOCTI YYHIB y XOJ1 BUKOHAHHS HaBYAJIbHUX
MIPOEKTIB MatOTh OyTH 3HAHHEBHI KOMIIOHEHT (3HAIOTh MPUHIUI i1 A/IEPHOT0 peaKkTopa, 3HaI0Th PO
BIUIMB PaJl0aKTUBHOI'O BUIIPOMIHIOBAHHS Ha MBI OpraHi3Mu); JAisIbHICHUH KOMIIOHEHT
(MOSICHIOIOTH 10HI3allIMHY AiI0 PaJi0OaKTUBHOTO BUIIPOMIHIOBAHHS, KOPUCTYIOTHCS 103UMETPOM (3a
HAsBHOCTi), BUKOPHCTOBYIOTh HaOyTi 3HaHHS [ Oe3meuHoi >KUTTEISIBHOCTI), IIHHICHUN
KOMITOHEHT (YCB1JIOMJIIOIOTH IE€pPEBAru, HEJOMIKU 1 MEPCHEKTHUBU PO3BUTKY aTOMHOI €HEpreTHKH,
MO’KJIMBOCTI BHMKOPHCTaHHS TEPMOSIEPHOIO CHHTE3y, OIIHIOIOTh JOLIIbHICTh BUKOPUCTAHHS
aTOMHOI EHEpPreTUKH Ta iI BIUIMB Ha €KOJIOTii0, €(EeKTHBHICTb METOJIB 3aXHUCTy BIJ BIUIUBY
PaIioaKTHBHOTO BUTIPOMiHIOBaHHs) [25].

[Ipore, icHyloTh 1 OOMEXEHHS BHUKOPUCTAHHS JaHOi TexHojorii [27], skl moB’s3aHl 3:
TEeXHIYHUMHM MOMEHTaMH; BHCOKOIO BapTICTIO BIIPOBAKEHHs 1 eKcIulyaTaulii pileHbp B cdepi
JIOTIOBHEHO1 1 BIPTYaJIbHOI PEaTbHOCTI; HECTAYCH0 CIEIiai30BaHOT0 KOHTEHTY 1 HEAOCKOHAIICTIO
MPUCTPOIB (KOHTEHT Ma€ BiAIMOBiAA€ 1IoMy HAOOpY BUMOT, B TOMY YHUCIIi HAYKOBIH JJOCTOBIPHOCTI,
HOro MOXXYTh 3allpOMIOHYBATH JaJIeKO HE BCi pO3POOHMKH); HETATMBHUM BIUIMBOM Ha 3]I0OPOB’f,
MICUXOEMOIIIMHUM Hanpy>XeHHAM [28]. 3HaunMoI0 MPOOIEMOIO € 1 BIJICYTHICTh €IMHOI METO/10JIOTi.
TexHouorii T0MOBHEHOT PeaTbHOCTI PO3BUBAIOTHCS HACTIIBKUA CTPIMKO, 11O AOCHIIKEHHS B chepi
OCBITH Ta TEJAroriku MpOCTO HE BCTUTalOTh HAJAaTH TEOPETHMYHOI'O OCMHUCIEHHS abo po3poOuTH
CUCTeMHY MeTozoJjorito [29]. Mosa iifie npo BUPOOIEHHSI HOBOTO KJIAaCy METOJIUYHUX PILLIEHb, SKi
BUKOPHUCTOBYIOTh TEJAroridyHi MOXKIUBOCTI, IO BIJAKPUBAIOTHCSA Yy 3B’SI3Ky 3 IMOSIBOIO HOBHUX
TEXHOJIOTIYHUX 3aco0iB. BoHM, 30KkpeMa, CHUpPalOThCsl HA IIMPOKE BUKOPHCTAHHS CAMOCTIMHOI
1HAMBITyadbHOI poOOTH YYHIB 1 X CHiIbHOI poOOTH B MaluX TIpynax. 3AaTHICTh HIKOJSAPIB
3aCTOCOBYBaTH 3aco0u 1HGOpPMAIIHHUX TEXHOJOTIH, BKIIOYAIOYM 1 TEXHOJOTIi OMOBHEHOI i
BIPTYya&JIbHOI pealbHOCTEH, IPY HAaBYaHHI MIKUIBHUX JUCIUILUIIH 6arato B YoMy 3aJI€KHUTh BiJl piBHS
c(hOpMOBAHOCTI B Y4YHIB KOMIIETEHTHOCTEH, HAOYTUX TPU BUBYEHHI 3MICTOBHO-METOJIWYHOI JIIHI{
«Indopmaniiini TexHomorii». BukopucranHs ydHsMH 3aco0iB iH(pOpMAIMHUX TEXHOJIOTIH Tpu
112
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HaBYaHHI PI3HUX HABYAJIBHUX TUCIHUILIIH MOXe OyTH HEJJOCTAaTHBO €(h)EeKTUBHUM, SKIIO IIKOJIAPi Bce
e He MAIOTh BIJNOBITHUIN PIBEHb 3HaHb, YMiHb 1 HABUUYOK. JIJIsi pO3pOOKM METOMMKH HAaBUYaHHS 1
BUKOPUCTAHHS TAKUX IHCTPYMEHTIB i 3ac00iB HEOOXiTHO MOMEPETHHO OUTBII JOKIAIHO PO3TIISIHYTH
CYTHICTB 1 cienuiky JTOCHIKYBaHOT TEXHOJIOT1].

Bumarae BupilieHHs i TUTaHHS IHTETpallii JOJaTKiB B OCBITHIH nporiec. BapTo 3ayBaskuTH, 110
IpHU BCil 1HTEPAKTUBHOCTI, TOJIATKU JIOTIOBHEHOI pPEalbHOCTI HE MArOTh 3BOPOTHOTO 3B’SI3KY 3
yYHEM/Y4YHSIMHU, HEOOX1THOTO JUIst KOHTPOJIIO 3aCBOEHHS 3HaHb 1 HABMYOK. BUKOpUCTAaHHS TEXHOJOTIT
JIOTIOBHEHO1 peajbHOCTI BUMArae i 3HaYHUX PECYPCIB 1 CTEiaIbHOT MiATOTOBKHU IEaroriB.

4. BUCHOBKMU TA IIEPCIIEKTUBHA NNOJAJBIINUX JOCJIILI)KEHb

[HCTpyMEHTH CydYaCHHUX TEXHOJIOT1M JI03BOJISIIOTH CTBOPIOBATH  BIPTyallbHI  OCBITHI
CepeioBHINA, B SKUX 3700yBayl OCBITH 3700yBalOTh HEOOXiJHI KOMIIETEHIi, OTPUMYIOTh
MOXUIMBICTh camopeaiizamii i ocoOucTicHOro po3BuTKy. CydacHi 3aco0u 1U(POBUX TEXHOJIOTIH,
mupoBi OCBITHI pecypcH JO03BOJISIOTH BHXOJUTH 32 pPaMKU KIACHO-YPOUHHMX B3a€MOJIIH,
3a0e3MeUnTH CaMOCTiIHHY po0oTy 3100yBauiB OCBITH. OCOOIMBICTIO LIMX peCypciB € iX IIBHUJIKE
OHOBJICHHS, a, OT)KE, MOCTIHE PO3MHPEeHHs apceHary neaaroriyaux IKT-iHcTpyMeHTiB.

Ha croronHi icHye HeoOXiHICTh BUOYIOBYBaHHS HOBHX CTpaTeriil MiATOTOBKM BUKJIAAAyiB,
TSUTBHICTh SIKMX B MalOyTHROMY HEOJMIHHO OyAe peani3oByBaTHCS B 30BCIM IHIIMX yMOBax.
I'mobGanpHi TeHaeHNil mM@poBoi TpaHcopMallii OCBITHBOrO MPOIECY AMKTYIOTH IHII MpaBuIia,
HA/Ial0YM apCEeHAN CyYacHOTO IHCTPYMEHTAPIIO BipTyaIbHUX CHCTEM.

[ToTpeOyroTh MOAANBIIOTO JOCHIHKEHHS! METOAUKH ONTUMAIBHOTO TOETHAHHS KIACHYHHX
¢bopM HaBYAHHS 1 HaBYAHHS 32 JIOTIOMOTOI0 BIPTyaJbHUX CHCTEM.
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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.
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