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CURRENT TRENDS IN THE DEVELOPMENT AND APPLICATION
OF VIRTUAL REALITY TECHNOLOGIES
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TexHonOrMM BUPTYyaTbHOHW pEATBHOCTH OBICTPO pPAa3BUBAIOTCS U OTKPBIBAIOT HOBBIC
BO3MOXKHOCTH B CaMbIX Pa3HBIX 001acTsIx Hamred >ku3Hu. COBpeMEeHHasl BUPTyajbHasi pealbHOCTh
BBIXOJIMT Ha HOBBIH YPOBEHb M MIPUMEHSETCS HE TOJBKO JUIS UTP, HO | JJIs1 paOOThI U OOIICHUSL.

Bupryanbnas peansHocTh (VR) nemutces Ha BHIBI IO CTETICHH MOTPYKEHHS B BUPTYaIbHYFO
cpeny:

1. UmmepcuBras VR (Fylly Immersive) nanbonee yoeauTeIbHO MOTPy»KaeT MOIb30BaTENs B
cpemy, coderasi B cebe CI0XKHOE ammapaTHOe U MPOrpaMMHOE oOecTiedeHne, YT00bI CMOIEITUPOBATh
OIIBIT YYaCTHS.

2. lTonyummepcuBaas VR (Semi — Immersive) 4acTHMYHO MOIpY’KaeT IOJIb30BATES B
BUPTYAJIbHYIO Cpelly, MOTPYXasCh B JPYTYIO PEabHOCTh, IOJB30BATENh OCTACTCS Ha CBS3H C
(bu3nIecKoil pearbHOCTHIO.

3. He ummepcusnas VR (Non — Immersive) kauecTBeHHas CUMYJISIUS, T/I€ UCIIOIb3YIOTCS
caMble MPOCTbIe KOMIIOHEHTBI: OYKH, MOHHTOpP W OJJIEMEHTHI yrpaBieHus. [lorpyxenus B
BUPTYaJIbHBI MHUP HET, a IOJIH30BATENb SBISETCS TOIBKO HAOIIOAATEIEM.

4. VR ¢ coBMecTHON WHQPACTPyKTYpol. ITO BUPTYaJbHBIH MuUp 06€3 »(deKxTa MOIHOTOo
MOTPY’KEHUs, HO MMEET CBOI0 OCOOCHHOCTH — 3TO BO3MOXKHOCTH OOIIEHHS] M COTPYTHHUYECTBA C
JPYTHMHU JIIOJBMH B PEaIbHOM BPEMCHHU.

5. VR Ha 6a3ze untepHer — texnonoruii. VRML (Virtual Reality Markup Language, si3b1k
MOJICIIUPOBaHUS BUPTYaTbHON PEaJIbHOCTH) — 3TO S3BIK JUIs onucaHus 3D mocienoBateIbHOCTEH
n300paeHUil W B3aMMOJAEWCTBUH C HUMHU mnonb3oBatens. bmaromaps VRML moxHo co3garh
BUPTYaIbHBIA MHUp B UHTepHeTe [1].

PazniuaroT HeCKOJIBKO BUIOB TEXHOJIOTUH BUPTYaTbHON pEalbHOCTH:

1. Virtual Reality (VR) — 3TO TexHONOIWs, cO3daromiasi ¢ IMOMOIIBIO MPOrPaMMHOTO
o0ecrieyeHnsT CMOACTMPOBAHHBIA BUPTYaJIbHBI MHUpP, B KOTOPBIH MOTPY)KaeTcsl MOJIb30BATEIb C
MOMOIIIBIO CHEIIMATIBHOTO 000PYAOBaHHUS.
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2. Augmented Reality (AR) — 3T0 TeXHOJOTHS TOMOJHEHHON PEaqbHOCTH, IJI€ K peaabHOM
peansHoctH (RR) no6aBieHb! 1PpOBBIC OOBEKTHI.

3. Mixed Reality (MR) — sto Texnonorus oobeaunset smeMmentsl VR u AR 1 mosis3oBaTeinsb
MOJKET OJTHOBPEMEHHO B3aUMO/ICHCTBOBATH C IIU(PPOBBIMH U PEeaTbHBIMH OO BEKTaAMH.

4. Extended Reality (XR) — o0beaunsieT Bce ummepcuBabie Texaonornn: VR, AR u MR.

5. Immersive Reality (IR) — 310 «morpyskaromias peagbHOCTh (MHOTrOHANpaBJIeHHAs, C
OJTHOBPEMCHHBIM BO3JICHCTBHEM Ha 4eoBeKa)» [2].

OCHOBHBIMHU HAIpaBJICHUSIMHU PA3BUTHUS ¥ TIPUMECHEHUSI BUPTYaJIbHON PEabHOCTH SIBIISTIOTCSI
(VR):

1. VR — TexHONOTMH HAXOAT NIMPOKOE TPUMEHEHHE B MeauiinHe. OOydeHne B BUPTYAIBHOM
cpezie TO3BOJISIeT BpayaM MOEITUPOBAThH IJIAHUPOBAHUE JICUCHHUS U CIOKHBIE ONEpPaIliH, CO31aBaTh
porpaMMbl TI0 PEaOMIIMTAIIMK, M WCIIOJIB30BaTh BUPTYaTbHO — PEAIBHY) 3KCIIO3UIIHOHHYIO
tepanuio (VRET) B iedenun TpeBokHOCTH, (HhoOUH, CTpaxoB, aenpeccuu, 6o [3]

2. B 6usnece VR npuMeHSrOTCs 17151 00y4eHHs COTPYIHUKOB, B3aMMOJICHCTBHS ¢ KJIMEHTAMU,
OpraHu3alMi BUPTYaJbHBIX IPE3CHTALM, BBICTABOK M TYpPOB II0 Mara3uHaMm, TECTHPOBAHUS
MPOAYKTOB B BUPTYAJILHOU Cpejie, MPOBEICHUE BCTPEY M KOH(PEPEHIIHIA B BUPTYaIbHBIX OPHCaX.

3. Unrerpanst VR ¢ HMCKYCCTBEHHBIM HHTEIUIEKTOM IO3BOJISIET MNPOAHATIM3UPOBATH M
a/IalITUPOBATh BUPTYAJIbHYIO CPEly WHAUBUIYAIBHO MO ITOJIb30BATENs, ONITUMU3UPOBATh O0YUCHHE
U pa3BiIeUYCHUE, yOUpas TPaHUIIbl MEXKIy PEabHBIM U BUPTYaIbHBIM [4].

4. B o6pazoBanuu u 00ydeHun VR — TeXHOIOTUYU MO3BOJIAIOT YJIyUIIHTh 00pa30BaTeIbHBIN
MIPOIIECC U MOBBICUTH €r0 APPEKTUBHOCTD.

5. IlporcXoquT aKTUBHOE pa3BUTHUE YHHKAIBHBIX KOHTCHT — npwiokeHud st VR, c
HCIIOJIb30BAHUEM BCEX BO3MOYKHOCTEW ATHUX TEXHOJIOTHIA.

6. VR — TeXHONOTUY yBEJIMYMIA HHTEPEC K HHAYCTPUH pa3BicyeHuid. [10sIBUIINCH BUICOUTPHI C
MIOJTHBIM TIOTPY>KEHHEM B BHPTYaJbHBIE MHUPBI, TOJB30BATEIM MOTYT TOCEIIATh TeaTphl, KOHIIEPTHI,
MY3€H, aTTPaKIMOHBI, Ty TEIIECTBOBATH [0 MUPY, TIOTPYKATHCS B UICTOPHIO U KyJIBTYPY Pa3HbIX CTPaH.

7. VR momoraeTr B pelIEHUH 3KOJOTMYECKUX IMPOOJIEM: CO3/1aHUsl BUPTYyaJbHBIX MOJENEH
9KOCHUCTEM [UIsi M3Y4YeHUs U WCCiefAoBaHus (HAmpuUMmep, HW3MEHEHHE KJIMMara) W 3alldThl
OKpY’KaloIel cpeibl, CO3aHusl 00YJaIONMX MPOrPaMM U UTP IO IKOJIOTHH M TPUBJICUCHHUS K HUM
BHUMaHHUs ob1ecTBa [5].

8. Ucnonb3oBanne VR conmManmbHBIX CETSX OTKPBHIBACT OOJBIINE BO3MOXKHOCTH TS
noJib3oBaresiei. Hekotopsie miiaTgopMbl yke akTUBHO IPUMEHSIOT npriioxkeHus VR.

9. IlocTosiHHbIe pa3palOTKH TIO YIYYIICHHIO M yIOOCTBY YCTPOWCTB BHUPTYaJbHOMN
PEaTLHOCTH BEJIET K CHUYKEHUIO CTOMMOCTH U JIOCTYITHOCTH JJISI MaCCOBOTO TTOJTb30BATEIISI.

TexHonOrMM BUPTYaTbHON pEANbHOCTH O0JIAAal0T OONBIIMMH MPEUMYIIECTBAMHU, TaK KaK
Tar0T A(PQPEKT MPHUCYTCTBUS B BHPTYAIBHOM MHpE, YTO IO3BOJIET clelaTh OoOydeHue Oosee
MOHATHBIM W JI(PQEKTHBHBIM, a B HEKOTOPBIX CUTyalusiX H 0O€30MacHBbIM, IT03BOJIAET
B3aUMO/ICHCTBOBATh C 00BEKTAMH U JIIOJIbMU B peaibHOM BpeMeHH (KOH(EPEHIHH, My TEIeCTBHUS),
CO3/1aBaTh MOJICIH JJOPOTOCTOSIIMX MMPOEKTOB U MHOT'OE JIPYTOe.

CymectBytomiue e HemoctaTku VR — TeXHOJIOrHi HEe3HAUYMTENbHBL. Tak, Hampumep, mpu
JUITITEIFHOM TIOTPYXXEHHH B BUPTYaJbHYIO Cpely, BO3MOXKHBI OIIyIIeHHs IucKkoMmdopra u
TOJIOBOKPY)KEHUSI, & IPU CHIILHOW YBJIICYCHHOCTH MOYKET NMPUBECTU K 3aBUCHMOCTH U OTPAHUYCHUIO
OO0IIEeHUS], HAPYIICHUS CBSI3M U B3aUMOJICHCTBUS C pEaIbHBIM MUPOM.

YauBepcanbHOCTh VR — TEXHOJOTHI TO3BOJISIET MPUMEHATh WHHOBAIIMOHHBIC PEUICHUS B
Pa3IMYHBIX OTPACIAX M MOITOMY CIIPOC HAa HHUX TOCTOSHHO pacrteT. [lo naHHBIM HCCeToBaHUS
Researchandmarkets.com MupoBO# pPBIHOK BHPTYalIbHOW PealbHOCTH OICHUBaICA B 15,9 mupm.
noimapoB B 2024 roay, u k 2029 rony gocturnet 38,0 Mip/. AOIApOB U B TEUSHHUE ITOTO MEPUOIA
3apeructpupyer CAGR 19,1% [6]

gMemz{yHaponHmﬁ HayuHbIl xkypHan "®narman Hayku" Ne4(27) Anpeas 2025
www.flagmannauki.ru | 8(812)9052909 | info@flagmannauki.ru



PA3JIEJI: Un>xeHepHOE A€10, TEXHOJIOTMH U TEXHUYECKUE HaYKH
Hanpasnenue: Texuuueckue HayKu

Cnucox rumepamyput.

1. AR&VR B o6paszosanuu https://sites.google.com/view/mooc-vrar (mara oOparieHwst
01.04.2025)

2. BupryanbHas peaIbHOCTb: pazbupaemcs B TEPMHUHOJIOT U

https://habr.com/ru/companies/puzzleenglish/articles/370977/ (nata oopamenus 01.04.2025)

3. BupryaneHas peanbHocth (VR) B KIMHMYECKOH MEOMIMHE: MEXIYHAPOIHBIH |
poccuiickuii  ombeiT  https://jtelemed.ru/article/virtualnaja-realnost-vr-v-klinicheskoj-medicine-
mezhdunarodny-i-rossijskij-opyt?ysclid=m8x0nfzdwi406448833 (nata oopamerus 01.04.2025)

4, Poib HCKYCCTBCHHOI'O HHTCIIICKTAa B BHpTyaHBHOﬁ PCATIBHOCTHU
www.geeksforgeeks.orgrthe-role-of-ai-in-virtual-reality/ (01.04.2025)

5. BiusiHuE VI Ha 9KOJIOTHIO: HOBBIC MEPCIICKTUBBI U BBI30BHI rating-gamedev.ruybior Vr u
skosorus (nara oopamienus 01.04.2025)

6. PeiHOK BUPTYBJIbHOMN peanbHOCTH 1o TEXHOJIOTUSIM. https://www.
Researchandmarkets.com/report/virtual-reality (zata oopamenus 01.04.2025)

gMemz{yHaponHmﬁ HayuHbIl xkypHan "®narman Hayku" Ne4(27) Anpeas 2025
www.flagmannauki.ru | 8(812)9052909 | info@flagmannauki.ru



