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BBenenune.

BupryanpHas peaJbHOCTb SABJISIETCS NEPCIEKTUBHBIM HMHCTPYMEHTOM  KOPPEKLUHU
(YHKIIMOHAJIBLHOTO COCTOSTHUS OJj1aronapsi MyJbTHCEHCOPHOMY BO3CHCTBHIO. B moBceaHeBHON
NCATCIIBHOCTHU qacTo BBIACISIFOTCSL aBa HCTaTUBHBIX COCTOAHUA — MOHOTOHUSA nu
MICHX03MOIIMOHATIBLHOE HANPSHKEHUE, TPUBOISIINE K HCTOIICHUIO PECYPCOB Opranmu3Ma. JlJis aTux
COCTOSIHMI Ba)KHa CBOCBPEMEHHAsl KOPPeKIHs U npoduiakTuka [1, 2]. OCHOBHBIM OrpaHUYEHHEM
CYLIECTBYIOIIUX IOAXOM0B OCTaércs HEOOXOAMMOCTh HHAMBHUAYyanu3auuu. OIWH U TOT Ke
CLIEHapHUil MOYKET MO-Pa3HOMY BO3JEHCTBOBATh HA MOJIb30BATEIEH C PA3JIUYHBIMU JIMYHOCTHBIMHU
OCOOCHHOCTSIMU M TEKYIIMM COCTOsiHUEM. [[o3TOMy akTyajbHOM 3aJaueil CTAHOBUTCS CO3JaHUE
VR-npunoxeHusi, CnocoOHOTO aJanTUPOBAaTh UTPOBBIE CIICHAPUM O] YEJIOBEKAa HA OCHOBE €ro
MICUXOTHNA W OOBEKTUBHBIX (HU3MOJIOTHUECKUX ITOKa3aTeIe, a TaKkKe METOJIOB MAaITWHHOIO
00y4eHUsI.

OcHoOBHAAl YACTh.

Cucrema peanmuszoBana B Unity 2021 mon aBroHomubiii nuieM Oculus Quest 3 ¢
ucnoib3oBanreM XR Interaction Toolkit; 3D-konrent co3gaéres B Blender m momomnsiercst
acceraMH, uHTepdeiic W Bu3yanu3auus JaHHbIX BblmosHsAloTcs uepe3 Unity Canvas u
TextMeshPro, npunoxxenue ontumusupyercs nmox Android amst 3amycka HEMOCPEICTBEHHO Ha
ycrpoiictBe. s opranuzanuu OMOJOTMUECKOM OOpaTHOM CBSA3M MCIOJBb3YeTCs MOpTaTUBHAs
MHOTroKkaHanbHas cucreMa BioRadio, mo3Bosstomiast peructpupoBath OMOCUTHANIBI U TIEpeaBaTh
naHHble 1o Bluetooth B peanbHOM BpeMeHM; Ul AbIXaHUS MPUMEHSIETCS JONOIHHUTEIbHBIN
Respiration Kit. B mpoekTe peanuzoan moaynb noakiatoueHus BioRadio, KoTophelit cuuteiBaet
MOTOK JIaHHBIX U NepeAaéT mapaMmeTphl uepe3 rnodaabHbIi KOHTEKCT. [lepcoHanu3anus cTpouTcs
Ha y4yé€Te NCUXOTHNA U CYObEKTHBHOW OIIEHKH COCTOSIHMS: UcHoib3ytoTcss metoauka CAH u
metox LBeroBoro BbIOOpa Jlromepa—CoOumk, a Takxke skcneptHas cuctema DCKAJlL mns
oTpeieNieH s ICUXOTHITA U 1o100pa ciienapues [3, 4]. HelipoceTeBoii 6,10k paccMaTpUBaeTCs Kak
KOMITIOHEHT, KOTOPBIH 1O OKHaM (PU3MOJIIOTMYECKUX JaHHBIX (POPMHUPYET HENMPEPHIBHYIO OLICHKY
cocTtosiHUs, Tmociie uyero wusMmensercs VR-cpena. B peanu3zoBaHHON JIorMKe ajanTanuu
UCTIOJIb3YeTCsl MHTErpalbHbIM TOKa3aTenb CIIOKOMCTBUS, MEPEeCUUTHIBAEMBIH pETyIspHO Ha
ocHoBe AaHHbIX BioRadio, u Habop npaBuia U3MEHEHUs TMHAMUKHU CLEHBI.
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B xonme wuccrnenoBaHus ObUla BBISBICHA B3aUMOCBS3b MEXAYy (DU3MONIOTHYECKUMHU
MOKa3aTeJIsIMH TOJTb30BATENS M M3MEHEHUSIMH €r0 ()YHKIIMOHATIHLHOTO COCTOSIHUSI B BUPTYaJIbHON
cpene. Iloaxon, OCHOBaHHBI Ha COYETaHUMH MEPCOHAIM3AIMU IO TCUXOTUIy U aHAJIU3a
OMOCHTHAIIOB, TIO3BOJISIET OICHUBATH TEKYIIUH YPOBEHD NICHXOIMOIIMOHATEHON HAMPSHKEHHOCTH
¥ MOHOTOHUH U MCIIOJIb30BATh ATY OLICHKY JUIsl yIpaBJisieMol HaCTpoiiku nmapameTpoB VR-cpenbl.
[Tonmy4yeHHBIE pe3ybTAaThl MOATBEPHKAAIOT, YTO METOJBI MAIIMHHOTO OOyUYeHHsSI W HEHpPOHHBIX
ceTeil MOTYT BBICTYIAaTh 3((EKTUBHBIM HHCTPYMEHTOM JUIsl (POPMHUPOBAHUS aJanTHBHBIX VR-
CHCTEM KOPpEeKIUU (PYHKIIMOHAIEHOTO COCTOSIHUSI, OPUEHTHPOBAaHHBIX HAa WHIWBUIAYaIbHBIC
0COOEHHOCTH IIOJIb30BaTENs, M B TEPCIEKTUBE MNPUMEHATHCS B NPOPHIAKTHYECKUX U
peaduINTallMOHHBIX IpOrpamMmax.
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