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Education is the foundation of society, and technological advancements are
rapidly transforming the way we learn. One of the most promising technologies
in this regard is virtual reality, which has the potential to revolutionize the way
students learn and engage with educational content. By creating immersive and
interactive learning experiences, VR can help students develop a deeper
understanding of complex concepts and enhance their critical thinking skills. VR
can also provide students with opportunities to explore and interact with
environments that would otherwise be impossible or unsafe to experience in the
real world. It is likely that VR will become an increasingly valuable tool in
education.

Bipryanbna peanbhicts (VR — Virtual Reality) — e 3monensoBane 3D-
CEpelloBHUILE, SKE Jla€ 3MOry KOpHCTyBauaM JOCIHIDKYBaTH BIpTyasibHE
OTOYEHHS Ta B3a€MOJISATH 3 HUM. BukopucTtanHs BipTyanabHOi peanbHocTi (VR)
B OHJIAiH-HABYAHHI CTa€ Bce OUIbIIl NomyJspHUM. Ll TexHomoris 103BOJsE
CTYJCHTaM 3aHypPUTHUCH y BIpTyaJbHE CEPEIOBHINE, /I BOHU MOXKYTh HAaBYATHChH
Ta BUKOHYBATH 3aBJaHHS y OUIBIN 1HTEPAKTUBHUN Ta IIKaBUH crioci0. 3aBIsKu
VR, cTyneHTH MOXKYTh BiA4yBaTh ce0€ y pEalbHUX CUTyaIlisiX Ta HaBYATHCh
MPaKTUYHUM HaBHYKaM, II0 MOXK€ OyTHM HEMOXXJIMBO y 3BHYATHOMY OHJIAiiH-
Kypcl.

Opnum 13 3actocyBaHb VR y oHJaliH-HaBYaHHI € BIpTyajbHI E€KCKYypCii.
3aBIAKY 111 TEXHOJIOTIi CTYJICHTH MOXYTb BIJIBIJIaTH BiJJajeHI KYTOUKU CBITY
Ta BUBYATHU X 1CTOPIIO, KYJIBTYPY Ta apXiTeKTypy 0€3 HEOOX1THOCTI BUXOIUTH 31
cBoei kiMHaTH. lle o0coOnMBO KOPUCHO HJsi CTYJEHTIB, SKI HE MAalOTh
MO>KIIMBOCTI MOI0POXKYBATH.

[Ile onnuM 3actocyBaHHsIM VR B OHJaliH-HaBYaHHI € TPEHYBaHHS HABUYOK
y BipTyanbHOMY cepeaoBuii. Hampukman, cTyneHTH MeOu4yHuX (PaKyIbTEeTiB
MOKYTh BHKOPUCTOBYBaTM VR, mo0 TpeHyBaTHCh Yy MPOBEACHHI CKJIAJHUX
oreparliil Ta JiKyBaHHI pi3HUX XBOpoO. Lle 103BosIsIE M OTpUMAaTH MPAKTUIHHIA
JIOCBIJI, HE PUBUKYIOUHN KUTTSM TAIlI€HTIB.

VR cTBOproeTbcst 3a JOMOMOIOI0 KOMITIOTEPHOTO OOJIaJIHAHHS —Ta
POrpamMHOro 3a0e3MeyeHHs, aje KOpPUCTyBayaM TaK0X MOXE 3HaJ0OUTHCS
HOCUTH TakKi TPHUCTPOi, SK MIOJOMH YU OKYJSApH, II00 B3aEMOJIATH 3
HaBKOIMIIHIM cepenoBuiieM. Ilicns Bumycky Oculus Rift 1 TexHosoris
CTPIMKO pO3BHUBAJIacs, 1 BOJHOYAC CTajla JOCTYMHIIIO sl KOPUCTYBayiB.
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Xo4ya [0 3aMiHM TPaJAMIIIMHUX METOJIB HAaBYaHHS 1€ JaJieKo,
BUKOPHUCTAHHS 3ac00iB BIpTyaJIbHOI PEabHOCTI B OHJIAiiH-HaBYaHHI Ma€ CBOI
nepeBaru:

— couianbHe Onaromnonydusi: VR cTBoproe mpoctip A CHuibHOI pobOoTH
CTYJCHTIB 31 CBOIMHM OJIHOJITKAMH, 3MEHIIYIOUH BIIUYTTS 130JIAII11, SIKE MOXKE
BUHUKHYTH 3 OHJIAiTH-HaBUaHHSIM;

— BIpTyaJbHI IHCTPYMEHTH Ta TYpPHU. CTYACHTH MOXXYTh BHKOPHUCTOBYBAaTH
BIpTyaJIbHI IHCTPYMEHTH, TaKl sIK MIKPOCKOIHM YM CKaJIbIIENl, 11100 CUMYJIOBATH
JIOCBIJl peajbHOro CBITY 0€3 BIAMOBIIHUX PHU3UKIB, 3AIMCHIOBATH BIPTyaJlbHI
eKCKYpCIi 10 peaqbHUX MiCIlb,

— IHKJIIO3UBHICTh: VR MOXe BHUpPIBHATH YMOBH [IJIi CTYJICHTIB 3
OOMEXEHUMH  MOXJIMBOCTSIMH, 3pOOMBIIM  HaBYaHHS  JOCTYIIHUM  Ta
IHKJIFO3UBHHUM;

— Oe3leyHe eKCHEpUMEHTalbHE HaBYaJIbHE CEpPEIOBMILE: CHUMYJILIT
BIPTyaJIbHOI PEAJIbHOCTI JI03BOJIAIOTH YYHSIM HaBYaTHCS B O€3MEUHOMY
KOHTPOJIbOBAHOMY CEpEIOBHILI Ha peajbHOMY JOCBIJI, 3aHYPIOIOUU iX y CBIT,
SKHUI TO3BOJISE IM TYJISITH 3 TUHO3aBPAMH, TPAKTUKYBATH XiPYPrii0 TOIIO;

— IOE€JIHAHHS Teopii Ta mpakTUkU: VR pomnomarae mojoJsiaTd MpipBy Mix
TEOPIEI0 Ta MPAKTHKOI, JO3BOJISIOYM CTyACHTaM BIIYYTH TEOPIIO MIAPYYHUKA B
iHTepaKkTuBHOMY 3D-cepenoBuiiii, 110 3amam’ ITOBY€ThCS;

— MIIBUILIEHA 3aJly4eHICTh: BIPTyajbHa pEAlbHICTh JI03BOJISIE CTYJIEHTaM
CHIBIIPALIIOBATH Ta BUUTHUCS OJIUH y OJJHOTO, 30UIBIIYIOUH 3arajbHy 3aJy4YeHICTb
13 BIIUYyTHUMU PE3yJIbTaTaAMH.

V3aram, BukopuctanHs VR B oOHJaliH-HaBYaHHI J03BOJISE CTYJCHTAM
OTpUMaTH OUIbII IiKaBUH Ta edeKTUBHUN NOCBiA HaBuaHHS. Ll TexHomoris
J0TIoMarae MOKpalIUTH AKICTh OCBITH Ta 3pOOUTH 1i O17IbII JOCTYHOO TSI BCIX.
Tomy MailiOyTHe OHJIaliH-HaBYaHHA TOYHO OyJie MOB'SI3aHE 3 BUKOPUCTAHHAM
VR. TIlpore, omHuM 13 TOJOBHHX HEJOJIKIB BHUKOPHCTAHHSA BIpTyaJbHOT
pEeaIbHOCTI B OHJIAWH-OCBITI € 11 BaprTicTh. BmpoBamxenHs TtexHomorii VR
notpedye AOpororo oONagHAHHS Ta MPOTPAMHOTO 3a0e3MEUYEHHs, SKE MOXKe
OyTH HEOCTYITHUM Jisl 0araThb0X HaBYAJLHUX 3aKJIAJ(IB T CTYICHTIB.

[TizcyMoBYIOYH, TOTSHIIIMHKI BILIMB 1 IIepeBaru BIpTyalbHOI PeaibHOCTI B
OHJIaH-HABYaHHI € 3HAYHUMH, NPOMOHYIOYM TNpHUBAOJIMBE Ta TMPAKTUYHE
HaBYaJbHE CEPE/IOBUIIE, IKE MOXKE MOKPAIIUTH PIBEHb YTPUMAHHS, IPUCKOPUTH
HABUYaHHS Ta IMOJOJIATH PO3PUB MIXK TEOPIEI Ta MpakThkor. He3Baxarouum Ha
MEeBHI HEOJIIKH, TMOTCHIIMHWI BIUIUB BIPTyallbHOI PEaIbHOCTI HA OCBITY €
BEJIMUE3HUM, 1 OUIKyeThCs, MO VR Halyae OULIBIIOr0 MOMIMPEHHS B YCIX
CEKTOpaXx, OCKIJIbKU TEXHOJIOTII CTaHYTh MOTYXHIIIUMHU Ta TOCTYMHIIITUMH.
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