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In comparison with other levels, the sphere of higher education turned out to be the most resistant to 
the pandemic. Universities immediately switched to distance learning. However, not all universities were ready 
for such a transition. Universities in backward and developing countries could not provide the necessary 
technical equipment and stable Internet, which significantly reduced the quality of the educational process. 
Moreover, not all subjects can really be taught remotely. Medical specializations, engineering and other 
applied fields have not yet found a correct solution to reduce the consequences for higher education during 
the coronavirus period. 

However, there are solutions to all of the above problems in education, which allow reducing the 
negative consequences of the pandemic's impact on the education system. Among them are the following 
activities: 

 use the online format in education; 

 switch to distance learning everywhere; 

 apply alternative methods of education; 

 increase the level of technical training of teachers; 

 apply methods of continuous assessment of the level of education. 
Education and the coronavirus pandemic cannot be imagined without distance learning. This is the first 

thing that educational institutions of many states did when governments decided to declare lockdowns in 
connection with the epidemic. 

However, the backward and underdeveloped countries of Africa, South America and Asia do not have 
sufficient technical means to organize classes in an online format. Therefore, they use other types of distance 
learning: 

 conduct training lessons on the radio; 

 launch educational programs on television channels; 

 distribute printed educational materials. 
Speaking about the use of the online learning format, classes were mainly held in Zoom, Skype, Discord 

and other educational platforms. This has become a salvation for many universities and other educational 
institutions. 

However, in addition to the online method, there were alternative methods of education. Among them: 

 adaptive learning; 

 interactive and experimental approaches; 

 self-learning methods and strengthening the role of independent work; 

 team training; 

 mixed learning format (online-offline mode); 

 modeling and game techniques. 
The pandemic has had a strong impact not only on students, but also on teachers. Unfortunately, many 

teachers were not ready to switch to alternative teaching formats. They lacked the knowledge to successfully 
use learning platforms and organize lessons in a new mode for themselves. All this led to the need for 
additional training of the teaching staff and the organization of assistance to experienced teachers so that 
they could quickly acquire the necessary work skills. 

Summing up, the pandemic had both a negative impact on education, leading to a possible decrease 
in education in the future, and a positive one, which made it possible to reduce the incidence of coronavirus 
and actively use new methods in education. 
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Augmented reality (AR) at the moment and AR future development possibilities, necessary devices and algorithms of AR 
software development are discussed in the paper. Modern ways of using AR are also presented. Also, some information about 
using AR in everyday life is given.  

Imagination is an integral part of every person. As children, we all imagined incredible things, such as 
visiting any place without even leaving our room, or, as far as I know, some people had imaginary friends and 
they could only visualise them in their mind. What if the line between your imagination and the real world did 
not exist? With augmented reality, not only is that possible, it is right here [1].  
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AR is an interactive experience of a real-world environment where the objects that reside in the real 
world are enhanced by computer-generated perceptual information. As it was mentioned before, augmented 
reality gives us a lot of opportunities. For example, you can preview any item in your own space, visit any 
place you want, if you cannot visit them in real life, etc. Even nowadays you can create your dream flat with 
“IKEA place”; this is an application where you can take all the furniture from “IKEA” and place 
it in your flat, and order this stuff. 

But let us move on to the topic of the article. The future of AR is really promising, with the help of some 
augmented reality software, engineers can even design cars or buildings. Augmented reality helps engineers 
work smarter. AR simplifies the process of projecting; engineers no longer need any layouts, and engineers 
are also deprived of the need for calculations due to the ability to simulate the behaviour of buildings or 
mechanisms using the computing capabilities of computers. 

 

 
Figure 1 – Designing a car. 

 
But there are some needs for the intelligent use of AR technologies, for example, software and its 

development.  An augogram is a computer-generated image that is used to create AR. Augography is the 
science and software practice of creating augograms for AR. Fiducial markers are used in large projects to 
improve computer vision and positioning of AR models. It is not the same as just putting a table in your room. 
Fiducial markers are used in exact calculations, for example, in mathematics, fiducial markers can be used to 
construct a real-world coordinate system. 

If you are interested in AR and want to try it yourself, let us talk about hardware. To try this technology, 
you need just your smartphone that supports AR technology, but if you want to understand the meaning of 
AR and its role in our lives, you need to purchase a professional HUD (or head-up display), or you can obtain 
a cheaper device such as AR-glasses. HUD gives you the opportunity to use AR without using any devices, 
and you will be able to feel yourself right in the place that you have created yourself. You may have already 
seen some kinds of AR hardware devices in such series as “Black Mirror”. The main characters of some 
series wear contact lenses, or they have an implant that broadcasts the environment, changed with AR, right 
in their brains. Unfortunately, such technologies are currently not available in real life, and we can only 
guess, how long it will take scientists to develop these devices. 

The gaming industry has embraced AR technology. A number of games have been developed for 
prepared indoor environments, such as AR air hockey, “Titans of Space”, collaborative battles against virtual 
enemies, and AR-enhanced pool table games. Augmented reality has allowed video game players to 
experience a digital game play in a real-world environment. “Niantic” released the augmented reality mobile 
game “Pokémon Go”. “Disney” has partnered with Lenovo to create “Star Wars: Jedi Challenges”, an 
augmented reality game that works with the Lenovo Mirage AR headset, a tracking sensor and a Lightsaber 
controller. The game has been launched in December 2017. 

AR makes it easier to study. AR can be integrated into education systems around the world, facilitating 
the learning process and making it more interesting for schoolchildren and students of any profession, not 
only related to IT and engineering. And the most breakthrough achievements of AR are related to medicine. 
This is called augmented surgery (AS). AS helps surgeons make their work easier and turn complex and 
dangerous surgeries into a daily routine. In 2020, the first augmented surgery was successfully performed, 
and at the moment, AS is a common thing not only in the United States. AS is a great example of how 
augmented reality helps humanity save lives [2]. 
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All of the examples above are just the tip of an iceberg, and AR will develop into one of the most 
expensive technologies during the whole history of humanity in the future, according to IT financial analysts, 
because today it is one of the most promising technologies. The greatest minds of mankind are developing 
augmented reality technology right now and there is hope for a highly-technological future. 
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The article raises the issues of people's addiction to online and offline computer games. Information is provided on how the 
developers of these games build them so that people get enslaved by technologies. The main factors that can increase the 
likelihood of dependence on a particular game are considered. Psychological tricks that are aimed at increasing addiction are 
reviewed in this publication. The data on the economic component of the development and the development of computer games 
are presented. The connection between the beginning of the COVID-19 pandemic and the growing demand for computer games 
is described. 

Today, in the era of digital technologies, social networks, online entertainment, and online and offline 
games have begun to gain huge popularity. They are played by hundreds of millions of people around the 
world, and at first glance, it is unclear what makes online and offline games so popular these days. They bring 
people unique emotions and vivid impressions. But people rarely think about how, by whom, and for what 
purpose these games are made. 

Among other things, both online and offline games bring you joy. A game that you like, can draw your 
attention for more than a day, a month, or even a year. The easiest ones to get addicted to are MMORPG 
games. They combine many psychological tricks to keep the user on the server for as long as possible. 
Usually in such games, players can choose a character and what they look like. In addition, users can join 
clans, which will only multiply the effect of getting used to the game. Our brain doesn't distinguish between 
"actual" and "in-game" reality and rewards both equally. The primary distinction is that, unlike in real life, in-
game worlds frequently manage to reward us without putting us through too many difficulties. As a result, they 
boost our happiness while reducing the time and effort required to achieve it. And, because our brains are 
wired to look for methods to save energy while still achieving good outcomes, this is a very addicting 
combination.  

Like any other addiction, video game addiction is usually a very complicated issue. First of all, video 
games are meant to be addictive. Although game developers are constantly searching for options and hacks 
to make their products to be more interesting and give people more time to play them as well as provide them 
with the emotions and feelings that cannot be reached in real life. This is especially actual for game designers 
and developers the business of whom is based on in-game subscriptions and purchases. 

However, game designers must still determine how players will meet their needs within the game. And, 
when they have done it, they must consider how they will fit into the larger picture of their game monetization 
strategy. As a result, with free-to-play becoming a common way to commercialize games, game developers 
are increasingly purchasing in-game things that are intrinsic to the gameplay and the enjoyment it provides.  

Games that attract players are very often made to be difficult enough to challenge, but players need to 
get small achievements and continue playing. So, the design of the video game is similar to that of a gambling 
casino, allowing players to win small "wins" and continue playing. 

There is an opinion that some factors increase the risk of becoming addicted to a computer game. Here 
are some of them: 

Overcoming your opponent 
Many MMORPGs are made in a way that makes the game competitive. It came from our ancestors, 

when you win, you get rewarded in your brain. Evolution considered this factor to be extremely useful for 
humans so that we still get rewarded once we beat someone. MMORPGs would meet our social requirements 
by allowing us to communicate with other players within the game, form friendships and alliances, and 
ultimately become a part of something larger than ourselves. They'd also allow us to satisfy our esteem 
requirements by allowing us to achieve specific levels of status and talk about ourselves in the in-game 
community. The deeper and more satisfying the gaming experience becomes as more demands are involved. 

Setting and beating a high score 


