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Bixmop Masyp
3axiqHOYKpaiHChKUI HAI[IOHATBHUIN YHIBEPCUTET
M. TepHomins

KYJbTYPHI TPEHIHI'M 3 BUKOPUCTAHHSIM TEXHOJIOI'TH
BIPTYAJIbBHOI PEAJIBHOCTI

TexHosorii BipTyaJdbHOI PEaTbHOCTI JO3BOJSIOTH CTBOPIOBATH 1MEPCUBHI
CEepeloBUILA JJIi HaBYaHHS Ta TPEHIHTB 3 MDKKYJBTYPHOIO PO3YMIHHS, IO
JoTioMarae yJyacHMUKaM pPO3BHBATH HAaBUYKU B3a€MOJIl 3 TPEICTaBHUKAMHU Pi3HUX
KyJnbTyp.CydacHUN PO3BUTOK TEXHOJIOTIH MEPETBOPIOE CMOCIO, IKUM MU HaBUYa€EMOCS
Ta pO3BHBAEMO HaBUYKU. OCOOIMBO 1€ CTOCYe€TbCS OOJACTI MIKKYJIbTYPHOI
KOMYHIKaIlii, /¢ BipTyajbHa peajbHICTh HAJa€ HEUMOBIPHUM MOTEHINAN JJi1 3MIHU
miaXoaiB y HaB4yaHHI. KynbTypHI TpeHIHTH, BiATenep, BIAOYBAIOThCS HE JIUIIE Y
KJIACUYHUX ayAUTOpIsAX, a W y BIpTyaJbHUX CEPEJOBHINAX, IO BIJKPHUBAE HOBI
MO>KJIMBOCTI ISl TIOKPAIIIEHHSI PO3YMIHHS Ta B3a€EMOJII1 3 PI3HUMH KYJIbTYpaMHu.

1. BipryasnbHa peasibHICTh CTBOPIOE 3aXOIUTIOIOUE CEPEOBUIIE JJII BUBUCHHS
MDKKYJIBTYPHUX HAaBUYOK, JTO3BOJISIIOYM YYaCHUKAM TEPEKUBATU PEaAJIbHI >KUTTEBI
cUTYyaIlli Ta B3a€EMOJIISITH 3 JIOJIBMH 3 IHIIUX KYJIBTYP Y O€3MEeYHOMY CepEeIOBHIII

2. TexHonoriss BIPTyaJdbHOI pEaTbHOCTI HAJA€ MOXJIMBICTH TIOMICTUTH
VYaCHHWKIB B IHIMUH KyJIbTYpHUU KOHTEKCT, THM CaMHUM CIPHUSIOYA PO3BHUTKY
KYJbTYPHOT UYTJIUBOCTI Ta €MMAaTIi B YYaCHUKIB

3. BuxkopucTanss BipTyajabHOI peajbHOCTI B KyJIbTYPHOMY HaBYaHHI JO3BOJISIE
1oj101aTH reorpadiyHi Ta MOBHI 0ap’€py, CTBOPIOIOYN MOMKJIMBOCTI JJIsl HABYAHHS JUIsI
YYACHHKIB 3 PI3HUX KPAiH 1 MOBHUX TPyl

4. TexHousorisi BIPTyaJlbHOI PEAJBHOCTI CHOpPHSIE AKTUBHOMY HABYAHHIO Ta
B3a€MO/IIi, JO3BOJISIIOYM YYaCHMKaM OpaTd y4yacTb y MOJENIOBaHHI, 1HTEPAaKTUBHHUX
irpax Ta BOpaBax

5. HaBuanns BipTyasibHIM KynbTypi 3a0e3nedye 1HAMBIAYaTbHUN MIAXIT 10
HaBYaHHS, OCKIJILKA YYaCHUKW MOXKYTh BUOpATH ClIEHApIi Ta 3aBJIaHHS, K1 HaKpalie
BIJIMOBIAAIOTH TXHIM IIOTpedaM Ta iHTEepecaM

6. BukopucTanHsi TEXHOJOTIH BIPTyaJIbHOI PEANTBHOCTI ISl KYJIBTYPHOTO
HAaBYaHHSI MOX€ e(PEKTMBHO MOJEIIOBAaTH CKJIQJHI CHUTyallli Ta BUKJIUKU
MDKKYJIBTYPHOTO CIIUIKYBaHHS, JIONMOMAararo4M yYacHHUKaM pPO3BUBATH CTpaTerii
B3acMO/I11 Ta ajgarTarii
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7. BipTyanpHe KyJIbTypHE HAaBUaHHS € EKOHOMIYHO €(DEKTUBHUM, OCKIJIbKH BOHO
yCcyBae BUTPATH HA MPOI37 Ta OPEHIYy MPUMIIICHHS Ta MOXE 3a0€3MeYUTH THYUKHMA
rpadik HaBYaHHS U1 YYaCHUKIB 3 PI3HUX YaCOBUX IOSICIB

8. TexHomoT1s BIpTyaJIbHOI peaJbHOCTI J03BOJISIE€ BIJICTEKYBATH Ta OI[IHIOBATH
Nporpec ydYacHUKIB, HANAlOUW JETalbHYy CTATUCTUKY Ta 3BITH TPO  JTOCSTHEHHS
YYaCHUKIB 1 BUKOHAHI 3aBJIaHHS.
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Anopiii Onykesuu
3axiTHOYKpaiHCbKUH HAIllOHAIBHUM YHIBEPCUTET
M. TepHominb

I'/IOBAJIBHI TPEH/IU B YIIPABJIIHHSA IHO3EMHUMMU
IHBECTHULIAMH

Ha nmouarky XXI cT. CBIT CTaB CBIJIKOM 3HAUHUX 3MIH Y M1IX0AaX /10 1HO3EMHUX
iHBeCTHII. TeXHOJIOT1YHUIM MpOorpec, 30KpeMa PO3BUTOK IHTEPHETY, MOOLIHLHOTO
3B’A3Ky Ta IUTYYHOTO IHTENEKTY, PaJWKaJbHO 3MIHMB CIE€Hapii BeJeHHS Oi3Hecy,
BIJIKpUBAIOYM HOBI MOKJIMBOCTI i TioOanpHOi B3aemomii. {udpoBa exoHomika
CIpHsiIa CTBOPEHHIO HOBUX CEKTOPIB JIJIsl IHBECTUIIIN, TAKUX SIK €JICKTPOHHA KOMEPITis,
OHJIallH-OCBITa Ta TEJNEMEIMIIMHA, SIKI CTalld OCOOJMMBO aKTyaJlbLHUMU B YMOBax
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