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TEXHOJIOT'MA BUPTYAJIBHOM U JONTOJTHEHHOM
PEAJIBHOCTH

Annomayusn. B cmamve paccmMampuaiomcsi COBPEMEHHble  MeXHOI02UU
supmyanvbHotl u oonoaHennou peanvnocmu (VR u AR), ux xaroueevie nanpasienus
NpUMeHeHus, a makdice nepcnekmugvl paseumusi. Onucamvl mekywue 6bi308bl U
02PaHuyenusl, BKIIOYAs MEeXHUYecKue, 9KOHOMUHeCKUe U COYUAIbHbIE ACNEeKNbl.
Ilpusooumcs ananuz cyujecmeyrouwux paspabomox u NpoSHO3UPYemcs OdlbHelulee
paseumue MexHoIo2Uull 8 KOHMEKCMe UCKYCCMBEHHO20 UHMENNeKma U 2100anibHOl
yughposoii mparcghopmayuu.
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TECHNOLOGIES OF VIRTUAL AND AUGMENTED REALITY

Abstract. The article examines modern technologies of virtual and augmented
reality (VR and AR), their key areas of application, and development prospects. Current
challenges and limitations are described, including technical, economic, and social
aspects. An analysis of existing developments is provided, and the future evolution of
these technologies is forecasted in the context of artificial intelligence and global digital
transformation.

Beenenne

BuptyanbHas U JONOJHEHHAs PEalbHOCTh UIPAIOT BAXHYIO POJIb B
U3MEHEHUU MPUBBIUHBIX CIIOCOOOB BOCHPUATHS MH(POpMaLUU, O0yUeHUs U
B3aUMOJICHCTBUSL C OKPYKAIOUIUM MHUPOM. OTH TEXHOJOIMH aKTHUBHO
UCTIONB3YIOTCSl B TaKUX cdepax, Kak MEIUIMHA, 00pa30BaHUE, UHIYCTPHUS
pPa3BICUYCHUN M NPOMBINUIEHHOCTh. VR MO3BOJSET CO34aBaTh MOJTHOCTHIO
uudpoByo cpeay, B TO BpeMsi kKak AR J0moyiHSET peaabHbId MU
UG POBBIMU 00BbEKTaAMH U WH(POPMALIHEH.

[lenpr0 MaHHOW CTaTbU SBIAETCS AHAIM3 TEKYyLIMX TEHICHLHUU W
BbI30BOB B oOactu VR n AR, a Takxke nporHo3upoBanue ux JaibHEUIIero
pa3Butus. PaccMarpuBaroTCsl TEOPETHUYECKHME OCHOBBI  TEXHOJIOTHIA,
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NpuUMCpbl  IMPUMCHCHUA HW  BBI3OBbBI, C KOTOPBIMH  CTaJIKUBAIOTCsA
p33pa6OTLII/IKI/I " I10JIB30BATCJIN.

OcHoBHBIE ompeie/ieHUsI M TeopeTHUYeckasi 0a3a

Buptyanbnas peansHocTh (VR) mpeacrarisier coO0od MOJHOCTHIO
UCKYCCTBEHHO CO3JIaHHYIO IM(PPOBYIO Cpely, B KOTOPYIO IOJIb30BATEIh
MOTPYyXaeTcsd C T[OMOIIBI0  CIEUaIbHbIX YCTPOWCTB (HAmpUMeD,
VR-uuiemoB). B 3Toli cpene 4YenoBeK MOXKET B3aUMOAEHCTBOBATh C
BUPTYaJIbHBIMU 00BEKTaMH C TIOMOIIBIO0 KOHTPOJIIIEPOB U CEHCOPOB.

JononHenHnas peanbHOCTh (AR) HaknaapiBaeT nudpoBbie 00BEKTH U
JaHHble Ha peanbHbld Mup. [lpumepamu SBIAIOTCA NPUIOKEHUS I
cmapThoHoB U AR-0ukHM, KOTOpble OTOOpa)karoT HH(POPMAIUIO TMOBEPX
buznyecknx OOBEKTOB. ODTH TEXHOJOTUU TMO3BOJIIOT  YJIYYIIUTh
BOCIIPUATHE OKpYXKarollel cpenbl, aenas e€ Oosiee MHGOPMATUBHOU U
WHTEPAKTUBHOM.

K ocHoBHBbIM KOMMIIOHeHTaM VR u AR oTHOCHATCSH:

YerpoiicTBa: nutems! BuptyanbHoi peansHoctd (HTC Vive, Oculus
Rift), AR-ouku (Microsoft HoloLens), cmaptdonsl ¢ mogaepxkoit AR.

I[IporpammHoe oOecrnedeHWe: JBWKKU IS CO3JaHUST KOHTEHTA
(Unity, Unreal Engine).

CucreMbl OTCJIEKMBAHUA: KaMephl U JAaTYUKHU JJII MOHUTOPUHTA
JIBUYKEHUH TI0JIb30BATEIIS.

Oobaactu npumenenuss VR u AR
Oo0pa3oBanue u 00y4yeHue

VR u AR wucnonws3yroTcs Uisi CO3JaHUS BUPTYAJIbHBIX KJIACCOB,
nabopaTopuii U TpeHaXEPOB. YUEHHWKH MOTYT TOCEIIATh BUPTYaIbHBIC
My3€M WM y4acCTBOBATb B MHTEPAKTHBHBIX 3KclepuMeHTax. [Ipumepsr:
BUPTYaJIbHbIE SKCKYPCUU U CUMYJIALINY JIJIs1 U3YUEHUSI CIIOKHBIX ITPOIIECCOB.
Meauunna

VR npumensietcs it TPEHUPOBKU XHUPYProB U peadMiIMTalluU
naneHToB. AR momoraer Bpadam B XOJE€ OIEpanuil, HakIaJbiBas Ha
peanabHbIC H300paKCHMS aHATOMUYECKHE TAHHBIE B PEATBHOM BPEMEHU.
IIpoMBbILIEHHOCTH

AR-MHCTPYKIIMM  YNPOIIAKOT  BBIIIOJHEHUE MNPOU3BOJICTBEHHBIX
omepaluii, oToopakasi MoIIaroBble yKazaHus NpsiMO Ha paboduxX MecTax.
VR mnos3Bosnsier co3maBaTh 1U(POBBIE JIBOMHUKHA I TECTHPOBAHMUS
000pyI0BaHUs U TIPOLIECCOB.
HNupycrpus pasBiiedeHnn

B urpoBoit ungyctpur VR MO3BOISAET MOrPyk aThCsl B IOJHOCTHIO
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WHTEPAKTUBHbIE MHpBI, a AR 1eraeT BO3MOXXHBIMH HWIPbl B PeagbHOM
npoctpanctBe. Ilpumepom sBisiercss wurpa Pokémon Go, crabmas
nomyJisipHOM Onaroaaps Ucnoib3oBaHuio AR.

Texkyuue BbI30BbI M OTPAHUYEHUSA

e TexHuyeckue NpooOIEMbI
Bricokue TpeOoBaHMS K BEIUMCIUTEIBHBIM PECYPCAM.
OrpaHnyeHHOE pa3pelieHre JUCIUIEEB U 3a1€pKKa TaHHbIX.
OrpanuyeHHas aBTOHOMHOCTh VR-ycTpoiCTB.
OKOHOMHYECKHE U ITPABOBBIE ACTIEKTHI
Boicokas  ctoumocth  pazpabotku  VR/AR-npunoxenuit  u
000py10BaHUSI.
Bormnpocsl 3a1uThl JaHHBIX MOIb30BaTENEH U KOHPUAEHIIUATBHOCTH.
CounanpHble aCEKTHI
[IpuBbIKaHME U 3aBUCUMOCTb OT BUPTYaJIbHON CPE/IBI.
Binusgaue Ha 370pOBbE:  YCTANOCTh IJ1a3, JE30pUEHTAlUsl H
rOJIOBOKPY’KEHUE.

IlepciekTHUBBI pa3BUTHA

KonBepreniuss ¢  MCKYCCTBEHHbIM  HMHTeUIeKToM U 5G
HCKyCCTBEHHBIN MHTEUIEKT TMO3BOJIAECT YJIYYIIUTh B3aWMOJICHCTBUE B
BUPTYQIBHBIX CpeAax, aJanTUPysh KOHTEHT IOJl KaXJ0TO IMOJIb30BaTEs.
Texnonoruss 5G obecreunBaeT HU3KYIO 3aJIEPKKY M BBICOKYIO CKOPOCTh
nepenadn JIAaHHBIX, YTO HEOOXOIUMO JUTSt KaueCTBECHHOT'O
¢bynkunonupoBanus VR u AR.
Pa3BuTne MeTaBcejleHHOM

VR n AR cTaHOBSITCS Ba)KHOM 4acThIO METAaBCEJIICHHOMN — KOHIIEIIINH,
00BeUHSIONICH BUPTYaJIbHBIE MUPBI B €IMHYIO MU(PPOBYIO IKOCUCTEMY. B
METaBCEJICHHON I10Jh30BaTEIM MOTYT B3aUMOJCHCTBOBaTh, padboTaTh U
OT/IbIXaTh B BUPTYJILHOU CPEIE.
byayumue yecrpoiicTtBa 4 HHTEpQeichl

Oxupaercs pa3paboTka KOHTAKTHBIX JIMH3 C Tojajepkkod AR,
TaKTUJIBHBIX TIEpYaTOK M HHTEep(]eiicoB Ha OCHOBE HeHpouHTepQencoB,
KOTOpBIE 00ecIieyat MoIHOE MOrpyKeHUE B BUPTYaTbHbIN MUP.

MeTtonosorus ucciae0BaHus

s ananmuza TeHAEHIMH M mepcnekTuB pa3BuTus VR u AR Obun
pOBEAEH CPABHUTENBHBINA aHAIN3 HAYYHBIX ITyOJIMKALUNA, OTYETOB PhIHKA U
WMHTEPBBIO C JKcnepramu. VCronp30BaIMCh CTATUCTUYECKUE JAHHBIE O
pPOCTE PBIHKA, a TAKXKE IPUMEPBI YCIICIIHBIX BHEAPEHUN TEXHOJIOT UM,
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Pe3yabTaThl 1 UX 00Cy:KIeHHE

Ananu3 nokasani, yTo VR 1 AR npo1omkatoT akTUBHO pa3BUBAThCA U
HaxoJISIT MPUMEHEHUE B CAaMBIX Pa3HbBIX oTpacisiax. MupoBoit ppiHOk VR/AR
JEMOHCTPUPYET CTaOMIIBHBIN POCT, @ MPOTHO3bI YKA3bIBAIOT HA YBEIUUYCHHE
ero oowéma 10 100 mapa mosutapoB k 2030 roxy. HamGonbmmii BkIajg B
Pa3BUTHE TEXHOJIOTHI BHOCST UTPOBBIC KOMIIAHUU M KOMIIAHUU U3 Cepbl
00pa3oBaHUs.

OpnHako OCTalTCs HEpemEHHBIE MPOOJIEMbI, TakWe KaK BBICOKas
CTOUMOCTh YCTPOMCTB W PHCKUA sl 310pOBbi. Pa3paboTka HOBBIX
unTepdeiicoB n uaTerpanus ¢ MM mo3BoisST mpeogosieTh 3TH BBI3OBBI U
pactmputh npumenenre VR u AR B Oymymiem.

3akJ/Il0ueHue

BuptyanbHas W JIONOJHEHHAsT pPEAJbHOCTh OTKPHIBAIOT HOBBIC
BO3MOXXHOCTH JIJI1 B3aUMOJICUCTBUS C MHPOM U 00J1aJat0T OTPOMHBIM
MOTEHIIMAJIOM B CaMbIX pa3HbIX OoTpacisx. HecMoTpst Ha cyuiecTByronme
OTPAaHUYECHUS, PA3BUTUE TEXHOJOTUM NPOJOJKACTCS, U B OnmkanieM
OyJlylIeM OHU MOT'YT CTaTh 4acThIO MOBCEAHEBHOM KU3HU. /{151 ycnenHoro
BHenpeHnss VR m AR HeoOXomumo pemniaTh TEXHUYECKHE U COLMAJIbHBIC
poOJIeMbl, a TaK)Ke 00ECIIeYnBaTh IOCTYITHOCTh TEXHOJIOTHH JJISI IIUPOKHUX
CJIOEB HACEJICHUS.
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