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NPUMEHEHUE TEXHOJIOI'MUA BUPTYAJILHON
PEAJIBHOCTH B IIPEIIOJABAHUSA ACTPOHOMMUH B IKOJIE
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HogmiectBa B 00pa3oBaHUM CTPEMSATCS HE TOIBKO YIYUIIUTh YUeOHBIE JOCTH-
YKEHUS YUYEHUKOB, HO U CIIOCOOCTBOBATh Pa3BUTHIO UX JIMYHBIX KauecTB. B mupe,
I7ie BCE MEHETCs 04eHb ObICTPO Oarofapsi TEXHOJIOTHYECKOMY IIpOrpeccy, 3aa-
4ya 00pa30BaHus — He MPOCTO JaBaTh 3HAHUSI, HO M TOTOBHUTH yUYaIIUXCS K )KU3HU
1 pabote B 21 Beke. DTO 3HAUYUT HAYUUTh UX KPUTHUUYECKU MBICIUTh, OBITH TBOP-
YeCKUMH, YMETh paboTaTh B KOMaH/E, JIETKO aalTHPOBAThCS K HOBOMY M BCET-
1a ObITh TOTOBBIMHU K camooOpa3oBaHHio. OJJHOM M3 OCHOBHBIX 33/1a4 YUHUTEIsS
Ha ypOKe CTAaHOBUTCS CO3[JaHHE TaKoM 00pa30BaTeNbHOM Cpellbl, Il YUCHUK He
TOJIKO aKTHMBHO Y4acCTBYET B IIpoliecce 00yUeHus], HO U UyBCTBYET XKeJIaHUe pH-
WTH Ha ypOK JUIsl TTOJTyYEHHs HOBBIX 3HAHUHM M OIBITA. DTO MPEAIOIaracT 0TXo.
OT TPAJULMOHHBIX METOOB OOy4EHHS, OCHOBAHHBIX Ha 3ayYMBAaHUU U MOBTO-
peHuy, K 6osiee NHTEPAKTUBHBIM U MPAKTUYECKUM noaxonaam. Vcnonbs3zoBaHue
MIPOEKTHON PabOTHI, TPYMIIOBBIX JUCKYCCHH, KeHiC-METO0B, HTPOBBIX TEXHOJIO-
Ui ¥ HUPPOBBIX HHCTPYMEHTOB MOXKET CJieNiaTh yueOHbIH mporecc Oomnee npu-
BJICKATEILHBIM U YPPEKTUBHBIM.

BHenpeHyre HHHOBAIIMOHHBIX TEXHOJIOTHH, TAKMX KaK BUPTyasbHas U JOMOJ-
HEHHAasl peaJlbHOCTh, UCKYCCTBEHHBIM MHTEIUIEKT U OOydaromue IU1aTQopMbl,
OTKpPbIBAET HOBBbIE BOZMOXKHOCTH JIJ1s1 OOOraleHus: yueOHoro npouecca. ITH UH-
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CTPYMEHTBI MOT'YT TIOMOYb CJIeaTh 00y4deHHe 00Iee NHTEPAKTUBHBIM, ITO3BOJISS
yUaIIUMCS UCCIE0BATh U SKCIIEPUMEHTHUPOBATH B BUPTYAIbHBIX JTJA00paTOpHUsX,
My TEIIeCTBOBATH BO BPEMEHH U MPOCTPAHCTBE, a TAaKXKe padoTaTh HaJl pealbHbI-
MU TIPOEKTaMHU B CUMYJIUPOBAHHBIX YCIOBHSIX.

B nocneanue ronpl TeXHOIOTUS BUPTYanbHOM peanbHocTh (VR) Bee vare Ha-
XOIUT MPUMEHEHHE B 00pa30BaTEILHOM MPOIIECCE, Mpe/IyIarasi HOBbIE IOAXO/IbI K
00y4YEeHHIO U TOTpY>Kasi yUaIluxcsi B yueOHbIH MaTepuai. BupryanbHas peaib-
HocTh (virtual reality, VR) — COBOKYITHOCTB ITPOrpaMMHO-aIapaTHBIX CPECTB,
KOTOPBIE MO3BOJIIIOT BOCIIPOM3BOAUTH UCKYCCTBEHHBIN MUP U TPAHCIIUPYIOT €T0
B CO3HAHHE IOJIb30BATEIIS TTOCPEJCTBOM BO3/ICUCTBUSI HA OpPTraHbl YyBCTB (3pe-
HUE, CITyX, TAKTUJIbHBIE OLIYLICHHUS, TOJIOKEHHUE B MpocTpancTBe U T.A.) [1]. [IBa
MOHSTHSI MO)KHO CUUTATh KJIFOUEBBIMH B OTHOILLIEHUMU VR: — norpyxeHue u npu-
cyrctBue [2]. TexHomorust BUPTyaJIbHOM peaabHOCTH, 00ECTIEUNBAIOIIas IOTPY-
YKEHHUE TOJIb30BaTeNsl B CUMYJIUPOBAHHYIO CPEAY, OTKPBIBACT Mepell YUUTEIIMU
Y yYalIUMHCS IIMPOKUE BO3MOXKHOCTH ISl M3YUYEHMSI PA3IMYHbIX JUCLMILINH,
BKJIFOYAs! aCTPOHOMHUIO.

VYuennsie A. 1. Cocamio, H. H. Pe3BaHoB 10Ka3bIBalOT, YTO MPUMEHEHUE
TEXHOJIOTHI UMMEPCUBHOM BUPTYaIbHON PEaNbHOCTH B 00Y4YE€HHH MIKOJIbHUKOB
6—10-x KJTaCCOB ITOJIOXKHUTETHHO BIIHSIECT HAa YCBOSHUE HH(POPMAIIMH Ha ypoke [3].

AcTpoHOMUS KaK Hayka 0 BceneHHOi, ee CTpoeHHH, 3aKOHAX Pa3BUTHS U IBU-
KEHUSI KOCMHUYECKUX TeJI, TpeOyeT 0T 00yUyaromuxcsi He TOJIbKO 3HAHUH TEOpeTH-
YECKUX aCTeKTOB, HO M CIOCOOHOCTH BU3yaJTM3UPOBATH CIIOKHBIE KOCMUYECKHE
nporecchl U 00bekThl. [Ipumenenne VR B 00pa3oBaHuM MMO3BOJISIET CO3/1aTh yC-
JIOBUSL, IPU KOTOPBIX yUaIHECs MOTYT «IIOCETUThY JAaJIeKue Yroyiku BeeneHHou,
HaOJTI0/1aTh 32 JABMKEHUEM TUIAHET, U3y4aTh CTPOCHUE TaJIaKTUK U 3BE3/IHBIX CH-
CTEM, HE BBIXOJISl U3 KJlacca. DTO HE TOJBKO CIOCOOCTBYET JyUIlIEMY YCBOCHUIO
MaTepuaa 3a CYeT BU3yaJIU3allMi U MHTEPAKTUBHOCTH, HO U MOBBIIIAET UHTEPEC
K U3YYCHHIO aCTPOHOMUH, Jiejasi 00y4eHHe MOXOKUM Ha 3aXBaThIBAIOIIEE MTyTe-
mecTBue 1o BeeneHHon. YuuTtesns MOryT UCToNib3oBath VR 11 neMoHCcTpamn
ACTPOHOMUYECKUX SIBIICHUH B pa3IMYHBIX MacIITabax v U3 Pa3HbIX EPCIEKTUB,
obecrieunBas OoJiee TyOOKOe IOHUMAHKE MpeIMeTa.

B 3710i1 cTaree MbI paccMOTPUM, KaKUM 00pazoM TexHosorust VR MoryT ObITh
WHTETPUPOBAHBI B MpoIiecc 00y4YeHHs aCTPOHOMHH IO IIKOJBHOM Mporpamme,
WCCIIeyeM TIPUMEPBI UX YCIEIIHOTO MPUMEHEHUS U OOCYIUM TOTEHITHAIbHBIE
MIPEUMYIIECTBA U BBI30BBI, C KOTOPHIMU MOTYT CTOJIKHYThCS YYUTENS U yJallue-
Csl IPU UX UCIIOJIb30BaHUH.

Texnonorust VR npegocraBisieT yHUKaIbHBIE BO3MOKHOCTH HEMOCPEICTBEH-
HOTO «IOTPYKEHUS» B U3y4aeMble aCTPOHOMUYECKHE SIBICHUSI U OOBEKTHI, UTO
JIOCTUTAETCS 32 CUET UCTIONIb30BAHUS CIICIIMATU3UPOBAHHOTO 000pynoBaHus VR-
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OYKH 1 00pa30BaTeIbHOIO KOHTEHTA, pa3padOTaHHOIO CIELHAIbHO IS 3TUX 11e-
nei [4-7].

Paccmotrpum ucnonb3oBanue VR B 00y4eHUH aCTPOHOMHHM Ha IpUMeEpe n3yde-
nust Comueunoit cuctemsl. Mcronbiyst VR, ydaiuecst MOTYT «ITyTEIIECTBOBATHY
1o ConHeuHOM cucTeMe, mocelas Kaxayro IUIaHeTy U U3ydasi UX 0COOCHHOCTH:
pa3mep, cocTtaB, aTMocdepy, CIlyTHUKH U T.1. Takue BUPTyalbHbIE SKCKYpCHU
CHOCOOCTBYIOT JIy4dllIeMy 3allOMUHAHUIO HH(OPMALIMU U TIO3BOJISIOT YYaIIUMCS
YBUJETh CBA3U MEXY Pa3IMUHBIMU 00beKTaMu COJIHEYHOM CHCTEMBI.

N3zyuenne ConneuHol cucteMsl ¢ oMolplo VR mo3Bossier yyamumcst mo-
TPY3UTHCS B MaTe€pUall M JIydIle YCBOUTh HH(POPMALIUIO O IIAHETAX, UX CITyTHH-
Kax, a TaKKe Jpyrux o0bekTax U siBieHUAX COMTHEYHON CHCTEMBI.

Puc. 1. Oculus rift s Ilnem supny- Puc.2. [Ipoepammuoe obecneuenue
AnbHOU peanrbHOCmu «Titans of Space

Opranuzanysi BUPTyaJabHbIX dKCKypcuil o COJIHEUYHON CHUCTEME C HCIOJb-
30BaHueM VR-0ukoB crocoOCTByeT Oosiee MTyOOKOMY TMOHHMAHHUIO acTPOHO-
MHUYECKHX OOBEKTOB U SIBIICHHIA, /enas 00ydeHne UHTEPAKTUBHBIM U 3aXBaTbl-
BatoiuM. [ mpoBeeHus Takoro y4eGHOro mporecca HeoOXoIuMO MPOBECTH
MOJITOTOBUTEINIbHBIN 3Tal, e MPOBOAUTCS BHIOOP 000pYI0BaHUS U MPOrpaMM-
Horo obecrnieueHus. [ sKkCKypcun HarpuMep MOXHO BeIOpaTh VR-ouku Oculus
Rift (puc. 1) u nporpammuoe obecneuenue «Titans of Space» (puc.2), kotopoe
MO3BOJISIET My TelecTBOBaTh 10 CoIHEUHOMU crcTeMe.

Jlanee mpoBOAUTCS KpaTKUil HMHCTPYKTaX IO HCIOJIBb30BaHUIO VR-04koB
Uit 00eCTICYeHUsT YETKOCTH HM300pakeHHsT M KOM(OPTHOIO HCIIOIb30BAHMS.
Heo0xonumo miannpoBaHue coaepxkanus 3KCKypcun. Jlist aToro onpenenstorces
KITIOUEBbIe OOBEKTHI, KOTOpPBIE OyIyT M3y4YeHBI BO BPEMs SKCKYpCUH, TaKHe Kak
TUTAHETBI, UX CITyTHUKH, ACTEPOUIbl 1 KOMETHI.

[IpoBenenue BUPTyaJIbHBIX 3KCKYPCUI HAYMHAETCSI C BBEJCHUS, TI€ YUUTEIb
MIPEICTABISIET eI SKCKYPCUH M OOBSCHSET, YTO y4allluecs yBUIAT U U3ydar B
xone nyremectsusa no Conneunolt cucreme. Ilocne yero yuammecs: HageBaroT
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VR-04ky ¥ HaunHAIOT 3KCKypcuto. OHM MOTYT YBHJETh MAacIITadbl U paccTo-
SIHUSI MY TUIAHETAMU, UX CITyTHUKaMHU, a TAKXKe aCTEPOUAAMH U KOMETaMHU.

Jlnst Gosee 0CO3HAHHOTO BOCHIPUATHS MH(OPMALIUK 3apaHee HEOOXOAUMO 03-
HAaKOMHTD JIETeH C 3a/layaMH KOTOPbIE OHM JOJIKHBI BBIIIOJHUTH BO BPEMsI JKC-
Kypcuu. Hanpumep:

1. OnpenenuTh, Kakas TIaHEeTa SBISETCS caMoil 6onbIoi B ColMHEYHOM cH-
CTEME.

2. Onpenenuth, Kakast MIaHETa UIMEET CaMbIi OOJIbIION KOTMYECTBO CITyTHH-
KOB.

3. CpaBHUTH pa3mMepsbl PA3IUUHBIX IJIAHET.

Bo Bpemsi skCKypcuu AeTH TOJKHBI ONPEAEINTh, Kakas Iutaneta B CoTHeUHOU
CUCTEME SIBJISICTCS CaMOM OOJIBIIION M CaMOM MaJICHBbKOM. /{7151 3TOro OHU UCTIONb-
3ysl MHTEPaKTUBHBIA HHCTPYMEHT VR U3MEpSIOT 1naMeTp IUIaHEeT WU Ke CpaB-
HUBAIOT IJIAHETHI IOCTABUB UX PSIIOM JAPYT C APYTOM. 3aT€M ONpPEAEIISAIOT, KAKUE
13 HUX KPYIIHEE U MEHBIIIE TI0 pa3Mepy.

OmnpeneneHre KOIMYECTBA CIyTHUKOB MPOBOIUTCS MOCPEACTBOM IMO/CYETA
KOJIMYECTBA CITyTHUKOB KaXKJIOM IJIAaHETHI.

o 3aBepIeHNH SKCKYPCHH MPOBOIUTCS OOCYXKAECHHE. YUHTENb 33/1aeT BO-
IIPOCHI, HATIPUMED:

1. Kakue naTepecHbie (pakThl BbI y3HAIH O IUIaHETaxX?

2. Kakoe BnieuamnieHue mpoussenio nyreuiectsue no ConHeyHoi cucreme?

Bompocsr it 06cykIeHHs ToCiIe SKCKYPCUU MOKHO COPMYITUPOBATH CIie-
JyIOLM 00pa3oMm:

1. Kakue BrieuamieHus y Bac BbI3BaJIO IyTeniecTBre 1o CONHEUYHON cucTeMe
B BUPTYaJIbHOM peasbHOCTHU?

Heo0xonumo co3nath Takyro cpefy, Tie yJaliuecs AeisITCs CBOUMHU SMOIIHS-
MU U BIEYATICHUSAMH OT 3KCKYPCHH, OTUCHIBAIOT, YTO UM HOHPABUIIOCH OOJIbILE
BCEr0 U 4YeMY OHM HayUYWJIHCh.

2. Kakue naTepecHslie GakThl BbI y3HAIH O TuiaHeTax B ColHEYHOH cucteme?

JlaHHBII BONPOC JOMKEH OTKPBITh 0cOOCHHOCTH CONHEUHON CHCTEMBI WIIH
e KOKIOH TUIAHETHI, KOTOPBI ObI 00eCIieunBall BOBMOYKHOCTh OOMEHa HH(OP-
Maluen MeXy YUeHUKaMU.

JUi HarMcaHMs NPOEKTa HAa OCHOBE INOJYYEHHBIX 3HAHUH ydalluMcs Ipej-
JaraeTcsi BRIOparh J00YI0 TUTAaHETY M ITOATrOTOBUTH HEOOIBINYIO TPE3SHTAIHIO,
BKJTIOYAIOLTYI0 HH(OpMAIIHIO O ee pa3Mepax, atMocdepe, CIyTHUKAX U APYTHX
MHTEPECHBIX (haKTax.

Takue KOHKpeTHbIE 3aJaHHsI M UHTEPAKTUBHbIE MOMEHTBHI J€NatoT 00y4yeHue
Oosiee yBIIEKaTEIbHBIM U TO3BOJISIOT YUaIUMCS TITyO)Ke MOTPYy3UThCS B U3yde-
Hue COJHEYHOM CUCTEMBI C MCIIOb30BaHUEM TeXHOIOrHH VR.
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JlaHHast METOTMKA HE TOJIBKO JeTaeT o0yueHne 0ojiee MHTEPAKTUBHBIM H 3a-
XBaTBIBAIOLMM, HO U CITIOCOOCTBYET OCO3HAHHOMY U YIIIyOJIE€HHOMY TOHUMAHUIO
aCTPOHOMHMYECKHX 00bEKTOB U siBIIeHUH CONHEYHOI CUCTEMBI YUaIIUMHUCS.

B 3aximroueHHr MOXKHO CKa3aTh, YTO HMCIIOJIB30BaHHE TeXHOJOTHi VR B 00-
YUEHHUH aCTPOHOMHHM 3TO IMOJXOJ COOTBETCTBYIOLIMM CETOTHSIIHUM peausiM,
I7Ie yYalluecs My TeeCTBYIOT MO MPOCTPAHCTBY U BPEMEHH, UCCIIeTYs! TUIAHETHI,
3BE3/Ibl M TAIAKTHKHA B PEAJTMCTHYHBIX YCIOBHUSIX, KOTOPBIE MOTYT OBITH HENO-
CTYIIHBI B KJIacCe MM 00CEepBATOPUU. DTH TEXHOJIOTMHU CIIOCOOCTBYIOT aKTHBHO-
My 00y4EHHIO, pa3BUTHIO KPUTUYECKOTO MBIIUICHHS U (POPMHUPOBAHHUIO [ITyOOKO-
TO MOHUMAHUS ACTPOHOMHUYECKUX SIBIICHUH.

bnaromapss texHonorusiMm VR yuamumecss MOTYT NMEpeXUTb YAUBUTEIbHbIE
KOCMHUUECKHUE MPUKITIOYEHUs, HCCIIEA0BATh HEM3BEaHHbIE YTOIKH BeeneHHoi u
pa3BHBaTh CBOIO JTFOOO3HATEIBHOCTh M HHTEPEC K HayKe. BmecTte ¢ Tem, mpume-
HEHHE ITUX TEXHOJIOTUi B 00pa3oBaHuUu TpedyeT NpodecCHOHATBHOM NOAr0TOB-
KU y4uTesed U JJOCTyNa K COOTBETCTBYIOIEMY 000PYIOBaHHUIO, YTO MOXKET CTaTh
BBI30BOM JUTSI IIIKOJI M1 00Pa30BaTEIbHBIX YUPEKICHHH.

Takum 00pa3zoM, MOTHBAIMS IIKOJBHUKOB K U3YYEHHIO aCTPOHOMHHU 4epe3
BUPTYaJIbHBIE PEATbHOCTH MPEJICTABISIET COO0H MHHOBALMOHHBIN 1 3(hheKTHB-
HBIA MoaXox K obpazoBanuto. Vcnons3zoBanue texHonoruii VR mno3somnser co-
371aTh MOTPY’KAIOLIUI OMBIT, KOTOPBII MOXKET 3HAUMTENIBHO YCHIMTh UHTEpPEC U
BOBJICYCHHOCTh YYAIIMXCS B MPOLIECC U3YUEHHUsSI ACTPOHOMUU. DTOT METO| 00y-
YeHUs peoOpa3yeT adCTpaKTHBIE aCTPOHOMHUUYECKHE KOHIIEIIINY B HATTISIHbIC,
MHTEPAKTUBHbIE BU3yaIH3alliH, Aejas npolecc 00yueHus: He TOJIbKo 00pa3oBa-
TENBHBIM, HO U 3aXBaThIBAIOIINM.
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PE3IOME
Magolada virtual reallik (VR) texnologiyasidan foydalangan holda astronomiyani o‘qitishning
innovatsion yondashuvi yoritilgan. Ishda VR texnologiyalari talabalarga an’anaviy o’qitish usullari taklif
qila olmaydigan kosmik jarayonlar va ob’ektlarni ko’rish va interaktiv ravishda o’rganish imkoniyatini
berish orqali ta’lim jarayonini qanday boyitishi mumkinligini ta’kidlaydi. Muallif VRni maktab
astronomiya o‘quv dasturiga integratsiyalashning muvaffaqiyatli misollarini muhokama qilib, bunday
yondashuvning potentsial afzalliklarini, shuningdek, o‘qituvchilar va o‘quvchilar duch kelishi mumkin
bo‘lgan muammolarni ta’kidlaydi. Maqola astronomiya o’qitish usullarini rivojlantirishga katta hissa
qo’shadi va virtual haqiqat texnologiyasidan ta’lim magsadlarida foydalanishning yangi istigbollarini
ochadi.
PE3IOME
Crarbst OCBeIIAeT HHHOBALMOHHBII MOXO0/ K 00YYEHHIO aCTPOHOMUH C MOMOIIBIO TEXHOJIOTHU BUP-
TyanbHOM peanbHocTd (VR). B pabote moguepkuBaercs, kak VR-TeXHOIOTHH MOTYT 000TaTUTh 00pa3o-
BaTeJbHbIA MPOLECE, MPEIOCTABIA yYAIMMCS BO3MOXHOCTD BU3yAJIM3alMH U HHTEPAKTUBHOIO U3y4e-
HHSI KOCMHYECKHX ITPOLIECCOB  OOBEKTOB, YTO TPAJULIMOHHBIC METO/bI 00Y4YCHNUS HE MOTYT IPEIOKHTD.
ABTOp 00CYXIaeT yCIELIHbIC NPUMEPhl MHTerpauy VR B MIKOJIbHYIO IIPOrpaMMy 110 aCTPOHOMHH, TTOA-
YEPKUBACT NMOTECHIHAJIBHBIC IPEUMYIIECTBA TAKOTO MOX0/4, @ TAKKE BBI30BbI, C KOTOPHIMH MOTYT CTOJI-
KHYTbCS y4uuTens u y4amuecs.. Ctarbst npejcrasiser co00il 3HaYUTENIbHBIA BKIIA/L B pa3BUTHE METOJI0B
00y4eHHS aCTPOHOMMH M OTKPBIBACT HOBBIE IIEPCIICKTHBBI IS HCTIOJIL30BAHMS TEXHOIOIMH BUPTYAJIbHOM
peanbHOCTH B 00Pa30BaTENIbHBIX LIEIISX.
SUMMARY
The article highlights an innovative approach to teaching astronomy using virtual reality (VR)
technology. The work highlights how VR technologies can enrich the educational process by providing
students with the opportunity to visualize and interactively explore space processes and objects that
traditional teaching methods cannot offer. The author discusses successful examples of integrating VR
into the school astronomy curriculum, highlighting the potential benefits of such an approach, as well as
the challenges that teachers and students may face. The article represents a significant contribution to the
development of astronomy teaching methods and opens up new prospects for the use of virtual reality
technology for educational purposes.
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