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O630p NocBsiLLeH BONPOCaM MHTErPaLmMu MHHOBALMOHHBIX TEXHOMOMMIA BUPTYarbHOW PearnibHOCTH B KOMMIEKC MeaULMHCKOA peabunu-
Tauuy NaLUEHTOB C OrPAHNYEHHBIMY BO3MOXHOCTSIMU. AHAnu3 AaHHbIX, MPEACTABEHHBIX B COBPEMEHHOW OTEYECTBEHHON W 3apybexHON
nuTepatype, AoKa3blBaeT IPHEKTUBHOCTb NMPUMEHEHUS TaKUX TEXHOMOTWI [N BOCCTAHOBMEHWS HAPYLUEHHBIX ABUraTeNbHbIX YHKLUNA Y
MawLWeHTOB Pa3Horo Bo3pacTa C NaTonor1ell HepBHOW 1 OMOPHO-ABUTATENBHON CUCTEM M CBUAETENBCTBYET 00 MX KOPPEKTMPYIOLLEM BINS-
HWAW Ha HeNpOU3NONOrNYECKUIA MOTOPHBIN AeduumT. OLeHKa JOCTUrHYTLIX Pe3yNbTaToB C NO3WLMIA AOKa3aTeNbHON MEeAULIMHBI NOATBEP-
XOaeT LenecoobpasHoCTb UCMONb30BaHMSA NMEPCOHANM3NPOBAHHOMO NOAXOAA K BbIGOPY HanpaBneHHOCTU 1 06beMa BUPTYanbHbIX TEXHOMO-

T B KOMMEKCe peaGMJ’IMTaLI,VIOHHbIX MEpPONpPUATUIA.
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The review is devoted to integration of innovative virtual reality technologies in the complex of medical rehabilitation of patients with
disabilities. The analysis of data presented in modern domestic and foreign literature proves the effectiveness of using these technologies for
recovery of impaired motor functions in patients of various ages with nervous and musculoskeletal system pathologies and gives evidence
of their corrective effect on neurophysiological motor deficiency. Evaluation of the achieved results from the perspective of evidence-based
medicine confirms the feasibility of using a personalized approach to targeting and controlling the dosage of virtual technologies in the

complex of rehabilitation measures.

Key words: virtual reality; rehabilitation; motor functions.

BBepeHue

Mpobnema peabunutauun nNOAen C orpaHUYeHHbIMK
BO3MOXHOCTSIMU akTyarnbHa BO BceM mupe. o gaHHbIM
OOH, HacuuTbiBaeTca npumepHo 450 MmH. Yenosek C
HapywweHnsMM  (OU3NYECKOTO W MCUXUYECKOro pasBu-
™A, B cTpykType HaceneHus Poccumn otmedvaetcsa 7,8%
N, C OrpaHWUYeHHbIMU BO3MOXHOCTSIMU [BUraTeNbHbIX
M KOTHUTWBHBIX OYHKLUMIA Ha NnoyBe TpaBM, 3aboneBaHui
OMOpPHO-ABUraTeNlbHOro annapata U HEepBHOW CUCTEMBI,
OONbLUMHCTBO M3 KOTOPbIX COCTaBMSAKT Nogn Tpyaocno-
cobHoro Bo3pacta [1]. OTo HaHOCUT yulepb 3KOHOMUKE
CTpaHbl, M3MEpSiEMbIN AecaTkamy MunnuapgoB pybnev
B rog, v nobyxaaeT K MOWUCKY M pa3paboTke MHHOBaLM-
OHHbIX MYMBTUANCUMNINHAPHBIX TEXHOMOMUIA, BHEOPEHNE
KOTOPbIX B KOMMMEKC peabunmnTaumMoHHbIX MEpOnpUaTUi
CMOCOBHO NOBLICUTbL UX 3thchekTMBHOCTL [2].

B HacTosilee BpemMs akTMBHO paspabatbiBaroTcs Tex-
HOMOrUM BO3AEWNCTBKSA HA MO3I C NMOMOLLBIO BUPTYasbHOM
peanbHoct (BP), ncnonb3oBaHne KOTOPbIX, MO MHOMMM
JAaHHbIM, CMOCOBHO NOBLICUTL Pe3yNbTaTUBHOCTL BOCCTa-
HOBWTENbHOTO NMEYEHNS Kak MO BPEMEHU, Tak U MO KavecT-
BY AOCTUrHYTbIX ahdpekTos [3—10].

MNMoHATMe BUpTyanbHOW peanbHOCTH.
PasButue BP-TexHonorum

BupTtyanbHasa peanbHocTb (aHen. virtual reality) — ato
KOMMbIOTEPHAs CUMYMSALMS peanbHOW cpedpbl, BOCNPOU3-
BELEHUE Kakom-nnbo cuTyaummn yepes oLlyLleHus (3pu-
TenbHble, CryxoBble, OBOHATENbHbIE, OCA3aTeNbHbIE U
Op.) C uenbl MHAyLMpoBaTb OTBETHble peakuun [11].
BriepBble NOHATUE NCKYCCTBEHHOW peanbHOCTW BBEN ame-
PUKAHCKMA KOMMBLIOTEPHBIM XyAoXHWUK MaipoH Kptorep
(Myron Krueger) B koHUe 1960-x rr. «[lorpyxeHue» B BP
OOCTUraeTcsl C MOMOLLbI0 S3blka KOQMPOBaHUS, W3BECT-
Horo kak VRML (Virtual Reality Modeling Language).
TexHonornv BP 1cnonb3yoT HTEpaKTUBHBIE CUMYNSALNA
C NMOMOLLbIO WemMoB unu o4koB BP, npoektopoB 1 nep-
4yaTok ¢ ceHcopamu. [Mpu 3TOM NPOMCXOAUT MYMBTUCEH-
copHas (Bu3yanbHasi, 3ByKOBasi WNM TaKTWMbHas) CTu-
MynAUMS B Pas3nuuHbIX BapuaHTax: MNacCMBHOM (B BuAe
NpoCMOTpa BWUAEOPONMUKOB) MMM aKTUBHOM (KOr4a nonb-
30BaTeNb MaHUNynupyetT 06pa3oM cOBCTBEHHOro Tena —
«aBaTapoM» UMM KOHKPETHbIMW OObeKTaMu BHYTpW BUP-
TyanbHOro CLeHapusi) C WCMNoNnb3oBaHWeM obpaTHON
CBS13M OT KOMMNbOTEPa, OBCUNTLIBAOLLETO pe3ynbTaThl ero
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nencteuii [12—16]. MNMpumeHeHne MynsTUCEHCOPHON Tpe-
HWPOBKM B BMPTYasnbHOM cpeae ansa gumandeckon peabu-
nuTauum 6bino npeanoxeHo B 1982 r. aBCTpanuinckumm
duanotepanestamu J.H. Carr n R.B. Shepherd [17].

B koHue 1960-x rr. ctano M3BECTHO O BO3MOXHOCTU
BP nepecTtpauBatb M TpeHWpoBaTb anbga-mMo3roByto
aKTMBHOCTb C LIEMbI0 YCUIEHUSI penakcaumu, 4To Obino
MCMOMb30BaHO AMNsl OKaszaHUsi NMomoLy BOoMbHbIM C He-
KoHTponupyemown anunencuen [18]. B 1993 r. ncuxmatp
R. Lemson BbiABMHYN maeto npumeHexHns BP B peabu-
NUTaLMM NaLMEHTOB C PasnuYHbIMKU oBUSMK N TPEBOX-
HblMu pacctporcTBamu [19]. MNpumepHO B TO Xe Bpems
rpynna J. Williford onucana ymeHbLUeHWe NposiBNEHWI
akpodobun npu ncnonbsosanHun BP [20, 21]. B ganbHen-
LemM MofoGHbIN MOAXo4 CTamn MPUMEHSATLCS B NEYEHUM
3yaa [22], 6oneBbix cuHapomoB [23, 24], penpeccun, bec-
COHHULIbI, MOCTTPaBMaTUYECKOTO CTPECCOBOrO paccTpoWi-
CTBa y BOEHHOCHyxawmx [25, 26]. Bbicoko oueHuBaeTcs
noteHuman BP-TexHonorui y geten ¢ paccTpomcTBamm
ayTucTnyeckoro cnektpa [27-30], a Takke y NauueHToB
¢ 6onesHblo MapkuHcoHa [31], 6onesHblo Anburerimepa
[32], paccesiHHbIM cknepo3om [33] n ap. B HacTtosiwee
Bpemsi valle Bcero BP npumeHsieTcs B Herpopeabunu-
Taummn nocne mHcynstoB [34-38]. PassnekatenbHbii ad-
dhekT norpyxeHust B BP oTBnekaeT BHMMaHWe naumeHTa
OT GOne3HeHHbIX NpoLeayp, CHUXKAET TPEBOXHOCTb, ANC-
KOMPOPT UM HeyA0BNETBOPEHHOCTL NedeHnem [39].

B Poccun BP-Tepanus B BOCCTaHOBUTENbHOM NeYeHun
NauMeHTOB C [ABMWraTeflbHbIMW HapyLlleHWsIMU pas3BuBa-
nacb napannesisHo ¢ MeTogamn MexaHo- 1 poboTuamnpo-
BaHHOW Tepanuun [40-42]. [OaHHbIM noaxod OCHOBaH Ha
byHOaMeHTanbHbIX MexaHu3Max (hM3noNorMmn ABUKEHNS,
YCT@HOBMEHHbIX KMAacCUKaMU OTEYECTBEHHOW K3Morno-
rmm H.A. BepHwTtenHoMm un M.K. AHoxuHbIM. B xopge uc-
cnepoBaHus TexHonorni BP ¢ nosvuumin gokasartenbHon
MeOMUMHBI UX Haubonee BbicOKasi 3PPEKTUBHOCTL Bbl-
SIBMEeHa Npy BOCCTAHOBMEHNN hyHKLUUM xoabbbl [9, 43] n
MaHUNYNATUBHON PYHKLMN BEPXHEN KOHEYHOCTM [44—46].
Bonee ycneluHoe BOoCCTaHOBINEHWE OBWXEHWI 1 NOBbILLE-
HMe (PU3N4EeCKON aKTUBHOCTM 3a CYET NpumeHeHus BP y
TakMx NauMeHTOB npoucxoauT bnarofapsi TPEHUPOBKE B
cpefe, MakcuManbHO NPUBNKEHHOW K peanbHOW, a Tak-
X€ MOBbILLEHNIO MOTUBALIMM U aKTUBHOMY Y4acTUIO mauu-
€HTOB B peabunmTaumoHHbIX MeponpuaTusx [47—49].

TpaguumoHHble MeToadbl dmsmoTepanun  (nevebHas
rMMHacTVKa M MexaHoTepanusi) He BCerga WCMonb3yoT
aKTMBHOE 00y4eHne GOMnbHOrO ABMraTesibHbIM HaBblkaM,
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a BP ¢ aHanornyHeiMm napameTpamu aBuxeHust bnaroga-
psl YHUKAnNbHbIM BO3MOXHOCTSIM BOCNPOU3BOAUTL NPaKTU-
yeckn nobylo cpedly v MpenocTaBnsATe 0OpaTHy CBA3b
BOBIIEKaET MauMeHTa B NpoLecc TPEHUPOBKKM, B Xo4e Ko-
TOPOW OH MOXET OCO3HaBaTb M UCMPAaBNSATb CBOM OLIMG-
Ky Npu BbiNonHeHun asvxkeHunin [50-53]. brnarogaps Tpem
KMIOYEBbIM 3NieMeHTaM, HeobXoauMbIM ANsi TPEHUPOBKYM
MOTOPHbIX (PYHKUMIA (MOBTOPEHUE CTUMYMALMU, CEHCOp-
Has obpaTHas cBs3b, MOTMBaLUS naumeHToB) BP cospna-
eT BO3MOXHOCTb 6Gonee aekTMBHO OTTauuMBaTb OBU-
ratenbHble HaBbIKM UMEHHO B TOM KOHTEKCTE, B KOTOPOM
OHV OOMKHbI MPUMEHSTLCH B XU3HU [54, 53].

Wcnonb3oBaHne BP B HelipopeabunuTaumm nokasano,
YTO BOCCTaHOBIEHWE ABUraTeNbHOro AeduumTa obycnos-
NEeHO aKTMBM3aumMen MexaHn3MoB NNacTUYHOCTN MO3ra, B
TOM 4YuCMe U3MEHEHUSMU B MEPBUYHON CEHCOMOTOPHOW
KOpe U B JOMNOMHUTENbHON ABWratensHom obnactu [53,
56, 57]. 3TO 3HaHME MO3BONSET PaCLUMPSATL CMEKTP HO30-
riorui, NpY KOTopbIX ¢ NoMoLLbo BP yaaeTtcs 4OCTUrHYTb
3HAYMMbIX PE3YNLTaToB.

BP-texHonoruu B Henmpopeabunurtauum
ONA BOCCTaHOBMNEHWA ABUraTenbHbIX OYHKLUIA
y 60nbHbIX, NePEHEeCLUNX UHCYNLT

OfHMM 13 NepcrnekTUBHbIX HanpaBMEHWA UHTErpaLmm
BP B peabunutaumoHHbIN KOMMNMEKC SABNSETCA yCTpaHe-
HVMe nocneacTsuin nHcynetoB [58-60]. Hanbonee vacto
BP-Tepanus npumeHsieTcs B OTAANEHHOM Nepuoae pea-
OunuTaumMmn NOCTUHCYNLTHLIX NauMeHToB [61-63], xoTa n3
NUTEpaTypHbIX AaHHBIX OYEBWAHbLI MPerMyLlecTBa paH-
Hen BP-peabunutaummn ¢ ncnonb3oBaHMEM WHTEPAKTUB-
HbIX MIp, KOTOPbIE MOBLILIAIOT MOTUBALMIO K Tepanuu, u
nporpaMm ¢ NPUMEHEHWEM TaKTUIMbHOW 0B6paTHOM CBA3M,
CNOCOOCTBYHOLLMX BOCCTAHOBMNEHWIO CEHCOPHbIX (DYHKLWIA
1 NpefoTBpalLalLLmX pa3BUTUE NOTEHUMAmNbHbBIX OCMOX-
HeHun [64, 65].

Pesynbratbl BkMOYeHWs BP B kommnekc BOCCTaHO-
BUTENBHOIO f1e4eHNs1 NpU ABUraTenbHbIX HapyLeHUsX Y
MOCTUHCYNBTHBIX OOMbHBIX HE BCerga OfHO3HauHbI C MNo-
3VUMIA [oKas3aTenbHOM MeauuuHbl. Tak, XoTa y nauueH-
TOB, MPOXOAMBLUMX peabunuTaumio ¢ MCMosib30BaHUEM
cuctembl BP YouGrabber (YouRehab, LLsenuapus) — wur-
poBOe NporpamMMHoe oGecrneyeHne, CUMynupylollee 3a-
HATUS B TPEHaXXEPHOM 3are, — peaynbraThl OKkasanuchb
YyTb Myylle, YeM B KOHTPOIbHOW rpynne ¢ TpaguumvoH-
HOV Tepanuei, OQHaKO MexZy rpynnamu He BbISIBNEHO
CTaTUCTMYECKM 3HAYUMBbIX pasnuunin [66]. CxogHbI Mno
CPaBHEHUIO C TPaAMLMOHHLIMU MeToAamMmn peabunuTtaumm
(byHKLMOHANbHbIA BKNaZ B KOMMEHCALUUIO [ABUraTeslbHo-
ro gecmumta oTMeYeH Npu UCMonb3oBaHUKM cnuctemsl BP
Reh@City (NeuroRehablLab, lMoptyranus) — ato Bup-
TyanbHasi CUMynsuMst ropoga, rae namsitb, BHUMaHUE U
pelleHne BW3yanbHO-NMPOCTPAHCTBEHHbIX 3aJay WHTer-
pVPOBaHbl 4151 BbIMOMHEHUA Pa3NUYHbIX MOBCEAHEBHbIX
aencreun [52]. B uccnegosanumy [67] nauneHTsbl B paHHEM
NOCTUHCYNETHOM Nepuoge Nonb3oBanucb cuctemon BP
Sixense (CLWA) n peabunutauMoHHbIM UrpoBbIM MPO-
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rpaMMHbIM 0BecrneyeHeM C aBaTapoM Ha 3KpaHe, KOTo-
pbli ObIN CUHXPOHWU3VMPOBAH C [ABWKEHUSMW MaLMeHTa.
ABTOpLI OTMeYanu yrny4yleHne CeHCOMOTOPHOM OYHKLIMN,
OOHAKO OTNUYUS MexXZy OCHOBHOW W KOHTPOMbHOW rpyn-
namu nauMeHTOB OKa3anucb HeQOCTOBEPHBI.

B 1O Xe BpeMs B psige uccnegoBaHuii NpogeMoHCTpu-
pOBaHO MPOrpeccuBHOe ynyylleHne KavyecTBa U yBenuye-
HWe Omanas3oHa OBWXEHUA (Hanpumep, Npu COBMECTHOM
ucnonb3oBaHum BP 1 peabunutaumMoHHOro 3K3ockeneta
AN Mne4yeBoro, fMOKTEBOrO U fy4e3ansiCTHOrO CyCTaBoOB,
C BO3MOXHOCTbIO ABWXEHWA C CEeMbl0 CTEMEHsIMWU CBO-
6oabl, C NOAAEPXKKOM MapeTUYHOW PYKM U peructpauuen
KMHEMAaTUKU OBVDKEHWUI M CUMbl CXBATa ANS KOHTPONS Mo
obpatHoi cBs3n) [49]. OGHagexuBawLme pesynsraThl
nony4yeHsl B pabote P. Kiper ¢ coasT. [68], roe ans Boc-
CTaHOBINEHUS AMCHYHKLUM BEPXHEW KOHEYHOCTU Mocne
MHCYNbTa WCMOMb30Bany YCUMEHHYK 0OpaTHyl CBSA3b B
BUpTYyanbHou cpeae. Urposblie koHconu BP, ynpasnsiemblie
xectamu (Nintendo Wii; Nintendo, AnoHus; Xbox Kinect;
Microsoft, CLLA), npogeMoHCTpupoBanu BbICOKY0 achdek-
TUBHOCTb B ABUratenbHon peabunutauum [69], ocobeHHo
ANs ynydweHns gyHKUMR BEPXHUX KoHeYHocTew [70].

B uenom B3ammopgencTeve, coBmeLlaroLlee Bu3yasb-
HYIO 1 TaKTUMbHYK (FanTUYECKYl0) CTUMYNALUMIO, OKasa-
nock Havbonee apdekTuBHbIM. Tak, C. Yin ¢ coaBr. [71]
uccnegosany BNMsSHUE TPEHUPOBOK e34bl Ha Benocunene
C npumeHeHuem BP Ha ynyywenune 6anaHca y naumeHToB
nocrne uWHcynesTta. Mcnonb3oBaHHas cuctema BP Bknto-
Yana GunatepaneHble nefanbHble CUMOBbIE AATUYMKM U
OVHaMOMETPUYECKy0 nnaTopMy, aHanusuposana co-
OpaHHble JaHHble Ans obecneveHus nauueHTa obpaTHow
CBAI3bIO B BUAE BMPTyarbHOrO aBTOMOOWMS, TEM CambIM
TPEHUPYS MOPaKEHHYI0 CTOPOHY. ABTOPbI NMokasanu, 4To
nocrne UMKna TaknMx TPEHUMPOBOK cumna Bo3pocna Ha 22%
1 6anaHc ynyywuncs Ha 29%. CxogHbIn NnpuHUmMn peabu-
nuTaumu onucaH B pabote A. Flowers ¢ coasr. [72].

O606LLeHHbIE AaHHbIEe MO COBPEMEHHOMY COCTOSHWIO
npuMeHeHus TexHororun BP ans ueneHanpasneHHoM
ABUraTenbHoN peabunuraumm yHKUUA BEPXHEN KOHEY-
HOCTM MOCMNe HapyLeHUA MO3rOBOr0 KpPOBOOOPALLEHUS
npuBeaeHbl B psae OTedeCTBeHHbIX ctaten [73—75]. Y na-
LUMEHTOB C [ABWraTeNbHbIMYA HAPYLUEHUSMU LEeHTpanb-
HOrO reHesa B MeEpBY0 Ouvepenb HapyllawTcs 06a3oBble
MOTOpPHbIE (PYHKLIMN PYKU, TaKme Kak CMOCOBHOCTb TOYHO
JOTSHYTbCSl 40 00bekTa, MaHWNynuMpoBaTb MM, a Takke
KOOpPAMHMPOBATb ABMXEHWS ABYX PyK. [pumMeHeHne Tex-
Horornii BP nossonsieT 4acTM4HO KOMMEHCupoBaTb Mo-
J0OHbIe HapyLleHWsa: TPYOHOCTM MpW AO3MPOBAHWU Mbl-
LUEYHOrO YCUnus, Hanpumep, nNpu crméaHnm u pasrubaHum
nanbLeB [73], a TakKe MbILLEYHYO CraboCcTb, HapYLUEHUS
MEXCYCTaBHOW KOOpAMHALMM U NocnegoBaTenbHOCTb ak-
TUBALMU Pa3fNYHbIX FPynn Mol [74].

3HaunTENbHOE  YMCMO  HOBEWLWMX  UCCNepoBa-
HUA nokasano 3aMeKTUBHOCTbL Wcnonb3oBaHus BP-
TexHonorun B peabunutaumm 6GOMbHbIX C MOCTUH-
CYNMbTHBIMW  MOTOPHbIMW  HAapyLIEHUSIMU B  BEPXHUX
KOHEYHOCTSIX, TOrAa Kak B AOCTYMHbIX HAM MCTOYHMKAX
He obHapyxeHo paboT no npumMeHeHuto BP B peabu-
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nMTauMM nauMeHToB C MOCMEeACTBUSIMM 4acTO BCTpe-
YalLmnxcs TpaBM KOHEYHOCTEMN, OCIOXHEHHbIX pas-
BUTMEM nepudeprnyecknux HemponaTuim (KOMMMAEKCHbIV
peruoHapHbin 6onesow cuHgpom u Ap.). Kpowme Toro,
Kak Mbl y>xe OTMeTunu, B psige paboT, rae B KOMMIMekce
BOCCTAHOBUTENbLHOW Tepanuu nauuMeHToB C ABuUraTtenb-
HbIMW HapyLleHUSMW WUCMONb30Bann Takue kommepye-
ckne BP-cuctembl, kak Sixense [67] nnu YouGrabber
[66], pesynbTaTbl He OOHAPYXUNU 3HAYUMBIX PA3NUYNIA
C rpynnon nauueHToB, MNPOXOAMBLUMX TPaAULNOHHYIO
peabunutaumio. MNPUYMHON ITOMY MOXET CMYXWTb He-
TOYHbIA NMOABOP NPUMEHSIEMbIX BM3YyarbHbIX CTUMYIOB,
npeabsaBnsgemblx yepe3d 3D-oukM nmMbO nNaHopamHbIv
3KpaH, MOCKOMbKY B LeNsx Helpopeabunuraumm KkpaHe
BaXXeH BECb CNeKTp adpdepeHTHbIX cTUmynoB [25]. 3T1o
CBUOETENbCTBYET O COXPaHEeHWWM akTyarbHOCTU Oarnb-
HelnLmnX ncecnegoBaHuii B pasBnTumM JaHHOro Hanpasre-
HWS 1 NPOJOIKEeHNs noucka bonee apdekTnBHbIX BP-
TEXHONOIMN, a TakXXe HOBbIX JOKa3aTenbHbIX CNOCO60B
BepuurKaLumm 1 NporHo3a pesynstaToB UX NPUMEHEHNS.

BP-texHonoruu B peabunurauuu geten

OfHVM U3 NepcneKTUBHbLIX HaNpaBneHUin B KOPPEKLMK
KOOPAMHALMN 1N TOYHOCTU [ABWXKEHUA KOHEYHOCTEN SIBNS-
eTca ucnonb3oBaHWe BP B kayecTBe AOMOMHUTENBLHOMO
cnocoba peabunutaunn y geten ¢ getckum uepebpanb-
HbiM napanuyom (OLM) [4]. MHorouncneHHble paboTbl C
ncnonb3oBaHnem BP-TexHonorum y Takux geten noces-
LLeHbl KaK TEXHOMOrMYECKUM, Tak ¥ MEAULMHCKUM acrnek-
Tam peabunutaumm [5, 6, 76]. Camoi pacnpocTpaHeHHoM
cuctemon, npumeHsemon B nevenumn LU, ssnsetca
Virtual Rehab (CLUA) — peabunuTaunoHHas nnatdgop-
Ma, ucrnosnb3ytolas KOMMEPYECKU [OCTYMHbIE CEHCOpbI
Microsoft Kinect (CLUA) n Leap Motion (CLUA) n TexHo-
norvo BMZeourp Ans Tenepeabunutauum u npegHasHa-
YeHHasi Ansi BOCCTAHOBMEHWS ABWUraTenbHbIX (YHKLWIA
KOHeYHOCTeN. Tak, Ha OCHOBE MNaTgOpPMbl C OTKPbLITbIM
ncxogHeim kogom Unity 3D paspaboTtaHa BupTyanbHas
cpena, ¢ kotopon pebeHok ¢ AL moxeT B3anmogencr-
BOBaTb B pearnbHOM MacliTabe BpeMeHW Npy MOMOLLM
OaTynka ABWKEHUIA KUCTU U nanbueB Leap Motion. lMpu
3TOM KOMBUHMPOBaHHas 3anncb Q3T ¢ NOMOLLbI YCTPOR-
ctBa MindWave (NeuroSky, CLUA) no3sonsieT oTcnexu-
BaTb NPOrPece B KIIMHUKE NaLMeHTa B peanbHOM MacluTa-
6e BpeMEeHU C y4eTOM pasfMunin B YPOBHSX BHUMAHUS U
penakcauum [77].

BupTyanbHas peanbHOCTb B Tepanuu C MNpuUMeHe-
Huem ceHcopoB Microsoft Kinect gokasana csoto ad-
(PEKTMBHOCTb B YMyYLUEHWU BbIMNOSHEHNUS (PU3NYECKUX
YNPaXHEHWUN N MOBbLILIEHUN (PU3NYECKON aKTUBHOCTM [5].
BbisiBNEH MOLLUHbIA NOTEHLMAN MOMNOXUTENBHOMO BRUS-
Hua BP-peabunutaumm Ha noxodky, 6anaHc, MbILEYHYO
cuny u obwme apuratensHble HaBblkn geten ¢ ALIMN [78].
MpeBpalLleHne NeYeHNs B Urpy MOBLILLAET BHUMAHWE pe-
6eHKa K BbINMOSHEHMIO TEX U UHbIX YNPaXHEHWI Npu pe-
abunutaumm No cpaBHEHMIO C OObIYHLIM flevyeHnem [79,
80] 1, 4yTo 0COBEHHO BaXHO, BO3MOXHO MCMOMb30BaHWe
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BP-texHonoruit Ha gomy [8, 81, 82]. ABTOpbI 3TUX M psaa
OpyrMx uccnegoBaHvn (Hanpumep, [83]) OoNTUMUCTUYHO
oueHuBatoT JobasneHne BP k TpaanUmMOHHOMY neyveHuio
B Ka4yeCTBe ansTepHaTMBHOMO UFPOBOro MHCTPYMEHTa Ans
KOTHUTMBHOW M OBUraTenbHOM peabunutaumn Oeten, B
TOM Yucne Npy MHOXECTBEHHbIX HapyLleHusax. B nutepa-
Type Mbl HEe OBHapyXunu MeTOAMK AUCTAHLMOHHBIX OH-
NanH-CceaHCOB C UHCTPYKTOPOM MpW mUcnonb3oBaHuy BP-
LINeMOB Ans AeTEN C ABUraTernbHbIMW HApYLLUEHUSMU B
OTNM4Me OT CUTyaumu ¢ paspabaTbiBaeMbiMK NOZOOHBIMU
cucTeMamu Ans B3pOChbIxX naumeHToB [84].

B pa6ote H.KO. HukoneHko n coasr. [85] npeacTtaeneH
pa3paboTaHHbI aBTopaMu KOMMMekc peabunurtauum ge-
Tel C MporpeccupyowiMm MbllLEYHbIMU AUCTPOUAMU
Ha OCHOBE BHeOpEHWs COBPEMEHHbIX TEXHOMOrMn Urpo-
Boi BP, adpdekTnBHOCTL KOTOpOro Obima HayyHo 060-
CHOBaHa W JoKasaHa C Y4eTOM CYLUeCTBYIOLUMUX MPUHLN-
noB peabunutaunm OeTen C 3TOW TSHKENow naTorioruen.
MeTogvka nO3BOMSET 3HAYMMO YNyYLUTb COCTOSIHWE
ABUraTenbHbIX QYHKLUA, KAYECTBO XWU3HU U NOBLICUTL [0-
CTYMHOCTb peabunurauuu.

BP-texHonoruu Ha atanax peabunurauum
6onbHbIX C NOCNeaAcTBUAMU

TpaBM HEpPBHOW CUCTEMbI

M ONMOPHO-ABUraTeNnbLHOro annapara

OpHon 13 Haubornee CrnoXHbIX Npobnem peabunuTa-
LMK BONbHBbIX C ABUraTeNbHLIMU HAPYLLIEHUSIMU SIBNSETCS
BOCCTaHOBMEHMEe YTpaveHHbIX PYHKUMIA NOCre NO3BOHOY-
HO-CMMHHOMO3roBoW TpaBMbl. [losBnsowmecs pesynb-
TaTbl COBPEMEHHbIX uccrnegoBaHui [86—-88] nossonsiot
coenatb BbIBOA O Lieniecoobpas3HOCTH UCMonb3oBaHust BP
ans peabunuTtaumm aTMx nauymeHToB. OueHKa BNUSHUS
BM3yarnbHOW 0OpaTHOWM CBSA3U B TPEHUPOBKAX C MHTEPAK-
TUBHO ynpaBfsieMblM aBaTapoM Ha YryudlleHue MOXOAKM
y MauMeHToB C TpPaBMOW CnMHHOrO Mo3ra [89] nokasana,
YTO CKOPOCTb ABWKEHWUA MPU MEHbLUEM KONM4yectse Mo-
MbITOK GblNa 3HA4YMTENBHO BbILLE MO CPABHEHMIO C TecTa-
MW, rae OEeMOHCTPUPOBANUCh TOMbKO CTAaTUYHbIE CLEHbI.
I. Dimbwadyo-Terrer ¢ coaBT. [48] usyyanu acdekTums-
HocTb BP-cuctembl Toyra (Vcnanus)) mpyu BOCCTaHOB-
NEeHNN BEpXHEeM KOHEeYHOCTM Yy niogen C TeTpannerven,
chopmmMpoBaBLLECS NOCMe TpaBMbl CAWMHHOMO MO3ra.
B xome peabunutauum ucnonb3oBanmchb Urpkl, 6asupyto-
LMecsl Ha BbIMOMHEHMN MOBCEAHEBHbIX Npouenyp (eaa,
pacyecbiBaH/e BOIOC WNN YMbIBAHUE), C TPEMSI YPOBHS-
MW CAOXHOCTU. HecmoTps Ha OTCYTCTBME CTATUCTUYECKM
3HAYMMbIX Pas3nMuMin B pesynetatax peabunuraumm atux
naumeHToB C rpynnon KOHTPOMs, MpoxoauBLUen Tpaau-
LUMOHHbIA KOMMIEKC BOCCTAHOBUTEMNbHOMO NEYEHWS, OHM
Obin Oonee MOTUBMPOBaHbI Y BblpaXanu XenaHue u
B JarnbHenweM npoAo/kaTb WCMONb30BaHWe CUCTEMBI
Toyra.

MonoXuTenbHY AMHAMKKY NpW MCNonb3oBaHuuM BP-
TEXHOMOMMA Yy MaUMEHTOB MNOCME ChAMHaNbHOW TpaBMbl
oTMeyanu u gpyrue uccnegosatenu [90-93]. Tak, npwu
nsyvyeHun adppekta BP Ha ynydweHue cnocobHocTu K
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BOXOEHUIO aBTOMOOWMS y NaUMEHTOB C MO3BOHOYHO-
CNMHHOMO3TOBOW TpaBMOW ObINO nokasaHo, YTo peabu-
nuTauus HaBbIKOB BOXAeHWs B ycrioBusax BP pgaxe npwu
TSKENbIX NOCNEACTBMSAX CNMHANBHOW TpaBMbl JaeT Cylle-
CTBEHHbIN nporpecc [94].

BHegpeHne BP-TexHomnormm B KOMMMEKC BOCCTAHOBU-
TeNbHbIX MEPONPUATUA NaUMEHTOB C YTPaTON ABUKEHWUIA
BEPXHeW KOHEYHOCTU B pe3yrbraTe TPaBM rofioBHOrO MO3-
ra sIBNSETCH OveHb BaXXHbIM hakToOpoM B npouecce nepe-
0byyeHnss aBuratenbHbIM HaBblkam [95]. TpaguLMOHHbIE
noaxoAbl B NoA06OHbIX Cryyasix He CnoCOOHbI MOMHOCTHIO
pewunTb 3agady 3a4elcTBOBaHWS NPOLECCOB Herponna-
CTUYHOCTU, B TO BPEMS Kak peabunutaumoHHble METOo-
Obl C ucnonb3oBaHnem BP, obecneumBarolime obpartHyto
CBA3b, MOTYT 3TW MpOLEeCcChl ynyywmnTs [96-98].

KntoueBbiM hakTopom ans adheKTUBHOWM peabunuta-
unM ¢ ucnonb3oBaHmem BP moryT aBnsTbCA pasnuyHble
YPOBHM CMOXHOCTW 3aflaHui, Korga MoAenupyeTcsa CuTy-
aumsl, MOTMBMPYIOLLASA MPEB30NTU COOCTBEHHbIN pe3yrb-
TaT. Tak, yCTaHOBMEHO, YTO Npu paspaboTke ABWKEHUN
¢ nomouubto urposon npuctasku Nintendo Wii (AnoHws)
C nepudepuyeckum yCTPOUCTBOM, OTCIEXUBAIOLLMM MO-
noxeHve Tena u aemxeHus — Balance Board (Nintendo
of Korea) — y naumeHTOB nocne onepawuum Ha KONeHHOM
cyctaBe ahdeKkT ucnonb3oBaHus BP-cuctembl He 3a-
BMCEN OT CEepPbe3HOCTM TPaBMbl KOrieHa, a onpegensncs
WMMEHHO nocrefoBaTenbHbIM YCroXHeHeM 3adaq [99].

YcnewHow nHTerpauum BP B cuctemy peabunuraumm
nauneHToB C CUMHAPOMOM 3aMOPOXEHHOro nneva crno-
cobcTBOBANO nNpUMeEHeHWe Hocumbix ceHcopoB [100].
BoccTaHoBUTENBLHOE feveHue, BKIYaBLUEE KOMMIEKC
YNPaXHEHUN, ropsymMe KOMMpecchl, WHTepdepeHUNOoH-
HYI0 Tepanuio, COCTOSNO U3 ceccuit ¢ npuMmeHeHnem BP
ABaxabl B Hegeno no 40 MUHYT B TedeHue 4 Heperb.
B pesynbraTte nccnenoBaHus aBTopamu ObINO BbISIBIEHO
3HauMTenbHOE yBenuyeHne AunanasoHa OBUXKEHWUN B nre-
4YEBOM CyCTaBe W CUIbl MbILLL, BEPXHEW KOHEYHOCTMW.

B nocnegHee BpeMsi NOSBUNUCL €AMHUYHBbIE paboThbl, B
KOTOpbIX OTMEYaETCs Lienecoobpas3HOCTb UCMOMb30BaHNS
BP-texHonorum B peabunutauum nauneHToB ¢ NOCNeacT-
BMSIMU CMOPTUBHbBIX TPABM (HanpumMep, KOMEHHOro cycTa-
Ba B nocreonepauuoHHom nepuoge) [101].

3akntoyeHune

[ns naumeHToB C ABUraTeNbHbIMU HAPYLLUEHUSAMU TEX-
HOJMOMMM, OCHOBAHHbIE Ha WCMOMb30BaHUM BUPTYasbHOWM
cpenpbl, NPefoCTaBnstOT ONTUMAsbHbIE YCMOBUS AnS
BOCCTAHOBIMNEHNA ABUraTenbHoro aeduuuta, TakTunbHas
obpaTtHass CBA3b CMOCOOCTBYET BOCCTAHOBMEHWUK CEH-
COPHbIX (OYHKUMIA, @ WMHTEPAKTUBHbIE WUrPbl MOBbILLIAOT
MoOTUBaUMIO K Tepanun. OOHAKO 3TO He OOMKHO WCKI-
YyaTb TpeboBaHWN K TLLATENBHOMY WU3YYEHWNIO BO3MOXHbIX
OCNOXHEHMI ucnonb3oBaHua BP-texHonornn ¢ uenbto
obecneyeHns 6e3onacHoCTM GOMbHbIX, 0CODEHHO AETEN.
B kaxgoM KOHKPETHOM cryyae HeoOXoaum nepcoHanu-
3MPOBaHHbIN MOAXOA C YYETOM MHAMBMAYamnbHbIX afar-
TaLMOHHO-KOMMEHCATOPHbIX BO3MOXHOCTEN OpraHvMama, ¢

TexHoAOrMM BUPTYaABbHOIi PEAABHOCTH B MCAMLIMHCKOMA peadMAMTALIAN
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OLEHKOW aeKBaTHOCTU MCUXMYECKUX peakumi U KOHTPO-
nem un3nonornyecknx MyHKLUA Npu obLEeHNM naumeHTa
C BUpTYyansHOM cpenomn.

B HacTosillee Bpems yxe CyLeCTBYHOT BapuaHTbl
nporpaMMHoro obecnevyeHus, NO3BOMSOLLENO BKMHOYATb
MOHWTOPUHIOBYIKO PErUCTPaLMio  pasfnnyHblX  U3NOoNo-
TMYECKNX napameTpoB B MOOWMbHble BP-pewenns —
HOCUMblE YCTPOWCTBA, MOAKMoYaemble K CMapTgOHY.
J.E. Mufioz ¢ coaBt. [102] pa3pabotanu MOOUIbHbLIN
KOMMIEKC BUMPTyarnbHOW peanbHOCTU CO BCTPOEHHOM Ou-
ONOrM4eckon obpaTHOM CBA3bKD, KOTOpas OCHOBaHa Ha
MCMOMb30BaHUM CUrHAMoB OT MauneHTa: CepaeyHoro puT-
ma, O3l 1 anekTpomuorpacdmu, Nony4yaembix Npu NOMo-
LM HOCMMbIX CEHCOPOB M MepefaroLlmxcs Ha cMapTgOH
nocpencteom Bluetooth. 3Tn curHanel ucnonb3yrotes Ans
ynpaeneHust B peanbHOM Maclutabe BpeMeHu BuUpTyarb-
HOW cpefov, co3naHHom Ha 6ase Unity 3D, npu atom cbop,
nepegady M 3anucb (OU3NONOTMYECKMX CUrHamnoB obner-
YyaeT paspabotaHHas aBTopamu urpa EmoCat Rescue ¢
permBopkom PhysioVR B ocHoBe. CmapToH B AHHOM
cryyae MCronb3yeTcs Kak aKpaH Anst 6e33KpaHHbIX O4YKOB
BUPTYarnbHOW peanbHOCTW W Kak nepcoHasbHbI cepBep
ans nepegadn gandbix [102, 103]. Takve nogxoaekl, Aenas
BUPTYarbHY0 pearnbHOCTb MOOWIMBHOW Y 3KOHOMUYECKM
JOCTYMHON TEXHOMNOrMEN, NPeAcTaBnsoT cobon bnvkan-
e TeHaeHuun pa3suTus BP-peabunutaunm n aensaotcs
OCHOBOW Ansl 6oree WMPOKOro BHEAPEHNS €€ B MeULIMH-
CKYHO MPaKTHUKY.

®duHaHcupoBaHue uccnegoBaHus. lccnegosaHue
He (PMHaHCKMPOBANOCh KakMMm-NMbo NCTOUHMKAMMU.

KoHdnukT uHTepecoB. ABTOpbI MOATBEPXAalT OT-
CYTCTBUE (PUHAHCOBbLIX U APYrUX KOHMIUKTHBLIX UHTEpe-
COB, CMOCOGHbIX OKa3aTk BNMSHUE HA UX paboTy.
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