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OCOBJIMBOCTI 3BACTOCYBAHHS IMEPCIMHUX TEXHOJIOT'TA HABYAHHS
Y BUIIIUHA OCBITI

Y ecmammi posensaodaromocs ocobnueocmi 6ipmyanvHoi peanbHocmi, Wo € 0CHOB0I0 05l pO3POOKU | BUKOPUCTIAHMHS
IVR-mexuonoziu y HagyauHi cmyoenmie GUIUX HABUANIbHUX 3AK1A0I8, 30KpeMa Y 8uguelHi inozemnoi mosu. Taxodc noka-
3aH0, wo suxopucmannus sisyanizayii 360°, 3anpononosane na pisnux pecypcax Inmepuem, 0036011¢ cmeopumu eghexm
3aHYPEHHs Y KOMYHIKAMuUGHe cepedosuiye iHo3eMHOi MosU i donomazae 3000ymu, YOOCKOHAIUMU NPAKMUYHT HAGUYKU
CRIKYBANHSA. AKYEHMOBANO Y6acy Ha PI3HUX ACNEKMAX Op2aHi3ayii OHNAUH-6UKAAOAHHS, 3aNPONOHOBAHO 0210 HUKU
VR nramepopm, akmyanbHux 015 6UKOPUCIIANHA Y NPOYeci BUKIA0anis i gusyenns inozemnoi mosu. 1liokpecieno 0ymxy,
WO HeBNUMHULL PO3GUMOK cucmemu suwjoi oceimu, mpancgopmayii, axux eona 3asnana yepesz Covid-19 ma giticvrosi 0ii
aepecopa Ha mepumopii Hawloi Kpaitnu, nompeoOye 8KIYeHH 00 HABYANbHUX NIaHI8, npoepam BH3 nosimmuix yugposux
MEeXHON02IU, SIKI NPOMSI20M OCMAHHIX POKI6 008elU CE0I0 PE3YIbMAMUSHICIb Y 0A2amboX KpaiHax ceimy i maioms oOymu
3acmocoeani 6 Yxpaini 3 memoro nioguwyenHs AKOCni GUKIAOAHHA MA HABYAIbHOT MOMUBAYIT CIYyOeHmIa.

Y niocymkax 3aznauaemocs, wjo nasuanHa 6azameox npeomemia i 30Kpema iHO3eMHUX MO8 Y 8ipIYAlbHIll pedlbHOCI
6 ycboMy ceimi Habysae cmpimkux memnis pozsumky. I[VR mexnonoeii akmueno 3acmocogyiomuscs y HA84aHHI MAUOYMHIX
JiKapis, mexuonozis, nedaeozie. Ha punky eueuenis aneniticbkoi Moy NOCMIHO 3'a61510MbCs HOBI NPOZPAMHI RPOOYKMU
3 suxkopucmannam IVR mexnonoziti, AKi opicHmosani AK Ha 8UKIA0AYI8, MAK I HA MUX, XINO ONAHOBYE MOBJICHHEB] HABUUKU
camocmitino. Cb0200HI € 6Ci NIOCMABU 68aANCAMU, WO HAGUAHHS 8 PISHUX (POPMAX 8iPMYANIbHOL peanibHOCI 8 HAUOIUIC-
yill nepcneKmuei cmame 3a2aabHOOOCHIYRHON0 | ROWUPEHOI0 OUOAKMUYHOIO MEXHOLO0ZIEN.

Knrouoei cnosa: sipmyanvna peanvhicme, VR niamgpopma, IVR-mexHonozis, imepcilina mexnonoeis, 8i3yanizayis,
OUOAKMUYHA MEXHOILO2IA, HABYAHHA IHO3EMHUX MO8, eKOCUCINEMHUL NIOXIO.
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PECULIARITIES OF IMMERSION EDUCATIONAL TECHNOLOGIES
IN HIGHER SCHOOL

The article considers the features of virtual reality, which is the basis for the development and use of [VR-technologies
in the education of students of higher educational institutions, in particular in the study of a foreign language. It is also
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shown that the use of 360° visualization, offered on various Internet resources, allows to create the effect of immersion in
the communicative environment of a foreign language and helps to acquire and improve practical communication skills.
Emphasis is placed on various aspects of the organization of online teaching, an overview of a number of VR platforms
relevant for use in the teaching and learning of a foreign language. It is emphasized that the continuous development of
the higher education system, the transformations it has undergone because of Covid-19 and the military actions of the
aggressor in our country, requires the inclusion in the curricula, programs of universities of digital technologies that
have proven effectiveness in recent years in many countries around the world and should be used in Ukraine in order to
improve the quality of teaching and strengthening of learning motivation of students.

1t is noted in the conclusions that the teaching of many subjects and in particular foreign languages using the means of
virtual reality is gaining momentum around the world. IVR technologies are actively used in the training of future doctors,
technologists, teachers. New software products using IVR technologies are constantly appearing on the English language
market, which are aimed at both teachers and those who master speaking skills on their own. Today there is every reason to
believe that learning in various forms of virtual reality soon will become a widely available and widespread didactic technology.

Key words: virtual reality, VR platform, immersion technology, IVR-technology, visualization, didactic technology,

foreign language teaching, ecosystem approach.

[ocranoBka mpobdaemn. CucremMa OCBITH
HEBIMHHO PO3BUBAETHCS, TpPaHCPOPMYEThCS, 1
HaBUQJIBHI 3aKJIaJi MalOTh IHTErpyBaTHCA y HUQ-
pOBY €ITOXY, BUKOPHUCTOBYIOYM HOBITHI TEXHOJIOTII,
110 a¥0Th MOYKIMUBICTE HIIBUIIATH AKICTH SIK BUKJIA-
JaHHs, Tak 1 HaB4aHHSA. CBOEPITHUM KaTalli3zaTopoM
mporeciB MoaepHizauii i peopMyBaHHs yKpaiHCHKOT
CHCTEMH OCBITH cTajia obansHa mangemist Covid-19,
110 J1ajia MOIITOBX J0 MOIIYKY 1HHOBAI[IHHUX ITi1X0-
JIiB Y TIEMArOTiYHNX HayKaX, MepeayCciM HOBUX (popM
JUCTaHIIHHOT B3a€EMOIIT IITITXOM OH-JIaifH KOMYyHiKa-
uii. Mu BCi mepexuiv HEeBiIBOPOTHHH (PyTypOIIOK
(future shock), mpo KUt 3aI0BTO JI0 IIOTO MTOTIEPE/I-
KaB aMeprKaHCchkuil hyTyposnor 1 myominuct E. Tog-
¢unep: «DyTypoIIOK XapaKTepU3YEThCS PAITOBOIO,
MPUTOJIOMIITUBOIO BTPATOI0 TOYYTTS PEATBHOCTI,
YMIHHSI OpPIEHTYBATUCS B JKUTTi, BUKIMKAHOIO CTpa-
xoM mepen Onu3pkuM MaiOytHiM» (Toffler, 1970).
Came Taky crienudiuHy MCUXOJIOTIYHY peakiio cyc-
MIBCTBA HA PAJMKAIbHI 3MiHH 3a3HaJIa CIIOYaTKY BCSI
nuBimizarisa gepe3 Covid-19, a mizmime — Ykpaina
Yyepes po3B’si3aHy BilHY.

JKuTTS B HOBIH JUIS JTIONCTBA PEATBHOCTI CIIPHYH-
HWJIO TPUCKOPEHHSI TEMIIiB TEXHOJOITYHOTO 1 COLi-
IFHOTO TIPOTpecy, TO3HAYMIIOCS Ha HOBUX BEKTOPax
PO3BUTKY OCBITH MaiOyTHBOrO — BUKOPHCTAaHHI Yy
HaBYAJLHUX 3aHATTSIX BIPTYaIbHOI PEATLHOCTI 3 eheK-
Tom 3anypeHHs (Immersive Virtual Reality — [VR).

BipryanbHa peanbHICTh € mpHUKIagoM Tiei cuc-
TEMHU, IO BiJKPHBAE I[IIKOM IHHOBAIliHI HaBYaJIbHI
MOXITUBOCTI MYJBTUMEia — y’KE Ha SKICHO THIIOMY
piBHI. OKynsipu BipTyaJIbHOI peasbHOCTIi, TOPiBHSIHO
3 JTUCIUIEEM KOMIT'IOTEpa, 3aIy9aroTh Pi3HI KaHAIH
CEHCOPHOTO CrHpuiiMaHHs (Bi3yaJbHE, TAKTHIIBHE) 1
JAl0Th BiUyTTS IPUCYTHOCTI B peanbHUX KOMYHIKa-
TUBHHX CUTYaIlisX.

Tpanuuiiine cepeloBUILE, Y SKOMY Bi0yBaiocCs
HaBYaHHS 1HO3EMHOI MOBH, paHilIe 0OMEXKyBaoCs
KJIACHOIO KiMHATor0 abo ayJuTopi€ro, ayaialbHUMHU
Ta TEKCTOBHMH MaTepiajlaMH i He BiAKPHUBAJO TPO-

CTOpy Ul IHTYiTUBHOTO ONaHyBaHHS 1HO3EMHOI
MOBH. 3 MOTJISIAY CYIaCHOCTI ITLOTO BXKE HEAOCTATHRO
IUUISI TIOBHOIIIHHO1, BUCOKOS(DEKTUBHOT pOOOTH.

Meta cTaTTi — aKIEHTYBaTH yBary Ha akTyallb-
HUX TIUTAaHHSIX BIPOBaKeHHsI VR y ocBiTy, 30kpema
B IPOLIEC BUKIIAJAHHS 1 BUBYCHHSI 1HO3EMHOI MOBH,
MOJAaTH OIVISIJl HAasBHUX IJIaTGOpPM  BIPTyaJIbHOT
peaTbHOCTI, 30CEPENUBIIHN yBary Ha iX aKTyalbHOCTI
B KOHTEKCTI BUKJIAJJaHHS | BUBYCHHS iIHO3EMHOI MOBH.

MeTonu JOCHTIKEHHS TPYHTYIOTBCS HAa CHCTEM-
HUX 1 3araJlbHOHAyKOBUX IiJIXOaX, 1[0 OPi€EHTOBaHi
Ha BUBUYCHHS TEPMiHONOTII, cnenndiku QyHKIioHY-
BaHHS, KOTHITUBHUX (Ii3HABAIHHUX) PaKypcCiB Mpo-
omemMu. Y po0OOTI BUKOPUCTAHO TEOPETHUHI (aHAI3
JoKepenbHOi 0a3W, y3araJbHEHHS MyOJikaiiili Ta
OMIIiii TPOTPAMHOTO 3a0E3IeYeHHs) Ta eMITipUYHI
(cocTepexeHHs 32 POOOTOI0 CTYJICHTCHKOI ayIUTO-
pii) MeTOM JOCHIIKEHHS.

AHaJdi3 ocTaHHIX JocaigKeHb i myOsaikamiii.
MynbsTUMeiHI Tpe3eHTalii BKe MOPIBHSAHO JaBHO
CTaJli HEBiJl'€MHOIO CKJIaJOBOIO HABYAaHHS B Cydac-
HOMY CBiTi. [IpUXWIBHUKE BUKOPUCTAHHS MYJIBTH-
Mejlia 3 HaB4aJIbHOIO METO0 CTBEPIDKYIOTh, IO JIFOIN
3HaYHO Kpalle 3acCBOIOIOTh HaBUAIBHHUN MaTepiad,
KOJIM TIOETHYETHCS 1 BepOalibHi, 1 BidyallbHI 3aco0H
(Mayer, 2014).

HIupoki nepcriektuBu Immersive Virtual Reality
(IVR) sx HOBO1 OCBITHBOI TEXHONOTIl JOCTITHUKH
TIOMITHJIH ITIe Ha ITo4YaTKy AeB’ sstHocTux pokiB (Hedberg,
1994), ongHak oOCTaHHIM 4YacoM 3alliKaBICHICTb Yy
HAyKOBUX KOJIaX HOBMMH MiJIXOAAaMH JI0 B3a€MOZil y
HaBYaJIbHOMY CEPEIOBHIII 10 JaJi, TO OlIbIIe 3poc-
Tae 1 3a kopaonoM (Radianti, 2020: 147), (Petersen,
2022), (Makransky, 2021), i B Ykpaini (KiuMHIOK,
2018), (Marpockina, 2020), (MenpauK, 2021).

[IpotsiroM oOCTaHHIX POKIB 3 SBHJIUCS OIyOJIi-
KOBaHI 3apyODKHUMH JOCJTIJIHUKaMU pOOOTH, IO
CTOCYIOThCS Tpolecy HaBuaHHs 3 VR, 30kpema ncu-
XOJIOTIYHUX UYWHHUKIB TMiIBUMICHHS €(QEKTUBHOCTI
HaBuaHHS nurixoMm 3aHypenHs (Lee, 2010), piBHiB
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e(eKTy NPUCYTHOCTI Y 3MOJICIIbOBAHOMY CEPEIOBHUIII
VR 1 iXHBOI CHiBBIAHECEHOCTI 3 PIBHSAMH €(EKTHB-
HocTi HaBuaHHs (Makransky, 2017).

Oco0nmmBoi yBarw, Ha Haml TMOMISLA, 3aCIyro-
By€ CIpoOa 3alpoIOHyBaTH TEOPETHUYHE ITiAIPYHTS
HaBYaHHS LUIIXOM 3aHYpPEHHS — PO3pOOKa KOTHi-
TUBHO-a()eKTUBHOT MOZIEI HABUYAHHA LIISXOM 3aHY-
penns (Makransky, 2021). I. Makpancki ta I'. [Tetep-
CEH BB@XalOTh, M0 CTBOPECHHS OOIPYHTOBAHOI
HAayKOBOI TEOpii MOKE CTaTH OCHOBOIO 1 JIJIS ITOAITh-
ITUX JTOCIIHKEHD, 1 I pO3pOOKH TPHUKIIATHAX TIPO-
rpam BiptyansHOi peanbHocTi — CAMIL (Cognitive
Affective Model of Immersive Learning).

CAMIL omucye mpoliec HaBYaHHS i3 BHKOPHUC-
TaHHSAM BIPTYaJIbHOI PEaJbHOCTI Ta CIHUPAETHCS HA
TIOTIEPETHI JTOCTIKSHHSI TAKOTO TPOIeCy HaBYAHHS,
a TaKO)X Ha BU3HAHI y HAyKOBOMY CITIBTOBapHCTBI
MICUXOJIOTIYHI KOHLENLIT — Teopito camoneTepMiHamii
(Deci, 2015: 68), Teopito KOTHITUBHOTO HABAHTAXKCHHS
(Sweller, 2011), KOTHITHBHY TEOpil0 MYJIBTHME/Iili-
Horo HaBuaHHS (Mayer, 2014) Tta Teopito BTiIJIGHOTO
mizHaHHsa (embodied cognition) (BigmoBimHO 10 ITi€l
Teopii 0cOOIMBOCTI KOTHITUBHOI aKTUBHOCTI 3aJIeKaTh
Bifl piBHSI IEPLENTUBHO-MOTOPHOT B3a€EMOJIi 3 HABKO-
yuiHIM cepenosuinem) (Wilson, 2002).

3anponoHOBaHa BYCHUMHU KOTHITHBHO-a()eKTHBHA
monenb CAMIL Hamae TeopetnuHy 0asy IJsl BU3HA-
YeHHS OCOONMBOCTEH HaBYaHHS 13 3aCTOCYBaHHSAM
TEXHOJIOTIH BIPTyaJIbHOI pEaIbHOCTI 1 aKIIEHTYE yBary
Ha MEBHUX BaYKJIMBUX YMHHHUKAX, K1 JOLIIBHO BPaxo-
BYBaTH TiJ] 4aC BHKOPHCTAHHS TEXHOJIOTIH MCHXOJIO-
riuHOT iMepcii y 3MOIeNThbOBAHUI KOMIT FOTEPOM CBIT.

VYueni BusHaumin VR K cKiamHy Memia-cuc-
TeMYy, IO SABJIsIE 0000 criennpivHUi TEXHOIOTIYHAN
KOMILJIEKC, CTBOPEHUH JUIsl CEHCOPHOTO 3aHYPEHHS, a
TaKOX 3aci0 MOAaHHs KOHTEHTY, 31aTHUI KOHCTPYIO-
BaTH BipTyasbHI iMiTaliliHI MOZIENi PeaJIbHOTO Ta YSIB-
Horo cBiTiB. ABTopHu Teopii CAMIL migkpecoroTs,
10 VHIKaTbHI MOMKJIHMBOCTI CEPEIOBHINA BipTyalb-
HOI peasbHOCTI PO3KPUBATUMYTHCS SIKHAMIIOBHILIE
TIJBKH 32 YMOBH PO3POOKH BiAMOBIAHUX €(DEKTUBHUX
METOJiB, MPHUIOMIB HaBYaHHsA. Ha AyMKy BueHHX,
Ba)XIIMBO TAaKOX Oparu JI0 yBard IIiCTh a()eKTHBHUX
1 KOTHITHBHHX (DAaKTOpiB, SKI BH3HAYAIOTH PE3YIIb-
TaTUBHICTh HaBYaHHSA Ha ocHOBI IVR — 3amikasie-
HICTh, BHYTPIIIHIO MOTHBAIlil0, CAMOE(EKTHBHICTb,
iHTerpyBants (embodiment), KOTHITHBHE HaBaHTa-
JKCHHSI Ta CaMOpPEryJisiiito. BiguyTTs 3aJl0BOJICHHS,
OTPUMAHOTO BHACHIJOK BHYTPIIIHFO BMOTHBOBAHOI
TSITTEHOCTI, TO3UTHBHO BIUTHBAE Ha TIPOIIEC 3T00YTTS
3HaHb 3aBASKM BUKOPHUCTAHHIO THYYKHX, TBOPYHX
ctpareriii HaBuaHHs. (Makransky, 2021).

[IpoBeneni exkcriepuMEHTH AAIOTh MiACTaBH IS
BHCHOBKY, III0 HAaBYaHHS B MPOLECi MEBHOT PyXOBOi

AKTUBHOCTI, JKCCTUKYJISALII aKTHBY€E OLJIbIIEe HEPBO-
BHX IIIJISXIB, IO TIPH3BOIUTH JI0 3POCTAHHS €(DEKTHB-
HOCTI HaBYaHHSI, TIOKpaIeHHs mam’sti. Takuii crocid
[M3HaBaJbHOI aKTUBHOCTI JOIIOMarae IMILUTIIUTHUM
3HAHHSM CTaBaTH EKCIUTIIIMTHUMU, TOOTO YITKO yCBi-
JOMITIOBAaHMMH, TAKUMH, 1110 TIepeOyBatoTh y GoKyci
mi3HaBajbHOrO npotecy (Broaders, 2007).

ExcriepumenT ydeHMX 3 yHiBepcuTeTy Mepi-
neHna OyB Opi€HTOBAaHWM Ha JIOCHIJKEHHS BILTUBY
VR-cepenoBuiia Ha HaBYaHHS CTYACHTIB Ta JITCH.
OpnHa rpyna mpaioBaja 3a TpaauLiHHIMU TEXHOJIO-
risiMH, 1HIIA — 32 IMEPCIHHUMU TEXHOJIOTISIMH BipTY-
aJbHOI peanbHOCTI. PesynpraTn mokasanu, 1o Jonn
Kpale 3amam’ STOBYIOTh iH(opMariito, SIKIIO BOHA
npeAcTaBlieHa M y MPOCTOpi BipTyalbHOTO cepen-
OBHIIIi, OCKIJIbKM aKTHBYETBCS MPOCTOPOBA MaM’SITh
(Krokos, 2019).

[lepeHecenHst 3HaHb 1 HAaBHYOK y HOBi, HECTaH-
JMapTHI cuTyamii BigOyBa€ThCs B TOMY pasi, KOJIH
HaBYaHHS, OPTaHi30BaHE B OJJHOMY KOHTEKCTIi, BIUIHU-
Ba€ Ha pe3yabTaruBHICTh B iHmomMy (Perkins, 1992).
TakoMmy nepeHeceHHIo 3100yTOTo T0CBily Ha peajbHi
cHuTyalii cyTTeBo gonomarae texnonorist [IVR. Bipry-
aJbHE MOJENIOBAHHS CIIPHSE aKTyati3alil B KOHTEK-
CTi KOHKPETHOI MIsITBHOCTI 1 3aCBOEHHUX aJTOPUTMIB
Iif (HanmpuKIaa, Mg 9ac peanbHOi MOXKEXi HaBH-
YOK, OTPUMAHUX NPH HaBYAHHI MMOKEKHOT OE3MEKH),
1 3HaHb (HANpHKIAJ, BIPTyaJbHUH «Typ» Y MO3KY
monuHu 3acobamu IVR chopuse npoayKTUBHOMY
3aCBOEHHIO aHaToMii MO3Ky) (Makransky, 2021).

TexHoMOTIsS BipTyanbHOI peaabHOCTI, IO 3acTO-
COBY€ TpPUBHMIPHE MOJEIIOBAHHS, CYTTEBO JOIO-
Mmarae 3700yBaTH HE TiIbKH HaBUYKU MPAKTHIHOTO
BUKOPHUCTAHHS MOBH Y Pi3HOMaHITHUX OOCTaBHHAX.
Bowna pyiiHye TpanuiiiHi paMKd HaBYaJIbHOTO TPO-
LIECY, CTBOPIOIOYM YMOBH AJIsI BUCOKOE()EKTHBHOIO
HAaBYAJIbHOTO CEPEAOBHILA, AJIS HABUAHHS ILUISIXOM
3aHypPEHHS.

BukopucroByroun iHTEpPaKTUBHI 1HCTPYMEHTH
BipTyalbHOI pealbHOCTI AJISl BUBYCHHS KHUTAHCHKOI
MOBH, MEJIArOTH JIHIITH BUCHOBKY, 1110 BIpTYaJIbHUH
MIPOCTIp CTBOPIOE JJIS YIHIB, CTYICHTIB HE TUTHKH BifI-
YyTTS MPUCYTHOCTI, BIH TaKOXX 3a0X0Uy€ iX Ji3HaBa-
THUCSI IIOCH L[IKaBe MPO KYJIBTYPy HOCIIB MOBH, MOTH-
BY€ JI0 MDKKYIBTYpHOTO crinikyBaHHs. (Cai, 2021).

IVR nomnomarae TakoX IOJOJATH MOBHY TpH-
BokHICTH (language anxiety). YV BipTyasibHIN peans-
HOCTI, KOJIN HaBYaHHS BiJOyBa€ThCs y 3MOAEIHOBA-
HUX CHTyalisiX, TPUBOXKHICTb HIiBEJIOETHCS, €(EKT
NPUCYTHOCTI Y TIEBHOMY HPOCTOPi pa3oM 3 HOCISIMH
MOBH BUKJIMKA€ TIO3UTHBHI eMollii. [I[pakTuyHi HaBU-
YKH BOJIOAIHHS 1HO3EMHOIO MOBOIO (hOPMYIOTHCS
y TICHXOJIOTIYHO KOM(pOPTHOMY CEpPEeIOBHII, SKe
Iy’Ke CXOKe Ha peasibHe. YNEBHEHICTb, BiICYTHICTb
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TPUBOXKHOCTI, BIIUYTTSl 3aHYPEHHS y 3MOJEIbOBAHE
CEepe/IOBHILE CTBOPIOE HAJiHE MIATPYHTS [UIl Maii-
OyTHBOTO BHKOPHCTaHHSI 1HO36MHOI MOBH Y KOMYHi-
kamii (York, 2021).

YIpomoBX OCTaHHIX POKIB y HAayKOBiM JiTepa-
TYpl JOCUTb aKTUBHO OOTOBOPIOETHCS, aHAII3Y€EThCS
CKOCUCTEMHHMI WIiAXiJ, SIKMH € aKTyalbHUM JUIS
BCix c(ep CyCHibCTBa, y TOMY YHCIHI 1 JJIs OCBITH
(Hrynevych, 2021), (Verma, 2021). Bin moxe OyTtn
OITHUM 13 pillIeHb MpobIeMu (HOpPMyBaHHS MPAKTHY-
HUX HaBHUYOK, SKMX OpakyBajo BMITyCKHUKaM, IO
HaBYaJIMCS 3a TpaxuuiiiHoro Mmozemmo. IlopiBHsHO
HOBE TIOHSTTS, SIKE CIIBBIJHOCHUTBCS 3 HaBUYAHHIM
YIOPOAOBK JKUTTS, O3HAua€ 30KpeMa TrapMOHiHHI
B3a€MO3B’SI3KH BHKJIA/IadiB, YUYHIB, CTYACHTIB, YCiX
CKIIAZIOBUX CHUCTeMHU oOcBiTH. llei mimxim, Sk TpH-
IIyCKAIOTh y4Y€Hi, CTBOPUTH CHPUSTIUBI YMOBHU JUIs
PO3pOOKM HOBUX CHOCOOIB HAaBYaHHS, MHCIICHHS,
HABYUTH KUTH MO-HOBOMY 1 CHiBpOOIiTHMYATH, BiJl-
KpHE TPOCTIip IS BIOCKOHAJICHHSI MEPEKEBUX MOJIC-
Jiell HaBUaHHS 1 PO3BUTKY (BIpTyaJbHUX IIKUI Ta
nmabopaTopiit, MepeKeBUX KypCiB).

Bukiaax ocHoBHOro marepiajay. Immersive
Virtual Reality poOnsTe ocCBiTHIH mHpoCTip mpakx-
TUYHO OE3MEXHHM, Pi3HOMAHITHUM, JIalOTh OCHOBY
JUISL CTBOPEHHS SIKICHO HOBHX IIEJaroriuHUX CHUTya-
niid. CydacHi epeKTHBHI TUIaTPOPMH €IEKTPOHHOTO
IMepCifHOTO HaBYAHHS MAIOTh MOXKIIUBICTH BIiJCTe-
KyBaTu 3MiHYy ITOJIOXECHHS TOJIOBH 1 BHACIIAOK [[OTO
BigoOpakaTH pi3HE 300pa)KeHHS Ul KOKHOTO OKa,
CTBOPIOIOYHU Bi3yalibHI CUTHAJIH JISI CHPUNHSTTS TJIH-
OMHU 300pa’KeHHs, a TaKOX, TOPIBHSHO 13 3BUYAii-
HAM MOHITOPOM, CYTTEBO 30UTBIIYIOTH PO3MIpP MO
30py. Lli ¢axropu € qyxe BaxJIUBUMH JUISI CTBOPEHHS
HOBITHIX OCBITHIX MPOEKTIB, JIsl PO3POOKH I[IKaBOTO
1 3MICTOBHOTO HABYaJILHOTO KOHTEHTY.

[HmMM BU3HAYaNBHUM (AaKTOPOM HABUAHHSA 3
BukopuctanasiM [VR mopiBHAHO 3 TpamuiitHuMu
MyJBETUMEIIHHIMHE 3aco0amu — Bifeo, PowerPoint — e
BHCOKHH piBEHb IHTEPAKTHBHOI B3a€MOJIil, OCKIIbKU
TEXHIYHOI0 OCOOJMBICTIO HABYAILHOIO CEpelOBHIIA
IVR € MuTT€EBUIT 3BOPOTHHU 3B'SI30K MK peaIbHUMH
pyXaMH 1 BIATOBIIHUM Bi3yaTbHUM €()EKTOM, a TAKOK
3HAYHO OUTHIINI MOMKJIMBOCTI KOHTPOJIIOBATH IPOIIEC
HaBYaHHS, CKEPOBYIOUH HOTo y Oa)KaHOMY HampsIMi.

VY BipTyanbpHiii peanbHOCTI MH OepeMo 0Oe3mo-
CEpe/IHIO YYacTh y HAMpi3HOMaHITHIIINX >KUTTEBUX
CUTYallisIX 1 TAKMM YHHOM BHBYAEMO 1HO3EMHY MOBY
HUISXOM 3aHypeHHs. Lle ouH 13 HAMIMBUANINX 1 Ha-
OuTbIl e(heKTHBHUX CMOCOOIB HAaBYAHHS 1HO3EMHOI
MOBH, SIKWH Ticis mosiBu VR craB HabaraTo qocTym-
HIITAM JIJIs1 0araThox Jitofiei B ychoMy cBiTi. He Buxo-
Js19u 3 1oMy abo0 3 HaBYAJIBHOI aylIuTOPii, MOXKIMBO
BHUBYATH MOBY, CHUIKYIOYHCh 3 JIIOABMH Y PI3HHX

sokaiisx. Takuii crocid B3aeMoiii 3HAYHO MPHUCKO-
pIOE 3aCBOEHHS MOBHOTO MaTepiaiy, a cami 3aHsATTS
CTaroTh HA0Araro IiKaBilIuMH.

ITix yac poOOTH y BipTya bHOMY CEpPEIOBHUILI BHY-
TPILIHS MOTHBALIiSl TIO3UTUBHO BIJIMBAE HA HABYAHHS,
CIIOHYKAIOUW JIIOAMHY, sKa, 37100yBa€ OCBITY, OyTH
HAITOJIETIIUBOIO, BUSIBISATH JIONMHUTIUBICTh. 3aJl0BO-
JICHHSI, OTPUMAaHE B TIPOIIECi TaKO1 MisITLHOCTI 3 BUKO-
PUCTaHHSAM THYYKHX, TBOPYMX CTpareriii, crpuse
aKTUBI3allii Mi3HABAIBHUX NPOIICCIB, MOTUBYE 1 BeJle
JI0 IPOTHO30BaHOI CUTYallii yCHiXy.

Opnak 3apa3 Mu mepeOyBaeMo JIHIIE Ha TOYaTKy
MUISIXY IO IIJTICHOTO BUBYCHHS MOYIJTHBOCTEH, METO-
JIOJIOTil Ta METOAMKH CHUCTEMHOTO BIIPOBAKEHHS
IVR B ocBiTy, 10 JacTh MijcTaBu JJIsl BU3SHAYCHHS
piBHSI iX €()eKTUBHOCTI SIK /17151 BAUTEIIIB, BUKJIA1auiB,
TaK 1 JUIS THX, XTO HABYAETHCSL.

IVR moxHa po3migaaTy K «Mo3aiKy TeXHOJOTIH,
SKi TATPUMYIOTH CTBOPEHHS CHHTETHYHHUX, BHCO-
KOIHTEpaKTHBHHUX TpuBHMipHUX (3D) mpocropoBux
CEPEe/IOBHILL, SIKi MOJICIIOIOTh peajibHi YM HepeallbHi
cutyatii» (Mikropoulos, 2011: 769). 3narHicTh MUT-
TEBO MEPEBTLIIOBATHCS 1 AOCHTIPKYBATH PI3HOMaHITHI
CBITH, fIKi € BTUICHHSM ySBH JIIOAWHH, YIIPOJOBXK TPH-
BaJIOro Yacy Oysia OHI€r0 3 TeM HayKoBO-(haHTaCcTHY-
HUX TBOpiB. OJHAK 3aBASKH IIBUIKOMY IIPOTpECy y
coepi iHGOpMaLiIHHIX TEXHOIOTIH, a TAKOX IOIIH-
PEHHIO SIK IUIATHUX, TaK 1 OE3KOLITOBHHUX MPOTpaM,
ChOTO/IHI Oy/Ib-XTO MOXKE OTPHUMATH JOCBIJ 3aHY-
pEeHHS y BipTyaJbHY pEajbHICTh, JOCBi, sIKWi Oyne
He3a0yTHIM 1 3aXOIUTIOI0UMM. Taki MOXIIMBOCTI Bij-
KPHUBAIOTh 1 JJI1 OCBITH HOBI ITEPCTIEKTHUBH, TIOB’ s13aH1
13 3aIpPOBaPKEHHSIM METOIB, TEXHOJOTIYHUX ITiJ[X0-
JIiB, 11O BIJIOBIIatOTh IOTpeOaM CyCHiIbCTBA JIBaJI-
ISTh MIEPIIOTO CTOJITTS.

[TnardopmMu eNEKTPOHHOTO HABYAHHSA SIK CKJIa-
JIOBa OCBITHBOI €KOCHCTEMH 3a0€3MeUyI0Th 3araibHe
VOpaBIiHHS ~ OHJAWH-BUKIAJAHHSAM,  HAIpPUKIA],
BUKJIaJaHHSl OHJIAWH-KYpCiB 3a JONOMOTOIO ayaio-
BiZIcO KOMYHIKaIlil, CTBOpEeHHS IIM(POBOTO KOHTEHTY
Ta myomikamii KypciB, mHQPOBY CIIBIOpaIio Mixk
BUKJIQJa9aMi Ta CTyA€HTaMH. BOHH Takox MmiaTpH-
MYIOTh CTBOPEHHS TEKCTOBOTO Ta BiJICOKOHTEHTY,
00MiH iH(oOpMaIier0 MiX BYHTEIEM-BUKIAIa4eM,
yuuTeIeM-BUKIaJa4eM Ta MK caMUMH yuHsimu. Lle
dbopmye 1UPPOBI EKOCUCTEMHU, JJIsi pOOOTH B SKUX
HeoOXI1H1 Jiniie 0a30B1 3HAHHS TEXHOJIOT1, OCKIILKHI
Oararo marGopM JOCUTH 3pO3yMiJli iIHTYITHBHO.

3ayBaknuMo, M0 TIarGOpMH  €IEKTPOHHOIO
HaBYaHHS JUIsl JOTIOBHEHHS OYHOTO BUKJIAJaHHS Ta
JUTSL TIOJIETIIeHHSI 0OMiHY KOHTEHTOM IPOBIiJHI YHi-
BEPCUTETH CBITY BHKOPUCTOBYIOTH YK€ HE OJHE
MECSTHIIITTS JUISI CTBOPEHHS TIOpUIHUX a0 OHIIalH-
HaBYAJBHUX CEPEIOBHUII, HAJaHHS IHCTPYMEHTAapil0
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JUIs. TIPOBEACHHS OHJIAMH-KYPCIB B PI3HUX Tally3sXx,
MOYMHAIOYM BiJi MaTeMaTHKH 1 3aKiHUyIOUH 1HO3EM-
HUMH MoBaMHM. Takxl 1HOBALIMHI OCBITHI €KOCUCTEMH
MarOTh BJIACHUH YHIKIbHWHA HaOip (QyHKIIHA, pere-
BAaHTHHUX JIJIS TIEBHOT aKaJeMiTHOI Tary3i.

VR mnardopmu SBISIOTE COOO0 HOBUH €Tall po3-
BUTKY LH(QPOBUX EKOCHUCTEM, BOHU BiJKPHBAIOThH
LUISIX IO OpraHizamii BipTyallbHUX JICKLIH, BipTyalib-
HUX MPAKTHKYMiB 3 IHO3€MHOT MOBH, JIO CITUTKYBaHHSI
y VR cepenosuri.

TBOpPUO BUKOPHCTOBYBATH Yy NPOLIECI BUKJIAIaHHS
i BUBYCHHS 1HO3EMHHUX MOB JOIIJIBHO, HAIPHUKIA],
taki VR mnargopmu, sixk EngageVR, Vspatial, High
Fidelity, Bigscreen, Virtual Speech, Mindshow,
AltspaceVR, Ovation, ImmerseMe, Venues,
Spatial, Vtime, ClassVR, Beyond VR (a5 oxy:ms-
piB BiptyansHoi peanbHOCTI «Google Cardboardy).

Bonu HazmaioTh IHCTpYMEHTH AJISI NPOBEACHHS
y BIpTyalbHOMY mpocTopi 300piB, 3ycTpiueH,
KoH(epeHIii  Tomo.  3yNWHUMOCS  OIVISJOBO
Ha IEIKUX 13 HUAX.

Bigscreen — meperisg BiICOKOHTCHTY Y BipTyailhb-
HUX KiHOTearpax, CIIUIKyBaHHS 3 JIIOIbMHU Y BIpTYy-
anbHUX Qoie KIHOTeaTpiB.

EdexruBni 3acobu i omaHyBaHHS JIUIOBOI
anniicekoi Mo mozae VR miardopma Virtual
Speech. Ilepernsan 300paxens, Bigeo 360° cTBOpIO-
I0Th YMOBH JJIs1 3aHYPEHHSI HE TUIBKM B MOBHHUH, ajie
W KyJIBTYpHHU KOHTEKCT 0araTthox KpaiH cBiTy. Bizy-
aJIbHI acolliallii, 10 BUHUKAKOTB I1i]] 4ac repeOyBaHHs
y 3D BuMmipi, MONETHIyIOTh 3anaM’sITOBYBaHHS iHO-
3eMHUX CIIiB, BUpa3iB. KoprcHa Takox Jijisl BUBYCHHSI
IIPaBUI JJIOBOIO E€THUKETY, MUCTELTBA IIiJIOTOBKH
IIPE3CHTAaLlii, IPOBEACHHS POJIBbOBOI I'PH.

Po3pobuuku VR mnardopmu Spatial, ne MoxyTs
3ycTpiuaTucs JIIOOW 3 PI3HUX KpaiH BiJNOBITHO 110
CBOiX BIIOJI00aHb, 3aXOIICHb, HAJJAlOTh KOPHUCTYBa-
YeBi TaKOXK IHCTPYMEHTApiil I CTBOPEHHS BIACHHUX
BIpTyaJbHUX MPOCTOPIB (KIMHAT), MO SIKUX MOXXYTh
TPUXOAUTHY» 1HII JIFOAW JUIS CITUTKYBaHHS 1HO3EM-
HOIO MOBow0. OmuH i3 mpoctopiB wiei mnardopmu
cTBOpeHM Bukiagadem Anupe Paiirom. Bin 3ampo-
IIye€ JI0O PO3MOBH OJHOIYMIIIB, SIKI XOTLIM O IpH€eIHA-
THUCSI 10 HOTO TIPOEKTY, OB’ S3aHOTO 13 3aITPOBaJIKEH-
HSIM HaBYaHHS Y BipTyalbHIA PeasbHOCTI.

Kommaniss Immersive VR Education crtBOpmia
OC3KOIITOBHY OCBITHIO TmaropMmy Mix Ha3BOIO
Engage, sixy MO)XHa TBOPYO BUKOPHCTOBYBATH JJIsI
MPOBEJICHHS TPYIOBHUX Ta IHAMBITYaJIbHUX YPOKIB
1HO3EMHOI MOBH, 3yCTpiuei Ta Ipe3eHTallid y Bip-
TyaJbHOMY TIPOCTOpi, PO3paXxOBaHOMY Ha 0Oararbox
kopuctyBauiB. lls mmardgopma mae Takox Oararo
THIIUX 3aXOIUTIOIOYMX MOXJIMBOCTEH MJIsi PO3BH-
TKy MOBHUX HaBHYOK, JJISl OpraHizallii HaB4aHHs Ha

SKICHO iHIIOMY piBHI. Hampukiax, miJKIrOUYMBIIUCH
no Titanic VR, BU 3MOkeTe TOCITIIKYBaTH CyIHO, 1110
3aTOHYNO, 1 «rykatn» ckapou. Apollo 11 VR mepe-
Hece Bac Ha Micsnpb: Bu Oyaere riepeOyBaTH B KOC-
Mi4HOMY KopaOili, CyXaTH aBTCHTHYHI ay/lio3arucu
peaIbHUX ICTOPUYHKX TIEPETOBOPIB aCTPOHABTIB.

Venues (Oculus Quest Platform) -- mmardopma
JUTST 3HAHOMCTBA 1 CIIIIKYBaHHS Y BipTyaabHIH pealb-
HocTi. BoHa Hajmae MOXIMBICTH pa3oM 3 IHIIUMHU
YYaCHMKaMH Ha PI3HHUX BIPTyaJbHMX MaiaaHuu-
Kax (mpocropax) mepenisigartd IMi3HaBajbHE BiAe€O,
CIIJIBHO HOro OOroBOPIOBAaTH, OpaTH y4acTh y IIOY,
irpax Toro. [IpocTopoBuii ehekT BiATBOPEHHS 3BYKY
CTBOPIOE BiTIYTTS MPUCYTHOCTI 1 I[IIIKOBUTOTO 3aHY-
PEHHS Y CHIJIKYBAaHHS 3 iHIIUMH JIOAbMU.

[Tnarpopma ImmerseMe po3pobiena winecnpsi-
MOB@HO JUII CHCTEMHOTO BHBYEHHSI 1HO3EMHHX MOB
y BUIIIA MmKoNi nuisixoM 3aHypeHHs (Immersive
Language Learning). HapuanmpHa TEXHOIOTIS, PO3-
poOiieHa aBTropamu 1i€i MIaTGOpMU, MOTHBYE IO
HaBYaHHS, HaJguxa€ Ha HOBI ycmixu. Hanmae mox-
JUBOCTI HE TUIBKH CHIUIKYBaTHCS 3 HOCIIMH iHO-
3¢MHOI MOBH 1 BJOCKOHAJIIOBATH BMIHHS BUIBHO
BHCJIOBJIIOBaTH CBOI TYMKH, 3aHYPIOIOYHCH Y Pi3HI
JKUTTEBI CHUTYyaIlii, JONAaTH TICHXOJOTiuHI Oap’epu
(language anxiety), moB’si3aHi 31 cTpecom, BiAUyT-
TSIM COPOM’SI3IMBOCTI, OOOIOBAaHHSAM HOMMJIUTHCS.
Po3poOHMKM Hamamu iHCTPYMEHTapil CHCTEMHOTO
BUBYCHHS MOBH, CTBOPHBILIH JIOTTYHO 1 CTPYHKO BHOY-
JIOBaHy METOJMYHY CHUCTeMy (OpPMYBaHHS 1 BIJOCKO-
HaQJICHHSI MOBHUX KOMIIETEHTHOCTEH, Nepen0aunBIIN
3BOPOTHUI 3B'SI30K, KOPEKLII0 TOMUIJIOK, HAIIOBHUIIH
KOHTCHTOM, pO3paxOBaHMM Ha KOPHUCTYBadiB 3 pi3-
HUM 0a30BHM piBHEM BOJOHAIHHS MOBOM0. LlikaBuMm
1 KOPHCHMM IHCTPYMEHTOM Ha mii rtuiardopmi €
30KpeMa 3MOJCIIbOBaHA y BIPTyaIbHIM peambHOCTI
KOMYHIKaTWBHA CUTYyallisi myOnigyHoro Buctymy. Llei
€JIEMEHT HaBYaJIbHOI TEXHOJIOTii Jomomarae Mojao-
JIaTH TICUXOJIOTIYHI 0ap’epu, cTaTh BIECBHEHIIINM i
OTpPHMATH TMPOTHO30BaHy CHUTYAIlII0 YCIIXY B pealib-
HOMY KHUTTI.

Altspace, Vtime Takox Har0Th IMUPOKUN BUOIp
pi3HUX iHCTpyMeHTIB. Ha Ha morisia, BOHU € OAHUMH
13 HAHKOM(OPTHIKX coianbHuX miaThopm VR st
CIIJIKyBaHHS aHTIIIHCHKOIO MOBOIO.

VR marpopmu VirtualSpeech, Ovation mpo-
MOHYIOTh PI3HOMAaHITHI IMIiTaIliifHi MOZETi, OpieHTO-
BaHi Ha Pi3HI PiBHI BOJOMIHHS IHO3€MHOIO MOBOIO, —
nyOJIiYHUI BUCTYI, aKTUBHE CIIyXaHHS, Ipe3eHTAallil,
IMIpoBi30BaHi Aiajgoru. BoHH pO3BHBaIOTH YMiHHS
BHCTYIIaTH BIIEBHEHO IEpe] ayAUTOpi€er0. 3100yBIIN
MIEBHUHA JOCBiA y BIpTYadbHOMY CEpEIOBWIII, CTY-
JICHT MOYYBaTHUMEThCS 3HAYHO BIICBHEHILIE Y pealib-
Hill )KUTTEBIHN CUTYyaLlii BUCTYITy NIEpe ayAUTOPI€IO.
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Kypen maroTe nmyke BHUCOKME piBEHB iHTEepak-
TUBHOCTI, I[iKaBi Ta 3MICTOBHI 3aBJIaHHS, 3BOPOT-
HUH 3B'I30K B CEPEJOBUILI BIPTyallbHOI PEeaTbHOCTI
nepenbadae yBary 10 HeBepOaTbHOTO MOBJICHHS —
IHTOHAIII1, )KECTUKYJIIALI{, MiMiKH.

Hanpuknaz, Ha Virtual Speech, kpim BipTyampHIX
BiJIeO, € HaBYalbHI KypcH, PO3pOOJeHi cHelialbHO
Ul pi3HUX poboumx curyauidt (Hampukiazn, «IIpo-
nax», «loBopu sik migep»). TexHOIOrIT TOI0COBOTO
aHaJI3y [OIIOMAararTh IOKPALIUTH BUMOBY, BUPO-
OWTH TpaBWIBHUK TEMIT MOBJIEHHS Ta MO30yTHCS
CJIIB-IIAPa3MTIB Ta HE3PYUHHUX May3.

ClassVR — naByanpHa VR-mnardopma, 1o mnpo-
MOHY€ HABYAJILHUHA KOHTEHT, MPUCBSYCHUH aHTIil-
CBbKill MOBI Ta KyJNbTypi. MiCTUTh YPOKH aHIJIIHCHKOT
MOBH Ha Pi3HiI TEMH, TICHO TIOB's3aHi 3 MOBCIKICH-
HUM JKHTTSIM: TIOKYIIKH, HABYaHHS B IITKOJI, BECIJUIA 1
Oararo iHIoro. 3a JONOMOTOI0 OKYJISIPIB BipTyaJIbHOT
PEaNbHOCTI € MOXKJIMBICTD MeperisaaTy Bigeo 360° —
Hanpukiaa, nodysaru B Ouimmiickkomy napky Jlos-
noHa un 3ycTpit PizaBo y Kanani.

Hoy-xay VR mnarpopmu Mindshow momsrae
MepeayciM y TOMY, 10 PO3POOHUKH HE OOMEKHIIUCS
CTBOPEHHSIM T'OTOBOI aHiMalii y BipTyaJbHIH peajib-
HOCTI, a HaJaJli TaKOK MOXJIHMBICTH OYJlb-KOMY, XTO
IBOrO Oakae, TBOPYO BTIMUTH CBOI (paHTa3ii y cTBO-
pEHOMY BIACHOPYY CIOXKETi 3 TIEpPCOHaKaMu y Bip-
TyaapHOMY TpocTopi. Ll mporpama nae TexHiYHMN
IHCTpyMEHTapil JUIs TIepeBTUICHHS B aHIMaIliiHi
nepcoHaxi (obuparoun apartap i3 3alpPONOHOBAHOTO
JOCUTH BEJIMKOTO TIepelliKy), CTBOPEHHsI CBOiX aHi-
MaIllifHUX 10y 1 03BydYeHHs iX mepcoHaxiB. Dop-
MYBaHHIO IPaKTMYHUX KOMYHIKaLiHHMX HaBUYOK
CIpHUs€e PO3IrpyBaHHA [IaNOTIB y Halpi3sHOMaHIiTHI-
IIMX CHUTYaIlisX, BIAYYTTS IJIKOBUTOTO 3aHYpPEHHS
y BIPTyaJbHHUH CBIiT, Y KOHTEKCT iHO3EMHOi MOBH.
3ayBakuMo, 110 el e(eKT 3aHypeHHsI 3HAYHO TTOCH-
JIIOETHCS 3aBJISIKH MOYJIMBOCTI JIONYYaTHCS 0 PyXO-
BOi aKTUBHOCTI, OCKUIBKH aBaTap BiNATBOPIOE PYXH
Horo, Tak OM MOBHTH, BIIaCHHUKA (MOXKHA, HAIPUKIIAL,
rpaloydl y BoJIe00 BipTyaJbHUM M'STY€M, CIIIJIKYBa-
THUCS 3 ICPEBTIJICHOIO B aBaTap aHIJIOMOBHOIO JIFO/IU-
HOMO, siKa repeOyBae B iHINIH KpaiHi). Y O6i0mioreri
Mindshow € 6araro >KHTTEBHX CIIEHOK, CUTYallIHHUX
JiaJIoTiB, IHITUX KOPUCHUX MaTepiajiB, IO JOIMIIEHO
BHKOPUCTOBYBATH SIK T/ 9ac CaMOCTIHHOI po0OoTH,
TaK 1 JUIsl OpraHizailii HaB4aabHUX 3aHAThH 3 aHIJIIH-
CbKOI MOBH.

3ayBa)KuMo, 1110, JA00HMparouu iMepciiiHi 3aco0u
HaBYaHHS 1HO3€MHOI MOBH, HE CJiJ 0OMEKyBaTHCS
TIIBKK  TIaTopMamMHu  BIpTyaslbHOI  PEabHOCTI.
OcgiTHil VR-KOHTEHT MOXXHA 3HAHUTH B PI3HOMAHIT-
HUX JDKEpeliax, Halpukiaa, Ha YouTube e wmmaio
AHTIIOMOBHUX Ti3HaBaIBHUX pecypciB (opmari 360°

Ta amanToBaHi mix VR- Bimeoponuku, sKi CTarwTh
MOMYJISPHILITUMHU 3 KOXKHUM JTHEM

BuBUYECHHS MOBH € JIOCHUTH CKJIQJIHUM IIPOILIECOM,
TOJIOBHA METa SIKOTO - C(OPMYBATH TPAKTHYHI KOMYHi-
KalliifHi HaBUYKH, HEOOXITHUX IS PI3HUX JKUTTEBUX
CUTyallil B aHIJIOMOBHOMY cepenoBuili. ToMy oco-
OrnBa yBara B IIbOMY IPOLIECI BUBUCHHS IPUIIISETHCS
PO3BUTKY HaBUYOK criyiKyBarucs. CiiJ ypaxoByBaTy,
10 KOTHITUBHA aKTHUBHICTb € 3HAUYHO €(DEKTHUBHIIIOLO,
SIKIIIO B1IOYBAETHCS Y IEBHOMY KOHTEKCTI, IIOB'I3aHOMY
3 BUKOPUCTaHHIM iHO3eMHOI MOBH. Hampuxma, iHr-
Bict JI. ATKIHCOH BBaka€, IO COLiallbHA OCOOJIU-
BICTb MOBHM BiIOOpakaeThcs MEpeayCciM y MpaKTHY-
Hil nouineHOCTI BUKopucTanHs (Atkinson, 2002).
MoBiieHHS JIFOIUHU [I€pelaE HAJI3BUYANHO IUPOKUI
CTIEKTp HAHPI3HOMAHITHIIIOI iH(pOpMaIIii, TIOB'13aHOT 3
KOHKPETHUM COI[iaJIbHIM OTOYEHHSM -- JTyMKH, 0CO0-
JINBOCTI IMOBEIIHKHU, ICUXOJIOriYHl cTanu. CaMe KOH-
TEKCT JOIOMAara€ BHBYaTH MOBY, OCKUIBKH CIIPHUSIE
YCBIJIOMJICHHIO, OCMUCJICHHIO SIK BepOallbHHUX, TaK 1
HeBepOanparX YnHHUKIB (Krashen, 1982), (S16mokoB,
2018). BipTtyanbsHi TexHOIOTIT iMepCIfHOTO HABYaHHS
1HO3eMHOI MOBU YHM HE HaWKpalle CIPHUSIOTH CTBO-
PCHHIO KOHTEKCTY, PEaJiCTUYHOTO Yy CIPUHHSATTI
JIFOAMHH, 11032 TIEPEMIILEHHSM Y TIPOCTOPI.

Crin 3BepHYTH yBary Ha TOH (akt, o B ramysi
OCBITHIX TEXHOJIOTIM CITOCTEPITae€ThCS TEHACHITIS
30cepemKyBaTrics Oinbine Ha (hakTopi HOBU3HH Ta
TEXHOIIOTIYHIX MOXJIMBOCTSIX, a HE Ha TpoIiecax
HaBuaHHs. HemocrarHs yBara 10 TICHXOJIOTIYHHX
0COOJIMBOCTEH Ti€l poui, 1o 11 BiJirpae JtoanHa, sKa
HABYAETHCS, y TEXHOJOTTYHOMY CEpPEIOBHII, MOXKE
CIPUYMHHUTH TIEPEIIKOAN Ha MNIIAXy JOCSTHEHHS
mine#t waBwanas (Chandler, 2009). [docmimgHuku
BHCJIOBJIOIOTh TaKOXK 3aHETIOKOEHHSI, M0 HaaMipHE
3aXOIJICHHS! HOBITHIMH iH(QOpMauiiHUMU TEXHOJIO-
risIMM, 30KpeMa TEXHOJIOTIEK BIPTyallbHOI pealib-
HOCTi, MO)K€ MaTH 1 HEraTUBHI HaCIigKd. 3pydHi
CcydJacHi MUQPOBI JEBaiicH, IO BiIKPHUBAIOTh MOX-
JUBOCTI HABYATUCS B Oy/Ib-SKOMY MiCIIi y Oyib-sSKAl
9ac, MOXYTh MPHU3BOAMWTHU 10 MEBHOI MCUXOJIOTIYHOT
3aJISKHOCTI 1 B1JI CAaMUX HPUCTPOIB, 1 BiJI COLIaTbHIX
Mmenia. ToMy BHKOpUCTAaHHS TEXHOJOTIH BipTyalb-
HOTO HaBYaHHS Mae OyTH BCE€ K TaKH JIIMITOBaHHM.
Tax, k. MakpaHcki, mocmikytoun BB VR Ha
eMoltiiiny cdepy JIOAMHU, IIWIIOB BUCHOBKY, IO,
MopsiJ] i3 YMCIICHHUMU TIepeBaramu, CIiji BPaxoBy-
BaTy 1 WMOBIpHI HETaTWBHI HACIIJKU — MEPEBTOMY,
JIE30pi€HTAIl[0, 3alaMOPOYCHHSI, CHMITOMHU KiHe-
TO3y (MOpPCBKOI XBOpoOH). OKpiM TOTO, IOTPEOYIOTH
MOJAITBIIIOTO  JIOCHI/KEHHST OCOOJIMBOCTI  BILIMBY
cepenouia VR Ha Jrofiei, siKi MOXKYTh BapiroBaTUCs
3aJIe)KHO BiJ BIKY, CTaTi, MEBHHUX IICUXOJIOTIYHUX
xapakrepuctuk (Makransky, 2018).
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BucnoBku. Cucrema OCBITH HEBIMHHO PO3BU-
Ba€ThCs, TPaHCHOPMYETHCS, 1 HaBUANBHI 3aKJIau
MarOTh IHTETPYBAaTHUCS y ITU(GPOBY EIOXY, BUKOPHC-
TOBYIOUH HOBITHI TEXHOJOT11, IO AAFOTh MOYKJINBICTh
MOJICpPHI3yBaTH MEAAroTiYHE CEePEIOBHIIIC.

Texnonorii BipTyaJqpHOI peanbHOCTI BiAKpUBa-
I0Th IIUPOKI TMEPCIEeKTUBH BUKOPHCTAHHS HOBITHIX
JOCSITHEHh  KOMIT IOTEPHUX TEXHOJIOTIH, HAJaroTh
Y4HSIM, CTyACHTaM, BUKJIaZadaM 3py4Hi IHCTPYMEHTH
JUIs. HAaBYAHHS 1 BUKJIAQJAHHS 1HO3EMHHMX MOB, IS
(hopMyBaHHS MPAKTUYHUX KOMYHIKallifHIX HAaBUUOK.
KomyHikaTuBHUH 10CBiA, 3000yTHH y BipTyalbHOMY
CBITI, 3Ha4HO e(eKTuBHiIIe (OPIBHSAHO 3 JIOCBIJIOM,
3M00yTHM y TIpOIleci HaBYAHHS 3a TPagUIiHHUMHU
TEXHOJIOTISIMI) aKTYyali3yeThCsl B KOHTEKCTI peaib-
HOTO CIJIKYBaHHS 13 HOCISIMH i1HO3€MHO1 MOBH.

HaBuanns aHmiicbKoi y BipTyasbHIl peaabHOCTI
ChOTOJHI PO3BHBAETHCS CTPIMKAMH Temnamu. Ha
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PHHKY 3'SBJISIFOTBCS HOBI PECypcH ISl BUKJIAIadiB
1 TUX, XTO BHBYA€ aHIIIICBKY caMOCTiiHO. Sk yxe
3a3Havanocs, TexHoyuorii VR TIIbKHM MOYMHAIOTH
YIIPOBAKYBATHCS B CHCTEMI OCBITH, ajie, BBAYKAEMO,
€ BCI IiJICTaBH BBAYKATH, 110 HABYAHHS B Pi3HUX (op-
Max BipTyaJIbHOI PeabHOCTI CTaHe 3arajlbHOAO0CTYII-
HOIO 1 TIOIMPEHOI0 AUJAKTUYHOIO TEXHOJIOTIENO.

TexHIYHUH TpOrpec HEBIIMHHO PyXaeThbCs BIIe-
pen, yke pO3BHBAETHCS TosorpadiuHa BipTyanbHa
peaNbHICTh, e e(PEeKT MPUCYTHOCTI MOCSTa€E HaBITh
mie Ounbmn BUCOKOro piBHSA. llel HampsM poO3BHTKY
TEXHOJIOTIH BipTyaJIbHOI peanbHOCTI Mae€ BUHATKOBO
HIMPOKi MepcnekTuBu. Tomy B MailOyTHROMY MOPSIA
13 MOJANBIIOK po3poOkoro VR HaBUaIbHUX TEXHO-
JIOT1H 3’SIBUTHCSL TAKOXK HEOOXIAHICTH IOCIIKEHHS
AITOPUTMIB, IICHXOJOTTYHMX YMOB BHKOPHCTaHHS Y
ctepi memaroriku roxorpam, 30KpemMa B KOHTEKCTI
BUBYEHHS 1HO3EMHHUX MOB.
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