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AHHOTanus: B 3TOM cTaThe NOBECTBYETCS O TONOJHEHHON U BUPTYAJIbHON
PEaIbHOCTH, EPBBIX BO3MOXKHBIX UX peajin3auuii. B Hayane ctaTby 1aeTcs KpaTKOe ONUMCAaHUE
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Annotation: This article is about augmented and virtual reality, the first possible
implementations of them. The article begins with a brief description of virtual and augmented
reality technologies. The history of the development of these technologies is described below.

Key words: Augmented reality, AR, VR, smartphone, glasse

AnHOTanus: by Makanazna KocbIMIIa KoHe BupTyasnasl HIBIHIBIK, OJIAPbIH AJFAIIKBbI
MYMKIHIIUTITT Typaiisl OassHaanaasl. MakalaHbiH OachlHIa BUPTYaJIIbI )KOHE TOIBIKTBIPBLUIFAH
HAKTBUTBIK TEXHOJIOTHSIIAPBIHBIH KBICKAIIA CHITaTTaMackl Oepineni. bygan opi atanran
TCXHOJIOIUsJIapAbIH KAJIbIIITACY TAPHUXbI CUITATTaJIa/Ibl.

Tytiiace3nep: KoceiMina mLHABIK, AR, VR, cmapTdoH, Ke3Uiaipik.

Augmented reality - is the environment in real time complements the physical world,
as we see it, the digital data using any devices - tablets, smartphones, or other, and software.
sighting system in modern combat aircraft - is also augmented reality [1].

That is, to create an augmented reality in the ordinary life of the real-time objects are
placed using a special software and gadgets, such as:

augmented reality glasses ( "smart glasses™), tablets,

smartphones and gadgets AR function.

Augmented reality - this is the best marketing tool to bring people surprise,
remembering and cause WOW-effect [2].

Augmented reality (augmented reality, AR) must be distinguished from VR (virtual
reality,VR).The augmented reality virtual objects projected onto real objects.

Virtual reality - a world created by technical means, transmitted to humans through the
senses.That is, virtual reality creates his own world, where people can dive, and supplemented
adds virtual elements in the real world. Virtual reality interacts only with the users, and
augmented reality - with all around the world.

But the history of augmented reality as it is now originates from research relating to
virtual reality. Discoverer of virtual reality considered Morton Heilig. He received the title of
the research and inventions made in the 1950s and 60s, which is shown in Figure 1. 28 August
1962 he patented Sensorama simulator. Heilig himself even called it a theater immersion [3].
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Figure 1 device a virtual reality.
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Simulator Sensorama describes VR, in which visual images are complemented by air
movement and vibration.

It was an early version of the device of virtual reality, but not augmented, but that it
gave impetus to the development of both directions. Heilig also invented a special 3D camera to
shoot movies for Sensoramy.

But in 1968, computer scientist and Harvard professor Ivan Sutherland with his student
Bob Sproull developed a device, called the "sword of Damocles” which is shown in Figure 2. It
was the first system is already augmented reality-based head of the display [3] .

Due to the complex design of the glasses were so heavy that they were attached to the
ceiling. Design hanging over subjects on the ceiling, hence the name. The glasses stereoscopic
display broadcast a simple picture of a computer. The prospect of observing an object changes
depending on the user's head movements, so needed a mechanism to track the direction of gaze.
For that time it was a fantastic breakthrough.

Figure 2 Sword of Damocles.

The next step was the creation of Myron Krueger laboratory with artificial reality
Videoplace in 1974 [3].

The main aim was to save users from having to wear special helmets, goggles and
other devices to communicate with an artificial reality. People who are in different rooms, can
interact with each other. Their movements were recorded on video, analyzed and translated into
silhouettes of artificial reality. Members saw their silhouettes interact with objects on the screen
and it gave the impression that they are part of an artificial reality.

The first mass use of augmented reality was made possible thanks to Dan Reiton, who
in 1982 used radar and cameras in space in order to show the movement of air masses, cyclones
and

The next step was the creation of Myron Krueger laboratory with artificial reality
Videoplace in 1974 [3]. The main aim was to save users from having to wear special helmets,
goggles and other devices to communicate with an artificial reality. People who are in different
rooms, can interact with each other. Their movements were recorded on video, analyzed and

391



translated into silhouettes of artificial reality. Members saw their silhouettes interact with
objects on the screen and it gave the impression that they are part of an artificial reality.

The first mass use of augmented reality was made possible thanks to Dan Reiton, who
in 1982 used radar and cameras in space in order to show the movement of air masses, cyclones
and winds in television- forecasts weather. There's augmented reality is still used in this way.

In 1998, the NFL first used augmented reality, developed by Sport Vision, televised
live sports games. During the match the picture with the camera surveillance showing the
playing field, added the technical line and account information. There is an old story about the
“magic yellow line” [4].

In 99, NASA has used a system of augmented reality in the X-38 space vehicle
instrument panel, which has learned to display the objects on the ground, regardless of the
weather conditions and the actual visibility.

And in the same year, Hirokazu Kato has created an open library for writing
applications with the AR-functional ARToolKit. It used recognition system position and
orientation of the camera in real time. It allows you to connect a picture of real and virtual
cameras, making it possible to precisely apply a layer of computer graphics on real-world
markers.

The highest progress augmented reality past years have been released in 2013, the year
Google Glass glasses depicted in Figure 3.

g

o
4

Figure 3 Google Glass glasses.

These points can take photos and shoot video of the team and is synchronized with the
cloud. But the data points are not in contact with the environment and had some flaws. This
does not become a mass experiment yet done his job: has launched a wave, making it clear to
other companies that can be taken seriously for the development of augmented reality devices
for the masses.

Currently, the augmented reality technology is being promoted in various spheres of
life. Particular attention is paid to education. In connection with the situation in the world,
where students are engaged in remotely. Augmented reality is as relevant as ever in use today.
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HNCIIOJIB30BAHUE TEXHOJIOT'U COTPYJHUYECTBA
HA YPOKAX HH®OPMATHUKU B CTAPHIUX KJTACCAX KAK CPEJICTBO
HOBBIINEHUSA DOPEKTUBHOCTHU OBYYEHUA
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uM. Y. Cynranrasuna, r. Kocranai
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AHHOTaIII/ISI. B crarne pacCMaTpuBarOTCAd BOIIPOCHI HCIOJB30BAHUA TEXHOJIOIMU
COTPYAHUUCCTBA HAa YpOKax I/IHCI)OpMaTI/IKI/I B CTapluiux Kiaccax, ¢ NMPUMCHCHUCM I/IHTepHeT —
CEPBUCOB.

KnroueBble cnoBa: TexHONOTHsI COTPYIHUYECTBA, MHTEPHET- CEPBUCHI, YUYEOHBIH
poriecc.

Annotation. The article discusses the use of technology cooperation in computer science
lessons in high school with the use of internet services.

Keywords: Collaboration technology, internet services, studying process.

AnHoTanusa. Maxkanaga VIHTEpHET KBI3METTEpIH KOJJaHa OTBIPHII OpTa MEKTEIKe
HH(bOpMaT I/IKaca6aKTapBIHIIa BIHTBIMAKTACTBIK TCXHOJIOTUACBHIH KOJIAAHY TYpPaJibl aﬁTBIJ'Ia,Z[BI.

Tylinal  ce3gep: BIHTHIMAKTACTBIK TEXHOJIOTUACHI, WHTEPHET KbI3METTEpl, OKY
polieci.

B HACTOAIICE BPEMA CTAHOBHUTCA AKTYaJIbHBIM HCIIOJIb30BAaHUC B y‘—Ie6HOM mponecce
MCTOHAOB U IIPUCMOB, KOTOPLIC (I)OpMI/IpyIOT y 06y‘-IaeMBIX CIIOCOOHOCTH K CaMOpa3BUTHUIO,
CaMOCOBEPIICHCTBOBAHUIO, YMCHUC CAMOCTOATCIIBHO NPUHUMATH PCIICHUA, )1065113an, HOBBIC
3HaHUs, O0JIaZaTh KOMMYHUKA0ENbHOCTBIO, YMETh MPHUMEHATh NpUOOpETEHHBIC 3HAHUS B
HpaKTH‘IeCKOfI CUTyalluu " HOBCCI[HGBHO?I KU3HHU, BbIABUTATh THUIIOTE3bI, ACJIATh BBIBOJbI U
YMO3AaKJIFOYCHHS, IPYTUMHU CIIOBAMU — YMETDH YIUTBCH.
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