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BJ/JINAHUE VR 1 AR HA NTHAYCTPUIO UTI'P

Paccmampusaemces sausanue 6upmyarvhol PEasbHOCTIU HA U2POBYI0 UHIYCMPUL0, U dasbHelwee Pa3sumue U UHHO8AUUL

VR.

BBEJAEHUE

Texuosorun monosHeHHON peanbHOcTH (AR) 1
BupTyasbHOil peanbHocTH (VR) KapaumHAIbHO u3Me-
HIJIM UTPOBYIO WH/IYCTPUIO, IIPEJIOCTABUB I0Jb30BaTE-
JisiM OeCIIPerieIEHTHBIE BO3MOYKHOCTH JIJIs TIOT'PY 2KEHUSI
u B3aumogeiicteus. AR nakiagsiBaer nudpoBble 00b-
eKTHI Ha peajbHbIil MUp, a VR co3maer moIHOCTHIO UC-
KYCCTBEHHYIO CPeJLy, TI03BOJIsisl ATPOKAM OIIYIIATH ceOst
YaCThIO BUPTYAJIBLHOT'O IPOCTPAHCTBA. JTH TEXHOJIOTHH
HE TOJILKO PACIIUPUINA TPAHUIIBI TPAIATTMOHHOTO TeiiM-
[u3aiiHa, HO M OTKPBIJIN HOBBIE TEPCIEKTUBBI JJIsI COIIH-
aJBHOTO B3aUMOJEHCTBUs, 00y IeHNsT U PA3BICTCHUIA.

I. VYJAYYIIEHUE UTPOBOT'O OIILITA

AR u VR 3Ha9nTEIbHO TOBBICHIN YPOBEHB ITOTPY-
KeHusi B urpax. VR- TexHosiorum, takue kak Oculus
Rift u HTC Vive, ucrosb3yioT BbICOKOKAYECTBEHHBIE
JIMCIJIEH, TOYHOE OTCJIEKUBAHUE JIBUXKEHUNH U pea-
JINCTUYHBIN 3BYK, CO3/aBasi OIILYIIEHNE TPUCYTCTBUS
B BupTyajgbHOM wmupe. AR, kak B urpe Pokémon
GO, obbemunsIeT MUMPOBLIE JIEMEHTHI C pealbHLIM
OKDYZKEHHeM, Tpejjiaras YHUKAJbHBI HWHTEPAKTHB-
HBIA OMBIT. DTU TEXHOJOIMH MO3BOJISAIOT UTPOKAM B3a-
MMOJIEHICTBOBAThL C UTPOBOIT cpeioit HOJIee eCTECTBEHHO
¥ WHTYUTHUBHO, 9TO YCUIUBAET SMOIMOHATHHYIO BOBJIE-
YEHHOCTb.

II. VHHOBALIMY B I'EMM/IU3AVIHE

AR u VR crumysiupytor pa3spaboTunKoB SKCIEPH-
MEHTHUPOBATH C HOBBIMU MEXaQHUKAMU U KOHIIEIIUSIMHA.
Hanpumep, VR-urpsr, Takue kak Beat Saber, ucmosn-
3y10T (bU3NUIECKHe JIBUKEHUS Uil yiupaienus, a AR~
UI'PBI BOBJIEKAIOT UI'POKOB B AKTUBHOE B3aUMO,I€HICTBIE
C peaJIbHBIM MUPOM. DTO IIPUBOJAUT K CO3IAHUI0 Pa3-
HOOOPA3HBIX UT'POBBIX BCEJIECHHBIX, KOTOPbIE paHee ObI-
JI HEBO3MOZKHBI B TPAIMIIMOHHBIX Urpax. Kpome Toro,
9TU TEXHOJIOTUU CHOCOOCTBYIOT PA3BUTHUIO HAPPATHB-
HBIX TE€XHUK, IJIe UI'POK CTAHOBUTCS AKTUBHBIM yYaCT-
HUKOM HUCTOPUH.

III. PA3PABOTKU B 3D-/INUBAUHE U

MOJEJINPOBAHNN

CoBpemennble TexHOJOTIH  3D-MOmeMpOBaHUS
UIPAIOT KJIOYEBYIO POJIb B CO3JIAHUMA KOHTEHTA JIJIst
AR u VR. st onrumusauu Mojeseil u obecredeHust
IJIABHOI pabOThl B peajbHOM BPEMEHU HCIIOJIB3YIOTCS
coreytomupe Meroinpl 1 Texaosorun: 1) Ournmusanus
3D-moneneit [losmronanbnoe yrpornenue: Y MeHbIe-
HUEe KOJMYECTBa MOJUTOHOB B MOJIE/N 6e3 3HAUUTE Th-
HOIf [TOTepU BU3YyaJIbHOTO KadecTBa. HCTpyMeHTDI, Ta-
kue Kak Simplygon u Blender Decimate Modifier, mo-
MOraioT aproMarusuposarh 31oT nponecc. LOD (Level
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of Detail): Vcnonp3oBaHre HECKOJBKUX yPOBHel je-
TAJIM3AINN MOJIEJIU B 3aBUCUMOCTH OT PACCTOSHUSI J10
KaMephbl. JTO CHUXKAET HAIPY3KY Ha MPOIECCOp W BU-
neokaptry. Tekcrypuposanue u 3amekanue: llpumene-
HUe KapT HOpMaJiell U KapT OCBEINEHUs JjIs UMUTAIAH
CJIOKHOM TEOMETPUH U OCBEIeHrsi 6e3 yBeJNIeHNUsI T10-
suroHoB. 2) Texnonoruu u uacrpymentsl Poropeasiu-
CTUYHBIN perjiepuHr: Vcrnosib30BaHne JIBUKKOB, TAKUX
kak Unreal Engine 5 c¢ Texmonormeit Nanite, mo3so-
JISTFOIIEel paboTaTh C BBICOKOJIETATM3UPOBAHHBIMU MO-
JleJIIMA B pealibHOM Bpemenu. [Iporemyproe Mofen-
poBanue: ['eHeparysi KOHTEHTa AJTOPUTMUIECKU, UTO
YCKODSIeT CO3JIAHME CIIOXKHBIX CIIEH U 00beKTOB (Halpu-
Mmep, ¢ nomorinpsio Houdini). Al-onruvusanus: I[Tpume-
HEHME HMCKYCCTBEHHOTO WHTEJIEKTa JIJIsI aBTOMATHYE-
CKOI'O YTIPOINEHUS MOJEJeH U yJydlleHus UX [POU3-
popuresapHocTH (Hampumep, NVIDIA DLSS). 3) Iloa-
nepxkka AR u VR AR-coBmectumocts: Mogean momk-
HBI OBITH ONTUMH3UPOBAHBI JIJIsT PADOTHI HA MOOWIIb-
HBIX yCTPOHCTBax C y4eTOM OI'DAHUYEHHBIX PeCcypCcoB.
BasKHO yUnTHIBATH OCBEIEHNE W aHKEPHI (SIKOPsT) JIIst
CTaOUJIBHOIO TIO3UIIMOHUPOBAHUS OOBEKTOB B peaJib-
mom mupe. VR-TpeboBanus: B VR kpurtudeckn BakHbI
BbICOKas dacTora Kajapos (90 FPS u Beime) u Munn-
MaJibHBIE 3aJiep:KKu. Mojesnn JT0JKHBI ObITh OINTHMU-
3UPOBAHBI JJIsi OBICTPOrO PEHJEPUHTA, & aHUMAIAU —
IJIABHBIMU ¥ €CTECTBEHHBIMHU.

IV. CoOUUAJBHOE B3AUMOJIENCTBUE U
MVYJIbTUILJIEEP

AR u VR TpanCchOpMEUPYIOT COIUAJIBHBIE aCIIeK-
o1 urp. VR-mrardopmer, Takne kak VRChat, mosso-
JISIIOT UTPOKAM ODIIATHCSI B BUPTYAJIBHBIX TPOCTPAH-
CTBaxX, IMOCEMATH MEPOIPUITHSI U COBMECTHO BBITIOJ-
HATh 3ajanus. AR-urpel, HApOTUB, TOOMIPSIOT B3a-
nMoJieiicTBIe B PpeaJlbHOM MHUpPe, KaK B CJIydae C
Pokémon GO, rme urpoku 0OObeIUHSIOTCS JIJIs COB-
MECTHBIX PeiifioB. DTu (QYHKIUH CIIOCOOCTBYIOT (HOp-
MUDOBAHUIO COOOIECTB U PACITUPEHUIO ayIUTOPHUH.

V. [IIPOPBIBBI, KOTOPBLIE U3MEHAT VR K 2030

1. Ycerpanenme Motion Sickness: «Heiipoaan-
TUBHBINA penjiepunry CyliecTByiomee u300peTeHue:
NVIDIA, Foveated Rendering. IIpobsema: Crumxkaer
narpy3ky Ha GPU, Ho He ycTpaHsieT jiaru u je30pueH-
tanmio. Yaydrrenue: Meroma: «Predictive Eye-Tracking
+ Dynamic Latency Corrections Kak paboraer: Heii-
pOCeTh NPeJICKa3bIBaeT JIBHKeHNe Iv1a3 Ha H0 Mc BIie-
pex (ananormano DLSS 3.0 Frame Generation). Ajnan-
THBHas IOICTPOiiKa JacToTh! Kaapos (72 Hz — 90 Hz)
B 3aBUCHMOCTH OT aKTHBHOCTHU IOJIb30BATENSI. DJIEK-
TPOCTUMYJIAINS BeCTUOYISPHOTO HepBa (HEMHBA3WB-
wple Haymuuku ¢ EMS). Dddekr: Cumkenue yka-



quBanus Ha 70 mporenToB (tectel Oculus Research).
[Hommepxxkka 8K-TekcTyp marke Ha MOOMJIBHBIX YHIIAX
(Snapdragon XR2). IIpumep Buenapenusi: B Half-Life
3 VR 1upwm pe3koM mOBOpPOTE KaMepbl CHCTEMa Bpe-
MenHO akTuBupyer Motion Blur 2.0, curxpormsupo-
BaHHBIN ¢ gBrmxKenmeM Tia3. 2. Pacmmpenne FOV mo
200°: «Lomorpaduyaeckue nazepubie cerdarkus Cyrie-
cTByIomee m3o0perenne: Meta, M30rHyTBIE TUCILIEN.
[Ipobaema: Tskenbie nuu3bI, orpanmdenue FOV o
140°. VYoyumenne: Meron: «Retina Laser Projection +
Photonic Crystal Waveguides» Kax paboraer: Jlazep-
HBIM TIPOEKTOP Ha 6a3e KBAHTOBBLIX TOUEK PHUCYET U300-
paxKeHue mpsaAMO Ha ceTdarke. DOTOHHBIE KPUCTAJIIBI
B JINH3aX KOPPEKTHPYIOT UCKayKeHWsi Oe3 MmoTepu sip-
KocTu. Tak»Ke MMeeTCsl 30Ha BBICOKOW YETKOCTH JIU-
HAMUYIECKU CMEIAeTCs BCJIeN 3a B3IVISAOM. DddeKT:
FOV 200° (kak y desoBedeckoro riasa). Bec rapHn-
rypol <100 r (uporus 500 r y Valve Index). ITpumep:
Apple Vision Pro 2026 moxkeT HCIOJIB30BATH 3Ty TEX-
HOJIOTHIO JIJIsT «I[HDPOBOTO TEJIEIOPTa» B BUPTYyaJlb-
wbie odpucel. 3. [lemesbie AR-urpsr: «O6siaunbiii pen-
nepunr + 6G» IIpobiema: Huskast TouroCTb 1103UITHO-
HUPOBAHWS, 3aBUCAMOCTD OT KeJjie3a. YJydrienne: Me-
tonm: «Edge Computing AR» Kak paboraer: Jlokan-
Hble 6G-cepBepa 06pabaTHIBAIOT JAHHBIE C KAMED U JIH-
napoB B peanbHoM Bpemenn. NeRF-pennepunr (Neural
Radiance Fields) cozmaer 3D-kapry okpyzKeHus 3a 5
mc. Ksanrosas nocrobpaborka (narenr Google) ycrpa-
usieT apredakTbl. Iddekt: TOTHOCTD MO3UITMOHNPOBa-
Hust 1 MM (mpotus 10 em y Pokémon GO).

VI. BuIBOJbI

AR u VR npogpomxkaror TpaHchOpPMUPOBATE WI-
POBYIO HWHIyCTPHIO, IIpejjaras HOBbIe yPOBHHU IIO-
IPYKEeHNs, MTHTEPAKTUBHOCTH U COIMAIHLHOTO B3AMMO-
neiicrBusi. CoBpemennbie pazpaborku B obsactu 3D-
MO/JIEJINPOBAHMS, TaKUE KaK OINTHMU3AIINs [TOJIUTOHOB,
LOD-cucrembr u Al-penjiepuHr, UrparoT KJIFOYEBYIO
pOJIb B CO3IAHUU KAYECTBEHHOI'O KOHTEHTA JJIsi STUX

texunosoruii. Hecmorpst Ha cyrmecTByfOIIme BBI3OBHI,
oyaymee AR u VR Bbityigaur Muoroobemaromum. C
Pa3BUTHEM AIlIaPATHOIO 0becreYeH s, CHUYXKEHUEM I1eH
U TOsIBJIEHUEM WHHOBAIMOHHOI'O KOHTEHTA ITU TEXHO-
JIOTMM CTaHYT HEOTbEMJIEMON YACTHIO UTPOBOTO JIAH/I-
madTa. VIx mHTErparus ¢ IpyruMu OTPaCasSMU, TaKU-
MH KakK OOpa3oBaHWe W MEIWINHA, TAKXKE OTKPHIBa-
€T HOBBbIe T'OPU3OHTHI JJIs WCCJIEJIOBAHUI U pa3pabo-
ToK. Oco0OBIii UHTEpEC MPEICTABIISIOT IEPCIEKTUBHBIE
Hay4Hble pPa3pabOTKU, KOTOpble B OJjmKaiiiiem Oyiry-
mieM MOTYT KapIuHaJbHO u3MeHuTb VR /AR- refivun-
zaitn. Brenpenune neitponnTepdeiicoB, rosorpadue-
ckux auciuieeB, -rerepaninm KOHTEHTA, YCOBEPIICH-
CTBOBAHHBIX TAaKTUJIBHBIX CHCTEM M KBAHTOBBIX BbI-
quc/IeHnit OTKpoer 3py "runeppeasibHOCTH"B UTPOBOit
WHyCTPUU. DTU WHHOBAIMHU TOTPEOYIOT MEXKIACIU-
IUIMHAPHOTO COTPYIHUIECTBA CIIEIUAINCTOB B 00JIACTH
HePOHAYKU, MATEPUAJIOBE/IEHNsI, UCKYCCTBEHHOI'O UH-
TeJJIEKTa U KBAHTOBBIX TEXHOJIOTHil, HO UX IOTEHIINAJ
JUIS. CO3J@HUs NPUHIMIIMAIBHO HOBBIX HI'POBBIX BIIe-
JaTIeHUl TONCTUHE PEBOJIIOIINOHEH.
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