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BUKOPHUCTAHHS BIPTYAJIBHOI TA JOIIOBHEHOI
PEAJIBHOCTI B 3AKJIAJIAX BUIIIOI OCBITI

BinHUIEKMI HaIIOHATBLHUN TEXHIYHUN YHIBEPCUTET

Anomauin

B oaniu cmammi ananizytomecs MONCIUGOCMI, @ MAKONC NEPCREKMUBU 3ACMOCYBAHHS OONOBHEHOI ma §ipmyanbHol
PeanbHOCmi 8 HABUAILHUX NPOYeCax 3aKknadie suujoi oceimu. BusHaueno HeoOXiOHICmb 3aCMOCY8aAHHs OAHUX MEXHOI02IN
6 CYHUACHUX OCEIMHIX Npoyecax.
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3100yBaviB OCBITH.

Abstract

This article analyzes the possibilities and prospects of using augmented and virtual reality in the educational
processes of higher education institutions. The necessity of using these technologies in modern educational processes is
determined.
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CydacHa ykpaiHChKa OCBiTa 3a3Ha€ CTPIMKHX TpaHChOpMaIliid, BimoOpakaioun ri1o0anbHi Ta HaIllOHAIBHI
3MiaH. OCKIIBKHY IU(POBI TEXHOJIOTIT MOIIMPIOIOTHCA Y BCIX chepax KHUTTs, IX BIIPOBAPKECHHS B HABUATbHHUN
nporec € Hemuny4duM [ 1-8]. Texnomnorii BipryansHoi peanbHocTi (VR) 1 onoBHeHoi peanbHOCTi (AR) mBuako
PO3BHUBAJIMCS MPOTArOM OCTAHHIX IT'SITH POKIB, MEPEXOISYM BiJ HEBHU3HAYCHHUX MEPCIECKTUB 1O LIMPOKO
BUKOPUCTOBYBAaHHUX IHCTPYMEHTIB. 3aCTOCYBaHHS y cdepl OCBITH TEXHOJOIIH MOMOBHEHOI pEalbHOCTI Ta
BIPTyaJIbHOI peaJIbHOCTI, BBAXKAETHCA HOBUM CIIOCOOOM BHUBUEHHSI Ta ONIAHYBAaHHS HABYAJIbHUX MaTepialib.

Heski 3apyOikHI Ta BITYM3HSHI BYEHI MAOCHiIKYBalM pPi3HI AacCHEeKTH BIIPOBAIKECHHS TEXHOJOTIN
BIpTyajbHOI Ta JOMOBHEHOI pealibHOCTI B OCBIiTHIH mporec. Hanpuknaza, JI. Tapauryn ta C. Pomaniok
30Cepe/IMIIM CBOIO YBary Ha poJii Ta MOMJIMBOCTSIX BUKOPUCTAHHS TEXHOJIOT1i JOMOBHEHOT peanbHOCTI (AR) y
BUIIiA ocBiTi. B ix mocmimkenHi Oyno mpoaHami3oBaHO BU3HaueHHA Ta mepeBarn AR-texHomoriit y
HaBYaIBHOMY Ipolieci. BOHM Takoxk po3risiHyJIM OOMEXEHHS, TTOB'SI3aHi 3 BAKOPUCTAHHSIM IIMX TEXHOJIOTIH y
HaBYaHHI. 30KpeMa, BUeHi BusBWIH, 1o miardpopma HP Reveal € epekruBHIM iHCTpYMEHTOM JUTS T ATPUMKH
OCBITHBOTO MPOILIECY Y BHIIMX HaBYAJIBHUX 3akjagax 3a pomomoroi AR-texnomoriii. Ls mnmardopma
JI03BOJIIE Bi3yalli3yBaTH HaBuUalbHy iH(OpMaIio i MOJiMIIyBaTH METOAM HAaBYaHHSA Ta OCBITHIM mporec
3aranom [9].

[Ipornec rmobamizarii 3HAYHOIO MipOI0 BILUTMHYB Ha PO3BUTOK CYyYacHOi OCBITH, CIIPHYUHHBINY 3MiHHU B
ocBiTHIM momitumi. Lli mpomecn MOpPOMKYIOTH HOBI BUKJIMKK Ta 3aBIAaHHS, BUPIIIEHHS SKHUX TOTpeOye
MIXKHApOJHOI CIHIBIpali Ta CIpHsi€E iHTepHAIliOHANI3aMii OCBITHBOTO TpoIecy. Y €BpOMEHChKUX KpaiHax
BUKOPUCTAHHS BIPTyallbHOI Ta JIOTIOBHEHOI PEabHOCTI MPUHHATO B PIi3HUX cdepax OCBITH, IO CIPHUSE
MiBUIICHHIO SKOCTI OCBITH Ta y4acTi CTYIEHTIB B aKTUBHOMY HaBuYaHHi. BUKopHCTaHHS BipTyasJbHOI Ta
JIOTIOBHEHOI PEeaJIbHOCTI B YKPATHCHKiM OCBITI € IHHOBAI[IHHUM IiIXOJ0M, KU MOXKE 3MIHUTH TPaIMIIiHHI
METOAH HaBYAHHS.

Mix nMMHU JBOMa TEXHOJOTISIMH € 3HaYHI BiAMIHHOCTI. TeXHONOTis JOMMOBHEHO! PEalIbHOCTI J03BOJISE
mpoektyBaTu 1U(ppoBY iHPopMaliito (300pakeHHs, Bileo, TEKCT, rpadiky) y peaibHE cepefoBuile 0e3
BUKOPUCTAaHHS €KpaHa NpUCTpolo. BiH BHKOpPHCTOBYe cMapTGOHM MJisi 3a0e3MEUeHHs 3B 3Ky Mik
BipTyaJbHIMH 00’ €KTaMH Ta peaJbHUM CepeoBUIIeM. BipTyalbHa peanbHICTh, Y CBOIO YePTy, BAKOPUCTOBYE
crerianpHi rapHITYypH abo VR-okymsapu, mo0 mepeHecTH KOpHUCTyBada B TOBHICTIO MITYYHO CTBOPEHHN
BipTyaJIbHHIA CBIT, IKHH MO>Ke BimoOpaxatn 360° KapTHHKY.

HonoBHeHa peanbHiCTh (AR) — 1l TexXHOJOTis, siIka BUKOPUCTOBYE OOUYHUCIIOBAIBHI MPHUCTPOI, SK-OT
cMapT(OHH, TUIAHIIETH Ta OKYJIsIipH AR, Ut nogaBaHHs M(GPOBHX JTAHUX 10 PEaIbHOTO CBITY B pEabHOMY
yaci. Ha BigmiHy Big BipryanmpHOi peanbHOCTI (VR), sIka TOBHICTIO 3aHYpIOE€ KOPHCTyBayda y BipTyalbHE
cepenoBuIe, AR BUKOPUCTOBYE cepellOBHIIE, JOAAIOUYH O HHOTO IU(POBI €1eMEeHTH, TaKi AK rpadika, 3ByK
1 peakmii Ha moTuk [10].



TexHoJOTisS TOTOBHEHOI PEaTbHOCTI Ma€ KijTbKa KIIFOUOBHX IEpEBar B OCBITHLOMY ITPOIIECi:

- HaJIa€ MOXKJIMBICTD I€TaTLHO BUBUATH MPOIECH Ta 00’ €KTH OPIBHIHO 31 CTATUYHUMH 1TIOCTPAITiSIMH, SKi
3a3BHYail 3yCcTpivaroThes B MiAPpyYHUKAX, KapTax TOLIO;

- i ABHMIICHHS 1HTEpECY Ta 30CepeIKEHOCTI YUHIB HAa BUBYEHHI HOBOT'O MaTepiajiy Ta Horo moBTOPEHH;

- ZI03BOJISI€ IPOBOJIUTH BJIACHI NOCIIIXKEHHS Ta EKCIIEPUMEHTH;

- HaJa€ MOXJIMBICTh IPOBOJMUTH CKJIaJHI Ta HEOE3Me4Hi JOCIIIU Ta CIIOCTEPSIKECHHSA 0€3 IIKOTU s
3I0POB’S YUHIB.

Bukopucranns cucteM BipTyabHOi peanbHOCTI (VR) B OCBITI BiIKpUBAE HOBI MOXKIIMBOCTI JUIS TIepe/ayi
Ta 3aCBOEHHSI HAYKOBO-METOJMYHHMX 3HAHb Yy HaBUAIBHHX 3aKiasiaxX. 3aBIsku TexHousorii VR kopuctyBaui
MOXYTh BIPTYaJbHO BiJBiyBaTW YHIKaJIbHI €KCIIEpUMEHTaJbHI JIabopaTopii, MamoBaTH 00’€MHI KapTH,
MPOBOJUTU XiIMi4HI €KCHEPHUMEHTH, CIIOCTEpiraTH iCTOpW4YHI NOAIl Ta HaBiTH OpaTM B HUX y4yacTb. BoHu
MOXYTh 3IIHCHHUTH BIpTyaabHy KOCMIYHY ITOJOPO’K, BIIBIIaTH Oyab-Ke MicCIle Ha 3eMIIi Ta JOCIIAUTH Pi3HI
MicTa Ta KpaiHu. KpiM Toro, KopucTyBadi MOXKYTh B3a€EMOJIIATH 3 IHIIMMH YYaCHHKaMH, CIOCTEpiraTa 3a
eKCIepUMEHTaMH Ta 6e31mocepeIHb0 OpaTH y4acTh Y HAYKOBHX JOCIHIHKEHHIX y HAyKOBOMY cepemoBuii [11].

CrorojHi icHye 0e3miy pi3HOMAaHITHUX JONATKIB U BipTyaJbHOI PEalbHOCTI, 1 iX KUIBKICTH 3pPOCTAE.
[Monax 300 koMmaHii, 110 MPAIIOIOTH HA €BPONEHCHKOMY PUHKY, aKTHBHO BIIPOBAKYIOTH CBOI TEXHOJIOTIT B
i ramysi, Taki sk Oculus, HTC, Sony, Microsoft, Samsung tomo. baraTo 3 iux koMmnaHiii crieriani3yoTbes
Ha CTBOPEHHI OCBITHROT'O KOHTEHTY Ta HAJAI0Th MMOCIYTH 3 PO3POOKH YHIKAIBHUAX IPOEKTIB JUIS IIKIJ 1 BUIITHX
HaBYAJIbHUX 3aKaiB. ToMy Oy/b-SIKHi HABUAIBHUIN 3aKJIaj] Ma€ MOYKJIMBICTh 3aMOBUTH CIICIia]IbHUN TUTAH 1
YCHIITHO BUKOPUCTOBYBATH HOTO B HABYAIILHOMY Tiporieci [12].

BucHoBok

Otxe, BIPOBaKEHHS B HAaBUAIBHUM IpoLleC IHHOBALIMHMX TEXHOJIOTIM MOMOBHEHOI peajbHOCTI Ta
BIPTyaJIbHOI PeabHOCTI MOXKE JIO3BOJIMUTH YYHSM PO3IIMPUTH YSBICHHS PO MIHCHICTB, Kpalle 3pO3yMiTH
HaBKOJMINHIM CBIT, MiABUIIMTH HAaBYAJILHY MOTHBAII0O Ta €(EKTHUBHICTh HABYAHHS, a TAaKOX CIPHATH
PO3BUTKY MO3KOBOI JIiISITBHOCTI.
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