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MOPIBHAJIbHUM AHAJII3 3APYBIXKHOTI'O TA YKPATHCHKOTO JJOCBIY BIIPOBA/XKEHHA
3MIILIAHOTO HABYAHHA 3 BAKOPUCTAHHAM IMEPCUBHUX TEXHOJIOTIH ¥ 33CO

Cmamms npuceésuena NOpiGHATbLHOMY AHANI3Y 3apyDOidicHO20 MA YKPAIHCLKO20 00C6I0Y 6NPOBAOIICEHHA 3MIUAHO20 HAGUAHHA i3
BUKOPUCIMAHHAM IMEPCUBHUX MEXHONO2I Y 3aKIA0ax 3a2anbHol cepedhboi oceimu. OOTPYHMOBAHO aKMYAIbHICMb OOCTIONCEHHS 8 YMOBAX
yugpposoi mpancgopmayii oceimu ma gpopmyeanns komnemenmuocmeti XXI cmonimms. [Ipogedeno 02110 cy4achux HayKogux npaybs, y aKux
sucgimaeno nomenyian VR/AR ona nioguwenns sAxocmi HAGUAMMA, DO3GUMKY KPUTMUYHO20 MUCTIEHHA, 3a0e3nedeHHs [HKII03UGHOCHII,
nepconanizayii 0ceimmub020 npoyecy ma 3pocmanns momusayii yunis. Iloxkazamno, wo y 3apyoiocnux kpainax (CLUA, €C, Cineanyp, Ilisdenna
Kopes, Benuxa bpumanis ma in.) VR/AR inmeepyiomoca y nHayionanvni cmpamezii yugpogizayii, a modeni ix euxopucmanus (pomayitina,
SHYUKaA, 30a2ayeH020 GipmyanbHo2o cepedosuwya, immersive storytelling) peanizyromocst cucmemHo Ui 3a RIOMPUMKU OEPHCABHOT NOATMUKU,
Qinancysanns ma wWUpoOKOMAcCWmadHux npospam nid2omoeKu neoazocie. B Yxpaiui imepcugHi mexnonocii 6npo6aoicyiomspcsi nepesaicHo y
Gopmami ninomnux npockmis, STEM-1abopamopiii ma iHK103UBHOI OCEimU, WO 3YMOGIEHO O0OMEeMHCeHUMU Pecypcamu, HepiGHOMIPHUM
docmynom 00 yughposoi iHgpacmpykmypu ma UKIUKAMU BOEHHO20 4acy. Boonouac ykpaincovkuii 0oceio demoncmpye inHosayitinicms i
CHYUKICMb Y KPU306UX YMO6AX, 3aceiouyiouu nomenyian VR/AR oOns niompumku cmiikocmi oceimnvoi cucmemu, 3a0e3neuenms
be3nepep8HOCHI HABUAHHA MA POSWUPEHHA MONCIUBOCHEN O Pi3HUX Kamezopill yunie. Y cmammi copmynb08ano 6UCHOBKU U000
CnibHUX menOeHyill i gioMiHHOCmell Y 6npogaddicenti VR/AR y 3miuane HaguanHs ma oKpecieHo nepcnekmueu ix inmezpayii' y imuusHsny
oceimuio nonimuxy. Haeonoweno na meobxionocmi cucmemnoi nidcomoeku euumenis, cmeopenisn nayionanvhux EdTech-nnamgpopm,
cmabinbHo20 PiHAHCY8AHHA MA HOPMAMUSHO-NPABO6OT niompumku 015 macumaoyeanns VR/AR y 33CO ma nabausicenns 0o MidcHapoOHUX
NPAKMUK Y RICAB0EHHULL nePio0.

Knrouosi cnosa: smiwiane naguamms, imepcueni mexuonocii, VR/AR/MR, yugposizayis oceimu, nopieHsIbHuil ananis, 3aKiaou
3a2anbHOI cepedHboi ocimu.
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COMPARATIVE ANALYSIS OF FOREIGN AND UKRAINIAN EXPERIENCE IN IMPLEMENTING
BLENDED LEARNING USING IMMERSIVE TECHNOLOGIES IN SECONDARY EDUCATION

The article is devoted to a comparative analysis of foreign and Ukrainian experience in implementing blended learning using
immersive technologies in secondary education institutions. The relevance of the study in the context of the digital transformation of
education and the formation of 21st century competencies is substantiated. A review of modern scientific works is conducted, which highlight
the potential of VR/AR for improving the quality of education, developing critical thinking, ensuring inclusiveness, personalizing the
educational process, and increasing student motivation. It is shown that in foreign countries (USA, EU, Singapore, South Korea, Great
Britain, etc.) VR/AR are integrated into national digitalization strategies, and models of their use (rotational, flexible, enriched virtual
environment, immersive storytelling) are implemented systematically and with the support of state policy, funding, and large-scale teacher
training programs. In Ukraine, immersive technologies are implemented mainly in the format of pilot projects, STEM laboratories and
inclusive education, which is due to limited resources, uneven access to digital infrastructure and the challenges of wartime. At the same time,
the Ukrainian experience demonstrates innovation and flexibility in crisis conditions, demonstrating the potential of VR/AR to support the
sustainability of the education system, ensure continuity of learning and expand opportunities for different categories of students. The article
Sformulates conclusions on common trends and differences in the implementation of VR/AR in blended learning and outlines the prospects for
their integration into domestic education policy. The need for systematic teacher training, the creation of national EdTech platforms, stable
funding and regulatory support for scaling VR/AR in secondary and tertiary education and approaching international practices in the post-

war period is emphasized.

Key words: blended learning, immersive technologies, VR/AR/MR, digitization of education, comparative analysis, general secondary

education institutions.

IHocTaHoBKA Ta OOIPYHTYBAHHS AKTYaJbHOCTI
npoo6aemu. CyyacHuil OCBIiTHIN IpocCTip nepedyBae Ha
erami rmOokol TpaHcdopMarlii, Mo 3yMOBICHa PO3-
BUTKOM IM(MPOBUX TEXHOJOTIiH, NOIIUPEHHSIM 3Millla-
HOTO HAaBYAHHS Ta IMOSBOI0 HOBUX IHCTPYMEHTIB JUIs
dopmyBannsa komnerentHocTeld XXI cromitTs. Ocob-
JUBY YyBary B I[bOMY KOHTEKCTI IPHBEPTAIOThH
imepcuBHi Texnonorii (VR, AR, MR), sixi 103Bosit0Th
CTBOPIOBaTH IHTEPAKTHBHI, Bi3yaJlbHO HACHYEHI Ta
NIPaKTUKOOPIEHTOBAHI ~ OCBiTHI  cepejoBuMma.  IX
3aCTOCYBaHHS 3aKJIalaxX 3arajibHOl CepeIHbOl OCBITH
(33CO) BigkpuBae MOXIIHMBOCTI Il MiJBUIIECHHS
MOTHBAIl]l YYHIB, PO3BHTKY KPUTHYHOTO MHCIICHHS,
dbopMyBaHHA MDKIUCHUUIUTIHADHUX 3HaHb 1 3a0e3-
MEYCHHSI IEPCOHANTI30BAHOTO HABYAIILHOTO JIOCBIY.

VY cCBITI B)XXE€ HAKOIMYEHO 3HAYHUN JOCBIJ
BHUKOPUCTAHHS TEXHOJIOTiIH 0COONMBO BipTyajbHOI Ta
noroBHeHoi peanbHocTi (VR/AR) y moennanni 3i
3MillIaHUM HaBYaHHSAM, 30KpeMa y kpainax €C, CIIIA,
Kanani ta A3ii, ne peanizyrorbcss MaciuTaOHI OCBITHI
MPOTrpaMHu i CTBOPIOIOTHCS METOAMYHI TIATGOPMHU ISt
MATPUMKH TeaaroriB. Bognouac B YkpaiHi BHopo-
Ba/UKCHHS IMEPCUBHHUX TEXHOJOIiH BinOyBaeThCs
MEPEBAXHO B EKCIIEPUMEHTAIBHUX YM MIJIOTHUX (Op-
Marax 1 CTHKA€ThCS 3 HHU3KOI OOMEXEHb — BiJ
MaTepialibHO-TeXHIYHOT 0a3u Ta KaJApOBOI MiATOTOBKH
JI0 YMOB BOEHHOTI'O CTaHY.

TopiBHsUILHUIA aHATI3 3apyOIKHOTO Ta yKpalHCh-
KOTO JIOCBIZy € aKTyalbHHM 3 KiIbKOX Hpu4HH. [1o-
nepiie, BiH J03BOJISIE BUSBHUTH CIJIbHI TEHIEHIIT Ta
YHIKalbHI NPaKTUKY, 110 MOXYTb OyTH aJanTOBaHi
s ykpaincekux 33CO. Ilo-gpyre, y curyamii
riobanpHOi 1K(ppoBizalii OCBITH came NOPiBHAIbLHUN
MiAXig [JormoMara€ BU3HAYMTH ONTHUMANbHI MoOzeni
iHTerpamii iMEpCUBHUX TEXHOJIOTill y 3MillaHe
HABYaHHS], 3 YpaxyBaHHSM HalliOHAJbHUX OCOOIH-
BocTel 1 BUKIHKIB. [lo-TpeTe, cucremaru3anist JOCBiLy
CIPUSATHME BHPOOJICHHIO HAayKOBO OOIPYHTOBaHHX
pEKOMEHAalii A7 OCBITHBOI MOJITUKU YKpaiHH,
OpIEHTOBAHOT HA MiJABHMIICHHS SKOCTI Ta JAOCTYITHOCTI
LIKUIBHOT OCBITH.

TakuM 4YHMHOM, IOCTIJKCHHS NPOOJIEMH BIIPO-
BaJDKCHHA IMEPCUBHMX TEXHOJIOrIH y 3MillaHe HaB-
yanHs B 33CO y MOpIBHSUIBHOMY MDKHapOJHOMY Ta
BITYM3HSHOMY KOHTEKCTI € HE JIMIIe HAyKOBO 3Ha-
YyIIUM, ajieé W M[PakTUYHUM JUIsl  MOJEpHi3alil
OCBITHBOI cHCTEMH YKpaiHU.
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AHaJIi3 ocTaHHIX AOCTiKeHb 1 myOJikamii.
OcCTaHHE HNECATHIITTS XapaKTEePU3YeThCsA AKTUBHUM
MOLIYKOM IHHOBAI[IfHUX MiAXO/IB 10 opraHi3arii 3Mi-
[IAHOTO HABYAHHS, Yy MeXax SKUX IMEpCHBHI
texnoyorii  (VR, AR, MR) genmani wacrinie
PO3TIIAIOTHCS SIK KITIOYOBI IHCTPYMEHTH ITi{BHIIICHHS
SIKOCTI OCBITH. AKTyallbHI JOCIHI/PKEHHS Yy CBITOBIM
MPaKTUIl MOXXHA YMOBHO IMOJUINTH Ha KUIbKa
HanpsIMiB: METO/I0JIOTIUHI 3acaau iHTerpamnii VR/AR y
Nearoriky, aHami3 €(QeKTUBHOCTI IMEPCHBHOIO HaB-
yanHsi y STEM-gucuuiuiinax, JOCHTIPKEHHS TICHXO-
JOTiYHUX Ta MOTHBaLiMHUX e]eKkTiB 3aHypeHH:, a
TaKOXX BHBUYCHHS COLIAJIBHMX 1 TEXHOJOTIYHUX
6ap’epiB BIIPOBAIKEHHSL.

VY 3apyOikHHX qociipKeHHsX [1] mokazaHo, 110
IMEpCUBHI CepeloBUIAa MiJBULIYIOTh PiBEHb 3aCBO-
€HHS CKJIAJHHUX MNOHATH y NPUPOJHMYMX HAayKax Ta
TEXHIYHUX JMCUUIUIIHAX, OCKUIBKHM IOEIHYIOTH Bi-
3yanizaliio, CUMYJISIII0 i aKTUBHY B3a€EMOJIII0 Y4YHIB
13 HaB4YanbHUM MarepianoMm. B poborax [2; 3] aBTOpu
MiIKPECTIOTh, 0 AR chpuse poO3LIMPEHHIO HAaB-
YajubHOTO TPOCTOPY KJacy, AO3BOJAIOYM IIOB’S3aTH
a0CTpaKTHI 3HaHHS 3 pealbHUMU 00’ €KTaMu. Y CBOIO
yepry AociuigHukd [4] HaroioumyrTh Ha edekTi
npucyTHocTi y VR, 110 Mae He nMie KOTHITHBHI, ajne
W eMolIliiiHI HacHmiKu — BiX PO3BHUTKY emmartii 10
(hopMyBaHHSI HABHIOK KOMaHIHOI pOOOTH.

Bapro 3a3nauntn, mo B kpainax €C [5] ta CIIA
(https://www.setda.org/netp/) B:xke CTBOPIOIOTbCS Lili
€KOCHUCTEeMH JUIS MiATPUMKHU BpoBakeHHs: VR/AR y

LIKOJNAX: pO3pOOIAIOTHCS HaBUalbHI  IIATdopMH,
3MIIHCHIOETBCSI  MAacoBe MIJBMIICHHS KBamidikamii
BUMTEINIB, 3a0e3MedyeThcsi TEXHIYHE OCHAIeHHS.

Hanpuknan, mporpamu B Cinranypi (https://www.moe.
gov.sg/education-in-sg/educational-technology-
journey/edtech-masterplan) Opi€eHTYHOTBCS HE TUIBKU
Ha okpemi STEM-npoextu, a # Ha ¢opMyBaHHS
UQPOBOTI TPAaMOTHOCTI B YCIX HAaBYAIBHUX MpE-
MeTax.

B VYkpaiHi nuTaHHS BIPOBAIPKCHHS IMEPCUBHHUX
TEXHOJIOTIH y 3MilllaHe HaBYaHHS JOCIIPKYIOTh [6; 7;
8]. ¥V umux pobGorax migkpecioerses, mo VR/AR
JI03BOJISIIOTh KOMIIEHCYBAaTH Opak Cyd4acHOro o0iaj-
HaHHS y IOKOJAax, 3a0e3medyloun y4HsSM IOCTYI IO
BIpTyaJlbHUX JabopaTopill i cumynauiil. Ile ocobauso
aKTyaJbHO B YMOBaXx BiliHHU, KOJHM HaBYaJbHI 3aKJaJu
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9acTO CTHUKAIOTHCS 3 OOMEXKEHHMH pecypcaMu Ta Io-
TpeOoI0 B AUCTAHLIIHIN OCBITI.

Jocnimpkennst [9] po3kpuBae 1ie OJHY BaXKIUBY
HNEPCNEKTUBY — IHKIIIO3UBHY OCBITY. IMepcHBHI TexHO-
Joril  ZI03BOJISIIOTH  CTBOPIOBATH aJaNTHBHI  cepe-
JIOBHIIIA JUIi  Y4YHIB 3 OCOOJMBHMHU OCBITHIMH
norpedamy, MiBUIYIOYM {XHIO 3a]lyd4eHICTh 1 SIKICTh
HaBYaJIbHOTO MPOLIECY.

VY npaui [10] finerbes npo BukopucTanHs VR y
npodiNbHUX Kllacax, A€ BIpTyalbHI EKCIIEPUMEHTU
3aMIHIOIOTb JOPOTi i HeOe3NeuHi NPaKTUKyMU.

AHaiiz mokasye, 10 3apyOiKHI JTOCHIJKCHHS
OpIEHTOBaHI Ha CUCTEMHICTb 1 MacHITaOHICTh YHIPO-
BajpkeHHs VR/AR y 3MilnaHe HaBYaHHS, TOII SIK
YKpalHChKi HAayKOBLI aKLEHTYIOTh Ha IOLIYKOBUX 1
EKCIEPUMEHTAILHIX MOJENAX, 3Ae0uIboro y ¢op-
MaTi MinOTHUX mpoekTiB. ChinbHOWO 11 000X
KOHTEKCTIB € Te3a MpO 3pOCTaHHsS MOTHBALii y4HIB 1
¢opmyBaHHa KoMmeTeHTHOCTeW XXI cromiTTs, nmpore
PO3PI3HAIOTHCS  MAaclITabu MIATPUMKH W pIBCHb
iHcTUTYLiHO iHTerpanii.

B poborax [11; 12] cepen ronoBHHX BUKJIMKIB

Ha3UBalOTh BapTicTh  OONajxHaHHS, 10Tpedy B
MeIarOTiYHUX MOJIENISX Ta OIHI €()eKTHUBHOCTI.
B Vkpaini 10 1mMX BUKIMKIB JOAAIOTHCS

npobnemMu iHPpPaCTPYKTypH, KaApPOBOI MiJrOTOBKH Ta
BiICYTHICTb JepkaBHOI cTparerii miarpumku VR/AR y
WIKUIBHIA  ocBiTi. BomHowac came ykpaiHChKHI
KOHTEKCT JIEMOHCTPYE I'HYUYKiCTh Ta iHHOBaliHHICTb Y
3aCTOCYBaHHI IMEPCHUBHHMX TEXHOJIOTIH Yy CKIaJHUX
YMOBax, IO MOXE CTaTH MPHUKIAAOM I KpaiH i3
MOIIOHUMH PECYPCHUMHU OOMEKECHHSIMH.

Mera crarTi. Metolo crarti € 3naiHCHEHHS
MOPIBHAIBHOTO aHaJi3y 3apy0iKHOTO Ta YKpPaiHChKOTO
JIOCBiy BIPOBA/DKCHHS 3MIIIAHOTO HABYaHHI 3
BUKOPHCTAHHSAM IMEPCHBHHX TEXHOJOTIH y 3aKianax
3arajibHOi CepelHbOi OCBITH 3 LUK BHSBICHHS
CHUIBHUX TEHICHLiM, BIIMIHHOCTEH Ta IepCleK-
THBHUX MOJEJEH, SKi MOXYTh OyTH aJanToBaHi 0
YMOB yKpaiHChKOi IKoau. Takuil aHani3 NOKIMKaHUN
OOIpYHTYBAaTH MEAAroriYHUN IOTEHIa]l JaHUX TeX-
HOJIOT1H y MiZBHMIIEHHI SIKOCTI OCBITHBOTO IPOIECY,
BU3HAYUTH Oap’€pH Ta BUKIUKH iX YNPOBaLKEHHS, &
TakoX C(OpPMYIIOBATU IEBHI pEeKOMEHAaUii And Io-
JTAJIBIIOT MOJEPHi3allii CUCTEMH 3arajibHOl CepelHbOi
OCBITH YKpaiHu.

Buki1ag O0CHOBHOIO MaTepiajy NOC/iIKEeHHs.
3MilraHe HaBYaHHS, SK€ HOEIHYE €IEMEHTH OYHOI Ta
JUCTAHIIHOT OCBITH, Je/iaii Oiblle YTBEPAKYEThCS
SIK TPOBiIHA MOJIENIb Yy CBITOBIl OCBITHIM IpPaKTHUIII.
Moro akryanpHiCTh Gyma 0COGTHBO MigKpecieHa i
gac mnagemii COVID-19, xomu ruyuki ¢dopmu
HaBYaHHs cTanu HeoOximuicTio [1;12].

Y po3BUTKY Lii€i MOJENi 3HaYHY POJIb BiAIrpaloTh
iIMEPCHBHI TEXHOJIOTI, 1110 3a0e3Me4yoTh e()eKT 3aHy-
pEHHs, CTBOPIOIOTH IHTEPAaKTHUBHI CepeloBHINA I
JIO3BOJISIIOTH YYHSM 3700yBaTH 3HaHHS 4Yepe3 CHUMY-
JIILIIO Ta MPAaKTUYHUE JOocBin [2; 4].

Inrepec 10 VR/AR y HaBuaHHI MiATBEPKYETHCS
IOPOBEJCHHAM MIKXHApOJHHUX KOH(EepeHLil, Takux sK
Immersive Learning Research Network
(https://www.immersivelrn.org/initiatives/ilrn-annual-
conference/), EDEN Digital Learning Europe
(https://eden-europe.eu/), IEEE VR  Conference
(https://ieeevr.org/), EDMedia + Innovate Learning
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(https://www.aace.org/conf/edmedia), Learning
Technologies Conference (https://www.learningtechno
logies.co.uk/), AWE - Augmented World Expo
(https://www.awexr.com/) Ta inmi. I[i HaykoBi mopii
JIEMOHCTPYIOTh IIOOANIBHUI XapakTep JUCKYCIH 111010
HOBHX METOJOJIOTIH, IeJaroriyHux MomaeleHd Ta
MPaKTHYHUX KEHCIB BIPOBAKEHHS IMEPCUBHUX TEX-
HOJIOTiH y HIKOJIa, YHIBEpCUTETaX TOIIO.

Oco0nuBoi yBaru 3aCJIyrOBY€ iLRN
(https://www.immersivelrn.org/about/ilrn-overview/) —
MDKHapoOJHa MDKAMCIMIUIIHADHA  CHUIBHOTA, IIO
00’€THY€ JOCIITHHUKIB, MENAroriB i po3poOHHKIB IS
0o0MiHy HOCBiIOM Y c(epi iMEpCUBHUX TEXHOJOTIIMH.
OkpiM 1OpiYHUX KOH(EpeHIIil, opraHizallisi po3BUBa€e
cneuianbHi iHTepec-rpynu (SIGs), mpomnoHye Bebi-
HapW, aHAJITUYHI 3BITH, BIIKPUTI OCBITHI pecypcH i
HaBiTh cepito mozakactiB. 3okpema, The Versatilist
Podcast, sixkuii Buxoauth y Mmexax iLRN, BHCBiTIIHOE
NPUKIAJN BIPOBAKCHHS IMEPCHUBHUX TEXHOJIOTIH Y
pisHUX rany3sx ocBith. [lo mpuKkiamy, BHUIIYCKY
“Immersive Storytelling for Education” posrisigaerbes
BUKOPUCTaHHS VR JUIsi CTBOpEHHS IHTEPaKTHBHUX
icropilf, mo QopMyIOTb Yy IIKOJAPIB HABUYKH
CIIBIEPESIKUBAHHA Ta TIIMOLIOTO 3aHYPEHHS B HaB-
yanpuuii koHTeHT. Emizox “The Future of VR in
Teacher Training” aemoHcTpye mnoTeHmian VR 'y
iATOTOBLI T1e/1aroris uepes MOJEITIOBaHHS
neparorivHux cutyanii. Y moakacti “Using AR to
Enhance STEM Learning” aHai3yr0TbCsI MOXIMBOCTI
AR-01aTKIB Ui PO3BUTKY MPOCTOPOBOTO MHUCIICHHS
Ta KPUTUYHOro aHamizy, a Bumyck “XR and
Accessibility in Education” akueHTye yBary Ha poui
XR y CTBOpPEHHI IHKIIIO3UBHUX OCBITHIX CEpEIOBHIL
JUTS AiTeH 3 0COOMMBUMH OCBITHIMH MOTpeOaMH.

Boanouac BapTo 3a3HaunTH, 110 NOAIOHI 3ax01u
BinOyBatoTbcst 1 B VYkpaini. 3okpema, MLIOpiyHA
HAyKOBO-TIpaKTHYHA KOH(pepeHIis «IMepcHBHI TEXHO-

Jgorii B OCBiTi», $Ky OpraHi30ByIOTb HPOBIiJHI
YKpaiHChKi HAyKOBI YCTaHOBH Ta 3BO
(https://sites.google.com/view/ite2025/), cramna Bax-

JIMBAM MalIaHYMKOM JUIsi OOrOBOPEHHS BiTYH3HSIHOTO
Ta 3apyOixHoro nociny. Ha Hi npeseHTYOTbCS
pe3ynabTaTH  MUJIOTHUX  HPOEKTIB  YIPOBAKCHHS
VR/AR y 3aknagax 3araabHOi CepeiHbOI OCBITH,
TaKOK ¥ MJ dYac 3MIIIaHOr0 HaBYaHHSA, OOTr0BO-
PIOIOTBCSI BUKJIMKM IHKJIIO3UBHOI OCBITH, HU(pOBi3amii
Ta aJanTauii CBITOBHUX MIPAKTHK 10 YKPATHCHKUX YMOB.

Ha nepxxaBHOMy piBHI BnpoBamxeHHs VR/AR B
OCBITY 3aKpIIUTIOETBCS Yy CTPATEriyHUX JOKYMEHTaX
pisHuX KpaiH cBiTy. Y E€Bponeiicbkomy Corosi 1e
BimoOpakeHo y mporpami Digital Education Action
Plan 2021-2027, ne VR Ta AR Bu3HaueH]I SK
iHCTpyMeHTH 1dpoBoi Tpanchopmarii ocBitu [13].

Y CIIA BaxmuBuM opieHTHpoM € National
Education Technology Plan (NETP), me VR/AR
PO3IINAIOTECS K IHCTPYMEHTH po3BUTKY STEM-
ocsitu (https://www.setda.org/netp/), a Takoxx STEM
Education Strategic Plan 2018-2023, mo Bu3Hauae
MpiOpUTET iHTEerpamii iIMEPCUBHUX TEXHOJOTIH Y
HaB4albHI KypcH [ 14].

Y Benukiit bpuranii VR/AR 3ragyrorecs y
EdTech Strategy six 3aco0u mnepconamizarii OCBITHIX
tpaekropiii [15]. V Kurai crpareris Education Infor-
matization 2.0 Action Plan (2018-2022) Bu3Haumna
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VR/AR sk xmovoBuit enemeHT 1mdposBoi iHdpa-
cTpyKTypH [16].

TToniOHI TONITHKK peai3yloThcs 1 B IHIIMX
kpainax. B Ascrpamii VR/AR posmisgaroTbes
JlemapraMeHTOM OCBITHM SIK TEpPCHEKTHBHI 1HCTpY-
MEHTHU ISl LIKLT — 30KpeMa y CHeliajbHUX OrjIsiiax
VR & AR in Schools Ta y HalioHanbHHX NpoOrpamax
(iHaHCYBaHHS OCBITHIX VR-mnardopm
(https://www.education.gov.au). ¥ IliBnenniii Kopei B
Mexxax Smart Education Policy 2020-2025 nepenba-
4yeHOo iHTerpauito XR-TexHosOrid y IIKiNbHI Kypcu
(https://english.moe.go.kr/boardCnts/viewRenewal.do?
boardID=265&boardSeq=74007&lev=0&statusYN=C
&s=english&m=0201&opType=N). ¥V  Cinramypi
VR/AR BritoueHi 0 cTpaTeriyHoi mporpamu Smart
Nation and Digital Government Strategy, opieH-
TOBaHOI Ha LU(POBY TpaHchopMalilo  OCBiTU
(https://www.smartnation.gov.sg).

TakuM 4YMHOM, aHali3 MDKHApOJHMX IOJITHK
cBimunth, Mo VR/AR craroTh HEBiJ’ €éMHHM KOMIIO-
HEHTOM OCBITHIX CTpaTeriii NpoBiIHUX KpaiH CBITY.
Xoua MaciTabu QiHaHCYBaHHS Ta CTYIiHb IHTErparii
PI3HATBCA, CHUIBHOI TEHJIEHLIEI0 € BU3HAHHA
iIMEpPCUBHHMX TEXHOJIOTIM He JHMIIe iHHOBALiHHUM
IHCTpyMEHTOM, a ¥ HeoOXiZHOI YMOBOXO LH(POBOI
Tpanchopmailii OCBiTH.

Y 2024 poui VYpsan VYkpaiHu 3aTBepauB
Crparerio UQpOBOro po3BUTKY iHHOBALIHHOT Misib-
HocTi VYkpainm (WINWIN) no 2030 poky, sika
BHU3HAYA€ IMEPCHBHI TEXHOJIOTIi cepes MpiOpUTETHUX
HampsMiB HAllOHAIBHOTO PO3BUTKY Hopsan 3 Al
EdTech Ta iHIIUMH BHCOKOTEXHOJIOTIYHUMH Tally-
3amu. Brmouenns XR-pillleHb y JepKaBHY CTpaTerito
MiJKPECNIOE  TXHE 3HAYEHHS JUISI  MOJAEpHi3aii
OCBITHBOTO CepefoBUIIa Ta (GOPMyBaHHS KOHKYPEHTO-
CIIPOMOXKHOTO JIFOJICEKOTO KaIliTary B yMOBax BiHHH i
TiCNIBOEHHOI BinOymoBu [17].

IlopiBHsUIBHUIA aHATI3 1€ MiACTaB BUOKPEMUTH
KiTbKa KJIIOYOBUX TeHAeHuid. [lo-nepiue, y 3apy-
ODLKHMX KpaiHaX IMEpCHBHI TEXHOJIOTII IHTErpyOThCS
Yy HallOH&JIbHI OCBITHI TOJITHKH Ta (IHAHCYIOTHCS
JIEp>KaBOO, TOHl K B VYkpaiHi mHepeBaxae (par-
MeHtapuuit miaxia. [o-gpyre, y CIIA, €C i
Cinranypi VR/AR yxe cTanu CKIaJHUKOM OCBITHBOI
€KOCHCTEMH, TOJAI SK B YKpaiHi BOHH 3IeOiIbIIOTO
BUKOHYIOTb POJIb IHHOBaIiMHUX ekcrepuMeHTiB. Ilo-
TpEeTe, CIHUIBHOK pHCOl € Bu3HaHHI VR/AR
e()eKTUBHUMH JUII PO3BUTKY KPUTHYHOTO MHCIICHHS,
MiJIBUIIICHHS MOTHUBAIlli Ta CTBOPEHHS I1HKIIIO3MBHUX
YMOB HaBYaHHSI.

MixkHapoaHuit A0CBiA cBimuuTh, MO0 VR Ta AR
HOCTYNOBO IHTETPYIOTHCS y 3MillaHE HABYAHHS HE
JIUIIE SIK JOTIOMDKHI IHCTPYMEHTH, a SIK €JEMEHTH
IHHOBAI[IMHUX OCBITHIX MOJEJEN.

Y CHIA iMepcuBHI TEXHOJIOTIT 3aCTOCOBYIOTHCS
nepemyciM y Kypcax HPHPOJHHYMX HAyK Ta aHATOMI.
Exkcriepumentn mokazany, MmO BHKOpHCTaHHS VR
HiBUIYE MOTHUBALIIO Y4YHIB 1 CIpUsS€ KpalmoMmy
3aCBOEHHIO CKJIATHUX MMOHATH [1].

VY xpaimax €Bpomneiicbkoro Coro3y MOIIMpEHa
npaktuka iHterpauii VR/AR y STEM-pucuumiinm.
CucreMaTusyeTbesi TOCBiJ cTBOpeHHS VR-matdopm
y CcepelHid Ta BHIIIH IIKOJI, MiAKPECIUBIIN TXHIH
HOTEHIian IS PO3BUTKY KPUTHYHOTO MHCIEHHS Ta
JIOCTI THUIIBKIX KOMIETEHTHOCTEH.
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CiHranmyp akTHBHO pO3BHBA€ THYYKI OCBITHI
MOJeNnl B MeXax HallioHalbHOI mporpamu Smart
Nation, ne AR 3acTOCOBYETHCS y HIKUIBHUX Kypcax 3
MaTeMaTHKH Ta HKeHepii Uit BUBYEHHS IIPOCTOPOBOT
reomeTpii # apxitekrypu. Sk 3a3HadaroTh [2] AR
3a0e3mneuye iHTepaKTHBHY Bi3yalli3alliro, 10 IMiJCHIIIOE
TpaIuLiiHI METOIM HaBYaHHS.

VY IliBnenniii Kopei y pamkax Smart Education
Policy 2020-2025 VR/AR po3risaatoTscs sSIK 3acodu
JUIs  CTBOPEHHS  IHOMBIAyalli30BaHUX  OCBITHIX
TPAEeKTOpill: CKIAHICTh CUMYJISALIA MOXe ajal-
TyBaTUCSl 0 PiBHA MIATOTOBKHM Yy4Hs. JlOCHiIKEHHS
[18] migTBepamno, mo VR-kypcu 3 HpUPOIHUYUX
HaYK MiIBUIIYIOTh YCIIIIHICTh Ta IHTEPEC IKOJISAPIB.

VYV Benukiii bpuranii po3BUBa€TbCS MOJIEIb
immersive storytelling, sika moemnye VR i3 ryma-
HITAQpHUMM JUCLUIIIIHAMM: y4HI MalTh 3MOLY
«IOJIOPOXKYBAaTH» Yy BIPTYaJIbHUX PEKOHCTPYKILISIX
ICTOpUYHMX MOAIl 4YM JiTepaTypHUX CIOXKETiB. Y
EdTech Strategy [19] Bia3HaueHO mMOTEHIiaN
IHHOBAIIiiHUX TexHoyoriH, cepen skux VR/AR, s
PO3BUTKY KpPEaTUBHOCTI, KyJbTYPHOI KOMIIETEHTHOCTI
Ta KPUTUYHOTO MUCIICHHSL.

B Vkpaini npaktuka Bukopucranus VR/AR me
Mae (parMeHTapHUI XapakTep, ane BHPI3HAETHCS
IHHOBAI[IIHICTIO HABITh y CKJIaJHUX YMOBax BiHH. Y
mkonax Kwuesa ta Xapkoa BrpoBamkeHo VR-
naboparopii /Ui BHUKOHAHHS 3aBIaHb 3 (I3UKH Ta
Ximii, 1O [03BOJIIE KOMIIGHCYBaTH BIJICYTHICTb
peasibHOrO OOManHaHHsA. Y TpoduUIbHIA cepeaHii
ocBiTi AR-ponarku inrerpytorscs y STEM-knacu, mo
BIIMIOBiIa€ THYYKid MOAENl 3MIIIAHOTO HaBYaHHS.
Jocnimpkennst [7] noBoauts, mo BuUkopucTaHHI AR
MiIBUIIYE pIBEHb 3al[iKABJICHOCTI Y4YHIB 1 CIIpHSE
KpalloMy 3aCBOE€HHIO MaTepialy 3aBIAKU Bidyami3awil
CKIaJHUX SBUII, Yy ToMy uuca #H B dopmari
3MIIIaHOTO HABYaHHS.

Taxum YUHOM, MDKHapOAHi MIPaKTUKH
JIEMOHCTPYIOTh CHCTEMHICTh ynpoBamkeHHS VR/AR,
O MiAKPIMIIOETbCS MONITUKOI Ta (hiHAHCYBAHHSM,
Tomi SK B VYKpaiHi LI TEXHOJIOTII 3/1e0UIbIIOro
BIPOBaIXKYIOTbCS y (opmarti excrnepumenTis. IIporte
HaBiTh y TAaKOMYy BHUIJISAI YKpPAlHCBKUH  JTOCBIJ
CBiIUMTH Mpo 3Ha4HWK moreHmian VR/AR mns
po3BUTKY iHKIF031BHOT Ta STEM-0CBiTH, a TaKOX s
MiATPUMKHY 3MIIIAHOTO HABUYAHHS B yMOBAaX BIlHU.

BHCHOBKH Ta MePCHEKTHBH MOJAJBINIAX
po3Bilok Hanpsamy. VY pe3ynbTaTi IMPOBEIEHOTO
JIOCJTIDKEHHSI BCTAHOBJICHO, 110 IMEPCHBHI TEXHOJOTIT
y TO€IHAHHI 31 3MIIIaHUM HaBYaHHSAM BiJirparoTh
Jie/iali Barominry poJib y PO3BUTKY CY4acHOi OCBITH.
IopiBHsanbHUI aHai3 3apyOLKHOrO Ta YKpaiHCHKOIO
JIOCBIJly 3aCBiJJUMB HAsBHICTh SIK CIIJILHUX TEHACHIIIH,
TaKk 1 CyITeBUX BiIMIHHOCTEl y MacmTabax Ta
MOJIEJSAX BOPOBAKEHHS [TMX TEXHOJIOTIH.

VY 3apy6ixnux kpainax (CILHA, €C, Cinramyp,
IliBnenna Kopes, Bemuka Bpuranis) VR/AR Bxe
IHTErpyrThCsl Ha CUCTEMHOMY PiBHi: BOHU BXOJSTh 0
CKJIaJy NepXKaBHHUX CTparerii 1mdposizaiii ocBiTH,
3a0e3neuyloTbcd  (DiHAHCOBOIO Ta IHCTUTYLIHHOIO
MiATPUMKOIO, CYMPOBODKYIOTBCS IiJATOTOBKOIO BYH-
TENB 1 PO3BUTKOM iH(pacTpyKTypH. IMepcuBHi
TEXHOJIOTI] 3aCTOCOBYIOTHCS y (OopMaTax poOTamiiHOL
Ta THY4YKOI MOZeJi, Mozeni 30arayeHoro BipTyaibHOTO
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CepeIoBHINA, a TAKOK y MoJieni immersive storytelling
TOLIO.

B Vkpaini iMepcUBHI TEXHOJIOTIT TIOKH 1110 MalOTh
HEepPEeBaXKHO EKCIEPUMEHTAIbHUN XapakTep YIpOBaj-
XKEHHs. BOHN BUKOPHCTOBYIOTBCS Y BUIVISAL MITOTHUX
npoektiB, VR- Ta AR-maGoparopiit mist STEM-
jquciumid. He3paxaroun Ha oOMekeHy MarepialbHO-
TEXHIYHY 0a3y Ta YMOBHM BOEHHOI'O CTaHY, YKpalHCBHKi
OCBITHI IPAaKTUKU JEMOHCTPYIOTb iHHOBALUIHMHICTL 1
3MATHICTH JI0 ajanTaiii, OCOOJMBO Yy KPH30BUX
yMoBax. BojHOouac OCHOBHMMH BUKIMKAMHU 3aJIH-
LIAlOTBCS. BUCOKA BapTicTh OOJNafHAHHS, HEcTada
HEeJaroriyHuX — Mojeieif, HeJXOCTaTHA MiArOTOBKa
BUYMTEIIB Ta BiJICYTHICTh IIIICHOT Jiep>KaBHOT cTpaTerii
1100 iHTerpanii iMEpCUBHUX TEXHOJIOTIH y 3arajlbHy
CEpEIIHIO OCBITY.

Ha ocHoBI npoBeieHOr0 anaiizy chopMynbOBaHO
MEBHI pEKOMEHIAlii:

Js ocBITHBOT HOMITUKKM YKpaiHU — IHTErpyBaTu
VR/AR y crpareriyni gokymeHTH IudpoBizamii Ta
PO3BUTKY OCBITH; 3a0e3ne4nuTu JiepiKaBHe
(iHaHCYBaHHS 3aKyMiBJi 00JIaJIHAHHSA ¥ MPOTPaMHOTo
3a0e3[eUeHHS; PO3pOOUTH HOPMATUBHO-IIPAaBOBY 0a3y
Ut periiamenTanii Bukopuctanus y 33CO.

Jns menaroriyHoi OPaKTHKA — CTBOPIOBATH
METOJMYHI PEKOMEHJAIi Ta HaBYalbHI MpOrpamu 3
BukopucTaHHd VR/AR; opranizoByBaTH CHCTEMHi
KypcH TMiJBHINCHHS KBamiikaiii BYMTENIB; YHpO-
BajkyBatd y STEM-aucHMIUTIHY, [yMaHITapHI Opea-
METH Ta IHKIIO3UBHI KJIacH.

Jns HaykoBHUX JOCHIDKCHb — 3/iHCHIOBATH
MOJANIBIINK TOPIBHAJIBHUN aHai3 3apyODKHHX 1
HALIOHAIBHUX TIPAKTUK; BHBYATH JIOBTOCTPOKOBHI
BB VR/AR Ha HaByajbHI pe3ynpTatd W
coujami3alilo y4HiB; PO3poOJIATH aJalNTUBHI MOJENi
OCBITH 3 ypaXyBaHHSM YKpPaiHCEKOTO KOHTEKCTY.

TakuM YUHOM, CHHTE3 MIXKHApOJHOIO JOCBIAY Ta
BITUM3HAHUX IHHOBAliMHMX IpPaKTUK 3JaTeH 3a0e3-
MEYUTH CTBOPEHHSA eQEeKTUBHOI cTparerii BIpoO-
BaJDKECHHA IMEPCHBHMX TEXHOJIOrIM y 3MillaHe HaB-
yanHs. lle crnpusTUMe MiJABHIIEHHIO SKOCTI OCBIT-
HBOTO IpOIECy, PO3BUTKY iHKIIO3UBHOTO Ta STEM-
HaBYaHHS, a TakoX (OPMYBaHHIO KOHKYpPEHTO-
CIPOMOXKHOI CHCTEMH 3arajbHOi CepeHbOI OCBITH
VYkpainu B ymoBax 1udpoBoi Tpanchopmaiii.
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BIAOMOCTI ITPO ABTOPA

CYXIX Adgica — KaHAuAaT NEAAaroriyHuX Hayk,
CTapIMii HAYKOBMH CHIBPOOITHUK BIJJUTy TEXHOJOTiH
BIJIKPUTOTO HaBYaJIbHOTO cepeIoBHINA Iactutyty
uudposizawii ocBiTn HauionanbHOi akagemii meaaroriqHuX
Hayk Ykpainu. Koopmunatop Odicy MmiATPUMKH BUYEHOTO.
Koncynprant Pagn monoaux Buennx npu MOH Ykpainu.

Haykogi inmepecu: iMEpCUBHI TEXHOJOT], IITy4HHI
IHTEJIeKT, XMapHi TEXHOJIOTIi, BiIKpUTa HayKa, KibepOe3neka.
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