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The purpose of the article is to analyze the study of using the VR
technology during preparing specialists of different frameworks. Particular
attention is given to theme of immersion study in our realities. Also it compares
using immersion studying in the different spheres of studying like military and
building spheres. The articles presents the views on different ways of immersion
studying and it's phases. Finally we can understand benefit of using VR (virtual
reality) technologies in modern kind of studying and practical using of it.
Immersion studying technologies can improve process of preparing specialists
significantly.

Hapasi nmroacTBo nepedyBae y CTaHl MOCTIHHONO Po3BUTKY. KOKEH JCHB
3 ABJISIFOTBCS. HOBI TEXHOJIOTII, HOBI 1/I€i Ta HOB1 pO3pOOKK. PO3BUTOK OKpeMHUX
rajy3eil BIJIMBac HE TUIBKM HA HHUX CaMUX, &€ i MOXXKe MaTW BIUIUB HA
abconroTHO Pi3Hl chepu. SckpaBum npuknagoM € cpepa VR (virtual reality)
texHoyoriid. [{udposi TexHomorii VR 3apa3 BUKOPUCTOBYIOTH JUIsl 1rop,
HABYAHHSI, JIIKYBaHHs, MPOBCICHHS CKJIAJHWX OMNEpaniii 3 TpaHCIUIAHTALl.
HaiinonynsipHimmm cnocoOoM BUKOpUCTaHHS VR TEXHOIIOTIH € BIACOITPH.

HaiikopucHimorw ceporo BukopuctaHHsi VR € miaAroroBka pi3HOMaHITHHX
¢axiBiiB, TOOTO HaBYaHHs. [OJOBHOK MEPEBArOld BUKOPUCTAHHS  TAKHX
TEXHOJIOT1 € MOKIIMBICTh TIOBHOTO 3aHYPEHHS Y MOJETb CHTYAIllii Ta 31aTHICTh
BIJIUYTH 1 MPOAHAII3yBaTH MO3UTUBHI YA HETATUBHI HACJIJKA TUX UM 1HIIUAX 1M,
a TAaKOXK 3MOJICTIIOBATH BapiaHTH PO3BUTKY moAii. [ToHATTs IMEPCUBHOCTI
PO3YMIETBCS K «3aHYPEHHS», «EPEKT MPUCYTHOCTI». BoHA M03BOJISIE SKICHO
1HAKIIE MOMVIIHYTH HA 3aCTOCYBaHHS CYYaCHUX TEXHOJIOTIH 3aHYpEHHS, 30KpeMa
TEXHOJOTI BIPTyaJIbHOT PEAIBHOCTI, PO3MIMPIOOYM 1 TMOTTUOMIOKYA .
IMmepcuBHUI croCiO HABYAHHS, BKIIIOYAE B ¢€0E€ CTPYKTYPY MI3HAHHS, & TAKOXK
CYKYIHICTb JESKAX NOPHUWOMIB, CHOCOOIB IHTEPAKTUBHOI, MPOIYKTHBHOI
B3a€MO/I11 YYACHHUKIB OCBITHBOI TPOrpaMu Ta 00’ €KTIB BUBYCHHSI.

CTpiMKMH PO3BUTOK 1 YJIOCKOHAJIEHHS KOMIT FOTEPHUX TEXHOJOTIH
J03BOJIMB PO3LIMPUTH BILTUB 1 301IbIIATA BUKOPUCTAHHS IMEPCUBHUX CIOCOOIB
HaBuaHHs. BukopucranHs aonoBHeHOi peanbHOCTI AR (Augmented Reality),
BipTyanbHOi peanpHOCTI VR Ta 3mimanoi peansHocTi MR (Mixed Reality)
HAJAKTh MOKJIMBICTH CTBOPIOBATH YMOBHM JJIi HABYaHHS B O€3MEYHOMY,
JOCTYIHOMY, BIIKPUTOMY LM(POBOMY HABYAIIBHOMY CEPEIOBHIII.

OnHi€ro 31 cep BUKOPUCTAHHS TEXHOJIOTTH BIpTYyabHOI PEAIIBHOCTI B
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HABYAJILHOMY TMIPOLECI € MIAroTOBKAa BlChKOBHUX (paxiBiiB. MoOUIBHI
JNOJATKW, OHJIAWH-3aHATTS Ta BIPTyaJbHA PEAIBbHICTh CTAJId YaCTUHOK)
NOBCSIKACHHOTO KUTTS Ta JOKOPIHHO 3MIHWJIM YSIBY IIOAO MPOLECY OTPUMAaHHS
iHpopMmalli Ta 3HaHb. AJKE BIIOMO, IIO JIMLIE MEBHA YaCTHHA JIFOACH n00pe
cnpuiimae Oyb KWl HaBYAIBHUWI Marepial 3a JOMOMOIOK) YMTAHHS, PEIITa K
Kpauie crpuiimae BidyalibHy 1H(Qopmauniro. Habararo edekTuBHilIE Ta
€KOHOMHILIE MPOBOJUTH MPAKTUKY 3 HOBHM BIICHKOBMM OOJIAJHAHHSIM CaME y
BIpTYaJIbHI pEanbHOCTI, a JHIIE NOTIM 3aKPIIUTFOBATA HA MOJIrOH1 3100yTi
HABWYKW Ta 3HAHHSA, a/DKE HA MIATOTOBKY OJHOrO Olils MOTPIOHO BUTPATUTH
BEJMKY KIJIBKICTh PI3HOMAHITHUX OO€mpunacis 3a/uisl €PEKTUBHOTO TPOBEACHHS
00r0. TexHomnorii «3aHypeHHs» BHKJIIOYAKOTh 3aTPaTHICTh Ta 3MEHINYIOTh
PHU3UKH BIHCHKOBOTO HABYAJILHOTO MPOLIECY.

Takok BipTyajbH1 TEXHOJIOTI JOMOMAraroTh JOCHIKYBATA KOCMOC, aJKe
JUIS KOCMOHABTIB € HEHMOBIPHO BaXJIMBHM pOOMTH Bce 0Oe3 mMOMUIOK. B
HENPUJATHOMY ISl JKATTS KOCMOCI JIMIIE OJWH HEMPABUIBHHA PyX MOXKE
KOLITYBATH CHELIATICTaM XHUTTs. B mponeci maroToBKM KOCMOHABTA MPAKTHKA
€ KIYOBHM acrnekToM. (CaMme «IOBHE 3aHYPECHHS» Ja€ MOXIJIMBICTb
MaiOyTHPOMY KOCMOHABTY MOPUHYTH Y CBIT KOCMOCY Ta KEPyBaTH KOCMIYHUM
matioM, nepedyBaroun Ha 3emjl. HaBumBIIMCH KEPYBAaTH KOCMIYHOKO PAKETOIO
y BIPTYa&JIbHIM PEabHOCTI, KOCMOHABT Ma€ HA0araro MEHIIE IAHCIB TOMYCTUTH
NOMMJIKY, HIXK IKOM HaBYaHHsI MPOXOAMI0 0e3 Takoi €(PEKTUBHOI TPAKTHKH.

He crama BuxnroyeHHsMm 1 cepa OyaiBHULTBA. BipTyanbHi TEXHOJOTI
BIUIMHYJIM 1 HA TaKy MOBCSAKICHHY JUIs Hac cQeEpy sK CHOPYKEHHS HOBUX
OyaiBenb. 3a JONMOMOrOK  «E(EKTYy MPHUCYTHOCTD»  apXITEKTOP MOXKeE
3MOJENIOBATH CBOKO PpOOOTY y TPUBHMIPHOMY NPOCTOpPI Ta AOCIIIUTH
CYMICHICTh THX YM IHIOMX MarepiaiiB. 3a JAONOMOror VR OKylspiB MOKHA
no0aunT TOTOBY POOOTY apXITEKTOpa 4M AM3aiiHepa 1HTEp epy, HE Oyayrouu
HIYOrO, TaKUM YMHOM MOJIETHYEThCS poOoTa B Wil cdepi. MoxemMo ckasaru,
mo VR TeXHONIOri MarwTh Oy>KE€ BEIMKWA BIUIMB HAa CQEPY NIATOTOBKH
PI3HOMAHITHUX CHEIIATICTIB, Bl apXUTECKTOPIB 0 KOCMOHABTIB. TeXHOJOrI]
IMEPCHBHOTO HaBYaHHs HaOYyBalOTh BCE OLIBIIOI MOMYJSPHOCTI, TEXHOJOTI
TPUBUMIPHOTO MPOCTOPY MOKPALLYIOTECS Ta YAOCKOHAIIOIOTHCA, A 1€ 3HAYMTh
110 Hallle MaHOYyTHE caMe 3a BIPTYaJTbHUMH TEXHOJIOTISIMH.
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