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Abstract: Innovative technologies have a huge potential for improving the skills and continuous
professional development of students. They can provide interesting, individualised approaches to
learning and facilitate the search for information. In this study, we analyse the impact of virtual reality
technologies and their implementation on the effectiveness of the learning process in higher
education. Particular attention is paid to modern digital platforms, virtual reality (VR) technologies
and simulation programmes that allow for the acquisition of knowledge and skills through innovative
methods. We analysed the benefits of introducing these technologies into the educational process

of higher education institutions. We also considered the challenges associated with the integration



of these technologies. We have identified the main advantages of innovative approaches in

education, especially interactivity, accessibility and individualised approach.

Keywords: innovative technologies, virtual reality, digital platforms, 3D technologies, higher
education.

Beryn

Y cy4acHMX yMoBax CTPIMKOro pPO3BUTKY iHGOPMaLINHUX TEXHOAOTIM Ta 36iAblUeHHA OBCAriB 3HaHb,
AKi MOBWHHI ONaHOBYBaTWN 3A00yBadi OCBITU, TPAAMLINHI NIAXOAM AO HaBYaHHA MNOCTYNOBO BTPayatoTb
aKTYaAbHICTb i BiAXOAATb Ha Apyrun naaH (Bobpo, 2024). OpraHisauia BipTyaAbHOI peaAbHOCTI He €
CKAGAHOIO, MPOTE MOXKe CTBOPIOBaTU TPYAHOLLI AAA NMPUXUABHUKIB TPAANLIMHUX METOAIB HaBYaHHA

(puc. 1).
PucyHok 1

OpraHizauia VR cepeaoBuLa

BipTyanbHa peanbHicTb

HeimepcusHa HanisimmepcugHa ImepcusHa
[0CTyn A0 BipTyanbHOro BKITHOMa€E npoekuii abo 3a gonomoroto 3D okynspis
cepeaoBuLLa 30iINCHI0ETLCSA Kiflbka eKkpaHiB
Yyepes gucnnen

3miwaHa peasnbHicmb
KopucTyBad 6a4nTb BipTyanbHUA
CBIT i B3aemogie 3 pearnbHUM

Axxepeno: BAacHa po3pobKa aBTopiB

YHiBepcUTETU B YCbOMY CBIiTi aKTMBHO AOCAIAXKYIOTb | BMPOBAaAXKYIOTb HOBITHI MeToAM
OpraHisauii OCBITHbOro npouecy, WO BIAMOBIAAIOTE CyYacHMM BuMoOram cycniabctea. OaHUM i3
NepCrneKkTUBHNX HaNpPAMIB € 3aCTOCYBaHHA TEXHOAOTI BipTyaAbHOI peanbHocTi (VR) y HaBYaAbHMX
nporpamax. BukopucraHHa VR cnpusae cTBOpPeEHHIO IHTEPaKTUBHUX Ta AMHaMIYHUX CEPEeAOBULL, AKi

MO>KYTb OYTW aAaNTOBaHI AO iHAMBIAYaAbHUX NOTPEL KOXKHOTO 3pa06yBadva ocsit (HOran, 2020).

HaTtenep nepcoHaaizauifa OCBITM CTae KAIOHOBOK TEHAEHLIEID, OCKIAbKW 3A00yBadi OCBITU
AEMOHCTPYIOTb Pi3HI CTUAI HaBYaHHSA, BIAPI3HAIOTLCA LWBWUAKICTIO 3aCBOEHHA iHQopMaLil, piBHEM
MoTMBauii Ta diHaHcoBow niaTpumkoto (Bobro, 2024). TexHoaorii BipTyaAbHOI peaAbHOCTI
AO3BOAAIOTb THYYKO HaAalLTOBYBaTU HaBYaAbHUN MpoLec, 3abe3neuyrodn MOXKAMBICTb ONaHyBaHHA
MaTepiaAy B iHAMBIAYaABHOMY TEMMi Ta 3PYYHUI Yac, Wo NiABULLYE ePeKTUBHICTb HaBYaHHA (Bilash Ta
iH., 2023).



Y uin poboTi pPO3rAAHYTO IHHOBAUIMHI NiaxoaM A0 BuKopucTaHHA VR 'y cucrtemi
IHAMBIAYaAI30BaHOrO HaBYaHHA B 3akAasax Buwol ocBiTM. OcobAmBy yBary MNpUAIAEHO aHaAisy
OCHOBHUX MepeBar Ta BUKAMKIB, NMOB'A3aHUX i3 IHTErpaLlieto LMx TEXHOAOTIN, a TakoX iX BMNAMBY Ha

AKICTb | Pe3yAbTaTUBHICTb OCBITHLOrO NpoLecy.

MeTa AOCAiA>KEeHHS

AHani3 BMAMBY iHHOBALMHUX OCBITHIX TEXHOAOTI Ha edeKTUBHICTb 6e3nepepBHOro

npodecinHOro po3BuUTKY Aikapi..
3aBAaHHA AOCAIAXKEHHSA:

1. MpoBecTn aHaAi3 AiTepaTtypu Ha canTti PubMed 3a 2019-2024 pp. WwWoaA0 BUKOPUCTaHHA

IHHOBALIMHMX TEXHOAOTIN Y NPOPECINHOMY PO3BUTKY AiKapiB.
2. AOCAIANTW 3HaYEHHA IHHOBALLIMHWX OCBITHIX TEXHOAOTIN y NpoLeci HaBYaHHA AiKapiB.

3. POSF/\ﬂHyTVI BUKAMKU Ta MOXKAMBI nepewxkoan BMNpOBaAXEHHA iHHOBaLI,WIHI/IX

TEXHOAOTIN y 6e3nepepBHe NpodeciiHe HaBYaHHA AiKapiB.

Pe3yAbTaTn AOCAIAXKEHHA

Ha TpaanuinHnx 3aHATTAX 3a00yBadvi OCBITM 3a3BMYall BUKOHYIOTb MacMBHY POAb CAyXaudiB. Takui
NiAXiA 3HUXYE TXHIO 3aAyYeHICTb A0 HaBYaAbHOIO MpoLecy Ta OOMeXKye B3aEMOAIIO 3 BUKAaAAYaMMU.
AK HacAipoK, 3a00yBavi OCBITM MOXKYTb BTpayaTW iHTepec A0 MpeaMeTa Ta HaBYaHHA 3araAoM
(Hasynets et al., 2024). TpaaunuiiHi dopMM HaBYaHHA 4acTO MO3b6aBAEHi FHYYKOCTi, a iHOAI HaBiTb
CTaloTb MOHOTOHHUMU. BukopucTaHHA TexHoAoriIN BipTyaabHOI peaabHocTi (VR) po3BOAAE BUPILLIUTK

Ui NpobAeMU Ta NiABULMTM MOTMBALIIO 3a06yBadie (Touima et al., 2024).

OaHak BnpoBaa)keHHA VR-TEXHOAOrI € CKAaAHMM | noTpebye 3HauyHMX diHaHCOBUX pecypcie (puc.
2). Pe3yAbTaT aHanisy HayKOBUX AXKEpPEeA CBiAYaTb, WO iHHOBALiMHI Niaxoam a0 iHTerpauii VR y
CUCTEMY BULLOT OCBITU CYTTEBO BMAMBAIOTb Ha MNPOLEC 3aCBOEHHA 3HaHb Ta iHLI acMeKTU OCBITHbOrO

npouecy (Caron, 2021).

AoBeaeHo, wWo VR-TexHOAOrii CTBOPIOIOTb iHTEPAKTMBHE AMHaMiYHe cepepoBULLe, Ae 3A00yBadi
OCBITU MOXKYTb B3aEMOAIATU 3 HaBYaAbHMMUM MaTepiaraMW Ta OTPUMYBaTU MWUTTEBWIM 3BOPOTHUM
3B'A30K BiA BMKAaaadiB (Aasekjeer et al., 2024). 3aBaAKM apanTUBHUM MOXAMBOCTAM BipTyaAbHOT
PEaAbHOCTI KOXKeH 3A00yBay OCBITM MOXKe HaAalTyBaTW MpoOLEeC HaBYaHHA BIAMOBIAHO AO CBOIX

IHTepeciB, PiBHA 3HaHb | PO3MNOPAAKY Hacy.



PucyHok 2

BnpoBaaxxeHHa VR B ocBiTy

OuiHka 6loaxKety i BUbip
obnapgHaHHAa VR

Bu6ip nporpamHoro 3abe3sneyeHHA
VR i3 pi3HUM KOHTEHTOM

IHTerpyBaHHAa VR B HaABHi
NAAHU 3aHATb

i

Po3po6bka KoHTeHTy VR

i

NigBuweHHA KBanidikauii
BMKNapjauis

A

Axxepeno: BracHa po3pobKa aBTopis

Lli nepeBarn A03BOAAIOTb IHAMBIAYaAI3yBaTW MPOLLEC HAaBYaHHA, WO € KAIOYOBWUM Yy Cy4acCHil OCBITi
(puc. 3).

TexHonori BipTyanbHOT peanbHOCTi (VR) HaapaloTb YHIKaAbHI MOXAMBOCTI AAA OCBITHBOTO MPOLECY.
MNonepeaHi AOCAIAMKEHHA MIATBEPAXKYIOTb, WO BUKOpUCTaHHA VR cnpuAe nokpalleHHo HaBYaAbHUX
pPEe3yAbTaTiB, MOAErwyloYM 3aCBOEHHA Ta 3anam'sToByBaHHA iHPopmauil (Agbo et al., 2023).
IMepcnBHUI AOCBIA, AKWMIM 3abe3nedyeTbcA TexHororiaMM VR, cTae OCOBAMBO aKTyaAbHUM AAA
AVCLUMMAIH, WO TPaAULIMHO BMKAAAQIOTbCA Ha OCHOBI TEOPEeTUYHUMX niaxoaiB. Kpim Toro, VR mae
NOTEHLiaA AAA CTBOPEHHA NEPCOHAAI30BaHNX HAaBYAAbHUX CEPEAOBMULL; Lii CEPEeAOBMLLA MOXKYTb OyTU

apanToBaHi Mia IHAMBIAYaAbHI NOTPEOU KOXKHOIO CTYAEHTa, BPaxoBYO4M MOro piBeHb MIATOTOBKKM Ta



3aIB6HOCTI. Taka apanTUMBHICTL cnpusae Biabll epeKTUBHOMY Ta 3py4YHOMY 3aCBOEHHIO 3HaHb (Sadeghi
et al., 2020). Takoxx AOBeapeHO, WO HaBYaHHA 3 BUKOpUCTaHHAM VR niaBullye MoTuBauilo Ta
3aAy4deHicTb 3p00yBadiB  ocBiTM. OAHE 3 AOCAIAKEHD MOKAa3aAo, WO YYaCHWKW, AKi HaBYaAuCA 3
BUKopucTaHHAM VR, Ha 275% BneBHeHiLWi y 3aCTOCyBaHHi HabYTNX HAaBUYOK Y MOPIBHAHHI 3 TUMW, XTO
NpoxXoAnB TpaauuinHe HaedaHHA (Young et al., 2020). Lle 3pocTaHHs BNeBHEHOCTI MO>Ke MO3UTUBHO

BNAMBATW Ha NiABULLEHHA MPOAYKTUBHOCTI Ta AKOCTI BUKOHaHHA 3aBAAHb.
PucyHok 3
IHAVIBiAyaAi3aLia HaBYaAbHOro cepesoBumLLa

OCHOBHi xapaKTepucTUKu iHAUBIAYyanisoBaHOro HaB4YaHHA

ADanTBHICTb 40O HaBYarnbHUX CTUIIB i NOTpeb

lMNepcoHaniszoBaHi OCBITHI TpaeKTopii

MOoXXnMBICTb iHTEPaKTUBHOIO KOHTPOIIO Ta 3BOPOTHOIO 3B’A3KY

Has4yaHHS y BnacHomMy Temni

MoxnuBicTb MOAENMOBaHHA YHiKanbHUX HaBYanbHUX CUTYaLlin

3any4yeHHst LWITYYHOrOo iIHTENEKTY Ans onTuMmisail
iHOuBigyanisauit

Axxepeno: BAacHa po3pobKa aBTopiB

MNporpamu BipTyaabHOi peanbHocTi (VR) anst 3a06yBadie MeanyHOT ocBiTH, Taki ak Body VR, Body
Interact, Touch Surgery, Medical Realities, HaaatoTb MOXAMBICTb BIAMPALbOBYBATU XipYypridHi
BTPYYaHHA, HaAaHHA NepLIOl MeAMYHOT AOMOMOrM Ta iHLWI MaHinyAAauil y 6e3ne4yHoMy BipTyaAbHOMY
cepeposuwi (Shen et al, 2022). 3aeasakm VR 3p06yBaui MOXKYTb AETAAbHO BMBYATM aHATOMIIO
AIOAMHUM, CnOCTepirat 3a AiIMU AIKapiB y peXMMi peaAbHOro 4acy Ta BIATBOPIOBATM PI3HOMaHITHI
KAIHIYHI cueHapil. Lle cnpunae ranbluoMy po3yMiHHIO CKAAAHUX MEANYHUX MPOLECIiB | NiABULLYE piBEHb

FOTOBHOCTI AO MPAaKTUYHOI AikapcbKoT aigabHOCTI (Ricci et al., 2022).

Ars 3p00yBadiB TexHiUHWMX cneuianbHocTen VR-TexHoaorii, Taki Ak Enscape i Unreal Engine,
AO3BOAAIOTb BMBYATM Ta MOAEAIOBATU CKAAAHI iHXXeHepHi KoHcTpykuil. Li nporpamu HapatoTb
MO>AMBICTb MPOEKTYBaTW apXiTEeKTypHi crnopyau, creoptoBatn 3D-Moaeni Ta nepesipAaTH iXHIO

PYHKLIOHAABHICTb Y pexxumi peaabHoro yacy (Dimitriadou & Lanitis, 2023). Lle aae 3a06yBavam 3mory



rAMbLle AOCAIAXKYBaTW MaTepiaAu, KOHCTPYKLIT Ta IXHIO MOBEAIHKY B KPUTUYHUX CUTyauifax, Lo

CYTTEBO MIABWLLYE AKICTb IXHbOT MIATOTOBKM.

Y ryMaHiTapHMX Ta couiaAbHUX aAncumnaiHax VR-nporpamu A03BOAAIOTb 3aHYPUTUCA B MUHYAI €noxu
Ta AOCAIAXKYBATU COLaAbHI B3aEMOAIT PI3HUX KyAbTYp Yy PIi3Hi iCTOPUYHI nepioan. Hanpukaaa,
nporpama TimelLooper apae 3Mory BiABiAyBaTU ICTOPWYHI MOAiT abo PEKOHCTPYMOBaHI KYyAbTYpPHI
aptedpaktu (Bae & Lai, 2020). BipTyaabHi nporpamu aas 3p00yBadiB MeAnYHOT OCBITY, Taki Ak Body
VR, Body Interact, Touch Surgery, Medical Realities, 3abe3neudytoTb MOXKAMBOCTI AAA MPAKTUYHOTO
HaBYaHHA MPOBEAEHHIO XiPYPriYHNX BTPYYaHb, HaAGHHIO MEPLUOI MeAMYHOT AOMOMOTM Ta BUKOHaHHIO
HWNMX MEANYHWX MaHinyAauin y 6esnedyHoMy BipTyaabHOMy cepeapoBui (Shen et al., 2022).
BukopucTaHHA BipTyaAbHOI peaAbHOCTI AO3BOAAE CTYAEHTaM AETAaAbHO BMBYATK aHATOMIIO AIOAMHMU,
cnocrepiratv 3a MeAMYHUMW BTPYYaHHAMU B PEXKWUMI PEaAbHOro 4acy Ta BIATBOPIOBATU KAIHIYHI
cueHapii. e cnpuae rAnMblIOMY PO3YMIHHIO CKAGAHMX MEAMYHUX MPOLECIB i MIABULLYE piBEHb

NiAFOTOBKM A0 NpodecinHol Aikapcbkoi npakTuku (Ricci et al., 2022).

AnA 3p00yBadiB OCBITW  TeXHIYHUX cneuiaabHocTen VR-TEXHOAOTIT TakoX CTaAM Ba*KAMBUM
HaBYaAbHUM iHCTpyMeHTOM. [porpamu, Taki Ak Enscape Ta Unreal Engine, HapatoTb MOXXAMBICTb
MNPOEKTYBaTU apXITEKTYPHI KOHCTPYKLIl, CTBOPtOBaTM TPUBUMIPHI MOAEAI Ta OLIHIOBaTU IXHIO
dyHKLiOHaAbHICTb Y peaabHoMy yaci (Dimitriadou & Lanitis, 2023). Lle poo3BoAde  3p06yBayam ocBitu
AOCAIAXKYBATU MaTepiaAn, KOHCTPYKLIT Ta IXHIO MOBEAIHKY B KPUTUYHUX YMOBaX, LLO 3HAaYHO MIABULLYE

AKICTb MIATOTOBKW iH>KeHepIB.

Y cdepi ryMaHiTapHMX Ta couiaAbHUX AMCUMMAIH VR-TeXHOAOTIT CNpUAOTb TAMBLLOMY 3aHYPEHHIO Y
BMBYEHHA icTOpIi Ta KyAbTyp. [Tporpama TimelLooper Hapae MOXKAMBICTb CTyA€HTaM "noaopoxysatu”
B MWHyAe, Bepyyn yyacTb Yy BipTYaAbHUX PEKOHCTPYKLIAX iCTOPUYHUX MOAIN abo AOCAIAXKYIOUM
KyAbTypHi apTedaktn (Bae & Lai, 2020). Takuit niaxia pobutb OCBITHIN Npouec BiAblL IHTEPaKTUBHUM,
AO3BOAAIOYN  3A00yBayvaM OCBITW OTPUMYBATU AOCBIiA B3AEMOAIT 3 BiPTyaAbHUMUK NMepCoHa)kaMun B

PI3HMX COLIOKYABTYPHMX YMOBaX.

BucHoBKM

OTxKe, BNPOBaAXXEHHA TEXHOAOTM BIPTyaAbHOI PEaAbHOCTI Yy HaBYaAbHWIM npouec crnpuAe
NIABULLEHHIO PEeaAiCTUYHOCTI Ta iHTepecy A0 HaBYaHHA, MOKpPaLLye B3aEMOAiD MiX 3A00yBavamu
OCBITM Ta BMKA3AAYaMU, @ TaKOX CTUMYAIOE aKTMBHILIE 3aAyYeHHA A0 AOCAIAHMLBKOT AIAABHOCTI Ta
BIAKPUTTA HOBWMX 3HaHb. Y KOHTEKCTi AMCTaHUiMHOro HaByaHHA VR p03BOAAE 3p00yBayYaM OCBITU
BiadyBaTK cebe 4aCTMHOK HABYaAAbHOrO MpPoLecy Ta ChpUATU MIABULLEHHIO TXHbOT ePeKTUBHOCTI.
BipTyanbHa peanbHiCTb cnpuAe pPO3BUTKY LUPPOBUX KOMMETEHLIN, TBOPYOrO MUCAEHHA Ta
IHAVBIAYyaAi30BaHOro niaxoAy AO HaBudaHHA. Lle apochiakeHHA niaTBepaXxye, wo VR e BakAnsuMm
MOTUBYIOUYMM GaKTOPOM Yy HaB4YaHHi, ePEKTUBHUM NEAArOTNiYHUM IHCTPYMEHTOM, AKUW MOAETLIYE AK
OHAaMH-OCBITY, Tak i Mi>XOCOBWUCTICHY KOMYyHIKaLito, CNpUAE AEroMy 3aCBOEHHIO MaTepiaAy Ta
reHepyBaHHIO HOBMX 3HaHb. Pe3yAbTaTu AOCAIAXKEHHA CBiAYaTb MPO 3HAYHWM BNAMB iHTerpauil
BIPTYaAbHOI PEeaAbHOCTI Y BULLY OCBITY Ha 3aCBOEHHA 3HaHb 3A00yBavaMu OCBITWU, MOMPU HaABHI

BUKAMKU, LLLO BUHVKAIOTb Mia 4ac il BMPOBaAKEHHA.
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