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AHoOTaUin

VnockoHaneHHs mpouecy (i3HYHOT0 BUXOBAHHS ACOLIIOETHCS 3 BIIPOBAIKEHHSM IHHOBAL[IMHUX TEXHOJOTIH. [lepCrekTHBHIME HAIPSIMKOM
MoyiepHi3anii (pi3nIHOro0 BUXOBAHHS BUCTYIIA€ BipTyasibHa Ta JonoBHeHa peaybHicTh (VR/AR).

Meta. Orisig e(heKTHBHOCTI BUKOPUCTAHHS ITPOBUX TEXHOJIOTIH BIpTyaIbHOI Ta JONOBHEHOI PEaIbHOCTI B (hi3NIHOMY BHXOBAHHI.

Marepian i merogu. Metopomorist ocii/pKeHHs nepegdadaia MpOBEICHHS! CTPYKTYPOBAHO OISy HAyKOBHX JDKEpPEI, IO IHJIEKCYIOThCS
cucremoro Google Scholar. Byno npoBeneHo cTpyKTypoBaHHMIT MOIIYK i3 BUKOPUCTAHHSAM IporpaMHoro 3abesmnedenns PoP. Binmosinno mo
TEMAaTHKH JIOCIIKCHHS TOKPOKOBO OYyJI0 C(POPMOBAHO CITUCOK 13 MIECTH HAYKOBUX ITyOINIKaIliif, sIKi BIAMOBIIAIN KPUTEPiAM Binoopy. Ormsig
Oyno oomesxero 2020-2024 pokamm.

Pe3yabraTn. BeraHoBIEHO akTyasibHICTh BIpoBapkeHHsT VR/AR TexHomorii B mponec (i3MYHOTO BHXOBAHHS PI3HOTO KOHTHHICHTY — BiJ|
JOIIKUIBHUKIB 10 cTyneHTiB. IlepeBarm VR/AR TexHOOTiH MONSTaloTh y MiJBUINEHHI 3aIydeHOCTI Ta MOTHBOBAHOCTI 10 HABYaHHS Ta
TpeHyBaHHs B ()i3MYHOMY BHMXOBaHHI, @ TAKOXK iX PYXOBHX HaBHYOK. BHCHOBKM. OcCTaHHI JOCIIJUKCHHS MPOACMOHCTPYBAIN MPAKTHYHY
uinHicte VR/AR TexHomoriit ans ¢isnynoro BuxosanHs. [IpoananizoBanuii nocsin anpodamii VR/AR TexHOOTIN B CepeoBHIII MKOIAPIB
Ta CTYJACHTIB XOua Ma€ INeBHI OOMEKEHHs, aje aKLUEeHTy yBary Ha iX HOTeHMiaui Jyuisi MailOyTHbOTO MEPEeTBOPEHHS OCBITHBOTO MPOLECY.
[Momanbiiri 1OCTIHKEHHS MAIOTh Oy TH CIIPSIMOBAHI HAa BUBUCHHS 0COOMMBOCTEH okpeMux VR/AR TexHOOTr# Ta MOTEHIIHHIX MOXKIHMBOCTEH 1X
BHUKOPHCTAHHS B (Di3MYHOMY BHXOBAHHI JiTeH pi3HUX BIKOBHX KaTeropiii.

BucnHoBku. OcTanHi 10CITiKSHHS IPOIEMOHCTPYBAIHU NPaKTU4Hy HiHHICTH VR/AR Texnomorii 1is ¢izuunoro Buxosanus. [IpoananizoBanuit
nocBin anpo6arii VR/AR TexHoIOTi# B cepeJOBHIII IIKOJSIPIB Ta CTYICHTIB X04a Ma€ MeBHI 0OMEXEHHsI, alle aKIeHTy yBary Ha iX MOoTeHIiati
JUTst MaiOy THBOTO TIEPETBOPEHHS OCBITHBOTO MpoIiecy. [ToaanbIii 10CIIiHKEHHS MatoTh Oy TH CIIPSIMOBaHI Ha BUBYEHHSI 0COOIMBOCTEH OKPEMUX
VR/AR TexHonoriii Ta MOTCHIIITHUX MOXKIMBOCTEH TX BUKOPUCTAHHS B (Di3MYHOMY BUXOBAHHI JIITEH Pi3HUX BIKOBHX KaTeropii.

Ku1ro4oBi cjioBa: iHTepakTHBHE HABYAHHS, PyXOBI HABUYKH, OCBITHI TEXHOJIOT11, I€AaroriyHi iHHOBALil, CIOPTUBHA Mearorika, KOTHITHUBHUI
PO3BHUTOK, alaliTUBHE HaBYaHHS.

Abstract

Virtual and augmented reality gaming technologies in physical education: a review of efficiency
A. Yefremenko, V. Kolokolov, M. Pozdniakova, S. Piatysotska

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.

Material and 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 six 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 pre-
schoolers 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
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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.

BcTtyn

OcBiTHiil mporec, 110 aKTUBHO PO3BUETHCS, HE JIMIIA-
€TbCS. OCTOPOHB BIIPOBA/KCHHS IHHOBAIliil. 30Kpema, MosiBa
HOBHX TEXHOJIOTIH 3yMOBJIIO MOJCPHI3aIlif0 (i3HIHOTO BUXO-
BaHHS Ha PI3HUX PIBHAX 3100yTTs OcBiTH. Lle moB’si3aHO siK
3 un$poBi3alil0 HABYAIHHOTO TPOLECY, TaK 1 MOKPALICHHIM
JOCTYIHOCTI JI0 TEXHOJIOTH y Horo ydacHukiB. LlIBunkicTh
MOSIBU LU(POBUX TEXHOJOT'H 3HAYHO MEPEBHUIIYE ILIBUIKICTH
ampo0arii Ta JOCIiKeHHs X epeKTUBHOCTI B cepi PizuuHO-
ro BUXOBaHHs. BuHuKa rmpo0iiema, Ko MOCTYIIOIOTHCS JIHIIE
repeBary Ta MOXJIMBOCTI OKPEMHUX TEXHOJIOTIH, a He 00rpyH-
TOBYETBCS X 3HAYEHHs JUIsL SIKICHOTO MEPEeTBOPEHHS MPOLIEeCy
¢izuuHOrO BHUXOBaHHs. BHHMKae mpobrnema, KOl MpPOIOHY-
€ThCS. BUKOPUCTAHHS MEBHOI TEXHOJIOTII CyTO Ui ypi3HOMa-
HITHEHHs (PI3UYHOTO BUXOBaHHs, 03 ypaxyBaHHs e(DeKTiB, 110
MOXYTh criocTepirarucsi. MexaHigHa iMIJIEMEHTAIIis] OKPEMHX
TEXHOJIOT1H B mporiec (hi3MIHOTO BUXOBAHHS HE J103BOJISIE BH-
KOpPHUCTOBYBaTH 1X eekTrBHO. CamMe OMepaTuBHICTh MPAKTHY-
Hoi arpoOarii iHHOBaliii B ()i3MNYHOMY BHXOBaHHI BH3HAYaE
MOYKJIMBOCTI MOro monmaibioi ontuMizanii. Takox icHye He-
OOXIJIHICTh NEPIOANYHOrO y3arajlbHEHHs MPAaKTHYHOTO JI0C-
BiJly BUKOPHUCTAHHsI iHHOBaliil y (Qi3MYHOMY BUXOBaHHI, 1110
JI03BOJISIE BUUIUTH 3arajbHi HAIPSIMKA HOTO BIOCKOHAJICHHS
4yepe3 CyKYIHICTh IepeBar OKPEMHUX TEXHOJOTIYHHX TpYII
OcCTaHHIM YacOM CIOCTEPIraeThCsl MiJABUIICHHS IHTEPECY JI0
BUKOPUCTaHHSI BIPTyaJIbHOT peajbHOCTI B Mpoleci (hi3uuHOro
BHXOBAHHSI, 1110 3yMOBJICHO MOKPAILIEHHSIM JIOCTYTHOCTI JIAHUX
TEXHOJIOTIH /ISl yYaCHUKIB HaBYaJIbHOTO Tipouecy. LIBuakuii
PO3BUTOK IIbOTO HAIPSIMKY 3YMOBIIIOE ITOTPE0Y B y3arajibHEH-
HI IIPAaKTUYHOTO JIOCBI/Ty 111010 BUKOPHCTAHHS BipTyaJIbHOT Ta
JIONIOBHEHOT peajibHOCTI B (DI3NYHOMY BUXOBaHHI.

AHaJi3 ocranHix mkepes. TexHosorii Bipryansaoi (VR)
ta nonoBHeHoi (AR) peasbHOCTI CHOrOHI IPOAOBKYIOTH aK-
THUBHO BIPOBA/XKYBATUCS B OCBITHIH MPOIEC SIK Ha MIKIJIbBHOMY
piBHi, Tak 1 Ha piBHi Buoi ocsitH (Ariffin et al., 2022; Feng,
2020). IloTo4Hi JOCIIIPKEHHS 30CEPEIPKYIOTHCS BUKIIOYHO
Ha NPE/CTaBJICHHI MOTCHIIMHNX Ta BCTAHOBJICHHI peasbHUX
nepeBar VR/AR Ttexnonoriii jnsi HaByanust (Bores-Garcia
et al., 2024; Calabuig-Moreno et al., 2020). Taki TexHoorii
XapaKTepU3YIOThCsl IHTEPAKTHBHICTIO Ta MPUBAOIMBUM JIM3a-
riHoM. Lle cripusie miBUINEHHIO 3a1y9YeHOCTI Ta MOTHBAILIIT 710
HaBuanHs (Awaluddin et al., 2024; Feng et al., 2022). Cro-
YaTKy BipTyajibHa Ta JOTIOBHEHA PEabHICTh aKTUBHO PO3BHU-
Hynacst B cdepi pospar. Ile no3Bonmino 3abe3neyutu OLTbITY
3aJy4eHICTh PaBLiB i 3p0OUTH 1 TPaJULIHHUN IrPOBHUH MPO-
1ec OLTbII IHTEPAKTUBHUM, HAOIU3UTH HOTO0 710 peabHUX Jii.
30Kkpema, rpaBIsIM Ternep MnoTpioHo Oyino OuiblIe pyXarucs
(bazunpuyk et al., 2024; JlurBuHoBa, 2022). Came irpoBuii
(dbopmar mpencTaBiICHHS KOHTEHTY € ocobmuBicTio VR/AR
TEXHOJIOT1H, SIKI IPONIOHYIOTHCS JJIsl BAKOPHCTAHHS B IIPOLECi
¢isnynoro BuxoBaHHs €. Lle Moxe BimOyBaTucs 4yepe3 CTBO-
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PEHHsI CHeliaIbHUX CIeHapiiB, 3MarajbHOI IHTEPaKTUBHOC-
Ti, @ Takox TBOpuocti B pyci (Gulich, 2024; Kolovelonis et
al., 2023). TToBiZOMJISIIOTH, 1110 CaMe irpOBUI METOJ OJHUM 13
HaiGibI 3aTpebyBannX y cdepi pisuunoro BuxoBanHs. Moro
BUKOPUCTaHHSI B pOOOTI 3 pi3HUM BIKOBUM KOHTHHI'€HTOM J103-
BOJISIE JIOCSITHYTH OULTBIIOT MOTHBOBAHOCTI Ta 3alyuyeHOCTI
YUYACHUKIB, CIPUsIE TBOPUOCTI Ta ONTUMAIBHOCTI PYyXOBOT Jii-
stmpHOCTI (IIpHnutsk et al., 2024; ®ixipko et al., 2021). Bapto
3a3Ha4nTH, 110 VR/AR TexHOIOTH came B HaABYaHHI CITOPTHB-
HUM irpaM BHSIBHJIOCS ¢(CKTHBHAM Ha €MITIPHYHOMY PiBHI.
JocnigHnkam Baaiocsi copMyBarH MporpaMmy BUKOPUCTAHHS
VR 15 criosyyeHoro NnokKpaiieHHsl CIIOPTUBHUX HABMYOK Ta
PO3BUTKY PYXOBHX sIKOCTe# JiTel mikinpHoro Biky (He, 2024;
Mladenova, 2022). 3a3Ha4atoTh, 110 came irpoBHii popmar Bu-
kopuctanHsi VR/AR TexHomnorii y ¢i3snyHOMY BHXOBaHHI Ta
CIIOPTHBHOMY TPEHYBaHHI JI03BOJISIE MOKPAIUTH TEOPETUYHI
3HAHHS Ta MMPAaKTHYHI HABUYKU. PEKOMEHI0BaHO 30CepeTUTH-
csi Ha reiimidikarii Gpi3MYHOr0 BUXOBaHHS 3 BUKOPUCTAHHIM
VR/AR TexHOJIOTIH SK MEPCHIEKTUBHOMY IIJISIXY HOTO MOIEP-
nizarii (Klochko et al., 2020; Satishkumar et al., 2024). Cro-
TOJIHI MOJKHA BHJIUIUTH TPH OKPEMi HANPSIMKH BUKOPHUCTAHHS
irpoBoro mMeroxy B poOOTi 3 ()i3MYHOTO BHUXOBaHHs: KiOep-
cnopt; VR/AR; exsepreiiminr. lllomo kibepcropty, To #oro
BUJIM, SIKI Mepen0avyaroTh 3aIy4eHICTh PYXOBOI AiSIIBHOCTI B
irpoBOMY TIpolieci He € JAOCHTh momyisipHumu. [Ipore, okpe-
Mi opraHizarii akTHBHO PO3BUBAIOTh BUM BIPTYAJIbHHUX €/IU-
HOOOPCTB 1 CIOPTUBHUX irop, npoBosaTh 3maranns (Ekdahl,
2022; Kanellopoulos & Giossos, 2024; McNulty et al., 2023).
B nporieci po3Butky VR/AR TeXHOJIOTIH CHOTOHI TOCTYIIOBO
BHOKPEMITIOIOTHCSI HAPSIMOK PO3POOKH Oe3MocepeIHhO MPo-
JYKTIB, OB’ si3aHKX 3 (pi3naHMM BuxoBaHH:IM. [lepeBara Takux
MIPOJYKTIB TIOJISITAE caMe B IIUPOKOMY 3aCTOCYBaHHI irpoBOTO
METOy Yepe3 reiimMidikariiro pyxoBoi aKTHBHOCTI Ta HABYaHHS
(Hamizi, et al., 2022; Mokmin & Rassy, 2024; Pérez-Mufioz
et al., 2024). HanpsMoK eK3epreiMiHI TaKoX ITOB’sI3aHUH,
MPOTE, HE 30CEePEHKEHUI BUKITIOUHO Ha BUKoprcTanHi VR/AR
TEXHOJOTi#. 30KpemMa, HOro CYTHICTh came 1 MOoJsirae B TOMY,
o0 opraHizyBaty (i3udyHe BHXOBAaHHS IHAMBIZA B iIrPOBOMY
(dopmari, 30kpemMa 3 BukopuctanusimM VR/AR texuosmoriit. [eit
HarnpsiIMOK Oe3rocepe/iHbo OB’ SI3aHUi 3 PO3POOKOIO CIIeli-
QIBPHUX TIpOrpaM Ta JOAATKIB st reiMidikamii ¢izuaHoro
BuxoBaHHs (Zhao et al., 2024). JlocniAHUKN 3a3HAYAIOTH, 1110
OJIHIEIO 3 KIFOYOBHX TepeBar BukopuctanHs VR/AR texHono-
rii € GopMyBaHHS CaMOCBIZIOMOCTI /10 HEOOXiJHOCTI 3aHSTh
(bI3UYHIMY BITpaBaMU 3aBISIKM MOYKJIMBOCTI 0Ci0 IOHOTO BIiKY
3aiimarucst camoctitao (He, 2024). Taki TexHomorii J03BO-
JISIFOTh TIOKPAIIMTH €(DEeKTHBHICTh NUCTAHIIHOTO HAaBYAHHS
yepe3 30epekeHHs] MOTHBAII]l THX, 10 3alMalOThCs 3aBISKU
irpoBiii mojavi HaBYAJIBHOTO KOHTEHTY. Bike ChOrojHi J0-
CJIIIHMKAMHU aKIIEHTOBAHO yBary Ha HEOOXiJHOCTI HaBUaHHS
MaifOyTHIX (axiBIiB 3 (HI3UIHOTO BUXOBAHHSI 0 BUKOPUCTAH-



ISSN (online) 2523-4161

CNOPTUBHI ITPH
No. 1(35), 2025

H1 VR/AR TexHomoOriif B MalOyTHIN MPaKTUYHINA HisUTBHOCTI
(Darmawan et al., 2023). IIpu upomy, Bukopuctanas VR/AR
TEXHOJIOTIT CTBOPIOE CHHEPIETUUHHUHI €(EKT 100 PO3BUTKY B
MaiOyTHIX (paxiBIIiB 1100 PO3BHUTKY iH(POpPMAIIiifHOI, iIHHOBa-
miitHo1, 3mopoB’st 6epexHoi komrerenTHOCTeH (Klochko et al.,
2020). O3HayeHi mepeBard IPYHTYIOThCS K Ha pe3ylbTaTax
MIPAKTUYHUX TOCIIIKEHb, TaK 1 HENABHIX OTNIAAAX i3 OKpEeMHUX
MMUTaHb BIPOBADKEHHS Ta BUKopucTanHs VR/AR TexHOmoriN
B (i3NYHOMY BHXOBaHHI pi3HOTO KOHTHHTEHTY. [Ipote, 3a oc-
TaHHIN Yac MOKpaImiacs JOCTYIHICTh Ta Momudikamis VR/
AR rexnonorii. I[Ipore, He Oyn0 3HAHIEHO OKPEeMHUX OTTIAIIB
II0/I0 MPAKTHYHOI e()eKTHBHOCTI II0JJ0 PO3BUTKY HABHUYOK B
mporieci Gpi3MIHOr0 BUXOBAHHS 3 3aCTOCYBaHHAM irpoBux VR/
AR TexHoJ0TIi..

3B’5130K pOOOTH 3 HAYKOBUMH NMPOrPaMaMH, MJIAHAMH,
TemaMu. JlOCTiDKEHHS TIPOBEACHE BIAIMOBIMHO IHIIATHBHOI
TemMu Kadenpu nerkoi arnetnkn XJIADK JlepxaBHuii pee-
crpamiitanit Homep: 0119U103785 «OcobamBocTi 9aco-mpo-
CTOPOBUX XapaKTEPUCTHK CHOPTHBHOI (JIeTKa aTieTHKa) Ta
TTOBCSIKAEHHOT PYXOBO{ HisTIBHOCTI».

Merta gocigmxeHHs — OIS €PEKTHBHOCTI BUKOPHCTAH-
HS ITPOBUX TEXHOJIOTIH BIpTyaJbHOI Ta JONOBHEHOI peasibHO-
CTi B (pi3MYHOMY BUXOBaHHI.

Marepian i meTogmn

Jlns nmocsTHeHHS TOCTaBieHOi MeTH Oylo 3acTOCOBa-
HO TEOPETWYHI METOAW TNEeHaroridHoro JociikeHHS. Byrio
MIPOBE/ICHO TIOMIYK 13 BUKOPUCTAHHSAM MPOTPAMHOTO 3abe3re-
yenns PoP ver. 8 (Harzing, Himewuuna). ITomyx mpoBommmm
B Google Scholar. Bubip miei indopmamiiinoi 6a3u 3ymoBie-
HUH BETMKHAM OXOIUICHHSM HAayKOBOi iH(OpMAIii 3a pi3sHUMHA

HanpsIMKaMH JIOCHI/PKEHHST Ta MOXKJIMBICTIO OTPHMAaHHS TIOB-
HOTO JIOCTYITy 10 MaTepianiB. He3Baxkaroun Ha HEWIiTKICTh a-
TOPUTMIB TIOIIYKY, B IIJIOMY, PE3YyJIbTaTH B OUTBIIOCTI CXOXIi
3 THMH, SKi MO)KHa OTPUMATH IIPU TIOIIYKYy OKPEMO B IHIINX
6a3zax HaykoBuX MmarepianiB. [Ipu meomy, Google Scholar Ha-
Jla€ TOCTYI 10 «Cipoi JliTepaTrypn», sKa, Ha HAlLy JyMKY, MOXKe
MICTHTH HIHHUHA TMPaKTHYHUA MaTepiai o0 TOCIiKyBaHO-
ro nuTanHs. [1oIyKoBi 32U TH BUKOHYBAJINCS 3 ypaxyBaHHIM
ocobmmBocTeit PoP i Gy modeproso anpo6oBani. Bubip 6yB
3YIUHEHUH TOAi, KONH BAAJOCA OTPUMATH HAWOULIBITY Kib-
KICTh pe3yibTaTiB 3a KOKHUM 3anuToM. [lomryk OyB oOMexe-
Huit 2020-2024 pokamMu. 3amuTH 3IiHCHIOBAIUCS 32 HACTYII-
HOIO CTPYKTYpOrO Ta KirodoBumH cioBamu: 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. CTpykTypa HOIIyKy
BimoOpakeHa Ha PUCYHKY 1.

PesynbTtaty gocnig>keHHs
Ta iXx 06roBopeHHsA

[IpencraBneHHss pe3ynbTaTiB AOCTIKEHHS Oyae CKia-
JaTucst 3 IBoX 4acTuH. CriovyaTtky OyJe HaBEeIEHO pe3ylbTaTi
aHasizy AOCIIKEHB, K1 yBIHIUHN 10 orsany. Jlami Oyne mpen-
CTaBJICHO aHANI3 AAHUX MMyOIiKamid, ki Oynmu BuxirodeHi. Le
OB’ 13aHO 3 HEOOX1AHICTIO BUOKPEMIICHHS HAIPSIMKY BUKOPH-
cTaHHsA irpoBoro opmary VR/AR TexHOmOTIH U1 BUPIiIEHHS
MpoOIEeMH 3aTy9eHOCTI MOJIOI 10 3aHATH (hi3WIHUM BIIpaBa-
M.

[IpencraBneHHss pe3ynbTaTiB AOCTIDKEHHS Oyae CKia-
JaTucst 3 1BoX 4acTuH. Crioyatky OyJe HaBeIEHO pe3ylbTaTi

)
' SammcH igeHTHDIKCEAH 3ammcH, BHOATEH] Tepeq
E (n=106) ——#| MIOEA3OM:
= JyOniEaTH 3anAciE EHIATEHO
E n=27)
e
S v
3amEcH nepeEiperi p | JFAMHCH EHEMOUEED
n=T1) (n=28)
JammcH, AKi EHEOPHCTAN] A4 JamMcH He OTPHMARO
E nonryEy (o= 38) —*| (n=16)
Z
5]
JammcH omOiHeHD Ha 3JamHCH EHETRHOUEHO:
ELFIOBIZHICTE Ervoran (n = 20) Ilpereea 1 (n=3)
Tprrawma 2 (n=8)
IMperma 3 (n=1)
g : .
o JocoigseHsd, EEI0UeH] 10
E ormagy (n=18)
==]
Pucynox 1. Ilpotoxos nomyky Jireparypu
[TosicHeHHs: 1 — y4acTh CIIOPTCMEHIB; 2 — ONUTYBAHHS; 3 — HE TIOBIIOMJICHO [IPO BTPYYaHHS.
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aHaIizy JOCITIKEHB, AKi yBIHIUHN 10 orrsamy. Jlami Oyne mpen-
CTaBJICHO aHANI3 JaHUX MyOIiKamid, ki Oynmu BukiroueHi. Le
OB’ 13aHO 3 HEOOXiIHICTIO BUOKPEMIICHHS HAPSIMKY BUKOPH-
cTaHHsA irpoBoro opmary VR/AR TexHOMOTIH TS BUPITIEHHS

MH.

Tab6auus 1. Pe3yjabTaTu 10c/1i1KeHb, BKJIIOYEHUX B OIJIsI]T

poOIEMHA 3aTy9IEHOCTI MOJIOI 10 3aHATH (hi3UIHUM BIIpaBa-

V tabnumi | mpencTaBaeHo pe3ynbTaTH OTPUMaHi JOCHTi -
HUKaMH BiiOpaHUX TSI OTIIAAY ITyOTiKamii.

ABTOpH, piK YyacHUKH TexHoJorist Oco0MBOCTI BTPYYaHHSA Pe3yabratn BucHoBkH
Utamayasa, 34 mxonspa 10-12 VR Metaverse 40 XB. BUKOPUCTAaHHS CIIEL[ialbHO  3HaYHe, HOPIBHSIHO 3 VR Mae nepcrekTuBu
I.LG.D., & POKIB, pO3IOIiIeH] PO3pOOICHOTO IIPOrPaMHOTO IPYIIOI0 KOHTPOIIO, y HOJIMIIeHH] PyX0BO1
Mardhika, R. Ha IpyIly BTpY4YaHHs 3a0e3IeUeHH s i/l KEPIBHULITBOM ~ 3pPOCTAaHHS ITOKA3HUKIB KOMIIETEHTHOCTI JIiTeH y
(2024) Ta rpyIry KOHTPOIO BUHTEIS (Pi3KYIBTYPH, SIKES PYXOBUX HaBHYOK (bi3uIHOMY BHXOBaHHI

30CepeKEHO Ha PO3BUTKY
PYXOBUX HaBUYOK: JJOKOMOTOPHI
PYXH; KOHTPOIb 00’ €KTiB
Omarov, N., et 60 cTyneHTiB, AR Game- Mogens 3axomteHHs pyxy PoseNet 3HauHi BiqMiHHOCTI CyTreBi epeBaru
al. (2024) po3IoineHi Ha based learning  Ha 6a3i rpu Subway Surfer MDK JBOMA TPpyHaMH 3 BrpoBakeHHs AR y ¢isuane
rpymy Brpydanasi ta (GBL) BUKOPUCTOBYBAJIACsS MPOTATOM TOUKH 30Dy SIK (i3H9HOT BUXOBAHHS 1711 (pi3U9HOT
TpyITy KOHTPOIIO LIECTH MiCSIIB AKTUBHOCTI, TaK i AKTUBHOCTI, TaK i MOTHBAILIi1,
MOTHBaMii, Ha KOPHCTh 301IBIICHHS 32Ty 9CHHS
eKCIIePUMEHTAIBHOI TPy CTYJEHTIB JI0 y4acTi y
(bi3u4HEX BIpaBax
Chang, K. E., et 52 mxonspa ceomoro AR PEclass Vunsm AR-PEclass HeoOxinHO V nopiBHAHHI 3 y4HAMH, BineoincTpyxkiii He
al. (2020) KJIacy, pO3IoziIeHi HABYaTHCS, BUKOPHCTOBYIOUH AKi BAKOPHCTOBYBAJII 3a0e3MeuyroTh iHTepaKTUBHOT
Ha TPyIy BTPy4YaHHs HaBYaJIbHI MaTepiay y KHU31, BijleoMarepiaii, y THX, pobOTH Ta HE MOEAHYIOTh
Ta TPyITy KOHTPOJIFO MOEHYIOUH 00’ €KTUB KaMepH XTO BUKOpHUCTaB AR, TEOPETHYHI 3HAHHS Y KHH31
MoOinbHOTO Teneony i3 criocTepiraBest Kpamuit 3 PyXOBHMH HaBUYKaMH.
300pa)kKeHHSIM PYXOBHX HaBHYOK y  e(eKT HaB4aHHS pyxoBUM AR iHTerpoBana 3
kHU31. EKpaH HOCIsl aBTOMaTHYHO — HABHYKAM 3D-marepianamu, Moxke
BinoOpaxae 3D-monens JIOTIOMOTI'TH YYHSIM y
nepcoHaxa, IKUi Mae QyHKIIT BUBYCHHI PyXOBUX HABHUOK,
ynpasiiHes. ExcriepuMenTaibpHa JIO3BOJLSIIOUH YUHSIM KepyBaTH
JUsUTBHICTB TPOBOAMIIACS IBIYi 11O 3D-mozentro nepcoHaxa
90 xB. ITiT Yac YNTAHHA MaTepiary
i IpyYHHKA
Pratama, B. A., 74 mkomspa 9-10 Mob6inbHi ITpotsirom mecTy MicsLiB BcranosieHo nepesary Buxopucranss
Sucipto, S., &  pokis, po3moxineni  gomatku AR BUKOpHCTaHHs poaatkiB AR (35 pe3y/IbTaTHBHOCTI IHTEPaKTUBHUX Meia
Hanief, Y. N. Ha TPYIy BTPy4YaHHs XB. Ha IOYaTKOBOMY 3aHSTTI PYXOBOTO TECTYBaHHS JIOTIOBHEHOT PeaJIbHOCTI Ha
(2022) Ta rpyIny KOHTPOJIIO ITi/1 KEPIBHULITBOM BUHTEIIS) Y y JIOKOMOTOPHHUX Ta OCHOBI MOOLIBHOTO J10/1aTKA
MOJILOBHX YMOBAaX MAaHIMyIATUBHUX PYXiB JUIT  MOXKE IIOKPAIIUTH OCHOBHI
TPYNHU BTPyUYaHHS PYXOBi HABHYKH JIiTEH
9-10-piyHOro MIKIIBHOTO BiKy
Fernandez- 75 mkonspis 12- VR Ha ocHoBi  IlicTh THXKHIB MO [Ba 3aHATTA 10 3adiKCOBaHO CyTTEBE GAM y noenHanHi 3 VR
Vazquez, D., et 14 pokiB Tpbox BiZieoirop Ha 50 XB. MOKpAIICHHS TOKa3HUKIB CIpHs€ MOKPAILICHHIO
al. (2024) pizHux knaciB: PTS  irposiii konconi GAM 0Oyno po3podneHo ta quis rpyn VR y Tectax Ha  €()eKTHBHOCTI PO3BUTKY
JUISL KOHTPOJIBHOT Xbox One Ta  po3poOJICHO MiJ yac BTPyYaHHS 3 130METPUYHY CHITY KUCTI, PYXOBUX HaBHYOK,
rpynu (n = 14); MIPUCTPOTB ypaxyBaHHSIM KOHTEKCTY (inbMy  OiYHMX CTPHUOKIB, TEHIHTY,  TOB’S3aHUX 3 KOOPAMHALIEIO
PTS+GAM po rpymnu  Kinect, «ABarap 2». Y rpynu VR Oyna KOOpAMHALLIT PYK Ta oueii
BTpy4aHHs | (n= Nintendo cIiemiagbHa CTaHIlis, 00Ia HaHa
32); PTStGAM+VR  Switch Ta okymsipamu ta Kinect Sports Xbox
3a4CTOCOBYBAIaCsi 0 ~ TOJIOBHOTO
IpyIH BTPy4YaHHs 2 JHCILIES
(n=29) Oculus Quest 2
Bae, M. H. 90 mKomspiB 5-6 VR obnagnana IIpotsrom 8 TikuiB o 40 VY rpymi Brpy4aHHs Iporpamu dizuanoro
(2023) KJIaciB, pO3MOAIIEHI  KiMHATa XB. BiIOyBaJIHCs 3aHATTS B 3a¢iKcoBaHi BUIII 3arajlbHi  BHXOBAaHHS Ha OCHOBI VR

Ha TpyITy BTpyYaHHs
Ta IpyIy KOHTPOIIIO

o0naaHaHii KiMHATI: 3 JBOMa
BEJIMKUMU €KpaHaMU, JOBKOJIA
SIKMX PO3TALIOBYBAJINCS JTa3epHI
JIATYUKH; JaTYUK BIJACTSIKEHHS HA
CTeJIi; BEIIOEProMeTp, OB’ I3aHHI
3 KOMII TOTePOM; IPHCTPil
Xbox360 ocnamennit Kinect.
TIporpamu npezcTaBisLIuCs

Ha BEJIMKOMY €KpaHi 3a
JIOMIOMOTOIO ITPOEKTOpa (BEIIO,
JIDKHUN CIOPT, OOKC, TaHIIi)

MOKa3HUKHY (izuanHol

MM ArOTOBIEHOCTI, IIOB’ sI3aHi
31 370pOB’sIM, Ha OCHOBI
CTaH[aPTH30BAHUX TECTIiB
KapaiopecmipaTopHoi
BUTPUBATOCTI, THYYKOCTI,
M’S130BOT CHIIH,
BUTPUBAJIOCTI, IIOTYKHOCT1
ta IMT [y1st XJI0MI(iB Ta
niBuar

e(DeKTUBHI IS IOKPAIICHHS
(hi3UYHOT MiATOTOBIEHOCTI
cepell yUHIB Cepe/IHiX KIIaciB
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[IponeMoHCTpOBaHO, 110 Ha T 3HAYHOI 3aIiKaBICHOCTI y
BukopuctanHi VR/AR texHomoriii B mporieci hi3smgHOT0 BUXO-
BaHHA HE3HAYHa KUIBKICTH OCTAHHIX IOCHIDKEHD ITOB’ s13aHa 3
MIPAaKTHYHOIO JIEMOHCTpaNi€ro iX eekTuBHOCTI. JInmte 1Ba no-
CITiPKEeHHs OyIH ITOB’13aHi 3 BUKOPUCTAHHIM HAassBHUX 3aC001B
VR/AR TexHozoriif B ix cydacHomy posyminHi (Fernandez-
Vazquez et al., 2024; Pratama et al., 2022). Yotupu mocmi-
JUKEHHS TIPEJICTaBIIIN OPUTIHAIBHI po3poOKK Ha 0a3i MeTaB-
cecBiTy, 3D MozxemroBaHHs, reiiMidikaii gyepe3 BUKOPHCTaHHS
VR/AR texnomnoriit (Chang et al., 2020; Pratama et al., 2022;
Omarov et al., 2024; Utamayasa & Mardhika, 2024). B oqHo-
My JOCIIDKEHHI OyI10 IpoBeieHe TOPiBHSIHHS reiiMi(hikoBaHO-
r0 (hi3MYHOTO BUXOBAHHS Ta 3 BUKOPUCTAHHAM VR TexHOIIOTIH
(Fernandez-Vazquez et al., 2024). B ogHOMY HOCHTIIKEHHI B
sikocTi AR BTpy4aHHS IPEACTAaBICHO BUKOPUCTAHHS MOOLIB-
Hux ponatkis (Pratama et al., 2022). 3aramom, sk i mepembava-
JI0CS OCHOBHMM METO/IOM HaBYaHHS B (Di3MYHOMY BHUXOBAHHI 3
BuKopucTaHHIM VR/AR TexHOJOTIH € irpoBHii.

VYV BCiX DOCHIKEHHSX TOBIOMIICHO MPO MOKpAIICHHS
PYXOBHX HaBHYOK 200 SKOCTI PyXOBOTO HAaBYAHHS B PE3YIlb-
tati Bukopuctanast VR/AR Ttexnomori. [Ipote, nwie B 1BOX
JIOCITI/PKEHHSIX MOBIZIOMIIEHO ITPO 3MiHM T€CTYBaHHS OKPEMHUX
pyxoBux xapakrepuctuk (Fernandez-Vazquez et al., 2024;
Pratama et al., 2022). [amni mocmimkeHHS MICTATH iH(pOpMa-
Lif0 TIPO 3MiHY PiBHS (i3UYHOI IMiArOTOBICHOCTI a00 OIIHKY
pyxoBoi akTHBHOCTI B Oanax. B mizomy, aBTOpu HE 3HaXOIAThH
MIPOTUPIY [IOJI0 OTPUMAHUX JIAaHUX T BKa3yIOTh HA BIOCKOHA-
JICHHS! PyXOBHX HaBHYOK, SIK HA OJIHY 3 OCHOBHHX IIepeBar pe-
3yABTaTHBHOCTI BuKOpUCTaHHS VR/AR Texnomoriit (Kong &
Zhang, 2023; Kuleva, 2024; Mohamed Sayed Abd El Salam,
2020; Moreno-Guerrero et al., 2020). Ille ogHe goCTiHKEHHS
OyJ0 TpoaHami3oBaHEe Ta He OylI0 BKIIOYCHE B OIVILI Yepe3
BIJICYTHICTh BiIOMOCTEH Mpo au3aifH BukopucTaHHsS VR Tex-
HoJorii po3pobienux y cepenosumli Unity3D (Dong & Sha,
2024). IIpote, BOHO BapTe yBard, aJpkeé MiCTUTh KOPHUCHY iH-
(dopmariro 100 MOJEIOBaHHS CepeAoBUIa (Pi3MIHOTO BU-
XOBaHHJ, IO BKITFOYA€ BUKOpUCTaHHs VR TexHomoriid. ABTopn
TaKOXX TTOBIIOMHJIM TIPO TTOKPAIIEHHS PYXOBOI IiIrOTOBJICHO-
CTi CTYZICHTIB Ha NMIPUKJIA i TIOPiBHSIHHS PE3yNIbTaTiB TECTyBaH-
HS JIBOX TPYI 0 Ta Iicis BTpy4aHHA. Bapro 3a3HaumTH, 110
BCi aHAJI30BaHi JOCTIHKEHHS MaJli KBa3ieKCIIepUMEHTaTbHAN
JIM3aliH, 10 MOSCHIOETHCS CKIIAIHICTIO MIPOBEACHHS PaHIOMi-
30BaHMX JTOCIIIKEHB 32 y4acTi MKoJsApiB. OmHe MOCTiHKSHHS
HE TIOBIIOMWJIO TIPO TPUBAIICTH CEAHCY BTPYHYAHHS, IO IS
IHIINX JOCIIKEHb CKJI/lalia B CEPEHbOMY Yac CTaHIapTHO-
O MKITBHOTO ypoKy (Omarov et al., 2024). BukiroueHHs cTa-
HOBHUTH 90-XBIJIMHHA CeCis HABUYAHHS 3 BUKOpHUCTaHHAM 3D
mopnemoBaHHs (Chang et al., 2020).

[IpoanamnizoBaHi IOCHIIKEHHS € TIOKa30BUMH IIIOJO CY-
YaCHUX YSIBJICHb ITPO MOXKJIMBOCTI 3acTocyBaHHs VR/AR Tex-
HOJIOTi# B mporieci ¢ismaHoro BuxoBaHHs. [IponemMoHCTpOBa-
HO, IO TIepEeBAXXHUM (opMaTOM MOIM(PIKOBAHOTO HABUAHHS 3
BukopuctanHsiM VR/AR Texnomoriit irposuii. Lle yTBepmKye
PO3YMIHHSA TOTO, SKHM YHHOM MOXYTh OyTH MoOIm]iKoBaHi
HaBUAIBHI mporpamu mob6 Oytu edexkruBHUME (AcTaxoB &
E€pewmis, 2021; basunesuy, 2023). Came iHTepaKTHBHICTH Ta
MIPUBAOIUBICTP irop 3 PyXOM IOB’S3yIOTh 3 IiABHIICHHSAM 3a-
JTy4eHocTi Ta MoTuBamii. CaMe Ii XapakTepUCTHUKH, 3a CBil-
YeHHSM OUTBIIOCTI aBTOPIB, OB’ sI3aHi 3 MOKPALICHHAM PYXO-

Bux HaBUYOK (CemOpat, 2024). OxHaK HE CINiJl OTOTOXKHIOBATH
BukopuctanHsi VR/AR TexHomoriit Ta reiimidikamiro HaB4aH-
HA. ApKe X qU3aifH MOXKe BiZIpi3HATHCS Ta OyTH pO3pOOIeHHUN
ORI afpecHO UIA KOHKpeTHoro koHTHHTEHTY (Lee & Lee,
2021; Singh & Awasthi, 2024; Wang, 2021). HeoueBuaaum
BUSIBIJIACS BiJICYTHICTh HPAKTUYHOTO BHUKOPUCTAHHS EK3ep-
reiiMc B KOHTEKCTi po3podkn VR/AR rtexnonoriit. [Tpu mpo-
MY, B )KOJHOMY 3 AOCIIKEHb HE OyJI0 MPOBEICHO MOPIBHIHHS
epextuBHOCTI VR Ta AR Texnomoriit. Ilpore, 3a3HagaeThCs,
mo VR Hamae MOXIUBICTH CTBOPEHHS iMEPCIHHOTO cepermo-
BHIIA, IO 3HAYHO MiABHIINYE 3aTy4eHICTh ydacHuKiB (Meng,
2021). HaromicTh, 3amMIIAETHECA HE3PO3YMUIMM HACKITBKA
SIKICHIM MO)ke OyTH TEpEHECEHHS PO3BHHEHHX HABHYOK Yy
BIpTyallbHOMY CEpEeNOBHIII Ha peansHUi pyx. [IpoaHamizoBa-
Hi JTOCHIUKEHHS HE aCOIUIOIOTH Il 1B MOHATTSA. 31e01IBIIOr0o
VR/AR TtexHOmMOTi# po3MIAIa0Th MOJaHHS HaBYAIHHOTO KOH-
TEHTY B irpoBoMy (opmari came sk pakTop IpHUBaOIUBOCTI,
30piEHTOBAaHMH HAa PO3BUTOK MOTHBALIi IOCATHEHHS B THX, XTO
3aliMa€eThCs, a HE 5K 3aMiHy TPAAWIIHUX METOMIB PyXOBOTO
HaBuaHHs (Shi, 2024). Takum yuHOM, Hapa3i BHKOPHUCTAHHS
VR/AR TtexHomoriit B (isMIHOMY BHXOBaHHI MOB’s3aHE 3 1X
BKITIOYCHHSM y TpamuIiiHuii popmar. Ha 1eit paxyHOK CBia-
YUTH OLTBIIA KUTBKICTD iIeHTH(IKOBAaHUX ITyOITiKaIliii CTOCOB-
HO AR, mopiBHSHO 3 VR TexHONOTIsIMH.

BaxnuBrM BUCHOBKOM IIOTO TOCIIJKEHHS € T€, 110 MPO-
mo3utii BrpoBamkeHHs: VR/AR TexHomori# B mpouec ¢iznd-
HOTO BUXOBAHHS CTOCYIOTHCS SIK IIKOJISIPIB Pi3HOTO BIKY, TaK i
crynentiB. OqHE 3 TOCHTIHKEHb, aHAIII30BaHE alle BUKIIIOYCHE
yepe3 He IMpPEACTAaBICHHS JU3aiiHYy, MPOIOHY€E BHKOPHCTOBY-
BaTH JJaHi TEXHOJOTiI B poOOTi 3 AOMIKiIFHUKaMH. Pe3ymbra-
TH OTJISIY Y3TOKYIOTBCSI 3 OWIKYBAHHSIMHM OO THYYKOCTI
¢dopmaryBaHHs TIporiecy ()i3MYHOTO BHUXOBaHHS 3 BHUKOPHC-
taHHAIM VR/AR Ttexnomoriit mis oci6 pizHoro Biky (Wang &
Cai, 2024). Lle no3Boisi€ PO3MILAATH JaHI TEXHOJOTIT K Ii-
JicHUIA HanpsMOK Moaudikamii Gpi3smIHOr0 BUXOBaHHS Ha Pi3-
HUX 1a0nsax HaBdaHHs. [Ipn domy, e MOB’s3aHO HE JIHIIE 3
BCTAHOBJICHOIO €()EKTHUBHICTIO IMIOJO PYyXOBOTO HABUAaHHS, a
caMe 3 MOXJIMBOCTSIMH 3aJIy49€HHs JIO0 IPOLECY PEryiIsipHOTO
BHKOHAHHS ()I3WYHHX BIIPAB, B TOMY YHUCIIi CaMOCTiHHO, pi3HO-
r0 KOHTHHTeHTY. OCcOOINBO SIKIIO NPUHHATH MO3HUIIIIO, 1110 BU-
KOPUCTaHHS MOOUTHHUX JOMATKIB i3 CIICI[iaIbHUM JH3aiHOM
MOYKHa pO3TIsiAaTh K BapianT AR texnomorii. [Ipore, e mo-
TpeOye KPUTHIHOTO aHATI3Yy.

Posrisiparoun apyre NMUTaHHS MPOBEAEHOTO OISy 3a-
3HAUMMO, [0 KOKHE 3 BKIIOYECHHUX IOCHIIPKEHb MICTHIIO pe-
3yapTat moao cupuiHATTS VR/AR TexHomoriit TmMu, XTO
3aliMa€eThCA, a TAKOXK IX MOTHBOBAHOCTI. BCi moCiiKeHHS 10-
BIJJOMMJIM TIPO ITO3UTHBHE CTaBJICHHS yYaCHUKIB, HOKPAIIEHHS
3aITy4eHOCTI 10 3aHATHh (PI3SMIHIMHA BIIPaBaMH, a TAKOXK ITiBH-
IICHHS X MOTHBAIIi1 10 mporecy dizmuHoro BuxoBaHHs (Li &
Li, 2020). B Toii e gac, miIcTaBOI0 BUKIIOYCHHS BOCEMH JI0-
CIIIKEHB OyI10 IX OOMEKEHHSI [10/10 BCTAHOBIICHHS CIIPUHHST-
TS Ta MOTHBaLii 10 KopuctyBaHHI VR/AR TtexHomoriit B ¢i-
3UYHOMY BUXOBaHHI. O3Ha4yeHe JI03BOJISIE BUIUINTH OKPEMHH
HaTpsAMOK JocIimkeHHs edekruBHOCTI VR/AR TexHOMOTIH,
0B’ s13aHMH 3 1X IFPOBOIO CYTHICTIO, IO 33/I0BOJIbHSIE BAKIIUBY
BHUMOTY JI0 TIpoliecy (pi3MIHOTO BUXOBAHHS — PETYIISIPHOCTI Ta
MOTHBOBAHOCTI JI0 3aHATH (i3WYHUMHU BrpaBamu. Lle € oco-
ONMBO IIHHUM IUIs 0Ci0 FOHOTO Ta MOIOMOro Biky. ChOTOMHI
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MOJIOAb BiJa€ MepeBary po3BaraM 3 MiHIMAJIBHOIO KiTBKiCTIO
PYXY, IPOTE 30CEpEHKEHOMY Ha irpoBoMy ¢opmaTi. 30Kpema,
30epiraeThCs MOMYJSPHICT Bif€0 irop, 3pocCTae 3aliKaBie-
HICTH y po3Barax y ¢opmati VR/AR (Moreno-Guerrero et al.,
2020). Byno 6 MOMMIKOIO HEXTYBAaTH MOKIHBICTIO BUKOPH-
craru irpoBuit popmar VR/AR TexHONOTIN AT IMiIBUIIEHHS
3aITy4eHOCTI MOJIOI 710 Y9acTi B mporieci (pi3smaHOro BUXOBaH-
Hs. OcoONHBO 1€ BaXKJIMBO JJISL OpraHi3allil BUTBHOTO 4acy 3
03II0pOBYOI0 CIIPSIMOBaHICTIO. BeTaroBieHo, mo VR/AR Tex-
HOJIOT11 BUKJIMKAIOTH 3aIliKaBJICHICTh y IIKOJISAPIB Ta CTYICH-
TiB mMOJ0 iX BUKOpHCTaHHS B (hismuHOMY BHXoBaHHI (Meng,
2021; Satishkumar et al., 2024). BusBieHo edexru 3acTocy-
BaHHS VR/AR TexHoOmOri# irpoBOro Xapakrepy B (hi3mIHOMY
BHUXOBAHHI IITKOJSAPIB, OB’ sA3aHi 3 MiABUICHHAM Yacy 3aHATH
(i3MYHIME BIIpaBaMU Ta IiABUIIECHHI PyXOBOi aKTHBHOCTI, 30-
kpema y BimbHHH yac (Liang et al., 2023). CtyneHTH TOBiIOMH-
JIU TIPO OULTBITY 3aJTyYEHICTH JI0 MPOIIECY PYXOBOTO HaBYAHHS
yepes BuKopucTanHsa VR Texromoriit (Darmawan et al., 2023).
HaromicTs, 7S MIKOMSAPIB CepeIHBOI KO BCTAHOBIICHI TIe-
peBaru Moo MiJABHUINCHHS MOTHBAIl] 0 3aHATH (Pi3SHUHUMH
BIIpaBaMU Ta MOKparieHHs: camonouyTts (Lee & Lee, 2021).
Bapto ouikyBaru, mo VR/AR TexHomorii 3acTocoByBaHi B (i-
3MYHOMY BUXOBaHHI OYIyTh CIIPHATH ITiJBUIIECHHIO 3aIliKaBJe-
HOCTI 10 BUKOHAHHS (Di3WIHHUX BIIPaB HE3AICHKHO BiJl XapaKTe-
Py 1X BIPOBA DKEHHS.

[TpencTaBieHi mepeBarn He BUKITIOYAIOTh OOMEXEHHsI, Ha-
camrepe, moao BrpoBaukeHHS VR/AR TexHOMOTIH SK TTOB-
HOIIIHHOI CKJIaoBOi mporecy (ismgHOro BHMXOBaHHS. Bcera-
HOBIICHO, 1110 BIpoBamkeHHS VR/AR TexHomoriit BinOyBaeTh-
csl TBOMA IILISIXaMu: 1) po3poOKy OpHUTiHATBHUX TEXHOJOTIH;
2) BUKOpUCTaHHS KoMepuiiiHoro obOmamranHs (Gulich, 2024;
Mladenova, 2022). Po3po0ka opuriHaTBHAX TEXHOJOTiH cama
mo co0i He mependavae iX MIBUAKOTO MaCOBOTO BIIPOBAKCH-
Ha. TuM made BHHHKae moTpeba B po3podii pexoMeHmamin
10710 KOPUCTYBaHH: TaKUMH TeXHoJorismu (Singh & Awasthi,
2024; Utamayasa & Mardhika, 2024). BuxopuctanHs kKoMep-
HiffHOTO O0JIaTHAHHS TaKOXK HE MOXe OyTH BUKOPHCTaHE Maco-
BO, OCOOJHBO, /U CAMOCTIIHOT pOOOTH THX, XTO HABUAETHCS
gepes 1oro BucoKy BapTicTh (Lee & Lee, 2021). Takum urHOM,
croronHi VR/AR TtexHomoriii B mporiec Gpi3sHaHOro BUXOBaHHS
BCE K CJIIJT aCOIIFOBATH 3 ayTUTOPHUM HaBYaHHs. BUKIIOUeHHS
MOXYTh ckiagatu 3D Moferni HaBYaIbHHUX MOCIOHWKIB Ta BH-
KOpPHUCTaHHS MOOIMPHUX monmatkiB. [Ipote, B Takomy (opmari
He OyIyTh CTBOpEHI ITepeBaru BUKOPHUCTAHHS iTPOBOTO METOY
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B pyXoBoMy HaB4aHHi. OOMeXeHHUI MOCTyI A0 IHCTPYMEHTIB
VR/AR Moxe HETaTWBHO BIUTMHYTH Ha TUHAMIKY HaBYaHHSA,
0COONMBO B yMOBaX, KO B kiaci 6araro yuHiB (Chang et al.,
2020). 3Buyaif HO X iCHy€e mmoTpeda y cIieriabHO 001 JHAHUX
MIPUMIIIEHHSX JJIS1 IPOBEICHHS 3aHATh 3 BUKOPUCTAHHSAM CTa-
LIOHAPHOTO OONIaHAHHS, IO € JONATKOBUM (hiHAHCOBUM (hak-
TopoM BuKopructaHas VR/AR Texnomnoriit (Bae, 2023).

[TpoBeneHe HOCIiIKEHHS TOCATHYIIO OCTABICHOI METH,
aye i mMoCTaBWIIO HU3KY MMUTAHb K1 MOTPeOYIOTh PO3B’A3aHHS
IIpU BHU3HAUCHHI MOXJIHMBOCTEW BIpoBamkeHHS VR/AR Ttex-
HOJIOTi B mporec (i3myHOTO BHXOBaHHA. SIK 3a0e3medynTa
MOTOPHY UITBHICT YPOKY IPH 0OMEXEHIl KITBKOCTI 3ac00iB
VR/AR? Sxnit came migxin (VR au AR) € 6ibmr e eKTHBHIM
0710 3aBOaHb (HI3MYHOTO BUXOBAaHHA? SIKUM YHHOM MOKHA
320€3MeUnTH NePEeHEeCEHHs Pe3yIIbTaTiB PO3BUTKY PYXOBHX Ha-
BHYOK y cepernoBumli VR y peansre cepenosumti? [Togampire
PO3B’sI3aHHS MIUX MUTAHD JO3BOJHUTH 3PO3YMITH OUTBII TIOBHO
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