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This article compares and analyzes two-dimensional and three-dimensional
educational games. It aims to determine the suitability of their classifications for
different academic subjects. Based on contemporary multimedia learning
theories, this study examines how spatial dimensions affect the learning process,
student engagement, and cognitive load. The results indicate that a two-
dimensional environment is more effective for abstract thinking, systematic
maintenance, and language- and logic-based tasks by reducing cognitive load. In
contrast, a three-dimensional environment provides immersive experiences for
spatial representation, physics, human anatomy, and constructivist learning
methods. The study's findings emphasize the need to select the scope of the
game according to specific educational goals and technical skills.

[IBuakuit po3BUTOK HMUGPPOBUX TEXHOJIOTIH Ta reimidikarii 3poouin Bije-
0IrpH HEBIJ'€EMHOIO YACTHHOIO CY4acHOTO OCBITHBOTO Tporiecy [3, 4]. CrorojHi
ITpU BBAXKAIOTHCS HE TIIBKU PO3BAroo, a il epeKTUBHUM CEPEOBUIIEM IS 1H-
TepakTUBHOrO0 HaBuYaHHA. OIHAK PO3POOHUKH OCBITHBOTO MPOTPAMHOTO 3a0€3-
MEYCHHS Ta BUKJIaJadi CTUKAIOTHCS 3 KOHICTITYAIBHOIO TTPOOIeMOr0: KUl (op-
MaT Bizyauisarlii, 1BoBuMipHui (2D) un TpuBumipamii (3D), € O6inbmr edexTrB-
HUM J1s1 TIeBHUX TipenMeTiB [1]. BuGip BuMipy mae mpsiMuii BIJIMB Ha KOTHITHU-
BHE HABAaHTAXCHHS YYHs, MPOCTOPOBE CIPUUHATTS iHPOpMaIi Ta 3araibHy
e(eKTUBHICTh HABYAHHS.

3rigHO 3 KOTHITUBHOIO TEOPIEI0 MYIbTUMEAIMHOTO HABYaHHS, JIIOJCHKUN
MO30K Ma€ 0OMEKEH1 pecypcH JUIsl 0IHOYacHOT 00pOOKH Bi3yasbHOI Ta MPOCTO-
poBoi iHbopmartii [2]. Y npoMy KoHTEKCTI 2D-irpu MarTh 3HA4YHY MepeBary B
MiHIMI3a1(li KOTHITUBHOTO HaBaHTaXKEHHS. JIBOBUMIpHMI MPOCTIp 0OMEXKYeE Ki-
JBKICTh BI3yaJIbHUX CTUMYJIB, IO JO3BOJISIE KOPUCTYBAu€Bl 30CEPEAUTUCS BU-
KJIFOUHO Ha aOCTPAKTHHUX MOHATTSX, TEKCT1 a00 JIOTTYHHUX 3B'A3KaX.

JIBoBUMIpHI Ta 130MeTpUYHI (popMaTh HAMOUIBI MiAXOASATH JJISI BUBYCHHS
rYMaHITapHUX HayK, MOB, MPOTpaMyBaHHA Ta MakpoekoHoMiku. Hampukian,
IpU BUBUEHHI 1HO3€MHHMX MOB aKIIEHT IOBUHEH OYyTH 3pO0JICHHMI Ha CEeMaHTHII
Ta TpaMaTHlll, 1110 MOKHA YYJOBO JOCATTH 3a JOMOMOror 2D-irop, TEKCTOBHX
3aBJlaHb Ta MPOCTUX 1HTEpaKTUBHUX NaHenei. [Ipu BuBUeHH1 icToOpii, reorpadii
ab0 eKOHOMIKH Ha TJ00albHOMY PiBHI 130METPUYHI CTpaTerii J03BOJISAIOTH Ipa-
BIICB1 OQUWTH 3arajbHy KapTUHY. [ paBIeBl HE JOBOJIUTHCS BUTPAYATH PO3YMOBY
CHEpPril0 Ha OPIEHTYBAHHS B TPUBUMIPHOMY IMPOCTOPl, a MOXKHA aHAI3yBaTH
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C€KOHOMIYHI MMOKA3HUKH, YMPABIATH PecypcaMu Ta JOCHIKYBaTH MPUUYUHHO-
HACJIIJIKOB1 3B'SI3KM B COIaIbHUX cHUcTeMax. BaxximBoro mepeBarow 2D-irop €
iX BUCOKA JIOCTYIHICTh 3 TOUKH 30pY arapaTHOro 3ade3neueHHs. Bonu He BuMa-
ratoTh MOTY>KHUX BIJIEOKAPT 1 MPOLIECOPIB, IO POOUTH iX 1/1€aJIbHUM 1HCTPYMEH-
TOM JIJI1 MAaCOBOTO BITPOBAKCHHSI B HABUAIIBHUX 3aKJIaJaX 3 Pi3HUM piBHEM Te-
XHIYHOT I1ATPUMKH.

3 iHmOro OOKYy, TPUBHUMIPHI ITpH 3a0€3MeUyI0Th O€3MpeIeICHTHIIN PiBEHb
3aHypeHHs Ta edekTy npucyTHocTi [1]. BoHu He3aMiHHI 111 IPEIMETIB, B SIKUX
IPOCTOPOBE MHUCIIEHHSA, B3aeMofia 3 (izuuHuMu 00'ekTamu ab0 pPO3YMIHHS
CKJIQJTHUX CTPYKTYp BIJITParOTh KJIIOYOBY PoJib. Lle 0coOMMBO akTyanbHO IS
MPUPOJHUYMX Ta TOYHUX HayK. Y reomerpii Ta kpecienHi 3D-cepenoBuiie Jo-
3BOJIAE CTyICHTaM (P13MYHO B3AEMOJIISITH 3 00'€eMaMU, MOMEPEYHUMH TIEpepi3aMu
Ta NEPCHEKTUBOI0. Y (I3UIl TPUBUMIPHI CUMYJISTOPU AAIOTh MOKIIMBICTH MPO-
BOJUTH BIpTyallbHI €KCIEPUMEHTH B PEKHUMI PEATBHOIO 4acy 3 KIHEMAaTHUKOIO,
IUHAMIKOIO 200 OITHKOIO.

3D-irpu 0coOJIMBO BaXKJIMBI JiJI1 BUKJIAJAaHHA MEIULMHU Ta Olosorii. Bu-
BUEHHSI aHATOMII JIFOJUHU 200 MOJIEKYJSIPHOI CTPYKTYPH XIMIYHMX CIOJYK Ha-
0arato eeKTUBHIIIE, KOJIH YYEHb MOXE 00epTaTh 00'€KT, JOCHIIKYBAaTH CKia-
JIHI CUCTEMH a00 CIIOCTEPIraTH 3a POOOTOIO OpPraHiB y TPUBUMIPHOMY MPOCTOPI.
3D-dopMaT Takox € ONTUMAILHUM JJII KOHCTPYKTHBICTCHKOTO T1IXOy B OCBI-
T1, KOJIM Y4€Hb Oepe Ha cebe pPoJIb TBOPIL 1 MPOEKTYE apXITEKTYpH1 00'eKTH a0
TexHiuH1 MexaHi3Mu [1]. Hepomikamu 3D-TexHOMOTIH € BUCOKI CHCTEMHI BUMO-
I'M Ta pU3UK JE30pI€HTALll] TPaBIls, AKIIO 1HTepdelc 1 HaBirallis 3aHaTO CKJIaI-
H1 JJIs1 HEIOCBITYEHOTO KOPUCTYBayva.

[TincymoByr0uM, MOKHA CTBEPIXKYBAaTH, IO HE ICHY€ YHIBEpCAIbHOTO (o-
pMmaTy Bijeoirop AiA BCiX mpeameTiB. [IpumaTHICTh MEBHOTO KaHPY 3aJEKUThH
BiJl XapakTepy camoro mpeameta. 2D-irpu € HaWKpamym 1HCTPYMEHTOM st
MaHIIyJTFOBaHHsSI CHMBOJIaMH{, BUBYCHHSI MOB, JIOTIKM Ta aHali3y cuctem. Bo-
Houac 3D-irpu € OinbIl ePEeKTUBHUMU, KOJIU MOTPiOHA MPOCTOPOBA MAHIMYJIs-
I1is1, MOJIETIIOBaHHA (PI3UYHOTO CBITY Ta IIIMOO0Ka eMOIliifHA 3ay4eHICTh Y MO/ie-
JhOBaHE cepenoBuine. MalOyTHE OCBITHIX TEXHOJIOTIH TOJIATAae€ B CHHEPTii 000X
dbopmariB, Jie piBeHb Bi3zyamizallii afanTyeThCs 10 KOHKPETHOTO IMeIaroriyHoro
3aBAaHHA [3, 4].
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