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METOJOJIOTTYHAN TAHAEM CLIL+VR SIK 3AIIOPYKA
YCHIIMHOI'O HABYAHHS AHTJITMCHKOI MOBH

HesBakaroun Ha HEHMOBIPHI BUKIWKH CBHOTOJCHHS, OCBITHS KOTOpPTa
YKPaTHChKMX BUMTEJIIB aHTIIHCHKOI MOBH TIPOJIOBXKY€E TPUMATH HaBYAJILHUN “‘GQpOHT”
1 ITyKaTH HOBI MOXKJIMBOCTI JIJISL JIOTIOMOTH YYHSIM Y TTOKPAIICHHI MPOIECY BUBUCHHS
1HO3eMHHUX MOB. | BipTyanbHa peajbHICTh — OJ[HA 13 I[IKAaBUX HOBITHIX TEHJCHIIIH, sIKa
TOYHO MOJKE€ 3aI[IKaBUTH CY4aCHE YUHIBCTBO. AK€ Cy4acHE MOKOJIHHA abo fK iX I11e
HA3WBaIOTh JOCIIIHUKY 1bOTo HampsaMmky «digital natives», Bxe He ySBISIOTh CBOTO
MOBCSAKIACHHOTO XUTTS 0€3 cMapT(dOHIB, IJIAHIIETIB Ta IHIIUX MUPPOBUX TEXHOJIOTIH
[4, c. 110].

UYiTke BHW3HAYCHHS BIpTyanbHOI peanbHOCTI Hamae Pimim dyre, mpodecop
mkonu Mines PariTechs y Ilapwxi, sikuit onucyBaB ii HacTymHHM 4uHOM: «Meta
BIpTyaIbHO1 PEATbHOCTI TOJISITa€ B TOMY, 1100 3pOOUTH MOKIIMBOIO CEHCOMOTOPHY Ta
KOTHITUBHY MISUTBHICTH JIFOAMHU (200 0cCi0) y MTy4yHOMY, IIU(PPOBOMY CBITI, SKUN
MOke OyTH ySIBHHUM, CHMBOJIIYHMM a00 3MOJICIbOBAHMM uYepe3 IEeBHI acCIeKTH
peanbHOro CBITY» [5, . 53].

I BapTo 3a3HAUMTH, IO PE3YIBTATH BIIPOBAKEHHS KOHIICHINIT reimidikariii Ha
ypOKax TIEBHUX HaBYAIbHUX JUCHUIUIIH BKa3ylOTh HE JIMIIE Ha SKICHE
BJIOCKOHAJICHHSI T10/1a4i HABYAJIBLHOTO MaTepially BUMTEISIMH, a ¥ Ha MOXJIHMBICTH
BIIPOBAKCHHSI PO3IIMPEHUX MPUKIAAHUX OCBITHIX Mopenel. Tak, cumynamii Ta
BIpTyaJlbHI CBITH XapaKTEpHU3YIOThCA €(PEKTUBHICTIO y TIOKpAIIEHHI HaBYAIBHUX
pe3ynbTatiB 3100yBaviB ocBiTH [7].

[Ile omumM i3 IiKaBUX NUIAXIB MOKe crtatu Metogonoris Content and
Language Integrated Learning. Ha namy mymKy, BOHa 3JaTHa 3HaYHUM YUHOM
CIIPOCTUTH CTBOPEHHS TAaKOTO HAaBYAIBHOTO KIIMATY, Jie MOXKHa Oyne 3a0e3meuntu
aKTUBHE TMEpeOOpEeHHs BUKIAJadyaMH AaHTIIACHKOI MOBH 1 3700yBauamMu OCBITH
KOTHITUBHOTO KOH(JIKTY Nepej] He3BUUYHOI MOJAUel0 Ta 3aCBOEHHSIM HABYaJIbHOIO
Marepially 1H03eMHOI0 MOBOIO.

[Tpu upoMy ycmix IIbOro HAYKOBOTO 3aBJIaHHS 3aJIe’KaTUME BIJ TAKUX (PaKTOpPIB

gk Creativity (KpearuBnicts), Critical thinking (Kputuune wmucnenus),
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Communication (Komynikarisi) ta Collaboration (CmiBmpaist), ToOTO Ha OCHOBI
moeni Haykosuii Jlo Koiin [3, c. 1-2].

Sxuro po3rifnatyd negaroriyny MiHHICTh Takoro tanaemy sk CLIL ta VR, to
Ha Hallle MEePEeKOHaHHA BapTO CKOPUCTATUCh MPOMO3ULISAMHM, SKI HaAalId BUeHI AHH
[ITato, Mon Yikancki, Hikons Momn, XKroctin Ilepic, Bipxkuni IlpiBac-bpeote y
CIUTBHIM HayKOBiH po6oTi moa0 Bukopuctanus VR [1, c.47]. Bonu cTBepKyBanu,
10:

1. VR mneperykyerbcs 13 JaHUMHU OCTaHHIX PO3POOOK MI0J0 BUBYEHHS Ta
BUKOPHUCTaHHS MOBU Ha piBHI L2.

2. VR XxapakTepusyeTbCsi HArojocoM Ha PO3BHTKY YCHOTO MOBJICHHS,
CITyXaHHS, BAMOBH.

3. VR 3marHa 3a0e3meunTd YYUTENS TPAHCIIHTBAJIbHUMH IHCTPYMEHTAMH,
HEOOXITHUMHU JJIS Y4acTl y CHUIbHOTaX MaOyTHBHOTO.

KpiMm Toro, BipTyanbHa pealibHICTb BIAKPUBAE HOBI MOXJIMBOCTI IS
BrpoBapkeHHs Metonuku CLIL. KoHmenT BUCTymae B SKOCTI OMOPHOI MOjeii Ta
TEMaTUYHOTO CEPEIOBHINA, 1 37100yBavi OCBITH OTPUMYIOTH IIIAHC CTUMYJIFOBATH
oJipa3y BC1 MOBHI (DYHKIII1, afjanTyrouu ix 10 pealbHuX cutyarliid. Cepesl oueBHIHUX
nepeBar BUKOpUCTaHHA VR MOXXKHA BHJIUIMTH TAaKOXX TO3UTHUBHUM TICUXOJOTTYHUH
BILIMB, 3MCHIIICHHS CTAaHY TPUBOYKHOCTI B YYHIB, SIKIi MAIOTh HEBUCOKHI PiBEHb 3HAHb
3 IHO3€MHOT MOBH, MIIBHIIICHHS IIKABOCTI 10 iIHO3eMHOT MOBH [2, ¢. 457-458].

OTxe, BHUKOPHCTaHHS  BIPTyallbHOi  PEAJbHOCTI, SK  HABYAJIBHOTO
IHTEPaKTHUBHOTO PECypcCy, BIAKPUBAE IS BUMTENS] aHTUIMCHKOI MOBH PI3HOMAaHITHI
MOXJIMBOCTI, TaKi SIK TPOBEJIEHHS POJHOBUX IrOop 3a TEMaTHUKOW, OpraHizaris
BIPTYaJIbHUX TMOJOPOXKEH O MICT, TaM’ SITOK, MY3€iB, MPOXO/KEHHSI BIKTOPUH Ta
irop-nabipuHTIB. 37100yBaui OCBITU y CBOIO YEpry OKpIM PO3BUTKY HABHUYOK 3a
monemno 4C, HEBUMYIIICHUM IILISXOM 3aCBOIOIOTh 3HAYHUI CIOBHHUKOBHUH 3armac,
PO3YMIIOTh IIJIbOB1 MOB1IOMJICHHS.

Oxpemoi yBaru 3acnyroBye orisij HaykoBuill Jltoci bpykc, sika mpononye 10
BUKOPHUCTAHHS KUIbKa MPOTpaM BIPTyaJIbHOI pealibHOCTI JIJIs 3100yBayiB OCBITH [6]:

— VirtualSpeech — po3BuBae BIIEBHEHICTh MiJ Yac CIUIKYBaHHS ILIOBOIO
aHTJIACHKOI0 MOBOIO; HANA€ThCA MOXIUBICTH CKOPUCTATUCA HABYATBHUMU
MOCIOHMKAaMU 11 OTPUMAaHHS JOJATKOBUX PO3’SACHEHb 1 TEXHOJIOTIEI0 «AHATI3
roJocy» abu MoKpamryBaTi BUMOBY Ta TPEHYBATH TEMIT PO3MOBH.

— Engage 6io Immersive VR Education € 6e3k0ImTOBHUM THCTPYMEHTOM JIJIst
MIPOBEJICHHS 3aHATh, TEMATHUYHUX OCBITHIX 3yCTpideil Ta BIpTyaJbHUX MpE3CHTAIiN;
cepell CKCKIIO3WBHUX MOXJIMBOCTEH — JOCHDKEHHS aptedakTiB, MOIOPOXKI J0
CoHsYHOT cHCTeMH, aBTCHTHYHI ay1103aIiCH 3 ICTOPII.

— ClassVR — 1nie ocBitHa miatdopma i3 BEIHKOI KUIBKICTIO YPOKIB IPO
IHIIIOMOBHY KyJNbTYpy W 1HO3€MHY MOBY, BKIIOYHO 3 OKPEMHUMH TEeMaMH, sIKi
CTOCYIOTBCS TIOBCSIKJEHHUX CUTYAITIH.

Otxe, BipTyajdbHa peajibHICTh HA YPOKaxX aHTIINCHKOI MOBH y MapalieIbHOMY
3aCTOCYBaHHI 13 MDKIPEIMETHUM IHTETPOBAHUM ITIIXOJIOM MOXE BHUSIBHUTHCS THUM
e(eKTHBHUM I1HCTPYMEHTOM Y pyKaxX BYHUTENIB, SKUW TO3UTHBHO BIUIMHE Ha
MIJABUINEHHS PIBHA MOTHBAIlll Y4YHIBCTBA, 1X 3aJIy4eHHS O BHKOHAHHS

eKCIEPUMEHTAIBHUX MPOEKTIB MiJ] Yac KOJIA0OpaIiiHOI AISIbHOCTI, 3100yTTS HOBUX
142



MMPaKTUIHHUX BMIHb Ta HABUYOK.
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MNCUXOJIOITYHUNA MOPTPET CUJIBHOI )KIHKU B POMAHI
E. IVIBEPT «ICTU, MOJIUTUCS, KOXATH»

YV pomani «lctu, monmuTucs, koxatu» E.[inebepT Ha NpuKIagi TONOBHOI
repoiui, JIi3 ['in0ept, posrisaae BHYTPIIIHIM CBIT )KIiHKH, 1 MONIYK CAMOBHM3HAYECHHS,
PO3BUTOK OCOOMCTOCTI Ta 3/IaTHICTh MPOTHCTOATH XUTTEBUM BUKIMKaM. Lleit poman
CTa€ CBOEPITHUM JIOCTIIPKCHHSM TICHXOJIOTIYHUX AacCIeKTiB JKIHOYOi CHIM W
CaMOCTIMHOCTI B Cy4aCHOMY CBITI.

[lcuxonoriyHuid MOpPTpPET — 1€ MOKa3 JIYUIEBHOIO CTaHy MEpCOHaxa uepes
BHYTPIIIHI A1aJIOTH Ta 30BHINIHI MPOSIBU (MIMiKa, >KECTH, 30BHILIHIM BUTJIS] Ta
1HIIIE), @ TAKOXK OIKC MEPEKUBAHb Y CKIIaJIHMX 00cTaBUHAX [2, c. 140].

JI7ms OCMUCIIEHHSI TICHXOJOTTYHUX OCOOJHMBOCTEH CHIBHUX JKIHOK IOILJIBHO

PO3MJISIHYTH TEHAEPHI CTEPEOTHUIIH, SIKI (POPMYIOTh CTaBJIEHHS COILIyMY /0 YOJOBiKa
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