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Abstract. This paper investigates the effectiveness of 3D visualization as a tool for
demonstrating technical processes in engineering education. The study compares student learning
outcomes when using 3D models versus traditional 2D materials and formulates practical
recommendations for integrating 3D visualization into technical curricula.
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CydacHa TexHIYHa OCBiTa MOTpedye HAOYHUX 3aCO0IB MOSCHEHHS CKIIAIHUX
TEXHIYHUX TpoleciB. TpaauiliiiHi TEKCTOBI OMUCH Ta JBOBUMIPHI CXEMHU HEPIAKO €
HEJIOCTaTHbO €(PEKTUBHUMH i1 (POpMYyBaHHS LUIICHOTO YSIBJICHHS MPO MPUHIIMUITH
poboTu 00JIaIHaHHSA, MEXaHI3MIB Ta TEXHIYHHX CHUCTeM. Y IIbOoMy KOHTEeKcTi 3D-
Bi3yasti3allisl BIJKPUBAE SIKICHO HOBI MO>JIMBOCTI: BOHA JO3BOJISIE TTOKa3aTH MPOLIEC
«3CepeuHn», BIAOOPa3UTHU B3AEMOJII0 €JIEMEHTIB 1 MOCHIJOBHICTH Olepauid y
AUHaMILI. 3pOCTaHHs MOTpeOU y MIAroTOBLI (paxiBLIB, 3JaTHUX MIHOOKO pO3yMITH
NPUHIUON POOOTH TEXHIYHUX CHUCTEM, HIATBEPIKYE AaKTYaJbHICTh JOCIHIJIKEHHS
€(EeKTUBHOCTI 3aCTOCYBAHHS TPUBUMIPHOI Bi3yaili3alli y HaBYaIbHOMY ITPOILIEC.

Merta nocniKeHHs — BUBHAYUTH O0COOJMBOCTI Ta €(DEKTUBHICTh BUKOPHUCTAHHS
3D-Bizyamizamii sik 3aco0y AeMOHCTpallii poOOTH TEXHIYHUX MPOIECiB Y HaBUAIbHUX
Marepiajiax 3 TEXHIYHUX JUCHUIUIIH Ta OIIHUTH il BIUIMB Ha SIKICTh 3aCBOEHHS
HABUYAJLHOTO MaTepiaiy.

OO0'eKT IOCHIKEHHSI — HaBYAJIbHUW MPOIEC i Yac BUBUEHHS TEXHIYHUX
muciututid. [Ipeamer — Bukopuctanas 3D-Bizyamizamii il JeMOHCTpailii poOoTH
TEXHIYHMX ITPOIIECIB Ta i1 BIUIUB HA SIKICTh 3aCBOEHHS 3HAHb.

Ormnsan aiTepatypy Ta aHalli3 aHAJIOT1B. AHANI3 HAYKOBUX JKEPEN CBITYUTH PO
CYTTE€BHI MO3UTUBHUI BIUIMB 3D-TEXHOJOr Ha HABYAJIbHI PE3yJIbTaTU CTYJICHTIB.
Hocmimkenuss Zhou Tta Pillai [1] moka3zano, mo CTYISHTH, SKi IpamoBaId 3
3D-iHCcTpyMEHTaMH, MPOJAEMOHCTPYBAIM B cepeaHboMy Ha 22% BWIII pe3yJbTaTh
TecTyBaHHs Ta Ha 30% Kpalie po3yMiHHS CKJIaJHUX KoHIenii. Ye, Onpium Ta Ying
y TMEeNaroriyHoMy ekcrnepuMeHTi 3a ydacTio 200 CcTyAeHTIB BCTaHOBWIM, IO B
3D-inTepakTBHOMY cepenoBullli 42% CTyAEHTIB IOKa3aJld BUCOKHI pIBEHb yBaru Ta
KOHIIHTpAIlii, TOAlI K y KOHTPOJIbHIN rpymi med mokasHuk ckiaB jwuiie 21% [2].
Teopetnune miaArpyHTs 3abe3nedye KOTHITUBHA TEOpis MYJIbTUMEIIHHOTO HaBUYAHHS
Mayer [3], sika ommcye yMOBH €(pEKTHMBHOIO MOEAHAHHS TEKCTOBOI Ta Bi3yalbHOI
inpopmarii. Korakakis, Pavlatou, Palyvos Tta Spyrellis [4] BcTanoBwiu, 10
iHTepakTuBHI ~ 3D-cepenmoBuilia  CTAaTUCTUYHO  3HAYYIIO MEPEBEPIIYIOTH  SIK
3D-animartito, Tak i cratuyHi Umroctparii (U = 419,5; p < 0,017). Anani3 icHyrounx
miatdopm — BioDigital Human, Labster, Corinth, €Bpika 3D — miaTBepuB MIMPOKHiA
nianaszoH (opMaTiB 3aCTOCYBaHHS TPUBUMIPHUX MOJIENEH Y TEXHIYHUX JUCHUILTIHAX.
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Metonu nociimxenss. [ TOCATHEHHS MOCTaBICHOI METH BUKOPUCTOBYETHCS
KOMILICKC METO/IIB: aHaJIi3 HAYKOBUX JHKEpEJl, aHaJli3 aHaJIOT1B, MOPIBHSJIbHUMN aHa13
(3a  KpuTepisIMH 3pO3YMUIOCTI, IIBUAKOCTI CHPHUHHATTS, 3amam'siTOBYBaHOCTI,
CyO'€eKTHUBHOI 3py4YHOCTI Ta MOTHBAIlIii), @ TAKOX METOAM HAyKOBOI'O y3arajbHEHHS,
THIYKIIT Ta AeAYKINi 11 OOTpyHTYBaHHS BUCHOBKIB.

[more3a mocmimkennss/ 3D-Bizyamizariss IMiJi 9Yac BHWBYCHHS TEXHIYHHX
JUCLMILUIIH JOMOMarae CTyJeHTaM IIBHIIEC Ta TOYHINIE PO3YMITH MPHUHLHUII POOOTH
TEeXHIYHUX TMPOIIECIB, 3MEHIIYE KUIbKICTh HENPaBWIBHUX YSABIECHb 1 MOJIETIIy€E
BHKJIa/IadyaM TOTaHHSI CKJIATHOTO MaTepiany y HaouHiH Ghopmi.

OuikyBaHi pe3yabTaT. 3a MACYMKaMH TOCITIKEHHS ITepe0adacThCs: BUSBUTH
TUNU TEXHIYHUX NPOIECiB, s skux 3D-Bizyamizamiss € HalOUIbII JOLIIBHOIO;
KUIBKICHO OI[IHUTH BIUIUB IHTEPAKTUBHUX TPUBUMIPHUX MOJIEJIEH HA PIBEHb 3aCBOEHHS
Marepialy TMOPIBHSHO 3 TPAJAULIMHUMHU 3aco0amu; CchOPMYITIOBATH MPAKTUYHI
peKoMeHanli o0 BOpoBa/KeHHs 3D-Bidyamizaimii y HaBuyajibHI MaTepiaid 3
TeXHIYHUX JUCHUIUIIH. Pe3ynbratu MOXyTh OyTH BHKOPHCTaHI BHUKJIaJlayaMH,
PO3pOOHMKAMH HABYAJILHUX TUIAT(GOPM Ta aBTOPAMU €JIEKTPOHHHUX OCBITHIX PECypCiB.

BucnoBku. [IpoBenenuit anami3 miATBEPKYE OOTPYHTOBAHICTh JTOCITIIKEHHS
edexTuBHOCTI 3D-Bi3yanizalii y TexHiuHii ocBiTi. HasiBHI HayKOBi JlaH1 CB1I4aTh PO
MO3UTUBHUM BIUIMB I1HTEPAKTUBHUX TPUBUMIPHUX MOJEIEH Ha KOTHITUBHY
3aJy4EHICTh CTYAEHTIB Ta SIKICThb 3aCBO€HHS Matepiany. [loganbiiue aocCiiKeHHs
J03BOJINTh YTOUYHUTH YMOBH Ta MeX1 €(DEeKTUBHOTO 3aCTOCYBaHHS 3D-1HCTPYMEHTIB 1
3aMpONOHYBATH METOJAMYHO OOIPYHTOBAHI MIAXOAM 10 iX IHTErpaiii y HaBYAJIbHHMA
mporec.
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