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®OPMYBAHHS IU®POBOI KOMIETEHTHOCTI 3ACOBAMM STEAM-
OCBITH Y BUBYEHHI AHATOMII JIIOJJUHU

Anomayia. ¥ cmammi oocnioxceno moxcaueocmi STEAM-nioxody y eusuenmi
aHamomii 100UHU Yepe3 iHmezpayiro yupposo2o mucmeymaea, MeOudHol eizyanizayii
ma meodiameopyocmi. AKmyanvHicms memu 3yMOs1eHa Yugphposo mpancghopmayiero
ocgimu, HeoOXiOHicmIo MOOepHi3ayii HaguanHs 3000Y68a4ie 8UUOT 0C8IMU AHAMOMIT
JIIOOUHU, 3POCMAHHAM POJL BI3VANbHOI KOMYHIKAYii y MeOuyuni ma nompebdoio
Gopmysanns yupposux KomnemeHmHocmet, CYMICHUX i3 CYYACHUMU €EPONELICLKUMU
pamkamu komnemenmuocmeti. Memoio pobomu € meopemuune 0OIpYHmMY8aHH: i ONUC
MoOeni HAGUaHHA, ) AKIU AHAMOMIs ONAHOBYEMbCA He Juule yYepe3 CHONA0AHHS
20MOBUX 300padicetsb, a uepe3 akmueHe CIMEoPeHH s GI3YAIbHUX penpe3eHmayitl - cxem,
ckemuie,  iHgpoepagik, 3D-moldeneti, iHmepakmueHux cyeH I  KOPOMKUX
medianpodykmie 3 euxopucmauHsam npunyunie STEAM oceéimu. Memodonocis
NOEOHYE  AHANIMUYHUL HAPAMUBHUL 027180 peyeH308aHoi  aimepamypu ma
nopieHsbHULL anaiz oiyiunux yugpposux niamepopm. llokazano, wo 3D-moodeni, VR
ma yu@posi MantoHKU HAUKpawje npayrwms 5K OONOBHEHHS 00 MpaoUyiuHUx
Memo0ig, NOCUIIOIYU NPOCOPO8e MUCIEHHS, MOMUBAYII0 MA 2IUOUHY DO3VMIHHSL.
V3aeanvueno mooicnusocmi BioDigital Human, Visible Body, Blender, Sketchfab i 3D
Slicer ona anamomiunoco STEAM-nasuanns. [loseoeno, uo noeonanus mucmeymaa,
Yugpposux mexHono2ii ma aHamomii THOOUHU CMBOPIOE YMOBU OJisl PopMYBaAHHS He
Juue npeoOMemHux 3Hamb, a U MIHCOUCYUNTIHAPHUX, KOMYHIKAMUSHUX | Yyugdposux
KOMNemeHmHoCmell.

Kniouoei cnosa: STEAM-oceéima, anamomisi noounu, yugpose mucmeymeso,
Meduyna  eizyanizayis, mediameopyicms, yu@posi kKomnemenmuocmi, 3D-
mooemosanns, VR, meouuna intocmpayis.

Abstract. The article explores the possibilities of the STEAM approach in the
study of human anatomy through the integration of digital art, medical visualization,
and media creativity. The relevance of the topic is determined by the digital
transformation of education, the need to modernize the teaching of human anatomy for
higher education students, the growing role of visual communication in medicine, and
the necessity to develop digital competencies compatible with contemporary European
competence frameworks. The aim of the study is to provide a theoretical justification
and describe a learning model in which anatomy is mastered not only through the
observation of ready-made images, but also through the active creation of visual
representations, including schemes, sketches, infographics, 3D models, interactive
scenes, and short media products based on STEAM education principles. The
methodology combines an analytical narrative review of peer-reviewed literature with
a comparative analysis of official digital platforms. It has been demonstrated that 3D
models, virtual reality technologies, and digital drawing are most effective when used
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as supplements to traditional teaching methods, enhancing spatial thinking,
motivation, and depth of understanding. The study summarizes the educational
potential of BioDigital Human, Visible Body, Blender, Sketchfab, and 3D Slicer for
anatomical STEAM learning. It is proved that the integration of art, digital
technologies, and human anatomy creates conditions for the development not only of
subject-specific knowledge, but also of interdisciplinary, communicative, and digital
competencies.

Keywords: STEAM education, human anatomy, digital art, medical visualization,
media creativity, digital competencies, 3D modeling, virtual reality, medical
illustration.

Beryn. YkpaiHCBKHM 1 €BPOINCHCHKHM OCBITHIM KOHTEKCT Jie/alli BHpPA3HIIIC
OIATPUMY€E 1HTETpOBaHI MOJZEl HaBYaHHS, Y SKMX HayKa, TEXHOJIOTI, 1H)KEHepis,
MHUCTEITBA Ta MaTeMaTHKa IMpaliooTh HE SK 130JIbOBaHI JUCHMIUIIHH, a SK
B3a€MOIIOB’s13aH1 criocoOu wmucinenHs. Y KoHuenmii po3BUTKY NPUPOIHUYO-
MareMaTu4Hoi ocBiTH B YkpaiHi STEM-ocBiTa BU3HaueHa SK IIJIICHA CHCTEMa, IO
CIIUPAETHCS HA TPAHCAUCIUIUTIHAPHUNA MIJX1J 1 MPAKTUYHE 3aCTOCYBaHHS 3HAHb IS
PO3B’s3aHHS peabHUX MPOoOJIeM; MIaH 3axo/iB 10 2027 poKy AeTami3ye II0 paMKy
yepe3 PO3BUTOK 1HPPACTPYKTYpH, OHOBJICHHS 3MICTY HAaBYaHHS W IMiJTOTOBKY
nenaroriB. IuterpoBani STEM 1 STEAM mnigxoau po3BUBAIOTH aJlallTUBHICTD,
KpPEaTUBHICTh 1 BMIHHS MPAIIOBATH 3 KOMILJIEKCHUMH 3a/lauaMu y I’ ATH cdepax, 1o
OXOIUTIOIOTh  1H(GOpMAIiiiHy TpPaMOTHICTh, UU(POBY KOMYHIKAIIO, CTBOPEHHS
u(ppoBOro KOHTEHTY, MUGPOBY O€3MeKy Ta 3IaTHICTb JIO0 TEXHOJOT1YHOTO
po3B’s13aHHS TIpobieM [1-4].

VY 1i#i pamiri aHatoMis JIOIUHU TIocigae ocoonuBe micte. e pynnamenTanbaa
IUCHMILIIHA 1T MEIUYHOI, 010J0ri4HOi, MUCTELHKOI ¥ II€JAaroridHoi OCBITH, alie
BOJHOYAC OJHA 3 HAWCKIAIHIIIUX JUIsl 3aCBOEHHS Ye€pe3 MPOCTOPOBY UIUIBHICTh
Marepiaiy, 6araTouapoBiCTh CTPYKTYp, TOTPeOy 0aunuTu 00’ €KT y PI3HUX MPOEKIIISIX
1 crmiBBiIHOCUTH OyA0BY 3 (yHKIi€0. Came TOMY aHATOMisl MPUPOJTHO TSXKIE JI0
Bi3yasizallii. ¥ HayKOBI{ JiTepaTypi OCTaHHIX POKIB LU(PpPOBA aHATOMIS OMUCYETHCS
SIK HOBUH OCBITHIA HampsM, IO TIOE€JIHYE TpajuiliiiHe HaB4daHHSA 3 3D-moxaensmu,
IHTEPAKTUBHHUM CEPEIOBUIIEM, MOOUTHHIMH 3aCTOCYHKAMH ¥ BipTyaJIbHUM (hOpMaTOM
npencTaBieHHs Tina jyroauau [7], [11-13].

[cTopuyHO aHaTOMIisl i MUCTEUTBO HIKOJIM HE ICHYBaJIM 130J1b0BaHO. MeanuHa
UTFOCTpAallisi BUHUKIIA SIK CMOCIO MOSCHEHHS CKJIaJHUX CTPYKTYp 1 IPOLECIB, a HE K
CyTO ecTeTHuHM xaHp. [Ipartii 3 icTopii MeaIUYHO1 UTFOCTpallii MOKa3yTh MepPeXia Bij
paHHIX BI3yaJbHUX MPAKTUK 10 BUCOKOTOYHUX AHATOMIYHUX 300pakeHb MOJEPHOI
HAyKH, a IociipKeHHsa npo Jleonapno na BiHdi HarojomyrooTh Ha TOMY, IO HOTO
AHATOMIYHI MAJIOHKKA OYJIM OJIHOYAaCHO HAyKOBHUM IHCTPYMEHTOM 1 XYJOXHBOIO
dopmoro cmocrepekerrs. CydacHi mudpoBi Memia MPOAOBKYIOTH IO TPATUIIIIO B
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HOBUX (hOpMax, HAMTPUKIIAI, Yepe3 IHTepaKTUBHI atiacu, 3D-ckynbnt, Be6-mMozem, VR
a00 HaBYabHY a”iMailito [8-10].

Cyuacuuit STEAM-auckypc Harojoumrye, 110 MHCTEUTBO B IHTETPOBAHOMY
HaBYaHHI BUKOHY€E HE JIOMIOMIXHY, a CTPYKTYpHY QyHKIIt0. CUCTEeMaTUYHUN OTJIsAT
immiementanii  STEAM y  mkonmax  Qikcye  cTaOuUlbHUNA — IHTEpEC 10
MDKIMCIHMIUTIHAPHUX MoJelield, a aociipkeHHs iHTerpoBaHoi STEAM-ocBiTu s
PO3BUTKY TBOPYOCTI TMOKa3ye, IO NU(PPOBI 1HCTPYMEHTH W MHCTEIbKI 3aBIaHHS
MOXYTh OyTH CEpPEAOBHILEM TBOPUYOTO MPOOJIEMOPO3B’SI3aHHS, a HE JMle (POPMOIO
BI3yaJIbHOTO CyIPOBOY. YKpaiHChKe JoCiiKeHHs moao 3D-monenoBanHs, AR/VR
y HaBYaHHI aHATOMI1 TaKOK 3aCB1IYYy€ 3pOCTaHHS JIOKAJIBLHOTO aKaJeMIYHOT'O IHTEPECY
10 poBOi Bizyaizallii aHaToMiYHOTo MaTepiany. [5-7].

OxpeMuil MaacT JITEpaTypu CTOCYEThCA LUPPOBOI aHAaTOMIi SIK HOBOI
TUCIUIUTIHApHOT KoHGirypaiii. [{udpoBy aHaTomit0 BUSHAYAIOTH SIK TIEPCTICKTUBHUN
HAmpsIM MOJIEpHi3allii aHATOMIYHOI OCBITH, MPU YOMY MIJAKPECIIOETHCS, MO IEeh
HampsiM IOCTYNIOBO Ha0yBa€e O3HAK 3pULIOi OCBITHbOI NPAKTUKH, IIOB A3aHOI 3
mu(poBoro rpaMoTHICTIO, 3D-Bizyanizauiero, VR Ta HOBUMH QopMaMu poOOTH 3
QHATOMIYHUM KOHTEHTOM [11-12].

CyTreBy 0Ka30BY 0a3y Jar0Th TOCIIIKEHHS IPOCTOPOBOI Bizyanizaiii. HaykoBuii
Ta MPaKTUYHUNA 1HTepec A0 3D-aHAaTOMIYHHUX MOJENIeH 3alMIIAEThCs CTIMKUM TOIPH
HEPIBHOMIPHY METOOJIOTIUHY SIKICTh AOCHTIKeHb. Hampukiiaz, iCHYIOTh JOCTIIKEHHS,
SKI MATBEPDKYIOTh, M0 VR TEXHOIOTIi 3arajoM MOXYTh IiJABHIIYBAaTH HaBYAJIbHI
pe3ysbTaTi ¥ COPUMMAIOThCS CTYJEHTaMH sIK KOpUCHI. BojmHoudac nesiki JOCITITHUKA
3a3HayaroTh, 1O A1 VR J0Ka30BICTh 3aiMILAETHCS HEOAHOPITHOI, a PEe3yJIbTaTH
CYTTEBO 3aJIeKaTh BIJ TMPOCTOPOBHX 3MIOHOCTEH CTYICHTIB, SIKOCTI JU3alHYy
JOCTIPKEHHS Ta crioco0y 1HTerpaiii TexHomorii B kypc. [13-15].

He MeHI BaXIMBUM € OJIOK JOCHTIIKEHb PO MAJIFOBAHHSA SIK CIOCi0 (hopMyBaHHS
AHATOMIYHO OPIEHTOBAHOTO MUCIICHHS. [HTEpaKTHBHE MPOrPECHBHE MAIIOBAHHS MOXKE
BUCTYTIATH SIK THCTPYMEHT TIOCHIIOBHOTO MO0y TyBaHHS aHATOMIYHHX cxeM. [Ipu oMy
JOCHIJDKEHHS TOKa3yIOTh 3HAUyIle MOKPALUEHHS pe3yJIbTaTiB HaBYAHHS y TpyIi, LIO0
BUBYAIa aHATOMIIO 3a JOTIOMOTOI0 MajfoBaHHA. [Ipu oMy MO€THAHHS MAaTIOBAHHS 3
BUBYAHHSAM aHATOMIi MOJIMIIIY€E 31aTHICTh PO3YMITH Ta 3aCBOIOBATH AHATOMIIO JIFOJIMHHU.
[Tpu ubomy Oyna po3pobiieHa MeTonrKa BKIIOUeHHsT VR B Kypc aHaTtomii JIFOAWHU Ta
MOJIEJNb TTOETAITHOTO 3MIIIAHOTO HaBYaHHS 13 3acTocyBaHHsAM 3D-pecypciB 1o, mmif vac i
micist 3aHATTSA. OKpeMO aKIEHTYIOTh Ha MOTEHIIIaIl CTYJIEHTO-OPIEHTOBAHOI poOOTH 3
BJIACHOPYY M1ITOTOBJICHUMH aHATOMIYHUMU Mojensimu [16-21].

Ha ocHOBI mpoaHani30BaHMX JIPKEpEN MOKHA CTBEPIKYBaTH, IO aHATOMISA Y
koHuenuii STEAM naiikpaiie po3KpuBa€eThes K JUCHUIUTIHA Bi3yalbHOTO MUCIEHHS.
Ile o3nauae, MO0 HaBYaJlbHa MeTa HE OOMEXYETHCS 3amam’sITOBYBaHHSIM TEPMIHIB,
aJKe CTYJICeHT Ma€e HaBYUTHCS 0auyuTH, BIAOMPATH TOJIOBHE, a0CTparyBaTH, 31CTaBISATH
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pakypc, map, QyHKIio 1 K1iHIYHuN ceHc. Came ToMy nudpoBe MUCTEITBO € TYT HE
«UTIOCTPAaTUBHUM JIOAATKOM», a (popmoro moOynoBu 3HaHHs. Taka iHTeprHperauis €
aHamiTHYHUM BUCHOBKOM 13 STEAM-gociiikensb, icTopii MEAMYHOI UTFOCTpalli Ta
CyYacHHUX Mpallb Ipo MPOAYKTHBHE MaItOBaHHA B aHaTomii. [5-10], [16-18].

Y MeToauyHOMY CEHCl 1€ O3Hadae MepexiJl BiJl «TOTOBOTO 300pakKeHHs» 0
«CTBOpPIOBaHOI pempeseHTtarii». CTyneHT, SKUi poOOWTh AHATOMIYHHMH CKETY,
nomapoBy cxemy M’si3iB, 3D wmomens abo0 IHTEpAaKTUBHUN TIPOEKT, BHUKOHYE
NOCJIITOBHICTh 1HTENEKTyaJIbHUX OIepaliid: CerMeHTalllo 00’€KTa, lepapxXi3alliio
O3HaK, A00ip MmacmrTaly, BCTAaHOBJICHHS CYCIJACTB, BHUSBIICHHS (DYHKIIOHAJIbHHX
3B’SI3KIB 1 IEPETBOPEHHS MOP(OIOrii Ha MOBIAOMIIEHHS JI KOHKPETHOI ayJIuTOpii.
ToMmy B TakoMy HaBYaHHI BI3yaJIbHUW MPOJYKT € HE «PE3yJIbTaTOM TICIS TEMU», a
croco6oM MmpoxopKeHHs Temu. [16-21], [24-30].

Takox mpoaHani3oBaHa JiTEpaTypa J03BOJISE€ BUIIIUTH KiJIbKa BUCHOBKIB. [lo-
nepme, 3D-Momeni KOpUCHI  HAcammepea I PO3YMIHHS — IIPOCTOPOBHUX
B3a€MO3B’S3KIB, JIOKami3alli Ta nmoOyJA0BH MeHTanbHUX KapT Tuia. Ilo-mpyre, VR
dbopmaT 31aTeH MIABUIINYBATH 3aJIy4€HICTh 3/100yBayiB OCBITHM 1 B HM3IIl BHUIIAJIKIB
MOKpallyBaTl pe3yJbTaTH HaBUaHHS, alie iXHsA TepeBara HE € aBTOMAaTUYHOKO Ta
noTpedye YITKOro I1HCTpYyKIiiHOTO au3aiiHy. Ilo-Tpete, ManatoBaHHS, aHaTOMIYHA
cXema 1 BJIaCHOpYYHE MO/JICITIOBAHHS TIPAITIOIOTh SIK TPOIyKTHUBHI (hOPMHU HaBUaHHS, 00
3MYITYIOTh CTyACHTa 3pOOWTH 3HAHHA BUAMMHUM 1 opradizoBanuM. [lo-ueTBepte,
HAWUTIEPEKOHJIMBIIII PE3yIbTaTH JEMOHCTPYIOTh HE 130JIbOBaH1 TEXHOJIOTI, a 3MiIIaH1
Mozeni, e 3D-pecypc BKIIIOUEHO B JOAYJUTOPHUMN, Ay JUTOPHUM 1 MICHAsAayAUTOPHUN
uukn [13-21].

BaxxnuBuM € 1 3acTepekeHHs: TU(PPOB1 TEXHOJOT1T HE CJIiJT PO3IJISAATH K IOBHY
3aMiHy TpaauuiiHuM ¢opmam BUBUEHHs aHaTtomii. VR, 3D-apyk 1 BeO-matdpopmu
TpaHCHOPMYIOTh ~ HAcaMIiepeJ CHocoOM  JTOTOBHEHHS, MaclTaOyBaHHS U
nepcoHamizamii HaBuyaHHsA. OTXKe, HAWOUIBII MPOAYKTHUBHOIO € MYJIbTUMOJANbHA
MOJIeNb, y fAKIA aHATOMIYHHMKA mpemapaT abo skicHa 2D-imtocTpariisi, JTOMOBHEHI
U POBUM aTIIACOM, IHTEPAKTUBHOIO MOJIEIIIIO, CTYACHTCHKIM CKETYeM 1 KOPOTKUM
MealanpoayKToMm [22].

[TopiBHSIBHUM aHAJI3 MOKA3YE, IO 111 IHCTPYMEHTHU IOLIILHO HE TPOTUCTABIIATH,
a posnonautaty 3a possimu. Lludposi mnarpopmu tumy BioDigital 1 Visible Body
JAI0Th MIBUAKUANA JOCTYN JI0 SKICHOTO TOTOBOTO KOHTEHTY ¥ OCOOJMBO KOPHCHI Ha
paHHiX eramax BuBYeHHs aHaTowmii. Blender i Sketchfab Ginbmn edextuBHI Tam, me
TpeOa mepenTy BiJl CIIOKMBAHHA 3HaHb 10 MPOAYKyBaHHA nudposoro apredakrty. 3D
Slicer ¢opmye 3B’SI30K MK aHATOMIYHOIO OCBITOIO, MEIMYHOIO Bi3yasi3alli€io Ta
NEePBUHHUMU JOCTITHUIIBKUMU HaBUYKaMH POOOTU 3 KIIIHIYHMMU Janumu. [23-30].
JIJist 1TF0CTPATUBHOTO CYNPOBOAY KypCy AOULIBHO BHUKOPUCTOBYBATH HE BUIAIKOBI
300pakeHHS 3 Mepexki, a BepudikoBaHI pecypcu 3 OoPimiHHUX T1UIaThOpPM.
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HaiinpoayktuBHinry q00ipKy CTaHOBIATH Taki jkepena sk Visible Human Project,
BioDigital Human, Visible Body Learn Site, Sketchfab Education , Blender Grease
Pencil 3D Slicer Training Compendium Ta in. [23-30].

Sxio npoekTyBaTu Takuil Kype yepes soriky DigComp, anatomiuaniit STEAM-
MOAYJIb TPUPOJHO OXOIUTIOE BCl I 'ATh cdep UHUPPOBOI KOMIIETEHTHOCTI.
[adopmariiitHa TPaMOTHICTh TPOSBISAETHCS Y BMIHHI 3BIPSTH JDKEpeENa, MepeBipsSTH
HOMEHKJIATYypy ¥ BIIPI3HATH HAYKOBO KOPEKTHY MOJENb B E€CTETHYHO
OpUBa0JIMBOrO, ajle AHATOMIYHO HETOYHOro 300paxeHHs. KomyHikaris 1 criBrpans
peanizyloThCs uepe3 OOrOBOPEHHS MOJEINEH, CIIBaBTOPCTBO B HUGPPOBUX CIEHAX,
aHOTOBaHI KOMeHTapi Ta podoty 3 LMS. CtBopeHHs 1Tu(POBOro KOHTEHTY OXOILIIOE
CKETUMHT, 1HTepaKTHUBHI nocrepu, 3D-moneni, KOpoTKi aHiMarllii Ta BOy/10BaHi1 BeO-
cueHu. besrneka moB’s3yeThCs 3 €TMUHUM BUKOPUCTAHHSM aHATOMIYHUX JIAHUX, a
pO3B’s3aHHS MPOOJIEM - 3 J0OOPOM IHCTPYMEHTA il HaBYAIbHY METY, a HE HaBIaKH.
[4], [11-21]. ETuunuii 670K y TAKOMY KYpCl HE € T0JJaTKOBOIO OIIII€I0, a7KE TIPOTPaMHU
JOHOPCTBAa MAIOTh YITKO BH3HAYaTH, YU JOMYCKAETbCS CTBOPEHHA (OTO- 1
BiJIeOMaTepialiiB, 3 IKOK METOI0, YU MOXJIMBA KOMEpIiiaii3allisi HOX1IHOTO MPOAYKTY,
SIK JIOBTO 30epiraroThCsl MaTepiaiu i sk 3a0e3neuyeTbes nmoingopmoBaHa 3roaa. Jis
STEAM-kypcy 1€ oO3Haya€ MpOCT€ NPaBWIO: SKIO HABYAIBHUM MPOLYKT
BUKOPUCTOBY€E pealibHI aHAaTOMIYHI naHi, 300paxkenHs mnpenapariB, KT, MPT a6o
HOX1H1 PEKOHCTPYKIIii, BUKJIa/1a4 MOBUHEH MATH SICHY PAaBOBY Ta €TUYHY OCHOBY JIJIsI
TaKOT0 BUKOPHUCTaHHs [29].

Jpyruii BUMIp €THKM CTOCYEThCS aBTOPCHKOTO TMpaBa W aKaJeMidyHOi
noOpouecHocTl. CTBOpEHHSI HOBOi aHATOMIYHOI LTFOCTpallil Ha OCHOBI ICHYIOUO1 HE Ma€
OUEBMJIHOI «SICKPABOi MEX1D» MDK JOMYCTHUMOIO TpaHc(opMalliero 1 MOpyHICHHSIM
aBTOPCHKOTO TpaBa, TOMY KIIOUOBUMH CTAOTh MPUHIIUIINA CYTTE€BOI BiIMIHHOCTI,
KOPEKTHOTO TIIOCWJIAaHHSI Ha JDKEpeNno 1 SICHOTO pPO3YMIHHA TOrO, IO caMe €
OpWTIHAJIBHUM BHECKOM aBTOpa. Y CTYJEHTCHKIM MPAaKTHUIll 1€ O3HAYae€, IO CIIiJI
YHHUKATH OyKBaJbHOTO MepeMalbOBYBaHHS UYyXXUX aTjaciB i, HATOMICTh, OyayBaTu
CaMOCTIiHY Bi3yaJlbHy IHTEPIPETALIIIO 3 TOKYMEHTOBAHOIO JKepenbHoo 0a3oto [30].

Tperiii BUMIp — NPUBATHICTh IJIATHOPM 1 PEKUM BUKOPUCTAHHS CEPBICIB,
BiJ1I0OpakeHUH y MOJITUII KOH(D1IEHUIIMHOCTI, 1110 MPSMO 3a3Hauae 301p MEePCOHANBHOT
iHdopmalii, AaHuX OOJIKOBOrO 3amUCy, MEBHUX pPE3yJbTATIB BIKTOPUH 1 JaHHUX
BUKOpPHUCTaHHS cepBiciB. JlogaTku Ta miuat@opMu MepeBaKHO HAAAIOTH JIIEH31I0 Ha
BUKOPDUCTAHHS 3 HaBYAJBHOI METOI0, ajie OOMEXYIOTh HECAHKI[IOHOBaHE
KOIIIOBaHHS, KOMEpI[IiHE BUKOPUCTAHHS 1 CTBOPEHHs MOXIAHUX MarepiaiiB 1mo3a
MexaMu yMOB yroau. OTxe, OyIb-IKuil MOAYJTh 3 MEIIaTBOPUOCTI B aHATOMIT TaKOXK
Ma€ BKJIIOYATH KOPOTKHM THCTPYKTaX 13 MUTaHb KOHQIAEHUIHHOCTI, JO3BOJICHUX
PEXKUMIB €KCTIOPTY Ta TOBTOPHOTO BUKOPHUCTAHHS KOHTEHTY [25-26], [27], [29].
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BucnoBku. IlpoBeaeHuil aHami3 [03BOJSE 3pOOMTH KIJIbKA MPUHIMIIOBHX
BUCHOBKIB. [lo-nepume, STEAM-niaxiag y BUBYEHHI aHATOMIi JIOJUHU € METOAUYHO
BUIIPABJAHUM, OCKUIBKM IMO€JAHYE€ HAYKOBY TOYHICTh, LU(]poBEe cepegoBulie 1
XYJIOXKHIA crmoci® penpeseHTallii 3HaHHsA. Y Takiii MOJeNli MUCTEIITBO HE «OXKHBJISE
BXKE€ TOTOBUU Martepiaji, a Oepe ydacTb y HOTO OCMHUCIICHHI Yepe3 MaIIOHOK, CXEMY,
3D-dopmy, animarniro i memianapatus. [lo-gpyre, mudpoBi IHCTPYMEHTH HAWOUTBIIT
e(eKTHUBHI HE K aBTOHOMHA TEXHOJIOT1YHA 3aMiHa, a SIK €JIEMEHT OararokaHaJIbHOI'O
HABYAJIBHOTO M3aiiHy. PerieH3oBaHa jirepaTypa CBIIUUTh Ipo KOpUCTh 3D-Mozenen,
XR 1 aKTHBHOr0 MaIOBAaHHS, € TAKOXK BKa3y€ Ha 3aJIEKHICTh PE3YyJIbTATIB BiJl IKOCTI
3aBAAaHHS, PIBHSA NIATOTOBKM BHKJIaJauda, AOCTYNHOI 1H(QPACTPYKTYpH 1 JIOTIKU
iHTerpaiii B kypc. Ilo-tpete, roroBi miarpopmu Ha kmrtanT BioDigital Human i
Visible Body mo1iasHO BHKOPUCTOBYBAaTH JJIs IEPBHUHHOTO JIOCTIDKEHHS Ta
nosicHeHHs1 aHaTomii, Toai sk Blender, Sketchfab i 3D Slicer 3a6e3neuytoTs nepexis
JI0 TBOPYOTO BUPOOHUIITBA ITU(PpOoBOro KOHTEHTY. CaMe 1el epexi BiJl CIIOKHBaHHS
BI3yaJli3alliii 10 iX CBIJOMOrO CTBOPEHHS € rojjoBHUM BHeckOoM STEAM y npeameTrHe
BUBUEHHA aHatomii. Ilo-yeTBepre, Oyap-fiKka Cyd4acHa METOAMKAa AaHATOMIYHOI
Bi3yasli3allii Ma€ MICTUTH €TUYHHUI OJIOK: MUTaHHA MOIH(MOPMOBAHOI 3r0[U, PEKUMY
BUKOpHUCTaHHSA (POTO- 1 BijleoMarepialiB, 3aXUCTy NEPCOHATBHUX JAHUX, ABTOPCHKOTO
IpaBa Ta BiJMOBIJATHLHOTO BUKOPUCTAHHS T1aTdhopMeHnx cepBiciB. CaMe moeaHaHHS
HAYKOBO1, TU(POBOT 1 ETUIHOT TPaMOTHOCTI poOuTh aHatoMiunuii STEAM-monyns He
IIPOCTO 1HHOBAIIHHUM, a aKkajgeMidHo 3pimmMm [25], [27], [29-30].
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IHTEPAKTHUBHI POBOYI APKYIII LIVEWORKSHEETS
HA YPOKAX ®I3UKHU: BIJ] TEOPII IO MIPAKTUYHOI'O
BITPOBA/I’KEHHS STEAM-IIIAXOAY

Anomayia. Y  pobomi  006Ipymmosano  OOYilbHICMb  BUKOPUCMAHHSI
iHmepakxmusHux pobouux apxyutie niamgopmu LiveWorksheets na ypokax ¢izuxu.
Poszkpumo memoouuni acnekmu mpancgopmayii  mpaouyitiHux OuOAKMUYHUX
mamepianie y eHyukuil yugposuii popmam. Ocobaugy ysazy npuoileHo peanizayii
STEAM-nioxody, wo o0o038015€ iHmeepysamu @Ii3uuHi 3aKOHU 3 MEXHOL02IAMU,
[HJICEeHepIEl0 ma MamemMamuKor 4epe3 npakmuiti 3a60aHHS.

Knrouoei cnosa: LiveWorksheets, inmepakxmueni poboui apxyuti, ypoxu @izuxu,
STEAM-nioxio, yugposi incmpymenmu, 8i3yanizayis 3HAHb, ABMOMAMUZ0EAHE
OYIHIOBAHHAL.

596


https://doi.org/10.1002/ase.70070
https://www.nlm.nih.gov/research/visible/visible_human.html
https://www.biodigital.com/
https://www.visiblebody.com/anatomy-and-physiology-apps/vb-suite
https://www.visiblebody.com/anatomy-and-physiology-apps/vb-suite
https://www.blender.org/
https://sketchfab.com/education
https://www.slicer.org/
https://anatomy.org/
https://doi.org/10.1002/ase.70002
mailto:kolomietz.irina2023@gmail.com

