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BBenenue. Ha cerogusimHuii AeHh BapHATHBHOCTh M IOJHOTA OOpa3OBaHHS IS JIUI[ C
WHBAJIUIHOCTBIO TI0 3PEHUI0 HE SBIBICTCS B IOJIHOM Mepe BCEOOBEMITIONIEH M JOCTHKUMOH IO
YPOBHIO B CPaBHEHUH C KAYECTBOM U KOJIMYECTBOM 00pa30BaHUsI MaCCOBBIX 0011e00pa30oBaTeNbHBIX
IIKOJI. Y CTapeBIINE TEXHOJIOTUUA U METOJUKH, IPUMEHSIEMBIC TIPH MOJaue MaTepHralia, yJalumcs C
HapyIIeHUEeM 3pEHHUs, He UMEIOT BO3MOXXHOCTH B ITOJTHOM 00beMe MPEA0CTaBIATh 00pa30BaTEeIbHBIN
KOHTeHT. OTCyTCTBHE HEOOXOAMMBIX MPOrPaMMHO-AMMAPATHBIX KOMIUIEKCOB HE TI03BOJISET
MOJIyYUTh PaBHOMEPHOE pacmpejefieHne TMOoJayd W yCBOCHUS Marepuaja  ydaluMHCS.
HenpumeHeHne MHTEIEKTYaU3allu 1 UHTEPAKTUBHOCTH MTPOTrPaMMHO-aNIapaTHBIX KOMILIEKCOB
NPUBOAUT K CHHM)KEHHMIO CKOPOCTH CBOEBPEMEHHOW MOJrOTOBKM MaTepHualia MpernojaBaTeeM B
COOTBETCTBUU C HMHAYCTPUAIBbHBIMU TPEOOBAaHUSIMU, MPOBEPKHU BBITOJTHEHUS paOOT M KOHTPOJIS
KauecTBa 0OyueHHUs. Pe30IOTUBHBIM BBIBOJIOM SIBJISIETCS OCJIOKHEHHE IIPOIIECCOB OO0ydYeHUS
cTyneHTa Beiciiero YuebHnoro 3aBeieHus U alanTalluy MaTepralia IpernoiaBaTeiem.

B nmannHOl paboTe paccMOTpeH MpUMEp MPOTOTHIA MPOrPAMMHO-AMITAPATHOTO KOMILIEKCa
SMARTCLASS, 1mo3BoJISIOIIIero yCTpaHUTh 4acTh MPOOJIeM COBPEMEHHOTO 00pa30BaHus JIOJICH C
HapyLIECHUSIMH 110 3PEHHUSL.

OcHoBHasi 4yacThb. Pa3inyHble TEXHOJIOTMM YX€ IABHO NPUMEHSIIOTCA Ui HOBBIIICHUS
KauecTBa 0Opa3oBaHUs Ha PaA3IMYHBIX €ro ypoBHsX. HoBble MeToaumku 3amoMuHaHus, (GoTo- H
BUJICOMaTepUalbl, BUpTyaibHble JabopaTopuu. HekoTopsie coBpeMEeHHbIE METOAUKH U TEXHOJIOTUN
JOCTYIIHBI ISl BCEX, B TOM YHCIIE U AJIs 00Yy4aIOLIUXCs ¢ pa3IMUYHbIMU HapYLICHUsIMH, HO JAJIEKO He
BCE, YTO BEJIET K CHUKEHUIO YPOBHS 00pa30BaHUS B KOPPEKIIMOHHBIX YUEOHBIX YUPEXKICHUIX.

Jlronu ¢ HapyIIeHHEeM 3pEHUS TI0CIIE MOTyYeHHUs 00IIero 00pa3oBaHus Yale BCETO BRIOMPAIOT
TyMaHUTapHBIC CIEIUATBLHOCTH, TBOpUeckne mnpodeccun wuid padboTy pykamu (paboTy Ha
npeanpusTusx Bceepoccuiickoro O6mectBa CrenblX WM MOJY4YarOT NMPO(ECCHI0 MacCakuCTa).
Opnako, cpelu HE3psuuX M CHabOBUISAIIMX JIIOJEH TaKXKE 4YacTO BCTPEYAIOTCS T€, KTO HMEET
CKJIOHHOCTb K TOUHBIM HayKaM.

Ham npoekt HampaBiieH Ha CO3JaHIe HOBOM 3KO-Cpebl U1l 00yUeHUs JII0/Iel ¢ HapyIIeHueM
3peHHsI, KOTOpasi TO3BOJIUT OBICTPO MPeoOpa3oBBIBATh aKTyaJbHBINH MaTepuall B popMar, yA0OHBIN
JUI BOCIIPUATHUS pa3sHbIMU JIr0AbMU. Takke npepiaraemMas cucTema JIEFKO pa3MeliaeTcs: Ha 00
IUIOINAJKE, TJIE €CTh I0CTaTOYHO ObICTPOE MHTEPHET-COEAMHEHUE.

OpHol 13 BayKHBIX YacTell MpoekTa sBisgercs npuMeHenrne VR-texHonoruii B o0yueHuu.

VR-TeXHOJOTUY 1aBHO U YCHEIIHO MPUMEHSIOTCS B 00yUeHUH Ha Pa3INYHBIX CTYTIEHUSX U B
pa3IMYHbIX JUCHMILIMHAX. BO MHOIMX IIKOJaX CYyIIECTBYIOT BHPTYalbHbIE JIAOOPAaTOPUH IS
IpOBE/ICHUS OMBITOB Mo ¢u3uke u xumuu, VR u AR mpumensercss Ha ypokax HH(POPMATHKH,
reorpadun; B CpPEAHEM CIECNHAIBHOMM U BBHICHIEM oOpazoBanuu VR mnpumensercs s
NPAaKTUYECKUX 3aHATUN B MEIUIIMHE U BETEPUHAPUH, U1 OCBOCHHSI MHKEHEPHBIX CHEUANIbHOCTEH,
JUIsl OOYYEHHUs YIIPaBICHUIO Pa3IMYHBIMU BUIaMH TPAHCIIOPTA.

Apantauust VR u1si B3auMOAENWCTBUS C HE3PSIUMMU U CIA00BUIAIIMMU IOJIB30BATEISIMU
TaKke UMeeT OoJblloe 3HadyeHHe. VR TeXHOIOTMM MOXKHO BHEIPATh B YPOKM HH(DOPMATHKH,
reoMeTpuH, (PU3MKH, XUMHM, TEXHOJOTHMH. OJTOT CHOCOO OCBOCHMS MaTepualia MOXET CTaTh
IPEKPaCcHBIM JIOTIOIHEHUEM K OCHOBHOH I10/1a4€ U CIIETIaTh Mpoiecc 00y4ueHus 0osiee mpo 1y KTHBHBIM
U UHTEPECHBIM.

Hanpumep, Ha ypoke reoMeTpuu yU4eHUK CMOXET paboTaTh B TPEXMEPHOM IPOCTPAHCTBE, a
Ha ypokax (pM3WKM W XUMHH pabOTaTh CO CXeMaMH, a TaKXKe IMOJydaTh XOTs OBl ayIuallbHOEe
IPECTaBICHUE O Pe3yJIbTaTax OIbITOB, KOTOPbIE HEBO3MOKHO IPOBECTH B YCIOBUX JJabopaTopun



mKoNbl. Takke MOXHO [100aBUTh B 00pa3oBaTEIbHBIA IPOLECC HEKOTOPhIE HIPOBBIC (HOPMBI
U3yuYeHHs Marepuaia, 0Oa3upyronmecs Ha MEPEeMEIICHUU MO ayJAUTOPUH U paboTe cO 3BYKOBOU
KapToi.

OCHOBHBIM TIPEMSTCTBHEM JJIsi BHEAPCHUS JAHHBIX TEXHOJIOTHH SIBISICTCS HEIOCTYITHOCTh
uHTepderica VR-1emMa a1 He3psunX MOJIb30BaTeNCH.

BonpmmucTBOo VR-memoB padotator mopn ympasinernnem OC Android, dro mo3Boisier
HPUMEHSATh HEKOTOPBIC TEXHOJIOTHH, UCIIOJIb3yEeMbIE Ha CEHCOPHBIX YCTPONCTBAX MO yIIPaBICHHEM
JTAHHOM CHCTEMOH B TIOBBIIeHUH JocTynHOCTH VR. OmHaKo, U1 mepeMenieHHs MeXKTy dJIeMEHTaMU
Ha cMapT(oHaxX MpHU HEBU3YAJIbHOM HCIOJIB30BAaHUU MOYHO HCIOJIH30BAaTh CBAMI MO AKPaHy MU
«METOJT MCCIIeIOBAaHMS» (TOYCYHOE OJJHOKPATHOE KacaHHWe dKpaHa B pa3HbIX ero yactsx). [lepBbit
Croco0 MepeMeNIeHus] B BUPTyalIbHOM IPOCTPAHCTBE HE BOSMOXKEH 10 TEXHUYECKUM TPUYHHAM, a
BTOPOil — N0 MPHYMHE CIMIIKOM OOJBIIOrO MNPOCTPAHCTBA, JOCTYITHOTO IIOJIb30BATEINIO.
OmnpeneneHue THIA ¥ UMEHH OOBEKTa MPH €ro aKTHBAI[MH BO3MOXKHO C TIOMOIIBIO MPOTPAMMBI
skpanHoro goctymna it Android-ycrpoiicts (TalkBack), koropas moxer paborars Ha VR-1ieme, a
BOT MO3UIIMOHUPOBaHKUE OOBEKTOB CeiiUac 0CTaeTCsi OCHOBHOM 3a/aueil MpOeKTa.

BoiBon. Peanu3anusi TPENCTaBICHHOTO MNPOEKTA TO3BOJUT  YIYYIIUTh  KAadeCTBO
o0pa3oBaHMs, a 3HAYUT W JKU3HU, JIIOJICH C HApyIICHWSMH 3PEHUS, a TaKKe OTKPOET HOBBIC
BO3MOKHOCTH B 00pa30BaHNH U HT'POBOM UHILYCTPHUH.
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