Awnmosa . ImepcnBHMIL TAXIA B CHCTEMI VHIBEPCUTETCHKOI OCBITH

..............................................................................................................................................................

YK 378.12:81°243
DOI https://doi.org/10.24919/2308-4863/48-1-45

Ipuna IUMOBA,

orcid.org/0000-0003-1687-2658

cmapuuil BUKIA0ay Kageopu anenilicbkoi mosu,

YopHomopcbko2o HayioHanbHo2o yHieepcumemy imeni [lempa Moeunu
(Muxkonais, Ykpaina) irina.dimova.scientist@gmail.com

IMEPCUBHUM NIAXIJA B CUCTEMI YHIBEPCUTETCBKOI OCBITH

Y emammi spobneno cnpoby eusnauumu Ho8I nepcnekmusu, sKi I83Cymb 8 OCHO8Y MAatlOymuboi napaouemu uuyoi
oceimu. Texnonozii gipmyanvroi peanvHocmi, Wo HAbUParMy HONYIAPHICING, BUSHAYAIOMb KII0Y08i NO3UYii 8 HAOAUIC-
YoMy MAtiOymHbOMY, a NEPCREeKMUGU BUKOPUCTNANHA IMMEPCUSHUX MEXHONO02IN 0036010Mb NO-HOBOMY NOZNANYMU HA
cucmemy 63aemo0il 1oduru 3 komn iomepom (human-computer interaction, HCI).

Haeeoenuii pempocnexmuenuii ananiz pozeumxy VR-mexHonoeiu ceiouums npo 20moeHIiCHb Ma HAsIGHICHb MEXHON02IH-
HUX pitiendb, 8BI0CYMHICIb SKUX paniule nepeutkooxcana po3eumky inoycmpii VR. Ilposederno oansao pisnux obracmet, 0e poib
iMmepcuHux mexHono2itl Habyia 0coonueo2o micys (meampanvhe Mmucmeymso, Kinemamozpagh). Ocobnusa yeaza'y cmammi
npuodinena NOHAMMIO iMepco8ochii, ujo 00380AE AKICHO IHAKULe NOSTAHYMU HA CYYACH] MEXHONO02IT 3aHYPEeHHS.

Asmopom 3pobneno cnpoby xonconioysamu 6ci 00CAIONCEHHS 8 MEPMIHON02IUHOMY ACNeKMi V 8U2IsA0i GU3HAYEHHS
NOHAMMSL IMMEPCUBHO20 NIOX00y 6 ocsimi. T103HaueHo 36 5130K IMMepPCUBHO20 NIOX00Y 3 IHWMUMU NIOXO0AMU 8 OCEimi
(Oisnvrichutl, KOHmeKCmHUY, iHgopmayiinull), RPUHYUNOM HAOYHOCII, WO POSUUPIOEMBCA MA OONOBHIOEMbCS 8 ACNEK-
Mi CYHACHUX MEXHIYHUX MOXMCIUBOCME. BusuenHs iMmepcusHo2o nioxo0y ma 6ipmyanbHux mexHonoz2itl 3a2a10M MOpKHY-
J10CA. NUMAHHA HACAIOKI8, SKI MOXCYmMb Oymu cnpuyuneri ix 3acmocysaunuam. Tym ciio ocobaueo npudirumu yeazy ncu-
XONO2IMHUM ACNEKMAM BNIUBY IMMEPCUGHUX CePe00BULY HA YUHSL, YCBIOOMIIO8AMU NOYYMMS MIpU Ma YiNenoKIa0aHHs iX
BUKOPUCIAHHA 3 POSYMIHHAM PUSUKY 36€0eHHS HAHIBEYb BCLO2O KOPUCHO20 eghekmy. [{o 0CHO8HUX nepesaz iMMepCUsHO20
HA8UAHMHS 8IOHOCAMb. MAKCUMATIbHE 3ATYYEHHS MA 30CEPeONCEeHICTb, BUCOKUNL PIBeHb 3AHYPEHHS, HA8UANHS 6e3 PUSUKY,
IHOUGIOYabHULL NIOXIO 00 HABYAHHS, HAUKPAWe 30ePedCeHH s 3HAHb.

Buxopucmanmsa wmyyno2o cepedosuiya, MaKCUMAIbHO HAOIUNCEHO20 00 CHPABIHCHLO20 JHCUMMISL, D0360JI€ He MINbKU
VCYHYmMU 308HIWHI 8i080IKAIOYI (hakmopu, ane Ui no30asumoscsi OOHOMAHIMHOCMI 8 NPOYeci HABYAHHS, 3a0e3neuyryu
CIMUMYIIOIOYY 613)ani3ayiio.

3as0aKu mexnHonozii iMmepcusHo20 HAGYAHHS, MOJICHA KOHMPONIOBAMU C8OI pe3yIbnamu ma no8 sA3yeamu ix iz peaib-
HuM 0ocgioom. Bionosioamu 3a éipmyanvhuii ceim, 0e 6onu nepedysaioms. Biomeopumu sipmyanvro 6yob-sike (izuune
cepedosuiye, 00 K020 He OYII0 O0OCMYNnY 8 CIIHAX ayoumopii.

Taxodc U3HAYEHO, WO IMMEPCUBHT MEXHONO2IL, WO Maomeb HA yeasi mpanc@opmayilo poni nedazoed, 3Myuyions
2080pumu i NPo Npoodemy He2omo8HOCMI bintbuoCcmi nedazoeie 00 ix peanizayii 6 0C8IMHIU NPAKMuYi.

Knrouoei cnoea: imepcusnuii nioxio, oceima, imepcushe cepedosuuje, 8ipmyanvHa peanvhicms, VR mexnonoeii.

Iryna DYMOVA,

orcid.org/0000-0003-1687-2658

senior Lecturer at the English Language Department,
Petro Mohyla Black Sea National University
(Mykolaiv, Ukraine) irina.dimova.scientist@gmail.com

IMMERSIVE APPROACH IN THE SYSTEM OF UNIVERSITY EDUCATION

The article points out the new prospects that will form the basis of the future education paradigm. The increasingly
popular virtual reality technology will determine key positions in the near future. The prospect of using immersive
technology has given people a new understanding of human-computer interaction systems. A retrospective analysis of
the development of VR technology shows the readiness and availability of technical solutions. Previously, their absence
hindered the development of the VR industry. A review of various fields (theaters, cinemas) where the role of immersive
technology has a special status. In the article, special attention is paid to the concept of immersion, which allows you to
have a qualitatively different view of modern immersive technology.

The author attempts to integrate all terminology studies to define the concept of immersive education. Determine
the connection between the impression method and other educational methods (activity method, context method,
information method), and the principle of visibility expands and supplements modern technological capabilities.
The research of immersive methods and VR technology considers the possible consequences of their application.
Particular attention should be paid to the psychological aspects of the impact of immersive environments on students,
to understand the sense of measurement and goal setting when using them, and to understand the risk of losing all
beneficial effects.
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The main advantages of immersive learning include: maximum involvement and focus, a high level of immersion, risk-
free learning, an individual approach to learning, better retention of knowledge.

The use of an artificial environment that is as close to real life as possible not only eliminates external distractions,
but also gets rid of the monotony in the learning process, providing a stimulating visualization.

Thanks to the technology of immersive learning, you can control your results and connect them with real experience.
Responsible for the virtual world in which they are. Recreate virtually any physical environment that was not available

within the walls of the classroom.

It also determines immersive technology, which implies a change in the role of teachers, and is forced to talk about
problems that most teachers cannot implement in educational practice.
Key words: immersive method, education, immersive environment, virtual reality, VR technology.

IMocTanoBka npo0iemMu y 3araaibHOMY BUIVISIAI
Ta i 3B’A30K i3 BaXKJIUBMMH HAYKOBHMH Ta NMpaK-
TUYHUMHM 3aBIAHHSIMHU.

Tpancdopmariiss BUIIOI OCBITH Ta BUPOOJICHHS
I0Th BHSBJICHHS MEBHUX MiJCTaB Ta TeHAEHLIH. J{ns
IOTO HEOOXiAHO 3poOHTH CripoOy BU3HAUCHHS IEp-
CIIEKTUB, IO JISDKYTh B OCHOBY MalOyTHBROI mMapa-
JIUTMHA BHIIO] OCBITH.

Psg cywacHMX OCBITHIX TexHOJIOTIH («mepe-
BEpPHYTUH KJac», 3MilllaHE HAaBYaHHS, aJalTUBHE
HaBYaHHSA Ta MiKpoHaB4YaHHsS) MOoOyIOBaHO Ha B3a-
€MO/IiT JIFOJMHU 3 KOMIT I0TepHOI0 cucteMoro (human-
computer interaction, HCI). Oanak Haityacrinie npu-
CTpoOi KepyBaHHS Ta BUBEIACHHS iH(OopMaIii (B T.49. Ta
Bi3yaslbHOT) OOMEXYIOTBCSI CTaHAAPTHUM HabOpOM
(xmaBiatypa, MUIIIa, MOHITOp Ta iH.).

Jnst misHAaHHS HaBKOJHMIUHBOTO CBITY JIIOAMHA
CTBOpPEHa BHKOPHCTOBYBATH PsJI PI3HUX (PYHK-
il Tijna: mepecyBaHHsS B MPOCTOPi, B3aEMOIIS 3
00’ €KTaMH 32 JOTIOMOTOIO PYK 1 HiT, 00epTaHHs TOJIO-
BOIO Ta iH AJle ChOTOMIHI B epy IU(POBOTO CYCITiIb-
CTBa 1Ii MeXaHi3MU HaOy/nX 30BCIM 1HIIOTO (opMmary,
IO 3aJICKUTH BiJl OPTaHiB YIpaBIiHHSI KOMIT FOTEPOM
Ta IHIIMMHU TEXHIYHUMH MIPUCTPOSIMH.

B3aemonis 3 iHTepdeiicom KopucTyBada 3poomia
3BUYHHMM KOLITYBAaTH HABYAHHS IUIIXOM HATHCKAHHS
Ha KIABIlIi Ta OYIKYBaHHS pe3yibTaTy y BUIIAII
Bi3yalbHHX 00pa3iB Ha MoHiTopi. Lle 3BoauTH BCIO
JIOJMHO-MAIIMHHY B3a€MOJII0 /IO «MAJbLIEBUX
MaHIMyJIAIIH, IO JIOAMHI 32 IPUPOIOI0 HE BIACTHUBE.

TexHororii BipTyaJbHOT peaabHOCTI Ieaati Oibiie
HaOWparTh 00EPTIB, a 3HIKEHHS BAPTOCTI TaKe yCTaT-
KyBaHHS i, SK HACJiJIOK, OTO MacoBa JOCTYITHICTb
BU3HAYAIOTh KIIFOYOBI MO3UIIT Y HAHOIMKYiN MepCrieK-
THBI, 0cO0IMBO y cdepi BUIIOI ocBiTH. TyT MroauHO-
MalllMHHA B3a€MOJIiSl 3HAXOJUTH 3BUYHE JIFONCHKOI
TIPUPOIi: PyX PYK 1 HIT I B3a€MOZII 3 BipTyaJIbHUM
cepeloBHUILEM, OOEpTaHHS TOJNOBH, IEPEMIllICHHS
BCBOI'O TiJia y MPOCTOpi, OTPUMAHHs 30BCIM 1HILOTO
3BOPOTHOTO 3B’sA3Ky. Takuii miaxiJ JOKOPiHHO 3MiHIOE
CIoCcoOM MyNBTUMONANIBHOT B3aeMofii 3 iHTepdeii-
COM KOpPHMCTYBa4a 1 BIpTyaJbHHUMH CEpEelOBHIIAMHU B
ninomy (Mikropoulos, Natsis, 2011)

AHaJi3 ocTaHHIX d0C/iIKeHb Ta MyOsaikauiid,
y AKHX PO3IVISLIANNCS aCIEeKTH 1€l mpodieMu Ta Ha
SIKHX OOTPYHTOBYETHLCSI aBTOP; BUAICHHS HEBUPIIIIC-
HUX paHillle YaCTHH 3arajbHol mpobnemu. BupueH-
HSIM BIpTyaJdbHHX CEPEIOBHII, a TaKOXK IX 3aCTOCY-
BaHHS SK IHCTPYMEHTY BIUIMBY Ha Y4YHS MPUCBSIYCHI
pobotu 3apyoixkHux aBropiB (Mikropoulos, TA, &
Natsis, A., Warburton, S., Dede, C., Blascovich, J.,
Loomis, J., Beall, AC, Swinth, KR, Hoyt, CL, &
Bailenson, JN, Sanchez-Vives, MV, & Slater, M.).

BukoprcraHHs IMMEpPCHBHUX  TEXHOJOTIH Yy
HaBYaHHI po3nsiHyTi aBtopamm Freitas, S.D., &
Neumann, T., Hew, K.F., & Cheung, W.S., Dunleavy, M.,
Dede, C., & Mitchell, R., Cummings, J.J., & Baiinen-
con, J.N., Potkonjak, V., Gardner, M., Callaghan, V.,
Mattila, P., Guetl, C., Petrovi¢, V.M., & Jovanovi¢, K.

Meton MyIsTHMOJANBHOI B3a€MOIii, peai3oBa-
HOI B irpax, 3aCHOBaHMX Ha MYJIFTUMOAAJILHOMY ITiJ-
xomi, sikuit onucanu Lv, Z., Halawani, A., Feng, S.,
Li, H., & Réhman, S.U. IIpu npomMy mix 3araabHOIO
METOI0 IMMEPCHUBHOCTI OaYUTHCS CTBOPEHHS IIPs-
MO] CITOYKH Mi’K KOHTEHTOM Ta HOTO CIIPUHHSATTAM
U TIHOOKOTO 3aHYpEHHs y TOII€EBE CEpeIOBHILE.
ABTOpOM 3a3Hau€HO, 10 MEPCIIEKTHBH IMMEPCHUBHHUX
TEXHOJIOTiIA Ta iX MacOBOTO TMOUIMPEHHS KPHIOTHCS
Y MUDKIUCIUTUIIHAPHUX TOCTIDKEHHSAX, y MOIIYKY
MOYKJIMBOCTEH Ta 0OMeKeHb IMMEPCUBHOI B3a€MOJIi1
y cucremax «monuHa-mamuHay (Dede, 2009).

3 mocraBieHoi MpobiIeMHu METOI JaHOTO JOCi-
JOKCHHSI BU3HAYAETHCS ()OPMYBaHHS KIIFOUOBUX MO3H-
i, 10 JO3BOJISIFOTh BUSIBUTH OCHOBH ITOJAJIBIIIOTO
BHBYEHHS Ta PO3BUTKY IMEPCHBHOTO ITiIXOLy BHUIIOT
OCBITH.

IMepcuBHICTH K KOMILIEKC ParMaTHYHUX CTPYK-
TYp 1 MeXaHi3MiB y MpakTULli noTpedye NeTaabHOTo
aHasizy, y TOMy 4YHCIi ¥ pPEeTpPOCHEKTUBHOIO, IO
oxorumoe pi3Hi ramysi Hayk (Blascovich, Loomis,
Beall, Swinth, Hoyt & Bailenson, 2002).

BipTyanbHa peanbHICTh SK TEpMiH 3a3BHYall OIHU-
CY€ThCsl K HAOOpy TEXHIYHOTO YCTaTKyBaHHS, IO
pobuTh (HOKyCyBaHHS Ha TEXHOJOTIYHOI CKJIAJ0BOI.
[Ipore meil TeXHONOTIYHMN MiAXiJ HE 3a0e3mnedye
KOHIIETITYaIbHy OCHOBY [UISl OCBITHBOTO BUKOPHC-
TaHHS BipTyaJbHOI PealbHOCTI.
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[Ipoiinuto moctaTHRO Yacy Ui pO3yMiHHSA Lineit
Ta TEHACHIIH PO3BUTKY BipTyalbHUX TEXHOJOTIH 3
4aciB TOTO, SIK y CBIT BUHIIIOB CTEPEOCKOIN — XUTPO-
MyZApui Ha TOM Jac BuHaxix Yapis3a YiHCTOHA, TKUH
IoKasaB #oro cBitoBi B 1837 porri. [li3Hime cBiTOBI
Oyna mpencTaBleHa CeHcopaMa KiHematorpadicra
Moprona Xeiinira y 1957 poui. Ane Bxe Tozi 0CHO-
BHOIO TIEPEIIKOIO0 PO3BUTKY OyJiHM TEXHi4HiI 0OMe-
xeHHs. Tak, y tomy 5 1957 Mopronom Xeiinirom Oy:a
3armaTeHToBaHa «TeiecepryHa Mackay — MmpadaTbKo
cydacHuX VR-rapHiTyp, sfika Tak i He Oyna 3i0paHa.
BiiicekoBa cucrema Headsight, mo € Bigeomonom 3
MarHiTHOIO CHUCTEMOIO BiJICTEXKEHHS Ta 30BHIIIHIMU
BiJICO TPAHCISIIMHUMU KamMepaMH, 4epe3 3aceKpe-
YEHICTh HE Majia IIAHCIB Ha JEMOHCTPALIIO0 HIHPO-
KOMY 3arajy Ta HaJIXO/KeHHI0O B MacOBE BHPOOHH-
urBo. OmHak ii MOXKHA BBa)KaTd OMHIEIO 3 TEPIINX
VR-TexHomoriii, mo J03BOJSAIOTH 3MIMCHIOBATH B3a-
€MOJIIIO 13 CepeIOBUIIIEM 3aHYPEHHSL.

ITogiOHMM [OMOBHEHHSAM [0 ITACUBHOIO TOYKO-
BOTO CIIOCTEPEXKEHHS Mana cucrteMa «JloMoKIo-
Buii Meuw» mpodecopa AiliBena CaseprieHma, IO
JIO3BOJISIE BiFICTE)KYBAaTH CTAHOBHWIIE TOJOBH y TIPO-
cTopi. VR-ekckypcis mo wmicty AcHeH HalpUKiHIl
70-x mpeacTaBuia CBITOBI MEPILUHA BipTyanbHUH TYp,
a xapakrepuctukoro 80-Tux OyB mepexifi J0 TaKuX
MIPUCTPOIB JOMOBHEHOI peanbHOCTI K VR-ramkerw,
nepmmM 3 gkux craB Eye Tap Cria Manna. Po3Bu-
TKY IMMEPCHUBHOCTI cipusB nipoekT RB2, 110 no3Bosse
JIBOM JIIO[SIM 3aHYPIOBATHCS Y BIpTyallbHY PEabHICTB,
B3aEMOJIATH 31 IITYYHUM CBITOM. 3 TIOSIBOIO IIHOTO
MPOEKTY TPEACTAaBJICHI IepIr crpoOu BipTyalbHUX
MaHIMYJSIINA, 10 3MIHCHIOIOTECS Y BIpTYaILHOMY
CEpE/IOBHIII 32 IOTIOMOTOI0 (DYHKIIIOHATBHUX KOHTP-
OJIepiB y BUIVISJII PyKaBUYOK. Bci mopaibIn npoexktn
CTOCYBAaJIMCS TepeBasKHO 1HAYCTpii po3ar: Glasstron,
Forte VFXI1, I-glasses, CyberMaxx ta Sega VR —
YyaoBi ifiel, sIKi TPUBAOIIOIOTh TeWMEpIB TOTO Hacy.
AJe, He3BaKAIOUW Hi Ha 110, BC1 BOHHM CTaJIA JKEPT-
BaMH HEIOCKOHAJIOCTI TEXHOJIOTiH Ha TOM 4ac i Oynm
HazoBro 3al0yti. | nuie yepes mapy HECSATHIIITH MH
CTaJIM CBIIKaMU HOBOTO CHipaJIbHOTO BUTKA y BUIIISIAIL
AKTUBHOCTI Ha Kpay/I(paHAMHTOBOMY MalIaHUUKY IS
300py KoITiB Ha uyeproBe VR-pimieHHs.

IMepcHuBHICTB, SKy pPO3YMIIOTh OYKBAJIBHO SIK
«3aHYpPEeHHS», «e(eKT MPUCYTHOCTI» JJTO3BOIISIE
SKICHO 1HaKIe MOIISIHYTH Ha 3aCTOCYBaHHS cydac-
HUX TEXHOJIOTIM 3aHypeHHs, 30KpeMa TEXHOJIOTIH
BipTyanbHOI peallbHOCTI, PO3IIUPIOIOYN Ta TOTIH-
Omroroun ¥oro. Tak MOXKHaA CrIOCTepiraTu 3a PO3BUT-
KOM IMMEPCHBHOCTI BiJl €()eKTy TeIEeTPUCYTHOCTI 70
3aHYPEHHS 3 IHTEPaKTUBHICTIO.

VY zapyOikuili miteparypi ¢irypye NOHATTS
“Immersive teaching” (immersive learning, immer-

sive education), 10 OMHUCY€ BHBUEHHS Ta KOHCOJI-
JAIlif0 TOTEHITiay TaK 3BaHUX «BIPTyalIbHUX CBi-
TiB» B OCBITHBOMY CEpENOBHII. 3a OCTaHHI KillbKa
POKIB «BipTyalbHICTb» y cdepi BUIIOI OCBiTH OyIo
BU3HAHO MOTYXXHUM Ta €()EeKTUBHHM 1HCTPYMEHTOM
MiATPUMKH HaBYaHHSI.

3okpema, BipTyallbHI CBITH TO3BOJISIFOTH BHKO-
HyBaTH KOHKPETHI 3aBHaHHS y Pi3HUX «HAJAIITY-
BaHHSX», CTBOPEHUX SIK CIIeHapii 1 MeBHUX ILIel
HaByaHHsA. Lle 103BoMsi€, HANMPUKIIAA, AOCHTIIKYBaTH
MOpCBbKE JHO YH JKepio BYyJKaHa, IO Haclpasai
Maibke HeMOXUINBO. Kpim Toro, 1ie 103BOJIsIE BHKJIIA-
JlayaM Ta y4HSIM CaMHM CTBOPIOBATH TakKi ClieHapii.

Hampukian, kijbka Ki1acis, reorpadivHo Bimmaie-
HUX OJIMH BiJl OIHOTO, MOXXYTh BHKOPHCTATH BipTY-
aJbHHI CBIT, OO CTBOPUTH BUCTABKOBHIA TIPOCTIp 3
MIEBHOTO MpeaMeTa ad0 BIJIHOBUTH 3 MHHYJIOTO iCTO-
puuny micueicTb (Freitas & Neumann, 2009).

Koncomiayroun Bci JOCTiDKEHHS B TEPMIiHOJIOTIY-
HOMY acTeKTi IMEpCHBHHWH MiJXiZi B OCBITI aBTOpOM
i€l CTAaTTi OCMUCITIOETBCS SIK CTpaTeris Mi3HaHHS, a
TaKOX CYKYIHICTh NPHHOMIB, CIOCOOIB iHTEPAKTHB-
HOI TMPOAYKTHBHOI B3a€MOJil Cy0’€KTiB OCBITHBOTO
MpOLIECY 3 METOI0 PO3BUTKY Ta CAMOPO3BUTKY OCO-
OHMCTOCTI YUHS B YMOBAxX IITYYHO CTBOPEHOTO BipTy-
aJBEHOTO OTOYEHHS, SIKE 3/IaTHE CEHCOPHI MOIATBHOCTI.

IMepcuBHMII TiAXin YAcTKOBO MOEAHYETHCS
3 IHIIAMHU IMiAXOJaMH B OCBITI (IiSIbHICTH, KOH-
TEKCTHUH, iH(pOpMaliiiHui), TOIHOIIOIUN IXHE
3HAYCHHS.3 TIO3WINI MiSUTBHICHOTO ITIXOMy, IO
nependadae CyKymHICTH CIOCOOIB (opMyBaHHS Ta
PO3BUTKY CyO’€KTHOCTI CTYIEeHTa, BKIAJACHUX Y
CaMOBJIOCKOHAJICHHS OCOOHCTOCTI, MOKHA Ha3BaTH
MPOAYKTUBHY B3aEMOJIII0 BHUKJIaJada 1, PO3BHTOK
MOTHUBAIIIT JOCATHEHb 3 METOI MEPCIEKTUBHOI MPO-
(deciifHOl TiTFHOCTI Y MaiOyTHROMY. 3 TTO3HIII{ KOH-
TEKCTHOTO MIAXOAY SK IUTICHOT KOMIUIEKCHOT MOJIei
oprasizarlii Ta QyHKI[IOHYBaHHS OCBITHBOI CHCTEMH
CHIJIbHI TOYKH CIIONy4YeHHs OayarhCsl y NparHeHHi
CTYJCHTA A0 CaMOIMi3HAaHHS, CAMOPO3BUTKY Ta CaMmo-
peasnizariii, a TakoX 3a0e3MeUeHH]I HOro caMoakTya-
Ji3amii y TOMy XHTTEBOMY MPOCTOpPi (KOHTEKCTi), ¥
SIKUH BiH BKJIIOYCHHH Ta 4acTHHOIO sikoro € (Hew &
Cheung, 2010).

[Hdpopmanilinuil miaxia HaAWOLIBI TIIMOOKO iHTe-
TPYETbCS 3 IMEPCHBHUM, TOMY IO MpPHU BUBYCHHI
Oymb-sikoro 00’ €KTa, TIportecy abo SBUIMA B MPUPOAIL
Ta CYCIJILCTBI HacaMIIepe I BUSBIISIOTHCS Ta aHATI3Y-
IOTHCSl HAHOUTBI XapaKTepHi s HUX 1HpOpMaIiliHi
ACIIEKTH, 1110 BU3HAYAIOTH 1X (DYHKLIOHYBaHHS Ta pO3-
ButTok. Tak, iHpopmamiiinui migxin (3a 1. Mappom)
PO3KpUBA€E BHUBYCHHS YSBIIEHHS Ta OOpPOOKH Bi3y-
aJbHOI CEHCOPHOI iH(opMarii, Mo IPyHTYETbCA Ha
BUKOPHUCTAHHI IITYYHOTO iHTEJEKTY, KOMIT FOTEPHIX
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TEXHONOTiH B winoMy. ImepcuBHuUil migxin nependa-
Yae HU3KY KIFOUOBUX MOMEHTIB, Y SIKUX Pealli3yeThCs
MPUHIIAIT HAOYHOCTI BUINOI OCBiTH. Tak NpUHIIMII
IMMEPCHBHOCTI HE 3amepedye, a HaBIaKW PO3IIH-
pIOE Ta JIONOBHIOE HOTO 3 ypaxyBaHHSM CYyYacHHX
TEH/ICHIIH Ta TEXHIYHUX MOXJIHBOCTeH. IMepcuBHI
TEXHOJIOTii B OCBITI MOCHIIOIOTH 3HAYCHHS HAOYHHX
3aco0iB y Mpolieci 3aCBOEHHS 3HaHb 33 PaXyHOK IIIU-
OOKOT0 3aHYpEHHS Y BipTyaJIbHE CEpPEOBUILE.

Ix ponp 36araueHHi fAKi HABYAIOTHCS KOMILIEKC-
HAM YyTTEBHM ITi3HABAJILHUM JOCBiIOM, HEOOXia-
HUM KOMIUIEKCHOTO OBOJIOMIHHS ~a0CTPaKTHUMH
MOHSITTAMHU, JIyKe BakiuBa. CEHCOPHI MONAIbHOCTI
JIOOVHU SIK TEPIIMK CTYMiHb Mi3HAHHS HEOOXiJTHO
[MOCHJIIOBATH 33 PaxyHOK OUIbII IIIHMOOKOTro 3aHy-
PEHHS, KOMIUIEKCHOTO Ha OpraHH MOYYTTiB, IO
cripusie HaOyTTIO 3HAaHb y BUMIAMAL TOHSTh, MPABUI,
3aKOHIB, IO 3aKJIAJAI0ThCS HA HACTYITHOMY CTYTICHI.
3abesmeueHds 3HaHb OIMCHICTIO, IO 00’ €KTHBHO
icHye, Mae Oe3MepEepPBHO CYIPOBODKYBATH IPOIEC
HaBYaHHSI 3 omoporo Ha BimuyTTs (Cummings &
Bailenson, 2016).

Jlist minBuiieHHst eEKTUBHOCTI HABYaHHSI TIPUHITUATT
IMMEPCHUBHOCTI BUMAarae HacamIiepe/] BUKOPHCTOBYBATH
3aco0M 3aHypEHHSI, CIIUPATHCS Bi3yaJbHY MOJAIBHICTb.
[lpuHIMIT KOMIIEKCHOCTI B MMMEpPCHBHOM IiIXomi
riepen0adae BIDIMB TONPH BCI OpTaHN YYTTS JIFOMUHH 10
CIIPUHAHSTTS HABYAILHOTO MaTepiay.

Ha >xanb, TeXHIYHO CBHOTOMAHI JOCI BiJICYTHI MpH-
KJITM MACOBOTO BUPOOHMIITBA TEXHOJIOTIYHUX PIIIICHb,
10 JTO3BOJISFOTH IIIJIKOM peali3yBaTH I1e IPaBHIIO 3aC0-
0amMM JIOCTYITHHUX CydYacHHX MpUcTpoiB. [IpoTe Bike
CBHOTOJIHI € TIIJICTABY BBAXKATH, 1110 IMEPCUBHHH TTi/IX1]T
MpeTeHaye OyTH OHUM i3 KJIFOYOBUX HA HAWOIMIKUMX
TOPH30HTaxX TpaHcQopMallii Cy4acHOi BHIIOI OCBITH.
IMMepcuBHI TEXHOJIOTIi MarOTh Ha yBa3i TpaHCchopMa-
LiT0 POJIi Ieiarora, BUCTABIIIOUN AKIIEHT Ha MPOEKTY-
BaHHI 0araToMoJaJIbHOTO BIPTYaJbHOTO CEPEIOBHIIA,
CTBOPEHHS CLICHAPIiB 3aHYPEHHSL.

[IpoekTyBaHHS MaKCUMaJIbHO TIOBHOTO BIpPTY-
QIBHOTO OTOYEHHS € HOBOI (YHKIIIEI BHKIIAJaya.
ToBopstum TIpo iMEpCHBHE 3aHYpPEHHS, CIif IMO3HA-
YUTH TEXHOJIOTIi 3aHYPEHHS Y BipTyallbHUH TPOCTIp.
OnHiero 3 paHHIX TEXHOJOTIH € cuctema Responsive
Workbench.

e TpuBuMipHE iHTEpaKTUBHE poOove MicIe, Je
3T€HEPOBAHE KOMII IOTEPOM CTEPEOCKOMiTHE 300pa-
JKEHHS TIPOCKTYETHCSI HA TOPU3OHTAIBHY MOBEPXHIO
HACTIJILHOTO JUCILUISS] 4epe3 CHUCTEMY MPOEKTOpa i
J3epPKaN 1 MPOTIIAAETECS Yepe3 OKYISIPH ISl CTBO-
penns eekry 3D. Cuctema BiJICIIi IKOBY€ MOJIOKESHHS
TOJIOBH KOPUCTYBA4a, 0 JJO3BOJIsIE HOMY OauuTH Bip-
TyaJIbHE CEpeNIOBHIIEC 3 MPABHILHOT TOUKHU 30py. [t
B3aeMomii 3 00’€KTaMH B HACTLIBHOMY CEpelOBHIII

MOXYTh BHKOPHUCTOBYBATHCS Iapa PyKaBUYOK i CTi-
JIyc, MO TaKoX BiJcTexKyroThesi cuctemoro. CAVE
3D — cuctema, 1Mo poOUTH MPOEKITIFO 300paKEHHIO Ha
CTiHM KiMHATH Y GopMi KyOa, CTBOPIOE e(heKT TOBHOT
NPUCYTHOCTI, IKa MOXe J0Ope MiIXOAUTH SIK OCHOBA
BipTyanpHOro TpeHaxepa. Cucrema CyberStage
cxoka 3a texuomoriero 3 CAVE 3D, mpote 306pa-
)eHHs cToiTh Ha ocHOBI CRT-mpoexmii akTUBHUX
cTepeo3o0paxens. [Ipu oMy cucTeMa BUKOPUCTO-
BY€ OKYJISIpU U1 00’ €MHOTO CIIPUHHSATTS 1 10JaTKOBO
OCHAIIIeHa CHCTEMOIO IIPOCTOPOBOTO 3BYKY.

Texnonorist mpoektyBanHs i-CONE Oararo B
yomy aHanoriuHa CyberStage, omHaK sIK NOBEPXHS
BHKOPHUCTOBY€E IMMPOKOKYTHUH YBITHYTHH €KpaH 3
BHCOKOIO PO3IUTBHOIO 3[aTHICTIO. 300pakeHHS Ha
HBOTO MPOEKTYETHCS LUIIXOM «3LIMBAHHS» KiTBKOX
npoekiii. Haiyacrime 0 TEXHOJOTisl 3aCTOCOBY-
€TBbCS y My3esxX Ta BucTaBkax. CiiJl 3a3HAYUTH, IO
HabuparoTh nomyssipaocti HMD-npuctpoi, 30kpema
VR-okymsipiB i3 BCTAHOBIIEHUM Y HUX CMapT(HOHOM 3
€KpaHOM BHCOKOI PO3JIITIbHOI 31aTHOCTI pOOUTH JesiKi
3 IEpepaxOBaHUX BUILE TEXHOJOTIH IMEPCHUBHOTO
3aHypEeHHS He KOHKYPEHTOCIIPOMOKHUMH.

TexHomnorii BipTyaJbHOI peabHOCTI, IMEPCHBHI
TEXHOJIOTIi CTaJIM TOTY)KHHM Ta 0ararooOIiIsSIouuM
IHCTPYMEHTOM BHIIOi OCBITH 3aBISKH X YHIKATbHAM
TEXHOJIOTIYHUM XapaKTEPUCTHKaM, SKi BiApi3HSIIOTH
ix Big 1HmmMX IT-gomarkiB. Pgm moriamiB CBIAYMTH
Npo KapJAWHAJIbHY 3MiHY 3BHYHOTO CBiTYy, MaiiOyT-
HBOI PEBOJIONI], sIKAa TOPKHETHCS HABITh HABYAHHS.
VY 1poMy BEIWKOIO 3ajadcto OadunThes 3MiHA Tiema-
TOTIYHUX TEXHOJIOTif, CTBOPEHHSA MNEPCIEKTUBHUX
IHTETPOBaHMX HaBYAJIbHUX CHCTEM, JI€ KJIFOUOBa POJIb
Oyze BigBeneHa iIMepCUBHOMY MiJXOAY — CYKYIHOCTI
MIPOrPECUBHUX MPUHOMIB, 110 PEATI3YyIOTHCS B HOBUX
ymoBax (Steuer, 1992).

Crnin 3a3HaunTH (aKT BIJICYTHOCTI TOTOBHOCTI
OITBIIOCTI MeAaroriB 0 peaizalii MPaKTHYHO HOBUX
METO/IiB, TEXHOJIOTIH, 30KpeMa IHHOBAI[IMHUX TiJIX0-
B, SIKUX MOYKHA 1 CJIiJ] BIIHECTH IMEPCUBHUM ITiIXiJI.
Lle roBOpuUTH MPO TOCTPY HEOOXiJHICTH BUOYIOBY-
BaHHS HOBHX CTPATETiH MiATOTOBKY KaAPiB IS BUIIIOT
OCBITH, TPYIOBA JIISUTBHICTD SIKMX Y MaliOyTHROMY HEO-
JIMIHHO peali30ByBaTHMEThCS B HIITNX YMOBAaX.

I'moGanbHI TEHEHIIT TEpeXoay OCBITHBOTO IMPO-
1ecy Ha «u@py» AUKTYIOTh iHIII paBuiia, HaJar0uH
apceHa Cy4aCHOTO MaJIOBHBYCHOTO HAmIid KpaiHi
IHCTPYMEHTAapil0 BIPTYaIbHHX CHCTEM. BodeBUb,
MIOBHOTO BEPXOBEHCTBA IMMEPCHBHOIO MiAXOMY
BUIIOI OCBITH OYiKyBaTH TOAl, MPOTE MEPCIECKTUB-
HICTh TICHOTO B3a€MOJIi1 3 HOBUM IIITYYHUM) CBITOM
[JIKOM 1MOBipHa TIEPCIIEKTUBA HAHOIMKIMX POKIB,
10 CTUMYITIOE PO3BUTKY THYYKI iH(popMaIiitHi imep-
CHBHI CEepeIOBHIIA.
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