AHOTaNisA 10 BUOIPKOBOI JUCUHUILIIHA
«TexHoJI0Tii JOMOBHEHOI,3MIIIAHOI TA BIPTYaJIbHOI peajJbHOCTI»

Hucuumiina "TexHonorii JOmoBHEHO1, 3MIIIAHOT Ta BIpTyalbHOI peasbHOCTI"
BHBYA€E NMPUHIIMIN Ta TPAKTU4HI acniekTu BukopuctanHsa AR, MR ta VR Texnomnoriit.
Bona oxomioe HaykoBI Ta TEXHIUHI 3acaldl CTBOPEHHS BIPTyaJIbHUX CEPENOBUIII,
METOJIM 1IHTEPAKTUBHOI B3a€EMOIIi 3 HUMH, a TaKOXK TEXHIYHI aCIeKTH iX po3pOoOKH Ta
3aCTOCYyBaHHSA. Y paMKax I[i€l TUCHUIUIIHU CTYAEHTH IOCTIDKYIOTh TEXHOJOTIi
JIOTIOBHEHO1, 3MIIIAHOI Ta BIPTyaJbHOI PEAJBHOCTI Ta iX 3aCTOCYBaHHS B PI3HUX
rajgy3sx, TaKux SK OCBiTa, MEAMIIMHA, IU3aliH, ITpoBa IHIYCTpIsd, pekiaMa Ta O13Hec.
CryneHTH HaBYaIOThCS PO3POOIIATH BIPTyallbHI 00'€KTU Ta CEPEIOBUILA, B3AEMOIATH
3 HUMHM Ta aHali3yBaTH I1X B3a€MOJII0 3 KOPUCTYBaYeM. Y TMpOIECi BHUBYCHHS
JTUCIUIUTIHU CTYACHTH TaKoX 3HarloMisThes 31 3B'a3koM AR, MR ta VR 3 iHmmmu
TEXHOJOTIIMH, TAKUMH SIK IUTYYHUN 1HTEJIEKT, IHTEPHET peueil, CECHCOpPHA TEXHIKa Ta
iHI11. BOHM TakoXX JAOCIIKYIOTh €THYHI Ta COIiajdbHI HACTIAKA BUKOPHCTAHHS ITUX
TeXHOJOr1M. Ilicins BUBYEHHS 1€l OUCUUIUIIHU CTYAEHTH 3[aTHi pO3poONsITH Ta
BUKOpHUCTOBYBaTH pizHOMaHITHI AR, MR Ta VR 3actocyBaHHA B pi3HHMX rainyssx,

BKJIFOUAIOYH OCBITY, MEAUIIMHY, PEKIamy, JU3aliH Ta IrPOBY 1HAYCTPIIO.

3MicT IUCHUIIIHA
Tema 1: Beryn 1o AR, MR ta VR TexHos0r1#.
Tema 2: HaykoBi 3acagu AR, MR ta VR TexHoOri1#.
Tema 3: B3zaemonis 3 AR, MR ta VR texnonorisiMu.
Tema 4: 3acrocyBanHss AR, MR Ta VR TexHOJOTr1ii B pI3HUX rany3sX.
Tema 5: Tenneniii Ta maiiOytHe AR, MR Ta VR TexHosoriii.
Tema 6: Pozpo6ka npototuny cuctemu AR, MR ta VR.
Tema 7: KoM totepHuit 3ip.

Tema 8: Komm'totepHa rpadika Ta reOMETpUYHE MOICITIOBaHHSI.

o X 2 kWb

Tema 9: [HcTpyMeHTH Ta ppeiiMBOpKH J1Jis po3poOku goaatkiB AR, MR
Tta VR.
10. Tewma 10: MonentoBanns intepdeiicy nomarkiB AR, MR ta VR UI/U .

11. Tema 11: MonentoBaHHS HaBKOJUIIHBOTO cepeaoBuiiay VR.



12.  Tewma 12: Bzaemonisa y nonatkiB AR, MR ta VR.
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