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B oannoii cmamve oceewyaemcs 60npoc o Heobxo0UMOCmu 61a0eHUs NPUHYURAMU NPOeKMU-
POBAHUSL GUPMYATILHBIX CPEOCME U MYIbIMUMEOUUHBIX NPOOYKIMOE 051 00PA308aMENbHbIX Ye-
netl. Taxas HeobX0OUMOCMb OUKINYEMCS He MOAbKO CIPEMUMENTbHbIM MEXHON02UYECKUM Npo-
2peccom 80 8cex cqhepax Yeno8eyeckoll MHCU3HU, HO U NOTONCUMETbHBIM GIUsSHUEM UHDOpMa-
YUOHHBIX MEXHONI02Ul Ha obpazosamenvuylo cocmasasiowyio. Ilpoyecc obyuenus ece uawe
sxmiouaem 6 ceos |T-mexnonoeuu u supmyanvnyio pearvhocms (VR).Omo npueooum x neob-
X0OUMOCIU NPABUILHO2O U KAYECMBEHHO20 UCNOAb30BAHUSL OAHHBIX Pecypco8 6 00pa306a-
menbHoM npoyecce. B ceés3u ¢ amum agmopul cmamvu pazoupaiom 0CHOBONOLA2AIOUUE NPUH-
YUnwvl CO30AHUS MYTbMUMEOUTIHBIX NPOOYKMOS U NCUXOL02UYECKIUEe 0COOEHHOCMU 80CHPUSIMUS
BUPMYATbHBIX Cpel. Jlanee npugooumcs cxema y4ebHo20 npoeKmuposanusi 00pa306ameIbHOL
cpeodvl BUPMYANLHOU PedibHOCU, co30annas 6 xooe pabomwi Had VRupospammoi no usyue-
HUIO UHOCTPAHHBIX 5A3bIK08 2pynnotl npenodasameneti Caml TY. B kxonye cmamou, agmopwl
NPpUX00sim K 8bl800Y O MOM, UMO UCNOAb3OBAHUE BLICOKOMEXHOIOSUHECKUX NPOSPAMM & 00)-
ueHuy eKII0HaAem 8 ceds He MOAbKO 61A0eHUe MEXHUYECKOU CMOPOHOL UX CO30aHUsL, HO U YMe-
HUeM npaguibHO NPEnoOHOCUMb MAMEPUAT C YHEeMOM NCUXOIOSUHECKO20 6OCHpUmus 00y4a-
FOWUMUCS IKDAHHO20 NPOEKMUPOSAHUSL U BUPIYATbHBIX CPEO.

Kniouesvie cnosa. supmyanvhas peaibHOCMb, MyIbMUMeOUd, MOOEIUPOBAnUEe, 80CHPUSMUE,
obyuenue.

TeHneHIUN MOBCEMECTHOTO BHEAPEHUS WH(OPMAIMOHHBIX TEXHOJOTHHA B IPOIECC
00yYeHHS ¢ KaXIBIM TOI0M HaOupaioT 000poThl. CTOPOHHUKH M TPOTHBHHUKH JTaHHOTO
nporiecca MOACPHHU3AIUK B 00pa30BaTebHON cepe aKTHBHO BeILyT 00CYXICHUS, OTCTau-
Basi CBOM TOYKH 3peHHs. OHAKO OECCMBICICHHO OTPHUIIATh, YTO MPOIECC KOMIIBIOTEpH3a-
MU YK€ JaBHO 3amyIICH, ¥ MOJEIbh OOYUEHUS «yYCHHK — MacTep» HUCUYEPIThIBACT CEOsl.
CeroyiHs BCe yale HCTOYHUKOM WH(POPMAIIUH CIYKAT JICKTPOHHBIC HOCUTENN M Me/IHa-
TeKCThl. bonee Toro, B Hacrosimee BpeMsi BUPTyajbHasi PealbHOCTh BHEIPSETCS B 00pa3o-
BaTENbHBIN MPOIECC M CTAHOBUTCS CPEACTBOM OOYUEHHS JIs pa3HBIX AUCIHIUINH. KHIDK-
HbIe YYCOHUKH HAYHHAIOT TEPSATh CBOIO aKTYyallbHOCTh, MEXIyHApOJHBIC H3/aTelbCTBA
BBIITYCKAIOT MapajuIeIbHO C MEYATHHIMHU M3JIaHUSIMH JIEKTPOHHBIE KYPChl U3y4aeMOro mMa-
Tepuana. HekoTopsle U3 McclemoBaTelel, 3aHUMAIONUECS aHAIH30M 00pPa30BaTEIBHOTO
Mpoliecca ¢ MCIOJIb30BaHUEM WH()OPMAIMOHHBIX TEXHOJIOTHH, BUAST P MPOOIEM, TTOSB-
JSIOMUXCS B XOJIe TaKOro o0y4eHus. Bo-niepBhix, nepexon HehopMaTupyeMbIX HaBBIKOB

Y Juus Pawumosna Hypmounosa, npenofasatens Kaeapsl HHOCTPAHHBIX S3BIKOB

2 Makcum Banepvesuu I'ypees, CTYIEHT MHCTHTYTa aBTOMATHKH M HH(OPMAIMOHHBIX TEXHO-
soruit CaMapcKOTO rocy1apcTBEHHOTO TEXHHIECKOTO YHUBEPCUTETA

3 Ceemnana Braoumuposna Kpymckas, crapumii mpenonaBatens Kadeapbl MHOCTPAHHBIX
SI3BIKOB
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¥ YMEHHMH OT MacTepa K y4eHHKYy Hcue3aeT. SI3bIK KOMIBIOTEPHBIX CHUCTEM HEaJeKBaTeH
HEKOTOPBIM HM3MEPEHUSM YEJIOBEYECKOTO CYIIECTBOBAHMS, HE CIOCOOCH K OTPaKECHHUIO
MPaKTHIECKOTO PAcCy/IKa, OIMPAIOIIEToCs Ha HeIBHBIE, CKPBIThIE (hopMEI 3HaHuii [1, ¢. 60-
61]. Bo-BTOpBIX, ydamuecsi MPaKTUIECKH HE YMEIOT CTPOUTh MPOOJEMHYI0 KOMMYHHKA-
MO U BOOOIIE MIePECTalOT LIEHUTh JKUBOE olIieHue [2, ¢. 168]. DkpanHas KynbTypa Jena-

€T JOCTYMHBIMH CYIECTBYIOIINE 3HAHUS M MPEIBSIBISET UX KaXAOMY, HO 0Oydaronmecs
MPEBPAIAIOTCS B TIOJIB30BATEIICH MONyYSeHHBIX MAaTEPHAIOB U JIUIIb HCTIONB3YIOT HHPOP-
MaIiio, He CO3/1aBas HUIero HOBOTO. VICX0as U3 BHIICTIEPEYUCIEHHBIX MUHYCOB TIPOIIEC-

ca 00yueHHs ¢ UCTIONB30BaHNEM HH(POPMALMOHHBIX TEXHOJIOTHA, MO)KHO CIENaTh BHIBOA O
TOM, YTO JAHHBIN 1MoAxoJ HecoBepuieHeH. OH Bce emle TpeOyeT HaIM4us MpenogaBaTels
PAAOM, KOTOPBIN OyAeT CTUMYJIHPOBATh MBICTUTENBHBIA W aHAIMTHYECKUN TPOIecC yde-
HUKa, HAMIPABIISAThH €r0 B HYXKHOE PYCJI0, KOPPEKTUPOBATh U UCIIPABIAThH OIIMOKH, a TAaKKE
MPUMEHSATh MHIUBUAYAIBHBIN TOJX0/, KOTOPEI BO MHOTOM YCKOPHUT PE3yJbTaTUBHOCTh
oOydenus. Ho u uckmrodats Hanumuue WHGOPMAIMOHHBIX U BUPTYAIBHBIX TEXHOJOTHHA B
nporecce 00ydeHHsI TaKKe HELenecooOpa3Ho, Tak Kak Y HUX UMEIOTCSl HEOCIIOPUMBIE J10-
CTOMHCTBA, KOTOPbIE HEOOXOIMMO YUUTHIBATh. MHOTHE yYEHbIE U CIIEHUATUCTEI B 001aCTH
obpazoBanus [3, 4, 5] cunraror, 4T0 BHEAPEHNE TEXHOIOTHH BUPTYaIbHOM pPeaJbHOCTH B
00pa3oBaTeNIbHBIN MPOIECC — 3TO €CTECTBEHHBIN XOA pa3BUTHS O0Opa30BaHHS B IIEJIOM.
«The use of virtual reality (VR) in education camdonsidered as one of the natural evolu-
tions of computer-assisted instruction (CAl) or garer-based training (CBT). Since the
advent of the microcomputer in 1977, computer,i@alerly microcomputers or personal
computers (PCs), have become a growing and readuizlivery system for many forms
of education. Virtual reality, which can be usedahtypes of computers, has followed
that trend» [3, p. 59].

OpaHako MPU MHOTOYHCICHHBIX IMOJIOKHUTEIBHBIX MOMEHTAX WCIIOIh30BAHHUS BHPTY-
IBHBIX TEXHOJIOTHI B mporecce 00y4eHHUs,, CTOUT OTMETHTb, YTO UMEETCS Psl TPYIHO-
CTeH, ¢ KOTOPBHIMH CTOJKHYJIHCH TpEIOJaBaTe M. YMEHHE IPeoOpa3oBBIBATh YICOHBIH
MaTepuai, TBOPUECKH HCIONB3Ysl CETEBBbIE W WHTEPHET-PECYPCHI, CO3/IaHHE BUAEO- WU
ayauomarepuana il 00pa3oBaTelbHOW MporpaMMbel Ha 0a3e BHPTYyalbHOM PEaTbHOCTH
MMEET OMpPEeIeIeHHBIE CIIOKHOCTH, TaK KaK 3TO HOBOE SIBJICHHE B METOJIMKE MPETIOIaBaHus,
KOTOpPO€ aKTHBHO HCCIEMyeTCs CHelHnaaiucTaMd. BO3HHKaeT MoTpeOHOCTh B pa3paboTke
METOAOJIOTUH UCTIONIB30BaHUSI BUPTYaJIbHBIX CPEJICTB B MPOIEcce CO3AaHMsI IPOTPaMMBbl U
BO BpeMsl ee HEMOCPEACTBEHHOT0 UCIIONIb30BaHus. B qaHHOM cTaTthe OyayT pa3oOpaHbl oc-
HOBOITOJIATAIOIIME TPUHIIMITEI MMPOESKTHPOBAHUS BUPTYaIBHBIX CpPEl U OCOOEHHOCTH WX
BOCTIPUATHS 00YJIArOIINMUCS.

CoBpeMeHHBIE LU(PPOBBIE PECYPCHI MO3BOJISIOT BBHICTPOUTH 0Opa30BaTeNbHBIN MpO-
[IECC C YYETOM OCHOBHBIX NMPHUHIMIIOB JUAAKTUKH — MPUHIIAIA HATJISTHOCTH, TOCTYITHO-
CTH, IHYHOCTHOHN M MPAKTUYECKOH OPUECHTHPOBAHHOCTH Ha 3((EKTHBHO HOBOM ypoBHE. B
TO BpeMs KaK MbI Kaxblii JCHb BUPTYaJbHO MPEOJ0JIEBACM BPEMEHHBIC M IMPOCTPAH-
CTBEHHBIE MPETPajbl, pa3lelsioNlie CTPaHbl M KOHTWHEHTHI, MpHu momomu HHTepHeTa,
WCTIONIb30BaHME JIMIIb KHIDKHBIX YYEOHHUKOB B Ipoliecce OOydeHHUs CyKaeT MMEIOIIUECs
TEXHOJIOTHUECKUE BO3ZMOKHOCTH JAJIsl TIOAAYH M MPE3CHTAMH YIeOHOT0 MaTepuana U CHU-
JKAeT CTETIeHb MOTHBAIINY O0YYaIOIINXCsl, MTOTYYAONNX ayAHOBU3YAIbHYIO HH(POPMAITHIO
n3  IT-ucrounukoB. VYueOHBIE MaTepHadbl JODKHBI  COOTBETCTBOBATh  IICHXO-
(PU3UOTOTHYECKUM U THIIOJIOTHYECKIUM OCOOCHHOCTSIM COBPEMEHHBIX YYEHHUKOB, C IETCTBA
MPUBBIKIINX K HHTEPAKTUBHOCTH M MPE00IaJaHUI0 Ay JUOBH3YAIBHBIX CIIOCOOOB BOCIIPHS-
s wHbopmanmu. Mcnoms3oBanne VR oOydaromux mporpamMm Hapsmy ¢ KHUOKHBIMH
y4eOHUKaMH WM BMECTO HUX yBelIU4YuBaeT 3(h(peKTHBHOCTH 00yUeHHs — Yy IpenoaaBaTelis
MOSIBIIAETCS OOJIBIE CPEACTB IS TTOIaYH ¥ MIPE3EHTANH YIeOHOT0 MaTeprana, y yIeHHKa
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— OoJbIlIe BOBMOXKHOCTEH YCBOGHUS MONydeHHOW MHpopmaiuu. CoriacHo MpOBEICHHBIM
WCCIIETIOBAHMSAM TIO HICTIOJIb30BAaHUIO 00Pa30BaTENbHBIX MPOTPaMM BUPTYaJIbHOW peaabHO-
cTH, OONBIIMHCTBO MpenojaBaTeieidl U caMHUX CTYACHTOB BBICTYNAIOT 32 BHEIpPEHHE IO-
IOOHOTO POJa TEXHOJIOTHI B MMEIOIIHIACS mpoIiecc oOyueHus: «Students enjoy using pre-
developed applications and developing their owtuglrworlds. The majority of the teach-
ers in the studies reviewed said that they woulel vigual reality technology if it were
affordable, available, and easy to use for studamtisteachers» [3, p. 60].

IIpu sToM nepenecennsiii B VR-iporpaMMy KHIDKHBI MaTepua MO-TIPEeKHEMY OCTa-
eTcs TeM K€ MaTepualioM B €ro COAEP)KaTebHOM OTHOLICHUH, W YTO HEMAaJlOBAXXHO —
CIIY>)KHT TaKUM K€ CPEICTBOM OOIIEHUS MEXY «YICHHKOM M MacTepOM», KaK U KHUTA WU
y4ueOHUK. TyT BO3HHKAET APYroil BOMPOC: TPAMOTHO JIM CO3[aH OOYJArOIINK MPOAYKT HA
0a3ze BUPTyaJbHOH peanbHOCTH? Ero KauecTBO JOJDKHO OLIEHUBATHCS HE TOJBKO C TOUKH
3peHus MPOrPaMMHO-TEXHUYECKOTO MCIIOIHEHHUS, HO U C TOYKH 3PEHUS COAEPIKATEITHHOTO
HaTnoJTHEeHHs. MeXaHnJeCcKui MepeHoC COAepKaHUs KHIDKHOTO MCTOYHHMKA HAa JKPaHHBIN
PEXUM HE TPEeACTaBIsieT co00M mepexoia Ha MPUHLIUIHAAIGHO HOBYIO KaYECTBEHHYIO MO-
nens o0yuenus. Hampumep, Chen C.Jy0exneHa B HEOOXOAMMOCTH U3YUYEHUS IIYTEH MPH-
MEHEHHsI BUPTYaJIbHOH pealbHOCTH U1 00pa3oBarenbHbIX Henel: «Although VR is rec-
ognized as an impressive learning tool, there @termny issues that need further investi-
gation including, identifying the appropriate thiesrand/or models to guide its design and
development, investigating how its attributes abée &o support learning, finding out
whether its use can improve the intended performamd understanding, and investigat-
ing ways to reach more effective learning when gisitis technology and investigating its
impact on learners with different aptitudes» [539].

CrnocoOHOCTB cO3AaTh AOCTYIHBIN AJIS1 TOHUMAaHUsT W BOCIIPUATHS MaTepuall B KOM-
OMHAITMH ¢ BUPTYaJIbHON PEATbHOCTHIO TPEOYET ONpeaeNieHHbIX 3HAaHUN ¥ yMEHUH. JIumn
MPaBUWIBHO CMOJECITUPOBAHHOE COAEPKAHHE M TBOPUECKOE BOIUIOIICHHE (POPMBI C YIETOM
MICUXOCEMAHTUYECKUX M TICHXOICTETHUECKMX OCOOCHHOCTEH BOCIPHUATHS MO3BOJUT MaK-
CHMAJIbHO TIPUOIM3UTHCS K CO3/IaHUIO TIOJIE3HOTO ¥ MPO(ECCHOHATBHO 3HAYUMOTO JIIeK-
TpOHHOTO oOywaromero marepuana. ['pynma mpenopaBateneil kadeapbl WHOCTPAaHHBIX
s361K0B CaMapcKoro rocyJapCTBEHHOIO TEXHHYECKOIO YHHBEPCHTETa padoTaeT Haj co-
smarreM VR-miporpaMMel 110 00yYIEHUI0 HHOCTPaHHOMY S3bIKY [6, 7, 8]. JJaHHBIH MpoeKT
noiy4ni HazBaHue «lIporpaMMHO-anmapaTHBIH KOMIUIEKC JAOTIOJHEHHON peaJbHOCTH Kak
CPEACTBO M3Yy4YCHHs MHOCTPAHHOTO 53bIKa». B mporecce co3nanus o0ydaromieil mporpam-
MBI, 32 OCHOBY ObllIa B3ATa TEOpETHUECKas cxeMa yIeOHOTO MPOCKTHPOBaHMS 00pazoBa-
TENBHOM cpe/ibl BUpTYaibHOU peanbrocti Chen C.J. [5, p. 43bfic. 1).

CornacHo cxeme, npuHUUN co3naHust VR-mporpammbl s oOydeHUs] CBOOUTCS K
JIBYM Ba)KHBIM MOMeHTaM. [IepBbIif M3 HUX BKIIFOYAET B ce0sl (hOpMYITHPOBKY Tielel, Tpo-
O5eM | CLeHapHs IPOrpaMMBl, TO €CTh OTBEYaeT 3a 00yJaroImuii MaTepral B KOMOWHAIUU
C WUHTEPECHBIM CIOKETOM, KOTOPBIH MO3BOJIUT MAaKCUMAaJIbHO 3aMOTUBUPOBATH OOyUarole-
rocs BO3BpAIIaThCs K MPOrpaMMe CHOBA M CHOBA. BTopas 4yacTh CXeMBI BKIIIOYAET B ceOs
NPUHIMIEL CO3aHUsI MyJIbTUMEAUHHBIX MPOXYKTOB. OCTaHOBUMCS MONOAPOOHEE Ha BTO-
pOii YacTH CXEMBI U BBISIBUM OCHOBHBIE HX OCOOCHHOCTH.

Kak ormeuaroT MHOTHE HCCIIEIOBaTENH, KAYECTBO CO3/IaBAEMBIX MYIbTHMEIUIHBIX MIPO-
JYKTOB Ha JaHHBIA MOMEHT OCTAeTCsl Ha HU3KOM YPOBHE, TaK KakK K HUM IIPUMEHSIETCS cTapast
METOJIOJIOT S, HEIENecO00pa3HO UCIIOB3YIOMAs TTOTEHIHAI HOBBIX MH()OPMAIMOHHBIX TEX-
Hojioruii. OCHOBHAsI IPUYMHA TPYIHOCTEH — (DOPMHUPYEMBI Y HAC Ha MPOTSHKEHUH BCEX JIET
00y4eHHS! «KHIKHO-TEKCTOBBII» MEHTAIUTET OpraHu3anun nHdopmarmu [9].
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Puc. 1. Teopetrueckast cxema yueOHOTO MPOCKTUPOBAHHMS
obpasoBaTeapHOM cpepl BUPTYalbHOI peansHocT Chen C.J.

[IpuBeneM CIMCOK MPUHIMIOB <MHCIEHUPOBKH y4EOHOTO MaTepuaia», OTOOPaHHOTO JIJIst
MyJIbTHMeIna-Bu3yanu3amnuu [9]:
— SMOIIMOHAIBHO-XYI0’)KECTBEHHOE OCMBICIICHHE y4eOHOro MaTtepuana 0e3 yTpaThl Hay4-
HOM 3HAYMMOCTH,
— XY/I0’)KECTBEHHOE MOJICIIMPOBAHHE TEMBI;
— HaJIMYue BU3YyalbHON MeTadophl;
— COYETaHHE HAyYHOTO COJICPKaHUS C MPEELHON TOCTYITHOCTHIO BU3YAITbHON (OPMBI;
— BOBJICUCHHUE TTOJIH30BATEIIS B AMOIIMOHAIIBHYIO CBSI3b;
— OpraHMYecKoe eTMHCTBO MH(OPMAIMOHHOTO, ICTETHYECKOTO U 3MOIMOHAIBHOTO MOTO-
KOB MYJIbTHME/IHa-TIepeavy;
— OTIOPHBI Ha KYJIBTYPHBIC TPAAMUIIMH H KaHOHBI PaHEE CIIOKUBIINXCS SKPAHHBIX KAHPOB;
— CHHTE3 TUIAKTHKU M TBOPYECTBA Ha 0a3e TEXHUKU
[Ipu 5TOM He CTOWT 3a0bIBaTh, YTO yucOHAs HArpy3ka CTYJICHTOB BEJIMKA, MOITOMY
OpU CO3JaHUHM MYJIbTUMEIHA-IPOrpaMM, HEOOXOAMMO YUYUTHIBATh HE TOJBKO TEXHHYE-
CKyl0 (OpMy M COICpIKATEIbHYIO HAIOJHEHHOCTh C YYETOM BCEX BBINICYIIOMSHYTHIX
NPUHIIMIIOB POCKTUPOBAHHUS, HO ¥ DPrOHOMHUECKHE TTOKa3aTeId 00yJaroIiX MPOTPaMM.
OHH JOIDKHBI OBITh MaKCHMAIBHO YIOOHBI B MCIIONB30BAHUM, HE BBI3BIBATH 3PUTEIHLHOTO
HEPEYTOMJICHUSI U CIOCOOCTBOBATH TTOJIOKHUTEIILHOMY HHTEPECY K yUeOHOMY MaTepHay.
BuptyanbHas peanbHOCTB SIBJISIETCS. HE TOJNBKO MPOIYKTOM WH(POPMAIMOHHBIX TEXHO-
JIOTHi, HO U TICUXOJIOTUYECKUX TEXHOJOTHH, TaK KaK OHa MO3BOJISIET KIMUTHPOBATEH OJHO-
BPEMEHHO 3pHTENbHbBIC, TAKTHIBHBIE, CITyXoBble 00pa3bl [10, c. 23]. [loBeneHue yenoBeka
B BUPTYaJIbHON PEaJbHOCTH, €r0 PEaKIis Ha MPOUCXOAAIICE aKTHBHO U3YYaIOTCS TICUXO-
noramu [11, 12, 13].B cBsi3u ¢ 3TuM, B Xoae pabOTHI Haja mpoekToM <« Iporpammmuo-
anmapaTHbld KOMILIEKC JOTIOJIHEHHON PealbHOCTH KaK CPEJCTBO M3YyUCHHS HHOCTPAHHOTO
SI3bIKa», MPUHUMAs BO BHUMAHHE TICHXOJIOTHYECKUE OCOOCHHOCTH BOCIIPHUSATHS YETIOBEKOM
BUPTYaJbHOM peaqbHOCTH, B3sTas 32 ocHOBY cxema Chen C.J.dum. puc. 1) 6bu1a pacmmpe-
Ha ¥ JIOTOJIHEHA YYaCTHUKAMHM TIpoekTa (puc. 2)
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Puc. 2.PacimpeHHas 1 IOTIOJHEHHAs! TEOPETHYECKas cXxeMa
y4eOHOTro MPOEKTHUPOBAHMs 00pa30BaTEILHOM Cpebl
BUpTYyasbHOI peansHocTH Chen C.J.

B cratee A.E. BoiickyHckoro u I'.5l. MenpmukoBoi «O NPUMEHEHUN CUCTEM BHPTY-
AIBHOW PEaNbHOCTH B MCUXOJIOTHM» MEPEUHCIIAIOTCS pe3yabTaThl UCCIEIOBAHUI U3 MHO-
TUX CTPaH O BIIMSHUU BUPTYAIBHON PEANIbHOCTH C TOYKH 3PCHHS PA3IUYHBIX (DaKTOPOB
[10]. ITpuBenem npuMepsl HEKOTOPHIX U3 HUX. COrNIaCHO pe3yIbTaTaM OIHOTO MHTEPECHO-
ro uccienoBanus [14], ObUIM BBISBICHBI TCHICPHBIC PA3IUYNSA B MPOCTPAHCTBCHHOW OpH-
EHTAIMH UCTIBITyeMbIX. Harpumep, B BUPTyaTbHOM JIAOUPUHTE JKCHIIIMHBI OPHEHTUPYIOTCS
B OOJIBLIIIMHCTBE CJIy4acB Ha 3aMETHBIC MPEAMETHI, B TO BPEMs KaK MYXYHHBEI 00pamaroT
BHUMAaHHE KaK Ha 3aMETHBIC OOBEKTHI, TAK ¥ Ha TEOMETPHUIO MMPOCTPAHCTBEHHBIX MPEICTAB-
JICHUH 0 MECTHOCTH. B apyroM mccieoBannu [15] HCIBITYeMbIX Pa3ae/uiIn Ha JABE TPYII-
el. B mepBoii rpyimie HaOI0AaTeM BUACIH CBOS BUPTYalbHOE TEJI0, BO BTOPOM IPYIIIE —
HeT. Pe3ynbTaThl MOKa3aiu, YTO YYaCTHUKH MEPBOW TpymNbl (OKYCHPOBAIN BHUMAaHHE Ha
OMM3KUX OOBEKTaxX, a BO BTOPOH TpyIie BHUMAHHUE pacHpenessuiochk Ha Ooyee JaneKue
00BeKTHI. B X0/1e pyroro uccienoBanus 00 0COOCHHOCTSX B3aMMOJICHCTBHS B BUPTYallb-
HOM TIPOCTPAHCTBE YEJIOBEKA ¢ KOMITBIOTEPHBIMU reposiMu [16, 17] BBISICHUIOCH, UTO J0-
MyCK DKPaHHOTO aBaTapa B JITYHOE MPOCTPAHCTBO BUPTYAIBHOTO Tella HCIIBITYEMOTO 3aBU-
CHUT OT TI0JIa CaMOT0 YeJIOBEeKa W TOoJIa SKPAHHOTO Tepos, a TAaK)Ke HANpPaBICHUS B3TIISJO0B
o0onx repoeB. Takke nMeeT 3HaUYEHHUE, KAK BBITTISAIUT SKPAaHHBIH MEPCOHAXK — HCIIBITYe-
MbI€ OXOTHEE BBIOMpAIM B KauyeCTBE «KOMIIaHbOHa» 1o VR-mporpamme 4eiaoBekoro100-
HOE CYIIIECTBO, HEXKEIH BBEIMBIIINIEHHOTO T€POS.

B 3axmrodenue cremyeT emie pa3 OTMETHTB, YTO WH(GOPMAIMOHHBIE TEXHOJIOTHH, B
TOM YHCIIe W BUPTyallbHAsl PEalbHOCTh, aKTHBHO BHEJAPSIOTCS B 00pa30BaTEIbHBIN TPO-
1ece, B CBSI3U € YeM BO3HUKAET HEOOXOJMMOCTh HX TPAMOTHOTO UCIIONB30BaHUS B 00y4a-
IONIHX TeJsIX. JJs 3TOro HeoOX0MMO YUHUTHIBATH BCE TEXHUYECKUE OCOOCHHOCTH W MPHH-
[UITBI CO3/IaHMsI TIOJJOOHOTO PoJia POrpaMM, a TaKKe IMCUXOJIOTHIECKUE 0COOEHHOCTH HX
BOCIIPHATHS CO CTOPOHBI O0YYAIOIIUXCSI JTFO/ICH.
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This article highlights the need to know the pnoles of designing virtual reality and multi-
media products for educational purposes. This rnieatictated not only by the rapid techno-
logical progress that takes place in all spherefiian life, but also by the positive impact of
information technology on the educational compon&he learning process increasingly in-
cludes IT technology and virtual reality (VR). Thaads to the need for proper and qualitative
use of these resources in the educational protedhis regard, the authors of the article ana-
lyze the basic principles of creating multimediabgucts and psychological features of the
perception of virtual environments. Then a theaadtscheme of the VR based learning envi-
ronment created in the course of work on the progfar studying foreign languages by a
group of teachers of SSTU is given. At the entie@fatticle, the authors come to the conclu-
sion that the use of high-tech programs in educatiwludes not only the technical side of
developing the program, but also the ability to qmet the material, taking into account the
students’ psychological perception of screen deaigphvirtual environments.

Keywords:virtual reality, multimedia, modeling, perceptidearning
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