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BUKOPUCTAHHS BIPTYAJBHOI PEAJIBHOCTI
Y HABUAHHI AHTJIIMCBKOI MOBH

AmnoTais. L{sg ctaTTs onucye oCBITHE TOCTIIPKEHHS 3 BAKOPUCTAHHSM
BipTyassHOi peanbrocTi (VR). Hacamnepen, yTouHIOIOTbCS BUSHAYCHHS
VR. Ilicisg 11bOro HABOASATHCS MPUKIAAM JOCITIKSHb HAaBYAJIHLHOTO
cepe/IoBHIIa Ta CHUCTEM 1H(OPMAIIHHOT B3aEMOJIIT, SIKI pealli3yrThCs
3a moroMororo VR. VR knacudikyerbes 3a cTynenem 3anypeHss. Jlami
MOBA TIi/ie PO Te, SIK Il TEXHOJIOTiSI BUKOPUCTOBYETHCS B KOHTEKCTI
ocBiTH a00 HaBYAaHHS. 3PEIITOI0, MU MiJICYMY€EMO MUTaHHS MaiOyTHIX
JOCHIDKEHb HaBYAJILHUX CEPEIOBHII Ta CUCTEM HiATPUMKH OCBITH 3
BUKOpUCTaHHAM VR.

KirouoBi crmoBa: BipTyaneHa peanbHICTh, BipTyajdbHHUH CBIT,
BHUKJIAJIaHHS aHTJIIHCHKO, IHTepaKTHBHE HaBYaHHS, HOBITHI TEXHOJIOTI{

Summary. Virtual reality stands out among emerging educational
technologies because of the multiple educational possibilities it offers
without the need to leave the classroom, which is why it is necessary
to consider it in the initial training of future teachers. However, to
date, there have been few studies on VR in initial teacher education
for teachers of English as a foreign language (EFL). Consequently, the
range of options within VR systems is complex, as new sub-types are
constantly emerging, each with specific strengths and limitations in the
educational context. Immersion is the main feature of the VR technology,
which is to allow the user to become and feel part of the environment
created by the computer system to gain a sense of immersion. The
immersion of VR technology depends on the user’s perceptual system,
and when using VR it allows them to have senses such as touch, taste
and smell. In general, through visual perception helmets, haptic gloves,
and other devices (in the case of 3D experiments), the corresponding
content can be perceived, and any situation in the scene can be
perceived under the stimulation of a multi-directional signal operator,
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making it as if it were in a real scene. In the educational context, VR has
three key characteristics: (a) it facilitates constructivist learning, (b) it
provides alternative ways of learning (stimulating different channels
of perceptual input), and (c) it enables collaboration between students
beyond the physical space. This is in line with new pedagogical trends,
where students are at the centre of learning and are expected to be
able to master, retain and apply knowledge more effectively if they are
actively involved in the learning process through «learning by doing».

Key words: Virtual Reality, virtual world, English language
teaching, interactive learning, cutting-edge technologies

3 mepumx poKiB CBOTO iCHYBaHHsI JONOBHEHa peanbHIicTh (AR) Ta
BipTyanbHa peanbHicTh (VR) cTpiMKO HaOyJu TOIMYJIAPHOCTI cCepen
ITUPOKOTO 3arajiy. 3arajoM, JOIIOBHEHA PEAbHICTh € TEXHOJOTIEI0,
sIKa BUKOPHCTOBYE KOMIDIOTEPH JUId JIOTIOBHEHHS PEaNbHOTO
Cepe/IoBHIA, IO CIpUAMaeThcs oauHO [1, ¢. 6]. 3 iHmoro
00Ky, VR BiZHOCHTBCS 10 TEXHOJOTIi, SIKa KOHCTPYIO€ BipTyasibHE
CEepEeJIOBUILIE, SKE€ MOXE CHpUUMATUCH JIIOAUMHONO. TakuM 4YWHOM,
AR 3a3BHuail BUKOPHUCTOBYETHCS AJsl MpoekTyBaHHS 3D-00>ekTiB B
peargbHOMY IIPOCTOpi Yepe3 KaMepy 3a AOIOMOIro cMapTdoHa, B TOH
yac sk VR noOpe Bimoma sk cucTema, siKa 3aHypIO€ KOpPHCTyBada y
BipTyaJIbHUH MPOCTIp 3a AONOMOrol0 HarojoBHoro aucmies (HMD).
i TexHomorii KOpUCHI AJisi CTBOPEHHS OO)EKTIB 1 CEpelOBHIL, HE
NOB)SI3aHUX OOMEKEHHSIMU PEasbHOCTI, 1 HaJaHHs X KOpUCTyBauam
[7]. 3aBmsxu M XapaKTepuCTUKaM B ocTaHHI poku AR/VR mouammn
BHKOPHUCTOBYBATH y chepi 0CBITH. TaKkokK po3po0IIeHi Ta 3aIpOIIOHOBaH1
pizHi TexHonoTii 115t crBopeHHss AR/VR kontenty (ARToolkit, Vuforia
tomo). Llel mokymeHnT 3HaiiomuTh 3 AR/VR 0cCBiTOMO Ta 1i KOPUCHICTIO.

VR 1o3Bosisie cTBOpIOBaTH Ta BiAuyBaTH PEaNiCTU4HI BipTyajbHi
CBITH Ta BUKOPHCTOBYETBhCS B Tally3l KIIHIYHOI TICHXOJoOrii Ta
HelipopeabinmiTarii, HaAalOYM TCUXOJOTIYHY Ta (I3UYHY JOIIOMOTY
ocobamM, SKi TPOXOAATH JIIKYBaHHSI, JTOITOMAralodyu iM HaOyTH BiIIyTTs
KOHTPOJIIO HaJ BJIACHUM XMUTTSM Ta CIPHUSIIOYHM IXHBOMY OIYXKaHHIO.
Kpim Toro, odikyerscsi, o L peamicTHYHA Ta EKCIIepUMEHTajIbHa
npupoja cuTyamii Takox OyJe 3acTocoBaHa O BUBYCHHS MOBH. Byio
BUSIBIICHO, IO aHIIIHChKA Ta 1HINI €BPONEHChKI MOBH € HaHOiLIbLI
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NOUIMPEHUMH MOBaMH Ui BHKOPHCTAHHS BIPTyaJbHOI PEajbHOCTI
y BuKiaaanHi MoB [8]. Byrmo mpoBeneHO HHM3KY 3aHSTh 3 BUBYECHHS
AHIICHKOT 3 aKLIEHTOM Ha PO3MOBHY Ta IMCbMOBY MOBY JUISL IOPOCIUX
MITPaHTIB, AKi MoKa3an, mo VR Moxke 3a0e31eUnTH eKCIIepUMEHTAITbHE
HaBYaHHSA 1151 yUHIB, BKIIOYAIOYH peasliCTUYHE CEPEAOBHILE 32 MEKAMU
knacy. Pesyneratu mokasaid, 1o 3AaTHICTH BIPTyalibHOI pealbHOCTI
CTBOPIOBAaTH PEATICTUYHE CEPENOBHIIC 38 MEXaMHU KJIACy Ta I1HIIMX
eKCIIepUMEHTAIBHUX (HOPM HABYAHHS ITiBUIIIIIA MOTHBAIIIIO YUHIB 10
BUBUCHHS aHTJIIHCHKOI MOBH Ta 3po0unJa iX OLIBIII CAaMOMOTHBOBAHIMHE
no HapuaHHs. Kpim Toro, 0yso po3pobneno HaByanbHuil VR-KOHTEHT
JUIsl ayJilOBaHHA aHTJIHCHKOI MOBH 3 OJHHUM (hOpMaTbHUM IialoroM
B odici Ta omHUM HedopMaTBFHUM [iaJIOTOM B aHTJiHCBKOMY Oapi,
BUKOPUCTOBYIOUM irpoBuil nomarok Unity [2, c. 22]. Pesynbraru
MOKa3ajH, [0 BHKOPHCTAaHHS BIPTYaJIbHOI PEaNbHOCTI MOKPAIIUIIO
MOTHBAITITO CTYACHTIB 10 HaBYAHHS.

VY cdepi ocBiTH BipTyanbHa peabHICTh MOXKE JATH YYHSM OLIBII
peaicTUYHe BpPaKEHHSI, OCKIJIbKM BOHA MOXKE 301IBIIUTH BiIUyTTS
3aHypEHHS, BBOASYH CEPEIOBHILE 32 MEKAMH TIOJIS 30PY, 1 BBAXKAETHCS
OUTBII KOPUCHOIO JJISI PO3YMIHHSI CLIEH 1 3amamM>sITOBYBaHHS 3MICTy
CIIIIKYBaHHS B MIOPIBHSIHHI 3 TEKCTOBUMH MOSICHEHHSIMH CIIEH PO3MOBHU
1 HaBUaThbHUX MpeaMmeTiB. [TopiBHIHO 3 TEKCTOBUMHU ITOSICHEHHSIMH
PO3MOBHMX CHUTyallidi Ta HaBYaJbHUX HPEAMETIB, BIpTyajbHa
peanbHICTh BBAXKAETHCS OUIBII KOPUCHOIO JJISt PO3YMIHHS CUTYaliil Ta
3amam)sTOBYBaHHS 3MiCTy cHiIKyBaHHs. OHAK, B IIJIOMY, PO3YMiHHS
MOBH MpOrpaMyBaHHs, HEOOXiqHOT ajsi po3poOku VR-KkoHTEHTY,
Mae BaXJIMBE 3HA4YeHHS st po3poOku VR-konTeHty [3, c. 42]. B
[IJTOMY, OJHAK, po3poOka VR-KOHTEHTY BHMAarae po3yMiHHS MOBH
nporpaMmyBaHHs, HE0OXimHOI i po3poOku VR, 1o BBaXkaeThCs
BHCOKHMM Oap>epoM [Uisl 3BHYAHHUX SIMOHCHKUX BUKJIaJadiB MOBH. Y
CBITJIi IILOTO B HACTYITHOMY PO3/IiJIi IPOTIOHY€ETHCS HABYAHHS SITTOHCHKOT
MOBM 3 BHUKOPHCTaHHSM ICHYIOUHMX BIJICOPOJIUKIB 3 BipTYyalbHOIO
peanbHicTIO B [HTEpHETI.

MoBHa KOMYHIKaITis BKITIOUa€ B ce0e IIIHHOCTI Ta KOJEKCH TTOBETIHKH
MOBHO{ CHUJIBHOTH, 10 SIKOI HaJEKUTh MOBELb, a TAKOXK KYJIbTYpY
B Oinpm mMpokoMmy ceHci. ToMy Hpu BHBYEHHI 1HO3€MHOI MOBHU
Ba)XJIMBO HE TIIBKH PO3YMITH TEKCT OYKBAIbHO, a i BUKOPUCTOBYBATH
BCl IDATH OpraHiB 4YyTTS Ui TOTO, MO0 3pO3yMITH 1 BiAYYTH Iii
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eJIeMEeHTH. BakJIMBO BUMTHCS, BUKOPHCTOBYIOUH BCi IDSTh MOYYTTIB
[4]. Ilpu BUBUEHHI AHTIINACHKOI MOBHW, SKIO AyJUTOPHI 3aHATTSA, B
SIKUX OCOOJIMBOCTI aHTIIHCHKOI KyJIbTYpPH MOYKHA TIEPEKUTH 1 BITIyTH
3a gonmoMoror VR-Bifeo, 04iKy€eThCsl, 1110 OLTBIN aKTHBHA MisUTHHICTH B
KJ1aci Moke OyTH IpOAOBKEHa Ha OLIbII TPUBAIMHI Yac.

[Momryk B Expeditions 3a KJIIFOUOBHM CIIOBOM «aHTJIOMOBHI KpaiHI»
MOKa3aB, 110 HA MOMEHT HallMCaHHs CTaTTi Oyjo 0arato pe3yibTaTiB
npo KynbTypHi miHHOCTI. CrTBoproBatn Ta myOmikyBatn VR-Typm
MOXHa 32 TOTIOMOT 00 KOHCTPYKTOpA TypiB, skuit Hamgae Google. Oxpim
CTBOPEHHSI Ty PiB 32 I1a0JIOHAMU, TAKOXK € MOXKJIUBICTh BAKOPUCTOBYBATH
naHopamu 3 Google Street View, nomaBatu BiacHi 300paskeHHS,
3po0IieHi 3a jonomMororo kamepu 360° Ta 1o1aBaTH JeTalbHi TOSICHEHHSL.
Lle nmo3Bossie KOpUCTyBauaM CTBOPIOBATH BJACHI TYypH, HaBITh SIKIIO
BOHM HE PO3yMIIOTb MOBY NporpaMmyBaHHS Ijsi po3poOku VR. Sk
HaCJAOK, 3 SBIA€TbCSA MOXKJIMBICTb CTBOPIOBATH KOHTEHT 3 TOUKU
30py BUMTENIB iHO3EMHHX MOB Ta OYiKyBaTH Ha MalOyTHE 30aradeHHs
KOHTEeHTY B wijoMmy. VR sk KyneTypHuid nocBig — e tun VR, skuit
JIO3BOJISIE YYHSIM BITUYyTH ce0c¢ y4acHUKaMu KyabTypHuX moxid. URL-
aznpeca Bigeo 360° VR moxke Oytu mpencrapiena y Bursiai QR-komy
JUIsT 3a0e3ledeHHs] OUTBIT PEeaicCTUHYHOTO KYJIBTYpPHOTO JOCBiAYy, a
V9IHI MOXKYThH TIOXUIATHACS CBOIMH BPKEHHSMU OIWH 3 OIHUM ITiCIISI
neperny [6, c. 5-9]. Lle Takox mMoxxke OyTH BUKOPHCTAHO JUIS TOTO,
00 CTYIEHTH MOTJIN OOTOBOPUTH CBOI BPaXKEHHSI BiJl JOCBIYy OJUH 3
OJIHUM.

3aBJSIKM BHKOPHCTAHHIO BIPTyajbHOI pealibHOCTI, s5Ka Hajae
BITUYTTSI TIPUCYTHOCTI Ta 3aHYPEHHS Y BUBUYEHHS aHTJIIMCHKOI MOBH,
1HO3EeMHI CTYACHTH, SKi BUBYAIOTh aHTIIIHCHKY MOBY, MOKYTh MHUTTEBO
3aHYpUTHUCS B aHIJIOMOBHI KpaiHM, CHOCTEpiraTM Ta BiguyBaTu
TpagUUidHYy aHTIIMCBbKY KyIbTypy Ta mojii, nepeOyBaroud B Kiaci.
Hanpuknan, BuxopuctoByroun Cardboard Ta cmaptdon, cryneHTH
MOXXYTh O3HAMOMHUTHCS 3 TPAJUIIHHOW KYJbTYpPOIO Ta MOOYTOM
AHIIIOMOBHUX KpaiH. 3a nonomoroto Cardboard Ta cmapTdoHy BUUTEIH
MOX€E JTEMOHCTPYBaTH y4HsAM VR-Bifeo yHiKambHHUX (hecTHUBAJIIB, IO
HOPOBOASTECS B PI3HUX perioHax, Hampukiaaza, KaHanu, mosicHIO0UYH
iX CyTb Ta BIANOBiNAIOYM Ha 3amUTaHHS Y4HiB. OUiKyeThCs, LIO IIe
CTUMYJIIOBaTHME aKTHBHICTh Ha YPOLIi.

VY nopiBHsHHI 3 (oTorpadismMu ado OJHOCTOPOHHIMH, MIIOCKUMHU
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300pakeHHsIMU 1 Bizieo, VR Moxke 3a0e3neunty OUIbII peasliCTUIHUN
JTIOCBIJ] aHTJIOMOBHHUX KpaiH, 0COOJIMBO IIJISl THX, XTO BUBUAE aHTITIUCHKY
MOBY B KpaiHax abo perioHax, ski Gpi3ngHO a00 KyJIbTYPHO BiITaCHI
BiJl aHTJIOMOBHHX KpaiH. BOHH MOXyTh OTpUMATH AyXKe peasliCTHIHUN
JOCBiJl aHTJIOMOBHHUX KpaiH, [0 MOX€ MiABUILIMTH iX IHTEpeC 1O HUX 1
MOTHBYBATH JI0 BUBYCHHSI aHTJIiHChKOI MOBH. KpiM TOro, ouikyeThCs,
110 OPTaHIYHUH 3B)>SI30K MK MaTepiaiaMu JUIsl YN TAHHS Ta BipTyalbHOIO
peaTbHICTIO CIIPUATHME PO3BUTKY BCEOIUHUX MOBHUX HABUYOK 3 TOUKHU
30py 3HaHb Ta 1X 3aCTOCYBAHHS.

301ibIIeHHS KITBKOCTI JOCTIKEHb, 1110 aHATI3YIOTh TUAAKTHIHUN
MOTEHI1aJ]l BIPTYaJIbHOI PEaNbHOCTI B PI3HUX KOHTEKCTaxX 1 Ha Pi3HUX
OCBITHIX PiBHSX, MiJKPECIIOE iHTEpec N0 Wi€l TEeXHONOrii B OCTaHHI
poku. Hemae CyMHIBIB M[I0JI0 YHCIIEHHUX MOXJIuBocTted VR juis
OCBITHIX IIlJIEH, 1 0COOJMBO JJIg BHKJIaJaHHS aHIUIHCBKOI MOBH Ta
OULTIHTBAJIEHOT OCBITH, 3aBASKHA MOXITHBOCTI HABYATHCS 3 TIEPITUX PYK
Ta TEepeKUBATH YUCIICHHI CIIeHapii Ta peaii 3aBISKU 1[Il TEXHOJIOTI].
IlepeBarn Ta MOMJIMBOCTI, MpPEJCTAaBICHI B I[BOMY JOCIIJKCHHI,
BIJINIOBIIAIOTh pe3yJIbTaTaM TMOIMEPEIHIX JOCTIKCHb, TaKUX SIK
HiIBUIIGHHS. MOTHBAIil, CHPUSHHS CIUIBHOMY Ta KOONEPAaTHBHOMY
HaBYaHHIO 200 KpamoMy po3yMiHHIO 3MICTy, cepeJl iHIIOTO.

OpmHak, He3BaKAIOYH HA IIi TIepeBard, sSKi TAaKOXK I ATBEPIKYIOThCS
B I[bOMY JIOCITi/PKE€HHI, Ha IUISXY 10 IMIUIEMEHTAIli]l iCHYIOTh YUCIICHH]
BUKIIMKA Ta mnpoOiemu. [likaBo, mo iCHye IeBHE 3aHEIIOKOEHHS
II0/I0 MOKJIMBUX MOBEIIHKOBUX MPOOJIEM JJIs YUHIB, SIKi BUHUKAIOTh
BHACIIIOK BHKOPHUCTaHHS BipTyanbHOI peanbHOcTi B Kiaci. Lle
KOHTPACTY€ 3 IHIIUMH JOCHIKeHHIMHU, ¢ BP BukopucToByBayiacs
JUIST TIOKPAIICHHS TTOBEIIHKH Y4HIB. Y OyIb-IKOMY BHITQJIKY, CIif
3a3HAYMTH, WIO pPe3yJbTaTH IOTO JIOCHI/PKEHHS ITiIKPECIIOIOTh,
0 BYMTENI-CTaXEPH BHU3HA4YaroTh Ounbire nepesar (76,21%), Hix
TpyaHOLIiB a0 oOMexeHb (23,79%) 1110/10 BIPOBAIKEHHS BIpTyallbHOT
PEaJIbHOCTI B IMOYATKOBIH OCBITI 1, 30KpeMa, B Kjlacax 3 BHUKJIAJIaHHIM
aHTIiichbK0i MOBH PO eCciifHOr0 CIIPSMYBaHHS Ta TBOMOBHHUX KJIacax.

VY mpoMy ceHci HeMae€ CyMHIBIB, IO MPOAKTHBHA ITO3UINIS 3 OOKY
BUKJIQ/IauiB, SKi YCBIIOMIIIOIOThH II€peBaru, ki Moxke mpuHectH VR,
MOJKE€ JIOTIOMOTTH TIOAOJAaTH TPYIAHOII Ta MEPEIIKOAH, SKi MOXKYTb
BUHHUKHYTH IpH ii BOpoBakeHHI. ToMy, y CBITJII BUIIE3a3HAUYEHOTO,
MU BBa)Ka€EMO, 1110 HACTAB Yac JIATH IOIITOBX TEXHOJIOTISAM HaBYaHHS
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Ta 3HAHb B OCBITHBOMY KOHTEKCTi, OO BOHHM MOTIJIH €()EKTUBHO
Ta YCIIIIHO BIPOBA/KYBATH BIPTYalbHY PEANbHICTh B ayIUTOPISIX
aHTIChKO1 MOBHU MPOQECIHHOTO CIIPSMYBAaHHS Ta MOBHOI OCBITH.
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