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NOTEHLIANN BAKOPUCTAHHA VR TEXHO/IOTIN
B OCBITHbOMY CEPEAOBMULLII

BipTyanbHa peanbHictb (VR) — uUe TexHonoris 3aHypeHHs, KOPiHHA AKOi cArae
AeB’ATHAAUATOrO CTOMITTA, KoKW NoYanu 3’ asnatmca nepuwi 360-rpagycHi 306parkeHHsA
y BUrNA4I NnaHOpamHMX GpecokK, xoua BnepLue wuen TepmiH 6yB BUKOPUCTAHMI Y 60-X
pokax Xewnnirom [10]. OgHak TepmiH VR bys BBegeHnn IxkapoHom JlaHbe B 1986 poui
[13]. KopoTKO Kaxkyuu, TexHonorii BipTyanbHoi peanbHocTi (VRT) MoXKHa BU3HAUYUTU 5K
BWUCOKOTEXHO/IOTiYHI NH0AMHO-KOMN IOTEPHI iHTepdencH, AKi BKAKOYAKOTb CUMYIALLIIO
peanbHOro CBITY Ta B3AEMOAII0 Yepe3 YUCAEHHi CEHCOPHI KaHanu, CMOHYKakouu
KOPMCTYBaudiB B3AEMOAIATH 3 BipTyanbHUMM 06’€eKTamm y cnocib, AsKMi Haraaye cnocib
B3aEMOAil MiXK HUMMK Yy peanbHomy XuTTi. lMopaa 3 VR B niTepaTypi Takox
3ycTpivyaeTbcs TepMiH "BipTyanbHe cepegosuue” (VE). YHikanbHi ocobnamsocTi VE, siki
BMK/MKAOTb aKageMidHi aebatn npo BN/AMB BipTyasbHOI peanbHOCTi Ha NOAUHY,
3a3BMYalt HasnBatoTb "Tpboma i": (1) imepcisa (3aHypeHHsA), (2) iHTepaKkTUBHICTb Ta (3)
iHTEHCUBHICTb iHPopmauii [11]. Freina, L. Ta Ott, M. [10] y cBOEMY AOCAHiAXKEHHI
BKA3a/IM Ha 3a/ly4eHHA KOpUCTyBaya A0 CepefoBMWa Ta HAABHICTb aKTUBHO
BK/JIIOYEHOTO MCUXOCEHCOPHOr0 HapaTMBY AK Ha OAMH i3 Katouvosmx npuHumnis VE.
BkaszaHo paBa Tunu VE: HeimepcuBHWUI Ta imepcuBHUW. [lepwMi TMN OMNWUCYE
cepefoBuLLEe MOAENOBAHHA, BUKOPUCTOBYHOUM HACTIIbHMIW Komn'toTep. Opyrui Tmn
3aHypeHHA MOoB’A3aHMIM i3 BIgYYTTAM | CNPUMHATTAM i3MYHOI NPUCYTHOCTI B
Hedi3MYHOMY CBITi 3 BUMKOPMUCTAHHAM cheuiafibHOro obnagHaHHA Ta MOPTATUBHUX
iHTenekTyanbHux npuctpois (PSD) — HasicHi gucnnei (HMD), pykaBMYKK, PO3YMHI
FTOAMHHUKKM, OKyNApW, ofAar i TKaHMHW. CneuianbHO po3pobneHi HMD BKAto4atoTb
Oculus Rift Big Facebook, Google Cardboard, Nintendo Labo VR Kit, Sony Playstation
VR, HTC Vive i Samsung Gear VR.

VRTs oxOnntowTb LMPOKUA CMNEKTP iHTEPBEHLIN, TaKMX AK BiNCbKOBa cdepa,
OXOpOHa 340pOB’A, MaAPKETUHI, po3Baru, irpu, 6i3HeC Ta o0OcCBiTa 3 AyXkKe
6aratoobiyatoummm  pesynbTaTaMM  HaABYaHHA Ta  aKTUBI3aUil BHYTPILIHbOIO
MCUXON0TYHOIo NOTEHLiaNy KOPUCTYBaYiB. YnucneHHi undposiirpn po3pobnatoTbes 3a
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nonomoroto VRT. Pasom i3 KomnoHeHTamu VRT (TOBTO 3aHYpPEHHSA, iHTEHCUBHICTD,
MPUCYTHICTb, 3a/ly4eHHSA, YABA, IHTEPAKTUBHICTb), irpu o06’€AHYIOTb MOTYXKHI
CTPYKTYpHi enemeHTn (TO6TO npaBuna, Uini Ta 3aBAaHHA, 3BOPOTHUIM 3B’A30K,
BMK/IMKKN, B3AaEMOAiA Ta icTopin), 3abe3neyyoun BecenoLli, Haconoay, 3a40BOIEHHS,
IHTEHCMBHICTb | emouinHe BKAtoYeHHA [19]. KomnoHeHTn VRT Ta CTPYKTYPHI enemeHTH
irop 3any4atoTb 4iTen y BipTyasibHi CBiTH.

3 oaHoro 60Ky, AoCNiAKEHHA A0BOAATL NO3UTUBHMIN BNAMB VRT Ha KOTHITUBHUN,
MOTMBALLIMHWIA, EMOLIMHUM | COLiaNbHUI PO3BUTOK, @ TAKOX Ha MOKPALLEHHA NpoLeciB
BMPILLEHHA fIK HaBYa/IbHUX, TaK | TPEHYBa/IbHWUX 3aBAaHb [4; 17], ToAi AK iHWi A0CNi AHWKM
CTBEPAKYIOTb, LLO BipTyasibHa PEaNbHICTb Ta irPY MOXKYTb BUK/IMKATU CUNbHI HEraTUBHI
eMOLiMHi Hacnigkn [14] Ta npu3BecTM A0 BiABOANIKAHHA abo HaBiTb 3a/1E€XHOCTI,
NOPYLUEHHA PEXMMY CHY, cepLeBo-meTabonivyHoro aediunty, oXKnpiHHA Towo [20].

3BiCHO, BipTyanbHi cepefoBMWA MOXYTb 3abe3neynTtu iHTEpPaKTUBHE,
CTUMYIIOIOYE HaBYanbHe cepeposulle, OKpim irop. Lli cepeposuwa, AKi iHoAj
Ha3MBalOTb BiPTyaNbHUM HaBYanbHMM cepegosuuem (VLE) abo HaBYanbHUMM
BipTyanbHMMK cepegosuwammn (EVE), HabyBatoTb Bce 6inblIOro BM3HAHHA cepep,
OCBITAH. XO4Ya 3aCTOCYyBaHHA KOMN'OTEPHOro MOAENOBAHHA B OCBITHbOMY KOHTEKCTI
BUKAMKANO MeBHi cynepeykn, ocobamBo 3 OGOKy TUX neparoriB i MCUXONOFIB, AKi
NoCTaBMAM Nig, CYMHIB AouinbHicTb "BipTyanbHoro" gocsigy ans aitei. Hanpuknag,
3BiT Media Wise, siKMIA y3aranbHIOE pPe3ynbTaTh pAay AOCNIAXKEHb, CTBEPAKYE:
"Bigeoirpy € npupogHummn BumTenamu. [itm  BBa)KaloTb iX HaA3BUYAMHO
MOTMBYHOUMMMU: Yepes iX iIHTEPAKTUBHUM XapaKTep AiTU aKTUBHO BKAKOYAOTbCA Y
BipTyanbHy B3aEmMoAito; BOHW 3abe3nevyloTb MOBTOPHY MPAKTUKY; BOHW 3aBXAM
BKAOYalOTb Haropoam 3a Bminy rpy. Li pakty aatoTb niactaBy BBaXKaTw, LLO Biaeoirpm
MOXYTb MaTW 3HAaYHMWN BMNAMB HA PO3BUTOK AUTUHU Yepe3 cneundidHi epekTn, AKi
cneuianbHO po3pobneHi agnsanmHepamu irop, ane aesaki 3 HUX (edeKkTiB) MoXKyTb ByTH
He 3ann1aHoBaHi, iX Ba*KKO npopaxyBaTu i nepeabdbauntn” [7].

HaBYanbHO-pO3BMBANbHI iIrPU MOXKYTb CNPUATU HABYAHHIO Ta MOKpPALLyBaTU
KOTHITUBHI, NOBeAiHKOBI Ta emouiiiHi noTeHuii y4HiB [2]. Checa D., Bustillo A. [5]
Ha4an peKomMeHAauil WoA0 BAOCKOHANEHHA TaKoro BuAy irop y 3axOonamMBmx
cepefoBuMLLAX BipPTyanbHOI peanbHOCTI ANA NOKPAWeEeHHA AK HaBYa/ibHWUX, TaK i
PO3BMBaJIbHUX 3aBAaHb. YMCNEHHI ONUTYBAHHA CBiAYaTb NPO MNO3UTUBHI pPe3yabTaTu
HaBYaHHA B pPe3ynbTaTi BUKOPUCTAHHA LMOPOBUX Media, B AKMX KOPUCTYBaYi MOXKYTb
CMOXKMBATU Ta aKTUBHO CTBOPIOBATU KOHTEHT [8], TOA AK AeAKi HAYKOBL,i pO3rnaaatoTb
irpy 6iNbll KPUTUYHO He AuLLe 3 TOYKM 30py MOTMBALLI, ane N Woao ix BiaKpuTTA,
KOHCTPYKTMBICTCbKOI Ta NpobaeMHOI neaaroriku HaBYaHHA Ta MOKA3HWUKIB, WO
IPYHTYHOTbCA Ha npoAyKTMBHOCTI [3]. AificHo, irpn 06’eaHYOTb NOTYXKHi CTPYKTYPHI
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efleMeHTM (TobTo NpaBuAa, Ljni Ta 3aBAaHHA, 3BOPOTHUIM 3B’A30K, BUKINKK, B3AEMOZ,IO Ta
ctorkeT) [19], saKi nprBabtotoTb, 3a1y4aloTb Ta MOTUBYHOTb YYACHUKIB. OAHaK LMX €1eMEHTIB
HeAOCTaTHbO A4S TOro, Wob rpy moxHa 6yno BBaXKaTM A0OCTATHbOK ANA PO3BUTKY
ncuxonoriyHoro noteHuiany. Palaus M. i koneru [16] cTBepaKyBanu, LLO, HE3BAXKAKOUM Ha
reTeporeHHiCTb NOAA, BAANOCA BCTAHOBUTU HU3KY 3B’A3KIB MiXK HEMPOHHUMM Ta
KOTHITUBHMMM acneKTamu, 30Kpema o4O yBaru, KOrHiTUBHOrO KOHTPO/IO, 30pOBO-
NPOCTOPOBMX HABMYOK, KOFTHITUBHOIO HaBaHTaXeHHA Ta 06pobKM BUHaropoau.

Dalgarno B. Tta Lee M. [6] BM3HAQUMAM HU3KY MOK/JIMBOCTEM HABYAHHSA Y
TPMBUMIPHUX BipTYasIbHUX CeEpeoBULLAX, TOOTO NpeacTaBNEHHA NPOCTOPOBMX 3HAHb,
Wo Aa€ b6inbwe MOXKAMBOCTEN AN €KCMEPMMEHTA/IbHOrO HaBYaHHA, MiABULLEHHA
MOTWBALLii/BKNHOYEHOCTI, MOKPALLEHHA KOHTEKCTyasi3auii OCBiTM Ta HaBYaHHA Y
cnisnpaui. BianosigHo, Parong J. Ta Mayer R. [18] gocnigysanu Bnane imepcmMBHUX
VR-irop Ha neBHi KOMMOHEHTM MNi3HAHHA, TOOTO NepuenTMBHY yBary, PO3yMOBY
npauto, onepatuBHy nam’AaTb, Bi3yani3auito, none 30py Ta WBUAKICTb Bi3dyasbHOI
06pobkun. CtBeparKyBann, WO 3aHYPEHHA MOKE MOCUAUTM Big4yTTA MPUCYTHOCTI,
MOTMBALLii Ta yBarn y4yHa y BipTya/JibHOMY CBITi, XO4a pe3y/bTaT IXHbOro AOCANIAXKEHHA
He HafaloTb NEePeKOH/IMBMX AO0KA3iB TOro, WO rpa BMN/JMBAE HA NEBHI KOMMOHEHTH
nisHaHHA. Mayer R. [15] AilwoB TaKoro * BUCHOBKY, AOCAIAKYHO4YM BMINB TaK 3BaHUX
irop 4NA TPeHyBaHHA MO3KY, AKi MICTATb Cepito MiHi-irop.

3 no4vatky 2020-x pOKiB NPUHUMN PO3BUTKY YBAXKHOCTI 334014 NiABULLLEHHA
ycBisjomneHocTi BxKe 3’aBuBca y 6inbw Hixk 4700 cTaTTaAX Auvwe y NOLIYKOBiN 6asi
AaHux Google. [eAki 3 uMx AOCNIoKEHb 30CEPeaXKYHTbCA Ha Nporpamax Ta
IHCTPYMEHTax [A/1A MNOKpPaLLeHHA YCBIAOMNEHOCTI, TakKMX AK BMKOpUCTAHHA VR-
cepenoBulLa ANA HaBYaHHA Ta penakcauii [1]. Tomy nepeBipKa TakuUx MeToAis, AK
AOCBig, BIpTyasnbHOI pPeanbHOCTI, WO MOXYTb NIABUWMUTM YCBIAOMAEHICTb Ta
PO3BUHYTU MCUXOJIOTIYHMI NOTEHLiaN, MaE BUPilLlasbHe 3HAYEHHA, Wob 403BONUTH
KOYKHOMY BiguyTV Nnepesarun ycBigoMAeHoCTi ANA XKUTTA Ta PO3BUTKY 0COOUCTOCTI.
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NPaKTUYHUIN NCUXONIOT,
3aknag gowkinbHoi ocBiTM N22 "KanmHka"

3BAreNbCbKOI MICbKOI pagm, M. 3BArenb

BUKOPUCTAHHA LUI-KA3OK Y POBOTI
NCUXONOTA 3 AITbMU AOLWKINIbHOTIO BIKY B 30

BiliHa 3anuwae rMnMboKkni emouinHuim cnig y ncuxiui giter. JOWKiINbHUKNM 4acTo
nepeXXnBarTb CTPAX, TPMBOTY, CYM UM PO3rybeHiCTb, He 3aBXK AN Mato4M 3MOry BUPA3UTU
Ui nouyTTa cnoBamu. OgHMM i3 gieBmx cnocobiB 4ONOMOTM € KazKoTepanis, Wo CNpUse
M’AKOMY NPOXMBAHHIO eMoL,if, popMmyBaHHIO Bia4yTTA Hesnekn Ta f0BIpU [0 CBITY.

CyyacHi TexHoNOriT BIiAKPUBAIOTb HOBI MOXK/IMBOCTI /19 MCUXONOriB — CTBOPEHHA
TepaneBTUYHUX Ka30K 3a A0MNOMOrO WTYYHOro iHTenekTy (LUI).

TakKi Ka3Kn matoTb NPOCTUINA, AOCTYMHWUIA CIOXKET, Y SKOMY repoi nepexmBatoTb
cuTyauii, 6a13bKi 4O AUTAYOrO AOCBIAY, | 3aBXKAM 3HAX04ATb NO3UTUBHE BUPILLEHHS.

Ka3ku LI pgonomaratoTs:

- 3HUXKYBATU piBEHb TPUBOXHOCTI Ta CTPaXxiB;

- popMyBaTU HAaBUYKN EMOLIMHOT camoperynauii;

- pO3BMBATX €MMaTito Ta BNEBHEHICTb Y BAACHUX CUNAX;

- CNPUATKM coLiani3auii Ta NO40AaHHIO NOBEAIHKOBUX TPYAHOLLIB.

Etann pob6otn 3 kKazkamu LLI:

1. [iarHOCTUYHWIA eTan — BM3HaYeHHA NPobiemm (CTpaxm, TPMBOXKHICTb, arpecis TOLLLO).

2. Bnbip i cTBOPEHHA Ka3KM 3 ypaxyBaHHAM iHOMBIAyanbHMX 0COBANBOCTEN SUTUHM.

3. O6roBopeHHA — aHani3 NO4YTTIB repoiB, NMOLLYK BIACHWX cnocobiB NoA0NaHHA TPYAHOLLLB.
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