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AHoOTaNisl. AKTYaJIbHICTh 3yMOBJICHA 3pOCTAI0YMMHU BUMOTaMH JI0 IIIBUIKOCTI
peaxiiii, TOYHOCT1 Miii, 3/IaTHOCTI MpaIloBaTH B YMOBaX CTPECy Ta 3JIaro/>KEHO1
B3a€MO/IIi B 00HOBUX MIAPO3aUIax. Y TOCHIKEHHI MPOaHali30BaHO Cy4YacHI1 HayKOBI
nyOJiKallli, 110 BUCBITJIIOIOTh BIUIMB KIOEpCHOPTY HA KOTHITUBHI (YHKII, Ta
y3arajlbHeHO pe3yJbTaTh EMIIIPUYHUX JTOCTIKEHb 32 YUaCTIO BIMCHKOBOCITY>KOOBIIIB.

Merta pociizKeHHsT — pO3poOKa KOMIUIEKCHOTO HAyKOBO METOAUYHOTO
M1IX0Ty J0 Mig00py Ta BIPOBAIKEHHS IHCTPYMEHTIB €JIEKTPOHHOTO CIIOPTY SIK 3aC00Y
BJIOCKOHQJICHHS] ~ KOTHITMBHUX,  MOTOPHHMX 1  KOMaHJHUX  HAaBUYOK Y
BIMCBKOBOCITYKOOBIIIB.

Marepiaa Ta MeTOaM A0CTiIKEHHSA: KOHTCHT-aHa13 JHKEPEeJI, CHCTeMaTH3alIlis
e-Sports-IUCHUIUIIH 32 (DYHKI[IOHAJLHUM BIUIMBOM, IEIAroriyHe CIIOCTEPEKECHHS Ta
EKCIIEPUMEHT, TeCTyBaHHSA. BUKOPUCTaHO TaKTUYHI ITyTEPH, CUMYJIATOPH KepyBaHHS
TEXHIKOIO Ta CTparTerii peajbHOro 4vacy, oOpaHi 3 ypaxyBaHHSM MOTEHLIMHOTO
MEepeHoCcy HaBUYOK Ha 00i1oB1 3aBmaHHs. OIIHIOBAIKCS MOKA3HUKH Yacy peakiiii,
TOYHOCTI BHKOHAHHS 3aBJIaHb, KUIBKOCTI TOMHUJIOK 1 €(GEKTUBHOCTI KOMAaHJIHOI
B3aemoii. CtaTuctuara oOpoOKa MpoBOAUIACS 3 BUKOPUCTAHHSIM JUCIIEPCIHHOTO Ta
KOPEJISILIIHOrO aHai3y.

Pe3yabTatH [a0CHiI:KeHHS. AHami3 OTPUMaHUX JAHUX [I0Ka3aB, IO
BUKOPUCTAHHSA BIAOIPHUX JUCUUIUIIH €JIEKTPOHHOTO CHOPTY (TaKTH4YHI IIyTEPH,
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CUMYJISITOPY KEpPYBaHHS TEXHIKOIO, CTpaTerii peajbHOro dacy) 3abesrneuye
CTaTUCTUYHO 3HAUYIIIE MOKPAIIEHHS IIBUAKOCTI 30pOBO-MOTOPHOI peakiii Ha 12—18%,
3HIDKEHHS KUIBKOCTI TOMMJIOK THITY «KOMICis» y cueHapisx a0 20%, a Takox
MiIBUIIEHHS €(PEKTUBHOCTI KOMaHIHOI B3aemonii Ha 15-22% 3amexHO BiJ BUIY
qucuuIuTiHg. CUMYIALINHT TpEeHaXepu Ta CKPUMH Y BIPTYaJbHOMY CEpEIOBHIII
3a0e3neunsii HauBUIIMi eekT 30epexeHHsI OTPUMAaHUX HABUYOK Yepe3 BU3HAUCHUMN
mepioJ dYacy TIICIsS TpeHyBaHb 1 TMOKa3ald 3alieKHICTh e(EeKTy BiJ «I03u»
TPEHYBAJIbHOTO BIUIMBY (TPHBAJOCTI a00 IHTEHCHUBHOCTI 3aHATh) Y MPUPOCTI
pesynbTaTiB. [loOymoBana mpuKiIagHa TAKCOHOMIS Irop JO3BOJIMJIA BUIUIATH
KaTeropii, 1o MaTh HAWOLIBIIUI TepeHoC Ha OOHOBI 3aBIaHHS.

BucHoBku. [HTerpailis iHCTPYMEHTIB EJIIEKTPOHHOTO CIOPTY y BIWCHKOBY
MIJTOTOBKY € MEPCHEKTUBHUM HAIPSIMOM YyJIOCKOHAJIEHHS! KOTHITUBHUX 1 MOTOPHUX
HABUYOK BIMCHKOBOCIYOOBIIIB. BHUKOpHUCTAaHHA CHUCTEMHO MiiOpaHuX e-Sports-
JUCIUIUIIH J1a€ 3MOTY MOJIEIIOBATU CUTYyaIlll, HaOMMXKEeH1 J0 peallbHuX OOMOBHUX, 1
IJIBUIIYBaTH €(EKTUBHICTH KOMaHIHOI poOOTH. Pe3ynbTaTi IOCTIIHKEHHS MOXKYTh
OyTH BUKOPHUCTaHI JIJIsl pO3pOOKHU IIporpaM Crieliaii30BaHoi MiIT0TOBKH Y BIMCHKOBUX
HaBYAJIbHUX 3aKJIaJlax Ta Miapo3/iiax.

KuirouoBi cji0Ba: €IEKTPOHHUI CHOPT, BIHCHKOBOCTY>KOOBII, KOTHITHBHI
HAaBUYKH, KOMaHJ/IHA B3a€EMO/Iisl, CUMYJISIIAHI TPEHAXKEPHU, Yac peaKIii.

APPLICATION OF E-SPORTS INSTRUMENTS TO DEVELOP
INTERACTION AND REACTION SKILLS IN MILITARY TRAINING
Shynkaruk Oksana, Davydov Denys

Abstract. Topicality. Due to growing demands for reaction speed, accuracy of
actions, ability to work under stress, and coordinated interaction in combat units. The
study analyzes current scientific publications highlighting the impact of e-sports on
cognitive functions and summarizes the results of empirical studies involving military
personnel.

The purpose of the study is to develop a comprehensive scientific and
methodological approach to the selection and implementation of e-sports tools as a
means of improving cognitive, motor, and team skills in military personnel.

Material and methods of the study: content analysis of sources, systematization
of e-sports disciplines according to their functional impact, pedagogical observation
and experimentation, testing. Tactical shooters, equipment control simulators, and real-
time strategy games were used, selected with regard to the potential transfer of skills
to combat tasks. Reaction time, task accuracy, number of errors, and teamwork
effectiveness were evaluated. Statistical processing was performed using variance and
correlation analysis.
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Results of the study.. Analysis of the data obtained showed that the use of
selected e-sports disciplines (tactical shooters, vehicle simulators, real-time strategy
games) provides a statistically significant improvement in visual-motor reaction speed
by 12—-18%, a reduction in the number of “commission” errors in scenarios by up to
20%, and an increase in the effectiveness of team interaction by 15-22%, depending
on the type of discipline. Simulation trainers and screens in a virtual environment
provided the highest effect of retaining the acquired skills over a certain period of time
after training and showed the dependence of the effect on the “dose” of training
influence (duration or intensity of classes) in the increase in results. The constructed
applied taxonomy of games made it possible to identify the categories that are most
transferable to combat tasks.

Conclusions. The integration of e-sports tools into military training is a
promising direction for improving the cognitive and motor skills of military personnel.
The use of systematically selected e-sports disciplines makes it possible to simulate
situations close to real combat and increase the effectiveness of teamwork. The results
of the study can be used to develop specialized training programs in military
educational institutions and units.

Keywords: e-sports, military personnel, cognitive skills, team interaction,
simulation trainers, reaction time.

IHocranoBka npoduaeMu. B ymMoBax cydyacHOro BOEHHOTO CEPEIOBUIIA 3POCTAE
noTpeda y BUCOKOTOUHIN MCUx0(i310J0TIYHIA TOTOBHOCTI BIIChKOBOCITY>KOOBIIIB, 110
MOJIAra€e B 3JaTHOCTI 3A1MCHIOBATH IIBUJIKUI aHAJII3 CUTYallli, pearyBaTy Ha Bi3yallbH1
Ta ayAiaJibHl MOJPA3HUKH, KOOPAMHYBATH KOMAHIHY MOBEAIHKY W MIATPUMYBaTH
KOHLIEHTpAI[il0 B YMOBax cTpecy. ElekTpoHHuW cnopT, Ak cdepa AISUIBHOCTI 13
BUCOKMMH BUMOTaMH JI0 BUKOHAHHS ITPOBUX 3aBAaHb, CTBOPIOE crenudiuHe
CEpEeNIOBUIIE TPEHYBaHb, MO CBOIN CTPYKTYpi OH3bKe 0 MpodeciitHoro Kibepornopy
(IMuukapyk, & JdaBumnos, 2023).

AHaJi3 ocraHHix aochaikeHb i myoOsaikamii. Taxi mucrumoniau, sk FPS,
MOBA Ta iHmn xaHpu, 3a0e3Me4ylOTh CTAOUIbHY W IHTEHCHBHY CTHUMYJISIIIO
KOTHITUBHUX (YHKIIH — 30KpeMa, IIBUIKOCTI peakiii, TOYHOCTI MPUHHATTS PIlICHb,
MPOCTOPOBOI Opi€HTAIlli, aJalTUBHOCTI MiJl TUCKOM. Y HAyKOBHX JOCIIPKEHHSIX
MOKa3aHo, M0 KiOepCIOPTCMEHH 3HAYHOIO MIpOI0 MEePEeBaKaloTh HEMPOPECIOHATIB Yy
KPUTUYHUX BHMOTaX PEaKIIMHOrO0 Yacy, KOTHITUBHOI CTIMKOCTI ¥ 3MaTHOCTI 0
KOMaHJIHOT KOOPAMHAIII, 10 BIAKPHUBAE TMEPCHNEKTHBY TpaHCPEpy IMX HABHUOK Y
BiiicbKOBY cdepy (IIunkapyk, & JlaBumos, 2024).

Pazom 3 TuM, XO04a OKpeMi MPOEKTH BKE 3aCTOCOBYIOTh CHUMYJISIIIHI
mwiatgopmu (Hanpukiaa, America’s Army, Virtual Army Experience) st po3BUTKY
HABUYOK 1 IPUNHATTS PillICHb Y KOHTEKCT1 BINCLKOBUX OTeparliii, CHCTEMHOTO MiAX0y
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70 BKJIFOYEHHS CaMe€ 1HCTPYMEHTIB KiOepcropTy sK 3aco0y MiArOTOBKHM OCOOOBOIO
ckiaany Opakye. IcHyroTh mumie ¢GparMeHTapHiI CBITYCHHS, IO ITAKPECIIOI0ThH
napaneib MK Mef[ia-I0CBII0M reiiMepiB 1 peakKTHBHUMHU HaBUYKaMU, HEOOXiTHUMU B
00HOBHX YMOBaX, MPOTE BIJCYTHI y3arajabHEH1 eMITIPpHUYHI IaHi, sK1 O MATBEPIKyBaIU
edexTuBHICTH Takoro migxony (IIunkapyk, Ta iH., 2024).

3HauynMM € TaKoX Te, IO KiOepcrnopT Hagae MOKIUBICTh MPOBOAUTH
OaratopaszoBi, CTaHJApTHU30BaHI BIIPAaBH 3 BHCOKOK TOYHICTIO BHMIPIOBaHHS
peakIiiHUX TOKa3HUKIB y KOHTPOJIhOBAHOMY, aje€ BOJHOYAC IMITAIllHHOMY
CEepEeIOBHILIL, IO BIAKPUBAE HOB1 TOPU30HTH I TPEHYBaHb BIiCbKOBHUX Y IUBUTEHOMY
KoHTeKCTi. Lle 103BosIsie 3MeHINTH HEOOX1IHICTh PO3TOPTaHHS JOPOTUX CUMYJISITOPIB
YU TOJbOBE TPEHYBAaHHS 1 MEPETBOPUTU TPEHAXKEPHY AKTHUBHICTh HA JOCTYIHHM,
MacIITa0OBaHUM 1HCTPYMEHT MIAroTOBKU. OpHak He c(OpMyIbOBAHO €AMHOI
METO/I0JIOT11, fika O J03BOJIMIIa 0OMpATH, aAaNTOBYBATH, BaIiIU3yBaTH 1 IHTErpyBaTU
e-crnopT miatdopmu y npodeciiinuii BiicbkoBuit koHTekcT ([Iunkapyk, & JlaBuaos,
2024).

[ToyaTkoBY eMIipUYHY OCHOBY JIalOTh JTOCHII)KEHHS KOTHITUBHUX HACIHIJIKIB Ail
B1JI€OIrOp eKIleH-TuIly. KiacuuHi poOOTH moKa3ai, o 3BUYHI JO JUHAMIYHHUX 1r0p
YYaCHUKH XapaKTEPU3YIOThCSA IIHPIIOI «KOPHCHOIO 30POBOIO ILIOIMICIO», KPAIIOIo
BUOIPKOBOIO YBAroro Ta CTIMKICTIO 10 MEPENIKO/, a TPEHYBaJIbHI MPOTOKOJIN Ha irpax
eKIIeH-KJIacy 3/JaTHI 1HAYKYBaTH MOKpPAILEHHS KOHTPOJIIO yBaru i oOpoOKU 30pOBOi
iHpopmarii (Green, & Bavelier, 2003; 2012; Bavelier, Green, Pouget, & Schrater,
2019).

Ili edexkTn KOHUENTYaJlbHO PEJIEBAHTHI BIMCHKOBIN MISTIBHOCTI, 1€ IIBUJIKE
BUSIBIICHHS PEJICBAHTHUX CUTHAJIB 1 THyYKE MEPEMHUKAHHS YBaru € KpUTUIHUMH.

OxpeMi mpaill 1eMOHCTPYIOTh BIAMIHHOCTI B 4acl peakiiii Ta TOYHOCTI i y
ki0epcropTcMeHiB. Y BHUOIpKax CTYIEHTIB CIOPTCMEHIB 1 KiOEpCIOPTCMEHIB
3aiKCOBaHO MIBUJIII peakilii Ta Kpail MOKa3HUKU Yy CTaHIAapTU30BAaHUX TECTax,
MOPIBHSHO 3 HeTpeHoBaHuMu poBecHukamu (Luu, Sharpe, & Tran, 2021; Onate,
Behnke, & Dominguez, 2023). lle miacuitoe npumyIeHHs Ipo TPeHyBaIbHY IIHHICTh
KiOepcnopTy Uil CEHCOMOTOPHUX KOMIIOHEHTIB [ISUIBHOCTI, IO BaXJIMBO IS
MPOEKTYBaHHS BIICHKOBHUX TPEHYBAJIbHUX MOJYJIB, OPIEHTOBAHUX HA MIBUAKOMAIIO Ta
TOYHICTb.

3icTaBieHHs (1310JI0TTUHOTO HABAHTAKEHHS Ta CTpEC-peakiii y Kidepcnopri 13
«BUCOKMUM THCKOM» BUKOHAaHHS 3aBJaHb y peaJbHUX OIEpallisix MiATPUMYETHCS
oe3nocepenHiMu BuMiproBanHsaMmu. I1ig yac 3marans 13 League of Legends y rpasiiiB
PEECTPYIOTh ~ 3aKOHOMIpPHI  MIAHOMH  YacTOTH  CEpIEBUX  CKOPOYEHb 1
eJIEKTPOACPMAIHLHOT aKTUBHOCTI y (pazax MiJABUIICHOT CKJIAIHOCTI, IO CBIIYUTH PO
3HAYYIll E€MOIIMHO-KOTHITUBHI HaBaHTaXXEHHsI Ta JI03BOJIIE 00’ €KTHBYBATHU
«BapTICTh» MPUUHATTA pilleHb y peanbHoMy 4yaci (Berga, Andersson, & Sjoblom,
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2023; 2024). JlonmaTKOBO MIAXOAM «MEPEKeBOi (hi310JI0TI» OMUCYIOTh Y3TOKEHY
TUHAMIKY KUTbKOX (D1310JIOTIYHMX CHCTEM IIiJ] Yac 1HTEHCHMBHOTO TE€HMIHTY, MIO
BIIKPUBAE MUIAX JO TOHKOTO MOHITOPUHTY (YHKIIIOHAJIBHOTO CTaHy i dYac
TpeHyBaHb (Stamatis, Cross, & Smith, 2024).

Ornsam W emmipuyHi  poOOTH 3 KOMaHAHOI CKJIQJ0BOi  KibepcrmopTy
JIEMOHCTPYIOTh, IO SAKICTh BHYTPIIIHHOITPOBOI KOMYHIKAIIli, JOBIpa Ta KOOPAWHALIISL
OpsMO TOB’S3aHI 3 KOMAaHJHOI pEe3yJbTATUBHICTIO; COIlalbHI 3B’SI3KH  Ta
CTaHAapTU30BaHl MPOTOKOJIM B3a€MO/II1 MiJICUITIOIOTh KOJIEKTUBHE MPUUHATTS PIllIEHb
1 CTIHKICTB y cTpecoBux (azax (Guo, Shen, & Visser, 2018; Tang, 2018; [lIunkapyk,
HaBunos, [lytuak, & SxoBenko, 2024; Lee, Kim, & Park, 2025; Raetze, Behrens, &
Schmid, 2025).

JIyist BICHKOBOTO TPEHIHTY 1€ O3HA4ae, 110 BUOIp 1HCTPYMEHTIB KibepcropTty
Ma€ BIJIJaBaTH TepeBary TUM >KaHpaM 1 peXumam, JI€ MOXJIMBO CTaHIapTU3YyBaTU
KOMaH/TH1 POJIi, IPaBHJIa KOMYHIKAIlT Ta IPOIEIYPHU «IIBUIAKOTO PECETY.

JIiHis JOCHiKeHb «CEepHO3HMX Irop» y BIMCHKOBIM METUIIMHI Ta MiATrOTOBIII
JIEMOHCTPY€E 3pOCTAl0Yy METOAUYHY 3puTicTh. CHUCTEeMaTHU4HI OIVISIAM OIMUCYIOTh
TU3aH-CJIEMEHTH ITPOBUX CUMYJIAIN 71 TPEHYBAaHHS yXBAJICHHS PIlICHb, 30KpeMa
B TPaBMI, Ta MIJKPECIIOIOTh BAKIUBICTh IFPOBUX MEXaHIK 1 3BOPOTHOIO 3B’SI3KY AJIS
dbopmyBanHs MetaHaBU4OK (Stathakarou, Zacharia, & Christopoulou, 2023; Mitsea,
Papadopoulos, & Tsolakidis, 2025). Ha npukiagaux MoAensx Moka3zaHo MoOYyJI0BY
CUMYJIAIIN I PO3BUTKY PATYBAJIBLHUX PIIICHB 13 3ACTOCYBAHHIM CyYaCHUX PYIIIiB 1
aHamTHKY noBeAinku (Zhu, Wang, & Li, 2024).

[Ile onuH BaroMui IUIacT — EMMIPUYHI AaHl NPO KyJbTYPHO-TIOBEIIHKOBUI
npodiib BINCHKOBHUX 1 IXHIO B3a€MOJII0 3 irpaMu. PoGoTH y BIHCHKOBIM NCUXOJOTIi
BKa3YIOTh, 1110 TONPU HIMPOKE MOMIUPEHHS BIJEOITOp cepes 0COOOBOro CKIaIy, cami
no co0i «IrpoBl 3BUYKU» HE TapaHTYIOThb TPEHYBAJIBHOIO €(eKTy, a e(hEeKTUBHICTb
3aJIeKUTh BiJ CHEIIaTIbHO CIIPOEKTOBAHMX HABYAJIBHUX 3a7a4 1 IHTErparlii B OCBITHIN
npouec (Orvis, Horn, & Belanich, 2010). Ile migkpecnioe motpedy y BajiJoBaHUX
MeJiaTopax: YITKHUX HaBYAIBHHUX I[JIEH, pEeIeBAHTHUX METPUK Ta KOHTPOIHLOBAHOI
IHTEPBEHIIii, a HE «BIJILHOT'0» BUKOPUCTAHHS 1r0p.

Hapemri, y HOBITHIX poOOTax 3’SBJISIIOTHCS Y3arajJbHIOKYl MO3HUIIII 1100
TpaHcdepy HaBHUOK 13 KiOEpCrmopTy y BIMCHKOBI Ta aBapiiiHO-pATYBajbHI POJI.
ABTOpH MPOMNOHYIOTh KOHUENTYaJIbHI PaMKH 1I€HTHU(]IKALll HABUYOK, IO MOXKYTb
nepeaaBaTUCS MDK JOMEHamMHu (CEHCOMOTOpPWKA, yBara MiJg THCKOM, KOMaHIHA
KOOPJIMHAIIIST), pa30M 13 MMPOTOKOJAMHU IXHBOI OIIHKH, ajieé HATOJIOUTYIOTh Ha MOTpeOi
KOHTPOJILOBAHUX JOCTIHKEHBb €()eKTUBHOCTI CaMe 3MarajbHUX ITPOBUX CEPEIOBUII] Y
BilicbkOBOMY TpeHiHry (Sharpe, Luu, & Tran, 2025).

CykynHO cyyacHa JiTepaTypa JIeMOHCTPYE BUCOKHM MOTEHITial KI0epCIopTy sK
IHCTpYMEHTa, aje Opakye CTaHAapTU30BAaHUX KPUTEPIiB BIAOOPY irop i 3aBiaHb IS
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PI3HUX BIMCHKOBHUX CIIeliaii3alliii, mporeayp KOHTPOJ 1HTEHCUBHOCTI W HaIIHHUX
MapKepiB MEPeHECeHHs Ha peayibHi jAii. TakuM 4MHOM, Y HAyKOBOMY IUJIaHi MOCTa€e
BOKJIMBA 3aj7ava: HAMpaImfOBaTH KOHIENTyaJbHY MATPYHTS Ta MPaKTHYHI
peKoMeHIaIlli mo0 Miadopy Ta BUKOPHUCTAHHA 3ac00iB KiOEpCHOpTY ISl PO3BUTKY
CIeliaJli30BaHUX CIIPOMOXKHOCTEH Bi1MCHKOBOCITYKOOBIIIB. Lle 103BOJMTH HE JIMIIE
e¢(eKTUBHIIIE TPEHYBAaTH PEAaKTHUBHI Ta KOTHITUBHI HaBUYKH, a W YKPIIUTH
TICUXOJIOTIYHY Ta KOMaHJIHY CTIMKICTh B yMOBax OOMOBHX 3aBJIaHb.

MeTtor0 pod0oTH € po3poOKa KOMIIJIEKCHOTO HAYKOBO METOJAMYHOTO MIIX0Y 10
nigbopy Ta BHOPOBAKEHHS I1HCTPYMEHTIB €IEKTPOHHOTO CIOPTY SK 3aco0y
BJIOCKOHQJICHHS  KOTHITHBHUX, MOTOPHMX 1  KOMaHJHUX  HaBHYOK ¥y
BIMCHKOBOCITYKOOBIIIB.

Marepian Ta MeTOaAM AOCHIIKeHHS. Y JOCIIPKEHHI OyJO 3aCTOCOBAHO
KOMIUJIEKCHUM MiJIX1J, SIKAA TIOEIHYBaB EKCIIEPTHE OLIIHIOBAHHS, TECTyBaHHS
KOTHITUBHUX 1 MOTOPHHMX XapaKTEPUCTHUK, a TAKOXK KIJIbKICHY CTAaTUCTUYHY OOpPOOKY
nanux. s nocsrHeHHs: MeTH OYJI0 3aCTOCOBAHO KOMITJIEKCHUM M1AXI/I, IO TOE€IHYBAB
KUIBKICHI Ta $KICHI METOAH. BHKOpHCTOBYBajnach ONHCOBA CTAaTUCTUKA (cCepelHl
3HAYEHHA, CTAaHAAPTHI BIJIXWJICHHS, MEJIaHHW) JUIsl IEPBUHHOIO aHaNi3y OTPUMaHUX
nanux. JUid mepeBIpKM CTATUCTUYHOI 3HAYYHIOCTI BIAMIHHOCTEH MIXK YMOBaMH
TpeHyBaHb MPOBOAUBCS aucnepciinuii aHami3z (ANOVA), a 111 napHUX NOPIBHSIHE —
t-TecT JJIs1 3aJIe)KHUX BHOIPOK.

3 MeToro Jeraiizailii pe3yJabTaTiB 3aCTOCOBAHO CTPaTiiKOBaHUN aHATI3 CECiid
— MO/ JaHUX Ha MIATPYIH 32 PIBHEM MiJATOTOBJICHOCTI, BIKOM Ta CHEIliali3alli€ro
B1MICEKOBOCITY00BIIIB. [{e 103B0IMII0 BUSBUTH crieliiPidH1 3aKOHOMIPHOCT1, 30KpeMa
N0303aJIeKHI  €(PeKTH, KOJM CTYMiHb TOKpAIIeHHS pe3yJbTaTiB 3MIHIOBABCS
MPOTOPIIIAHO 10 IHTEHCUBHOCTI Ta TPUBAJIOCT] TPEHYBaHb.

VY poboTi BuKopucTOBYBanach aucrepcitna moaeins 1jst CRT (Choice Reaction
Time), sika 1ana 3MOTy OIIHUTH BIUIMB TUITY 3aBJaHHS Ta PIBHS CKJIATHOCTI HA 30pOBO-
MOTOPHY PEaKI[il0 Ta CEHCOPHE BUSBJIICHHS CTUMYJTY.

JlomaTkoBO aHaNI3yBaJIUCh: KOTHITUBHE HAaBaHTAXXEHHS, HEOOXITHE I
YCHIIIHOTO 3aBEepPIIEHHS 3aBIaHHs; PIBEHb TOMHIIOK THITY «KOMICISD) — CUTYallli, KOJIH
Nl BUKOHYBajlach TmepeayacHo abo 0Oe3 moTpeOu; JOBroTpuBaia PETEHINS —
30epeKeHHs] OTPUMAHUX HaBUYOK Yepe3 BU3HAYEHUU MEepioJl Yacy MICHsl TPEHYBaHb.
TpeHyBaJIbHI BIUTUBU Peali30BYBAIUCH Y (hOpMaTi CKpUMIB (KOHTPOJbOBAHUX ITPOBUX
MaT4iB) 3 MOCTYOBHUM IT1IBUIIICHHSIM CKJIQIHOCTI, 110 3a0€3MevuyBasio BUpa3Hi ePeKTu
y KOTHITMBHHUX 1 MOTOpPHUX moka3HukaxXx. CraructuuyHa oOpoOka pe3yibTaTiB
BUKOHYBaJlach y cepefoBuini SPSS 26.0, 3 BUKOPUCTaHHSM OINKMCOBOi CTATUCTUKH,
anamizy Bapiauii (ANOVA) 11 nepeBipKy MIKTPYTIOBUX BIMIHHOCTEH Ta mapHOToO t-
TECTY JJIsl OI[IHKH 3MIH JI0 Ta MICJs eKCIEePUMEHTY. PiBeHb CTaTUCTUYHOT 3HAYYIIOCTI
BCTaHOBIIIOBaBCs Ha p<0,05.
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Yuachuxu 0ocniodicenns. Y NOCHIKEHH] B3SUTU y4acTh 32 BIHCHKOBOCTYKOO0BIII
36poitanx Cun Ykpainu, BikoMm Big 20 10 32 pokiB (M = 26,4; SD = 3,1), 3 nocBigom
ciryx0u Bix 2 10 9 pokiB. Bci ydacHUKM MpoOUTIUIN MOTIEpEAHE MEANIHE OOCTEKEHHS
Ta OyJaM MOMYILIEHI J0 y4YacTli y TPEHYBaHHAX 3 BHUKOPUCTaHHSIM KOMII IOTEPHUX
CUMYJISITOPIB.

JI71s1 KOPEKTHOTO aHai3y yYaCHUKIB OyJI0 MOA1ICHO Ha JIB1 TPYIIU:

ExcnepumentansHa rpyna (n=16) — BHKOHYBaJia MporpaMmy TpEHYBaHb 13
BUKOPUCTAHHAM OOpaHUX JUCHUIUIIH enekTpoHHoro cropry (Counter-Strike 2,
Valorant, League of Legends, StarCraft II, Dota 2, Overwatch 2), po3pobienux ms
PO3BUTKY KOHKPETHHX BiliCbKOBO-TIpodeciinnx HaBu4oK. KoHTponpHa rpyna (n=16)
— TPOXOJWJIa CTaHJIAPTHI 3aHATTA 3 TAKTUYHOI Ta BOTHEBOI MiJTOTOBKU 0€3
3aCTOCYBAaHHS IHCTPYMEHTIB €JIEKTPOHHOT'O CIIOpTY. Po3moai Ha rpynu 3iiiCHIOBaBCS
METOJIOM TIapHOrO BIZOOPY 3a piBHEM ©0a30BOi (PI3MYHOI IMIATOTOBJICHOCTI,
MOKa3HUKaMU KOTHITUBHUX TECTIB 1 JOCBIJIOM CIIy»XOH, 00 MiHIMI3yBaTH BILUIUB
CTOPOHHIX 3MIHHHX.

PesyabTatu gocaimxenHs. g 3a0e3nedeHHs HAYKOBO OOIPYHTOBAHOIO
B1100pY 1HCTPYMEHTIB KIOEpCHOPTY criepiny Oyyio NpOBEACHO €KCIEPTHY NPOLEYPY
3MilIaHoi Bamiam3anii. JBanugare micte (axiBimiB (odinepu O0HOBUX MIAPO3ALIIB,
IHCTPYKTOPH 3 IMIJATOTOBKH, (haxiBIll 3 TAKTUYHOI METUIIUHH, TICHXOJIOTH MiAPO3/ILTIB,
aHATITUKKA 1 BETEepaHu 3 KIOEPCHOPTUBHUM JIOCBIJIOM) OIIIHWJIM BIJIMOBIIHICTh
OCHOBHHMX JKaHpiB KiOepcmopTy mnpoduisM BIHCHKOBUX KOMIIETEHTHOCTEH 3a
I’ ITHOAIBHOIO  TIKaJIo0. Po3risganvcs Tpu KaHpU 3 YCTAJICHHMH 3MarajlbHUMU
peXrMMaMu Ta CTaHAapTU30BaHOW Tenemerpiero: TakthuuHi FPS (Counter-Strike 2,
Valorant), komangai MOBA (League of Legends, Dota 2) Ta RTS 31 miBuaxoto 3MiHOIO
3apnanb (StarCraft II). Y3romxeHiCTb CyIKE€Hb €KCIEPTIB BUSBHIIACA ITOMIPHOIO
(koedimient koukopnaiii Kenmanna W = 0,41), onHak BiAMIHHOCTI MK >KaHpaMH
CTaTUCTUYHO 3Hauylli: kputepiii @pinmana ¥*(2) = 19,84; p < 0,001. Cepenni panru
cBiqumid, mo FPS HaliBuIoo Miporo BiJMOBIJAIOTh TPEHYBAHHIO 30POBO-MOTOPHOL
peakiii Ta posmizHaBaHHS 3arpo3, MOBA — TpeHyBaHHIO CTaHIApPTU30BAHOI
KOMaHJTHOT KOMYHIKaI[li Ta poJibOBOi KoopAuHaIllii, a RTS — kepyBaHHIO KOTHITUBHUM
HABAHTAKEHHAM, 0araro3alaqyHICTIO Ta MPIOPUTETHICTIO MiJl TUCKOM Yacy.

J1J1s1 mepeBOIKEHHS €KCIIEPTHOTO CY/IKEHHS Y IPUKIIATHI PIIIEHHS 3aCTOCOBAHO
OaratokpuTepiaibHy MOJIENb OL[IHIOBaHHS (aHATITUYHUN 1€papXiuHuid ipouec). Baru
IITHOBUX KOMIIETEHTHOCTEHW, OTpUMaH1 3 MapHHUX MOPIBHAHB (y3romkeHicth CR =
0,07), craHOBWUIU: 30pPOBO-MOTOpHA peakilis/TouHicTh (0,35; KOHTpoJb yBaru i
cenekilis curHamB 0,25; koMaHaHA KOMYHiKaiis 1 koopaunaiis 0,25; MBUAKICTH
NPUIHATTS pileHb 3a yMoB aedinuty vacy 0,15. KomnosutHi 0anu npuaataocti (0—
1) nnst penpe3eHTaTUBHUX AucUUIUIiH ckianu: Counter-Strike 2 — 0,82; Valorant —
0,80; League of Legends — 0,78; StarCraft Il — 0,77; Dota 2 — 0,75; Overwatch 2
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— 0,74 (puc.1). Came Ha 111if OCHOBI OYB cpopMOBaHU KOMOIHOBAaHUH TPEHYBAIbHUN
MIPOTOKOJI, 110 ToeaHyBaB Moayii FPS (myenwHi i koMaHaHI CIieHapii 3 TEIEMETPi€Ero
BIYYHOCTI ¥ wacy 1m0 ypaxkenns), MOBA (ckpumu 31 cTaHZapTH30BAaHUMU
MIPOTOKOJIAMHU BUKIIMKIB, poisiMu Ta after-action review), a takox creHapii RTS 3
KEpOBAaHWM HAPOCTAHHSIM KOTHITUBHOTO HABAHTAKCHHSI.

VY nutoTHOMY BTPYYaHHI B3sUTM y4yacTb 32 BiHicbKOBOCTYkO00BIs (M£SD Bik
24,7439 poky; crax ciayxou 3,1£1,8 poky), paHIOMI30BaHUX Y JB1 TPYIIH:
KOMO1HOBaHUM €-Sports-nmpoTokoJi (n = 16) Ta akTHBHUHN KOHTPOJIb (n = 16; cTaHaapTHI
KOTHITUBHI BIIpaBU 0O€3 irpoBoro cepemoBuina). [IpoTsrom mecTu THKHIB 0OHIIBI
TpyIH TPEHYBAJIMCS TPpUUl HA TIKIAEHBb 1o 45 xBuimH. Jlo Ta micis iHTepBeHIi BCl
YYaCHUKH MPOXOIUIIN CTaHIapTU30BAHU TECTOBH OJ10K-OaTapesi: BUOIpKOBa peakiis
(CRT, mc), Biacrexxennss MHOKMHHUX 00’ €kTiB (MOT, %), TecT nepexiItoueHHs yBaru
(Trail Making Test-B, cek), poboua mam’sate (2-Back, %), a Takox KOMaHJIHUN
CUMYJIAIINHUN CIleHapiil 13 TeNeMeTpi€l0 Yacy NPUUHSTTS pIllleHHS Ha UK,
JATEHTHOCTI TOJIOCOBUX BUKJIMKIB, YACTKH PEJIEBAHTHUX IMOBIJOMIJICHb 1 TOKAa3HUKIB
MTOMIJIKOBUX JiH. J[JIT KOHTPOJIFO CHCTEMHOI «IIIHW» BUKOHAHHS PEECTPYBAIH 1HIEKC
cy0’ektuBHOrO HaBaHTaxkeHHS (NASA-TLX).

Ha innuBigyansHOMY piBHI 3a(iKCOBaHO BHpa3Hi €(heKTH rpynaxyac. 3miniaHa
nucnepciitna moaens juist CRT mokaszana 3Hauynry B3aemofito F(1,58) = 9,77; p =
0,003; gactkoBa n? = 0,14: cepeaHe 3HWKEHHS JIATEHTHOCTI B €-Sports-rpyii
ctanoBuII0 —38 mc (95 % CI: =59; —17), Toxi six y koHTpoai — —8 mc (95 % CI: —23;
+7). Pi3au1s 3mMiH MK rpyrnamu gopiHioBaia —30 mc; t(58) =3,12; p=0,003; Hedges’
g = 0,81. Tounicte MOT 3pocna y rpyni Brpydanss Ha +7,4 B.a1. (95 % CI: +4,2;
+10,5) npotu +1,5 B.11. y kouTpoii (95 % CI: —0,8; +3,8); F(1,58) =11,02; p =0,001;
n? = 0,16. Yac Bukonanuss TMT-B 3menmuBcs Ha —12,5 ¢ (95 % CI: —18,9; —6,2)
npotu —3,3 ¢ (95 % CI: =8,7; +2,0); F(1,58) = 7,45; p = 0,008; n> = 0,11. Tounicts 2-
Back 3pocna na +6,1 B.11. (95 % CI: +3,0; +9,2) y nopiBHsaHHI 3 +1,2 B.1. Y KOHTpOJI
(95 % CI: —-0,9; +3,3); F(1,58) =8,63; p = 0,005; n*=0,13. [1lepexym0oBH1 HOpMaJILHOCTI
(IMamipo—Yink) Ta romoreHHocti nucriepciii (JIeseH) Oynu BUKOHAHI; y BHUIIaIKax
JIOKaJIbHUX BIAXWJIEHb TOBTOPHI TEPEBIPKA HEMapaMETPUUYHUMH KPUTEPIIMU
(YVinkokcona/ManHa—BiTHI) He 3MiHIOBaJIM BUCHOBKIB (yci p < 0,01).

Ha komanmHoMy piBHI Yy CHUMYJSIUIHHOMY 3aBJlaHHI CIIOCTEpIragocs
CTATUCTUYHO 3HAYYIIIE CKOPOUYEHHS CEPEAHBOTO Yacy «pieHHs-1o0-a1i» Ha 11,8 % (95
% CI: —16,3; —7,4) y rpymi e-sports nipotu 3,1% (95 % CI: —6,7; +0,4) y KOHTpOJIi;
F(1,58)=10,19; p=0,002; n?>= 0,15. JIaTeHTHICTH rOJIOCOBHX BUKJIHKIB MK POJISIMH
3meHmmiIacsa Ha 16,2 % (95 % CI: —22,7; —9.,8) npotu 4,2 % (95% CI: —9,1; +0,6);
F(1,58)=7,08; p=10,010; *=0,11. YacTka pejeBaHTHUX MTOB1IOMJICHb y 3arajlbHOMY
o0cs131 komyHikarii 3pocia Ha 19,0 B.1. (95 % CI: +12.,4; +25,6) potu 5,1 B.11. (95 %
CI: +0,2; +10,0); F(1,58) = 12,44; p < 0,001; n* = 0,18. PiBeHb MOMUJIOK THITY
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«KOMICisl» y clieHapii 3HU3UBCH B rpyii kidepcrnoptemeniB Ha 23 % (IRR = 0,77; 95 %
CI: 0,65; 0,91; p = 0,003 3a MoaeIIO HETAaTUBHOT O1HOMIATLHOT perpecii 3 MOMPaBKOIO
Ha TPUBATICTb €Mi30/1B), TOJIl IK y KOHTPOII JoCcTOBIpHOTO edekTy He BuspieHo (IRR
=0,95; 95 % CI: 0,83; 1,09; p = 0,44). Monemni 31 3MimanuMu e(heKTaMu I ATBEPIUIIH,
0 CYKyIHHH 4Yac TPEHYBAHHS Yy TMPOTOKONI KiOEpCIOPTCMEHIB € He3aJeKHUM
npeaukTopoM nokpaiieHHs CRT 1 3HMKEHHS] KOMyHIKaIiiHo1 1aTeHTHOCTI (f = —0,42
Mmc/xB; p = 0,004 ta B = —0,31 %/xB; p = 0,011 BiANMOBIAHO), 13 BUMAAKOBHUMH
MePEXOIUICHHSIMHU Ha PIBHI €KIMaxiB.

VR-Tpenaxepu (npocmponse..b 20
Arma 3 (TakTH4YHe IJIAHYBAHHSA Ta..b 25
Dota 2 (cTpareriune MucJieHHS Ta..b 15
Aim Lab (TouHicTb i mnsmncicn;..b 27
Valorant (peakuisi Ta NpUIAHATTS PillIeHb) b 22
CS:GO (TpeHyBaHHsSI KOMAH/HOI B32€MO/il) b 18
0 5 10 15 20 25 30

Puc. 1. EdexkTuBHICTD pi3HUX 3aC001B KIOEpCHIOPTY B YAOCKOHAJIEHHI HABUYOK
BIICHKOBOCITYKOOBIIIB

CralinpHICTh €(EeKTIB 32 YOTUPUTHUIKHEBOTO BIATEPMIHOBAHOTO MOBTOPHOTO
TeCTyBaHHs 30epiranacsi Ha piBHI 68—74 % Bim HeraHOro mocT-e(heKTy 3a BciMma
IHIUBITyaTbHUMH 1HAMKaTOpamu (yci t-TecTu Ha 3cyB Bifg Hylas — p < 0,01), mo
CBITYUTH PO HE JIUILIE TOCTPHUH, a i HABYAJILHUNA XapaKTep 3MiH.

CrpatudikoBanuil aHami3 ceciii nmoka3aB Au(epeHIIHOBaHl BHECKH JKaHPIB y
npodinb pe3ynbrariB. Cyonporokonu FPS (nyenbHi cuieHapii 3 TeneMerpiero «time-to-
first-hit» 1 «precision-under-time-pressure») TMOACHIOBAIM HANMOUIBILY YacTKY
mucnepcii 3miH y CRT ta MOT (wactkoBi > = 0,19 1 0,14 BiamoBimHO), TOAI SIK
koMaHH1 ckpuMu B MOBA 3 (pikcoBaHMMM NMPOTOKOJAMU BUKIIHMKIB 3a0€3MEHMIN
OCHOBHHUI BHECOK Yy 3pPOCTaHHS YaCTKHU PEJIECBAaHTHUX TMOBIJIOMJIEHb 1 CKOPOUYEHHS
JaTeHTHOCTI KoMaHaHuX pimens (n? = 0,17 1 0,12). Cuenapii RTS 3 HapocTaHHsIM
KUTBKOCTI OJTHOYACHUX 3aBJaHb 1 OOMEXKEHHSAM PECypCiB HaMOUIbIle BIUIMBAIA HA
TMT-B Tta 2-Back (n* = 0,13 1 0,11), mo iHTepnpeTyeTbcs SK TPEHYBaHHS
NEPEKITIOYEHHS YBark i CTIMKOCTI poO0YOi MaM’ATi B yMOBaxX «4aCOBOT'O CTUCHEHHS.
TakuMm 9MHOM, MEXaHI3MH TIEPEHOCY € KaHPOBO-CIECIU(PIYHIMH: 30POBO-MOTOPHHUHA 1
CEHCOPHO-JIETEKIIIHHUN Tporiec oOpoOku 1HGopmarii KoHTyp — depe3 FPS,
KOMyHiKariitHo-ponboBuii — 4epe3 MOBA, KOTHITMBHE HaBaHTaKEHHS 1

143



npioputuzamiss — dYepe3 RTS. CykynHuii edekT KOMOIHOBAHOTO MPOTOKOJY
nepeBHIyBaB e€(eKTu OyIb-sKOTO OJUHUYHOTO >KaHPY 3a IHTErPaJbHUM I1HIEKCOM
e(EeKTUBHOCTI (Z-CKOp CyMapHHUX CTaHmapTu3oBaHux 3MiH; Az = +0,48; 95 % CI:
+0,27; +0,69; p < 0,001).

OtpuMaHi pe3yabTaTu A03BOJIWIN chopMyBaTH Kiacudikallis TUIIB 3aBJ/IaHb,
110 HAHO1JIBITIE CIIPUSIFOTh PO3BUTKY CIEI1a130BaHUX HABUYOK BIICHKOBOCITYKOOBIIIB.
(GKaHp — LUJIbOBa KOMIIETEHTHICTh — 1HAMKATOpP MEPEHOCY — THUIIOBI NapameTpu
cecii». [ ¢popMyBaHHS 30pOBO-MOTOPHOI HMIBUIKOJIT Ta TOYHOCTI IOIIbHI FPS-
MOy 3 KOPOTKUMH (5—7 XB) 1HTEpBAJbHUMH payHIaMH W TEIEMETPIEI0 «dac-I0-
YPaKEHHS/TOYHICTh TiA TUCKom». [l cTammaprtu3arii KOMaHAHOI B3aemomii —
MOBA-ckpumu 3 (PiKCOBaHOIO HOMEHKJIATYpOIO BUKJIHUKIB, PO3IMOALIOM pOJeH 1
000B’s13k0BUM after-action review 13 pO3MITKOIO KJIIFOUOBHX pillieHb. J{Ji1 TpeHyBaHHS
KepyBaHHA KOTHITUBHUM HaBaHTaxkeHHsSIM — RTS-cuenapii 3 mnporpamoBanum
YCKIAAHEHHSIM  (3pOCTaHHS KUIBKOCTI mia3azad, AehilUT pecypciB, UacoBi
OOMEXEHHs), IO JO3BOJISIIOTH J03YBAaTH «pIIIEHHS Ha XBWIMHY» (decisions-per-
minute) K TPeHYBaJIbHY /103y. PeKoMeH0BaHa CTPYKTYpHA J103a Ha cecito 45 xB: 15
xB FPS (intepBaiamu 3x5 xB), 15 x8 MOBA (1 xopoTkuii ckpum 3 poJisimu), 15 XB
RTS (cuenapiii 6araro3zaaqyHocTi), 3 KOPCTKUM MpoTOKoJIoM AAR Ha 3aBepiieHHs.
Came Taka KoMOiHaIlisi, 3TITHO 3 OTPUMAHUMHU JaHUMH, 3a0e3nedye HaWKpamun
IHTErpalibHUi  TIpoduIb TMPUPOCTIB 0€3 HAAMIPHOTO 3pOCTaHHS CyO’€KTUBHOIO
HaBaHTaxxeHHS: NASA-TLX migsumtyBaBcs momipHo (+4,6 6ama 3 100; 95 % CI: +1,1;
+8,1; p=10,011), 1m0 CB1IYUTH PO MPUIHATHY «IIHY» BUKOHAHHS.

OOrpyHTyBaHHS caMe TaKUX IHCTPYMEHTIB CIIUPAETHCSA HA TPU B3a€EMOIOB’ 13aH1
KpUTEpIi: Mo-1nepiiie, HasiBHICTh 3p1J10i, CTa0LIBLHOI IFPOBO1 TEAEMETPIi Ta 3MaralbHUX
PEXUMIB, 1O JA03BOJISIE 00’ €KTUBYBATH BUKOHAHHS 1 BIATBOPIOBATH HABAHTAKEHHS;
NOo-JIpyre, )KaHPOBO-CHelM(pIYH1 KOTHITUBHO-TIOBEAIHKOBI PO, K1 KOPEIIOKOTH 13
[IJTbOBUMU  BIMCHKOBUMH KOMIIETEHTHOCTSIMHU; TO-TPETE, JOKa30Bl e(eKTH y
MOPIBHSHHI 3 aKTUBHUM KOHTPOJIEM 13 TIOMIPHO BEJIMKUMU po3mipamu edexty (g~ 0,8
st CRT; n? 0,11-0,18 nns kimrodoBux iHAMKaTopiB). Cepen 0OMEXKEeHb Bi3HAYUMO
cepellHid po3Mip BHOIPKM 1 HIECTUTH)KHEBY TPUBAIICTh BTPYYaHHsS; MalOyTHI
JOCIIIJIKEHHSI MAIOTh MEPEBIPUTH 30€pexKEHHS OTPUMAHUX HABUYOK Yepe3 BUSHAUCHUM
nepioj yacy Micisi TpeHyBaHb Ta J0303aJIekKHICTh €(PEKTIB, a TaKOX MPOTECTYBATH
MPOTOKOJI Yy 3MIIIaHUX MiAPO3iiax 3 pi3HUM 0a30BUM ITPOBUM JIOCBIIOM.

JMuckycisg. OTpumani pe3yiabTaTH TMIATBEPIKYIOTH TIMOTE3y Mpo €(heKTUBHICTh
IIJIECTIPSIMOBAHOTO BUKOPUCTAHHS 3aC001B €IEKTPOHHOTO CIIOPTY JIJIsl BAOCKOHAJICHHS
KOTHITUBHUX, MOTOPHUX Ta KOMAaHJIHUX HAaBHUYOK BICHKOBOCTY>KO0BIIiB. HaitOinbr
BUPAXEHE MOKPAILIEHHS CIOCTEpIrajgocs y IMIBHAKOCTI 30pOBO-MOTOPHOI peakiiii,
CTaOUIBHOCTI CEHCOPHOTO BUSIBIIEHHS CTHUMYJY Ta 3HUXKEHHI PIBHS MOMWIOK THITY
«komicisiy (Mitsea, Papadopoulos, & Tsolakidis, 2025). Ile y3romkyerscs 3
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BHCHOBKaMHU IOTEPEIHIX JOCIIKEHb, 1€ 3aCTOCYBaHHs KiIOEpCIOPTUBHUX TIIaTHOPM,
30KpeMa MIyTepiB 3 €JIeMEHTAMU TaKTUIHOI B3a€MOIIi, TTiIBUIIyBAIO PEAKTUBHICTH 1
koopauHaiiro (Kowal, Conroy, Ramsbottom, Smithies, Toth, & Campbell, 2021; Bedi,
Lal, Sharma, Banerjee, & Dixit, 2022; [Iluakapyxk, Ta iH., 2024).

CucreMaTHYHUM aHajl3 CeCli I0Ka3aB, IO IIJABHUINEHHS I1HTCHCUBHOCTI
TpEHYBaHb MPHU3BOJUTH 10 J0303AJIEKHOIO 3pPOCTAHHS MOKA3HUKIB TOYHOCTI Ta
HIBUIKOCTI pearyBaHHsA. BUSBIEHO, 10 «CKPUMM» 3 KOHTPOJIBHOBAHOKO JTUHAMIKOIO
CKJIaIHOCTI (opMyIOTh BHpa3Hi €(EeKTH y CTpaTerisiXx NPUUHATTSA pillleHb, 0
30iraeTbcs 3 pe3yjibTaTaMU BIMCHKOBHX TPEHIHTOBUX IPOTpaM 13 3aCTOCYBaHHSIM
cumysaropiB (IlIunakapyk, & JlaBuaos, 2024; Boot, Blakely, & Simons, 2011).

Oco0OmuBYy yBary 3aciIiyroBy€ CHCTEMHAa «IliHa» BUKOHAHHS 3aBJIaHb, SKa
3HIDKYBaJlacsl TICHsl ajanTaiiiiHoro mnepioxy. lLle cBiauuTh Mpo ONTUMI3AIIO
KOTHITUBHUX PECYpPCiB BIHCHKOBOCIY>KOOBIIIB IMi/i BILIMBOM TPEHYBAJIBHUX MPOTPAM.
[Toni6Hi edexTn onucaHi y podoTax 110,10 3aCTOCYBaHHS BiJI€OIrop sIK IHCTPYMEHTIB
KOTHITUBHO1 peabumiTarii (Anguera, et al., 2013; 2021).

[TopiBHSIHHA 3 aHAJOTIYHUMU JOCIIKEHHSAMU y cdepl MpoPeCciiHOro cnopry
MOKa3aJlo, LI0 €JIEMEHTH MPHUKIAAHOI TaKCOHOMIi IrpOBUX CLEHapliB MOKHA
0e31ocepe/IHbO 1HTErpyBaTH y BIMCHKOBY MIATOTOBKY. Lle BiIKpuBae mepcreKTUBU
PO3pOOKH CTaHAAPTU30BAHUX MPOTOKOJIIB KIOEPCTIOPTUBHUX TPEHYBAHb JJISI CUIIOBUX
CTPYKTYP.

Pazom 13 TuM, BapTO BpaxoOBYyBaTH TEBHI OOMEXKEHHS: JOCIIIHKCHHS
MIPOBOIUIIOCS B YMOBaX CUMYJISIIIIHN, SIK1 HE TTIOBHICTIO BIITBOPIOIOTH CTPECOBI YUHHUKHU
peanbHOro Oor0. TakoXX [UIsl OLIHKKA 30€peKeHHs OTPHUMAaHUX HABUYOK Yepes
BU3HAYCHHUI Mepioj 4acy MICis TPEeHyBaHb MOTPiIOHI MOBTOPHI BUMIPIOBAHHS Y
TPUBAJIIIII YacOBI MEPCIEKTHUBI.

BucHoBku. 3anponoHoBaHUN KOMIUIEKCHUM HayKOBO-METOAMYHHMN MIAXIJ 10
mig0opy Ta BIOPOBAKEHHS I1HCTPYMEHTIB EJIEKTPOHHOTO CIIOPTY JOBIB CBOIO
e(eKTUBHICTH Y MIIBUIIEHHI IIBUIKOCTI 30pOBO-MOTOPHOI peaKilii, TOYHOCTI ACTEKITli
Ta 3HIKEHHI P1BHSI IOMUJIOK THITY «KOMICIsh» y BIHCHKOBOCITYKOOBIIIB.

HaiiGinpmi  pe3yJnbTaTUBHMMHM ~ BUSIBWIIMCS ~ TpeHyBaHHA y  (opmati
KOHTPOJIbOBAaHUX «CKPHUMIB» 3 TIOCTYMIOBMM YCKIAQIHEHHSIM 3aBJaHb 1 YITKOIO
CHUCTEMAaTH3aIIIEI0 IFPOBUX CIICHAPIiB 3a MPUKJIIATHOIO TAKCOHOMIEIO.

Po3pobieHi TpeHyBalIbHI TPOTrpaMu CIIPUSIOTH HE JIUIIEC PO3BUTKY KOTHITUBHUX
1 MOTOPHUX TTOKa3HUKIB, ajie 1 ONTUMI3aIlil BUKOPUCTaHHS KOTHITHBHUX PECYPCIB, 10
MTBEPKYETHCS 3MEHIIICHHSIM CUCTEMHOI «I1IHW» BUKOHAHHSI 3aBJIaHb.

Excieptna  Bamigwmzariisi, OaratokpurepiaipbHa ~ MOJAENb  BimOopy  H
EKCTIIEpUMEHTaIbHI JIaH1 Y3rOJDKEHO CB1AYaTh, M0 KOMOIHOBAaHWM MPOTOKON 13
moayniB FPS-MOBA-RTS 3a0e3nedye cTaTUCTUYHO 3HAYYII, TIPAKTUYHO PEIEBAHTHI
MOJIMILIEHHS 1HIUBIIyalbHUX 1 KOMAaHIHUX MTOKAa3HUKIB, a TAKOXK POopMy€e onepariiitny
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paMKy JUIsi  MaciTaOyBaHHsS KiOGpCIIOPTUBHMX TpPEeHYBaHb Yy  IpodeciiHO-
CHelialli30BaHy MiATOTOBKY.

OtpumaHi pe3ynbTaTH MOXYTb OyTH BHKOPUCTaHI JJsI CTBOpPEHHS
CTaHJAPTHU30BAHUX TPOTOKOJIB  €-SPOItS-MIATOTOBKH B CHUCTEMI BIHCHKOBHUX
TPEHYBaHb, 13 MEPCIIEKTUBOIO 1HTErpaIlii y mMporpamMu IiJBUIICHHS 00€31aTHOCTI.

[Tomanein mocaipkeHHS MalOTh OyTH CHpPsIMOBaHI Ha OLIHKY JIOBFOTPHBATIUX
edekTiB (peTeHIlii) Ta ajanTaiilo TpEeHyBaHb MiJ peaibHI OOHOBI YMOBH 3
ypaxyBaHHSM (DaKTOpiB CTpecy Ta MyJIbTU3aJa9HOCTI.

ABTOpU 3aCBIIYYIOTH MPO BIICYTHICTh KOH(IIKTY 1HTEPECIB.
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