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MAWBYTHE ®ITHEC-IHAYCTPIL: POJIb VRI AR Y CIIOPTI

Jap s DopocTsiHOBa, 3100yBa4 nepuioro (0akaaaBpcbKoOro) piBHsl BUIOI OCBIiTH
Karepuna MakcumoBa, K.11e1.H., JOLEHT

Xapxiscovka 0epacasna akademis (hizudHoi Kyibmypu
Xapkis, Ykpaina

Beryn. Bigomo, 1o ¢iTHec-1HAyCTpis 3a OCTaHHI JECATUIITTS IMEepexKUBaE
CYTT€B1 3MIHU TiJ BIUIMBOM LHU(PPOBUX TeXHOJOTH [2]. BnpoBamkeHHs BipTyalbHOI
(VR) Ta nonoBHeHoi peanbHOCTI (AR) [5] cTae peBONIOLIAHUM €TanioM Yy PO3BUTKY
chepu ¢itHecy, 3abe3reuyroud HOBI MOXJIMBOCTI JJisl TPEHYBaHb, MOTHBAIlll Ta
B3a€EMOJIIi 3 KOpUCTyBauyaMM. AHaJi3 OCTaHHIX JOCHIDKEHb 1 myoOmikamii [3,4]
CBiMuUTh, MmO TexHosorii VR 1 AR 03BOMsIOTE MOKpamuTH e(QEeKTUBHICTH
TPEHYBaHb Ta CTBOPIOIOTH HOBHH PiBEHBb COINladbHOI B3aemoii. HuHl akTyaipHUM
MUTAHHAM 3aJMIIA€TbCS BUBUEHHS pEATbHUX TEPCIEKTUB BIPOBAKEHHS TaKUX
TEXHOJIOTIH y cropT Ta ¢iTHecl. HeBupimeHow 4acTHHOIO MPOOJIEMH 3aTUIIAETHCS
BB VR 1 AR Ha moBroTpuBam pe3yibTaTd (piTHEC-TpeHyBaHb Ta (OPMYBaHHS
3BHUYOK [1].

Merta nociimkeHnsi. J[ociiauTu MOXIMBOCTI BIPOBA/KEHHS TeXHOJIOT1 VR
ta AR y (QiTHEC-IHAYCTpilO, OLIHUTH iX BIUIMB Ha €(EKTUBHICTb TPEHYBAHb Ta
B32€EMO/IIIO 3 KOPUCTYBaUYaMH.

Marepian i meroam mociaimxkeHns. J[Ji1 mpoBeneHHS TOCHIIKEHHS OYyIio
3asiydyeHo S50 kopuctyBauiB (iTHec-moAaTkiB Ta VR-rapuityp (25 4onioBikiB 1 25
KIHOK) BIKOM BiI 20 10 45 pokiB. Y4yacHUKH NPOTATOM 4 THXKHIB BUKOHYBAJIH
TpeHyBaHHs 3 BukopuctanHsM VR ta AR. BumiproBanus edextuBHOCTI 6a3yBanocs
Ha 00’eéMax BMKOHAaHUX BIIPaB, YaCTOTI CEpPLEBUX CKOPOYEHb Ta CyO €KTUBHOMY
1H7eKCl 3a7oBoJieHoCTi. byno Bukopuctano rapuitypu Oculus Quest 2, gonmatku
FitXR, Supernatural, Tta AR-mnarpopmu nns pomamHix TpeHyBaHb. s
JOCIIIKEHHS! BUKOPUCTOBYBAJIUCS METOAM OMKMCOBOI CTATUCTUKHU Ta KOPEJSALIIHOTO
aHam3y.

Pe3yabTaTtH mocailzkeHHsI Ta iX o0ropopenHsi. Pe3ynbratu mpoBeeHOTO
HaMU JOCJIIJKEHHSI CBiAYaTh MpPO TE, MO0 YYACHUKHU, SKI BUKOPUCTOBYBajiu VR-
TEXHOJIOr1l, MIABUIIMIN e(QEeKTUBHICT, TpeHyBaHb Ha 25% y TOpPIBHSHHI 3
TpaauUiiHUMU TpeHyBaHHsIMH. JlocBin KopucTyBaHHS AR-TexHomorii chpuss
KpalioMy CHpUNHATTIO TEXHIKM BUKOHAHHS BIpaB 3aBASKU Bi3yasizallii MOMUJIOK Y
peanpbHOMY 4aci. 3aI0BOJICHHS BiJl TPEHYBAJIBHOTO Tporiecy 30imbimiocs Ha 35%.
YYacHUKM TMO3UTUBHO OIIHWIM MOMJIHUBICTh TPEHYBaTUCS Yy BIPTyaJIbHOMY
CEpEeIOBHILIL, SIKE CIIPUSIE 3MEHIIIEHHIO TPUBOKHOCTI 1 CTpECy.

[IpoTe Oynu BuUsIBIEHI JeAKI OOMEXKEHHS: BHCOKA BapTICTh OOJIAJHAHHS 1
MOXJIMBI TEXHIYHI HECHPABHOCTI BIUIMBAJIM Ha O€3MEPEepBHICTh mpoliecy. Takox
BUHMKaJIa MOTpeda y 10AaTKOBOMY HaB4aHHI1 Jy1s kKopucTtyBaHnHs AR 1 VR.

BucnoBku. TakuM umHom, TexHoiorii VR 1 AR maroTe 3Ha4YHHI ITOTEHIIAN
Ui MojepHizamii  QiTHEC-IHIyCTpii, CHOPUAIOYM MiJBUIICHHIO MOTHBAIil 1
e(eKTUBHOCTI TpeHyBaHb. BHKOpHUCTAaHHS IIMX TEXHOJOTIH 103BOJISIE CTBOPHUTHU
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NEPCOHANI30BAHUM MIJIX1] 0 TPEHYBAJIBHOTO MPOIECY Ta PO3LIMPUTH AYIUTOPIIO
KopucTyBauiB. [[nsi momanmpmIoro po3BUTKY NOTpIOHA oONTHUMI3AIlisl BHUTpPAT Ha
oOJaiHaHHS Ta YAOCKOHAJIEHHS IPOTPaMHOTO 3a0€3MEYECHHS.
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