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CO3JAHHME VR CIIEH, KAK CIIOCOBb OBYYEHUSA CTYAEHTOB
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Pa3Butre nudpoBBIX TEXHOJOTHH B 00pa30BaHUHM OTKPHIBAET HOBBIE BO3MOXKHOCTHU
U1t 00y4eHUs CTYACHTOB TEJarornieckux Kojuie/keld. BusyanbsHoe nporpaMmMupoBaHue ¢
MCIIOJIb30BaHUEM cpelibl pa3paboTku VR-ciieH Varwin mo3BosisieT 00y4JaroniuMcsi OCBauBaTh
0a30BbIe MPHUHIIMIIBI TPOTPAMMHUPOBAHUS U aITOPUTMU3AIMY B UHTEPAKTUBHOI dopme. B
CTaThe PacCMaTpPUBAIOTCS OCOOCHHOCTH MPUMEHEHHUsT Varwin st co3nanusi yaeOHbx VR-
CII€H, MCTOANYCCKHUEC ITIOAX0bI K UX pa3pa60TKe, a TaKKC MPCUMYIICCTBA BU3yaJIbHOI'O IIPO-
rpaMMHUpPOBaHUA B Tiporiecce o0yueHus. O0Cy aaroTcsi NEPCIeKTUBBI paciupeHus: VR-nuH-
CTPYMEHTOB B [I€JarOrM4eCKOM 00pa30BaHUU.

Knrouesnie cnoea: BuptryaibHas pealbHOCTb; VR-CIIeHBI; BU3YyalbHOE IPOrPaMMHUPO-
BaHHWeE; Varwin; rmegarormdaeckoe oopazoBanue; o0ydeHue; nu(poBbie TEXHOJIOTUN; UHTEP-
AKTUBHBIC METOIUKH.

CREATING VR SCENES AS A METHOD OF TEACHING VISUAL
PROGRAMMING TO PEDAGOGICAL COLLEGE STUDENTS

V. A. Malofeev

Institute of Secondary Vocational Education named after K. D. Ushinsky, Moscow City
University, Russia, Moscow, MalofeevVA908@mgpu.ru

The development of digital technologies in education opens up new opportunities for
training students in pedagogical colleges. Visual programming using the Varwin VR scene
development environment allows students to master basic principles of programming and
algorithmization in an interactive format. This paper discusses the use of Varwin for creating
educational VR scenes, methodological approaches to their development, and the advantages
of visual programming in the learning process. The prospects for expanding VR tools in
teacher education are also considered.

Keywords: virtual reality; VR scenes; visual programming; Varwin; teacher education;
training; digital technologies; interactive methods.
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BBenenue

Hcnonb3oBanre TexHoJIOrui BUpTyanbHOU peanbHocTd (VR) B 06pazoBa-
TEJIHHOM MPOIECCe CTAHOBUTCS OJHUM M3 KIIIOUEBBIX HANPABJICHUMN LIUPPOBOH
Tpanchopmaru ooydeHus. BuzyanbHoe mporpaMMHpPOBaHUE, SIBISISICh OTHOM
W3 TOCTYMHBIX ()OPM OCBOCHHSI OCHOB KOJIMPOBAHUS, UTPAET BAKHYIO POJIb B
MOATOTOBKE OYyIyIIUX TEemaroroB. B maHHOW CTaThe paccMaTPUBACTCS OIBIT
npuMeHeHus iatGopmel Varwin it oOy4eHHs CTYICHTOB MeIarorndecKoro
KOJUIEIPKA BU3yaJIbHOMY ITPOTPaAaMMHUPOBAHUIO YEPE3 CO3JaHUE NHTEPAKTUBHBIX
VR-cuen.

Hcnoabn3oBanue Varwin B 00pa3oBaTejIbHOM Ipolecce

Varwin npeacrasisieT co6oit matdopmy aiist co3ganusi VR-koHTeHTa 6€3
HEOOXOAMMOCTH HallMCaHMsI CJI0)KHOTO Koza. B ee ocHOBE JEeKUT cuctema BU-
3yaJbHOT'O IPOTrPaMMHUPOBAHMSL, TO3BOJISIFOIIASI CTYAEHTAaM UCII0JIb30BATh FOTO-
BbI€ OJIOKHM ISl CO3aHUs aHUMAllUi, THTEPaKTUBHBIX OOBEKTOB U CLIEHAPHEB
MOBE/ICHUS BHYTPH BUPTyalnbHOT0 Mupa. Cpenn OCHOBHBIX MPEUMYIIECTB HC-
MOJIb30BaHNUS JAHHOH TIaT(HOPMBI:

1. UHTYUTUBHO NOHATHBIA MHTEp(eEc, CHIKAIMMKA Oapbep BXoAa s
HAYMHAIOIIUX MPOTPAMMHUCTOB.

2. Bo3M0OXHOCTh MOJIETUPOBaHUS 00pa3oBaTENbHBIX clieHapueB B VR 0e3
rITyOOKUX 3HAHUH SI3BIKOB IMIPOTPAMMUPOBAHHSL.

3. Ilonnepxka COBMECTHOM pabOThI, YTO MO3BOJISIET CTYAEHTaM Pa3BUBATh
HaBBIKM KOMaHJIHOM pabOThl U MPOEKTHOTO MBIIIICHUSI.

IIpuMmepsl ucnoib30Banusi VR-cueH B 00y4yeHnu

HNHTepakTUBHBIE TpPEHAXKEpPhl — CTYAEHTHl pa3padaTbiBalOT YydeOHbIE
CLICHBI JIJISI MOJIETTUPOBAHUS ME€JarOrMYECKUX CUTyaluuil (Hampumep, yrnpanJe-
HUE KJIACCOM B BUPTYaJIbHOU Ccpefie).

[IpakTUKyMBI TIO IPEAMETAaM — CO3/IaHNEe BUPTYAIbHBIX Ta00paTOpHii JIst
M3Y4YEHUsl OCHOB (PU3MKH, XUMUHU U OMOJIOTUU.

OO0ydeHue anropuTMam — peajin3aiusi 0a30BbIX AITOPUTMUUYECKUX KOH-
CTPYKIIMI 4epe3 BU3yaJIbHbIE CLieHapuu (LMKIIbI, YCIOBUSA, 00paboTKa cOOBbI-
TUH).

IlepcnexkTuBsbl M pa3Butue VR-00paszoBanus

Brenpsate amanTuBHBIE 00pa3oBaTENbHBIE MPOTPAMMBI, YUUTHIBAIOIINE
YPOBEHB ITOATOTOBKHU CTYJEHTOB.
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Pa3pabatbeiBaTh kpoccriaTgopMeHHbIe pelieHus, oobeaunstonme VR u
AR B enHy10 00yUaroniyo cpemy.

HNuTerpupoBaTh MCKYCCTBEHHBIM MHTEIUIEKT B IIpolecc co3faHus VR-
CIIEH JJI aBTOMAaTU3aIMK pa3padOTKU U IEPCOHATU3AIMH 00yUYEHUS.

3ak/JIoYeHue

Hcnonp3oBanue Varwin B 00pa3oBaTeIbHOM IpOLECCE AEMOHCTPUPYET
3HAYUTENIbHBIN MOTEHIIUAM JJIsl 00Y4YEeHHsI CTYIEHTOB MEAarorndeckux KoJuie-
JDKeW BU3yalibHOMY nporpammupoBanuio. Cozmanne VR-ciieH crocoOCcTByeT
(opMUPOBAHHUIO KITIOYEBBIX U(POBBIX KOMIETCHIIUMN, MOBBIIICHUIO HHTEpECa
K IPOrPaMMHUPOBAHUIO U PA3BUTHUIO MPAKTUYECKUX HABBIKOB PabOTHI C COBpe-
MEHHBIMU TexHoJorusmu. IlepcrnektuBsl BHeApeHus VR B o0yueHue mposod-
KAIOT PACIINPATHCSA, OTKPHIBAas HOBBIE BO3MOYKHOCTH JUUISl IOATOTOBKH KBaJIM-
(pUIIMPOBAaHHBIX ME1arOroB.
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