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TEXHOJIOT Ii B{PTYAJIBHOi PEAJIBHOCTI Y ®I3UYHIN
TEPAIIII AITEU 3 OBMEKEHUMHA MOKJINBOCTAMHU

Anomauia. Ilutanns peabumitamii giTedd 3 Gi3MUHUMHU Ta pO3YMOBUMU
BaJaMU € aKTyaJlbHUM Yy BchOoMy CBITI. 3a ganumu OOH, HamiuyeTbcs
npubau3Ho 450 MITBHOHIB JOpPOCITUX 3 BajgaMu (Pi3MUHOTO Ta PO3YMOBOTO
PO3BUTKY, Jeski 3 sSKuX Oynan HaOytri B AUTHHCTBI. lle 3aBmae mkoau
€KOHOMIII KpaiHH, 10 BUMIPIOETHCS IECATKAMU MUIbSIP/IIB TPUBEHb IIOPIYHO,
CTUMYJIIOE€ JOCHIJPKEHHS Ta PO3BUTOK 1HHOBALIMHUX MDKIUCITUIUTIHAPHUX
TEXHOJIOT1H, BIPOBA/KYE iX Yy KOMIUIEKCHI peaOumTaIiifHl 3axoaud s
M1JBUIIEHHS iX €()eKTUBHOCTI.

KurouoBi cioBa. BipTyanbHa peanibHICTh, BIpTyalIbHE CEPEIOBHIIIE,
TenepeadiTiTaris.

VY cydacHOMy CBITI TE€XHOJOTIi, IO BIUIMBalOTh Ha MO30K, aKTHBHO
PO3BUBAIOTLCA 3a JOMOMOTOI0 BipTyanbHOi peasibHOCTI (VR), 1, 3a GaratbMa
JAHUMH, 1X BHUKOPUCTaHHS MIABUIIYE €(EKTUBHICTh BIAHOBIIOBAJIbLHUX
IPOIIECIB SIK 3a YacoM, TakK 1 3a sikicTio [1].

OnHuM 13 NEepPCHEKTUBHUX HAMPAMKIB KOPUTYBaHHS PYXiB KiHI[IBOK Ta
KOpPEKIIii TOYHOCTI € BUKOpUCTaHHS VR sik 101aTKOBOTO MeToay peadimiTartii
nitewt 3 JILII. Barato po6iT, siki BUKOPUCTOBYIOTh TeXHOJIOTII0 VR miis Takux
JITEeH, TPUCBSUCH] K TEXHIYHUM, TaK 1 MEIUYHHUM acleKTaMm peadiTiTallii.
Haiinmommpenimoto cucremoro jikyBanus JII[II e BipryampHa peaOimiTaris
(CIIA). Ile peaOumitamiiina matdopma, po3poOsieHa [Jisi BiJHOBIICHHS
pyXxoBoi (hyHKIIII 32 JIOMOMOT0I0 KOMEPIUINHO AOCTYMHUX JaTuukiB Microsoft
Kinect (CHIA) 1 Leap Motion (CIIIA), 3 BHUKOpHUCTAHHSM TEXHOJOTI]
B1JICOIrOp JI IUCTAHIIHOI peadiiTalii, Tenepeadumitaiii. TakuM 4uHOM, Ha
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ocHoBl Bizkputoi miargopmu Unity 3D Oyno po3pobieHo BipTyajbHE
cepenoBulle, sike a03Boiisge MitaM 3 LI B3aeMofisiTh B pekuMi peanbHOTO
yacy 3a JOTMOMOI'0I0 JaT4UKIB pyXy pyk 1 nmanbiiB Leap Motion [2]. ¥V Toli ke
gyac kommno3utHud 3amuc EEIT 3a momomororo mpuctpoie MindWave
(NeuroSky, CHIA) no3Bojisie B peXUMI pEaJbHOrO0 Yacy BiJICTEKYyBaTU
nepelir KIIHIKK Mali€HTa, BPaXOBYIOUM Pi3HI PIBHI YBard Ta po3ciabiieHHS.
BipTyansHa peanbHICTh y JiKyBaHHI ceHcopamu Microsoft Kinect BusiBunacs
e¢(eKTUBHOIO JIJI1 TOKPAIICHHS CIOPTUBHUX pe3yJbTaTiB 1 30UIbIICHHS
¢13u4HOi akTUBHOCTI [3]. BusBIEHO MNOTYXHUW NOTEHIIa]l MO3UTUBHOIO
BIIMBY VR-pealimiTamii Ha xoxy, 6anaHc, M'I30By CHITy Ta 3arajbHI pyXOBI
HaBuuku gitei 13 JIIII. [lepeTBopeHHs JiKyBaHHS Ha rpy MIJABUIIYE yBary
JUTUHU O BUKOHAHHS TUX YM 1HIIMX BIOPAB MpH peadutiTalii B MOPIBHAHHI 31
3BUYAMHUM JIIKYBaHHSM 1, 110 OCOOJMBO BaXKJIMBO, MOKJIMBE BUKOPUCTAHHS
VR-texnosnoriit Bgoma [4]. ABTOpH IUX Ta THIIUX JOCHIIP)KEHb ONTUMICTUYHO
OIIHIOIOTH JoAaBaHHsA VR 10 TpaauIiliiHOTO JIKyBaHHS SIK aJbTEPHATHBHUMN
ITPOBUIA IHCTPYMEHT JJIsi KOTHITUBHOI Ta PyXOBOi peadumiTarii AiTei, y ToMmy
YUCIT MPYU MHOKMHHHMX MOPYIICHHAX. Y JTepaTypi MH HE BUSBUIU METOJIUK
JTUCTAHIIMHUX OHJIAWH-CEAaHCIB 3 I1HCTPYKTOPOM TMpu BHUKopucTaHHI VR-
IIOJIOMIB JUIsl AITeH 3 PYXOBMMH MOPYLIEHHSIMU Ha BIAMIHY BiJ CUTyauii 3
TaKUMH CUCTEMaMH, 10 PO3POOJISIOTHCS, IS JOPOCIIMX TallieHTiB [5].
Tpanumiiini  metoau  ¢dizioTepamii  (JiKyBaJibHa TiIMHAacTHKa Ta
MEeXaHOTeparis) He 3aBXJIU BUKOPUCTOBYIOTh AKTUBHE HaBUYaHHS TMaIlll€HTa
PYXOBMM HaBHYKaM, aje 3aBISKMA iX YHIKQJIbHIM 37aTHOCTI BiATBOPIOBATU
Maiike OyIp-siKke cepefoBHlle Ta 3a0e3rledyBaTd 3BOPOTHUM 3B’s30K. VR, 3
NOAIOHUMU PYXOBUMHM IMapaMeTpamu, 3alydyae Mali€eHTa A0 TPEHYBaHHs, i

4ac SKOTO BiH MOYE PO3MI3HATH Ta BUIIPABUTH CBOi TOMUJIKHU B PYCI.
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BucHoBkwu.

1. 3aBasku TPHOM KJIIOYOBHM €JIEMEHTaM, HEOOXITHUM JJIi PYXOBOTO
TPEHYBaHHS: OBTOPIOBAHUM CTUMYJaM, CEHCOPHOMY 3BOPOTHOMY 3B’SI3KY Ta
MoTHBalii TmamieHTa, VR CcTBOproe MOXIMBOCTI i €(EKTUBHINIOTO
BIJITOUYBAaHHSI MOTOPHHX HABUYOK y CHUTYaIlIX, sIKI BAKOPUCTOBYIOTh JITbMHU
y TMIOBCAKJACHHOMY KHTTI.

2. Bukopuctanas VR y HeipopeaOumiTaliii mokasano, 1Mo BiTHOBICHHS
PYXOBUX TMOpPYIIEHb BIJIOYBAEThCS 3a PAaxXyHOK aKTHBAIlli MeXaHI3MiB
TUTACTUYIHOCTI MO3KY, BKJIIOYAIOYHM 3MIHM TIEPBHHHOI COMATOCEHCOPHOI KOPH
Ta JI0AaTKOBOi MOTOPHOI 30HH.

3. VR no3Bosisie po3MIMpPUTH 1aa30H HO30JI0T1i, J1e (pi3nyHa Teparis Ta

peadumiTaiisi MOXKYTh JOCATTH 3HAYYIIUX PE3yJIbTaTIB.
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Jloneywbkuil HayioHATLHUL MEOUYHUL YHIBEpCUMEM

I'pumenko B’ssiuecaB I'ennagiiioBuy,
CyxoBipcbka Jlrogmuia IlaBaiBHa

KOMIIPECTS CIIMHHOT'O MO3KY K YCKJIAJHEHHA B
OHKOVJIOI'TI, ATATHOCTHUKA, TAKTHUKA JIIKYBAHHSA

Kommnpecis cnunnoro mo3ky (KCM) 1ie icTUHHUM HEBIAKIaAHUN CTaH B
OHKOJIOT11, OCKUIBKHM 3aTpMMKa B JIarHOCTHUINl Ta JIIKYBaHHI MPHU3BOJIE O
HEOOOPOTHOTO HEBPOJIOTIYHOTO KOMITPOMICY, 3HAYHOTO TMOTIPIIEHHS KOCTI
KUTTA Ta (yHKUIOHATBHOrO cTaHy. Ilo crarucTuii 1e apyre HEeBpOJIOTIYHE
YCKJIQAHEHHS MICIIsl METAacTa3iB y MO30K. MeniaHa 3arajibHOi BUKHUBAHOCTI y
xBopux Ha KCM konuBaeThes Bia 3 10 16 Mic., IPUUMHOIO CMEPTI NALIEHTIB y
OUIBIIIOCTI BUTIAJKIB € CHCTEMHE ITyXJIMHHE MPOTPECyBaHHS.

Haiiuactime KMC po3BHuBa€eThCs pU paky rpyaHO1 Ta MepeaMiXypoBoi
3aJ103, JIer€Hb, MHOXUHHOT Mi€JIOMH, JiM(pomu. 3arajiom, BCl BUAU paKy, IO
3[1aTH1 O TEMAaTOI'€HHOTO MeTacTazyBaHHs, MOXyYTh npusBectu 10 KMC, ane
HalyacTile 1€ BUAM paKy, BKazaHi Buile. [[pyunHoI0 criiHaIbHUX METacTa3iB
€ TeMaTOreHHa KOJIOHI3alllsl PaKOBUX KJITHUH y Tiax XpeOIliB, 3 MOAaIbUIUM
PO3pOCTaHHSM MeTacTa3y Ta MicueBuM nomupeHHsM. [lo cratuctuni KMC y
66 % BumankiB BiAOyBaeTbcad y TpyAHOMY Biaaut xpebdra, y 20% —

nornepekoBomy Biaim, y 10 % — mwmitHl Ta KpWKOBI BIAMIIU. Y TpyIHUAN
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