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AHHOTALUA

B nannoii ctatbe paccmarpuBatotrcss VR/AR-TeXHOIOrMH U UX TPUMEHEHHE B COBPEMEHHOM
MHUpPE B PA3JIMYHBIX HAIMPABICHMSX, IJle JaHHbIE TEXHOJOTMM YCHEIIHO BHeapeHbl. VR/AR-
TEXHOJIOTUM HAa CETOAHSIIHUN JE€Hb SBISIIOTCS HE HOBBIMH, OJIHAKO C KaXAbIM TOJOM
OTKpBIBAIOTCS Bce Oo0Jee I[IUPOKHE MEpPCHEeKTHUBbl HX HCHOJIb30BaHUSA. PaccMOTpeHbI
0COOEHHOCTH MPUMEHEHUS TaHHBIX TEXHOJIOTHH B cpepe Urp, a Takke B chepax oOpa3oBaHus U
3npaBooxpaHeHus. CaenaH BBIBOJ O TOM, UTO IJIABHBIM HalpaBJieHUEM Hcnosib3oBaHus VR/AR-
TEXHOJOTUH sBisieTcs cdepa Buaeourp. B cBsi3u co croxuBmieiicss HeEOIaronoayyHOU
CUTYyallel, BbI3BAHHOM paclpocTpaHeHUsI KOPOHABUPYCHOM MH(PEKIINH, UCTIOJIb30BaHUE JTaHHBIX
TEXHOJIOTUH B cepe 00pa3oBaHus U 3paBOOXPAHEHUS TIOMOKET PEIIUTh HEKOTOPBIE MPOOIEMBI
U YIYYIIUTh YK€ CYIIECTBYIOIIHE METO/IbI PAOOTHI.
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BBenenue

CerozHsi Mbl HaCTOJIBKO ITPUBBIKJIA K BHEIPEHUIO B CBOIO )KM3Hb HOBBIX TEXHOJIOTHH, YTO IIOPOU
HE 3aMeyaeM, KaKk CUJIbHO OHHM BO3JICHCTBYIOT Ha Halll ObIT U OKPY>KaIOLIYIO Cpey. 3a MOCIeAHNE J1Ba
JECSITUJIETUS] HOBBIE TEXHOJIOTUH JlalM MacCy HOBBIX MHHOBALlMOHHBIX MPOAYKTOB. C NOsIBIEHHEM
HOBBIX TEXHOJIOTMH CTajld MEHSATBCSA CTapble MOAXOIbI K BellaM, U 3TO IPUBEIO K HOBOM 3pe
TEXHOJIOTHYECKOTO Mporpecca, 63 KOTOPOro Mbl HE MOYKEM IMPECTABUTH CETOTHSIIHUN I€Hb.

JIro60i1 4enoBeK B COBPEMEHHOM MHPE MOXET AMCTAaHIMOHHO YIPAaBIATh TEXHUKOM JoMa:
TEJIEBU30p, YalHUK, 3aMKH Ha ABEPAX M OKHAX, KaMepbl, XOJIOAWIBHUK U T.[. — 3TO BCE SIBIIAECTCA
TEXHOJIOTHEN «yMHBIN JoM». K pumMepy, eciim Cpok rOJHOCTH IPOAYKTA B XOJOAUIBHUKE UCTEKAET
WM UCTEK, caM JeBaiic (B JaHHOM CIy4yae — XOJIOJAWJIbHUK) HAIIOMHUT 00 3TOM WJIH AK€ CaM 3aKaKeT
HOBBIN MpoayKT. [lo00HOE sIBI€HHE MOKHO OTHECTH K TEXHOJOTHSM MHTepHeTa Bemel. g Toro
9TOOBI CKAHUPOBATH IITPUX-KOJ (M TEM CaMbIM ONPEICITUTH CPOK TOJTHOCTH MPOYKTa) HA YIIAKOBKE, B
XOJIOJWJIBHUKE, HCIIONB3YIOTCS JaTYMKH, B JAHHOM CJIy4ae — KaMephl, pPaclojOXKEHHbIE BHYTpHU
xonoauinbHUKa. CKaHUPOBAHUE MPOUCXOIUT C MCIOJIb30BAaHUEM MaIIMHHOIO 3peHus. K npumepy,
HITPUX-KOJl TP CKAaHMPOBAHUM KaKoro-aubo TOBapa € MOMOIIbI0 CMapT(oHa crocoOeH mepenarb
nH(OpMaIHIO cOCTaBa Ha MOOMIIBHOE YCTPOUCTBO, a TO, B CBOIO OYEPE/ib, IEMOHCTPUPYET TPEXMEPHBIE
aHUMaIluy cocTaBa. JlaHHas aHUMalMsl BO3MOXKHA ¢ TTOMOIIbI0 AR-TexHosoruii. Takux TEeXHOJIOTHI
MHOI'O B HaIlleW PYTUHHOM KM3HU, OHU HAXOJATCA IPAKTUYECKU B KaXKJIOM JOME, BHEIPEHBI B KAK/bII
JIEBAIC, KOTOPBI MbI HCIIOJIB3YEM.

Kak ysxe OblIO CKa3aHO BbIIIE, ITOCIEIHUE JIBA IECATHIICTHS CIOCOOCTBOBAIN Pa3BUTHIO HOBBIX
TEXHOJIOTH, KOTOPbIE CUJIBHO YIPOCTUIIM 3aa4H, 10 CEH MOPBI ABIIABIIKMECS CIOKHBIMU. B nanHOM
cTaTbe paccMOTpuM TexHosioruu VR u AR.

ITonsitue u cymHocTh VR/AR-TexHOI0TMA

BuptyanpHas pealbHOCTP M JIOMOJHEHHas peanbHOcTh, WM VR u AR (Virtual reality and
augmented reality), SBISIOTCS Ha CETOMHSIIHUA JCHH TEXHOJOTHUSIMH, IIUPOKO NMPUMEHSIEMBIMH B
AJIEKTPOHHBIX Ta/DKeTax. B HacTosmiee Bpems, ecir 0ObICHUTH MPOCTBIMU CIIOBaMH, TeXHOJOTHS VR
— 9TO CImocod Tmepexofia B pealbHOCTh, CO3AAHHYIO C IOMOIIBIO TPHIOXKEHHH (TIporpaMMHOE
o0opy0BaHuE, CIOCOOHOE co3/aBaTh TpexMepHoe n3odpaxenue). Co3laHHbIE MAKEThl TPEXMEPHOI
peaTbHOCTH B MPOTPaMMHOM OOOPYAOBAaHMM TPAHCIUPYIOTCS B CIIELUANbHbIE OYKH (TapHUTYpa),
KOTOpBIE, B CBOIO OUYEpE/lb, HA/IEBAIOTCS HA TOJIOBY, TEM CaMbIM JaBas BO3MOXHOCTb JIBYM DKpaHaM
MOKPBITH 001acTu r71a3. [lorpyxeHue B peaJbHOCTb MPOUCXOAUT TOJIBKO Yepe3 3pUTEIbHBIN anmapar.
W3 sToro cnemyer, 4TO B HAIM JHU MOJTHOE MOTPYKEHUE HEBO3MOXKHO. B OyayiieM Ha CMEHy Oo4YKam
MPHUIET TEXHOJIOTHS, KOTOPas CMOXKET HANpsSMYI B3aWMOJICHCTBOBATh C MO3TOBOM aKTHBHOCTBIO U
WMUTHPOBATH BCE IMATHh OCHOBHBIX YYBCTB: OCSI3aHUE, 3pEHUE, CITyX, 00OHSIHHE U BKyC. B Takom cirydae
BOCIIpHUSATHE peaibHOCTH depe3 VR-TexHomoruu Oyaer HaMHOro 6ojiee THOKUM, J1aBasi BO3MOKHOCTh
peryaupoBaTh peaJTuCTUYHOCTh BOCTIPUSATHSL.

AR-TexHoONOTHs, Tak ke Kak U VR-TexHoIorus, co3gaer BUPTyaJbHYIO peaibHOCTh. OpHaKo
OTJIMYUE JTOM TEXHOJOTMH CBOJUTCS K TOMY, 4YTO CO3[aBaeMas pEalbHOCTh JIOMOJHSET YKe
CYIIECTBYIOIIYI0, OTCIOJIa ¥ Ha3BaHWE — <JIOTIOJIHEHHAsI PEabHOCTHY. [IpuMepoM MOTYT CITyKHTh
(GWIBTPHI B IPUIIOKEHUSX, KOTOPHIE UCTIONB3YIOT KaMepy JUIsl 3aXBaTa KApTUHKU B PEIKUME PEaTHHOTO
BPEMEHH U B MOCIEAYIOIIEM TepearoT ee Ha dKpaH. KapTHHKa MOTOM aHaIM3MpyeTcs, W IOcIe
TPEKMHIa HYXHBIX JaHHBIX pPEaJbHOCTh JIOMOJIHACTCS J00aBieHHBIMU (uibTpamMu. CeroaHs
JIOTIOJTHEHHAs! PEANbHOCTh PAa3BUBACTCS OBICTPHIMH TEMIIAMH U JAaeT BCE HOBBIE BO3MOKHOCTH
MIPUMEHEHHSI JAHHOM TEXHOJIOTUH B pa3HbIX chepax.
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IIpumenenune VR/AR-TexHO010ruii B pa3JIMYHbIX 00JIaCTAX

['MaBHBIMM KOMIIOHEHTaMH JJIsl JOCTH)KEHHMSI MaKCHUMAallbHOM OTJaud OT BBILICYTIOMSHYTHIX
TEXHOJIOTUI SIBISIOTCS WHCTPYMEHTBHI WX pa3BEpThIBAHUS, HAuWHAsg OT CO3/aHUS BHUPTYaJbHOM
peasibHOCTH ¢ momomneio [1IO 10 ee TpaHcmsAnMU B crenuanbHble ouku. JlopaboTaHHBIE OOBEKTHI,
CKOPOCTh aHWMAIlUM, CUHXPOHHBIE KOMaHIbl M MX O0pabOTKa — BCE ATO BIMSET HA BOCIPUATHE
BUPTyaJbHOU peanbHOCTH. CrenoBaTesNbHO, JAHHBIE TEXHOJOTHMHM OTJIMYAlOTCS KAayeCTBOM U
10pabOTaHHOCTHIO B 3aBUCUMOCTH OT UX IPUMEHEHHUS.

Ilpumenenue mexnonoeuu VR-AR 6 uepoeoti unoycmpuu

VR- u BHIEOUTPHI BMECTE MPEIOCTABIAIOT IOJH30BATENIAM 00Jiee pPEANTbHYI0 U CHIBHYIO
ceHcopuyro crumytisinuio [CAICT 2017 BupryansHas peaibHOCTb, WWW]. Cieays CEroaHsIIHUM
TEHJICHIIMSIM, UTPOBas MHIyCTPHUS SABISETCS JIUAUPYIOIIMUM HUIPOKOM, KOTOPBIA OyJeT MpOJBUTAThH
JTaHHY0 TexHojoruio Ha peiHke. [To nanubiM ESA (Entertainment Software Association), coOpaHHBIM
B 2017 roxy, BumgHO, uTto B 2016 TOay Ha MHIYCTPUIO BUACOUTP ObUTO moTpadeHo 30,.4 Muumapaa
MOTpeOUTENbCKUX pacxonoB [Yunbsam, Jlactun, bapbapa, 2017]. bnarogaps urpoBoit minatdopme
Steam MO>KHO cienaTh pacueT U ONpeleIuTh TEHACHIIMYA UCTIONB30BaHUs U PAa3BUTUS TeXHOIOrHi VR
u AR. B Tom ke roxy mmatdopma Beimyctuia 4207 Buneourp, 16% w3 Hux nomgepxkuBain VR-
TexHoJoruio. Ha ceroansimHuii IeHb JaHHAs TU1aT(opMa 3a TOJ BBIITYCKAeT B TIPE/IeNIax ECATH ThICIY
Buseourp (puc.l). M3 pucyHnka BUTHO, YTO TEHACHIIUS JOOABICHHSI UTP MOBBIIIAETCS C KAXKIBIM TOZIOM,
3a uckaoueHueM 2019 roma. Ha 2020ron manHas ruiargopma B koimdecTBe umeet 4571 Buaeourp,
noaaepxkuBaronmx VR-rexnomnoruto (44,54% ot obmiero konuuectsa urp). CienosarensHo, ¢ 2016
o 2020 rox nmokazatenb nojaep:kuBaemMoctu VR-TexHomoruii Beipoc npumepHo ¢ 16% 10 44%.

Takxe ciemyer otmeTuth ycrex AR-texnomoruu, rae PokemonGo siBHO mpomeMoHCTpupoBan
MOTEHIIUAJ JaHHOM TeXHOJIOTUU B MHAYCTpuH Buaeourp. K 2025 romy oxumaercs, 4To MupoBas 6aza
nosib3oBareneit kak AR-, Tak u VR-urp Boipacter Ha 216 MUIJTMOHOB OJIb30BATENEH.

How many new games are added to Steam
each year?
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Buenpenne VR/AR-texnosoruii B cdepy 3apaBOOXpaHEHHUS MPOTEKAET MEJICHHO, HO YKe
UMEIOTCS Pe3yJIbTaThl, JOCTUTHYTHIE B pa3HbIX ciosx. K mpumepy, AaHHas TEXHOJIOTHs CIIOCOOHA
MIOMOTATh JIFOJIIM C Pa3HbIMH (POOUSMH, T/I€ TOT UM MHOHM IPEAMET, KOTOPOTO OOUTCS YEIOBEK, MOKHO
CIPOELMPOBAaTh HAa TApHUTYPY BHUPTYaJbHOM WJIM JIONOJHEHHOM pealbHOCTH [Maromanos, 2019].
Taxke TaHHYIO TEXHOJIOTHIO UCTIONb3YIOT JIIsl peaOuIuTaluy mocie aMIiyTaluu yactei tena. [loreps
PYKH WM HOTHU (MJIM JPYrHMX 4YacTel Teya) Bcerja TSKENIO IEePEeHOCUTCS YEeNIOBEKOM Kak B
MICUXOJIOTHYECKOM, Tak M B ¢u3uueckom Iutane. K mpumepy, MindMaze wucnons3oBan VR-
TEXHOJIOTHIO, YTOOBI MOMOYb MAIMEHTaM, MOTEPSABIIMM KOHEYHOCTH, CIPABUTHCA C «(PaHTOMHOMN
00JbI0 B KOHEUHOCTSIX». TakKe TEXHOJOTHIO HCHOJB3YIOT JJIs JAMCTAHIMOHHOTO OIEPHUPOBAHUS.
Hamnpuwmep, Illanxaiickas OonpHUIA JKYyHI3WMHB YCHENIHO HCIOJIb30BaNa TEXHOJOTHIO VR st
Tpa”csanuu 3D-manapockonuveckor omnepaiuu B mpssMoM ddupe B 2016 roay, 4To 03HAMEHOBAJIO
nosieiieHue B Kurtae onepanuu BUPTYyalbHOM PealbHOCTU B peajlbHOM BpeMEHHU. Bpauu, KoTopbie HEe
CMOTIJIM IPUCYTCTBOBATh Ha OMEpaIiu, CMOTJIN O0Y4YUThCA TEXHUKE CII0OKHON ONEpaluy YJaJIeHHO C
MOMOIIBI0 TAPHUTYPHI BUPTYAIbHON WM JIOTIOJHEHHOW peanbHOCTH. TakuM o0pa3oM, BHEApEHUE
VR/AR-texHon0rHi OyIeT ClIOCOOCTBOBATH MOBBIIICHHIO KAY€CTBA MEIUIIMHCKOTO 00CITYKHBaHHUSI, B
TOM YHCJIe B OTJAJICHHBIX PErHOHAX CTPaHBI, U 00ECIEYEHUI0 MAaKCHMAIBHOM pabOTOCIOCOOHOCTH
HaCEeJICHUSI.

Uro xacaercs npumeHenust VR/AR-texnomnoruii B chepe oOpa3oBanusi, To MepBoe, 4YTO MPUXOTUT
Ha YM B YCJIOBUSX MaHJIEMUU, — 3TO JUCTaHLIMOHHOE oOpa3oBaHue. VR- u AR-TexHOIOTHHN CIOCOOHBI
BBIBECTH JUCTAHIIMOHHOE OOpa3oBaHHE Ha OJUH YPOBEHb C TPAJULMOHHBIM OOpa3oBaHHEM. OJTHU
TEXHOJIOTUU MOTYT CUMYJIMPOBATh peallbHble yueOHble KaOMHETHI, 100aBJIATh KaXI0ro CTyJIEHTa U
npernoiaBaTens (KOTopble JUCTaHIIMOHHO MPUCOEIMHIINCH ), BCTABIATh HY>KHBIA IPUOOp HA MapTy U
T.1. CreoBaTesbHO, TEXHOJIOTUU CIIOCOOHBI MOJTHOCTBIO MPeodpa3oBaTh AUCTAHIIMOHHOE 00yUYEHHE.
JlaHHBIE TEXHOJOTMM TaKX€ MOTYT I[IOMOYb CIPAaBUTCS C OINPEAEIECHHBIMU TPYIHOCTSIMH,
CYILIECTBYIOIMMHU IIPU MPENOAABAaHUM HEKOTOPBIX JUCHUIUIMH, TJ€ TOpOoTrue npuOOophl WM ONacHbIE
BEIIECTBA MOKHO YaCTMYHO 3aMEHHUTh Ha BUPTYaJIbHBIE.

3akiIoueHue

B s3akirouenne xouyercst oTMETUTE, uTo TexHonornu VR u AR mosgsunuch coBceM HeIaBHO, HO,
HECMOTpS Ha 3TO, OHU YK€ aKTUBHO BHENIPSIOTCS B Pa3HbIE CJIOM 00IIecTBa U UHAYCTpUU. JlaHHBIE
TEXHOJIOTHH PACIIUPSIOT CBOU BO3MOKHOCTH €KeTHEBHO. OJIHAKO TJIaBHBIM HaIlpaBJICHUEM SIBIISETCS
X TpUMEHeHue 3 B chepe Bumeourp. B CBSA3M CcO CIOXKUBIIECHCS HEOIAromONIyYHON CUTyalMew,
BBI3BAHHOHN pacmpoCTpaHEHHs] KOPOHABUPYCHOM MH(EKINHU, UCIOIB30BaHNE JAHHBIX TEXHOJIOTHHA B
chepe 0oOpazoBaHHS W 3APABOOXPAHEHUS] TOMOXET PEIINTh HEKOTOpPhIE MPOOJEMbI M YIYYIIUTH
CYIIIECTBYIOIINE METOIbI PaOOTHI.

bubanorpadus

1. Ucnamytnuros B.®. MHCTHTYIHOHANBHBIE H3MEHEHHST B KOHTEKCTE mUdpoBoit axoHomuku // Journal of Institutional
Studies. 2020. T. 12. Ne 3. C. 142-156.

2. MaromanoB B.C. HccienoBanue posid HOBEHIIMX WH()OPMAIMOHHBIX TEXHOJOTHH B SKOHOMHKE COBMECTHOTO
ucnons3oBanus // @I'Y SCIENCE. 2019. C. 130-134.

3. MacnoB E.A., XamunoBa A.E. BHenpeHne cOBpeMEHHBIX TEXHOJIOTHH BHPTYaJbHOW M JOMOJHEHHOH peaJibHOCTH B
KpeaTHBHbIC MHAYCTPUU: TeHJCHIUH U rpobiemsl // ['ymanutapnas nadopmaruka. 2016. Ne 8. C. 35-46.

4. Muxaiinosckas C. L{udposas tpancdopmanns: Bpems He et // benapyckas gymka. 2018. Ne 6. C. 51-57.

5. Hecrepenko E.A., Koznosa A.C. Hanpasnenus pa3zsutusi 1u(poBOii 5KOHOMUKH M HU(PPOBBIX TeXHOJIOTHH B Poccnu //
DkoHOMHYecKas Oe30nmacHOCTh U kadecTBo. 2018. Ne 2 (31). C. 9 -14.

VR and AR technologies and their application



170 Pedagogical Journal. 2021, Vol. 11, Is. 2A

6. CmupuoB E.H., JIykesaoB C.A. MnepatuBsl ynpaBiieHHUs T00anbHBIMA MH(POBBIME TuUTaThopMaMu // YpaBieHel.
2020. T. 11. Ne 4. C. 59-69.

7. Yumesm JIk.C., Hactuu C. C., Bapbapa C.C. Gaming on the Rift: kak BupTyangbHas pearsHOCTH BIHSET Ha
YAOBJIETBOPEHHOCTD MOJIb30BaTeNeit urp // MaTepuaisl exxerogHoro codpanus O0mecTBa Mo 4eJI0Be4eckoMy GaKTopy
u sproHomuke. 2017. T. 61.

8. UeboTaper A. LlndpoBrie TeXHOIOTHHN HACTOSAMIET0 U Oyaymiero // Asumamanopama. 2018. Ne 4 (130). C. 4-11.

9. CAICT 2017 BuptyasnbpHhas peansHocTh / JononnenHas peansrocts White paper. URL: https://www-file.huawei.com/-
/media/corporate/pdf/ilab/vr-ar-en.pdf.

10. Magomadov V.S. Examining the potential of VR and AR technologies for education // 1st International Scientific
Conference «<ASEDU-2020: Advances in Science, Engineering and Digital Education». 2020.

VR and AR technologies and their application

Zelimkhan A. Dzhabrailov

Student,

Chechen State University,

364024, 32 Sheripova st., Grozny, Russian Federation;
e-mail: djabrailov1605@mail.ru

Islam A. Magomedov

Accucrenrt,

Assistant,

Faculty of information technology,

Chechen State University,

364024, 32 Sheripova st., Grozny, Russian Federation;
e-mail: ismwork@mail.ru

Artur M. Bagov

PhD in Physical and Mathematical Sciences,
Kabardino-Balkarian State University,

360004, 173 Chernyshevskogo st., Nal'chik, Russian Federation;
e-mail: vegros@rambler.ru

Abstract

This article examines VR and AR technologies and their application in the modern world in
different directions, where these technologies have been successfully implemented. VR and AR
technologies today are not new technologies, but the prospects for their use are opening up more
and more every year. The features of the application of these technologies in the field of games, as
well as in the fields of education and health are considered. It is concluded that VR and AR
technologies are expanding their capabilities every day. However, the main focus is on the
application of these technologies in the field of video games. In connection with the current
unfavorable situation caused by the spread of coronavirus infection, the use of these technologies in
the field of education and health will help solve some problems and improve existing methods of
work. VR and AR technologies are able to bring distance education on a par with traditional
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education. These technologies are able to simulate real classrooms, add each student and teacher
(who joined remotely), insert the desired device on the desk, etc. Therefore, technologies are able to
completely transform distance learning.
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