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[IBu KK pO3BUTOK 1HGOPMAIIHHO-KOMYHIKAIIMHUX, 30KpeMa MOOUTbHUX, TEXHOJIOT1H
CYTTEBO BIUIABA€ HA CIOCOOU AiSTTbHOCTI JIFOAMHU. OCOOIMBOI aKTYaJIbHOCTI TPU LIbOMY Ha0y-
BaIOTh JIOCATHEHHS II0JI0 MOOUIFHUX TEXHOJIOTIH Ta MIUPOKOMY BHUKOPUCTAHHIO MOOUTbHUX
MPUCTPOIB y TPOMAJCHKOCTI Ta y PI3HHUX rajy3six Hayku. MoOUIbHI TEXHOJIOT1i MO3UTUBHO
BIUIMBAIOTh Ha OCBITY, a TOMOBHEHA peanbHICTh (AR) pa3zom i3 BipTyansHOI0 peanbHicTio (VR)
Ta 3MmimaHo peanbHICTIO (MR) BBaXKarOTHCS «KIHOYOBUMHU OCBITHIMH TEXHOJOTISIMU Y
HacTyrmHoMmy necsatuiitTi» (Becker, S.A., 2018) [2].

3 onHOro OOKy, IMEPCHBHI TEXHOJIOTIT — II€ IHTerparis BipTyalbHOTO BMICTY 3 (i3uu-
HUM CEpEeJIOBUIIEM, IO J03BOJISIE KOPUCTYBAUYEB] MPUPOJIHO B3AEMOJISITH 31 3MIIIAHOIO pea-
JBHICTIO, SIKA BKJIIOYA€E B c€0€ JBa OCHOBHUX TUIIM PEajbHOCTI, sIK JonoBHEeHa (AR) ta BipTy-
anpHa (VR) (Arbogast, M., 2019 [1]). 3 inmoro 60Ky, iMepCHBHI TEXHOJIOTIT — I METOIU Ta
MIPUCTPOI, K1 CTBOPIOIOTh €PEKT 11eHTU(]IKaLlIi 3 IMEPCUBHUMH MeJia 3a JOIOMOIOI0 CEHCO-
PHUX CTUMYJIIB, SIKi BAKOPHCTOBYIOTh MOJICITIOBAHHS Ta AUCIUIET I 3aHYPEHHS JIIOJIEH Y Bi-
PTyalibHI CBITH, SIKI HE 3aBXIM MOXYTh OyTH JOCTYIIHI B peaIbHOMY >KHTTI. Taki TeXHOJOTIi
€ TIOETHAHHSIM PEATbHOTO CePEOBUIIA Ta ITU(PPOBUX TEXHOJIOTH 3a JOMOMOI0OI0 1HTEPAKTUB-
HUX JiH, 1 € IHTEerpalli€o BipTyaJbHOIO0 KOHTEHTY 3 (DI3UYHUM CEPEIOBHUILEM, IO JT03BOJISIE
KOPHCTYBA4€B1 MPUPOTHO B3AEMOJIISTH 31 3MIIIAHOIO PEATBHICTIO, SIKa BKJIIOUYAE JIBA OCHOBHUX
TUTH peanbHOCTI, K AR, Tak 1 VR. BipTyanbHa peanbHIiCTh — 11€ TEXHOJIOTS, SKa JT03BOJISE
CTBOPIOBATH 3a JIOMOMOTOI0 TEXHIYHMX 3acO0IB BIpPTyasbHI CBITH Ta €(PEKTH TPUBUMIPHOTO
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CEpEe/IOBUILA, B IKOMY KOPUCTYBad B3a€MOJII€ 3 BIPTYaJIbHUMH 00’ €KTaMU, IIPU BIAYYTTI TpHU-
BUMIPHOI IPUCYTHOCTI. JOTIOBHEHA PEATbHICTh — TEXHOJIOT1S IHTEPAKTHBHOT KOMII IOTEPHO1
Bi3yauri3allii, sika J03BOJIsIE KOPUCTyBayaM OauyuTH B pPeaJIbHOMY CBITI BIPOBa)KEH1 BipTya-
JIbHI 00'€KTH 1 MAHIIYJIFOBATH HUMH B PEAJIbHOMY 4acl 3a JI0IIOMOTr 00, HAIIPUKJIad, BUKOPHC-
TaHHSI MOOLTFHOTO TIPHUCTPOIO, JOJATKIB Ta Opay3epiB JOMOBHEHOI peaibHOCTI. Ha BimMiHy
Bl VR, 1€ KopucTyBau «IepeMillyeThbCs» B 1HIIE Miclle, JOMOBHEHA pealibHICTh (AR) «po3-
IIUPIOE» PEATHHUH CBIT BIPTyaIbHUMH 00'€KTaMHU.

Hocaianai poboTu (aucepraiiii, Marictepcbki, MOHOTpadii) 3a TeMamMu BUKOPUCTAHHS 1M€-
PCHUBHUX TEXHOJIOT1H B OCBIT1 Pi3HUX PIBHIB MOYMHAIOTH 3’ ABIATHCS Mpubau3Ho y 2002 pori,
PO IO CBIAYATh JaH1 BIAKPUTOrO apXiBy HAyKOBUX poOIT «JIMIJIOMHI Ta AucepTauiiHi po-
0otu y Bimkputomy moctymi» (Open Access Theses and Dissertations, OATD, odimiiina eje-
KTpOHHa ajipeca apxiBy: https://oatd.org/). Ornsia Ta aHani3z aHOTaNil WX POOIT CBIAYMUTH, 11O
HayKOBIIl  JOCHKYIOTh TexHomorii VR Tta AR  3rigHO 3 TakumMu  [UISIMU
(https://oatd.org/oatd/search?q=Immersive+technologies+&form=basic) [3; 4]: 3acTocy-
BaHHS IMEPCUBHUX TEXHOJIOT1H /JIs 3a0€3MeUYeHHs] TUCTaHIIMHNX KOH(epeHIiid Ta 6i3Hec-3y-
cTpiueit (mampukiazn, vSpatial, Horizon Workrooms, MeetingRoom, Immersed Ta iH.); cTBO-
PEHHS Ta BIPOBAKEHHS JOAATKIB, III0 OPIEHTOBAHI Ha CIIUJIbHE TPOCTOPOBE NMPOEKTYBAHHS,
CTBOPEHHS €CKi31B 1 MOJIEJICH, OpraHi3allif0 MO3KOBOTO IITYPMY JUIsl KOJIEKTUBY YYaCHUKIB Pi-
3HHX MPO€EKTIB (Hanmpukiam, SuperViz, Sketchbox, Softspace, IrisVR Prospect, STAGE, PiXYZ
Review, VISIONXR Ta iH.); mig0ip Ta BUKOPUCTAHHS IHCTPYMEHTIB CITIBIIpaIli KOPUCTYBaYiB 3
METOI0 HCTAHIIMHOI OCBITH, HaBYaHHs, JIEKIII Ta mpe3eHTariii (Hampukiam, Acadius,
Engage, Oxford Medical Simulation Ta 1H.); 3aco0u JOIMIOBHEHOI Ta BIPTYaJbHOI peaIbHOCTEN
JUTst 3a0e3MeUeHHs Bizyalizailii 1abopaTopHUX poOIT 3 TPUPOAHUYO-MATEMATUYHUX JUCIIHII-
niH (Hanpukian, iHctpymentd VR: Nano2d (xiwmis, 6ionorist), VR Roller Coaster (¢izuka, ma-
temaTtuka), INMind2 (anaromis, Oiosoris, ximis), HandWaver (maremartuka), Volumetric
oscilloscope (maremaTuka, dizuka), Calcflow (maTtemaruka, ¢izuka) Ta iH.; iHctpymentu AR:
Google Lens ais oTpuMaHHs 101aTKOBOT iH(GOpMAITii Ipo 00'€KTH ITOCTiHKEHHS y 0ioJIorii,
MiHepaJorii, apxiTeKTypi, iCTOpil Ta MapKETUHTY; MOOUTbHUI momaTok SKyscrapers AR st
JOCJIIIDKEHHS BIZIOMUX XMapOYOCiB CBITY, OTJISIAY iX B JIETANSAX 3 YCIX OOKIB, 3’sICyBaHHS OCO-
OJMBOCTEH apXiTEeKTypHOTo BUTBOPY; LandscapAR, mo jgae MOXIMBOCTI KOPHCTyBayaM, BH-
KOHYIOUHM JTOCJIIJPKEHHS, CTBOPIOBATH BJACHI JAaHAIIA(PTH, OCTPOBU 3 Maropdbamu, ropamu 1
JOJTMHAMH, a MTOTIM MeperiisaaTy iX B 00’ eMuomy Burisiai; CleverBooks — MoOinbHI 101aTKH
Big Clever: Geography, 1o 103BoJIs€ MOAOPOKYBATH 10 KOHTHHEHTaX B 3D, BUBUaTH reorpa-
(it pi3HUX KpaiH, rpaTy 3 MOTOJI0K0 1 ce30Hamu, Ai3HaTucs uiopy 1 payny ta iH.; Geometry
JUTSl BUBYEHHSI 00’ €MHUX T€OMETPUYHUX (BIryp; Space mist JoCTipKeHHsT KocMocy Ta iH.; 3D
I'padika GeoGebra, mo nomomarae BupimyBatu mMaremaTnuHi 3anadi 3D, cTrBoproBaTu rpa-
¢ixu 3D dynKkIii TAa TOBEPXHI, reoMeTpHYHI KOHCTPYKIIii B 3D Ta iH.); BUKOPUCTAHHS IHCTPY-
MeHTIB 111 cTBopeHHs VR 1 AR (Hampukitana, miaaT@opMu Jj1si CTBOPEHHS BEO-TIPOEKTIB 3 elie-
MeHTaMd AR 103BOJISIIOTH pO3pOOHMKAM BUKOPUCTOBYBATH K MapKEpHi, Tak 1 Oe3MapKepHI
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https://oatd.org/oatd/search?q=Immersive+technologies+&form=basic
https://irisvr.com/prospect
https://play.google.com/store/apps/details?id=eu.cleverbooks.cbgeography
https://play.google.com/store/apps/details?id=eu.cleverbooks.cbgeography
https://play.google.com/store/apps/details?id=ru.skyinnovations.cbgeometry
https://play.google.com/store/apps/details?id=eu.cleverbooks.space&hl=en

TEXHOJIOTIi JoroBHEHO1 peanbHOCTI: Layar, Vuforia, Acrossair, Wikitude, Aurasma, BlippAR,
UniteAR Ta iH.); ocoOimBoCTi BUKOpUCTaHHS VR My3eiB 1 TpOBEIeHHS JISKIIHHNUX 3aHSATh
(manpukiaa, Museo Virtual del Patrimonio (Virtual Museum of Heritage) del IES “Pedro
Espinosa” mis Buknaganss ¢izuku, Skyscrapers AR and Google Expeditions for Geography
11 BUKJIaaaHHs reorpadii Ta 6iosorii, Google Arts and Culture (Virtual museum) and AR-
Kit for Art mist BUKIIagaHHsT MECTEITBA, CBITOBOI JIITEpATypH, ICTOPIi Ta iH.); OCOOJIMBI Tij-
xoau BukoprctanHsa AR Ta VR TexXHOOT1# 11sl iIHKITFO3UBHOT OCBITH.

OT1xe, MOKHA BUOKPEMHTH TaKi 3arajbHI1 NIAXOAN 10 BUKOPUCTAHHS IMEPCUBHUX TEXHO-
JIOT1¥ B HABYAJILHOMY IPOIIEC] 3aKJIaiB 3arajabHO1 OCBITHU:

- JISJIBHICHUM MIAX1J, IO CIPSMOBAaHUI Ha OpraHi3auiio JIsIbHOCTI Cy0'eKTIB HaBYasIb-
HOTo mporiecy 3a pormoMororo AR ta VR 3 MeToro akTuBi3allii m3HaBaabHO1 AiSTILHOCTI Ta ca-
MOPO3BUTKY YUHIB 1 CTYAECHTIB;

- 0COOHCTICHO OpIEHTOBAHWHN MIAXiJ, IO Ma€ 3a0€3MEeYNTH BU3HAYCHHS YHIKAJIBHOCTI
0COOMCTOCTI Ta PO3BUTKY ii 310HOCTEH, CAMOBU3HAYCHHS, JIIIEPCHKUX OCOOIUBOCTEH, CIIPH-
SHHIO MOTHUBAIlil yUHIB/CTY/I€HTIB /0 HABYAHHS 1 CTBOPEHHS AJIS I[HOTO BIAMOBITHUX YMOB 32
noromororo AR ta VR;

- KOTHITUBHMM MiJXiJ, 110 CHOPSIMOBAHWI HA BUSIBJICHHS MPUYMH Ta MOIIYK ILISAXIB
PO3B’s3yBaHHS HABYAIBHHUX MTPOOJIEM, SIKi CIPUSIIOTH PO3YMOBOMY PO3BHUTKY Y4HS ab0 CTy/e-
HTa, 3 BUKkopuctanuam AR Tta VR;

- nudepeHIIioBaHN TAX1]I, M0 MOJsTrae y 3a0e3MedeHH]l YMOB ISl PO3BUTKY 001apo-
BaHMX JITeH Ta AiTel 3 pi3HUMHU (YHKI[IOHATLHUMHA OOMEXEHHSIMH Ha OTPUMAHHS JOCTYITY
710 SIKICHUX OCBITHIX IMOCHYT 3a JOIIOMOT'OX0 HaB4YaHHA 13 BUKopuctanHsaMm AR ta VR;

- CHCTEMHHH MiJXiJ, 10 mepeadadae MieCIpsIMOBaHy MIsJIbHICTh YYACHUKIB HaBYAIIb-
HOTO nporecy 3 BukopuctanHsaMm AR ta VR Ta BpaxyBaHHS HUMU 3B'A3KiB MK METOIO, 3aB/IaH-
HSMH, 3MICTOM, (JOpMaMH, METOJaMH HaBYaHHSI.

Kpim poro, nmiaxin moao BukopuctanHaMm AR Tta VR nns HaBuansHOro npoiecy BU3Ha-
Ya€ThCA BIAMOBIIHO J0 LUJIEH, pOopMH, pIBHS, TUITY 3aX0y (HampuKiad, HAaBYaIbHUN MPOEKT,
THxAeHb STEAM ocBiTH, KPYTJIMH CTUI Ta 1H.) HABYAHHSL.
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