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IMEPCHUBHI TEXHOJIOI'TI B HABYAHHI: ITPOBJIEMA YN
HNEPCIIEKTUBA?

ITinuyx Onvea

IacTuTyT iHpOpMALifHIX TEXHOJOTIH 1 3aco6iB HaByanus HATTH Ykpainu

AHoTaNIA

L[a 00nogioe npuceauena OUCKYCIUHUM NUMAHHAM BUKOPUCHAHHA IMEPCUBHUX TNEXHONO2IU Y
HABYAHHI YUHIB DISHUX GIKOBUX KAME20pill. Memoou NiOSUWeHHA MOMUBAayii, 3ayikagieHoCmi, pO3YMIHHS
HABYANILHO20 MAmepianry md aKaoeMiyHux 0ocseHenb yuHie. IIpoauanizoeano 3minu y eizyanizayii
HAGUANbHUX Mamepiais.

Abstract

This report focuses on the discussion of the use of immersive technologies in teaching students of
different age categories: methods of increasing motivation, interest, understanding of educational material
and students' academic achievements. Changes in visualization of educational materials are analyzed.

Beryn

Ha mincraBi Oararopiunux rimobanbHux gocmimpkeds Microsoft 6ymo pospobGiero
peKOMeHJaIi I0M0 BHUKOPHUCTAaHHSA iH(POPMAIIMHO-KOMYHIKAI[iIHHUX TEXHONOTIH s
HaByanns [1]. Tlix raciom «HamaHHS MOMIJIMBOCTEH CTyICHTaM ChOTOMHI, 1100 TBOPUTH CBiT
3aBTPAIIHBOTO JHS» PO3POOHUKH 3BEPTAIOTh YBary CyCIILCTBA HA TPU OCHOBHI TEHJICHIIIT 3MiH
B ocBiTi. 1. 3miHa Qokycy B HaBUaHHI i nmpodeciiiHoMy 3pocTaHHi Ha (OPMYBaHHS i PO3BUTOK
COIIaTFHUX Ta €MOILIMHNX KOMITETEHIiH. 2. 3HaYyIINM CTUMYJIOM IO Ti3HAHHS, (OPMYyBaHHS
NEBHUX YMiHb i BHOOPY BiJNOBIIHHX IHCTPYMEHTIB BH3HAHO CTBOPEHHS MOXJIMBOCTEH st
VUHIB JIOCHIDKYBaTH Ta BHUPINIyBaTH peajibHi MPOOJIEeMH, CaMOCTIHHO BHOMpaTH Ta
BUKOPHCTOBYBAaTH CIIBIPAII0 3 IHIIAMHU IOABME, THCTPYMEHTH, MICIS Ta TPOCTOPH IS
MOCSTHEHHSI CBOiX Ifiedd. 3. TexHomoris crae OUTbII TYMaHICTHYHOIO, CIPSIMOBAaHOKO Ha
TBOPYICTS i1 criBnpaio. Hoi iHTepdelicu miaATpUMYIOTh MOCTIHHUN 3BOPOTHIN 3B’S30K, )KECTH,
3MillIaHy peajbHICTh, TOJIOC Ta JOTUK. [IpUPOIHBO, MO CyYaCHUMHM IIKUIBHHUMH TPEHIIAMH €
NPaKTHKO OPI€EHTOBAaHE HABYAHHS, MDKIIPEAMETHI MPOEKTH, BUKOPUCTAHHS «IHTEPAKTHBHOTO»
o0agHaHHs, IPYK TPUBUMIPHUX KOHCTPYKIIii, HapuaibHi 3D-Bifeo, BipTyallbHi OI0POKi.

Marepianau nonosinui

Monii Becum 2020 poxy, IO NPUMYCHJIM aKTHBHO BIIPOBA/KYBaTH €JIEKTPOHHE
HABYAHHA B IIJIOMY 1 IWCTaHIiiHI (popMH HABYaHHS 30KpeMa, OKPECIIOOTH MOJANbII IIISXA
JIOCITiKeHb MOO1Ti3alii Ta BapiaTUBHOTO MOETHAHHS Pi3HUX (OPM BHUKOPHUCTAHHS IHPPOBOTO
KOHTEHTY, 30KpeMa OCBITHIX pecypciB InTepuet. uBepcudikysaru Bukopucranus VR/AR/MR
3 OCBITHBOIO METOK0 3aJIeKHO BiJl BiKy, MpPEAMETHOI Tamy3i Ta TEXHIYHHUX MOXKIMBOCTEH
CyO’€KTIB OCBITH.

[TpoGeMHi mUTaHHS, HABKOJIO SKMX MH 30Pi€HTYBAIIM JOCIiKEHHS, HACTymHI: Yu Moxe
sukopuctands VR/AR/MR 3po6utu HaB4aibHy TeMy OiIbII JOCTYITHO, TO3UTHBHO BILTUHYTH
Ha po3yMiHH:A? K 1i TeXHOJIOTIi MepeTBOPIOIOTh HaBYaHHA? Y YOMY MOJISIral0Th PU3HMKU TaKUX
iHHOBaNii? AHanizyroun y [2] BigminHocTi VR/AR Mu Hanmamm nepeBary 3aco0am JOTIOBHEHOT
peanbHOCTI, BpPaxOBYIOUM, B IEpIIy Yepry, KpUTepii JOCTYIHOCTI Ui KOpUCTyBada Ta
CTPUMaHU{ BIUIMB Ha COPUMHATTS Ta NCHXi4HI peakuii yuyHs. KOHTHHYyM peasbHICTb-
BIPTyaJIbHICTh ~ HENEpPEpBHHI, BaXXKO 3HAWTH MEXi, TOMY 4YacTo 300pa)yeThcs
JIBOHAMpPSAMIICHOI Biccto (puc. 1). VY Bulliff KO, B KOPIOPAaTHBHOMY HaBYaHHI
CIIOCTEpITAETbCST  3MIIIEHHS] AaKIIEHTIB BHKOPHCTAaHHS IMEPCUBHHX TEXHONOTIH y OiK
Bipryanizanii. CboroHi BiIoMi NPUKIAAM iX YCHILIHOTO 3aCTOCYBaHHS Y HpodeciiiHii OCBiTi.
HaBuanHs cTyAeHTiB-MeOMKiB: KoMmaHga ekcnepTiB 3 JlefineHCbKOro yHiBepcHTETy Ta
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Jleitnencekoro UMC nomana HOBY ¢yHkmiro Microsoft HoloLens, sika 3’eaHye pyxu Tina
JMIOOWHHU Ta BIPTyalbHYy aHATOMI4HYy Mojenb. HaBuanns minmotiB: kommadis Japan Airlines
po3poduna ABi mporpamu Ais 3abe3nedeHHs J0AaTKOBOTO HaBYaHHS MEXaHIKW JIBUTYHA Ta JUIA
CTaXHUCTIB JBHOTHOTO ckiaay. HaBuanHs kocMoHaBTiB: NASA BUKOPHUCTOBYE TEXHOJIOTIIO
HoloLens must Project Sidekick, mo mo3Bomse eximakaM KOCMIYHUX CTaHIIA OTPHMYBATH 3a
nmorpeboro momomMory. Bukiamadi yHIBEpCHTETIB BXKE CHOTOJHI BKJIIOYAIOTH Yy MPOTPaMU
Bukopuctanus HoloLens. Lleli npucTpiit Moxke OyTH BUKOpUCTaHUH 1 B HABYAJIBHUX MPOrpamax
STEM, mkineHOI OCBiTH 30Kpema, 3a0e3meuyioud Oifbll iHTEpaKTHBHE HaBUYalbHE

CepEeIOBHIILE.

Peanphe HonoBHeHA JomoBHeHa BipryanbHe
cepenosume (RR) peanbHicTb (AR) BipTyanbHicTh (AV) cepenosume (VR)
JpykoBaH1 HaBYaIbH1 HagyaneH1 MaTepiann BipTyanpHi HaBYallbHI
MaTepiain 3MIMMAaHOI pealbHOCTI MaTepiain

Pucynoxk 1 — Takconomis RR-VR

Ha piBHi 3arampHOi cepemHBOi OCBITH JOUIIHFHO BHKOPHCTOBYBATH BIIBHO JOCTYITHI
inctpymentu 3D Bizyamizanii Bix Windows 10: Paint 3D, Mixed Reality Viewer, 3D Builder,
Remix 3D, PowerPoint. fx incrpymenrapiii STEM nms 3-12 kimaciB peKOMEHIOBaHHM €
nporpamue 3abe3neueHns: 3D Builder, 3D Paint ta Story Remix — BOymoBaHi B OHOBJICHHS
Windows 10 Creators, mo J03BOJSIOTH CTBOpIOBaTH Ta ApykyBaTu 3D Ta BOymoByBatm 3D-
00’€KTH B 3MilllaHy pEAITbHICTh. 3aBASKH IMEPCUBHUM 1 3D-TEXHOJOTIAM TEXHOJOTIsIM
CIIOCTEPITa€eThCsl TOKPAICHHS OL[IHOK 32 KOHTPOJIBbHI po0oTH (22%), MiABHUIICHHS 3aJTy4eHHS Ta
3alliKaBJICHOCTI yuHiB i1 yac HaByanus (35%) [1, ¢. 217].

ImepcuBHI TeXHONOTI{ 3MIHIOIOTH KOHTEHT, X PO3BUTOK CIIPHUYMHIOE 3MiHH B THIIOJIOTIl
HaBYAIBHUX MaTepiatiB: JAPYKOBaHi, JPYKOBaHi 3 MYJIbTUMEIIHHUMHU JOJaTKaMH, eJIEeKTPOHHI
K aHaJor JPYKOBaHUX, €JNEKTPOHHI 3 MYyJIbTHMEIiHHINM KOHTEHTOM, HaBiramiewo i
TinepriocuiIaHHAMY Ha 30BHIIIHI JpKepena, ApyKoBaHi 3 00’€KTamMH JOTOBHEHOI peajbHOCTI,
BIpTyaJibHi, @ TAKOXK KHUTHU 3MilaHoi peanbHOCTI. [HTerpamis HoBoi TexHoorii (AR) y crape
CepeIoBUILE Mae, Ha Hally JYMKY, CHHEPTeTHYHHH e(eKT 1 NMO3UTHBHO BIUIMBAE HA YYHIB.
HaOynu momynsipHOCTI KHUTH (pO3AAaTKOBI Marepialv, JIPYyKOBaHI KapTKH) 3 JOIOBHEHOIO
peanphictio (Visually Augmented Books, Traditional AR BooK). «Bi3yaibHO 10MOBHEHI
KHUTW», 3a3BHYaif, MicTATh: 2D cratmunmii 3micT: 300paxenHs (¢ortorpadii, KapTUHH,
MaJFOHKH, UTIOCTpallii), cxemu, Tekct; * 2D nuHaMiyHWA KOHTEHT: Bineo, aHiMmaris; * 3D-
KOHTEHT: cratnyHi 3D-momeni (00’€kTH, OTOYECHHS), AWHAMiuHI Mojem (aHimamis, 3D-
aBarapu); °3BykK: (GoHOBHil wmym/my3uka, 3D-3ByK 3alneHO Bif il KOpUCTyBaya Ta
pO3TalIyBaHHSI.

HaouHicTs, 30cepekeHicTh Ha MaTepiaii, KepOBaHICTh, Oe3reKa, pe3yJbTaTHBHICTE (Y
MOpiBHSHHI 31 3BHYaiiHOI0 poboToro Ha IIK) — dakropu, 10 3MIIHIOOTH AMIAKTHYHHIA
MOTEHINa] IMEPCUBHUX TEXHOJOTiH y HaB4YaHHI. MOXJIHMBICTh HaJaITYBaHHS JHCIUIEiB Ha
OKpeMHUX MPUCTPOSIX CTBOPIOE OuNbIle MOXIMBOCTEH [UI TeEpCOHANi3aIil HaBYaHHS.
BukopucranHs TexHONOTil BipTyalbHOI Ta JIOIMOBHEHOI pEaNbHOCTEH MOXKe 3a0e3MednTH
JIOJIATKOBI MOXJIMBOCTI HABYAHHS JIS JIFOJICH 3 OCOOJMBUMHU MOTPEOaMH.
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