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CYTHICTb TPMBPUIHOI MOJIEJII HABYAHHSAI
HA OCHOBI METAVERSE:
[IPVKJIAIV YCIIIIIHOTO BUKOPMCTAHHSA Y BUIIINA OCBITI

Y Oocniomenni asmopu, IpyHmyoduco Ha npozpeci y cgepi mexuonoeiti sipmyanvroi peanvrocmi ii Metaverse
ma 3pocmanii 3ayikasneHocmi HAYKoBUi6 Memamuxo 6nposadseHHs iX y ULy 0c6imy, npedcmasuni cy4ac-
He posyminus Metaverse, ii02o cmpyxmypy (0671a0HAHHS 8eHO0DI8, NpozpamHe 3a0e3neueHH s, MexHOn02ii i2po6oi
iHOycmpil, mexHonoeii couianvHux mepesx, nniamepopmu Metaverse, pinancosi nname@opmu, puHoK aKxmueie 011
mokeHis ma nuamgopmu 6710KHeliny, KiHuesi Kopucmysaui) ma onuc 4omupvox tio2o munie (0onosHeHa pe-
anvHicmo, 8ipmyanvha peanvHicmy, 03epKanvHuil ceim, natigpnozine). Ha ocnosi ananizy naykoeoi nimepamypu
asmopamu 00sPyHMOBYEMbCS NOSIBA HOBOI NIC/IA 2iOPUOHOT MOOeNi HABUAHHSI — MPUOPUOHOL, AKA, HA OYMKY
aemopis, NoeOHye mpaouyiiine ocooucme HA64AHHS, OHAAUH-HAGYAHHS Ma 6ipmyanvHe cepedosuuse (MOOebo-
sane cepedosuuse, imepcusHe cepedosuuse uu Metaverse). He 3aenubnioruucy y meopemuute 00spyHmys8anHs,
AsmMopu Mmaxox 66004Mb HOBULL MeMIH — «HOMUPUOPUOHA MOOETb HABUAHHS», MAIOYU HA Y8A3i, 40 00 6CIX efle-
MeHmie mpuopuoOHoi MoOesni HA84AHHA 000AMbCA MeXHON02I] wmyuHo20 iHmenekmy (iHmenexmyanvHi azex-
mu, IIT-uwamu, III-moiomopu moujo0). AnHani cucmemnux 02na0i6 HAyK08Ux nyonixayiti 000 BUKOPUCIIAHHS
mexHonoeii Metaverse y éuwiiii océimi céiouamo, uio Metaverse mae 3HauHUtl nomeHuian Ons mpancopmauii
BULLOT 0CBIMU 30805TKU MOMIUBOCT MOOENBAMU iIMEPCUBHT MA iHMePaKMUBHI cepedosuuyd, peanvHi cueHapii
(Hanpuxnao, y meduyuni, apximexmypi, 6y0ieHuymaei), 30kpema 3a 00nom02010 UUPPoBUX 08IlIHUKIE, NIOBULLYI0-
YU 3a71yUeHICMb CIMY0eHmiB Y HA84ANbHULL NPpoYec, NOKPAULYI0UuU ix 00C68i0 i epeKMuUBHICMb HABUAHHS.

Ha ocnosi ananisy Hayxosux nybnikauiii u,000 sukopucmanus Metaverse y suwsiti oceimi asmopamu npoanai-
308aH0 NPUKAAOU YCNIUHO20 BUKOPUCMAHH Metaverse y 6uuiiti 0c8imi, wjo MONCYymv Cy2y8amu niospyHmsm
0715 HACTIOYBAHHS 8 YKPATHCOKUX yHisepcumemax. 30kpema, 8ipmyanvti cumynsiyii ti ekckypcii donomazaromo
CMyOeHmam 8UBHUMU CKIAOHI KOHuenyil ma peanvHi cumyauii Oinvui 3axonsowye ma iHmMepaKmueHo; oe-
MAanvHo Po3pobeHi HABUANLHI CUeHAPil J0360/5I0Mb CMABUMU CIYJEHMA 6 UYeHMP HABUAHHSI, NPONOHYIUU
MOMCTIUBOCI NEPCOHANIZ08AHO020 MA A0ANMUBHO20 HABUAHHS; 00UiNbHO NPodymaHi KoHgieypauii ayoumopiii
y Metaverse, peanicmuuni asamapu, 8UKOPUCMAHHS BIPMYANbHUX NEPCOHANI6 AK CNigyuHis 0N cnienpa-
Ui ma 0OMiHy 3HAHHAMU 00NOMAAIOMb Y CIMEOPEHH] OibLi020 eheKmy 3aHYPeHHS, W0 Y CB010 Hepey 6NAUEAE
HA NOKPAUEHHS HABYANLHO20 00¢8i0y cmydenmis. Hessasatouu Ha obmesxceri 0okasu edpexmuerocmi, Metaverse
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BUSHAEMbCA NEPCHEKMUBHUM IHCIPYMeHMOM 07151 iHHOBaUiTl y 6uu4ili oceimi. Bin moxce crnamu Kno4o6um erne-
MEHMOM 0C6imu MatibymHvoeo, ane tiozo 6Npo6AONEHHS BUMALAE NOOOTIAHHS MeXHIUHUX, NPABOBUX MA Nedazo-

2IYHUX BUKTIUKIB.

Knrouoei cnosa: sipmyanvri mexnonoezii, oceima, Metaverse.

© Ocaodyuli B.,, Ocaoua K., 2025

cryn. B icropil posButTKy iHpopManirHNX

TEXHOJIOT1iT 3aBX/IV 3 SIB/ISUINCS HOBI BiIKpUT-

TS 1 BUHAXOAM, SIKi OCBITAHM YacTO Hamara-
JIUCA BIPOBAJUTU B OCBITHIN Ipouec, CIOJiBalo-
41Ch Ha BUPILIEHHS YMCIEHHUX Po6/ieM HaBYAHHS
Ta BUXOBaHHA IifpOCTAIOYOro IIOKOMiHHA. TexHo-
norii BipryanmbHOl peanbHocTi (BP), mo 3’sBumacs
y 70-Ti pOKM MUHYJIOTO CTOJITTS, a 3TOJOM TEXHOIO-
rii Metaverse, 1110 ITo4anay pO3BMBATHCA Ha IIOYATKY
2000-x poxkis (Ludlow, & Wallace, 2007), Takoxx 6ynu
BMKOPMCTaHi IegaroraMyu B ocBiTHIX mimax (Ocap-
unit, & Bapina, 2022).
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Hai6inpina 3amikasneHicTs TexHonorielo BP
Y CErMeHTi yKPaiHChKOro IHTepHETY 3TiIHO 3 JaHUMU
y Google Trends criocrepiranach y >xoTHi 2006 poky
(puc. 1). 3romoM BOHa 3HMKIA Ta BiTHOBMJIACH
y 2016 poui. I 3 Toro 4acy nosinbHO 3pocTana, ane
BXe He MiKoBo. Lle cBimunTh Ipo cTabinbHMil iHTepec
3arajy JIo LIi€l TeXHOJIOTIl.

Y cermeHTi aHI/IOMOBHOTO [HTepHeTY HaitOinbIna
3al}iKaB/IEHICTb TEXHOJIOTI€I0 BipTyanbHOI peanbHO-
CTi crmocTepiraerbea y mucronani 2016 poky, a TexHo-
noriero Metaverse — y ciuni 2022 poky (puc. 2).

€< > S @ =

QU A 5 O ® &9 |1 & &

88 | Coero CoNO OO Al =~ GA L) Cite 30 () MindM @ Intemet (3 taTeX . Ment (D Canva 52 Digital G/ WIM  1Q PoQ O 24ime (D Grammarly S POF (<~ GDev (D Plagiaism  » | 3 ANl Bookmarks.

= GoogleTrends foncsma  Ornma  Monynmpre sapas

Yooon cair ~ 2004 — po cuoroani ~ Yei kaveropi

InTopoc is uacom @

< (==} 3 @

Mowyx s heroprori ~

x> <

Puc. 1. 3minu inTEpecy 10 TeXHOOTIiT BipTya/lbHOI peanbHOCTi Ta MeTaBcecBiTy
3 2004 poky y cermMeHTi yKpaincbkoro InTepHery
Iwcepeno: https://trends.google.com/trends/xplore?date=alleq=eipmyanvna%20peanvricmo, Memasceceimerhl=uk
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Puc. 2. 3minu iHTepecy 10 TeXHOOTiit BipTya/nbHOI pealbHOCTi Ta MeTaBcecBiTy
32004 poKy B CErMeHTi aHITIOMOBHOTO IHTepHeTy
Hncepeno: https://trends.google.com/trends/explore?date=allerq=Virtual %20reality, Metaverseehl=uk

3rofoM BOHa HabaraTo 3MeHLIWIACH, IOCTY-
NVBIIXCh TEXHOJIOTiI TeHepaTMBHOIO IITYYHOIO iH-
tenexty (II), Axmil mo4yaB 3aBOJOBYBaTM IO3MII
32022 poky.
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Bognnouac mporpec y cdepi TexHosorii BipTyab-
Hoi peanpHOCTI (BP) Ta Metaverse 30kpema npomoB-
JKy€ 3pOCTaTy. 3a NMPOTHO3aMU, CIIOXXVMBUUIT PUHOK
BP po kinna 2025 poky spocre 3 MeHII HX 16 Mmi-
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nbappiB gonapis CIHA y 2024 poui go noHap 18 mi-
nbsappiB gonapis CIHIA. KpiM 1IbOro o4ikyeTbcs, 1110
MIOCTilTHMIT pO3BUTOK irpoBoi inpgycrpii BP cnpuaru-
Me 3POCTaHHIO AK Yy CHOXXMBYOMY, TaK i B KOopropa-
TUBHOMY CETMEHTAX PUHKY, a IIiATIPUEMCTBA 1 Haflasli
3BEpTaTMMYTb yBary Ha BP mna onrmmisanii Takux
IpoLeciB, AK B3AaEMOJiA 3 KIi€HTaMM, BifijaneHa
crmiBmparl Ta HaBuaHHA. OXOpoHa 37OpOB’sI, po3-
BUTOK POOOYOL Cymit Ta BUPOOHUIITBO CTAIOTH TUMM
CeKTOpaMM, Ha sIKi Halibinbure BIvmMHymu BP TexHo-
JIOTil, BK/IIOYAl04M BUKOPUCTAaHHSA HaBYaJIbHUX CU-
MYJIALIN Ta JOCBif iMEPCHMBHOTO HaBYaHHA B Kiaci
(Alsop, 2024).

3Bit npo puHOK Metaverse (Metaverse Industry
Report 2024: Market Data & Outlook, 2024) nokasye,
IO ILIeil CEKTOP TaKOX IOPiYHO 3pocTae Ha 13,93 %,
Mae noHay 27 000 maTeHTiB, JEMOHCTPYIOYM CUJIbHI
IHHOBALl Ta CTBOPEHHA IHTENIEKTYaabHOI BJIACHO-
cti. KpiM Toro Bin orpumas noxag 2 500 rpaHTis, 1110
TAaKOX IMiJKPECTIOE MiATPUMKY JOCTiIPKEHb 1 po3po-
60k. IHBecTULiIHA AKTUBHICTD 3a/IMIIAETHCA BUCO-
KOI0, 1110 TaKOXK 3aCBiffYy€ PO3BUTOK ILIi€l TEXHOJIOTII.

OTXe, pO3BUTOK T€XHOJIOT]1, TakMX AK BP peanb-
HicTb, 30KpeMa Metaverse, BuMarae ix oCMMUCIEHHA
3 METOIO 3 sICyBaHHs TaKUX MUTAHb:

1. fIxe cyyacHe po3yMiHH:A Metaverse B HayKOBiil
nitepaTypi?

2. fIxe itoro Miclie B iCHYIOUMX MOJIE/IAX HaBYaHHSA?

3.4ki € mpuKIagM YCIIIIHOIO BUKOPMCTAHHA
Metaverse y BMUIIiJI OCBiTi, [0 MOXYTb CITyIyBaTu
MiATPYHTAM IJIA HaCIiflyBaHHA?

Mertoro0 11i€i cTaTTi € MOCTiIPKEHHA CYTHOCTI II0-
HATTA «Metaverse» Ta JJOCBiJly /I0T0 BMKOPVUCTaHHSA

Y BUILiN OCBITI I/IA aHai3y MPUKIAfiB YCIIIIHOTO
BUKOpUCTaHHA Metaverse y BUILill OCBITi.

Metononorigs. OCHOBHUMM MeTOJAMM HOCITi-
IPKEHHS [I/IA OCATHEHHA ITOCTaBAeHOol MeTU MU 00-
paM SKICHI, 30KpeMa aHaji3 HayKOBUX ITyOyiKariiit
3 BUKOPMCTAHHAM 6a31 JaHNX HAYKOBUX Ipanb i 1u-
TyBaHb Scopus Ta BMBYEHHA 3BiTiB Ta iHIINX JOKY-
MEHTIB, 110 CTOCYIOTbCSI BIpOBajkeHHs Metaverse
Y OCBITHIJ1 Ipoec.

Y Scopus 6yno 3AifiCHEHO MOLIYK 3a TAKUM 3a-
MMUTOM:

(«metaverse» OR «virtual reality» OR «augmented
reality» OR «mixed reality») AND («higher education»
OR «learning» OR «teaching» OR «training») AND
(«engagement» OR «interaction» OR «collaboration»
OR«immersion») AND («simulation» OR «environment»
OR «platform» OR «experience») AND («assessment»
OR «evaluation» OR «feedback» OR «outcomes»)

Ilicns BMKOpMUCTaHHA KpUTEpPIiB  6K/II0O4EHHS
(crarti, wo omy6rikoBani 3a 2020-2024 poxwu, 10
BXOJISITh [I0 TaKuX npenmetHux cdep, sik Computer
Science Ta Social Sciences; crarti 3 BigkpuTMM HO-
CTYIIOM, HalMCaHi AaHIMiICPKOIO MOBOIO; CTaTTi,
B AKUX OINMCAHO JIOCBiJl BUKOpPUCTAHHS Metaverse
B OCBiTi) Ta 8ukmouenHs (crarti, 1o omy6miKoBaHi
10 2020 poKy, 1110 He BXOAATD 0 TaKUX IMPeIMETHNUX
cdep, sk Computer Science Ta Social Sciences; crart-
Ti 3 3aKPUTUM JOCTYIIOM, HallMICaHi He aHITIJIChKOIO
MOBOI0) /ISl aHayi3y Oymo obpaHo 751 crarts. Pos-
HOJi/T UMX crareit 3a pokamu (puc. 3) CBIgYUTD PO
IIOCTiJIHE 3pOCTAaHHA 3alliKaBJIEHOCTi HayKOBILB Te-
MaTMKOI0 BIIPOBAJ)KEHHs TexHosoriit BP, 3oxpema
Metaverse B OCBiTY.
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Puc. 3. KibKicTb JOKyMeHTIB y Scopus 3TilHO pOKiB Imy6mikariii

ITicna sacTocyBaHHA KPUTEPiiB BKIIOUEHHs / BU-
K/IIOUEeHHS OY/IO IIPOBEIEHO TeMAaTUYHMII aHaJIi3, 10
JO3BOIMB CTPYKTypyBaTu iHdopmaliio Ta BUABUTK
K/II0YOB] aCIIeKTH SOCTIKyBaHOI TeMM, Ta KeJic-CTa-
T, IO JO3BONMJIO JI€Ta/IbHO BUBYUTY KOHKPETHI BU-
IaJIKy BUKOPUCTaHHA Metaverse B OCBiTi, 3p03yMiTn
KOHTEKCT Ta CIenniKy KOXXHOIO BUIIAJKY il BUABK-
TU YCHIlIHI NPaKTUKM B Pi3HMX OCBITHIX 3aKIafax
(mKomax, yHiBepcuTeTax). Y pesynbTari /I aHasisy

OcBiTOnoriyHNN gUCKypc

Oyno BukopucTaHo 31 HaykoBy my6ikaniio (crarri,
Te3n KoHdepeHLil, po3nimm kuur). Ilig gac Tema-
TUYHOTO aHa/i3y 3 HbOTO OY/IM BUJja/leHi CTarTi, o
He CTOCYIOTbCS BUILOI OCBIiTHM Ta He MalOTh BarOMOIO
IPaKTUIHOTO BHECKY, TOOTO He HAafal0Th HisAKOI Teo-
peTnyHO BaroMoi indopmawii Ta onucy mpakTUIHO-
IO JIOCBifly 3acTOCyBaHHs Metaverse y BuILijl OCBiTi.
Taxox y focnipxeHHi 6y/10 BUKOPUCTaHO ONMCOBUIA
MeTOJI, IO I03BO/IMB OTPUMATH ITIMOOKE PO3YyMiHHA
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JOCTiKYBaHUX NUTaHb, Ta ONMCATU, AK MEAroru
BJMKOPUCTOBYIOTb Metaverse y HaBuaHHi, sKi IHCTpY-
MeHTU Ta/4M IUIaTGOpMM BOHU 3aCTOCOBYIOTD, AKi
MeTOM BUK/Ia/JaHH: IIPU I[bOMY BUKOPUCTOBYIOTbCS.

Posyminna Metaverse B HayKoBili miteparypi.
CraHpapTHe BU3Ha4eHHs MOHATTS “Metaverse” y Ha-
yKoBiit gymui e popmyerbes. CaM TepMiH HOXOAUTD
Big pomany 1992 poky mif Haspolo «CHirosa kara-
cTpodar, y IKOMY KOPUCTYBadi 3’ €IHYIOTbCS B TPU-
BUMipHOMY CBiTi. lle moegHaHHA TEpMiHIB «MeTa»
(Meta) Ta «BcecBir» (Universe). Ommcu Metaverse
3MiHIOBaJIICA 3 PO3BUTKOM TexHoyoriit. Voro omucy-
I0Tb TaKUM YMHOM:

1) 3aXOIUIIOIOYMIT  TPUBMUMIPHMII  BipTyalabHUI
CBIT, Y AKOMY KOPUCTYBa4di MOXYTb B3a€MOJiATH
3 iHmMMU nmIOgBMU Ta 00’€KTaMu depe3 IHTepHeT
y BurmAni undpoBux BifTBOpeHb caMux cebe abo
aBarapis (Brawley, 2024);

2) inTerpanis ¢isuaHoro cBiry, ge 06 exTu (1ud-
POBi 6/IM3HIOKM) Ta IX BJTACTUBOCTI Y pisaaHOMY CBiTi
MOYKHA MPECTAB/IATY Ta MAHINTYTIOBATY HUMU B pe-
anpHOMY 4aci (Brawley, 2024);

3) HacTymHmit KpoK IHTepHeTy a6o Web 3.0, pe
texHornorii 6mok4eitny Ta IIII € 0CHOBOIONIO>XXHNUMMU
TEXHOJIOTiAIMM, 110 BMKOPMCTOBYIOTBCA M/ JEMOH-
cTparil migTBepIpKeHH IpaBa BIACHOCTI Ha dpo-
Bi mpenMeTy, KymieHi B Metaverse (Belk et al, 2022);

4) Mepe>)ka  B3a€MOIIOB’AI3aHUX  BIpTyanbHUX
ceitiB (Floridi, 2022), mo € 4acTMHOW IE€PEXORY
Io OiNBII y3araJbHEHOTO BUKOpMCTaHHA 3D-cepen-
OBUIII, JOCTYII IO AKUX 3[ilICHIOETbCA Yepe3 pO3ILIN-
peHi iHTepdericu KopucTyBaya, AK-0T rapHitypu BP,
i BUMAaraTh Ki/IbKOX TeXHIYHMX OIOKIB [/1 IIIaBHOI
inTerpauii nuppoBux i pearbHNX 00 €KTIB y pexxuMi
peaIbHOTO 4Yacy, TaKuX fAK MOIOBHEHA peabHIiCThb
(IP), OnoxuyeiiH, HeB3aeMosaMiHHi TokeHu (NFT)

B® Microsoft (0 ° oculus
Meta

@ Qunﬁy {\ AUTODESK ZA

i o6uncenHs, 10 3abe3neyye 6iybl IepcoHanizoBa-
HUt i npuBabnuBuMit focBix Kopuctysauis (European
Commission, 2023).

3a indopmanieo Bif mIaTPOpMM KOHKYpEHT-
HOI po3BifKku Ta focnmifkeHHs puHKy “Markets and
Markets” (Metaverse Market Size & Share Analysis,
Industry Research Report, Growth Trends — 2023,
n.d.), ekocucrema Metaverse cKIafila€Tbes 3 (puc. 4):

1) obmajjHaHHS BEH/IOPIB, HANPUKIIA[, TAKUX 5K
Meta, Microsoft, Google, HP Ta iH.,

2) nporpamuoro 3abesnedennsa (Unity, Autodesk,
Nvidia Tomo);

3) TeXHOOT1i, 110 PO3p06yIeH] KOMITaHisAMU irpo-
Boi inpycrpii (EA Games, Activision, Nexon ra iH.);

4) TEXHOJIOTiT COLia/IbHIX MePeX TaKMX KOMIIa-
Hil1, ax Google, Meta To1110;

5) mnatdpopm Metaverse (Roblox, Mine Ceatft,
Sanbox Ta in.);

6) ¢pinancosux rtrarpopm (Metamask, Forte
TOIIO);

7) pPMHKY aKTMBIB JyId TOKeHIB Ta IUtatdopmmu
6noxueitny (OpenSea, Dmarket, Venly Ta in.);

8) KiHIleBMX KOPMCTYBauiB, AKi BUKOPUCTOBYIOTb
Metaverse y pisHux céepax (irpu, Copr, mofopoxi
Ta iH.).

Hayxosni (Alfiras et al, 2023), (Yu, 2022) Bu-
minaTe 4 tunm Metaverse: 1) [omOBHEHa peab-
HICTb — CepeoBuIlle, 110 CTBOPEHE 32 J[OIIOMOTOI0
TEXHOJIOTiNT 1 MepeXx, 10 0asylTbCs Ha JIOKAIlii;
2) BipTyanbHa peanpHicTb — Metaverse, sika imiTye
BHYTPILIHIN CBiT; 3) 3epkambHMil CBiT — BigoOpa-
JKa€ peajibHIIA CBIiT TaKMUM, AKUM BiH €, ajie iHTerpye
Ta Hajjae iHpoOpMalilo PO 30BHIIIHE CepefoBMUIILE;
4) naiiIoriHr — TEeXHOJIOTis I 3aXOIUIeHHs, 30e-
piraHHsA Ta 06MiHy IOBCAKIEHHUM HOCBioM Ta iH-
dbopMmalfi€ro Ipo mpesMeTH Ta JTIOfEN.
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Puc. 4. Exocucrema Metaverse

(Metaverse Market Size & Share Analysis, Industry Research Report, Growth Trends — 2023, n.d.)
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Orxe, Metaverse sBisge co00w0 3HaUYHMII pe-
BOJIIOLIIHMIT popuB y cdepi undposoi B3aemo-
mil, IHTETpywo4YM pisHi TEXHOJIOril J/I CTBOPEHHA
3aXOIUIIOIOUMX Ta PealiCTMYHMX BipTyalbHMX ce-
pemoBum. HaykoBli HpOgOBXYIOTH JOCHTIIXKYBa-
TU Ta BIOCKOHA/IIOBATY I}0 KOHIEMIil0, IParHy4u
IOBHICTIO POSKPUTH Ii MOTEHLian i po3rnAHyTH Iii
HACTigKM I cycHinbcTBa Ta cepu iHpopmaniii-
HJX TE€XHOJOTII.

Micme Metaverse cepep icCHyH4YHMX Mopeneii
HaByaHHA. IlosgsBa HOBOI Mojeni HaBYaHHS —
TpUOPUAHOI. 3 TMOSABOI IMEPCUBHUX TEXHOJIOTi,
a 3rojoM TexHonorii Metaverse, y HayKoBuUX Ipa-
[IX He JOCUTb CMi/NMBO, MPOTE MOYAB 3 SIBIISATIUCS
HOBMIT TepMiH — «mpubpuoHa Mooenv HABUAHHI»
(tribrid model). Tibpupna mogenp, 110 BUKOPUCTO-
By€ fAK BipTyasbHe, Tak i ocobucre BigBimyBaHHS,
a00 OHAlH- Ta OYHE HABYAHHS, TOOTO MOETHAHHS
2-x popM HaBYaHHS, CTAJIO BXXe 3BIYAITHOIO IPAKTI-
Kow. TpubpupHa mogens noepuye 3 popmu. 30Kpe-
Ma, S. Boutelier, Leal C. and N.(L.) Ubik (Boutelier,
Leal, & Ubik, 2022) onucywoTb TpuOpugHy MOJeNb
SIK IIOE[JHAHHA TaKUX TPbOX €/IeMEeHTiB HaBYaJIbHO-
ro AM3aiiHy [/ OFHOTO KYpCY, fAK: 1) TpapnuiiiHe
cepefioBuILe Jiisi 0COOMCTOTO HaBYaHHS; 2) acUH-
XPOHHUI OHJIATH-AU3alH; 3) OH/IAH-IU3allH, CUH-
XpOHHUI MiJ 4ac ouHMX ceciit. HaykoBisamu Tex-
HomoriyHoro yHiBepcurery Xemuina (Hernandez,
Birke, & Bullinger, 2023) 6ymo po3pobieHo cucre-
My Tribrid-Meeting-Setup (TMS), mo Bxmouae
Telepresence-Robot (TPR) i Bizeokamepy 360°. 3aB-
ISAKY I{bOMY BOHU BIIPOBAAV/IN TPUOPULHY MOJENDb
3ycTpiveil CIiBpOOITHUKIB, B AKMX OepyTh y4acTb
BijijjasieHi 11 IOKabHi criBpoOiTHUKY Ta po6OT Te-
nenpucytHocti. TpubpuaHa Momenb GpUTAHCHKUX
pocnipaukis (Case et al, 2024) ckmamaeTbcs 3 TaKUX
TPbOX YacCTMH: 1) mollepefHbO 3amncaHi BipTyanbHi
NeKuii 3 THYYKMM J[OCTYIIOM; 2) XVBUII OHJIAMH-
Kypc (mOBHICTIO BipTyanbHuii); 3) ocobucre Has-
9YaHHs. [PyHTYHOUMCh Ha LUX FOCHI/PKEHHAX, MI
MOXX€MO BM3HAYUTHU MOHATTS TPUOPUAHOI Mopesni
HaBYaHHA 3 BUKOPUCTAHHAM iMEepPCUBHUX TE€XHOJIO-
riii, 30KpeMa TexHosnorii Metaverse.

TpubpugHa Mopenb HaBYaHHsA IOENHYE Taki
dopmm: 1) Tpaguuiitne  ocobuCTe  HAaBYAHHS;
2) oH/IaliH-HABYaHHA; 3) BipTya/lbHe cepefoBulle
(MopennbOBaHe cepefoBMIIe, iMEpCUBHE CepefloBMIIe
yy Metaverse).

Orxe, MM MOXKeMO T'OBOPUTH IIPO OCBITY Ha OcC-
HOBI Metaverse, TO6TO mnoO€gHaHHA Metaverse
Ta OCBiTM, fAKE€ BU3HAYAETHCA SAK BUKOPUCTaHHA
Metaverse B ocsiti. Hanmamrosyroun BipTyanbHuMit
CBIT 3a [JOIIOMOTOI0 Pi3HUX IHCTPYMEHTIB, KOPUCTY-
Baui Oy YIOTDb BJIACHI OH/IAJH-MalifaHINKN. Zepeto,
Fortnite, Gather.town i Roblox € mpuxnagamu Tu-
nmoBux mnardpopMm Metaverse, sKi mignafaoTb IIif
BU3HAYEHHS «BipTya/JIbHUX CBiTiB». ¥ HMUX CTBOPIO-
0TbCsl UUGPOBI iJEeHTUYHOCTI [/Is1 BYUTENIB, CTY-
IEHTiB, agMiHiCTpaTOpiB Ta iHIIMX 3aljiKaBJIeHUX
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cTOpiH, popManbHi Ta HeopManbHi Miclsl BUKIA-
TaHHA Ta HaBYaHHs, 1110 03BOJIAE CTyJeHTaM Ta BU-
KJIaJladyaM CIIiBIIPAlLIIoBaTy y BipTya/JbHOMY CepeJio-
Bui (Chen, 2022).

3 HNOLVpPEeHHAM BUIIAJKiB BUKOPMCTAHHS TEXHO-
norint 11 B imepcuBuux texuomorisax (Balushi et al,
2024) ta Metaverse (Guo et al, 2022) My MoxeMO
IiTH Jaii ¥ 3aIpOIOHYBaTM BU3HAYEHHA IIOHATTA
«HOMUpuOPUOHa Modenb HABHAHHS», B SIKil ydac-
HIKOM CTalOTh iHTe/NeKTyanbHi areHty, II-yaTwy,
HII-TeroTopu To1I0, TO6TO pi3Hi Texuosoril 11, sxi
cTaloTh migIpyHTAM 1A IIII-HaByaHHA AK 4eTBepT-
HOT'0 KOMITOHEHTa MOJI€JIi.

li6pupna, TpubpugHa Ta YOTMpPUOPUAHA MO-
memi 3maTHi 3a0e3meYnTV THYYKICTb y HaBYaHHI.
BnacHe TpubpupsHa Mopenp 3abesnedye OJATKO-
BUIl piBeHb B3aeMOJil 3aBAAKU iMepCUBHUM TeX-
HOJIOTifAM, TAKMM YMHOM IIOKPALyI04YM TOEJHAHHA
TPafgUILiTHOTO Ta OHJIAiH-HaBYaHH:A 3a NOIOMO-
roro eQeKkTy 3aHypeHHs, poO/IauN JIOoro IMOTeH -
HO GinbIll TPUBAGIMBUM Ta iHTepaKTUBHUM. [Ipo-
Te MOPIBHIHO 3 FiOPMAHOI MOZENTI0 TpUOpUAHA
norpebye OinblI PO3BMHEHOI TEXHONOTIYHOI iH-
pactpykrypu (rapHitypu BP um pmopmarku [IP),
AKICHOTO iHTepHeT-3B’A3Ky Ta HMOTYXXHUX Iepco-
HaJIbHUX TNPUCTPOIB (KOMITI0TepiB, cMapTQOHiB,
IUTAHIIETIB TOIIO).

OTrxe, TeopeTnyHa 6a3a BMKOPUCTaHHS iMep-
CUBHMX TEXHOJIOTiNl B OCBITi, 30KpeMa Metaverse,
IIPOJOBXXY€E PO3BMBATUCA. A HAyKOBLI Ta Iefjaro-
TU-TIPAKTYUKY BXXe alpoOOBYIOTH IIi TEXHO/OTII B OC-
BiTHPOMY ITpoljeci. 3yIMHMMOCS Ha aHasli3i ycminrHo-
rO BUKOPUCTaHHA Metaverse y BTN OCBiTi.

AHanmi3 pocBiny BuKopucranHa Metaverse
y Bumiit ocBiti. Ha ocHoBi ananisy ny6mixamiit,
B SIKMX OIJCAHO JJOCIJPKEHHA 1[0/J0 BUKOPUCTaHHA
Metaverse B OCBiTi, MO)XHa TOBOPUTH IIPO MOTEHIi-
aJI BUKOPMCTaHHA L€l TeXHOIOriI 11 TpancdopMa-
il JOCBiy HaBYaHHA 3a JOIIOMOTIOI iMEPCUBHOIO
Ta iHTEPaKTUMBHOIO CepefoBMILA. 3YIMHUMOCA [0-
KJIaJHille Ha JeAKNX MOCTiJPKEHHAX, 110 ABIAIThH
CO00I0 CHCTeMHMI OIJIAf, HAayKOBMX ITyOyikaiiit
IIOJ0 BMKOPMCTAaHHA TexXHosorii Metaverse y Bu-
wirt ocsiTi. HaykoBui Hwang G.-J. ta Chien S.-Y.
(Hwang, & Chien, 2022) Bu3HauMIM OpUYNHA /IS
npuitHATTA Metaverse i ocBiTHIX 1jineit. Louca S.
ta Chavan S. mimym pgani, BUMSHAYMBIIM IUIFOCU
Ta MiHycu iHTerpanii Metaverse B ocsity (Louca, &
Chavan, 2024). LIi gocmimkeHHs CBigyaTh MpO Te,
110 icHye 6araTo MOXX/IMBYX 3aCTOCyBaHb Metaverse
B OcBiTi. l]eit crmcok He € BUYEPIHUM, BiH 3pOCTa-
TUMeE 3aJIEXXHO Bifl Lji/ie}i HaBYaHHA Ta PO3BUTKY
niel TexHosorii. BogHouac € npobnemu iHterpamii
Metaverse B OCBiTy, HapMKJIaj, IOJO PO3pOOKU
IpaBWI, yIpaB/IiHHA Metaverse, aBTOPCbKOro Ipa-
Ba, ME€XaHi3MiB KOHTPOJIO, €TMYHUX CTaHJApTiB,
IpaB JTIO/{MHY, CBOOOAN CIOBa, 306inbleHHs «1nd-
poBOro pospuBy», Kibepsamexxnocti tomo. Kpim
TOTO, HE BCbOMY MO>KHa HaBYMTHU OHJIAIH, 30KpeMa
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TaKi JUCHUIUIIHN, AK CKIaJiHA Xipyprif Ta UUBiIb-
He OyHiBHMIITBO, CTMKAIOTbCA 3 IpoOiieMaMu Bce-
0iYHOrO HaBYaHHs dYepe3 MPAKTUYHI OOMeXeHHS
Ta CK/Ia/IHOCTi PeaJbHOTO CBITY.

S. A. Mubin Tta Thiruchelvam V. (Mubin, &
Thiruchelvam, 2023) crBepmxylorb, o Metaverse
Oyie IepCHeKTMBHUM aKTMBOM Ta iHCTPYMEHTOM
B OCBITi, KpiM 3BMYalfHOTO METOLY, aJyKe BiH Hafae
mpoctip, #e peanbHi cnernudikanii MOXyTh O6yTH
BIITBOpeHi 3a JJOIOMOIOK TeXHOJIOril HudpoBoro
pBilinuka. lle [osBo/iAe po3yMHille BMpilIyBaTu
npo0eMn B TaKMX Tany3sx, K OyiBHUIITBO, apXi-
TEKTYpPa, 0XOPOHa 3J0POB’sI, HAYKI IIPO >KUTTS TOLIO.
HesBaxkaroum Ha Te, IO OINANOBI MOCTIMKEHHS
eeKTMBHOCTI IMX TEXHOJIOTil /I OCBITU BUSABUIN
NIOMipHi JIoKa3y Toro, 10 Metaverse foriomarae cTy-
JE€HTaM Yy IOBCAKJEHHOMY HaBYaHHi, 3aCTOCYBaHH:
Metaverse B OCBiTi 6y/10 IINPOKO BUSHAHO sIK IpyBa-
6mBuMit Ta epeKTUBHNUI METON HaJJaHHS HaBYaTbHO-
TO IOCBITYy.

Sx sacBifuye cucTeMHMIT OINIAM eMIipMYHUX
IOCTiIKeHb IIOAO OCBiTM Ha OCHOBI Metaverse,
3pobnennit G. Asiksoy (Asiksoy, 2023), 6inbrmicth
JOCTi[PKeHb MPOBOAUINCA 31 CTy/IEHTaMI YHiBep-
CUTETIB, 30Cepe)KYIOUNCh HacaMIlepes Ha TaKOMY
tuni Metaverse, sk BP, a Takox nifkpecnoonoun He-
00XiffHiCTh 6inpLIO] eMImipUIHOi pOOOTU 3 BUKO-
PUCTAaHHAM TEXHOJIOTiI 3MilIaHOI peanbHOCTI B OC-
BiTHPOMY Metaverse. B inmomy cucreMHOMY Ormsapi
mireparypu (Latino et al, (2024) mocnimxeno oc-
TaHHI po3pobKM TexHosorii Metaverse B 0CBiTi, BuU-
3HA4Y€HO, 1110 BUKOPUCTAHHA TEXHOJOri Metaverse
3HAYHO IOKpally€e HaBYaAbHUII MPOILEC, POOIIIN
jioro Oi/NbII 3aXOIUIIOIOYNM Ta iIHTepaKTUBHUM. Ta-
KOXX y LIbOMY OITIAJi HaBeleHO IIepeliK IepeBar
i 06MexxeHb, OTPMMAHNUX 3 aHATI30BaHNUX Kejic-CTa-
mi. Ornag, spobnennit K. Oulahyane, M. Youssfi
ta N. Benmoussa (Oulahyane, Youssfi, & Benmoussa,
2024), 30cepe/KeHO Ha TEXHONOTiYHUX HOCSATHEH-
HAX, SKi cIpy4MHMIN iHTerpanito Metaverse B 0CBi-
Ty, BIUIMBi Ha METOAM BMK/Ia/laHHA Ta HaBYaHHA
Ta IIOTEHLIHUX IIepeBarax Ta IepelKoiax, 3 AKNU-
MM CTUKAIOTbCA BUKJIAZAdi Ta CTYHEHTM y Ipoueci
BUKOPUCTaHHA TexHoinoriit Metaverse. Y pocri-
mkenni M. A. Camilleri (Camilleri, 2024) Takox 06-
TOBOPIOIOTHCSI MOXKIMBOCTI, IPOO/IEMI Ta PU3KKI,
1oB’s13aHi 3 Li€lo TexHomorieo. Kpim Toro, y Hbomy
aBTOp IIOKa3ye, IO OLIBIIICTD CTYHEHTiB IpuBa-
O/TI0I0Th 3aXOIUIIOI0Yi MY/TbTUCEHCOPHI TpUBUMIpHI
CepefoBMILA, a TAKOXK HNOJATKU BipTya/bHOI peasb-
HOCTi, AKi MOXYTb CUMY/IIOBaTy peajibHi >KUTTEB]
curyanii Ta 3abesmedyBaTy 3aXOIUIIOIOYNUIL JOCBIf
BipTyaJIbHUX 300pa’keHb JIOHEN, MicLb 11 00’ €KTIB.
Orxe, mefarorn MoXXyTh IPOJOBXKYBaT pO3BUBa-
TU BipTyanbHi mpoctopu Metaverse, 1100 TOKpaim-
TV MOTMBALIiI0, 3XI6HOCTI Ta pe3ynIbTaTy HaBYaHHS
CBOIX y4HiB.

OpHuM i3 BaXK/IMBMX Ppe3y/IbTaTiB CUCTEMHOTO
ornAny nitepaTypu HaykoBLsaMu Mousa M., Soha A.
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ta Khalil A. (Mousa, Soha, & Khalil, 2024) € Busna-
4yeHi HUMM (QaKTOpy, IO BIUVIMBAIOTb Ha TOTOBHICTH
KOPUCTYBauiB TNPUIHATM Ta BUKOPUCTOBYBATHU
Metaverse B OCBIiTi, a caMe: BildyTHa IIPOCTOTA BUKO-
pucTaHHsA, nepefdadyBaHa KOPYUCHICTD, COLiaNbHUIA
BIUIVB, OYiKyBaHa IIPOAYKTUBHICTb, ocobucTa iHHO-
BalliJIHICTh, YCBiJOM/IEHA CK/IaJHICTh, 3aJlOBOIEHICTh
KOPUCTYBayiB, Bi[4yTHA aBTOHOMifl Ta IOBEJiHKO-
BMI1 HaMip.

BucnoBku ognoro 3 gocnigkens (Onu, Pradhan,
& Mbohwa, 2024) rpyHTyI0TbCA He /I Ha OIJIAAL
MiTepaTypy, a i Ha aHali3i iHTepB’I0 PO BUKOPU-
cTa”HHA Metaverse fnd BMKIafJaHHA Ta HaBYaHH:A.
Bonu sacsiguyrorsp, mo Metaverse gonomarae cTBo-
proBaTu 1 BMKOPMCTOBYBATM 3axXOIUIOIOYi Ta iH-
TepaKTVMBHI HaB4YaJbHiI CepeloBMIA Ta JO3BOJIAE
OCBITSIHaM pO3pOOIATH Ta HafaBaTH BipTyaabHMUI
TOCBiN, SIKMII CHpaBAi 3ajy4yae y4HIiB i 3abesmeuye
BiYyTTA MNPUCYTHOCTI, IO HEMOXIUBO B Tpa-
IULIAHMX yMOBaX Kiaacy. BipTyanpHi cumynAnii
I BipTyaZbHi €KCKypcCil [JOIOMaraloTb CTyLeHTaM
BUBYUTY CKJIaJHi KOHIENIii Ta peasnbHi cUTyalil
Oi7IbIII 3aXOIUIIOIOYe Ta iHTepakTUBHO. Metaverse
Ma€ MOTEeHIian [ MiATPUMKU IE€PCOHANII30BaHO-
ro Ta aflallTUBHOTO HaBYaHHA Ta MOXKe HaJlaBaTH
iHOMBiyaIbHMI JOCBiJ HABYaHHA Ha OCHOBI iHpM-
Biflya/IbHUX OTPe6, yogo6aHb i CTUIiB HaBYAHHS
Y4HiB, a TaKOXX MOXX€ aJalTyBaTUCA LO IPOrpecy
Ta 3BOPOTHOTO 3B’5I3KY YYHIB Y peXXuMi peaqbHOro
yacy.

Hocniguuku He, K. Ding ta J.-B. Zhang (He,
Ding, & Zhang, 2022) nepekoHani, o y Metaverse
MO>KHa pO3pOO/IATH CleHapii, AKi JO3BOJIAITH CTy-
IEeHTaM IUBUAKO IHTErpyBaTMcCA y BipTyajbHe Ha-
BYaJIbHE CEPENOBUIIE 3a KOPOTKMI IIPOMIXKOK Yacy,
a TaKO>XK BUKOPMCTOBYBATM 3PYYHMI MiJXif A1 Op-
ra”isamil CUTYallilfHOTO MOJENTIOBaHHA HaBYaHHA.
e craBUTb CTy[eHTa B LIEHTP HaBYaHH:A, Haflal0un
AKOMOTa Oi/ibIlle MO>K/IMBOCTEN /IS CUMY/IALIT HaB-
YaHHS Ta eKCIIepUMEHTIB, 1100 BOHM Maiyu JOCTaT-
Hiil IPOCTIip I/ 3POCTAaHHHA, a TAKOXX MaJI/l HAyKOBI,
IIOBTOPIOBA/IbHI, €KOHOMIiYHi, NMPAaKTUYHI Ta LIBUJ-
ki ¢yHKuil nporpecy. A BipTya/JbHMII BUUTeNb Mae
OyTu CXOXMM Ha HOBiTHIO TexHosmoriro I — in-
crpykropom UII, spmatHuM imiTyBaTu mOBefiHKY
BYMTEIiB-IIOfIel, CIIOYATKY JiarHOCTYIO4YM HENOMiKM
B 3HAHHAX KO>KHOT'O CTYJJ€HTa, a IOTiM Ha OCHOBI I1bO-
O 3/iJICHIOIOYY [IepCOHAi30BaHe HaBUYaHHA. TaKoXx
3HAUYHMI TOoTeHIia1 Metaverse 11 OCBiTUM BUCBIT-
moroTh M. A. Islam Mozumder, A. Atha ta in. (Islam
Mozumder et al, 2023), Harosnomyoun Ha TOMY, 1O
po3BUTOK Metaverse OesIOCepeqHbO OB A3aHUIT
31 3pUTCTIO TEXHOJOTIN 1 MOXXHAa BUMKOPUCTOBYBAaTH
pisHOMaHITHI HOMOMDXHI TeXHOJIOTII /11 NO6yHROBU
OCBITHBOI OCHOBM Metaverse, siKa 3a6esneqye BaXK-
JIUBY MiSTPUMKY /I €IEMEHTIB K y peabHOMY CBi-
Ti, Tak i B Metaverse. IcmaHChKi HayKOBIIi y CBOEMY
TOCTi/IKEeHH] JOXOIATb BUCHOBKY, 10 BUKOPUCTaHHA
Metaverse mokpalljye OLiHKM CTYHEHTIB, 1O Y CBOIO
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4Yepry MigBUIIYE HaMip JIOT0 BUMKOPUCTAHHS CTY-
mentamu (Castro-Lopez, Cervero, & Alvarez-Blanco,
2024).

BaxmuBuMm BHeckoM HaykoBLiB (Ak, Sen
Akbulut, Soydan, & Yildirim, 2024) y gocmimxen-
HA TE€MaTUKM IIPOEKTYBAaHHA OCBITHIX MeTaBcec-
BiTiB € 3aIIpONOHOBaHi MPaKTU4YHi peKOMeHJalil
I71A OCBITHIX MeTaBCECBIiTiB [ BUPIlIEHHA IIPO-
6neM mu3aiiHy, a caMe: 3a0e3leUeHHs] aKTUBHOTO
HaBYaHH:A, peTe/bHa iHTerpania texHonorin XR,
MOKpalleHHA KacToMisallil, COpUAHHA CHiBIIpalii,
MOKpallleHHA B3a€EMOJii Ta KOMYyHiKallii, 3abesne-
YeHHA TeXHIYHOI MiATPUMKM Ta 3PYYHOCTI BUKO-
pUCTaHHA.

OpHuM i3 TpMKMaJiB NPAaKTUYHOTO 3aCTOCY-
BaHHA Metaverse B OCBIiTi € 110ro 3almpoBaJ>)KeHHA
y Kypci mcmxosnorii, 30KpeMa 3 BUKOPUCTaHHAM
w1aThopMu A CTBOPEHHA BipTya/lbHUX cepefo-
Buiy Virbela (Liang et al, 2023). Ha ocHoBi ananisy
OTPMMaHMX Iifj 9ac JOCTIPKEHHsA LIbOTO IPOLecy
KiIbKicHUX i fAKICHMX HaHMX HAyKOBILi 3poOummm
KizbKa BUCHOBKIB. [lo-nepie, cTygeHTH Manu Xo-
poumit JOCBiJ HaBYaHH:A B Metaverse, mpore ix pe-
3y/IbTaTy HaBYAHHs Oyau MeHII 3aoBinpHuMuU. Lle
MiZKPeCToe HeOOXiTHICTh MOJABIINX JOCTII>KEHb
o0 eeKTUBHOIO AM3aliHy Kypcy B Metaverse.
ITo-ppyre, pyuxuii Metaverse oTpumany pisHi Bif-
TyKM, a caMe: O6imbuIicTh QyHKIiN B3aeMopil Oymiu
fpobpe CHPMITHATI CTY[AeHTaMM, 5K i TeXHOIOTi4-
Hi ¢ynkuii. ITo-TpeTe, X04a CTYZEHTM CTUKAINMCA
3 pi3HMMM TeXHIYHMMU MpobOIeMaMM Hif 4ac Ipo-
Ijecy HaBYaHHS B Metaverse, mpobnemMa po3puBy
3B’SI3Ky 3ycTpivasacsi dactime i Mama Oimbrumit
BIUIMB Ha [OCBifj HaBYAHHA, TOMY L0 Ie 6e3mo-
cepefiHbO INPU3BENO JIO TOTO, WO CTYAEHTU Oynmn
BiK/II0YeHI BiJj HaBYaJIbHOIO CepefoBMIIA Ta IM
noTpibHO OyI0 3pO6UTH Fy>Ke BIUCHAXK/INBI Ollepa-
IIii, IMepIm Hi>X BOHM MOITIM IIOBEPHYTHUCH HO Kja-
cy. OTxe, cama TexHonoriss Metaverse gobpe 6yna
CIIPUIHATA CTYJLEeHTAMU i1 He BUK/INKAJIA BEIMKOTO
prckoMdopTy. BogHouac pu BUKOPUCTaHHI TaKol
pecypCcHOMICTKOI TexHOOril, AK Metaverse, BuKia-
fayaM BapTO IepenbadaTyi PU3UKMU BiTKITHOYEHHS
iHTepHeT-3B A3KY.

B inmomy pocmimxenni (Uribe, Figueroa, &
Gomez, 2024) onyucaHO KOCBif BUKOPUCTAHHS TeX-
HOJIOTil Metaverse Ha YOTHPBHOX PisHUX IIardop-
Mmax (Meta Horizon Workrooms, Spatial, Mozilla
Hubs i Arthur). HaykoBui oniHioBaau BIJIMB Ta-
Kux QakTopis, sIK aBaTapu, MPOCTip, MOOINbHICTD
i momaTkoBi QyHKUII Ha KOHLIEHTpALil0, 3pYUHICTD
BUKOPUCTaHHA, NPUCYTHICTh i HaB4yaHHA. Ha ix
BYMKY, iCTOTHUX BiIMiHHOCTEN y p€3y/nbTaTax HaB-
YaHHA 3 BUKOpMCTAaHHAM Metaverse He BifOynocs,
mpoTe OynM BUsIBIIEHI 3HAYHI BifMIHHOCTI B AKOCTI
MOCBifly B Kiaci. 30KpeMa, CIOCTepiraBcsi BMIUIT
piBeHb 3aHyDEHHS, KOHLEHTpalil Ta MPUCYTHOCTI
B Metaverse 3 obOMexeHUM pyxoM i (yHKIisAMU.
Kpim ToOro, y BUCHOBKax HOCTi[)K€HHA MiJKpeco-
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€TbCA MO3UTHBHUI BIUIMB aBaTapiB i3 peamicTud-
HVIM BMPa3oM 00/IMY4st Ha TOKPAllleHHs 3aralbHOr0
nocsiny. Takoxx aBTOpM NPONOHYIOTh PeKOMeH alil
moao KoHpiryparii ayauropiit y Metaverse Ha oc-
HOBI aHayi3y aHKeTH, a came: 1) st Meta Horizon
Workrooms — BUKOpUCTAaHHSA MOLIKM Ta MEKO-
PaTUBHUX e/leMEHTIiB, MOB’SI3aHUX 3 Bimeoirpamu,
30KpeMa 300paKeHHs JIOTOTHUIIB irop Ha CTiHaX;
2) mns Spatial — cTBOpeHHS pisHUX KiMHAT 31 Crait-
oaMn Ha cTiHax i 3D-mopenamm, 1o imocTpysa-
NN 3MICT TeOpeTHYHOro Martepiany y Kiaci; 3) mis
Mozilla Hubs — posmimenus y npocropi cnaiipis,
300pakeHb Ha CTiHaxX Ta imocTpatuBHMX 3D-Mo-
Ierneli, pO3MONiIEHNX MO Pi3HMX KiMHaTax; 4) s
Arthur — Bukopucranus QyHKIi A1 JOZaBaHHS
300paxkeHb i 3D-06’€KTiB, BK/IOYAOUN 300parkeH-
HA Ta Cnaigu npo nporpamu BP pnsa HaBuaHHA
ta 3D-Mopenb aBTOMOOIA. BaktuBuMM BUCHOBKA-
MU 3 [[bOTO JTOCTI/KEHHs €: aBatapu 3 61pIn npu-
POMHOI MiMiKOIO CTBOPIOIOTH MEHIIe JUCKOMMOPTY
ta Oinblie BigYyTTA 3aHYpeHHs; IIaTGopMu, AKi
IPONOHYIOTb MOXIMBICTh CUJITH a00 3amuIaTics
y (biKCOBaHOMy MicIli, MeHIIle BiJBOMIKAIOTh i 103-
BOJIAIOTD Kpallle CTyAeHTaM 30CepeauTIC; 3a0e3Ie-
YeHHs IPUPOJHOCTI PyXiB € 61IbII BaXkK/IMBUM, HIX
0OMeXeHHA PyXIUBOCTI, i BogjHOYac eeKTUBHICTD
IWIaTQOPMM 3aJIEXKUTD BiJl TOr0, HACKIIBKY 11 PyHK-
1[ioHa/IbHi MOXXTMBOCTI BiZITIOBi/IalOTh Li/IAM KJIacy.

HaykoBusamu TOHKOHICHKOTO IOMITEXHIYHOTO
yHiBepcutery (Ng et al, 2023) 6y10 3aIpOIOHOBAHO
CTPYKTYPY reiiMihikoBaHOr0 KOHCTPYKTUBICTCHKOTO
BUKIamaHHA B Metaverse (Gamified Constructivist
Teaching in the Metaverse — GCTM) mnst 3aHATDb
3 imkeHepii. Bona 6yya cripsiMoBaHa Ha Mif{BUIIEHHS
3aJIy4eHOCTi Ta 3a0BO/IeHHA Y cpepi ocBiTH 3 iHOP-
MaTMKI. 3aBJsAKY YHIKaIbHUM IIOEJHAHHAM JU3alHY
irpoBOro CBiTYy, AM3aiiHy IPAaBUJ, POIbOBOI I'PH, 3a-
BIaHb Micilt Ta oninku GCTM mpopeMoHcTpyBana
Gararoobilsioui pesyabraTy B IIOKpallleHHI B3ae-
MOJIil MK CTY[IEHTOM Ta BUKJIaJadyeM Ta CTBOPEHHI
MILIHIIIOTO BifYyTTA NPUCYTHOCTI Cepep, CTYHEHTIB
HOPIBHSHO 31 3BMYailHUMM ITaTOPMaMU, TAKUMMU
sk ZOOM abo MS Teams. OtpumaHi pesynbraTi
nigkpecnioots norennian GCTM y Tpanchopmanii
OCBITHBOTO MOCBify, CBif4aTh NIPO 3HAYHMII KPOK
I0 Oi/bIII iHTepaKTMBHOTO Ta OPIEHTOBAHOTO HA CTY-
TeHTa TiJXONy.

Y pocmimKeHHI OO YHOCKOHAJ€HHA TyMa-
HITapHOTO HaBYaHHA 3a JJOIIOMOTOI TEXHOJIOTiI
Metaverse (Pangsapa et al, 2023) BMKOpMCTOBY-
Basacs mporpama Soqqle Classlet 3 aBTopchkUMU
iHCTpyMeHTaMI A1 CTBOPEHH: peajiCTUYHMX Ha-
BYAJIbHUX CEPEJOBUII, IO IPOIOHYE 3aXOILTIOI-
9Uii, afalITUBHUI JOCBiJ HaBYaHHS 3a JOIOMOTOIO
HACTPOIOBAaHMX aBaTapiB, HEIrpOBUX II€PCOHAXIB
ta BP. V pesynbrari BMKOpKUCTaHHA KiTbKOX BipTy-
aJIbHMX CepefOBUI JIOTO aBTOPU AilII/IM BUCHOBKY,
II0 BMKOPMCTaHHA TexHosorii Metaverse mokpa-
1lye 3a7y4eHHsA CTYHEHTIB i pe3yabTaTyl HaBYaHHS,
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a Oi7pUIICTD yYaCHUKIB BBa)KAJIM 1[0 TEXHOJIOTIIO 1ii-
KaBOIO Ta KOPMCHOIO, HE3BAXKAK04M Ha [IeAKi TeXHid-
Hi mpo6nemu. Crix 3a3HAYNTH, 1O I[e JOCTIKEHHS
MiIKpec/II0€ MO3UTUBHUI BIIMB BK/IIOYEHHA CO-
1Iia/IbHOTO HAaBYaHHA Ta KONEKTUBHOIO iHTEIEKTY
B cepefopuiie Metaverse Ha 3almy4eHHsA Ta yCIill-
HICTb CTYJ€HTIB. Horo aBTOPU TAKOXX 3a3HAYAIOTD,
110 BUKOPUCTAHHA TPYIOBUX 3aXO/iB, IIPE3eHTallill
i BipTyalIbHMX IE€PCOHAXIB fAK CIHiBYYHIB CIpUAIO
cmiBmpani Ta 0OMiHY 3HAHHAMU MDK yYHAMM, IO
MMOKpAaIyBalo iXHE PO3YMIHHA MaTepiaay Ta COLi-
a7IbHi /1 KOMYHIKaTHBHI HaBIMYKMU.

Hayxosui 3 4-x pisHux kpain (Ilonbura, ITopry-
ranisg, Himewunna, Icnanisn) (Rojas et al, 2023) mia
iH>KeHepHUX KYpCiB BUKOPUCTOBYBAIM IUIATGOPMY
WBS LearnSpace 3D, sAKa socepekeHa Ha OCBITHiX
cepemoBuINaX Ha OCHOBI reiMicdikarii. [Ins Bcporo
KOHCOPILIIyMY IIPOEKTY OYy/I0 pO3pobIeHO BipTyaib-
HUIJT KaMIIyC 3 pi3HOMaHITHUMM KOH(pepeHI|-3a1amu,
KIacami, odicamy, 30HaMM BiIIOYMHKY Ta XOJIOM

(puc. 5).

Cepep, GyHKILI B OCBITHBOMY KOHTEKCTI MOX-
Ha BUJIIUTHA MOXIMBICTb NEMOHCTpaLii JJOKYMEeH-
TiB (crmaign, 306pakeHHs, KOMAH/HI PSIKM TOIIO)
i 3D-06’eKTiB, peanizalis ONUTYBaHHs] Ta MiTHAT-
TS PYKU, BUKOPUCTaHHA MeOmiB (cupiHb, AUBaHIB
TOlIO) Ta aKTMBIB (71asepHi ykasku abo Tenedoun),
3MEHIIEeHHA 4 30i/IbIIeHH TYYHOCTI 3BYKY 3a/IeX-
HO Bif BifcTaHi MK y4acHMKamu Oecinu, a TaKoX
PyXu aBaTapiB, BK/IIOYA04YM TaKi )XECTH, AK MaxaH-
Hsl pyKaMM, MiZHATTS BEMKOTO IaJblisi Bropy abo
MiMika. KinbKicHi pe3ynbraTu onuTyBaHHA, IpOBe-
IEeHOTO IiC/s BUKOPUCTAHH:A 1iel miatdopmu, 3a-
CBiJiYM/IN, IO CTY/IEHTAaM Ha/I3BMYaITHO JIETKO BUKO-
pucToByBaTu nofi6Hmit TN mwiarpopmu Metaverse,
BOHM IIOSUTVMBHO OLIHMIM pPiBEHb 3aJ0OBOJIEHHA
wrat$hopmMoIo, a 3armnbIeHicTh i peasni3aM OIjiHIOBA-
JIUCA AK CIIpaBefIMBi 11 JOCTATHI, X04a IXHi JyMKU
IIOfIO JOCBiJly HaBYaHHA Ta KOPMCHOCTI MEHII Ofi-
Ho3HayHi. CTy#eHTM NOTOAMINCD i3 TUM, IO iHTe-
PAKTUBHICTD 3a/MIIAETHCA HEJOCTATHHOIO B MOPIB-
HSAHHI 3 OYHUM HaBYaHHSAM.

a)

Descripcién
del problema

r)

,‘

—TTTTTTT—

I
|

Puc. 5. 306paxenus y cepegosuuyi WBS LearnSpace 3D: a) Bipryanbuuit kammyc mnpoekry e-CLOSE;
6) CTyJeHTV BUKOPUCTOBYIOTb IIPOEKTOP i Ta3epHy yKas3Ky [yIA Ipe3eHTallii; 6) CTyAeHTU MaxaloTb py-
KaMU, alUVIOAYIOTh i BUKOPUCTOBYIOTh JIa3epHy YKasKy; ¢) KiHel[b ypoky B LearnSpace i3 306paxeHHsAMU

Ta JOLIKaMI IO03aAy CTYHAeHTiB

OTxe, Ile TOCTi)KeHHs TOKasye, mo Metaverse
Mae IOTEeHLjial /i PO3SBUTKY BUIIOI OCBIiTH, IPO-
IIOHYIOYY HOBI CIIOCOOM HaBYaHHSA, CIIBIIpali Ta 3a-
JIy4€HHsI MOTMBAILIIHOIO HABYa/IbHOTO Marepiaiy.
OpHak aBTOpM BUAUIMINM ¥ KibKa IpobieM, sKi
HeOOXifHO IMOFOo/MaTy, 100 MOBHICTIO peanisyBaTu
CBiif MOTeHIjas, a caMe: HeoOXigHMIT HOCTYH HO iH-
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pacTpykTypu  (BUCOKOIIBMAKICHE — IifIKITIOYEHHSA
mo InTepHeTy, moTyXHi npucTpoi Ta rapuirypu BP);
IIEPEeOCMMCTIEHHA TPaNULiIHUX METOJiB HaBYaHHS,
B3a€EMOfIii Ta CIJIKyBaHH#; CKIaHICTb CTBOPEHHA
BMicTy nsa Metaverse mns HeaxiBiiis; 3abe3nedeH-
HA MOCTYIHOCTI I/ BCIX CTY[EHTIB, Y TOMY 4MCi
IJIS TUX, XTO Ma€ 0OMeXXeHi MOXXIMBOCTI; HeoOXif-
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HICTP TIepeHaBYaHHS BUK/IAZAYiB /I PO3POOKM
eeKTUBHIUX HaBYaJIbHNUX IPOrPaM.

HikaBuMm € aHamis BMKOpucTaHHA Metaverse
y ¢isuuyHOMY BuXOBaHi, 3pOONeHNMII MiBIEHHOKO-
pericbkumu BueHumu (Yu, 2022). Ha ocHoBi aHanmisy
MOXX/IMBOCTEN 4OTMPbOX TumiB Metaverse (momos-
HEHa peasIbHICTh, BIipTya/lbHMII CBIiT, A3€pKaIbHMUIA
CBiT, mait¢rorinr' ) BOHM MigcyMyBam, Mo icHyloui
TEXHOJIOTii JO3BOJIAIOTh 3/i/ICHIOBATY BUK/IAJALbKY
Ta HaBYaJ/IbHY JIiA/IbHICTD, 3aCHOBAHY Ha BipTya/IbHill
abo JjonoBHeHi peanbHOCTI. Hanpuxiaz, expaHHmit
ronb®, TeHic, 6eiicbo, HaCTiIMBHMIT TEHIC, iTora, TaH-
1ji TOIO MO>KHA BUKOPUCTOBYBATH SIK 3acib HaBuaH-
HA isnvHOi KymbTypu. JlajimoriHr Mo)ke HMIMPOKO
BUKOPUCTOBYBatucs y ¢isionorii ¢isuynmx BIpaB
i TPEHYBaHHAX, a J3€PKATIbHUI CBIiT TAKOX I03BOJIAE
npogecopy Ta BeNMKiil KibKOCTi CTyHeHTIB I3puTn
Ha BeJOCUIIE[laX Pa3oOM i HaBYaTU NPAaBUIbHUX Me-
TOZIiB BIIpaB Ha OffHOMY ekpaHi. OTXe, K 3a3Ha4yae
aBTOp MOCII/PKEHHS, YpOKM (Pi3MYHOrO BUXOBAHHSA
B enioxy Metaverse 6ynyTb po3BuBaTnCH, 30epirarodn
OPi€HTOBAaHY Ha IOCTIIHY IPAKTUKY OHJIAMH-II/IaT-
¢dopmy. Pormi BukIafadiB Ha I[bOMY eTami MaioTb
3MIiHUTHMCA Bif /TifepiB i CyAAiB O CIiBaBTOPIB i IO-
MIYHUKIB, a CTy[eHTa CJIiJi PO3I/IAAaTU AK KepiBHU-
Ka, AKUII Kepye BIaCHMM HaBYaHHAM, 3aHYPIOIOUNCh
B YpOKM (pi3MYHOTO BUXOBAaHHSA Ta HAaBYAIOUNCh Ca-
MOCTIJIHO.

[loTennian HaByanbHMX cepepoBuly Metaverse
I MigBUILNEHH: aKaJeMiYHUX NOCATHEHb, 30Kpe-
Ma /I BUMBYEHHS aHIVIiIICbKOI MOBU SIK iHO3€MHOI,
MiJKpecIIoTh Majal3iricbKi BueHi Y. Jiao, D. Dewitt
ta R. B. A. Razak (Jiao, Dewitt, & Razak, 2024), Haro-
JIOLIYIOYM Ha iX iHTerpauii 3 TpaguLillHOK OCBITOIO,
edeKTUBHUX MMeJarorivHNX MifIXogaxX, pi3HOMaHiTHO-
cri TuniB Metaverse y BUBYEHHI aHIVIiIICBKOI MOBM
Ta mpobreMax, OB A3aHNX 13 TaTopmamy Ha Oc-
HOBi Metaverse.

[PYHTYIOUNCh HA ONMUTYBAHHI CTY[EHTIB BUIIVX
HaBYA/IbHMX 3aK/TaJIiB, SIKi MAIOTh JOCBiT poOOTH 3 iH-
TepaKTUBHUMU TeXHoJorisMu (Hampukiaj, AR, VR,
XR) Ta BipTya/IbHUMM CBiTaMu, aBTOPY ZOCTIKEHHS
(Al-Adwan, Li, Al-Adwan, A. et al, 2023) BusHaumMIN
daxTopy, AKi BIVIMBAIOTD HA IPUITHATTA CTYAEHTAMU
HaBYaJIbHMX IUIaT$OPM Ha OCHOBI Metaverse, a came:
BiT4yTTA KOPMCHOCTI, ocobucra iHHOBALiTHICTD
y coepi IT rta BiguyTTs 3agmoBoneHoCTi. OCHOBHI
BUCHOBKU IIOJIATAIOTH Y TOMY, L0 0COOMCTa iHHOBA-
uirnaicTs y cdepi IT, camoedexTuBHiCTD, CIpuUitHA-
Ta JIETKICTb BMKOPMCTAHHsA, CIPUIHATA KOPUCHICTD
Ta CHPUIHATE 3a/[0BOJIEHHS IMO3UTHBHO BIIMBAIOTh
Ha HaMip BMKOpUCTOBYBaTu Metaverse y HaB4aHHI.
3 iHImoro 60Ky, CIpMItHATI KibeppM3MKM HEIraTUBHO
BIUIMBAIOTh Ha NPUIHATTA Ijiel TexHosoril. ocmi-
[DKEHHs IIOKpecIioe BaXKINBICTb CTBOpeHHs 6e3-
NI€YHOT0, KOPMCHOTO Ta IPMEMHOTIO JJOCBiJly HaBYaH-
Hs1 B Metaverse, 11106 3a0XOTUTH CTYJEHTIB /{0 110T0

BUKOpUCTaHHA. Ile MOXXe JOIIOMOI'TH OCBiTHIM ycCTa-
HOBaM Kpallle BIIpOBaJKyBaTy TexHosorii Metaverse
B OCBIiTHIl ITpolec.

IInranna sacTocyBaHHsA TexHonorii Metaverse
y npodeciitHiit ocsiti Topkaerscs X. Li (Li, 2022).
Bin BBaXKae, 10 OCBiTHII Metaverse BifKpyuBae HOBi
MOXIMBOCTI /151 IpodeciliHOT OCBITY, BUKOPUCTOBY-
tour Texnororii 11, [IP, BP, 6nok4eliny Ta nudposux
IBIIHYUKIB, 1O I03BOJIAE peali3oByBaTy IIEPCOHAJI-
30BaHE HaBYaHH:A, BUKOPUCTOBYBAaTM iHTEPAaKTMBHI
BipTyanbHi cepefoBuina Ta HUPPOBUX BUK/IAAUIB.
Ha jioro pymKy, BukopuctanHs Metaverse TaKoxx
3HIDKYE BUTPATy Ha IPaKTM4YHE HaBYAHHSA, CIPUAE
CIPaBEIMBOMY PO3IOZITY OCBITHIX PECYPCiB Ta IO-
Kpallye CIIBIPALI0 MDK HaBYaIbHUMU 3aK/IaLaMU
Ta IiIpMEMCTBaMU, JI03BONsA€ peasnisyBaTy Oara-
TOCIleHapHe HaBYaHH:A, MifIBUIYE NPUBAOIMBICTD
npodeciiiHol OCBiTH Ta HOIOMAara€e CTyAeHTaM Kpa-
e MAroTyBaTMCs RO Mait0yTHboi Kapepu. Kpim
TOTO, aBTOP 3a3HAYAE, L0 BUKOPUCTAaHHA Metaverse
MO>e JOIOMOI'TY BUPIIINTY TPYyHHOLLl mpodeciiiHol
ocBiTK Ta cpOpMyBaTH HOBY €KOJIOri0 IMpodeciitHol
OCBITH.

OTxe, 3a OCTaHHI 5 pOKiB HOCTIIZHUKN B Pi3HUX
KpaiHaX 3[ifICHIOBa/IM CIIPOOM BIPOBAKEHHS TeX-
Hojorii Metaverse y BUIILiil OCBITi, aHajli3yloun pe-
3y/IbTaTy BIpoBajKeHHA. Lle 1osBossge Ham oTpuMa-
T YABJIEHHA PO IE€pPeBaru, MOX/IMBOCTI, HEJOMIKM
i pusuKM BIpOBa/>KeHHsA Metaverse y OCBiTHiit mpo-
1[eC yHiBEepCUTETIB.

Bucnoskn. basyrounce Ha aHami3i HAyKOBUX Jl0-
CTi/PKeHb, HaMy OY/I0 HaflaHO CydacHe PO3YyMiHHS
Metaverse K 3aXOIIIOI0YOTO TPUBVMIPHOTO BipTy-
aZIbHOTO CBITY I/ B3a€EMOJii KOPUCTYBadiB 4epes
IntepHer, sk iHTerpanii ¢ismynoro cBity 3 ung-
poBMMM 00’€KTaMu, AKMMU MOXKHa MaHiIlyTIOBATH
B pe€ajlbHOMY 4Yaci, HACTYIIHOTO €TaIlly PO3BUTKY
IHTepHeTy, 10 6a3y€eTbCs Ha TEXHOJOTiAX OIOKYeIt-
Hy Ta IIII, a TakoX K Mepe>ka B3a€EMOIIOB A3aHUX
BipTya/lbHUX CBiTiB 3 Bukopucranuam 3D-cepefo-
BIUII Ta PO3LIMPEHUX iHTepdeiiciB KopucTyBaua.
Metaverse Mae CBOIO eKocuctemy (o6namHaHHS,
nporpaMHe 3abesIedyeHHs, irpoBi TEXHOMOrII, Tex-
HOJIOTi1 conianbHMX Mepex, mwiarpopmu Metaverse,
¢dinancosi mnardpopmu, pUHOK aKTUBIB, KOPUCTY-
Baui) Ta IOAiNAETbCA Ha YOTMPY TUIN: JOIIOBHe-
Ha peasibHiCTb, BipTya/lbHMII CBiT, A3€pKa/bHMIIA
cBit, maidnorinr. e gamo Ham migcTaBM BBaXKaTu
Metaverse 4aCTMHOIO «TpUOPUIHOI» MOZie/Ii HaBYaH-
HsI, sIKa BK/IIOYA€E Tpajuliiline ocobucrte (odraiin)
HaBYaHH#A, OHJIa/iH-HaBYaHHA Ta BipTya/lbHe cepe-
mosuite (Metaverse). L1s1 mopernb 3abe3meuye fopaT-
KOBUII piBE€Hb B3a€MOJIl 3aBJAKM iMEpCUBHUM Te€X-
HOJIOTifIM, IOKPAIIYIO4UM IOENHAHHA TPAANIITHOTO
Ta OH/IAllH-HaBYaHHA.

ITpoananisoBaHi NpMKIafM YCHINIHOTO BUKO-
puctanHa Metaverse y BMIIil OCBIiTI 3apyObKHUX

! ABroMaTnuHe (QDiKCYBaHHI HOBCSIK/IEHHOTO SKUTTS JIIOAMHN Ha 11(POBMIT HOCIIL.

OcBiTOnoriyHNN gUCKypc
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YHIBEPCUTETIB MOXYTb CIyTYBaTU IIAIPYHTAM IS
Hac/ligyBaHHA. 30KpeMa, Metaverse Haflae MOX/IN-
BiCTb CTBOpIOBATM 3aXOIUIIOIOYi TPpUBUMIpPHI Bip-
Tya/lbHi CBiTH, Jleé CTYHZEHTM MOXYTb B3aEMOJif-
T 3 METOK OTPMMaHHA HaBYaJIbHOTO JIOCBily AK
3 00’eKTaMM BMBYEHH:A, TaK i OHE 3 OJHUM, 3 BMU-
K/laZlayaMy, IpefcTaBHMKaMu Tramysi. [lerambHo
NpOAyMaHi cleHapil opraHisauii cHUTyauiiiHOrO
MOJIe/IIOBAaHHs HaBYaHHA y Metaverse [03BONAIOTH
peasnisyBaT! CTYIECHTOLIEHTPOBAHe Ta IIEPCOHANi30-
BaHe HaBYaHH:, 110 y CBOIO Yepry IOKpAIy€e OLiH-
KI CTYZEHTIB, IX 34i6HOCTI Ta pe3y/nbTaT HaBYaH-
HfA, a TAKOXX IiIBMIIYE MOTMBALil0 O HaBYaHHA.
HaykoB1i mepekoHaHi, o A peanisanii IUTIOCIB
Metaverse IOTpiOHO JOTPUMYBATHCS IIEBHUX IPaK-
TUYHUX PEKOMEHMALIN LO/I0 AM3allHy BipTya/lbHO-
O CepeoBuIIa, TepenbadaTyt pU3UKN BiKTIOYeHH ST
iHTepHeT-3B’3Ky 1 3aco0M 3MEHIIEHHS HeraTuB-
HOTO BIUIMBY Ha JIOCBifl HaBYaHHA 4epe3 TeXHiuHi
IepelKOaY, a TAKOX pealisoByBaTy AOLIIbHI KOH-
¢irypauii ayguropiit y Metaverse, IpupiuTu yBary
OinbIIl peamicTMYHUM aBaTapam 3 Oi/lbIl TpUPOJ-
HOI0O MiMiKOI0 Ta BMKOPMCTOBYBAaTU BipTya/bHUX
HepCOHaXIB AK CHiBy4YHIB HyIA cHiBmpani Ta 0OMiHy
3HaHHAMU. Ba)kIMBO aKIleHTyBaTM yBary Ha TOMY,
0 MU PO3JINAEMO NYMKY HayKOBLiB IIOJO BUKO-
PUCTaHHA TakKoro Tumy miatdpopmu Metaverse, gKa

CIIMCOK BUKOPUCTAHMUX IKEPEJI

30cepeyKeHa Ha OCBITHIX cepeloBMIaX Ha OCHOBI
reitmicdikanii, Hanpukmran sik WBS LearnSpace 3D.
TakoX MM MiATPUMYEMO AYMKY IIpO Te, IO POb
BMKJIaJlaya 3MiHIOETbCSA Ha CIIiBaBTOPa i MOMiYHMKa,
a porb CTyAeHTa — Ha KepiBHNMKA BIACHOTO HaBYaH-
HsA. AJ)Ke HayKOBIISIMU JIOBEZIEHO, 110 0cobucTa iH-
HOBaLiiHICTb cTyneHTiB y cdepi IT, camoedexTnn-
HIiCTb, BIJ4yTTA JIETKOCTi BUKOPUCTAHHA TEXHOJIOTI],
il KOPMCHOCTiI Ta 3aJOBOJIEHOCTI HEI IO3UTUBHO
BIUIMBAIOTh HAa HaMip BUKOPUCTOBYBaTM Metaverse
y HaB4YaHHi. BBa)kaeTbcsA, 110 BUKOPUCTAHHA
Metaverse sHMOKYE BUTPATU Ha NIPAaKTU4YHE HaBYaH-
Hs, CIIpMSAE CIIPABEJJIMBOMY PO3IOJiNTy OCBIiTHIX pe-
CypciB Ta IOKpalllye CHiBIpalLio MiXK HaBYa/IbHIMHA
3aK/JIaJlaMI Ta MiJIIPUEMCTBAMN, & TAKOX JTO3BOJIAE
peasisyBatu ImepcoHaisoBaHe Ta GaraToclieHapHe
HaBYaHHA.

OpHak BapTo 3a3HAuMTy, IO iHTerpamis
Metaverse B OCBITy CTMKA€TbCA 3 MEBHUMM BUKIN-
KaMI, TaKMMIU K po3poOKa IIpaBuiI, YIpPaBIiHHS,
aBTOPCbKe IIPaBO, eTUYHI CTAaHAAPTYU Ta IIOTEHLiVIHEe
36inbIueHHs «11POBOro po3puBy». Tomy MaiiGyTHI
FOCTiPKEHH MOXYTb OYTU 30CepePKeHi Y IboMy
HanpsAMi, BK/IOYAYM HPaKTUYHE BUKOPUCTAHHA
TexHooril Metaverse B ocBiTHbOMY Ipolieci Ha 6asi
YKPaiHCbKUX YHIBEpCUTETIB Ta IOJA/IbIINIL 10O
aHasis.
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THE CONCEPT OF A METAVERSE-BASED TRIBRID MODEL OF LEARNING:
THE CASE STUDY OF SUCCESSFUL USE IN HIGHER EDUCATION

Abstract. In the study, the authors, based on the progress of virtual reality and Metaverse technologies and
the growing interest of scientists in the topic of their implementation in higher education, presented a contemporary
understanding of Metaverse, its structure (vendor equipment, software, gaming industry technologies, social
networking technologies, Metaverse platforms, financial platforms, asset market for tokens and blockchain platforms,
and users) and a description of its four types (augmented reality, virtual reality, mirror world, and lifelogging).
Having analysed scientific literature, the authors substantiate the emergence of a new post-hybrid learning model —
the tribrid model, which, according to the authors, combines traditional face-to-face learning, online learning,
and a virtual environment (modelled environment, immersive environment, or Metaverse). Without delving
into the theoretical justification, the authors also introduce a new topic — the “quadruple-loop learning model”
meaning that artificial intelligence technologies (intelligent agents, Al chats, Al tutors, etc) are added to all elements
of the tribrid model of learning.

The analysis of systematic reviews of scientific publications on the use of Metaverse technology in higher education
shows that Metaverse has significant potential for transforming higher education due to the ability to model immersive
and interactive environments, real-life scenarios (e.g., in medicine, architecture, construction), in particular with
the help of digital twins, increasing student engagement in the learning process, improving their experience and
learning efficiency.
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Having analysed scientific publications on the use of Metaverse in higher education, the authors analyse examples of its
successful use that can serve as a basis for imitation in Ukrainian universities. In particular, virtual simulations and
excursions help students learn complex concepts and real-world situations in a more engaging and interactive way;
well-designed learning scenarios allow students to be at the centre of learning, offering opportunities for personalized
and adaptive learning; well-designed classroom configurations in the Metaverse, realistic avatars, and the use
of virtual characters as co-learners for collaboration and knowledge sharing contribute to a greater immersion effect,
which in turn improves the learning experience of the learners. Despite limited evidence of effectiveness, Metaverse
is recognized as a promising tool for innovation in higher education. It can become a key element of the education
of the future, but its implementation requires overcoming technical, legal, and pedagogical challenges.
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