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Maxkcum Koemanrok

COUIAJIBHI VR-IIVTAT®OPMMU 5K 3ACIb B3AEMO/III
31 3I0BYBAYAMMU I YAC JMCTAHIIMHOI'O HABYAHHA

VY cydacHOMy CBITi, Jie TEXHOJOTIi IIBUJIKO PO3BUBAIOTHCS, BIPTyallbHA
pealbHICTh CTaja BIJJA3EpKaJICHHAM 1HHOBALIMHOTO TIIXOay JO OCBITH.
BignaBHa ocBiTa Oyia OCHOBHMM KaTali3aTOpOM MPOTPecy CYCHUIbCTBA, aji€ 3
nosiBor0 VR BOHa oTpuMara HOBI MOXJIMBOCTI, SIKI MOKYTh PEBOIIOLIOHI3YBATH
METO/IM HaBYAHHSI.

Buxopucranuss VR B 0OCBITI He OOMEXYETbCS JIMIIE ITPOBUMU
cueHapisiMmu. Llg TexHosoris Hajgae yHIKaabHI MOXJIMBOCTI JJII CTBOPEHHS
IHTEPaKTUBHHX, IMEPCUBHUX HAaBYAIBHHUX CEPEOBUII, 1€ 3/100yBaul MOXKYTh HE
MPOCTO CIOCTEPIraTy, aje i aKTUBHO B3aEMOJIISITH 3 HABYAJILHUM MaTepiajioM Ta
oauH 3 ogHUM. VR 1ae 3Mory BiABITYBaTH 3aHSTTS y OyAb-SIKOMY MICIII Ta 3a
OyZb-SIKOTO Yacy, PO3IMIMPIOIOYM MOXKJIMBOCTI HABYAHHS 32 MEXI1 3BUYANHOI
ayJIuTOoPIi.

AxktyanpHicTh VR B OCBITI MOJISITAa€E B TOMY, 1110 BOHA 3[]JaTHA BUPILIYBaTH
O0arato BiIOMHUX TMPOOJIEM TPAAUIINHOTO Ta JAUCTAHIIHOTO HAaBYAHHS.
BuxopuctanHs BIpTyaJlbHOI pPEATbHOCTI POOWTH MPOIEC HABYAHHSA OUIBII
JOCTYITHUM Ta 1HKJIFO3UBHUM, 3a0€3Meuyroun 37100yBadiB MOKJIMBICTIO HABYATUCS
y komdoptHOMY cepenouiii. Kpim Toro, VR cnpuse 6inbm ramubokomy Ta
e(eKTUBHOMY 3aCBOECHHIO MaTepially, OCKUIbKH 3ajy4ae OLIbIIe CEHCOPHUX
KaHaJlIB, Y MOPIBHSIHHI 3 JUCTAHUIAHOIO OCBITOIO, @ TAKOXK CTHUMYJIIOE 1HTEpEC
JI0 HaBYAHHSI Yepe3 IHHOBaIMHMM miaxif [1].

[Tomix mporpaMHUX MPOAYKTIB, SKi BapTO 3aCTOCOBYBAaTH  JIJIst
MOKpAalIeHHs] €EeKTUBHOCTI OCBITHBOTO MPOIECY B AMCTaHIIHOMY (opmarTi,
JIOPEYHO BUKOPUCTOBYBaTH TroToBi cormianbHi VR-mmargopmu. Cepen Takux
wiatdopm HaiimonymspHimmMu € Rec Room, EngageVR, MeetinVR, VRchat,
Horizon Worlds, ChilloutVR. 3 nepeniky BapTO BHAUIMTH JIBa PECypcH, SIKi
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MO’KHa HallKpallle 1HTerpyBaTu B OCBiTHii mpoiiec, 11e Rec Room ta EngageVR.

Rec Room — inTepakTuBHa coliaibHa VR-mmardopma, sika moeaHye B
co01 eJIeMEHTH BIpTyalbHOI PEAIbHOCTI, iIrop Ta 1HTEPAKTUBHOTO CIIIKYBAHHS.
Po3pobnena crymiero Against Gravity, Rec Room pgoctymHa st pi3sHuX
VR-cepenosui, Takux sk Oculus Rift, Oculus Quest, HTC Vive, PlayStation
VR Ta ifmi.

s matopma A03BOJISIE KOPUCTYBayaM CTBOPIOBATH CIIUIbHI BIpTyasibHi
MIPOCTOPH, BIIKPUBAKOYH IITUPOKI MOKIMBOCTI JJIsI TBOPUOCTI Ta CIIKYBaHHSI.

OcHoBHI ¢QyHKIIIOHATRHI MOXIMBOCTI Rec Room:

v' CtBOpeHHs BjacHHX KimMuaT: KopucTyBadi MOXKYTb CTBOPIOBATH
BJIACH1 BIpPTyasbHI KIMHATH, /e BOHU MOXYTh HAJaIllITOBYBATU Pi3HI MapaMeTpH,
JI0J1aBaTH 00’ €KTHU Ta CTBOPIOBATH YHIKAJIbHI OCBITHI CIIEHApIi.

v' CroijakyBaHHsi Ta cuniBmpausi: Rec Room mae 3Mory kopuctyBadam
CHIJIKYBaTUCS Ta CIIBIPAIIOBATH B PEXHUMI PEAIbHOIO 4acy 3a JOMOMOTOIO
BOY/IOBAHOT'O F'OJIOCOBOTO Ta TEKCTOBOTO YaTy, 1110 POOUTH B3aEMO/IIIO 111€ O1IIBII
iMepcuBHOIO. Kpim TOTO, BCi, XTO 3HAXOATHCSI B KIMHATI, MOXKYTh pearyBaTu Ha
KOMYHIKAI[ll0 BUpa)Xaloyud CBOI €MOIIii, 110 POOUTH JOCBIJ CIIJIIKYBaHHS III€
OUIBIII CXOXKMM Ha pealibHy 3yCTpid MK YYaCHHUKAaMU OCBITHBOTO TTPOIIECY.

v' Kpocmiardopmuicts: Rec Room miarpumye ogHOYaCHE CIIJIKYBaHHS
0aratbOX KOPHUCTYBadiB, HaBiTh SKII0O BOHU KOPUCTYIOTHCA PI3HUMU
VR-cepenosumiamu. Rec Room noctynna Ha pizHux miatdGopmax, BKIIOYAIOUYH
VR-rapnitypu, [1K, Mac, 10S ta Android.

OyHKIIIOHATBPHUX MOXJIuBocTe Rec Room moctaTtHbo mjist Toro, mo0
SKICHO Ta I[IKaBO OpTaHi3yBaTH OCBITHIN MPOIleC B JUCTAHIIIHHOMY (opmarti. Ls
comianpbHa VR-muiatdopma ojiHa 3 Hailkpale aganTOBaHMX ISl 3a0e3MedeHHs
1HTEPAKTUBHOCTI MPOLIECY HABYAHHS.

He menm mikaBoro Ta pyHKIioHaIBHOO € atgopma EngageVR.

EngageVR — i”HOBamiiiHa BipTyaJibHa 1uiatgopma, CreliagibHO
po3po0iieHa NIl OCBITHM Ta TPEHIHTIB y BIPTyaJbHIA pealbHOCTI. 3aCHOBAaHA
koMmrianiero Immersive VR Education, 1ns mnmatdopma Hagae KopuCTyBadam
MOKJIUBICTh CTBOpPIOBaTM Ta OpaTd y4yacTh B IMEPCHUBHHMX HaBYaJbHUX
CepeoBUIIAX, € BOHU MOXKYTh B3a€EMOJIISITA 3 OCBITHIM KOHTEHTOM Ta 1HIITUMU
YYaCHUKaMHU B PEKUMI PEATbHOTO Yacy.

OcnoBHi ocobmmBocti EngageVR:

v' CTBOpeHHS BJIACHHMX YPOKiB Ta nmpe3enraniii: EngageVR nae 3mory
BUKJIaJlayaM CTBOPIOBATH W KEpyBaTH BJIACHUMH BIPTYaJbHUMHU 3aHITTSIMHU Ta
mpe3eHTalisMu. Bu MoxeTe iMImopTyBaTH pi3HOMAaHITHHN HAaBYAIBHUN KOHTEHT,
Takuit gk 3D-mopenmi, Bieo, 300pakeHHsS Ta TEKCTOBUM Mmarepian, s
CTBOPCHHSI IIKABUX Ta 3MICTOBHUX 3aHATh.

v' Bimgajene HaBYaHHS Ta cHiBOpans: .8 IUaTGopMa J03BOJISEC
YY9aCHHKaM OCBITHBOTO TPOIECY MPHUETHYBATUCS IO 3aHATH 3 Oy/b-sIKOI TOYKH
cBiTy. BOHM MOXyTh KOMYHIKYBaTH 3 BHUKJIaJaueM Ta IHIIMMH 37100yBayamu,
0OroBOpPIOBATH MaTepiai Ta MpalioBaTH HaJ 3aBJAaHHSIMH B pEaJbHOMY Yacl.

v' IHTepakTHBHiCTL Ta ajganTtuBHicTh: EngageVR  mpomnonye
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1HTepakTUBHI (YHKIII, SIK-OT BIPTyaJbHI JOLIKMU AJIs 3aMHUCIB, TOJOCOBUHA Ta
TEKCTOBHM 4YaT, a TaKoXX MOXJIUBICTh B3aemonii 3 3D-o0’exktamu Ta
cumyssisimu. Kpim toro, miatdopMa Moke MiAJNAIITOBYBATUCS MiA MOTpeOH
pI3HUX THUIIIB HABYAIBHUX MPOTPaM Ta ayIUTOPIH.

v’ AHaJiTHKa Ta ONIHIOBAHHSA: JaHU pecypc Hagac MOMKIMBICTEH
BUKJIaJladyaM BiJICTEXKYBaTH MPOTpec HAaBUAaHHSA 3700yBadiB, aHAI3yBaTH IXHi
JIOCATHEHHS Ta OIIHIOBATH IXHI 3HAHHSA 4epe3 BOYyIOBaHI 1HCTPYMEHTH
AHAJIITUKHU Ta OI[IHIOBAaHHS.

3aranom, EngageVR — mnoTyXHUH I1HCTpYMEHT [UJIi PO3BUTKY Ta
BUKOPHUCTAHHS BIPTYaJlbHOTO HaBYaHHA Ta TPCHIHTIB, SIKHH BIAKPUBAE HOBI
MO>KJIMBOCTI JUIsl IHTEPAKTUBHOTO Ta IMEPCUBHOTO OCBITHHOTO MPOIIECY.

Onucani nepeBaru comianbHux VR-miatdopm poOisTh mpoiiec HaBYaHHS
OUIBII 3aXOIUIMBUM Ta pe3yJIbTAaTUBHUM B TMOPIBHAHHI 3 TPAJULIAHOIO
JUCTAHIIHHOIO (OpMOIO TIpOBENEHHS 3aHATh. VR 3aHyproe 3m00yBadiB y
BIpTyaJIbHI CBITH, KOMYHIKAIllsl B SKUX JIONIOMAarae Kpaiie 3pOo3yMITH CKIIaJIHi
TEMHU Ta 3pOOUTH CHUIKYBaHHS MK YYaCHHUKaMU HAOIMOKEHUM /10 AyJUTOPHUX
3aHSTh.

ComjaneHi VR-1u1aTpopMn MArOTh BEJIMKHH MOTEHIIAT JUIs OpraHisarii
JUCTaHLIKHOI ocBiTH. IX 1HTepaKTI/IBH1 3aXOILTIOI0Yl Ta IMEPCUBHI MOYJIMBOCTI
pOoOJIATH HaBYAHHS OUIBII 11IKaBUM, €(PEKTUBHUM Ta JOCTYITHUM JUIsI BCiX [2].
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Onexcandp Kopnienko

AJITOPUTM TA THAUKATOPH OUTHKH PIBHSI
EKOHOMIYHOI BE3IIEKHU PET'TOHY

Peanii ekoHOMIYHOTO OYTTS MIATBEPIAKYIOTh, 1[0 MUTAHHS 3a0€3MEeYeHHS
eKOHOMIYHOI O€3MEKN aKTyali3yeTbCs B HAYKOBIN Ta yNPaBIiHCHKIM AiSUIBHOCTI
Ha PI3HUX PIBHIX — JIEPKABHOMY, PET1IOHAIIBHOMY Ta 00’€KTOBOMY (OKpPEMOIO
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