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AUGMENTED REALITY IN CONTEMPORARY RELIGIOUS PRACTICE 
 

The usage of the augmented reality is increasing in various religious fields. Virtual visualizations 
replace the theatrical elements with which church institutions used to operate in the past. The latest media 
technologies cause a specifically perception of religious ideas and symbols by believers. Consequently, 
augmented reality is a way of spectacularly visualizing religious topics, and new technologies have an 
effective impact on the consciousness of contemporary religious adherents. Thus the purpose to 
determine the main directions, functions, risks and perspectives of applying augmented reality in the 
religious education and practice of believers is very actual. Augmented reality is a convenient interactive 
PHWKRG�RI�IRUPLQJ�SDULVKLRQHU·V�NQRZOHGJH��FUHeds and, ultimately, a steadfast belief in the importance of 
regular religious practice. The main target audiences for implementing such new technologies consists 
from children, youth, pilgrims and people with disabilities. Despite serious objections from opponents, 
the application of augmented reality in religious education and daily practice has a great potential. So the 
use AR-technology in different directions (learning game, interactive quizzes, animated guides, biblical and 
hagiographic stories visualization, praying prompts et cet.) is an interesting phenomenon of the religious 
practice. This methodology could be improved only in case of in close cooperation with teachers, priests 
and IT-professionals. Thus augmented reality needs their methodologically correct, gradual, controlled 
programmatic implementation in different religious fields. The phenomenon of dissemination of the latest 
technologies in the education and daily life of religious communities requires further scientific reflection. 

Keywords: augmented reality, religious communication, religious practice, pilgrimage, 
religious education, missionary work. 

 
The problem statement. Religious institutions of the world are looking forward to find new 

forms of spiritual education and interaction with the congregation. Some churches are actively 
using additional means to communicate ideas and images (such as video clips, PowerPoint 
presentations, light music, etc.) when conducting sermons and theological lessons. The purpose 
of different visualization methods of verbal material is to adapt to the believers lifestyles and 
interests, especially children and young people. 

The latest trend in religious education of modern churches is the use of augmented (other 
definitions: mixed, enriched) reality (AR). The principle of this technology is an interactive 
perception of the environment where objects are enhanced by computer-generated content. In 
other words, information in the form of text, graphics, audio or similar virtual objects is overlaid 
by real objects in real time. As a result, understanding of the outside world is amplified by 
multiple sensory factors, including visual, auditory, tactile, olfactory and other sensations. 

As this technology is embedded in the daily experience of numerous users of tablets, 
smartphones, action cameras, ebooks and other gadgets, church leaders, teachers and preachers 
are increasingly using augmented reality in the process of learning and communicating 
information. 

Analysis of recent studies and publications. Innovations in the field of application of AR in 
church educationtis a matter that only falls within the objective area of scientific inquiry. Using 
predominantly descriptive and phenomenological methods, the authors of publications focus on 
particular facts that illustrate the integration of this technology in the religious education of 
children and the daily life of believers. Here are some of these articles. W. Khairuldin and 
colleagues described the use of AR for teaching and assisting in Muslim prayer practices 
[Khairuldin, Embong, Anas, Ismail & Mokhtar, 2019]. P. Karamouzis and M. Keffalas studied 
the use of augmented reality (Aurasma program) in the teaching of main world religions and 
spiritual music [Karamouzis & Keffalas, 2016]. I. Nord and J. Palkowitsch-.�KO�UHVHDUFKHG�WKH�
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development, testing and evaluation of learning scenarios in religious education, including the 
physical church space, augmented by virtual overlays (AR). Under the slogan ´)DLWK�%HFRPHV�
9LVLEOH�µ�� WKH� UHVHDUFKHUs gathered information about already existing materials on church 
H[FXUVLRQV�LQ�:�U]EXUJ�[Nord & Palkowitsch-.�KO������]. 

Some studies are devoted to the use of augmented reality in the field of pilgrim education. 
For example, B. Ramic-Brkic and colleagues created and described augmented real-time virtual 
environment of the Cathedral of the Holy Trinity in Mostar (Herzegovina) [Ramic-Brkic, Karkin, 
6DGæDN�� 6HOLPRYLF�	�5L]YLý]. L. Greci explored the use of AR as a virtual guide for religious 
museums [Greci, 2016]. F. D'Agnano and colleagues focused on a thematic research of 
augmented reality for the distribution of information about cultural and religious heritage 
[D'Agnano, Balletti, Guerra & Vernier, 2015]. C. Ramos, C. Henriques and R. Lanquar further 
explored in more details the development of smart religious pilgrimage using the technology of 
augmented reality [Ramos, Henriques & Lanquar, 2016]. L. Jongwook and colleagues described 
the difficulties of applying augmented reality to the architectural heritage, including in sacred 
shrines [Jongwook, Junki, Jaehong & Woontack, 2019].  

For the most part this issue is covered in the blogosphere or in articles by some 
journalists and has not been the subject of a systematic scientific study. This state of 
investigations of the presence of augmented reality in religious education and practice determines 
the relevance of this publication. 

Purpose. The purpose of the study is to determine the scope of use of augmented reality in 
PRGHUQ�FKXUFK·V�HGXFDWLRQ�DQG�SUDFWLFH� 

Originality. The authors made the first systematic study of the main directions, functions, 
risks and perspectives of applying augmented reality in the daily life of believers. 

The methodology of the research. Methodology is based on interdisciplinary paradigm when the 
borders of separate human researches (sociological, pedagogical and religious studies) are erased. 
Holistic method (researching the subject as complex systems) was used to reconstruct the full 
picture of the introduction of augmented reality technology in the education and everyday 
practice of believers. The structural and classification methods were used to organize dissimilar 
material. At the same time, the author used a phenomenological approach, without discussing the 
truth of religious phenomena, which are represented by AR-technology. 

Discussion. The need for visualization of sacred symbolism arises during the period of the 
first religious beliefs. It changes over time and transforms with the development of the technical 
means of depicting the objective reality. Modernity motivates to diversify the ways of 
visualization of religious ideas and doctrines. At the same time, new technologies, based on the 
Comenius didactic principle of clarity, are turning into powerful means of communication of 
religious information and assimilation of new spiritual knowledge. Today it is possible to observe 
the rapid development of different directions of application of AR technology in the religious 
education and church life. 

AR is foremost a new, accessible and user-friendly form of presenting information. 
Therefore, enriched reality technology is widely used in the field of religious education of 
children and youth. How pedagogical practice demonstrates, the use of AR increases the 
cognitive activity, student motivation, content understanding, learning spatial structure and 
function, retention in long-term memory, learning of language associations, improves the 
knowledge of younger people who are already accustomed to the electronic form of 
informational submission [Duh & Klopfer, 2013]. According to M. Huotari and E. Ikonen the 
use of the AR-WHFKQRORJ\�LQ�HGXFDWLRQ�KDV�VKRZQ�SURPLVLQJ�UHVXOWV��´$ugmented reality turned 
out to be a versatile tool for learning about chXUFK��ELEOLFDO�WH[WV�DQG�GRFWULQDO�FRQWHQWVµ�[Huotari 
& Ikonen, 2017, p. 32]. Recognizing the potential advantages of AR learning, the researchers 
conducted an experiment with Finnish primary school pupils (age 11-12). Augmented reality was 
used to create a holistic learning environment in a Lutheran church. Schoolchildren learnt biblical 
stories while attending a temple. They answered the questions, hidden inside a church, with the 
help of AR technology. The participants used tablets and the special AR appOLFDWLRQ�¶$XUDVPD·�WR�
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view a digital quiz. In order to pass the quest, the participants had to solve riddles about 
Christianity, find hints, new information and co-operate with their team [Huotari & Ikonen, 
2017]. 

The use of AR-technology for children self-education deserves special attention. For 
exDPSOH�� ´0\�+HDOWK\�&KXUFKµ� FRPSDQ\� KDV� SURSRVHG� WR� DQLPDWH�PDMRU�&KULVWLDQ� FKDUDFWHUV�
and heroes of biblical stories. In the Bible for children and youth project, through a special app, 
young readers see cartoon images above the pages of the Scripture. The stories that have just 
been heard or read by children are presented in animated form. As practice has shown, such 
personalization of abstract religious characters is impressed and is easier to remember. The 
purpose of My Healthy Church is to promote Fire Bible for Kids as a home textbook [My 
Healthy Church, official site]. 

AR-publications are effective in educating illiterate people in the suburbs. For example, 
the Missionary Bible, introduced in 2018 by the South American Division (SAD), is designed for 
Hispanic students. By downloading the Apocalipse RA app, users can see key images from the 
Revelation book on their smartphone screen. Not only reading, but also listening to stories and 
seeing voluminous illustrations of them, makes it easier to perceive the biblical text [Apocalipse 
&XUVR�%tEOLFR��RIILFLDO�VLWH]. 

Augmented reality will be useful not only for young people but also for experienced Bible 
scholars. Organizing the Old and New Testaments as hypertext usually causes difficulties in 
systematic assimilation of information [Yermeychuk, 2016]. Therefore, the ability to see 
footnotes, references to other biblical stories, quotes and clues through AR make the study of the 
Scripture more dynamic and effective. Everon Donato, the director of SAD Personal Ministries, 
H[SODLQHG�� ´,Q� WKLV� %LEOH�� RQH� SDVVDJH� LV� WRSLFDOO\� FRQQHFted to another one, and each link 
includes a footnote comment. So you GRQ·W�QHHG�PXOWLSOH�UHVRXUFHV��(YHU\WKLQJ�\RX�QHHG�IRU�DQ�
effective BibOH�VWXG\�LV�LQFOXGHGµ�[Paradello, 2018]. 

The use of AR helps memorize difficult-to-learn texts that are full of outdated vocabulary 
and far-reaching historical details. For example, Islamic prayer practice involves knowledge of a 
large array of texts that need to be spoken at established times in different locations. With the 
help of a special program offered, a Muslim has the opportunity to see the text of a prayer on the 
smartphone or to hear its audio recording depending on the situation and location: at home, in 
the transport, in the dining room, etc. Special markers determine the location of a Muslim and 
download relevant content. The authors of this concept believe that the new technology will be 
useful to all members of the ummah, regardless of their age and previous experience [Khairuldin, 
Embong, Anas, Ismail & Mokhtar, 2019]. 

It is also trending to read the Bible using virtual reality headsets, such as Oculus Go. 
Proponents of this way of studying Scripture are convinced that virtual reality allows us to focus 
more deeply on the content of biblical stories, to visualize them as transcendental text [Hooper, 
2019]. In addition, the ImmersionVR reader app lets you flip through pages by simply moving 
your head and adjust calm background music while reading. 

An important direction of application of AR-technology is the religious education of 
pilgrims. Enriched reality as an additional informational source appears in objects of sacral 
architecture. This not only encourages local believers but also attracts pilgrims and tourists to 
install the mobile application. For example, The Turku Cathedral in Finland invites parishioners 
to install a special mobile application. When visiting the cathedral, users can point their 
smartphone camera to some parts of the temple interior and witness the events of the 16th 
Century Reformation [University of Turku, 2016]. 

Such visualizations are especially useful for those who do not know the local languages. 
To simplify the pilgrimage process, mobile app developers offer guided tours of temples and 
historic sites in AR format. Church History Augmented Reality App is a program that allows to 
view what the sacred buildings looked like in the past. Through a mobile phone or a tablet, user 
can see the reconstruction of destroyed temples, squares and other architectural sites, recreated 
from old photographs or archaeological sources. Visitors, regardless of their training and 
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mentality, can receive information without guides in an intuitive way in any language. With AR-
technology, pilgrims can see a reference about a statue or an icon, read or listen to the quotes 
from famous theologians, learn about the biography of a saint, and more. Moreover, the 
application installed on the user's device will allow to view the excursions that have attracted the 
most interest [Greci, 2016].  

For example, specialists from Sarajevo School of Science and Technology reconstructed 
sacral architectural objects, which were damaged or completely destroyed during the war (1992-
1995). Using computer graphics techniques and 3D technologies they recreated such temples 
virtually. According to authors of this project digital storytelling significantly improves the 
immersion of the users into the virtual environments. Therefore, they created an AR-guide that 
looked as a real priest. Thus viewers can see interactive 3D models of the Church of the Holy 
Trinity in Mostar [Ramic-Brkic, .DUNLQ��6DGæDN��6HOLPRYLF�	�5L]YLý]. 

The use of advanced technology facilitates the promotion of little-known sacral structures 
and religious historical facts. For example, the temple in the village Gagino, where the famous 
singer Fyodor Chaliapin got married, was restored. As a result, the church on the periphery was 
transformed into a pilgrimage and a cultural center [Lyutykh, 2018]. 

Particularly noteworthy is the prospect of application of the AR technology to enhance 
the pilgrimage opportunities for people with disabilities. For example, Italian startup Tooteko lets 
its users to get audio information through contact with any 3D surface. In this way, traditional 
works of art are made available to blind visitors. The first tactile surface was modeled on the 
facade of the church of San Michele in Isola [D'Agnano, Balletti, Guerra & Vernier, 2015].  

In the long run, all historical sites associated with the Bible will have augmented reality 
markers to tell pilgrims about sacred events. This is the wishful future of Paul Amlin, director of 
youth ministry for the EvangelicaO�/XWKHUDQ�&KXUFK�LQ�$PHULFD��´«FDQ�\RX�LPDJLQH�DXJPHQWHG�
reality that overlays the buildings, streets and people that Paul encounters on his journey? Or 
what about Jesus grilling fish for his disciples on the shore? What would it be like to sit by that 
fiUH� RQ� WKH� EHDFK� ZLWK� -HVXV"µ� [Amlin, 2016]. Moreover, according to Paul Amlin the use of 
mixed-reality technology in church services is extremely promising, as some congregations have 
long used screen projectors. In his opinion, supplementing sermons with visual images, scents 
and even physical objects will allow the parishioners to be more deeply immersed in sacraments 
stories [Amlin, 2016]. 

Augmented reality is also convenient for the spreading of missionary publications. 
Therefore, daily editions, thematic brochures, flyers with invitations, for example, to Christmas or 
Easter worships sometimes have AR markers. This enhances the impression and encourages 
parishioners, especially children and young people, to attend prayer meetings.  

The use of augmented reality is rapidly evolving as an element of didactic-religious games, 
tKRXJK�WKH�SRSXODULW\��IRU�H[DPSOH��RI�3RNpPRQ�Go has caused ambiguous attitude to this game 
among the clergy of different religions. Many so called PokeStops or PokeGyms are situated in 
religious places of worship, because the churches can be accessed by the wide public. According 
to the research of Sonja Gabriel, some churches hoped to attract gamers to religion. The Vatican 
as well as the Church of England approved 3RNpPRQ�*R��VRPH�SUiests even advised how each 
church can benefit from the game. The Church of England recommended to place welcoming 
sigQV� RXWVLGH� WKH� FKXUFK�� HQDEOH� SOD\HUV� WR� XVH� WKH� FKXUFK·V�:L-Fi, speak to players about the 
game or even organize Poke-parties especially for young people as an important target group. 
The Poke-party was visited by people who had never been inside a church or at least had not 
been there for years. In the USA some churches tried to attract church-goes by funny messages, 
internet memes, images UHIHUULQJ�WR�3RNpPRQ�[Gabriel, 2017]. 

All these examples show that churches used the augmented reality mobile games as a kind 
RI�DGYHUWLVLQJ�IRU�WKH�UHOLJLRQ��0RUHRYHU��GXULQJ�WKH�SHDN�SRSXODULW\�RI�3RNpPRQ�*R�JDPH�WKH�
)XQGDFLyQ� 5DPyQ� 3DQp�� D� &DWKROLF� HYDngelical group, ordered a new AR-style game called 
´)ROORZ�-&�*Rµ��0DQ\�designers, theologians, Bible experts, and Church historians worked on 
the app since August 2016. The project was financed with $500,000 by sponsors and private 
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donations. Developers proposed believers to walk in local parks, yards, squares and streets in 
search of digitized Catholic saints who are hiding behind trees, park benches and even in private 
KRXVHV��´)ROORZ�-&�*R�µ�DOVR�OHWV�SOD\HUV�´FDWFKµ�%LEOH�FKDUDFWHUV��LQVWHDG�RI�WKH�OLWtle Japanese 
monsters or dinosaurs of Jurassic World Alive. The game is interactive and didactic: when players 
meet saints they answer religious quiz questions (for example, quotes from the Bible or 
hagiographical facts). Players can also collect virtual fRRG�� ZDWHU� DQG� ´VSLULWXDOLW\µ� ZKLFK�
symbolize their in-game health. The game Follow JC Go encourages users to worship by 
prompting them to stop and pray if they are passing a real churches or hospitals. Gamers can say 
a prayer whose text is visible on the screen. Players can also donate to charity through the special 
mobile app. The Supreme Pontiff blessed Follow JC Go. Pope Francis, who is alleged to be a 
fan, understood and approved the game idea: to combine technology and evangelization. For the 
church, WKH�JDPH�´)ROORZ�-&�*Rµ�LV�DQ�RSSRUWXQLW\�WR�XVH�$5�WHFKQRORJ\�WR�DWWUDFt and teach 
younger generation [Follow JC Go, app store].  

7KH�´VDWHOOLWHµ�FKXUFK�SURMHFW looks like the most daring idea to use of augmented reality 
in the religious practice. Instead of watching live worship services through television and the 
Internet, parishioners will be able to use of augmented or virtual reality headsets. It should create 
the effect of being inside the temple and actually communicating with other members of the 
religious community. Special applications can transport a personal avatar to virtual gatherings and 
events, such as the VR Church Prayer Room or the International House of Prayer. It can also 
reflect the process of worship in real time. In this way, believers from anywhere in the world will 
be able to find themselves at a church ceremony in other cities. This will allow people who, for 
various reasons, cannot attend the church service (sick, quarantined and isolated people, young 
mothers, part-time or vacation workers, persons with disabilities, etc.) to remotely attend a 
worship service, as well as to communicate with the pastor and the congregation. At the same 
time, congregants who are physically in the temple must see the virtually present believers 
through augmented reality technology.  

Satellite churches with their didactic and communicated potential are a worthy alternative 
to the so-called internet churches and cyber religions. Examples of the latter are the worldwide 
RQOLQH� FKXUFK� ´6W� 3L[HOVµ� RU� WKH� RQOLQH� FKXUFK� ´(GHPµ�� $� VLJQLILFDQW� GLVDGYDQWDJH� RI� VXFK�
formations is thHLU�VLPXODWLYLW\��WKHVH�´FKXUFKHVµ�DFW�solely as virtual organizations, without real 
implementation. However, online churches have many adherents. ´:H� FUHDWH� ZRUOGV� WR�
experience God and the Bible. Be fully-LPPHUVHG� LQ� D� QHZ� H[SUHVVLRQ� RI� FKXUFKµ�� VD\V� WKH 
website of a VR-church established in Los Angeles. As for the creator of this project the mission 
of a VR-church is to communicate with God through virtual reality, augmented reality and next 
generation technologies. All this is able to significantly improve the unity of the congregation of 
thRVH�ZKR�JR�WR�*RG��´&RQQHFW�ZLWK�D�JOREDO�FKXUFK�IDPLO\�LQ�DQ�HQYLURQPHQW�ZKHUH�HYHU\RQH�
LV�ZHOFRPHµ�[Virtual Reality Church, official site]. Supporters of the use of such technologies in 
the religious education and spiritual practice are coming up with different ideas for the 
development of various forms of virtual worship. According to Milton Hooper, alternative reality 
should offer believers the interiors of various world temples, sacred music performances, 
recorded in 360 degree video, sermons by famous SUHDFKHUV� DQG�PRUH�� ´9LUWXDO� FKXUFK� FDQ·W�
UHSODFH� JRLQJ� WR� D� UHDO� FKXUFK��EXW� ,� WKLQN� LW·V� D� QRYHO� LGHDµ� ² Milton Hooper states [Hooper, 
2019]. 

According to Pastor Christopher Benek, modern churches must seriously explore these 
rapidly advancing technologies in the field of missionary and educational work. This will help the 
UHWXUQ�RI�WKH�JHQHUDO�SRSXODWLRQ�WR�WKH�IROG�RI�WKH�FKXUFK��DIWHU�DOO�´PLllions of people who have 
been disenfranchised from the church because of physical constraints will now be empowered to 
IXOO\� SDUWLFLSDWH� LQ� ZRUVKLS� DQG� IHOORZVKLS� YLD� WKH� ,QWHUQHWµ� [Benek, 2015]. Similar conceptual 
positions are held by the Lutheran priesW�3DXO�$POLQ��´$V�ZH�PRYH�FORVHU�DQG�FORVHU�WR�WKH�HUD�RI�
immersive technology and augmented reality, the churcK�KDV�DQ�RSSRUWXQLW\��:H�FDQ«�HPEUDFH�
WKH� QHZ� DQG� WDNH� D� FKDQFH� WKDW�PRUH� SHRSOH�ZLOO� EH� UHDFKHG�ZLWK� WKH� JRRG� QHZV«µ� [Amlin, 
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2016]. Thus, it can be stated that such innovations in religious ritualism and education have their 
ardent adherents. 

However, the use of augmented reality technology in church education and wide practice 
raises serious objections from conservatives. There are some important discussion points: 

1. Augmented reality, among other technological innovations, is irrelevant in religious 
practice, it distracts believers from the main existential issues, and acts as a simulation of a true 
conversation with God. 

2. Augmented reality adds profanity to the depiction of religious symbols because it 
reflects the aesthetics of computer games and the ideology of the correspondent subculture. This 
causes specific associations and connotations, which obstruct visitors of temples, religious 
schoROV� DQG�PXVHXPV� IURP� IHHOLQJ� WKH� VSLULW� RI� KROLQHVV�� )RU� H[DPSOH�� 3RNpPRn Go gamers 
declared an invention of new religion, due to number references to real religious topics and 
creatures [Gabriel, 2017: 25]. 

3. The use of augmented reality in religious education has some negative consequences: 
attention tunneling, usability difficulties, ineffective integration in classroom and so on. In 
addition, the playful and entertaining forms of providing sacred information to students make 
serious theological and spiritual problems too primitive, focusing students' minds on the process 
of play. For this reason, the vast majority of orthodox Muslims are extremely negative about the 
use of augmented reality. So in summer 2016 the clergy of Saudi Arabia renewed the fatwa 
against the AR smartphone game. The religious edict warns Muslims against playing because this 
kind of amusement violating Islamic prohibitions against gambling which is the fourteenth capital 
sin according to Allah [Gabriel, 2017: 24]. 

3. Augmented reality technology is vulnerable to hacking by atheists and critics of certain 
confessions. An example of such actions is the visual image of a pink unicorn, which can be seen 
on the iPhone screen above Peter's Square in Rome. The Invisible Pink Unicorn (IPU) is a deity 
of parody religion created under the rules and laws of traditional cults [Jefferies, 2019]. The 
emergence of this virtual creature in the Vatican is an effective method of ironically promoting 
atheism and skepticism. Another example is the undeliberate desacralization of temples, when 
during the peak of popularity of the Pokemon Go game, believers could see unrealistic little 
creatures inside the Baptist Assembly building, Hindu and Islamic temples or Orthodox 
Churches. In the latter case, the blogger from Yekaterinburg received a suspended sentence for 
the offend of the feelings of believers because he enGRZHG�-HVXV�&KULVW�´ZLWK�WKH�TXDOLWLHV�RI�D�
3RNpPRQµ��QRW�RQO\�D�FRPSXWHU�JDPH�DQG�D�FDUWRRQ��EXW�´DOVR�D�EHVWLDU\µ�[The New York Times 
² Europe, 2017]. 

Thus, the application of augmented reality carries the risk of converting religious practices 
(temple visits and pilgrimages) into a spectacular theatrical performance. According to Robert 
Seddon, this can cause cultural conflicts and religious strLYHV�� ´0DVV� DGRSWLRQ� RI� WHFKQRORJ\�
brings mass culture with it and grassURRWV�FXOWXUDO�WUDQVIRUPDWLRQV�HPHUJHµ�[Seddon, 2017]. 

Conclusions. The development of world church institutions does not stay still. In the 
context of global secularization, representatives of different religions are adapting to alterations, 
traditional confessions are evolving, master information and educational space, expanding the 
forms and methods of their interaction with the congregation. Modern technologies are changing 
the traditional structure of the cult. In particular, the Internet is not only becoming a space for 
missionary and educational work, but also a content supplement to the religious life of millions of 
people, especially for persons in social isolation for various reasons. Virtual and augmented 
realities are turning into another perception channel of religious ideas and symbols. 

$XJPHQWHG� UHDOLW\� LV� D� FRQYHQLHQW� LQWHUDFWLYH� PHWKRG� RI� IRUPLQJ� SDULVKLRQHU·V�
knowledge, beliefs and, ultimately, a steadfast belief in the importance of regular religious 
practice. Millennials (children and young people, who no longer imagine living without gadgets 
and the Internet) are the main target audiences of the implementation of these new technologies. 
Furthermore, augmented reality is useful for interacting with people with disabilities (such as the 
blind and the deaf) and the elderly. It is also important that these technologies make it possible to 
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establish remote contact with the congregation. Protestant churches are the most open to the use 
of augmented reality in ritual education practice. Representatives of the conservative religious 
outlook (Orthodoxy, fundamentalist movements of Islam, etc.) are in opposite positions, 
categorically denying the application of the innovations on the path to God. 

Although there is ongoing debate around the issue of the introduction of new 
technologies into the life of church, augmented reality is increasingly used in various religious 
fields, not only in education: for Christian ministering, attracting new adherents, enlightenment, 
news coverage, administrative work, counseling, communication and more. In any case, the 
phenomenon of dissemination of the latest technologies in the education, daily life of religious 
communities and spiritual practice of persons in social isolation requires further scientific 
reflection and detailed forecasting. 
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