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Beenenne. IlonoxutenbHoe BIMSHWE KOTHUTUBHBIX TPEHUPOBOK Ipu nomomu BP Ha dyHxium
MO3ra, JIOJIFOBPEMEHHYI0 MaMsiIThb M aKaJeMMYECKYI0 YCIIEBAEMOCTb OBLJIO HEOJHOKPATHO
nonaTBepxkaeHo. HMaterpamus BP B mporecc oOydeHus CrmocoOCTBYET JydllieMy YCBOEHHUIO
cryneHtamu marepuana [1, 2, 3]. Bmecte ¢ Tem, pazsutue BP-cdepsl u uHTEpeC K CTUMYISIMA
(GbyHKIMA MO3ra MPUBOJUT K CO3JaHHMIO TaK HA3bIBaeMBIX «brain training game» B BUPTYaJbHOU
peaibHOCTH U (OPMHUPOBAHUIO TIOHATUS «HEUPOPUTHEC», T.€. TPEHUPOBKA KOTHUTHBHBIX
criocobHocTel Uit 370poBbIX Jrofei. [logoOHBINM  pe3ynbTaT JOCTUraeTcss MpH  MOMOIIU
MYJIBTUCEHCOPHOH CcTUMYJSIMU  [4], ycuiMBas BOBJICYCHHE TMOJB30BATEIsl W TO3BOJSS €My
B3aMMOJICHICTBOBATh €O Cpeaoi. OTOT 3PPeKT MokeT OBITh YCHJIIEH MpU TOTOJHUTEITHHON
CTUMYJISIIMM TIPH TOMOIIK HelpomeTabonnyeckux mnpenaparoB. CoBmecTtHoe npumeHeHue VR-
TpeHa)k€pa KOTHUTUBHBIX (QYHKIUMH M  HEHpOMETa0OIMYECKHX CTUMYISATOPOB  SIBISETCS
MaJIOMCCIIEIOBAaHHON 00JIaCThIO B CBS3M C OTHOCHTEIHLHON HOBHM3HOUM Kak VR-TeXHOJOTHI, TaKk U
MPUMEHEHHUsS] HOOTPOIHBIX MpernapaToB, W MpPeACTaBiIseT CcOO0OM MEepCHeKTUBHOE IoJie s
HCCIEA0BAHUS.

OcHoBHas1 yacThb. {7151 u3yueHus: BIUSHUS HEHPOMETaO0IMUECKUX CTUMYISTOPOB Ha YCHEIIHOCTh
BBITIOJTHEHUS 3a7aHuil B VR-TpeHaxkEépe KOTHUTUBHBIX CIIOCOOHOCTEH OBLIT TPOBEIEH IKCIIEPUMEHT C
1enpto 3adukcupoBaTh 3GGEKT, OKa3bIBaMbI MPUMEHEHUEM HOOTpora Mojo Ha YHCIIO UTPOBBIX
OasyoB, HAOpaHHBIX PECIIOHICHTOM B XOJIe UTPOBOH ceccur. B xoae nBOWHOTO cienoro mianedo-
KOHTPOJHMPYEMOT0 UCCIIEOBaHUS 66 peCIOHIEHTOB, pa3IeIEHHBIX Ha JIB€ BHIOOPKHU, POXOAUIIH 110
nBe urpoBble ceccuu B VR-Tpenaxépe Enhance (munu-urpa Maestro, TpeHUpyromas MnamsTh,
CKOPOCTh peakUuu M KOoHIeHTpauuto). OnHa HrpoBas ceccsl NMPOBOJWIACH 0€3 MPUMEHEHHS
HEHpPOMeTaboIMYEeCKOTO CTUMYJIATOpa, BTOpas — C NIpUMEHEeHHueM (OJHa M3 Tpyln Moiydana
iane6o). [lopsiiok UrpoBBIX ceccil ObUT paHAOMHU3MPOBAH JJISl CHUXKEHUS BIMSAHUA «dPPexTa
HAaCMOTPEHHOCTHU» Ha pe3ylbTaT BTOPON NOMBITKH. OCHOBHBIM IIE€JIEBBIM IOKa3aTelieM CTala
pas3HuLla MEXJIy WUIPOBBIMH OamyiaMu, HaOpaHHBIMU PECIOHAEHTAMHU B XOJ€ IEpBOW U BTOPOM
HUTPOBOM CECCUU.

BoiBoabl. [IpoBeaéH skcriepuMeHT, B X0€ KOTOPOro Obliia BhISBIEHA Y3PPEKTUBHOCTh COBMECTHOTO
npuMmeHenust VR-TpeHaxképa KOTHUTHUBHBIX CIIOCOOHOCTEH U HelpaMeTaboIMuecKOTo CTUMYIIATOPA.
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