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Abstract. Problem statement. The authors discuss the interim results, which analyzed 

the least of all the studied immersive technologies – augmented virtuality technology and its 
educational potential. Various approaches to the augmented virtuality implementation by its 
addition with real objects are identified. Methodology. The most effective application spheres of 
augmented virtuality: transfer, copy, modified transfer, modified copy, are analysed. The aug-
mented virtuality usage in education gives an opportunity to place a student into a virtual envi-
ronment and increase the realism of the educational simulation significantly (in comparison 
with virtual reality technology) by maintaining the interaction with the real world. The transfer is 
the realization of a real object in virtual space in the line of sight. This technology allows to 
convey the object's appearance in the most efficient way, however, it reduces the immersion 
effect. The most productive usage can occur during work with people and with the presence 
of real objects. The copy is a virtual copy display without functional changes, presented as 
a 3D model instead of a real object. It allows to achieve maximum immersion and to imple-
ment relatively accurate interaction. The modified transfer is the real object implementation to 
the line of sight with functional and visual changes in the virtual space. This technology is 
most effective in conducting virtual excursions with a real guide and maximum immersion 
with the partial presence of real objects. It can be used while demonstrating physical phenomena 
with real objects. The modified copy is a display of a virtual copy with functional or visual 
changes in relation to the original object. It is advisable to use it in the absence of real objects 
or during developing practical skills. Results. Each adding virtuality method has its own ad-
vantages, disadvantages, implementation technologies and application areas. The choice de-
pends on the educational task and learning conditions. Conclusion. The augmented virtuality 
usage in education gives an opportunity to place a student into a virtual environment and in-
crease the realism of the educational simulation significantly (in comparison with virtual reality 
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technology) by maintaining the interaction with the real world. The choice of one of the four 
main ways of reality adding should be determined by the goals, content and methods of teaching. 
Methods that are used in education may be combined in various combinations. This allows to 
apply augmented virtuality to various educational purposes. 
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Аннотация. Постановка проблемы. Описывается наименее изученная из всех 

иммерсивных технологий – технология дополненной виртуальности и ее образовательный 
потенциал. Выделены различные подходы к реализации дополненной виртуальности 
путем добавления в нее реальных объектов. Методология. Анализируются наиболее 
эффективные сферы применения дополненной виртуальности: передача, копирование, 
модифицированный перенос, модифицированная копия. Использование дополненной 
виртуальности в образовании позволяет поместить учащегося в виртуальную среду и 
значительно повысить реалистичность образовательного моделирования (по сравнению 
с технологией виртуальной реальности) за счет поддержания взаимодействия с реаль-
ным миром. Перенос – это реализация реального объекта в виртуальном пространстве в 
пределах прямой видимости. Эта технология позволяет эффективно передать внешний 
вид объекта, однако снижает эффект погружения. Наиболее продуктивное использова-
ние может произойти при работе с людьми и при наличии реальных объектов. Копия 
представляет собой отображение виртуальной копии без функциональных изменений, 
представленной в виде 3D-модели вместо реального объекта, позволяет достичь макси-
мального погружения и реализовать относительно точное взаимодействие. Модифици-
рованный перенос – это реализация реального объекта в поле зрения с функциональными 
и визуальными изменениями в виртуальном пространстве. Данная технология наиболее 
эффективна при проведении виртуальных экскурсий с реальным гидом и максимальном 
погружении с частичным присутствием реальных объектов. Ее можно использовать при 
демонстрации физических явлений с реальными объектами. Модифицированная копия – 
это отображение виртуальной копии с функциональными или визуальными изменениями 
по отношению к исходному объекту. Рекомендуется использовать ее при отсутствии 
реальных объектов или при отработке практических навыков. Результаты. Каждый 
метод дополнения виртуальности имеет свои преимущества, недостатки, технологии 
реализации и области применения. Выбор зависит от образовательной задачи и условий 
обучения. Заключение. Использование дополненной виртуальности в образовании дает 
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возможность поместить учащегося в виртуальную среду и значительно повысить реа-
листичность образовательного моделирования (по сравнению с технологией виртуаль-
ной реальности) за счет поддержания взаимодействия с реальным миром. Выбор одно-
го из четырех основных способов добавления реальности должен определяться целями, 
содержанием и методами обучения. Методы, которые используются в образовании, 
могут сочетаться в различных комбинациях. Это позволяет применять дополненную 
виртуальность для различных образовательных целей. 

Ключевые слова: иммерсивные технологии, виртуальная реальность, смешан-
ная реальность 
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Problem statement. Currently, the technology of augmented virtuality is rarely 
used during the educational process despite its great educational potential [1]. Un-
fortunately, the technology of augmented virtuality sometimes is applied without 
taking into account its specifics, so the educational effectiveness may even de-
crease. “Transferring” the user's hands into a virtual space (where a small assort-
ment of virtual instruments is often used) can be an example of improper applica-
tion of augmented virtuality that may lead to a drop in learning efficiency. 

In this case, the real image of the user's hands will be significantly different 
from the virtual environment. Consequently, the learner's level of immersion can 
reduce drastically [2]. Furthermore, the convenience and efficiency of interaction 
with virtual space can be significantly decreased due to the inability to transmit 
(with the current level of technology) some tactile feedback (touches, vibrations, 
weight, features of controls, etc.). In this instance the usage of specialized virtual 
reality systems controllers is preferable. 

As immersive technologies, particularly augmented virtuality, play a signif-
icant role in the development of educational systems, it is useful to analyze the 
research, that exists in this area. It should be noted that few research works and 
papers reveal this technology in an educational field [3–10]. However, these stud-
ies offer broad perspectives on the utilization and benefits of augmented virtuality 
technology in educational field. Moreover, certain scholars for example, focus on 
specific elements, such as perception of material in virtual reality and how to use 
it in educational purposes [8]. 

Russian researchers from Moscow City University have uncovered that integra-
tion of augmented virtuality can be useful and helpful in educational activities 
with primary school students. It can successfully influence their cognitive pro-
cesses [9]. What is more, some researchers found out that the use of augmented 
virtuality technology can cultivate specialized competencies for educators utilizing 
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such immersive tools [11]. Also it has been observed that augmented virtuality facilitates 
the engagement of multiple sensory modalities, enhances precision in interaction with 
objects and systems, enables feedback mechanisms, improves the quality and depth of 
mentor-student communication, and supports practical training with real devices within 
simulated virtual environments [7]. Some experts have noted the high technical de-
mands associated with implementing learning through augmented virtuality [6]. 

Augmented virtuality underutilization in education lead to reduced educa-
tional effectiveness when applied incorrectly without considering specific factors. 
Improper applications, such as transferring the user's hands into a virtual space 
without accounting for differences between the real and virtual environments, can 
lower learner immersion levels and hinder interaction efficiency due to the inabil-
ity to transmit necessary tactile feedback. 

The aim of the study is to demonstrate the augmented reality education po-
tential and to identify various approaches to the augmented virtuality implementa-
tion by its addition with real objects. 

Methodology. To solve the problem of augmented virtuality underutiliza-
tion and improper usage, it is possible to identify various types of virtuality addi-
tions and determine the areas of applicability in the educational field for each of 
them [12; 13]. This research proposes the classification of technologies for sup-
plementing virtuality according to types of transferring real objects into virtual. 

Results and discussion. A transfer (transmission) – this is a “literal” repre-
sentation of a real object in virtual space: body parts, humans, tools, devices, 
objects being studied, etc. At the same time, the user simultaneously sees both 
the virtual environment and certain real objects (Figure 1).  

 

 
 

Figure 1. An implementation example of augmented virtuality educational system (the transfer technology).  
All objects are real except the background environment 

 

Source: created by Alexandr V. Grinshkun, Anastasia S. Zakova. Pictures are taken from: 
https://ldpr.ru/event/382913 (accessed: 01.12.2023); https://thumbs.dreamstime.com/b/research-institute-d-cg-
rendering-95173764.jpg (accessed: 01.12.2023); https://abc.ru/catalog/mikroskop-levenhuk-7s-ng-monokularnyj-
125834.html (accessed: 01.12.2023); https://avatars.mds.yandex.net/i?id=dfc1f9bb29683bd4113cb9e84f1ddb93_l-
5329796-images-thumbs&n=13 (accessed: 01.12.2023). 
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Such type of mapping can be implemented in various ways: 
−  with the virtual reality helmets usage; 
−  the video signal is broadcast through external cameras, transferring the 

object “cut out” from the real environment to the virtual space (Figure 2). 
 

 
 

Figure 2. The difference in the appearance of real shooting and computer graphics 
 

Source: created by Alexandr V. Grinshkun, Anastasia S. Zakova. Pictures are taken from: 
https://topuch.com/11-cinip-2-tosan-tjb-oushini-ati-jni/956500_html_7874b54b81e00cb5.jpg (accessed: 01.12.2023). 

 
“Cutting out” a real object from a completely virtual space (in a virtual reality 

helmet) is relatively easy to implement with available equipment, however, the 
quality of such transfer usually remains at a low level. The difference in the appear-
ance of real shooting and computer graphics reduces the effect of immersion. 

The creation of a high-precision virtual copy of the object is carried out on 
a 3D scanning technology basis. The real object appearance, its functionality, and 
the virtual copy should match as much as possible. The virtual copy must repeat 
the position and state of the original in real-time (Figure 3). 

Creating a high-precision virtual 3D model of a real object or person re-
quires a 3D scanner. The final image may be more uniform and the real objects 
will not differ from the virtual ones so much, however, some very small details 
may be lost with the augmented reality glasses usage [14; 15] (Figure 4). 

Adding a virtual environment using augmented reality is functionally simi-
lar to “cutting out” a real object from a completely virtual space in a virtual reality 
helmet [16]. Due to the peculiarities of the current level of development of aug-
mented reality technology, the virtual space will be translucent and through it will 
be possible to observe the real environment, which increases safety, but reduces 
the effect of immersion with the Augmented Virtuality room usage the user sees 
the virtual environment around using projection technology or screens and simul-
taneously interacts with real objects and people nearby (Figure 5). 
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Figure 3. Image quality in virtual reality glasses 
 

Source: created by Alexandr V. Grinshkun, Anastasia S. Zakova. 

 

 
 

Figure 4. The augmented reality system builds a virtual world on a transparent display,  
leaving transparent areas occupied by real objects 

 

Source: created by Alexandr V. Grinshkun, Anastasia S. Zakova. Picture is taken from: 
https://www.zdnet.com/article/hololens-chief-kipman-is-out-so-whats-next-for-microsofts-metaverse-strategy/ 
(accessed: 01.12.2023). 
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Figure 5. CAVE Automatic Virtual Environment 
 

Source: screenshot by Alexandr V. Grinshkun, Anastasia S. Zakova, taken from: 
https://www.youtube.com/watch?v=Gb9ayYGM-4c (accessed: 01.12.2023). 

 
Augmented virtuality rooms, also known as CAVE Automatic Virtual Envi-

ronment [17], have become widespread due to the relatively simple technical im-
plementation and to the possibility of using one room by several people. 

As noted earlier, the immersion effect into a virtual environment during the trans-
fer can be drastically decreased due to the significant visual difference between 
real objects and virtual ones. However, the transfer can show (present) valuable 
results if it is necessary to demonstrate something very accurately from the real 
world in a virtual space [18; 19]. 

More accurate facial expressions and human movements transfer can be an ex-
ample of appropriate usage of the transfer technology. Transfer, besides, is useful 
when a virtual image of a real object, the real object itself, or its textured 3D model is 
absent. This technology is expedient when a majority of objects for user’s interaction 
are available in real circumstances, however, it is necessary to demonstrate inaccessi-
ble environments such as a laboratory, a museum, excavations, other countries, etc. 

A copy – is a real object replacement with its virtual copy without function-
al changes, presented in 3D model form. The user observes only virtual space, 
while some objects in the virtual world are closely related to real ones. It means 
that virtual objects repeat the real object’s attributes including position in space, 
shape, dimensions, etc. This type of augmented virtuality in the comparison with 
the technology of virtual reality allows providing more realistic tactile feedback 
because the user interacts with real objects and virtual space at the same time. 
The copy in contrast with the transfer does not destroy the immersion effect, since 
all objects look uniform. It is advisable to use real objects (such as tools, devices, 
etc.) or precisely made substitute models, which have all the necessary features 
for the full-fledged tactile feedback implementation as real objects. 

As an effective way of copy usage, the student’s placement in virtual space 
can be mentioned. In these circumstances, the learner has a possibility of interaction 
with various objects that are essentially important in receiving the tactile feedback, 
since the accuracy reduction of its visualization is possible. It should be noted that 
an essential condition during copy usage is the presence of real objects (Figure 6). 
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Figure 6. An implementation example of an augmented virtuality educational system (the copy technology) 
 

Source: created by Alexandr V. Grinshkun, Anastasia S. Zakova. Pictures are taken from: 
https://ldpr.ru/event/382913 (accessed: 01.12.2023); https://thumbs.dreamstime.com/b/research-institute-d-cg-
rendering-95173764.jpg (accessed: 01.12.2023); https://abc.ru/catalog/mikroskop-levenhuk-7s-ng-monokularnyj-
125834.html (accessed: 01.12.2023); https://tr.pinterest.com/pin/play-the-games--501447739742847562/ 
(accessed: 01.12.2023). 

 

 
 

Figure 7. An implementation example of an augmented virtuality educational system  
(the modified transfer technology) 

 

Source: created by Alexandr V. Grinshkun, Anastasia S. Zakova. Pictures are taken from: 
https://ldpr.ru/event/382913 (accessed: 01.12.2023); https://thumbs.dreamstime.com/b/research-institute-d-
cg-rendering-95173764.jpg (accessed: 01.12.2023); https://abc.ru/catalog/mikroskop-levenhuk-7s-ng-monokularnyj-
125834.html (accessed: 01.12.2023); https://tr.pinterest.com/pin/play-the-games--501447739742847562/ 
(accessed: 01.12.2023). 

 
All objects are virtual. The virtual 3D model of the microscope exactly re-

peats the actual object. A modified transfer is a kind of virtuality augmenting, 
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where the user, besides the virtual environment, can observe and interact with real 
objects (Figure 7). Unlike in transfer, the system adds new properties to real ob-
jects such as instrument readings, dynamic instructions, malfunction emulation, 
various effects, phenomena, clothing changes, etc. 

The system does not only add a virtual background, but also adds an inac-
cessible “property” to a real object – a virtual model of a living cell. 

If it is necessary to demonstrate an inaccessible environment and a high-
precision integrated object demonstration that is available but does not have all 
essential properties the modified transfer usage is expedient. In this case, the re-
quired trait can be added in the virtual environment with the help of modification. 

 

 
 

Figure 8. An implementation example of an augmented virtuality educational system  
(the modified copy technology) 

 

Source: created by Alexandr V. Grinshkun, Anastasia S. Zakova. Pictures are taken from: 
https://ru.pinterest.com/pin/lmpara-steampunk--762445411908051705/ (accessed: 01.12.2023); 
https://ldpr.ru/event/382913 (accessed: 01.12.2023); https://thumbs.dreamstime.com/b/research-institute-d-
cg-rendering-95173764.jpg (accessed: 01.12.2023); https://tr.pinterest.com/pin/play-the-games--501447739742847562/ 
(accessed: 01.12.2023). The 3D model from the Microsoft Office stock model database. 

 
A modified copy is a virtuality’s addition type, that allows the user to observe 

only virtual space. At the same time, some objects in the virtual world are closely 
related to real objects (as in copy technology). Virtual modified copy has an im-
portant change of the transferred object (Figure 8). Unlike in copy, the system adds 
new functions or visual traits to real objects. What is more, a major “related” pro- 
perty is the position in space while other traits can be changed by modification. 

All objects are virtual. The wooden microscope model sample is replaced by 
a functional 3D model of a working professional microscope by the system. 

Thus, it is possible to increase the tactile feedback level in relation to ordi-
nary virtual reality, even if there are no full-fledged real objects, whereas there are 
real substitute models resembling a real object in shape, weight, texture, controls, 
etc. Objects that are printed on a 3D printer, assembled with the help of various 
constructors, wood, paper, or papier-mache can become such substitute models. 
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The modified copy allows using real substitute models in the object of study 
absence. The augmented virtuality system will replace the appearance of the 
“blank” with the required one and simulate the missing functionality. 

The modified copy application is expedient when the classroom environment is 
unsuitable to demonstrate or to conduct an experiment, in the event, the educa-
tional task is to develop a basic practical skill for a particular job (Figure 9). 

 

 
 

Figure 9. Models of microscopes 
 

Source: created by Alexandr V. Grinshkun, Anastasia S. Zakova. Pictures are taken from: 
https://ru.pinterest.com/pin/lmpara-steampunk--762445411908051705/ (accessed: 01.12.2023); 
https://ru.pinterest.com/pin/755197431242074246/ (accessed: 01.12.2023); 
https://ru.pinterest.com/pin/399272323184873644/ (accessed: 01.12.2023); https://rc74.ru/raznoe/kak-
sdelat-mikroskop-iz-bumagi-bumazhnyj-mikroskop.html (accessed: 01.12.2023); https://main-
cdn.sbermegamarket.ru/big2/hlr-system/-22/944/508/374/915/100066718875b0.jpeg (accessed: 01.12.2023). 
The 3D model from the Microsoft Office stock model database. 

 
This allows the augmented virtuality systems to work similarly to classical 

virtual reality, yet the tactile feedback will be improved due to the presence of 
physical substitute models. It should be noted that this method is hardly applicable 
when the interaction between users is necessary. The difficulty appears because of 
poor emotion and gesture conveyance by virtual copies or due to the low detail 
relativity of 3D-models. Thus, the most suitable type of reality adding for educa-
tional purposes may be found: 

−  the transfer is useful for work with people and with the actual objects 
presence; 

−  the copy allows the maximum immersion and precise interactions; 
−  the modified transfer may be used for virtual excursions with a real guide 

and maximum immersion into environment with the partial presence of real ob-
jects and the need to demonstrate physical phenomena with real objects; 
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−  the modified copy is useful in the absence of actual objects and helps to 
develop practical skills. 

This research highlights the benefits and drawbacks of augmented virtuality 
and its usage areas. It demonstrates the possibility of developing and applying vir-
tual models-samples for teaching schoolchildren with augmented virtuality usage 
in the most effective way. 

Conclusion. The article demonstrates that little number of researchers study 
the augmented virtuality usage in education. It is important to notice that aug-
mented virtuality has huge educational potential and some researchers are trying 
to investigate the pedagogical tools and approaches that will identify how to use 
this technology properly in school education. 

The augmented virtuality usage in education gives an opportunity to place 
a student into a virtual environment and increase the realism of the educational 
simulation significantly (in comparison with virtual reality technology) by main-
taining the interaction with the real world. 

The choice of one of the four main ways of reality adding should be deter-
mined by the goals, content and methods of teaching. Methods that are used in 
education may be combined in various combinations. This allows to apply aug-
mented virtuality to various educational purposes. 
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