BipryanpHa MOO1TBHICTB — 11€ (hOopMa B3a€MOJIIT MK YHIBEPCUTETAMHU, sIKa BUHHUKJIA Ha CTUKY
1M(poBOro, AUCTAHIIHHOTO HABYAHHS Ta MIXKHAPOIHOI CIIBIpalli. 3a3BU4aii, BOHA OpraHi3oBaHa Ha
YHIBEPCHUTETCHKOMY pIiBHI Ta peali3ye MIDKHApOAHUN JOCBiA CIIBPOOITHHITBA Yy KOHTEKCTI
HaBYaHHs, TOCJIIJKEHb Ta BUKJIagaHHg [ 1, 3].

Konmenuist BipTyanbHUX OOMiHIB 3a0e3Medye MMPOKi OOMIHM BCIM, XTO HE Ma€ 3MOTU Oparu
y4acTh y TPAIMIIHHUX MporpamMax MDKHapOJHOro oOMiHy. lle mae MOXIHMBICTH 30UTBIIIUTH KUIBKICTH
BUKJIaJIauiB, sSIKI MMPOXOMSATh HABYAHHS Ta IiJBUIICHHS KBaTi(iKaIli 3a KOpJOHOM Ta OTPUMATH Ti XK
TiepeBary, 110 1 Py BUKOPUCTaHHI (hi3UIHOi MOOLIBHOCTI, ajie 0€3 He0OX1JHOCTI BUDK/IKATH 32 KOPIOH.

s 3a0e3nedeHHs BipTyalbHUX OOMiHIB BUKOPHCTOBYIOTH O€3/1i14 TEXHOJOTIN: BIpTyaabHI
cepeoBUINA HaBYaHHs (Hanpukian, Moodle), BineokoHpepeH i, a TAaKOX Pi3HI 3arajJbHOAOCTYIIHI
3aco0u MacoBOi KOMYHiKallii (Hanpukiaa, GopyMu, yaTh Ta eJIeKTPOHHA roITa) [2, 3].

L5 cygacHa KOHIICTIIis JUCTAHIIIIMHOTO HABYAHHS, 110 CYTi, 03HAYa€, [0 HAaBYAHHS OUIBIIE HE
3aJISKUTH BiJl MiCLI PO3TAIllyBaHHs, a BUKJIa1adi Ta CTYACHTH MOXXYTh IPOXOAUTH KypcH, Jie O BOHU
HE 3HAXOJWIMCS: Ha poOoUoMy Micli, BIoMa Tomo. KpiM Toro, yci OTpUMYyIOTh PiBHI MOMJIMBOCTI
10 HaBYyaHHs. BipTyanpHa MOOUIBHICTH TaKOX O3Hayae Ounblly cBOOOQY BHUOOpY Ta OLIBIINY
THYYKICTh JJI BUKIAaAa4diB. BOHU OTPUMYIOTH MUTTEBHM TOCTYH IO €KCIEpTiB/KOJEr 3 IHIIMX
YCTaHOB, 10 KypCiB, HABYAJIILHUX MaTepiaiiB Ta pecypciB (Hampukiaa, 6i61ioTex Ta maboparopiii)
JaJIeKO 32 MEKaMHU CBOTO YHIBEPCHUTETY, MICTa Ta HaBiTh KpaiHU. TakuM YHMHOM, €KCIIEPTHI 3HAHHS
CTArOTh OUTBI IOCTYITHUMH Ta JICTKO TICpEIaBaHIMH.

OTxe, MOOITTBHICTD € a0COMIOTHOIO HEOOXITHICTIO Y 3aKiIafiax BHUILOI OCBITH, a BIpTyaJIbHY
MOOUTBHICTH MOKHA Ha3BaTH MOOUIBHICTIO 3aBTPAIIHBOTO JTHS Ta MaifOyTHIM OCBITH.
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VIRTUAL REALITY AS AN EFFICIENT EDUCATIONAL TOOL

Today, it is impossible to imagine modern life without computers and information
technologies that penetrate all spheres of human life, including education. Modern higher education
is facing new challenges that require mastering the latest technologies and teaching methods. One of
these prospective methods is computer-simulated virtual reality.
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Virtual reality is a world created by technical means and transmitted through the human senses
of perception of the world [1]. Computer systems provide visual and sound effects that immerse the
user in the imaginary world behind the screen. The term "virtual reality" was first proposed by the
American scientist and futurologist Jaron Lanier in 1989, although the first attempts to create such
an environment appeared in the sixties of the twentieth century [2].

Virtual reality can be categorized into three main types [3,4,5]:

1.Non-immersive virtual reality. In this form, users remain aware that they are interacting
with a simulated environment. A common example is video games, where graphics, sound, and tactile
feedback create an authentic yet clearly digital experience.

2.Semi-immersive or mixed virtual reality. This type blends virtual and physical elements,
allowing users to interact with both simultaneously. It's widely used in industries, such as flight
simulators that incorporate a real cockpit setup with digital displays replacing windows, offering a
high level of interaction and realism.

3.Fully immersive virtual reality. This is the most advanced form, offering an experience
where the distinction between the digital and physical worlds becomes almost seamless. It typically
involves wearing a VR headset connected to a computer, along with motion sensors placed on
different parts of the body to create a highly realistic experience.

The scientific aspects of the use of virtual reality programs for teaching higher education
students are studied by such scientists as S. Kavanagh, A. Marougkas, Y. Trach, etc., but the potential
and prospects for the introduction of virtual curricula for learning different subjects in higher
education institutions have not yet been sufficiently studied.

Virtual reality has tremendous potential as an educational tool, capable of creating innovative
learning environments that emphasize practicality and enhance the overall student experience.

Educational environments that focus on cognitive experiences and improved concentration
can be more effective than traditional memorization-based methods, and virtual reality can play a
crucial role in achieving this.

Virtual reality capabilities are being widely used to train specialists in such fields as
aviation, medicine, military, social sciences etc. New programs are also emerging to help learn
foreign languages. An example of such a program is the Mondly VR app, which helps you
learn a foreign language in virtual reality. The platform helps to immerse yourself in the
language environment by communicating with virtual interlocutors. At the end of the
conversation, the user immediately receives an assessment of his or her pronunciation and
instructions for improving vocabulary [3]. Other virtual projects for learning foreign languages
include Second Life, Avatar Languages, Language Lab, etc. [1, 3]. These programs can be
used in the educational process of higher education institutions in practical core or optional
foreign language classes, as homework, etc.

The main benefits of virtual reality as an efficient educational tool includes [1, 3, 5]:

- Boosting creativity: by presenting educational content in a more visual, clear, rapid, and
effective manner, virtual reality can significantly enhance students' creative thinking.

- Facilitating complex learning: VR allows detailed study from various perspectives, making
it easier to grasp complicated concepts. This is particularly beneficial in fields like surgery or
industrial training, where it enables safe and efficient practice in a virtual setting.

- Supporting training: Virtual reality experiences are based on adaptive learning, which is
especially helpful for students with special needs, as it allows them to progress at their own pace and
eliminates learning barriers.
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However, there are also certain disadvantages of using virtual programs in the process of
learning [1, 2, 4]:

- economic aspects (the use of virtual programs requires the purchase of special expensive
equipment, namely VR headsets - helmets, gloves, glasses, etc;)

- technical problems (e.g., computer or internet failures; lack of technical skills, etc.);

-deterioration of human connections (excessive use can damage interpersonal connections
between people).

Thus, the use of virtual reality curricula can be an effective tool for learning different subjects
in higher education, so this area of research is promising for further research.
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JTUCTAHIIMHA ®OPMA OCBITHU: IEPEBATH TA HEJOJIIKH 3ACTOCYBAHHS ¥
BOCHHUM YAC

Hananus sIKicHMX OCBITHIX HOCITYT B YKpaiHi B IEpIOJ] BOEHHOTO CTaHy OYJO 1 3aJIMIIAETHCS
BOKJIMBUM, aKTyaJlbHUM INUTAaHHAM JepkaBHOI mHomituku. | 3apa3 B mepioJ MOBHOMAacIITaOHOIO
BTOPTHEHHSI BUKOPUCTaHHS 1HCTPYMEHTIB JUCTAHIIHHOIO HABYAHHS € HEOOXITHUM KPOKOM Ha IUIXY
3a0e3neyueHHst SKICHOI Ta Oe3meuHoi ocBiTH. JlucTaHIiiiHa ocBiTa — 1€ (popMa HaBUaHHsI, PIBHOLIHHA 3
OYHOIO, BEUYIPHBOI'O, 3a0YHOK0 Ta EKCTEPHATOM, IO PEai3yeThCs, B OCHOBHOMY, 32 TEXHOJOTiSIMU
mucraniiiHoro HapyaHHs [ 1] Le TexHomoris, 1m0 6a3yeThcs Ha MPUHIMIIAX BIAKPUTOTO HABYAHHS, IIIUPOKO
BUKOPHCTOBYE KOMIT FOT€PHI HaBYAIBHI MPOTpaMU PI3HOTO MPH3HAYEHHS Ta CTBOPIOE 3a JOMOMOTOIO
CYYaCHHUX TeJIEKOMYHIKaI[ii 1H(opMalliifHe OCBITHE CEPEOBHILIE [Tl TOCTaYaHHs HAaBYaJIbHOTO Marepiany
Ta criKyBaHHs. [{ucTaniiiiHa ocBiTa Hatae 3100 yBavaM BHILOi OCBITH JOCTYII 10 HETPAIUIIIHUX JDKEPET
iH(opMarii, miaBuIlLye ePEeKTUBHICTh CaMOCTIHHOI poOOTH, Hajgae abCOMIOTHO HOBI MOXKIIMBOCTI JUIA
TBOPYOTO CAaMOBUPaXKEHHsI, HAOYTTs Ta BJIOCKOHAJIEHHS PI3HOMAHITHUX MPO(ECiIHIX HAaBUYOK, TO3BOJISIE
BHUKJIaJa4aM BUKOPHCTOBYBATH KOHIIENTyaIbHE Ta MaTeMaTUYHE MOJICTIOBAHHS SIBUILI 1 IIPOLIECIB, & TAKOXK
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