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3AOPOBBECBEPEI'AIOIIINE
ACHEKTBI OBYYEHUS B YYEBHOM CPEJIE
BUPTYAJIbHON PEAJIBHOCTHU

HEALTH-SAVING ASPECTS
OF LEARNING IN A VIRTUAL REALITY
LEARNING ENVIRONMENT

B cTarbe paccMaTpuBaroTCs 310pOBbeCcOEpETaroNIie aCEKThl 00yICHHUS
B y4eOHOH cpejie BUpTyalbHOU peanbHOCTH. [IpoBeneHo ucciemnoBaHue
C IICJIBIO BBISBJIICHUSI OTHOILICHUS YYUTENECH M IIKOJbHUKOB K BHEIPEHUIO
BUPTYAJIbHOM peaNbHOCTH B 00pa3oBaTeIbHBI mpouecc. Pe3ynbraTsl
aHaJIM3a MOKa3aJIH, YTO OOJIBITMHCTBO YYAIUXCS TMOJ0KUTEITLHO OTBETUIIH
Ha BOIMPOC 00 UCIOJIb30BAHUU BUPTYAIbHOUW W JOTIOJIHEHHOM peaqbHOCTU
B y4e€OHOM IPOIIECCE MIKOJBI.

The article discusses the health-saving aspects of learning in a virtual
reality learning environment. A study was conducted to identify the attitude
of teachers and schoolchildren to the introduction of virtual reality in the
educational process. The results of the analysis showed that the majority of
students responded positively to the question about the use of virtual or
augmented reality in the educational process of the school.

KiroueBble cjioBa: WMMEpPCHUBHBIE TEXHOJOTHH, 0Opa3oBaHUE,
BUPTYyalbHAsI PEATBHOCTb, IOTIOJTHEHHAS PEaIbHOCTh, VR-rapHUTYPHI.

Keywords: immersive technologies, education, virtual reality,
augmented reality, VR headsets.

I/IMMepCHBHBIe TCXHOJIOTHH OTHOCATCA K HI/I(i)pOBBIM HMHHOBAallWAIM
" OpeaoCTaBIAIOT YCIOBCKY BO3MOXHOCTL IIOIPYKCHHA B BUPTYAJIbBHYIO CPCIAY
C IIOMOIIBIO KOTHUTHBHO-CCHCOPHBIX OHIYHIGHHI;‘I. Hau6onee N3BCCTHBIMH

379



U PaCIpPOCTPAHEHHBIMU  PEATU3ALMUSIMU  HMMEPCHUBHBIX TEXHOJOTHH  SIBIISIFOTCS
BuptyainbHas (VR, Virtual Reality) u nononnennas (AR, Augmented Reality)
pEeanbHOCTb.

[Io mporHo3aM aHAJIUTUYECKUX KOMIAHUH MHUPOBOro MacmTada, PpHIHOK
UMMEPCUBHBIX TEXHOJIOTUN, 4 UMEHHO BUPTYaJIbHYIO PEAIbHOCTh, OKUIAOT OOJIBIINE
NEPCHEeKTUBbl U Oyayiee. OKCINEpPThl CYUTAIOT, 4YTO S5G  TEXHOJOTMH MOTYT
VMHULIMMPOBATh HOBYIO BOJIHY MMMEPCHUBHBIX petieHuid K 2025 rogy ¥ UMMEpPCHUBHBIE
TEXHOJIOTUM MOTYT CTaTh TaKUMH K€ T[IOBCEMECTHBIMU, KaK U MOOWJIbHbBIC
ycTpoiictsa [1].

B pexomennanusix, onyonukoBanubix B 2019 rogy Uucruryrom FOHECKO no
UH(OPMAIIMOHHBIM TEXHOJOTHSM B 00pa3oBaHHM, OTMedaeTcs, 4To 3¢ deKTUBHAS
uHTerpanus  HUHGOPMAIMOHHO-KOMMYHHUKAIIMOHHBIX ~ TEXHOJIOTUHA B IIKOJIBHOE
o00pa3zoBaHKE MO3BOJIUT TPAHCPOPMUPOBATH TPATUIIUOHHBIC TTEIarOTUYECKUE METOIbI
U OTKPBITh HOBBIE BO3MOXKHOCTH ISl oOydarommxcs. BMecte ¢ TeM peKoMeHaaluu
IOHECKO  BpiAenAlOT  BHUPTYajJbHYIO U JIONOJHEHHYIO  pEabHOCTh  Kak
NEPCIEKTUBHbIE MHHOBALMU MJIsi PAa3BUTHUS OOpa30BaHUS M YJIy4dlIEHUS KayecTBa
00y4YeHHs B COBPEMEHHBIX yCIIOBHSAX [2].

B 0oJIbIIMHCTBE HUCCIEAOBAHUM «BUPTyalibHAs PEATBHOCTHY OMpEAeiieHa Kak
CUMYJISIIMOHHASL Cpela, CO3/aHHasi C MNOMOIIBK) KOMIIBIOTEPHBIX TEXHOJIOTHUH,
C KOTOPOM  YEJIOBEK  MOXET  B3aUMOJCHCTBOBATb.  YeENOBEK  IOrpyKaercs
B UCKYCCTBEHHO CO3JaHHYIO Cpelly, II€ MOKET HMCIOJIb30BAaTh HAXOJISAIIHMECS B HEM
O0OBEKTBl M OCYLIECTBIIATh Pa3jiUYHbEe ACHCTBUSA ¢ HUMU. Kpome TOro, pe3yiabTaThl
WCIIOJIb30BaHUsI B 00YUYeHUH TakuX coBpeMeHHbIX VR-rapuutryp, kak HTC Vive Pro,
ClassVR, Oculus Quest 2, moaTBep»KalOT, YTO BUPTyaldbHas PEaTbHOCTb — 3TO
COBEpILIEHHO HOBasi yuyeOHas cpela CO CBOMMHU YHHKAJIbHBIMH XapaKTEPUCTHKAMU
U ricuxosoruyeckumu dpdexramu [3, 4, 5].

[Tox yudeOHOI cpenol BUPTYalbHON pealbHOCTH MOAPA3ZYMEBAETCS HE TOJBKO
nM(ppoBOE BUPTYyaIbHOE MPOCTPAHCTBO, € MPOXOAUT OOyUYE€HHE, HO U MHOXKECTBO
OPYTUX YCJIOBUM, KacCalIIMXCS METOJI0JIOTUYECKUX, IICUXOJIOrO-MEeAaroru4eckux
Y TEXHOJIOTUYECKUX  aCHEeKTOB  OOyYEeHHs  C MCIOJb30BAHMEM  BHUPTYaJIbHOU
peanbHOCTU. YdueOHas cpela MMeeT Kak MpsMOe, TaK M KOCBEHHOE BIUSHUE Ha
oOy4eHHe yJaluxcs, BKIIOYasi KX y4acTUE B TOM, UYTO UMEHHO MPENOAAETCS, a TAKKE
UX MOTHBAIIMIO K 00YYEHUIO, UX YyBCTBO 0JIArOMOIYUHrs, IPUHAIIICKHOCTH U JINIHOU
0e3omnacHoCTU. YueOHas cpefia BUPTYAJIbHOUM pealIbHOCTH, KaK U IpyTHe 00ydaroliue
TEXHOJIOTUH, HalleJIeHa Ha YIIy4IlIeHHE Pe3yIbTaTOB O0yUECHHUS.

TeopeTndyeckoil OCHOBOW MPUMEHEHHsS] B y4yeOHOU cpefe BHUPTyalbHOU
PEaTbHOCTH MCCIEA0BATENN OTMEUYAIOT KOHCTPYKTHUBHUCTCKYIO Napagurmy, Tak Kak
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OCHOBHBIE XapaKTEPUCTUKH W 00ydarolue BO3MOXHOCTH BUPTYaJIbHOM peabHOCTU
COBMECTUMBI C KOHCTPYKTUBUCTCKUMU MPUHLIUIAMU OOYUYEHUS U MOJJICPKUBAIOT UX
peanuzanuio |3, 4, 5].

B pamkax mOpoBOAMMOIrO HaMH UCCJIEJOBAHMS Ba)XXHBIM BHJIEJIOCh HMETH
IOpeacTaBleHne 00 OTHOIICHUAX YYHUTeNeH M 00y4aromMXcs IIKOJ K BHEAPEHUIO
BUPTYaJIbHOM peaibHOCTH B 00pa3oBaTeNbHbIN npoiiecc. MccnenoBanrue npoBouioch
B TpeX IIKoiax T. AcrtaHa u AktoOe c yyactueMm 46 yuuTtenel-npeIMEeTHUKOB H 53
oOyuvarormuxcst. M3 wHux 28 (53 %) — yuenukm 5-9 xmaccoB, 25 (47 %) —
crapuiekiaccHuku, yuyeHukn 10—11 xmaccoB. beutn ncnosib3oBanbl VR-rapHUTYpBI
HTC Vive Pro Kitt u Oculus Quest 2. B cBsi3u ¢ 3n11eMUONIOTHYECKON CUTYyalHe,
UCCIIEIOBaHMsI  MPOBOJWINCH B HEOONBIIMX TpyHmax C COONIOJCHHEM  Mep
0e30MacHOCTH. YUEHUKH W yUUTENsl B rpynmnax mno 5—6 4enoBeK CMOriu padorarb
C TAPHUTYPOM BHUPTYAJIBHOM PEATBHOCTU. YUMUTENS W YYCHUKH nocMoTpenu VR
KOHTEHT, pa3padoTaHHbIi yueHbIMU CTIH(POPIACKOI0 HMHCTUTYTA OKPYKAIOLIEH Cpeibl
Bynca, koTropoe MO3BOJISIET HCCIENOBaTh IPOLIECC 3aKUCIEHHs OKeaHa (ocean
acidification). B 3Toli BUpTyanbHOW cpele OHM MOIVIM HaOJI0AaTh, KaK MpOLEcC
OKHCIICHUS pa3pyllaeT KW3Hb Ha JHE OKEaHa, W TaK)KE MOIJIM B3aMMOJICHCTBOBATH
¢ oobektamu. [locne 3Toro oHM OTBeTHWIIM Ha onpoc. HekoTopsie BOmpockl orpoca
OBLITM pa3HBIMH Y YUUTEJIEH U YUCHUKOB.

Hekoropble  pe3yiabTaThl  JAHHOIO  MCCIEIOBAaHUA  IOKAa3bIBAIOT,  4YTO
OCBEJIOMJICHHOCTh YYaIIMXCs IIKOJ O BUPTYaJbHON peaJbHOCTH HE COBCEM BBICOKAs
u coctaBnsgeT 45 %, a 3HaUUTENbHAS YaCTh OMPOIICHHBIX (55 %) Bcero Juillb UMEIOT
oOlee MpeaCcTaBICHUE O BUPTYAIbHOW W JOMOJTHEHHOW PEaJbHOCTU WM BIEpPBbBIC
CJIBIILIAJTIN O HEM.

bonpmmucTBo  yuamuxcs (79,2 %) Ha OTKpBITBIA BOHpoc 00 OTHOIIEHUU
K UCIIOJIb30BaHUIO BUPTYAJIbHOM WK JONOJIHEHHOM pealbHOCTH B YYEOHOM Ipoliecce
IIKOJIBI  OTBETWJIM TonoxuTenbHo. Opnako 11 (20,8 %) oOywaronuxcst He
MOJJIEPKUBAIOT IPUMEHEHNE BUPTYAIbHON PEAIBHOCTHU B LIKOJIE.

Bosiee pa3BepHyTOE H3ydeHUE OTBETOB «HET» W «ckopee "Hert", wem "Jla"»
MOKa3bIBAET, YTO BO3MOKHOM NPUYMHOM TAKOro HEOAOOPHUTENBHOI'O OTHOIIECHHUS
oOy4JarommMxcs K MCMOJIb30BAHUIO BUPTYAJIbHOW PEaTbHOCTH B IIKOJE MOTYT OBITH
npoOsemMbl o 310poBbeM. bonbmmHcTBO M3 3THX 11 ydacTHHKOB Ha Bompoc «Yto
CMYIIIaeT Bac B BUPTYaJbHOM MHUpPE?» yKa3ajdu TaKkuhe OTBEThI, KaK «OOJAT riazay,
«TOUTHOTAa», «TOJIOBOKPYKEHHE» U «00mMil tuckoM@popT» (Tadnuma 1).
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Taonuya 1. — OTBETHI YYACTHHKOB ONIPOCa

YTo cMymiaeT Bac B BUPTYaadbHOM Mupe?

Ne | VyacTHukn

KoauuectBO

Hlnem Ha roJioBy
Boawnt riaza
TomHata
I'onoBokpy:keHue
Crpax nagenust
He mory ynpaBasith
co0oii
OO6mmuii guckoMgopT
Hu4ero

1 | Yaenukn 531 56% | 169% | 7,5% |[11,3% | 16,9% | 3,7% | 13.2% | 37,7%
€) ©) @ | © | O | & |0 (20)

VYuurens, NPUHSABIIME YyYacTHE B ONPOCE, IPOBEICHHOM B PAMKax JaHHOIO
UCCIIEJIOBAHMS, TAKXKE CUMTAIOT, YTO HECOOJIOJCHUE OIpeNeCHHbIX MpPaBUi MpU
UCIIOJIb30BAaHUU TAPHUTYPbl BUPTYAIBHOW PEAJBHOCTH, JIMTEIBHOE IOTPY’KEHUE
B BUPTYaJIbHYI0 PEaJbHOCTb, ciladas pa3padOTaHHOCTh HMHTEP(EWCHONM HaBHraluu
U Ipyrux 3(QQEeKTOB BHUPTYaTbHOM Cpeabl BBI3BIBAIOT TaKWe HEOIArompusTHBIC
OILYIICHMS], KaK TOLIHOTA, TJIa3HbIe OOJIM, TOJIOBOKPYKEHHE U OOIIUNA AUCKOMGOPT
opraHusma.

B srom muiane Oyner nenecooOpa3sHbIM BKIKOYHMTH B CTPYKTYpY Y4eOHOH cpenbl
BUPTYaJIbHOH  peajbHOCTH  3/I0pOBbecOeperaroniuii  KOMIIOHEHT,  KOTOPBIH
noJpa3yMeBaeT Oe30MacHOCTh HCIIOJIb30BAHUS JIaHHOM TEXHOJIOTUU B O0YYEHHH,
a TaKXKe JalbHENIllee M3y4YeHHE BIMSIHUS BHPTYyaJIbHOW PEaTbHOCTH Ha 3J0POBbHE
JeTel HIKOJIbHOTO BO3PAacTa, NX (PU3HOJIOTHUECKOE U MCUXOJIOTHIECKOE Pa3BUTHE.

N3-3a ceppe3HbIX OrpaHnveHuid, cBs3aHHbIX ¢ nangemuedn COVID-19, He Tak
MHOTO YUYHUTEJIeH U ydyaluxcsa o0uieo0pa3oBaTeabHbIX MKOJ CMOIIM IPUHSThH Y4acTHE
B JAHHOM HCCJIEJOBaHUM, OJHAKO J1a)Ke€ IIPHU TaKOW HEOOJBIION BEIOOPKE PE3YIbTAThI
UCCIIEJIOBAHMSI  CBUJIETEJILCTBYIOT O HEOOXOJIMMOCTH BIYMUYMBOTO OTHOILEHUS
K IPUMEHEHHUI0O UMMEPCHUBHBIX TEXHOJIOTUH B ILIKOJE U B LIEJIOM O OJIArONPUSTHOM
OTHOLIEHUU K HUM.
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