AKAJIEMIYHI BI3II

Bunyck 38/2024

EdeKTUBHICTh BUKOPHCTAaHHS BipTya/IbHOI peajbHOCTI B
HaBYa/IbHUX NporpamMax i3 ¢pism4Hoi Ky/JIbTypH

I'so3deyvka CeimaaHa BoaodumupisHal, Caguenko Bosaodumup Basepitiosuy ?,
Typuaninoe Pammip /Imumposuy?

Ony6J1ikoBaHO Cekiiis YIK
06.12.2024 Ocsita/Ilegarorika 796.004+615.83

DOI: https://doi.org/10.5281/zenodo0.14287959

JlineH3oBaHo 3a ymoBaMHu Creative Commons BY 4.0 International license

AHoTanisg. YpaockoHasieHHs npolecy (i3UYHOr0 BUXOBAaHHSI aCOLIIETHCS 3
YIPOBa/P>KEHHAIM IHHOBALLIMHUX TEXHOJIOTiH. [lepCIeKTUBHUMM HalpsMKaMU MoOJepHisanil
¢disMyHOro BUXOBaHHSl € BipTyaJibHa Ta JonoBHeHa peasybHicTb (VR/AR). Meta: oruasj,
epeKTUBHOCTI BUKOPUCTAHHS TEXHOJIOTIM BipTya/JbHOI Ta [JIOMOBHEHOI peasbHOCTI B
¢isuyHoMy BuxoBaHHi. Metoau. MeTtojoJsioria JociifKeHHs Mepeabdavyasa MpPoBeAeHHS
CTPYKTYPOBAHOTO OIJISIAY HAYKOBUX JKepeJ, 110 iHAeKCylTbcs cucteMmoro Google Scholar.
Horo 6y/0 BUKOHAHO 3 BUKOPHCTAHHSAM NpPOrpaMHOro 3aGesmeyeHHs PoP. BigmosigHo 0
TeMaTHUKHU JJ0CJTi/I>KEHHSI IOKPOKOBO 6y/10 cGOPMOBAHO CIUCOK i3 I'ATU HAYKOBUX My0OJliKaLlii,
10 BiAnoBifanu kputepiaM Biabopy. Orzasg 6yso oO6MeXeHO JiTepaTypHHUMHU [KepesaaMu
2020-2024 pokiB. Pe3sysabTraTH. YCTaHOBJIEHO aKTya/bHICTb ynpoBamxeHHa VR/AR
TEXHOJIOTiN y npouec GpisMYHOTO BUXOBAHHS Pi3HOTO KOHTHUHIEHTY — BiJl JOLIKIJILHUKIB 10
ctyfeHTiB. IlepeBaru VR/AR TexHoJioriil mnoJigraioTh y MifiBULEHH]I 3aJy4eHOCTi Ta
MOTHBOBAHOCTI 3/100yBayiB OCBITH A0 HaBYaHHS ¥ TpeHyBaHb MiJ, 4yac 3aHATb Qi3UYHOTrO
BHXOBAaHHA, a TaKOX Y PO3BUTKY IXHIX PYyXOBUX HaBU4YOK. BHUCHOBKH. JlociifKeHHHA
NpPOJIEMOHCTPYBa/IM NpakKTU4HYy ILiHHicTb VR/AR TexHosoriii gss ¢$isMyHOro BHXOBaHHS.
[IpoananizoBanuil Aoceig anpo6anii VR/AR TexHosioriid y cepefoBulli 300yBayiB OCBiTH
X04ya ¥ Ma€ eBHi 0OMeKeHHSs, aJjie 30Cepe/PKYETHCS HAa IXHbOMY NOTeHIiasli /i/i1 MallOyTHbOTO
nepeTBOPEHHS] OCBITHbOro mnpouecy. [loganbiii gocaifkeHHsa MaloTh OyTH COpPsIMOBaHi Ha
BUBYEHHS 0co6inBoCcTel okpeMux VR/AR TexHO/10Ti Ta NOTEHLiHUX MOXK/JIUBOCTEHN IXHBOTO
BUKOPUCTAHHSA y Pi3MNUHOMY BUXOBAHHI JjiTell pi3HUX BIKOBUX KaTeropii.

Kiilo4yoBi cJioBa: iHTepakTUBHE HaBYaHHS, PYXOBIi HABUYKH, OCBITHI TeXHOJIOTII,
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1 kaHAUJAT HayK 3 $i3UYHOr0 BUXOBAHHS i CIIOPTY, AOLEHT Kadepu Teopii Ta MeToAUKU Gi3UUHOI KYJIbTYpH,
CyMcbKU# JepaBHUM mnegaroriuHuil yHiBepcuTeT iMeHi A.C. MakapeHka, HaB4ajibHO-HayKOBUUM iHCTUTYT
¢disnyHOl Ky/AbTypH, Kadeapa Teopii Ta MeToguKH ¢isuyHOi KyabTypd, M. Cymu, VYkKpaiHa, sveta-
gvozdecka@ukr.net, https://orcid.org/0000-0002-7744-7471

Z cTaplIMi BUKIaAa4d Kadeapu eKoJoril, OXOPOHM HaBKOJIMIIHBOTO Cepe/loBUILA Ta 3J,0POBOT0 CIIOCOOY XKUTTS,
arpoTexXHiuHUN dakynbTerT, LleHTpa/bHOYKpaiHCbKUI HaliOHaJIbHUH TeXHIYHUHN YHIBEpCHUTET,
M. KponuBHUIIBKUH, YKpaiHa, vova.savchenkovvs@gmail.com, https://orcid.org/0000-0003-0407-4616.

3 ctyneHT, Kadenpa Teopii i MeToguku ¢isMYHOTO BUXOBaHHs, HaBua/bHO-HAayKOBUN IHCTUTYT 3/J0pPOB’f],
peabiniTanii Ta ¢pisuyHOoro BUxoBaHHHA, HanlioHaibHUH yHiBepcuTeT $i3MYHOrO BUXOBAHHA i COPTY YKpaiHHy,
M. KuiB, YkpaiHa, ratmirvariag@gmail.com, https://orcid.org/0000-0003-2628-3101



AKAJIEMIYHI BI3II

Bunyck 38/2024

The Effectiveness of Using Virtual Reality in Physical Education
Curricula

Annotation. Improving the process of physical education is associated with the
introduction of innovative technologies. Virtual and augmented reality (VR/AR) is a promising
direction for the modernization of physical education. Purpose: review of the effectiveness of
using virtual and augmented reality technologies in physical education. Methods. The research
methodology involved conducting a structured review of scientific sources indexed by the
Google Scholar system. A structured search was conducted using PoP software. According to
the topic of the research, a list of five scientific publications that met the selection criteria was
formed step by step. The review was limited to 2020-2024. Results. The relevance of the
implementation of VR/AR technologies in the process of physical education of various
contingents - from preschoolers to students - has been established. The advantages of VR/AR
technologies are to increase the involvement and motivation of learning and training in physical
education, as well as their motor skills. As a result of the analysis, two main directions of using
VR/AR technologies in physical education were specified: 1) to improve motor skills and
training; 2) to increase interest and motivation for physical exercises. Moreover, the
researchers do not focus on any particular technology, preferring the game method, which
contributes to the gamification of the physical education process. Conclusions. Recent studies
have demonstrated the practical value of VR/AR technologies for physical education. The
analyzed experience of approbation of VR /AR technologies among schoolchildren and students
has certain limitations, but the emphasis is on their potential for the future transformation of
the educational process. Further research should be aimed at studying the features of individual
VR/AR technologies and the potential possibilities of their use in the physical education of
children of different age categories.

Keywords: interactive learning, motor skills, educational technologies, pedagogical
innovations, sports pedagogy, cognitive development, adaptive learning.

Bcryn

[HHOBaLiMHI TEeXHOJIOTiI € HEeBIAAIJIBHOI YAaCTHUHOK CY4YaCHOTO OCBITHBOTO MpPOLECY,
30KpeMa 3yMOBJIIOE MOJiepHi3aliito Gpi3sMYHOTO BUXOBAHHS Ha Pi3HUX PiBHAX 34,00y TTS OCBITHU.
lle moB’si3aHO 51k 3 HUpOBi3alji€lo, TaK i 3 NOKpaLeHHSAM AOCTYMHOCTI 0 TEXHOJIOTIN Horo
y4acHUKIB. [IIBUAKICTh NOSIBU IUPPOBUX TEXHOJIOTIM 3HAYHO NMEPEBULIYE TeMIU anpobaiii Ta
JlOCJiI>KEHHS IXHbOI epeKTUBHOCTI y cdepi PpiznuHOro BuXxoBaHHA. BUHUKae HU3Ka NpobJieM,
KOJIU TOCTYJIIOIOThCA JIMlIe NepeBard Ta MOXJIMBOCTI, a He OOI'PYHTOBYETbCA 3HAYEHHS
TEXHOJIOTIM [IJil IKICHOrOo mepeTBOpPeHHs Mpolecy (Gi3sMYHOTO BUXOBAaHHS, a TAaKOX KOJIHU
NPONOHYETbCH iXHE BUKOPUCTAHHA [Js ypi3HOMaHiTHeHHS (Qi3UMYHOrO BUXOBaHHS, 6e3
ypaxyBaHHSI eQeKTiB, 1[0 MOXYTb CHOCTepiraTUcs. MexaHidyHa iMmeMeHTalis OKpeMHX
TEeXHOJIOTIN y npouec ¢pisMYHOro BUXOBAHHSA He [03BOJIIE BUKOPUCTOBYBATH iX eQpeKTUBHO.
CaMe omepaTHBHICTb NpaKTUYHOI anpobauil iHHoBaLii y ¢$i3sMYHOMY BHUXOBaHHI BH3HA4ya€
MOXJIMBOCTI HOro mnojasblioi onTuMisauii. Takox icHye HeoOxifjHiCTb mnepiogUYHOrO
y3arajJbHeHHsI NPAaKTHUYHOrO JOCBily BUKOPUCTAHHA IHHOBALiM y 3a3HayeHid raaysi, 1o
Jl03BOJIAE€ BUAIJIMTU 3arajibHi HalnpsAMKW HMOro BJOCKOHAJ/IEHHA 4epe3 CYKYIHICTb IepeBar
OKpeMUX TEeXHOJIOTIYHUX rpyn. OCTaHHIM 4acoM CIOCTepIraeThbCs MiZBUILEHHSA iHTepecy [0
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BUKOPUCTAHHSI TEXHOJIOTiM BipTyasibHOI peasibHOCTI B mpoleci ¢pisuuHOro BUXOBaHHS, 1[0
3yMOBJIEHO MMOKpPAILleHHAM IXHBOI JOCTYNHOCTI [IJI yY4aCHUKIB OCBITHBOTO nipouecy. lIBuakun
PO3BUTOK LIbOTO HANPSAMKY 3YMOBJIKOE NOTPEOY B y3araJbHeHHI IPAaKTUYHOTO JOCBiAY 100
BUKOPUCTAHHS BipTyaJbHOI Ta JOMOBHEHOI peasibHOCTI B pi3NUHOMY BUXOBaHHI.

Texnousorii BiptyanbHoi (VR) Ta gonoBHeHOi (AR) peasibHOCTI CbOT0/iHi IPOJOBXKYIOTh
aKTUBHO BIPOB3/KYyBaTUCS B OCBITHIM Mpolec K Ha piBHI 3/j00yTTs MOBHOI 3arajabHOl
cepefHbOi OCBiTH, Tak i Ha piBHiI Bumoi [1, 2]. [loTouyHi gocaigkeHHs 30cepesKyHTbCs
BUKJIIDOYHO Ha JeMOHCTpalil NOTEeHLiMHUX Ta BCTAaHOBJIEHHI peajbHux mnepeBar VR/AR
TexXHOJIOTi /1 HaB4yaHHA [3, 4]. BoHM xapakTepu3ylOTbCsl IiHTepaKTHUBHICTIO Ta
NpuBabJUBUM JU3alHOM. Lle cnpusie MiABUIIIEHHIO 3a/Iy4YeHOCTi Ta MOTHBAllii 10 HABYaHHA [5,
6]. CnoyaTKy BipTyaJibHa Ta JOIOBHEHA peasIbHICTbh aKTHUBHO po3BUHY1acs y cdepi po3Bsar. Lle
JI03BOJINJIO 3a0e3MeYUTH OiJblly 3a/y4yeHiCTb TpaBLiB i 3pOOUTU TpagULiMHUN IrpOBUM
npotec 6i/bLI iHTepaKTUBHUM, HAGJIU3UBILIU KOTO [0 peaJbHUX [ill, 30KpeMa nepej0aunuBIIn
pPyXOBY aKTHUBHicTb rpaBuiB [7, 8]. Came irpoBuii dopmaT mnpefcTaBJeHHS KOHTEHTY €
oco6suBicTio VR/AR TexHoJI0TiH, Ki NPONOHYOTHCA /15 BUKOPUCTAHHSA B poleci ¢pisuyHOoro
BUxOBaHHS. lle Moxe BifbyBaTHcs yepe3 CTBOPEHHSl CHeljiaJibHUX CleHapiiB, 3MarajabHOl
iIHTepaKTHUBHOCTI, @ Tak0 TBOpPYOCTi B pyci [9, 10]. KoHcTaTy0Th, 1110 came irpoOBUN METOJ, €
OZIHUM i3 HalGiNbII MONYAAPHUX Y chepi pisudHOro BUXoBaHHsA. loro BUKOpUCTaHHA B PO6OTI
3 pi3HOBIKOBUM KOHTHHI'€HTOM JI03BOJISIE JOCATHYTH OiJIbLII0I MOTUBOBAHOCTI Ta 3a/Iy4€HOCTI
Y4YaCHUKIB, CHpPHUSE TBOPUOCTI Ta ONTUMAJbHOCTI pyxoBoi aisabHocTi [11, 12]. Bapto
3a3HauMUTH, 1O BUKopucTaHHd VR/AR TexHos0orili came B HaB4YaHHiI CIOPTUBHUX irop
BUABWUIOCA ePeKTUBHUMM Ha eMmmipuyHoMmy piBHI. JlocnifHukaM Baajnocsa cdopMyBaTH
nporpaMy BUKopucTaHHA VR /1g NMoKpaleHHs CHOPTUBHUX HABUYOK Ta PO3BUTKY PYXOBUX
dKocTed JiTed wmkinbHoro Biky [13, 14]. 3a3”avaroTh, 10 caMe irpoBuil ¢opmar
BUkopuctanHsd VR/AR TexHosioriii y $i3MuHOMYy BHUXOBaHHI Ta CIOPTUBHOMY TpeHYBaHHI
[03BOJIIE TOKpPAIIMTU TEOpeTUYHi 3HaHHA Ta MNPAaKTU4YHI HaBUYKU. PekoMeHZ0BaHO
30cepeaUTUCA Ha reiMidikanii ¢pisuuHoro BuxoBaHHs 3 BUKopucTtaHHaAM VR/AR TexHos0riN
K MEepCNeKTUBHOMY LLIAXy Horo MogepHizaunil [15, 16]. CborogHi MoXxHa BUAIJIUTU TpHU
OKpeMi HampsIMKM BUKOPHUCTAHHS irpoBOro MeToAy B po6oTi 3 (i3UUHOro BHUXOBAHHS:
kioepcnopT; VR/AR; ek3epreiiminr. KibepcmopT, w0 mnepejbadae 3ajy4eHIiCTb pPyXOBOI
AKTHUBHOCTI B IrpOBOMY NPOILIEC], He € JOCUTH NONYJISAPHUM, IPOTE OKpeMi opraHisanii akTUBHO
PO3BHBAIOTH Pi3Hi BUJU BipTyaJIbHUX €AMHOOOPCTB i CIOPTUBHUX irop, NpOBOASATH 3MaraHHs
[17, 18, 19]. ¥ nponeci po3BuTky VR/AR TexHoJOTi} CbOr0/jHI NOCTYNOBO BUOKPEMJIIOETHCSA
HanpsiMOK pO3pOOKU MPOAYKTIB, Oe3mnocepelHbO MOB’SI3aHUX i3 Pi3UUHUM BUXOBAHHSM,
nepeBara fKHUX IIOJIATA€E caMe B IIMPOKOMY 3aCTOCYBaHHI IrpoBoro metony 4Yepes
reiiMidikariito pyxoBoi akTUBHOCTI Ta HaB4YaHH4 [20, 21, 22]. HanpsiMOK eKk3eprelMiHT TaK0oX
TNOB’I3aHMH, TPOTe He 30cepe/PKeHU il BUK/II0UHO Ha BUKopHcTaHHI VR/AR TexHosoriit. Horo
CYTHICTb MoJiATa€ B TOMy, 11006 opraHisyBaTu ¢i3vuuyHe BHUXOBaHHS B irpoBoMy ¢opmari,
30kpeMa 3 BuUkopuctaHHsM VR/AR TexHosorii. BiH 6e3nocepeHbO NOB’sI3aHUH i3 pO3pOOKOI0
creljjaJibHUX OporpaM Ta AoAaTkiB AJs redmidikauii ¢ismyHoro BuUxoBaHHA [23, 24].
JlociAHUKY 3a3HAYalOTh, 1110 OJHIEIO 3 KJIIOUOBUX NepeBar BukopuctaHHs VR/AR TexHosorin
€ dopMyBaHHSA B MOJIOAI NOTpebu 3aiMaTucsa GisMYHMMU BIpaBaMu camocTiiiHO [13]. Bouu
Jl03BOJIIIOTb NOKPAUIUMTH e(PeKTUBHICTh [JUCTAHLIMHOIO HaBYaHHA Yepe3 30epexeHHH
MOTHUBaAllil TUX, XTO 3aMMa€EThC, 3aBASAKH irpoBil 10ja4i HABYaJIbHOTO KOHTeHTY. JloC/ifHUKHU
aKLleHTYI0OTb Ha HeOOXiIHOCTI HaB4YaHHS MaWOyTHIiX ¢axiBliB i3 (i3UUyHOro BUXOBAHHS
BUKopUcTaHHI0 VR/AR TexHos10TiH Yy MailOyTHiN npodeciiiHiil fisiabHOCTI [25, 26], npu uboMy
CTBOPHOETHCS CUHEPTeTUYHUM ePeKT 10/0 PO3BUTKY B MallOyTHiX ¢axiBLiB iHpopMaLiiiHO],
iHHOBalliliHOI, 370pOB’sA36epeXKyBa/ibHOI KOMIeTeHTHOCTeW [16]. 3a3HaueHi mnepeBaru
IPYHTYIOTbCA K Ha pe3y/ibTaTaxX NPaKTUYHUX [OC/IPKeHb, TaK | BUBYEHHI OKpeMUX IUTaHb
yIpPOBa>KEHHS Ta BUKOPUCTAHHS 3a3HAa4Ye€HUX TEXHOJIOTiM y ¢pisMuHOMY BUXOBaHHI pi3HOTO
KOHTUHIeHTy. OCTaHHIM YacoM MoKpaluaacs AOCTYNHICTh Ta MoAgudikania irposux VR/AR
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TEXHOJIOTi, MpoTe He OyJIo AOC/Ii/P)KEHO MNPaKTUYHOI ePEeKTUBHOCTI PO3BUTKY PYXOBUX
HaBUYOK y npoleci ¢i3snuHOro BUXOBAHHS i3 iIXHIM 3aCTOCYBaHHSIM.

Memorw uj€i cTaTTi € oryisa/ epeKTUBHOCTI BUKOPUCTAHHSI TEXHOJIOTIM BipTyasbHOI Ta
JIOIOBHEHOI peasibHOCTI B Gpi3MYHOMY BUXOBaHHI 1110/10 PO3BUTKY PyXOBHUX HABUYOK.

3asdanHs cmammi:

1. llpoBectu pocaimxkeHHsa w40 BUBYeHHS edekTuBHOCcTi VR/AR TexHosoriii B
¢$i3sMYHOMY BUXOBaHHI.

2. BUBYMTHU HampsIMKU MpPaKTUYHOTO 3actocyBaHHs VR/AR TexHoJoriil Ajiss pO3BUTKY
PYXOBUX HaBUYOK.

3. locaigutu npobJsieMaTuky BrnpoBaJkeHHs VR/AR TexHosoriit y npouec ¢pisuyHoro
BUXOBAaHHS.

Pe3ysbTaTH

[l [ocArHeHHS TOCTaBJeHOI MeTH OyJio 3aCcTOCOBAaHO TEOPEeTHYHI MeToAu
nejaroriyHoro JOC/ai/P)KEHHsI i3 BUKOPUCTAHHSM MporpaMHoro 3abesnedeHHsi PoP ver. 8
(Harzing, HimeuuyunHa). [Tomyk npoBoauau B Google Scholar. Bubip uiei inpopmarilinoi 6a3u
3yMOBJIEHUM BEJIMKUM OXOIJIEHHSIM HaykKoBol iHdopmanili 3a pisHUMU HanpsiMKaMu
JOCJIIIKEeHHA Ta MOXKJIMBICTIO OTPUMaHHA IOBHOT'O LOCTYNy 0 MaTepiaJiB. [lonpy HeYiTKICTb
QJITOPUTMIB MOILYKY, pe3yJbTaTU 3/e6i/blIoro noAi6HI A0 THX, Ki MOXXHAa OTPUMATH NpPHU
MOUIYKY B iHIIKMX 0a3aX HaykoBUX MaTtepiauiB. Jlo Toro x Google Scholar nHagae goctyn fo
«Cipol JiiTepaTypu», IKa, Ha Hally AYMKY, MO€ MICTUTH LIiHHUW NPAKTUYHUU JOCBIJ 100
JlOCipKyBaHOTo NUTaHHA. CTpyKTypy NOIIYKY Bilo6pakeHo Ha puc. 1.

®
'CE; 3anucH, BUJANEHO Tepes
X 3anucu iieHTUHIKOBAHO | moxasom:
'g“ n=106 Jly6sikatu 3aIuCiB
= BUJaJIeHO (n = 27)
)
=
\ 4
3anucy nepeBipeHo ——| 3anucu BUKJIIOYEHO
(n=71) (n=8)
= 3 l 3anucu He 0 aHo
IIMCU He OTPUMaH
2 allMCH, 1K1 BUKOPHCTaHO p
= JU1s1 oy Ky (n = 36) (n=16)
=%
-
o
3anmyMcu  OLiHEHO  Ha | 3amucu BHKIIIOYEHO:
BiJINOBiHICTL BUMOTaM [lppynna 1 (n=5)
(n=20) [IprunHa 2 (n = 8)
l [IlpyunHa 3 (n=1)
=)
: - 0
g JlocaigxeHHs, AKi
E BKJIIOYEHI 10 oIy
X n=7
2| m=7

PucyHok 1 - [IpoTOKOJ MOWYKY JliTepaTypHu
[lossicHeHHA: 1 - y4acTb CHOPTCMEHIB; 2 - ONWUTYBaHHA; 3 - He IMOBIJOMJIEHO MpPO
BTPY4YaHHS.
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[TourykoBi 3aIUTH BUKOHYBAJIUCS 3 YpaXyBaHHSAM ocobsinBocTeit PoP i 6y mouyeproso
anpo6oBaHi. Bubip Oysi0 3ynmuHEHO, KOJU BAAJOCSI OTPUMATH HaWO/IbLIY KiJIbKICTh
pe3yJbTaTiB 3a KOXKHUM i3 3anuTiB. [lomyk 6ysn0 oomexeHo mxepenamu 2020-2024 pokis.
3anuTu 3iMCHIOBAIKCS 32 TAKOI CTPYKTYPOIO Ta KJAOUYOBUMHU ciaoBamu: 1) TI = virtual reality
physical education + KW = sport game; 2) TI = VR physical education + KW = sport game; 3) TI
= augmented reality physical education + KW = sport game; 4) TI = AR physical education + KW
= sport game.

Ycboro 6ysio 3HafgeHo 106 mny6uikaniid, i3 dAkuX, micad BUJIydYeHHA AyOJiKaTiB,
3anumuaoca 79. [licasa nonepeiHLOTO 03HAMOMJIEHHS 0YJ10 BCTAHOBJIEHO, 1[0 71 my6Jiikanis
BifmoBiziasa TeMi ctaTTi. KpuTepisiMu Bk/IOYeHHS Oy/1M OPUTiHA/MIbHI CTATTIi; AOCAiAKEeHHS 32
y4acTio jroguHy; irpoeuid popmat VR/AR TexHosoriil. [lizcTaBaMu AJis BUKJIIOYEHHS Oy/id
OTJISIAW; TeOpeTUYHi CTaTTi; BUMAJKH; IHTEPB'I0; y4acTb crnopTcMmeHiB. [licis posrasay
aHoTalil AJig MoJa/bIIoro aHajlildy OyJo BifjibpaHo 36 my6uikauii, i3 HUX jauile ajas 20
BJasiocs J00yTU MOBHUM TeKcT. [lic/ig peTesibHOTrO aHasi3y 3a y4acTO TPbOX AOC/iIHUKIB 10
orsisgy OyJsio BifjibpaHo 6 opuriHaJbHUX CTaTell Ta MaTepiasiB HAayKOBUX KOHpepeHLin
(Bk/IIOYEHHS1 BifOyBasiocs 3a yMOB MOTO/PKEHHS1 JBoMa JAocC/HifHMKaMu). BukiatoueHo 14
ny6Jsiikalniid i3 NpuUYMH: y4acTh CHOPTCMEHIB - 5; omuTyBaHHS — 8; He MOBiJOMJIEHO NpPO
BTpy4aHHs - 1). Hagani 6yJio npoBeieHO aHali3 BiZjibpaHUX CTaTEN.

[IpeacraBiieHHs pe3y/bTaTiB AOCAiAKeHHS OyJe CKIaJaTUCA 3 JBOX YacTUH. Cno4yaTKy
Oy/ie HaBe/JleHO pe3yJIbTaTH aHali3y AOCHiKeHb, AKi yBIUILIM 10 oraaay. Jlaai — aHasi3 JaHux
BUKJIIOUEHUX MNyb6usikauii. lLle mnoB’si3aHO 3 HEOOXiHICTIO BHOKpPEMJIEHHS HaNpPSIMKY
BUKOpUCTaHHA irpoBoro ¢opmaty VR/AR TexHoJsioriii [ijii po3B’si3aHHA Npo6ieMu
3aJIy4eHOCTi MoJ1oAi 10 3aHATh Gi3SUYHUMU BIIPpaBaMHU.

Y TabJ1. 1 npescTaB/IeHO pe3yJibTaTH, OTPUMaHi JOCAiJHUKAMH, BiAi6OpaHUX A1 OTJIALY
ny6JiiKaliu.

Ta6aunga 1
Pe3yJsibTaTy JOC/iAKEeHb, BKJIIYEHUX 10 OTAA4Y
. ) 0co6/11BOCTI
ABToOpH, pik Y4yacHuku TexHoJioris PesynbTaTn BucHoBkH
BTPy4YaHHS
Utamayasa, L. 34 3p06yBaui VR Metaverse 40 xB 3HayHi, NOPiBHSHO 3 VR Mae
G.D, & ocBiTu 10 - 12 BUKOPUCTAHHSA rPYIO0 KOHTPOJIIO, NepCcreKTUBU B
Mardhika, R. POKiB, crenjiajbHO 3pOCTaHHSA MoJIinIeHHi
(2024) [28] po3mnoaisieni po3pobJieHoro MOKAa3HUKIB PyXOBUX pyxoBoi
Ha rpynu IPOrpaMHOro HaBUYOK KOMIETEHTHOCTI
BTpPy4YaHHS Ta 3abe3nevyeHHs nij JitTed y
KOHTPOJIIO KepiBHULITBOM dizuuHOMY
BUYUTEJIS BHMXOBaHHI
bi3KyIBTYpH, SIKE
30cepeKeHe Ha
PO3BUTKY PYXOBHX
HaBHUYOK:
JIOKOMOTOPHI pyXu;
KOHTPOJIb 00’€KTIB
Omarov, N., et 60 cTyfeHTiB, AR Game- Mogaenb 3HauHi BigMiHHOCTI CyTTeBi
al. (2024) [29] po3mnogaisieHi based learning 3axXOIJIEHHS PYXy MiX ZJBOMa rpynamu 3 nepeBaru
Ha rpynu (GBL) PoseNet Ha 6azirpu | morsisagy sk ¢izuyHOL BIPOBA/PKEHHS
BTPYYaHHS Ta Subway Surfer aKTUBHOCTI, TaK i ARy disuuHe
KOHTPOJIIO BUKOPHUCTOBYBAJIaC | MOTHBALil HAa KOPUCTb BHUXOBaHHS 51K
51 BIIPOJIOBK LIIECTH eKCIepUMEeHTa/IbHOI JUUIS1 PO3BUTKY
MicauisB rpynu diznyHoOl
AKTHUBHOCTI, TaK i
MOTHBAaIlil,
306i/IbLIEHHS
3aJIy4eHHs
CTY/ZleHTiB J10
yyacTiy




AKAJIEMIYHI BI3II

Bunyck 38/2024
biznyHUX
BIpaBax
Chang, K. E,, et 52 3po6yBaui AR PEclass YuacHukam AR- Y nopiBHSIHHI 3 TUMH, BineoincTpykuii
al. (2020) [30] ocBiTH 7 KJacy, PEclass Heo6xijHO XTO BUKOPUCTOBYBAaB He
posmnogineHi Ha HaBYMUTHCH, BiZleoMaTepiaiy, y THX, 3a6e3Me4yrTh
rpynu BUKOPHUCTOBYIOYM | XTO HocayroByBaBcs AR, | iHTepakTHBHOI
BTPy4aHHS Ta MaTepianu CrocTepiraBcsl Kpalui po6oTH Ta He
KOHTPOJIIO Nigpy4YHHUKa, edeKT BiJj HABYaHHS MOEAHYIOTh
MOEAHYIOUU PYXOBHX HaBUUOK TeopeTHYHi
06’€KTUB KaMepHu 3HaAHHA 3

MOGIJILHOTO NiApy4YyHUKa 3

TesnedoHy i3 PYXOBUMH
300paXKEHHAM HaBUYKaMHU. AR,

PYXOBHMX HaBU4OK iHTerpoBsaHa 3
y kHu3i. Ekpan 3D-
Hocis MaTepiasaMy,
aBTOMAaTHYHO MOXKe
Bifo6paxkae 3D- JOMOMOTI'TH
MoJieslb 3100yBayaM
MepCoHaXa, AKUH OCBiTH Y
Ma€e QyHKIil BHBYEHHI
yIpaBJliHHS. PYXOBUX
ExcneprMeHTa/lbH HaBUYOK,

a AisJIbHICTb I03BOJISIIOYU
pOBOJMJIACA kepyBaTH 3D-
nBivi mo 90 xB MOZ,eJIII0

IepcoHaka mif,
Yyac BUBYEHHS
MaTepiany
MiApyYHUKA
Pratama, B. A, 74 3p06yBaui Mo6inbHi YnpozoB:x mectu BcranoBsieHO nepeBary Bukopucranua
Sucipto, S., & ocBitu 9-10 fojatku AR MicsLiB pe3yAIbTaTUBHOCTI iHTepaKTUBHUX
Hanief, Y. N. POKiB, BHUKOpPUCTAHHA PYX0OBOTO TECTyBaHHA y Me/ia
(2022) [31] posmnoineHi Ha nonatkiB AR (35 JIOKOMOTOPHHUX Ta JIONOBHEHOT
rpynu XB Ha MaHiNyJIATHUBHUX PYXIiB peasibHOCTI Ha
BTPYy4aHHS Ta NOYaTKOBOMY JUIs1 TPy BTPY4YaHHS OCHOBI
KOHTPOJIO 3aHATTI Oif, MOGIJILHOTO
KepiBHULTBOM 3aCTOCYHKY
yuuTens) y MOXKe
M0JIbOBUX yMOBaxX MOKPALIUTH

OCHOBHI PYXOBI
HaBUYKH JiTeln
9-10-piuHoro

BiKy
Fernandez- 75 3100yBayviB VR Ha ocHOBI YHnpoaoBx 1mecTu 3agikcoBaHO CyTTEBE GAMy
Vazquez, D., et ocBiTu 12-14 Bizeoirop nHa THXKHIB 110 JIBa MOKpalleHHs nmoeAgHaHHi 3 VR
al. (2024) [32] POKiB TPbOX irpo.iit 3aHATTA MOKA3HUKIB /s TPyny crpusie
Pi3HUX KJIACiB: koHcousti Xbox | TpuBasicTio 50 xB. VR y TecTtax Ha NOKpallleHHI0
PTS pnsa One Ta GAM 6yno i30MeTpUYHYy CUITy epeKTUBHOCTI
KOHTPOJIbHOI MIPUCTPOIB pO3p0o06JIeHO mifg KUCTI, 6iYHUX CTPUOKIB, pO3BUTKY
rpynu (n = 14); Kinect, Yac BTpy4YaHHA 3 TeMiHry, KoOOpAHUHaLil PYyXOBUX
PTS+GAM po Nintendo ypaxyBaHHSAM HaBUYOK,
rpynu Switch Ta KOHTEKCTY piibMy MOB’sI3aHUX i3
BTpy4aHHs 1 (n rOJIOBHOTO «ABaTap 2». Y KOOp/IMHALi€10
=32); JMcIiest rpynu VR 6ysia PYK Ta oueit
PTS+GAM+VR Oculus Quest crenjajbHa
3aCTOCOBYBaJIaC 2 CTaHLis,
4 10 Tpynu o6J1aiHaHa
BTpy4aHHs 2 (n OKYJISIpaMM Ta
=29) Kinect Sports Xbox
Bae, M. H. 90 3mo6yBauiB | VR o6sasgHaHa 3aHATTA Y rpyni BTpy4aHHs [Iporpamu
(2023) [33] ocBitu 5-6 KiMHaTa TpuBasicTio 40 xB 3a¢ikcoBaHO BULIi ¢dizuyHOrO
KJaciB, BiZi0yBaIMCS 3ara/ibHi NIOKa3HUKU BUXOBaHHA Ha
posmnogineHi Ha BIPOJIOBXK 8 ¢diznuHOi ocHoBi VR
rpynu THXKHIB B KIMHaTI, MiATOTOBJIEHOCTI, edeKTUBHI Ay
BTPy4aHHS Ta o6J1aZiHaHil ABOMa noB’s13aHi 3i craHOM MOKpalleHHs
KOHTPOJIO BEJIMKUMU 3/J0pOB’sl, HA OCHOBI diznyHol
eKpaHaMy, CTaH/JapTU30BaHUX niArOTOBJIEHOCTI
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IOBKOJIA SIKUX TEecCTiB cepez,
pO3TalIOBYyBaJUCA KapZAiopecnipaTopHoOl 3106yBayiB 5-6
Jla3epHi JaTYUKH; BUTPUBAJIOCTI, KJ1aciB
JaTYUK THYYKOCTi, M'130B01

BiJiCTeXXeHHs Ha
cTesi;
BEJIOEPTOMETD,

CUJIY, BUTPUBAJIOCTI,

notyxHocTi Ta IMT pnia

XJIONIIiB Ta AiBYaT

MOB’A3aHUH 3
KOMIT'I0TEPOM;
MpUCTPiit
Xbox360,
OCHallleHUH
Kinect. [Iporpamu
MpeACTaBJISINCS
Ha BEJIMKOMY
eKpaHi 3a
JI0TIOMOT' 010
npoekTopa (Beso,
JIMDKHUH CIIOPT,
OOKC, TaHIi)

[IpoieMOHCTpOBaHO, 10 Ha TJi 3HA4YHOI 3aljikaBJeHOCTi y BuUKopuctaHHi VR/AR
TEXHOJIOTiN y nmpoueci ¢pi3sMYHOro BUXOBAHHS, HE3HA4YHA KiJIbKICTb A0C/Ai/P)KeHb MOB’sA3aHa 3
NPaKTUYHOK JeMOHCTpalli€lo iXHboi epeKTUBHOCTI. JIville ABa JocaiaKeHHs Oy/M NOB’sA3aHi
3 BUKOPUCTAHHSM HasgiBHUX 3ac06iB VR/AR TexHoJiOTiHl Yy IXHBOMY Cy4YacHOMY pO3yMiHHi [32,
33]. YoTtupu gocaiP)keHHs1 NpeACTaBUJIN OPUTiHa/IbHI pO3pOoOKU Ha 6a3i MeTaBcecBiTy, 3D-
MojieJiIoBaHHs, reiiMidikanii yepe3 BukopuctanHsa VR/AR TexHosoriin [28, 29, 30, 31]. B
OJJHOMY [JIOCJi[>KeHHI O0y/J0 MpOBeJleHO MOpPIBHSIHHS 3aHATh reiiMidikoBaHoro ¢isuyHOro
BUXOBaHHS Ta 3 BUKopUcTaHHAM VR TexHosiorii [32]. B ogHOMy focaimxkeHHi B sskocTi AR
BTPY4YaHHSl NpeACTaBJE€HO BUKOPUCTAHHS MOOIBHUX 3acTOCyHKiB [31]. 3aranomMm, fik i
nepezbayasocsi, OCHOBHUM MeTOJIOM HaBYaHHSA B Qpi3MYHOMY BUXOBAHHI 3 BUKOPUCTAHHAM
VR/AR TexHO/10Ti} € iIrpOBUH.

Y Bcix pe3yJsibTaTax JOC/i/PKeHb NOBiJJOMJIEHO PO MOKpalLeHHS PyXOBUX HAaBUYOK ab0
SKOCTi HaB4YaHHAA B pe3yJsbTaTi BukopuctaHHsi VR/AR Texnosoriid. [Ipote suiie y gBOX
JlOCJIiIDKEHHSX MOBiJOMJIEHO MPO 3MiHU TECTYBaHHS OKPEMHX PYXOBUX XapaKTepUCTHK [31,
32]. Inwi gocaigxeHHs MicTATh iHpopMalito npo 3MiHy piBHA pi3MyHOI MiAroTOBJIEHOCTI 260
OL[IHKY PyXOBOI aKTUBHOCTiI B 0asiax. 3arajiloM aBTOPU He 3HAXOJAATb PO36iKHOCTEN 11010
OTPUMaHMX JJAHMX Ta BKA3YIOTb HA BAOCKOHAJIEHHS PyXOBUX HABUYOK, IK HAa O/JHY 3 OCHOBHHX
nepeBar pe3yJbTaTUBHOCTI BUKopucTtaHHsa VR/AR Texnosorivi [34, 35, 36, 37]. e ogne
JlOCJIiIKEHHsI OyJi0 MpoaHaJli30BaHO, ajie Ta He BKJYEHO [0 OIJsAAYy 4Yepe3 BiJICYyTHICTb
BijoMocTel npo Au3aiiH BUKopuctanHsa VR TexHos10TiH, po3pobsieHux y cepegouili Unity3D
[38]. [IpoTe BOoHO BapTe yBaru, aje MiCTUTb KOPUCHY iHdoOpMalilo 1m0[0 MO/eT0BaHHSA
cepefoBulla Gi3UYHOTO BHXOBAaHHS, L0 BKJ/OYAE BUKOpUcCTaHHSA VR TexHoJioriil. ABTOpu
TAK0X MOBIJOMMWJIA MNPO MOKpALleHHA PYyX0BOI MiATOTOBJIEHOCTI CTYAEHTIB Ha MNpPUKJIALI
MOPIBHAHHA pe3yJ/bTaTiB TeCTYBAaHHA ABOX PyN A0 Ta Micjad BTPy4YaHHdA. BapTo 3a3Ha4uTy,
1110 BCi aHaJIi30BaHi JOCAIIKeHHS MaJIi KBa3ieKCllepUMeHTAJbHUM JU3alH, [0 MOACHIOETHCA
CKJIAJIHICTIO MPOBEJIeHHS1 PaH/J0Mi30BaHUX €KCIIEPUMEHTIB 3a y4acTi 3/100yBayiB 3arajabHoil
cepeiHbOI OCBiTH. OiHE NOC/IP)KEHHS HE MIOBIJOMUJIO PO TPUBAJIICTh CEAHCY BTPYy4YaHHS, 1110
JUId IHIIKMX CKJIaZjasia B cepeIHbOMY OJIHY aKajJieMiuHy rofuHy [29]. Bunatok ctaHoBUTh 90-
XBUJIMHHA cecis HaBYaHHSA 3 BUKOpUcTaHHAM 3D-mogentoBanHA [30].

[IpoaHasizoBaHi JOCAIPKEHHA € MOKAa30BUMHU LOJ0 CYyYaCHUX yABJIEHb IPO MOXJIUBOCTI
3actocyBaHHs1 VR/AR TexHoJiori#i y npoueci ¢pisuyHoro BuxoBaHHs. [IpoieMOHCTpoOBaHO, 1110
nepeBaxHUM popMaToM MoAUdikoOBaHOTrO HaBYaHHA 3 BUKopucTaHHAM VR/AR TexHoJioriil €
irpoBUH, 1[0 YTBEP/PKYE PO3YMiHHA TOrO, IKUM YHMHOM MO>KHa JOCATHYTH e(EeKTUBHOCTI
HaBuaJbHUX nporpaMm [39, 40]. Came iHTEepaKTHUBHICTb Ta MPHUBAOJHUBICTH irop 3 pyxom
NOB’SA3yI0Th i3 MiZBUILlEHHAM 3ajydeHocTi Ta MoTuBaulil. CaMe 1i XapaKTepUCTHKH, 3a
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CBijlYEeHHAM OinbIIOCTI aBTOPiB, NOB’sA3aHi 3 MOKpallleHHSIM pyXOBUX HaBUYOK [41]. OfHaK He
caif oTOoTOXHIOBAaTU BUKopucTaHHsA VR/AR TexHosioriii Ta reiiMmidikalito HaB4aHHS, a/Ke
ixHIM IU3allH MOXe BiJIpi3HATHCS Ta OyTH PO3pOOJIeHUM Oiblll aApecHO, AJs1 KOHKPETHOTO
KOHTUHTeHTy [42, 43, 44]. HeoueBuAHUM BHUSBUJIACH BIiJICyTHICTb MNPaAKTUUYHOIO
BUKOPUCTAHHS eK3epreiMc y KoHTeKCTi po3po6ku VR/AR TexHoJioriil. [Ipu 1boMy B 3K0AHOMY
3 10CJIi/I)KEHDb He 0yJ10 POBeeHO NOPiBHAHHSA iXHbOI epeKTUBHOCTI. [[poTe 3a3HavaEeThCH, 1110
VR Hazjae MOXJIMBICTbD CTBOpPEHHS IMEpCIHHOroO CcepejoBMILA, L0 3HA4YHO MiJBULIYE
3a/lyyeHicTh y4acHUKIB [45]. HaToMicTh 3a/iuIIaeTbCsl HE3PO3YMIJUM, HACKIIBKU SIKICHUM
MOXe OyTH NepeHeceHHs1 PO3BUHEHUX Y BipTyaJbHOMY CepeZlOBMILI HAaBUYOK Ha peaslbHUU
pyx. [lpoaHani3zoBaHi AociaifkeHHS He acolLilOTh Li ABa NOHATTA. 3Aeb6isbmoro VR/AR
TEXHOJIOTii pO3rJis/laloTh MOJAAHHS HaBYaJbHOTO KOHTEHTY B irpoBoMy ¢dopmarti Ik pakTop
NpUBaGJIUBOCTI, OPIEHTOBAaHUM HAa PO3BUTOK MOTUBALil JOCATHEHHS B TUX, XTO 3aMa€EThCH, a
He §IK 3aMiHy TpaAuLiHHUX MeTOJliB pyXOBOro HaBuaHHsA [46]. TakuM uYuHOM, Hapasi
BUKopuctaHHs VR/AR TexHosiorii y pi3MUHOMY BUXOBaHHI MOB’sA13aHe 3 IXHIM BK/IIOYEHHSIM Y
TpaauliiHui ¢opmaTt. Ha IXHIO KOPUCTb CBiAUUTH Oinbllla YacTHHA ifeHTUdiKOBaHUX
ny6Jikanii ctrocoBHo AR, mopiBHsHO 3 VR TexHoJ0TisIMHU.

Ba)X/IMBUM BHCHOBKOM L1bOT'0 JOCJIP)KEHHA € Te, 110 NPONO03ULii 111010 BIIPOBAa/PKEHHA
VR/AR TexHoJioriil y mpouec ¢pi3sMYHOro BUXOBAHHSl CTOCYIOTbCS SIK 37,00yBadyiB OCBITH
3aksaagiB [1C30, Tak i ctygenTiB. OfHe 3 JOCAipKeHb, aHa/li30BaHe, ajie BUKJIKYeHe yepes
HenpeJCTaBJeHHsl [JU3ailHy, MPOMNOHYE BUKOPUCTOBYBAaTU TakKi TexHoJiorii B po6OTi 3
JOUWIKIJIbHUKAaMU. Pe3ysbTaTu Oraaay y3ro/pKyHTbCHd 3 OYiKyBaHHAMMU LIOAO THYYKOCTI
dopmaTyBaHHA npouecy Ppi3UUHOr0 BUXOBAaHHSA 3 BUKOpUCTaHHAM VR/AR TexHosiorid gJis
oci6 pisHoro Biky [47]. Lle [03BoJiss€ pO3r/AfAAATH TEXHOJIOTII K LJICHUM HampsiMOK
Moaudikauii ¢pisMyHOro BUXOBAHHS Ha Pi3HUX LabJIsIX HABYaHHS, 1110 IOB’SI3aHO He Jiulle 3i
BCTAHOBJIEHOIO epeKTUBHICTIO 111010 PyXOBOI'0O HABYaHHS, a CAMe 3 MOXKJIMBOCTSIMU 3a/1y4YeHHs
Jl0 TIpOLecy peryJysipHOro BUKOHAHHS (i3SMYHUX BIpaB, Y TOMY YMCJi CaMOCTiMHO, pi3HOro
KOHTUHTE€HTY, OCOOJIMBO HAKIIO0 MNPUAHATH NO3MLiI0, 110 BHUKOPUCTAHHA MOOIJIBHUX
3aCTOCYHKIB 3i cnieljiaJIbHUM IU3aHOM MO>Ha po3r/saJaTH K BapiaHT AR TexHosorin. [Ipote
1le N0Tpebye N0AaNbIIOr0 KPpUTUYHOTO aHaJIi3y.

Posrsigaroyn fApyre NUTaHHA IPOBEJEHOr0 OIJIAZY, 3a3HAYMMO, IO KOXHe 3
NpPOBEeAEHUX JOC/IPKEHb MICTUJIO pe3ybTaTH o0 cnpuiiHATTA VR/AR TexHosorii TUMH,
XTO 3aMMAa€ETbCA, a TAKOXK IXHbOI MOTUBOBAHOCTI. OpraHizaTopu A0C/iIKEeHHSA MOBIJOMUJIU
IpO NMO3UTUBHE CTaBJIEHHS YYaCHUKIB, NMOKpallleHHA 3aJly4eHOCTi [0 3aHATb (Qi3UYHUMHU
BIpaBaMM, a TaKOX MiJIBUILLEHHS IXHbOI MOTHUBaLil A0 npouecy ¢pisuyHOro BUXOBaHHA [48].
BoaHovac mificTaBOl0 BUKJ/IOYEHHSI BOCBMU [IOCHAiAKEHb Oy/J0 IXHE OOMeXKeHHS WI0J0
BCTAHOBJIEHHS CIPUMHATTS Ta MOTUBaLil 10 BUKkopuctanHs VR/AR TexHoJsiorii B pisuuHOMY
BUXOBaHHI. 3a3HaueHe []03BOJISIE BUAIJIUTU OKPEMUUN HAaNPSIMOK A0CHiAKeHHsI e(EKTUBHOCTI
VR/AR TexHoJiOTiH, MOB'I3aHUM i3 iXHBOIO ITPOBOI CYTHICTIO, 10 3a/0BOJIbHSIE BaXKJIMBY
BUMOTIY J10 npouecy pi3sMYHOro BUXOBAHHS — PEryJIAPHOCTI Ta MOTUBOBAHOCTI [0 3aHATb
$i3sMYHMMU BIpaBaMH, 10 € 0COGJIMBO I[iHHUM [iJI1 Cy4acHOI MOJIOJIi, fIKa BiJjla€ mepeBary
po3BaraM i3 MiHiMaJIbHOIO KIJIbKICTIO pyXy, NMpPOTe 30Cepe/»keHa Ha irpoBoMy d¢opmari,
30KpeMa 36epiraeTbcs MNOMYyJISPHICTH Bifleoirop, 3pocTae 3aliKaBJ/eHICTb y po3Barax y
¢dopmarti VR/AR [34]. Bysi0 6 MOMU/IKOIO HEXTYBAaTU MOJIMBICTIO BUKOPUCTATHU irpOBUM
dopMaT LuX TeXHOJIOTIH [J15 MiZBULLeHHS 3aJly4eHOCTI MOJIOi /10 y4acTi B mpoueci ¢pisuyHoro
BUxOBaHHS. OcCOGJMBO 1l BaXJMBO JJisg oOprasizanii BiJIbHOTO 4Yacy 3 03J0pOBY0I0
cnpsiMoBaHicTio. BcraHoBiieHo, mo VR/AR TexHoJsOTil BUKJIMKAIOTh 3allikaBJEHICTb ¥
3/100yBaviB OCBITH 3akJa/{iB Pi3HOr0o piBHA IOAO0 IXHBOTO BUKOPUCTAHHS B Qi3UYHOMY
BUxOBaHHIi [15, 45]. BusiBnieHo edpekTu 3actocyBaHHs1 VR/AR TexHos0TiH irpoBOro Xxapaktepy
B ¢pi3UHOMY BUXOBaHHI 3/100yBauiB, NoB’sA3aHi 3i 36i/1blIEeHHAM Yacy AJid 3aHATb GiI3SUYHUMU
BIpaBaMU Ta MiJ|BUILEHHI PyXO0BOi aKTUBHOCTI, 30KpeMa y BinbHUH 4Yac [27]. CTyjeHTH
NOBiZOMUJIN NIPO Oi/bLIY 3a/7y4YeHICTh A0 NPOLLeCYy pyXOBOr0O HaBYaHHS Yepe3 BUKOPUCTAHHSA
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VR TexHosorit [26]. HatoMmicTh a5 y4yHiB 33Cl BcTaHOBJIEHO NepeBaru 100 MiZiBULeHHSA
MoTHBalii A0 3aHATb (i3sMYHMMHK BIpaBaMH Ta NOKpalleHHs camonodyTTs [43]. Bapto
ouikyBaTy, 0 VR/AR TexHoJiorii, 3acTocoByBaHi B pi3UYHOMY BUXOBaHHI, OYAyTbh CIPUATH
NiIBUILIEHHIO 3allikaBJIEHOCTi /0 BUKOHAHHS (Qi3MYHUX BOpaB MONPU XapaKTep IXHbOTO
BIIPOBA/KEHHS.

[IpeacraB/iieHi mepeBard He BUKJ/IIOYAIOTb OOMeXXeHHs 1040 BhpoBazkeHHs VR/AR
TEXHOJIOTiN SIK MOBHOLIIHHOTO CKJIaJIHUKA npolecy Gpi3sMYHOr0 BUXOBAHHSA. Y CTAaHOBJIEHO, 1110
BOHO BiJI0yBaeTbCcsA JBOoMa ULIAXaMU: 1) po3poOKa OpUTriHAJbHUX TEXHOJIOTIH; 2)
BUKOPUCTAHHS KOMepLiiHOro obJsiagHaHHd [9, 14]. Po3po6ka opUriHa/bHUX TEXHOJIOTIN He
nepejbavyae MIBUAKOTO MacOBOr0 BOPOBaxKeHHs. /o TOro »k BUHMKAE MoTpeba B NiIrOTOBIL
pekoMeHJalil 1040 BUKOPUCTAHHS TaKUX TexHoJsoTriu [28, 42]. KomepuiliHe obyiajHaHHS
TaKO0> He MOXKe MacOBO eKCIJIyaTyBaTHUCh, 0COOJIMBO JJI1 CAaMOCTIHHOI po60TH, Yyepe3 Horo
BUCOKY BapTicThb [43]. TakuM 4MHOM, yIpoBa/»keHHs Ta BUkopuctaHHs VR/AR TexHosioriii B
npoueci ¢pisMYHOr0 BUXOBAaHHS BCe X CJIiJi acOL|il0BaTH 3 ay/IMTOPHUM HaB4YaHHA. BUHATOK
MOXYTb CkJaaaTu 3D-mojeni HaBYa/IbHUX MOCIOHUKIB Ta MOGIIBHUX 3acTOCYHKIB. [IpoTe B
TaKOMy BMIIa/IKy IepeBar y BUKOPUCTaHHI irpoBOro MeToy B PyXOBOMY HaB4YaHHI He Gyge.
O6MexxeHuM goctyn Ao iHcTpyMeHTiB VR/AR Moxke HeraTHUBHO BIUIMHYTH Ha JUHaMIKy
HaBYaHHs, 0COOJIMBO B YMOBaX, KOJIU B KJjaci 6arato y4yHiB [30]. 3BuuaiiHO icHye moTpeba B
creliaJbHO 006J1Ia/IHAHUX MPUMIlLleHHAX /[AJ [pOBeJleHHA 3aHATb i3 BUKOPUCTAHHAM
CTalioOHAapHOTO O06JIa/lHAHHS, W0 € J0JAaTKOBMM (¢QiHAaHCOBUM (aAaKTOPOM BHUKOPUCTAHHS
VR/AR TexHosori# [33].

[IpoBesieHe JOCaipKeHHA JOCATHYJI0 IOCTaBJEHOI MeTH, ajJie W NOCTAaBUJIO HHU3KY
MUTaHb, IKi NIOTPEeOYIOTh PO3B’sI3aHHS IPU BU3HAYEHHI MOK/IMBOCTEN ynpoBaixxeHHsI VR/AR
TEXHOJIOTiN y npo1ec ¢pi3sMYHOro BUXOBAHHSA: K 3a0€3MeYUTU MOTOPHY LIiIJIbHICTh YPOKY NPU
o6MexeHil KinbkocTi 3aco6iB VR/AR; sikuit nigxia (VR yu AR) € 6inbi1 epeKTUBHUM 111010
3aBJjaHb Qi3UYHOr0 BUXOBAHHSA; IKUM YMHOM MOXKHaA 3a6e3Me4UTH lepeHeceHHs pe3yJ/IbTaTiB
PO3BUTKY PYXOBHX HaBUYOK i3 cepenoBulia VR y peanbHe? [loganblie po3B’sizaHHA LUX
NUTaHb JI03BOJIUTbH 3pPO3YMiTH moTeHUiiiHi MoxuBocTi VR/AR TexHosoriil a5 ¢isuyHoro
BUXOBAaHHS.

BHuCHOBKH

[IpoBeneHe pocaifkeHHs OyJio 30CcepejKeHe Ha BUBYEHHI HEaBHbOT'O MPAKTHUYHOTO
focBiny 3actocyBaHHs VR/AR TexHosioril y ¢isnunomy BuxoBaHHi. Ha T/i manidecTtanii
MOXJIUBUX IlepeBar 3a3Ha4YeHUX TEeXHOJIOTIM /I PYXOBOrO HAaBYaHHSA 3HAWJEHO He3Ha4yHY
KIJIbKICTb HAyKOBHUX 3BIiTIB 111010 IXHBOT'0 IPAKTUYHOTI'O BIIPOBA/XKEHHA. Y CTAHOBJIEHI OCHOBHI
nepeBaru VR/AR TexHoJsiorii /1711 Gi3sMYHOTO BUXOBAHHS MOJISATAIOTh Y BiICYTHOCTI BiKOBUX
0oO6MeXeHb IXHbOIO BHUKOPHUCTAHHS, e(pEeKTHBHOCTI I10J0 PO3BUTKY ¢yHAAMEHTAIbHUX
PYXOBUX 3/1i0HOCTeM, Mi/|BUILEHHI 3a/ly4YeHHs Ta MOTUBAaLil 10 3aHATh Gpi3SMUHKMMU BIIpaBaMU.
OTpuMaHi JaHi NiAKPeCc/aTh BUK/IOYHE 3HAaYeHHS 3aCTOCYBaHHS IrPOBOTO METOAY INpH
BnpoBaxxeHHi VR/AR TexHoJioriil y npouec ¢pisnuHOro BUXOBaHHS, BKJIIOUYalOUU NOBHOLIHHY
Woro reimMidikanito. [lonpu 3pocranusa nowmnpenocti VR/AR TexHosoril, Bce 1ie iCHyIOTb
CYTTEBI 06OMeXeHHS 11010 IXHbOI MacoBOI JJOCTYNHOCTI, a Bi/ITaK — LIMPOKOTO BUKOPUCTAHHS
B (i3MYHOMY BUXOBaHHi Pi3HOTO KOHTUHTIeHTy. lle /[103B0JisIE CKOHLEHTPYBAaTH MOAAJbIII
JIOCJIiIPDKEHHS] Ha BUB4YEHHI ocobsinBocTeil okpemux VR/AR TexHoJsOTiM Ta MOTeHLiMHUX
MO>KJIMBOCTEM IXHbOI'0 BUKOPUCTAHHSA J1 [iTel Pi3HUX BIKOBUX KaTeropimu.
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