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Jlononnennas peanvHocmb KAk COYUOKYIbMYPHbIL (EHOMEH: CO8PEMEHHOe
cocmosnue u nepcnexkmuswl pazsumusi | Mapuna Cepeeeena Apmonosuy, @axyrvmem
@unocoguu u coyuanvuvix nayx, Kageopa coyuonocuu; nayy. pyk. O.B. Kobsx.

KiroueBbie CJOBa: JOTIOJIHEHHAS PEAIBHOCTB, PEAIBHOCTD,
(eHOMEHOJIOTHYECKasi COIMOJIOTHS, MHUpP «BBICIICH peambHOCTH», Oo4ku «Google
Glass», urpa «Pokemon Go», kubepUeIoOBeK, IJIACTUYHAS PEaTbHOCTb.

Lenpro TUIIIOMHON pabOTHI SIBISETCS U3YUEHHUE IOMOJIHEHHON PEaIbHOCTH KaK
COLIMOKYJIbTYPHOTO (DeHOMEHAa COBPEMEHHOCTH M TMEpPCHEKTUB €€ BHEApPEHUs B
MOBCE/IHEBHBIE MPAKTUKH COLUOKYJIBTYpPHOTO MpocTpaHcTBa. OOBEKT IUILIIOMHOMN
paboOThI - JIOTIOJIHEHHAs] PEaTbHOCTh KAaK COLMMUOKYJIBTYpHBIN (eHomen. [Ipeamer
JTUTJIOMHOM pabOThl - COBPEMEHHOE COCTOSHHE U TEPCHEKTUBBI Pa3BUTHUS
JOTIOJTHEHHOM peanbHOCTH, BIMSIHUE Ha COLMOKYJIBTYPHYIO Cpe/ly OOIIECTBa.

B nmaHHOW auruioMHOM paboTe pacCMOTPEHBI CYIIHOCTH JIOMOJIHEHHOMN
peaIbHOCTH C TOYKUA 3peHUs] (EHOMEHOJOTMYECKOW COIMOJIOTHH, a Takke e€
COBPEMEHHOE COCTOSIHUE U NIEPCIIEKTUBBI Pa3BUTHSL.

PesynbTaToM paHHON palboOThI sBISETCS aHanu3 (PEHOMEHA JOMOJHEHHOM
pEaTbHOCTU U ONPECIICHUE TOTOBHOCTH OOIIECTBA MCIOJIB30BATh €0 B MPaKTHUKAX
IIOBCEHEBHOM JEATEIbHOCTH.

3HaUUMOCTh pPaOOTHI 3aKJIIOYaeTcss B TOM, YTO B HEW paccMarpuBaeTcs
JTOTIOJTHEHHAS! PEAIbHOCTh HE KaK TEXHOJIOTHS, @ KaK COLIMOKYJIbTYPHBIN ()eHOMEH.
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The aim of this graduate thesis is the study of the augmented reality as a socio-
cultural phenomenon of the present and the prospects for its implementation in
everyday practices of the sociocultural space. The object of the thesis is the augmented
reality as a socio-cultural phenomenon. The subject of the thesis is the modern state of
the phenomenon of augmented reality, the prospects for its development and the impact
on the sociocultural environment of society.

In this graduate thesis the essence of the augmented reality is considered from
the point of view of phenomenological sociology, as well as its current state and
prospects for development.

The result of this work is the analysis the phenomenon of augmented reality and
the determination of the society's readiness for using it in everyday practice.

The relevance of the thesis work lies in the fact that it considers the central
augmented reality not as a technology, but as a sociocultural phenomenon.



