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ABSTRACT 

The thesis examines the actual application of immersive technologies in the study of graphic 

discipline in universities. The use of immersive augmented reality technologies in educational 

activities is analyzed in detail, with the help of which students can observe a three-dimensional 

figure on a plane from a smartphone and represent a three-dimensional image from a flat 

image, which contributes to the formation of spatial imagination in them. It is concluded that 

the use of immersive technologies in education makes it possible to replace traditional teaching 

methods with more interactive and effective ones. 

 

KEYWORDS: Digital education, immersive technologies, augmented reality (AR), graphic 

discipline, projection drawing. 

 

INTRODUCTION 

Today, more than 60% of the world's inhabitants’ own smartphones, and this figure continues 

to grow every year. Over the past ten years, the number of smartphones in the world has 

increased fourfold. By 2024, mobile devices accounted for more than half of all Internet traffic. 

To increase the effectiveness of the educational process, it is recommended to use mobile 

applications and QR codes. 

With the growth of the world's population and the mobilization of resources, the digital 

economy is not limited to e-commerce, but affects every aspect of life: healthcare, education, 

Internet banking, etc., therefore, a teacher must possess modern information technologies in 

order to effectively use them in the educational process, increasing its quality and effectiveness. 

Similarly, the use of immersive technologies in education makes it possible to replace 

traditional teaching methods with more interactive and effective ones. However, introducing 

digital tools into the learning process can be challenging for teachers who may lack the 

necessary training or resources. In addition, teachers must constantly adapt to rapid 

technological progress so that their teaching methods remain relevant and effective. 

Immersive digital technologies such as virtual (VR), augmented (XR), augmented (AR), and 

mixed (MR) reality allow for the creation of a special educational virtual environment for 

teacher-student interaction. The involvement of immersive technologies in the educational 

process can improve the quality of education, increase students' interest in studying scientific 

disciplines, and help graduates develop the necessary competencies, acquire the necessary 

knowledge and skills for further professional activity. The use of these technologies in teaching 

graphic disciplines contributes to the formation of students' skills and abilities to create and 

read drawings that develop spatial thinking and imagination, and, therefore, is relevant. 
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Recently, teachers of graphic disciplines at technical universities have been thinking about how 

to use immersive augmented reality technologies in educational activities, with which students 

can watch a three-dimensional figure on a plane from a smartphone and represent a three-

dimensional image from a flat image, which contributes to the formation of their spatial 

imagination. 

The use of immersive technologies in the educational process in the study of graphic disciplines, 

the use of augmented reality in the work of a teacher can be aimed both at learning new material 

and at generalizing and systematizing knowledge. Augmented reality on a smartphone can be 

used for face-to-face classes, extracurricular project activities, as well as for distance and 

distance learning. 

One of the most important advantages of AR is the ability to demonstrate high results in a short 

period of time without expending unnecessary mental and physical energy of users. In a short 

period of time, students gain certain theoretical knowledge and develop skills, as well as 

monitor students' activities and evaluate their knowledge, and develop interest in performing 

practical tasks. Through the use of AR, teachers form new pedagogical skills and a new 

approach to the educational process. 

Students can use AR in their independent activities, for example, when solving metric and 

positional tasks, performing individual creative tasks, writing tests and term papers, essays, 

summaries, writing theses, planning processed material, conducting trainings, etc.  

Examples of practical work on creating augmented reality using the AR technology constructor 

contain instructions on how to work with the program's tools and can be offered to students in 

the classroom as part of the study of graphic disciplines. 
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