PI3HUX BHJAIB «KpajliB 4Yacy», OCb JesKI 3 HHUX: Telle(OHHI MA3BIHKM; 3MIHA
MOCHIAOBHOCTI POOIT Ta JOpPy4Y€Hb, IIO HAaB’A3YIOTHCS HA4yaJdbCTBOM, KOJIETaMH,
NEPCOHAJIOM;  HE3aJO0BUIbHA  OpraHi3aliiiHa CTPYKTypa; HaaMipHa oQicHa
OIOpOKpaTisi; JapeMH1 AUCKYCIi PO CBOIO poOOTY Ta poOOTY 1HIIUX.

OTxe, TallM-MEHEKMEHT — 1€ TEXHOJIOTisI CaMOMEHEIKMEHTY, SK CIOCO0y
caMmoopranizanii npodeciiiHoi IISUTbHOCTI OCOOUCTOCTI, SKa CHOpsIMOBaHAa Ha
CaMOII3HaHHS, CAMOPO3BUTOK Ta CaMOYJIOCKOHaNeHHS [2].

Takum dYHHOM, MOXXEMO CTBEp/KYBaTH, IIO CHUTyallis HEBU3HAYCHOCTI,
MIHJIMBOCTI, arpeCMBHOCTI 30BHIIIHBOTO COLIAJbHO-EKOHOMIYHOIO CEpEIO0BHINA;
3pocTarova KOHKYPEHIIisl Ha pUHKY OCBITHIX MOCJYT; HU3bKa MOTHUBAIIIS TIEJaroriB 10
po60TH, 1110 3yMOBJIEHA, HACaMIIepe/l, BICYTHICTIO aJICKBaTHOI 3apO0ITHOI TUIaTHI Ta
CUCTEeMH CTHMYJIB IIOAO PO3BHUTKY TpodecioHani3sMy Ta TBOPUYO-TIONIYKOBOi
TISUTBHOCTI; 3pocTatoya MparMaTHIHICTh OaThKiBCHKOT TPOMaN CTOCOBHO BUUTEIIS Ta
HIBEJIIOBAHHS MOro 3HaUEHHSA — Bce 1€ Ta 0aratro iHIMX (akTopiB BUMAararoTh BiJ
CYy4acHOTO KEpiBHMKA HABYAJIBHOTO 3aKjaay JOKJIaJaHHS BEJIUYC3HHX 3YyCHIIb,
npodecioHanizMy B YIPaBIIHCHKINA TISITBHOCTI.
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KORNIIENKO 1.0.
Mukachevo State University

AUGMENTED REALITY IN EDUCATION AS A FACTOR OF COMPETENCE

Submerging students to genuine world and interact them with it in some cases
can't be helpful. Although the normal world is three-dimensional, we like to utilize
two-dimensional media in training, which is simple, recognizable, adaptable,
convenient and reasonable. In any case, it is static and doesn't offer the dynamic
substance. Alternatively, computer generated three-dimensional virtual environment
can be used but these scenes require high performance computer graphics which is
more expensive than others are.

Albeit bunches of opportunities virtual universes may introduce for
instructing and learning, but it is difficult to give a satisfactory degree of
authenticity. At the point when the clients are totally drenched to this environment,
they become separated from the genuine condition. In this way, it gives virtual
models by demonstrating this present reality they're encountering.

Embodied cognition assumes the mind and body as agents that function
together. Many studies reinforce embodied cognition to make our experiences
meaningful and attractive for learning. The educators manage embodied cognition at
whatever point they welcome the students to collaborate with nature or conducting
science tests. Such experience helps both to secure future knowledge and to offer an
interesting alternative to traditional education. Numerous devices exist to enable the

122



educators to make their students to study including games and encounters that are
both simple and advanced, each taming the intensity of multi-tactile learning.
Nevertheless, none of those apparatuses appears as encouraging in conveying
learning through embodied cognition as the new kind of innovations, such as
Augmented Reality. Augmented Reality (AR) is a kind of technology where learners
can interact with subject materials in the ways never available before.

This examination has a double point. Initially, meaning of augmented reality
(AR) is given about this new counterfeit and augmented condition. Qualities of
augmented reality framework are given, and advances are classified, utilized right in
this system. Besides, the potential in training and teaching inside this unique
situation is discussed.

Nowadays a new medium “Augmented Reality” offers to people unique
affordances, combining physical and virtual worlds. This is the new way of
manipulating how we interact with that world. Without replacing the real world
we're experiencing, this technology augments virtual information on top of the real
world with continuous and implicit user control of the point of view and
interactivity. It provides a composite view for the user with a combination of the real
scene viewed by the user and computer-generated virtual scenes. This is an
augmentation of genuine world by drawing in a normal spot, space, thing or
occasion in a way that is mostly unmediated. The teachers can offer students’
consistent connection between the genuine and virtual universes by joining
augmented reality interfaces with the instructive substance. This new methodology
improves the viability and the appeal of instructing and learning. The capacity to
overlay PC created virtual models onto this present reality changes the way we
interact, and teaching turns out to be genuine that can be found continuously instead
of a static encounter [2].

Augmented Reality and Virtual Reality utilize same equipment innovations
and offer loads of variables like PC produced virtual scenes, 3D items and
intuitiveness. The primary contrast between them is the place computer generated
reality means to supplant this present reality while augmented reality consciously
supplements it.

Augmented reality can change the experience with our interaction with
different gadgets. Augmented reality is in power to change the whole idea of world
perception and its advance in education is just at the start. Augmented reality
provides seamless combination of the real and virtual worlds. Using augmented
reality in education gives the possibilities to use 3D data, objects and models being
inside the reality. Mark Billinghurst (2002) states that Augmented Reality proposes
unique features, such as: support of seamless interaction between real and virtual
environments, the use of a tangible interface for object manipulation, the ability to
transition between reality and virtual reality [1].

It is essential to coordinate a team of specialist to possible augmented reality
solution in educational issues. In order to achieve realistic solutions, we need to
design and coordinate multi-disciplinary research project to enhance content and
environments.
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KOPHIEHKO 1.0., TAWUTJIEP I'.M.

MyKkauiBChKiil ep>KaBHUH YHIBEpCHTET
EKOHOMIYHA I CHOKUBYA COUNIAJIBALIISA OCOBUCTOCTI

ExonoMmiuna coriamizaifiss 3 00Ky 1HO3€MHHUX TICHUXOJIOTIB BHU3HAYAETHCSA SIK
«TIpoIIeC, B IKOMY JIFOJIM HABUAKOTHCS JISTH B €KOHOMIIIL: SIK BOHU OyAyTh TUIAaHYBaTH
OrOpKeT, MOo3UYaTH Tpolli, 30epiraTi, KymyBaTH, CIpUUMATH peKiIamy, 1 po3yMITH
OUTbII MIMPOKY METy eKOHOMiKn» [3]. BuBueHHS eKOHOMIUHOI coIrianizarmii
BiIOYBA€EThCS y JBOX HAINpPsSMKaX: BUBUCHHS PO3BUTKY JIUTSYOTO PO3YMIHHS Pi3HHX
€KOHOMIYHMX peajlii Ta BHUBYCHHS EKOHOMIYHOI MOBeAiHKM. ExoHOMiuHa
corfiamizaiiss — I1e aCUMUISAIISA 1 aKTUBHE BIITBOPEHHSI COIIaIbHOTO JIOCBIAY JIFOAUHU
B comianpHi cdepi xKuTTa [2]. ABTOpKa TMIIKPECIIOE €Tald EeKOHOMIYHOT
comiamizaiii: 1) 4-6 pokiB - elleMeHTapHI YSBJICHHS PO TPOIIi i MOKymkH; 2) 6-8
POKIB - po3poOKa KOHIICMIIi TPOIIOBOT CUCTEMU 1 PO3YMIHHS B3a€EMO3B'SI3KY Mixk
rpommMa 1 poboTor SK iX jpkepena; 3) 7-9 pokiB - po3yMiHHsS BapTOCTi TPOIIEH,
3100yTTS HEMOAUIFHOTO TOTJISAY Ha OaraTcTBO 1 OIHICTH Ta COIIAJIbHO-€KOHOMIYHI
BimMiHHOCTI; 4) 10-12 pokiB - OuIbIn AudepeHIliiioBaHe €KOHOMIYHE PO3yMIHHS,
3MaTHICTh OyAyBaTH €KOHOMIYHI BIJHOCHHHU, BHUXOISYM 3 (YHKIIOHAUTBHUX
MipKyBaHb; 5) 13-15 pokiB - HaOMMXKEHHsS A0 JIOPOCIUX y 3HAHHI €KOHOMIYHHMX
BIJTHOCHH, YCBIJOMJICHHS COIliaIbHO-€KOHOMIYHOI HEPIBHOCTI Ta CTAHOBHIIA BJIACHOT
ciM'l B comianbHINA CTPYKTYPI.

Exonomiuna comiamizaimisi JDOpPOCTUX, 3a pe3yidbTaTaMu  JOCITIIKCHb
O. ITocunanoBoi, BimOyBaeThCcs came 4epe3 HEOOXITHICTh aCHMUTIOBATH COIaJIbHO-
€KOHOMIYHI 3MiHH, IO BIJOYBAIOThCS B OCTAaHHI JBa JECATIIITTS, B MEPEXO0Mai BiJ
IJJAHOBAHOI €KOHOMIKHM 110 puHKY. ColliaiibHi, €KOHOMIYHI, MOJITHYHI Ta €THIYHI
3MiHHI BB@)XaIOThCS JIETEpPMIHAHTAMH BiIMIHHOCTEH B EKOHOMIYHIM coIliasi3alii.
TepMmiH «eKOHOMIYHA coIliaizallisgsy € «coIliaiizalielo CroxupadiBy. CHoXuBYa
coIiaji3alis, € MOXiJHO €KOHOMIYHOI coliam3anii [4].

CnoxuBya corfiaiizaiiss — 1e mporec HaOyTTs MOJOJWMHU JIFOABMU HABUYOK,
3HaHb Ta HACTAHOB, SKI BIUIMBAIOTh HA 1X (PYHKI[IOHYBaHHS Ha PUHKY B SKOCTI
cnokuBadiB. CHOXKMBUOI coliamizaimii BiAOyBaeThcsl SK Tepenada KyJIbTypPHHX
IIHHOCTEW BiJl OJTHOrO TOKOJIIHHSI /10 HACTYNMHOTO B HYKJIEapHId ab0 pO3IIMpEeHii
ciM’i. CrokuBYa coliaiizaiisi 1€ MNpouec BUPOOJIEHHS HABUYOK PaliOHATIBLHOIO
npuA0aHHs Ta BUKOPUCTAHHS TOBapiB 1 nociyr. CrokuBya coliaiizaniia nepeaoavae
dbopMyBaHHS CTAIMX, COIIaJIbHO CXBATIOBAHUX CIIOKHMBUUX YIIOJ00aHb.
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