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SIMLAB-SOFT — IMEPCHUBHI TEXHOJIOT'Ti JIJIsI BUKJIATAHHS
KYPCIB 3 BIOJIOTI'Ti

Hy:xuna H. B.
Kanouodam Oi0NI02IYHUX HAYK, cmapuiull OOCTIOHUK, ACUCEHM
Kuiscoxuii nayionanvnuu ynisepcumem imeni Tapaca Llleguenxa
M. Kuis, Yxpaina

ImepcuBHI TexHONOTIi — e OOWH i3 aKTyadbHHX IIISAXIB ITiJBUIICHHSI
SIKOCTI HaB4anmpHOTO Tporiecy [1]. OmHiero 3 KOHIeENIil iMEpCUBHHUX TeX-
HoJIOoTi# € BipTyanpHa peanbHicTh (VR). Oco0nmBo akTyaabHUM IEH ITiIXizn
CTaB 3 MIEPEXOIOM OCBITHBOT'O IIPOLIECY HA OHJIAIH CHCTEMY HaBYaHHS caMme
IUI BUKJIQJaHHA NPUPOJHUYMX HayK. BusBieHo OaraTo mepeBar BHKO-
pucranHs VR, Hanpukiaa: MOXIHMBICTh Bi3yalli3yBaTH CKJIaJHI MPOLECH Ta
SBHIN[A, B TOMY YHCIOi 1 Ti, IO HE MOCTYMHI 1 3a o¢uiailH HaBYaHHS;
3MEHILEHHSI BIUIMBY CTOPOHHIX YWHHHUKIB; MiJBHIIEHHS MepcoHai3amii
B HaBYaHHI; CIpPOINEHHS IpOLEeCYy KOMYyHiKamii MK CTyJeHTaMH Ta
BUKJIaJa4eM Touio [2].

Kpim Toro, mabopaTopHi MpakTHKyMH 3 010JI0Ti] OCTaHHIM YacoM 4acTo
CTHKAIOTBCA 3 CTHYHHMH IPOOJeMaMHd BHKOPHCTaHHS TBAPHHHOIO abo
JMOACHEKOTO OioyoriyHoro Mmarepiany. BukopucrtanHs TexHONorid VR,
JOIIOMOXKE YHHKHYTH IONIOHHX IHTaHb, a TAKOXK IOIMOMOXE CTYICHTaM
Kpaime 3po3yMiTH Ta Bi3yalli3yBaTH CKJIAIHY aHATOMIIO JIIOJUHH Ta TBAPHH,
MpoIlecH, IO BiIOYyBalOThCS HAa KIITHHHOMY a00 MOJIEKYJISPHOMY PpiBHI.
MoskHa 3actocoByBatH VR st imiTanii nabopaTopHux poOitT 3 ¢izionorii
TBapuH, IO BUPINIUTH MpOOJEMYy ETHYHOCTI TaKUX JOCHIJIB, a TaKOX
JIO3BOJIUTh OTPUMATH YSBJICHHS IIPO CKJIaJHI XipypriuHi mnpouenypu Tta
BiZINIpalloBaTy iX Ha BipTyanbHUX 00’ekTax [3]. biojoriuni Hayku dacto
OIUPAIOTHCS Ha JIOCIIJDKEHHS 13 3aCTOCYBaHHSIM JIOPOTOro OOJIaHaHHS, SKEe
BUMarae BEJIMKUX (DiHAHCOBUX 3aTpaT Ha OOCIYyroBYBaHHS Ta NpuUAOaHHS
pCaKTHBIB, HANPHKIAA: CICKTPOHHUH MIKpOCKON, (IIyopecleHTHHUH
MIKpPOCKOT, aTOMHO-aICOPOLIHHUI CIEKTPOPOTOMETpP, IHUTOPIyOPUMETP
TOIIO. BWKOpHCTaHHA BIpPTyaqbHOI pPEATbHOCTI JO3BOJUTH KOXHOMY
CTYICHTY BiAIPAILIOBATH METOAWKHA Ha Oynb-SKOMYy OOJIaHAaHHI, a TaKOX
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JIO3BOJIUTH TPOBOJUTH Ti JIa0OpaToOpHi, B XOJi SKHX 3aCTOCOBYIOTHCS
HeOe3mneyHi peakTuBH abo 3a00pOHEHI NMPEKypcopH, NMpH IOMY 3ajHIia-
I0YHCh B TOBHIH Oe3memi. Takok Mo)kHa BUKOpHCTOBYBaTH VR, 106
03HaHOMHTHU CTYJIEHTIB 13 BaXXKHM ITPOMHCIOBHM OOJIQJIHAHHAM 1 HABYUTH
X KEpyBaTH HUM.

Crinx 3a3Ha9uTH, MO TS BUKJIATAHHS 010JI0Til OMUTOM 3apyOiKHUX 3a-
KJIaJIiB OCBITH KOPHUCTYIOTHCS Taki 3acobu nomoBHeHOI (AR) Ta BipTyanmsHOI
(VR) peansrocti six: Google Expeditions [4]; InMind 2; Labster; zSpace
Labs ta inmi. 30kpema moka3aHo e(EeKTHBHICTH Ta MPAKTHYHY 3HAUYIIICTH
PO3pOOICHNX METOAMYHHMX 3acO0iB y HaBUAIBHOMY TIporeci 3 0ioyorii
3 BUKOpPUCTaHHAM AR-momatkiB 3 TeM «3arajibHa Oiosorisy», «L{utomorisy,
«[enerukay, «EBomoliiine BucHHD», «Ekonoris» [S].

OnHuUM i3 MEPCIEeKTHBHHUX 3aCTOCYHKIB € mporpama SimLab-Soft. Ilpu
Po0OTI 3 Ii€I0 MPOrpamMoI0 MO’KHAa BUKOPHCTOBYBATH BXKE TOTOBI MOJIe, 110
3HaXOIAThCs B 0asi, a MOXKHa cTBOproBaTtH camuM 3D Mopeni Ta aHiMarii.
CBoi sKicHI Momeni MoXKHa 3arpyxatd B 0Oa3y (Vr store) i, HaBiTh,
OTPHUMYBATH 32 II¢ TIeBHi KomTh. Y mporpami SimLab-Soft 3pyuno 3amaBatn
3D 06°ekTy pi3HE MOJ0KEHHS, PIKCYBaTH KOXKEH KPOK, PO3POOIISIOUH TAKUM
YHHOM BJAacHY aHiMaiifo. Mo)XHa CTBOpIOBATH 3aBJaHHA, B SKUX Oyne
BiZOyBaTHCh aHIMAIlis TPH TMPABHILHOMY HATHCKaHHI Ha TEBHI 00’ €KTH.
[TpeseHTalif0 OCTIPKYBAHOTO MPOLECY MOXKHA 3arpy3duTd 3 BIACHOTO
KOMIT'FOTepa 1 MpEeACTaBUTH Y BIpTyanbHii peanbHocTi. [licns Ttoro, sk
CTY/ICHTH ONIaHYBAaJIM MaTepiall, 3allpOIIOHYBATH BiITBOPUTH BiJI€0, SIKE BOHU
NeperNsiHyJIM M 4ac mpeseHrarii. /s mporo iM HeoOXimHO y BipHiH
MOCITIZIOBHOCTI HATHCKATH Ha TIEBHI CTPYKTYPH, IUISl TOTO, 100 3aIrycKanacs
HaCTyITHA JIisl B aHiMaii. 3aJe’KHO Bijl KIIBKOCTI clpo0, KOXKHOMY CTYAEHTY
OyzmyThb BigcHIATHCh Oaiy 3a 3aBAaHHA. TakoX B IIbOMY 3aCTOCYHKY MOXKHA
CTBOPIOBATH IHTCPAKTUBHI TECTH 1 BIKTOPWHH, SKi MOXKHA BHKOHYBATH SK
CaMOCTIifHO, Tak 1 y rpymnax. Hampuximaz, s 30010Tii Ta 00TaHIKKM MOYKHA
BUKOPHCTOBYBATH TaKi BIKTOPHHU 3 METOIO BU3HAUEHHS TIEBHOTO BUIY, POAY
OpraHi3MiB, THITY CTPYKTYp TOIIO.

VHIKaIbHUM MOMEHTOM 3acTOoCcyHKY SimLab-Soft € MoxmuBicTs npuen-
HaHHS CTYJICHTIB 3 Oy/Ib- SIKOTO TPHCTPOIO, Kyau ckadanu VR Viewer (Mox-
Ha 3arpy3UTH i KOPHCTYBATHCh Oe3KOMITOBHO): 3 VR-0KyIIsIpiB, KOMII 10TEpa,
TesieoHy... HasBHICTH y 3aCTOCYHKY YyKpaiHCBKOTO iHTepdeicy 3HauHO
CHpOLIYE KOPUCTYBaHHS HUM. BakJIMBOIO MOXJIMBICTIO JJIsI YKPaiHCBKHX
BUKJIAJIavyiB Ta CTYJACHTIB € HaJaHHs OE3KOIITOBHOI JIICH31I Bif po3po0-
HUKIB mporpamu Ha 2025 pik. [licns 3akiHdeHHS OE3KOMITOBHOI JNIIEH3Ii,
MOXHa Oyne 3aBaHTaXyBaTH 31 CBOTO KOMII'FOTEpa CTBOPEHI BIIACHOPYY
Bizeo uepe3 VR Viewer i mpomoBKyBaTH HaBYaHHS CTYJCHTIB i3 3aCTO-
CYBaHHSM CYYaCHHUX IMEPCHBHHX TEXHOIIOTIH.

43



TakuM 4YHMHOM, BHUKOPHUCTAHHS €JEMEHTIB BIPTyaJbHOI peaJbHOCTI
i1 Yac HaBYAJBLHOT'O Mpoliecy Moxe OyTH 0cOONMBO KOPUCHHM JUIS BHB-
yeHHst 3D-00’€KTiB, MOXE JONOMOI'TH B PO3BUTKY ITPOCTOPOBOT'O MHUCIICHHS,
OyTH 3aCTOCOBAaHO SK IPH OHJAMH, Tak 1 mpu o¢uIailH HaBYaHHI, IO
JoriomMarae e(QeKTHBHINIEC 3alyYdTH CTYICHTIB 1O BUBYCHHA HpEIMETY,
B TOMY YHCIIi 1 JTF0/Iel 3 0COOIMBUME TTOTpeOaMHU.
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IMEPCHUBHI TEXHOJIOT'TI HABUAHHS
Y ®APMAIEBTAYHINA OCBITI
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Hayionanvuuii papmayeemuunuil ynisepcumem
M. Xapxis, Ykpaina

IMepcuBHI TEXHONOTII B Tay3i OCBITH MO3BOJSIOTH 320€3MEYUTH CPEKT
NoBHOT a00 YacTKOBOI MPHCYTHOCTI B aJBTEPHATHBHOMY IIPOCTOPI.
Ili iHTepakTHBHI TEXHOJIOTii XapaKTepH3YIOTHCS PI3HOMAHITHICTIO Ta
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