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3acToCyBaHHSA TeXHOJIOriN BipTyasibHOI peanbHOCTI

(OCULUS QUEST 3) ansa MmopaesnioBaHHA 3MaraJslbHUX cuTyauin

-

Y Kik6OKCUHry Ta (popMyBaHHSA IHAUBIAYANIbHOI TAKTUKU

NOEAUNHKY

Boabcebknii 1. C.

Hayionanenuil yrnieepcumem ¢hizuunoeo uxosanus i cnopmy Yxpainu

AHoTauifa

Meta. Mera: OOTpYHTYBaHHS MOMXIJIMBOCTEH 1 METOTUYHOI
JOLIBHOCTI 3aCTOCYBAaHHS TEXHOJOTIH BIpTyaJbHOI peanbHOCTI Ha
ocHoBi Oculus Quest 3 1y MOJETIOBAaHHS 3MaralbHUX CHTYyalil y
KIKOOKCHHTY Ta ()OpMYBaHHS iHIUBI{yaIbHOT TAKTHUKH TTOEINHKY.

Marepiaa i meromu. [pyHTyIOThCS Ha aHamizi Ta ysarajibHEHHI
HAyKOBHX JDKepesl 3 Teopii CHOPTUBHOI MiATOTOBKH, IHU(POBUX
TPEHYBaJbHUX TEXHOJIOTIH 1 €JMHOOOPCTB, CHCTEMHOMY aHali3i
3MarajgbHOi JiSUIBHOCTI B  KIKOOKCHHTY, JIOTiKO-CTPYKTYypPHOMY
MOJICJIIOBaHHI TAKTHYHUX CIEHAPiiB Ta METOIMYHOMY IPOEKTYBAHHI
3acTOCyBaHHS 3ac00iB VR B TpeHYBaIbHOMY MPOIIECI.

Pesyasratn. CBiguath, 1o TexHonoriii VR CTBOpIOIOTH yMOBH
JUISL KepOBaHOTO I 0araropa3oBOro MOJEIIOBAHHS 3MarajbHUX
CHUTYyalill 3 ypaxyBaHHSIM TE€XHIKO-TAKTHYHUX 1 TICUXO0(i310JI0TTIHIX
ocobnmuBocTell croprcMmeniB. JloBeneno, mo 3acrocyBanHs Oculus
Quest 3 mixBUINye HAIMHICTH yXBaJCHHA TAKTUYHUX DIlICHB,
Ja€ 3MOTY BIOCKOHAIUTH TIPOCTOPOBY OpIEHTAII0 Ta CIPHIE
[iJecpsiMOBaHOMY  (POpPMYBAaHHIO  IHAMBIIyanbHOI  cTpareril
MOENUHKY 0e3 HaaMIpHOro (i3UYHOrO HAaBaHTAXKCHHS. BUsIBICHO
OCHOBHI HayKOBO-TIPAaKTH4HI Ipo0iemMu 3actocyBaHHS VR mij gac
MATOTOBKU KiKOOKCEpiB, 30KpeMa 0OMEKEHY TOYHICTH BiATBOPCHHS
(I3MYHOTO KOHTAKTy, IHAMBIAyaJbHI TPYIHOLN ajamTamii a0
HU(pPOBOTO CEPEeAOBHIIA, BIACYTHICTh CTAHIAPTH30BAaHUX METOIUK
inrerpanii VR-3aHATE y CTPYKTypy TpEHYBIbHHX IHMKIIB i
CKJIQIHICTh 1HTeprperanii IHM(POBUX MNOKA3HUKIB €(PEKTHBHOCTI.
3anpornoHoBaHo 3acToCOBYBaTH VR sk 1omOMiXKHMIT 3aci0 TaKTHIHOT
Ta CTPATETivHOI MiATOTOBKU 3 ITOETAITHUM YIPOBAKSHHSIM ITiJ] Jac
MiATOTOBYOTO Ta TEPEA3MAaraJbHOTO TEPiOAiB, I1HIWBIILYaIbHOTO
MOJICTIFOBAHHS 1 3aCTOCYBaHHS QHAJITUYHUX TAaHUX JUI KOPEKLii
3MarajbHOI CTpaTerii.

BucHoBku. IlinTBep/uKeHO MOLINMBHICTH 3acTocyBaHHS VR sk
JOTIOMDKHOTO IHCTPYMEHTY TaKTHYHOI Ta CTPATETivHOi MiArOTOBKU
KIKOOKCepiB 32 yMOBH METOAMYHO OOTpyHTOBaHOi iHTerpamii VR-
TpeHyBaHb Yy TPaAMLiHHUN TpeHyBaJbHUI mpouec. JloBeneHo,
mo e(EeKTUBHICT, TAKOro MiAXOAYy 3aJIe)KUTh BiJ IOCTAITHOTO
BIIPOBADKCHHS Ta MEPCOHATI3AIIIT ClIeHaPITB.

KirwuoBi cjoBa: TakThuHa IIJrOTOBKA, 3MarajbHa JisSJIbHICTB,
uQpoBi TPEHYBaIbHI CEPENOBHINA, MEPCOHAI3AIS IMiATOTOBKH,
MCUX0(i31070TIYHA CTIHKICTb.

Abstract

Application of Virtual Reality Technologies (Oculus Quest
3) for Modeling Competitive Situations in Kickboxing and
Forming an Individual Bout Strategy

D. Volskyi

Purpose. Purpose: justification of the possibilities and methodologi-
cal feasibility of using virtual reality technologies based on Oculus
Quest 3 for modeling competitive situations in kickboxing and form-
ing individual tactics for combat.

Material and methods. The research methods are based on the
analysis and synthesis of scientific literature regarding the theory of
sports training, digital training technologies, and combat sports; sys-
tem analysis of competitive activity in kickboxing; logical-structural
modeling of tactical scenarios; and the methodological design of VR
application within the training process.

Results. Show that VR technologies create conditions for controlled
and repeated simulation of competitive situations, taking into account
the technical, tactical, and psychophysiological characteristics of ath-
letes. It has been proven that the use of Oculus Quest 3 increases the
reliability of tactical decision-making, improves spatial orientation,
and contributes to the purposeful formation of an individual combat
strategy without excessive physical exertion. The main scientific and
practical problems of using VR in the training of kickboxers have been
identified, in particular, the limited accuracy of physical contact repro-
duction, individual difficulties in adapting to the digital environment,
the lack of standardized methods for integrating VR classes into the
structure of training cycles, and the complexity of interpreting digital
performance indicators. It is proposed to use VR as an auxiliary means
of tactical and strategic training with phased implementation during the
preparatory and pre-competition periods, individual modeling, and the
use of analytical data to correct the competition strategy.

Conclusions. The conclusions confirm the feasibility of using VR as
an auxiliary tool for the tactical and strategic preparation of kickbox-
ers, provided there is a methodologically grounded integration of VR
sessions into the traditional training process. It is demonstrated that
the effectiveness of this approach depends on phased implementation
and the personalization of scenarios.

Keywords: tactical training, competitive activities, digital training
environments, personalized training, psychophysiological resilience.
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BcTyn

CydacHui KiKOOKCHHT SIK BHJ 3MarajibHOI CHOPTHBHOL
JSUTBHOCTI XapaKTePU3YEThCS BHCOKOIO JWHAMIUHICTIO TTO€-
JIMHKIB, BapiaTUBHICTIO TAKTHYHUX CXEM 1 IMiJBUIIICHUMH BH-
MOTaMH JI0 OTIEPATUBHOCTI yXBaJICHHS pIllIeHb B YMOBax 00-
MEKXEHOTO Yacy Ta INcuxo(]i3ionoriyHoro HaBaHTKEHHA. 3a
X YMOB 3pOCTa€ morpeda B TaKUX TPEHYBAJIBHUX 3aco0ax,
AKi O maaM 3MOTy MaKCHUMajbHO HAOJIHM3WTH HaBYAIBHO-TPE-
HYBaJIbHUH TPOIEC N0 PeaJbHHUX 3MarajlbHUX CHUTyaIliil 6e3
MIIBUAIICHHS TPaBMAaTHYHOTO PU3UKY JJisi criopTcMeHiB. Tpa-
JUIIHHI METOIN MiATOTOBKH, IO TPYHTYIOTHCS TIEPEBAKHO Ha
CTIapyHTax, BiJieoaHaTi3i Ta iIMITAllIHHUX BIIpaBax, HE 3aBKIU
3a0e3MeuyroTh JOCTaTHIN piBeHb 1HIUBIAyaizallii TaKTHYHOI
MIJIFOTOBKH Ta BIJTBOPEHHSI CKJIAJHUX MPOCTOPOBO-YaCOBUX
YMOB ITO€HHKY, 10 0OMEKY€ MOMKIINBOCTI IIJIECIIPSIMOBAHOTO
(hopMyBaHHS 3MarajgbHOI CTpaTerii.

Y 3B’A3Ky 3 IHTEHCU(IKALIEI0 3MarajibHOi MisTIBHOCTI
Ta YCKJIQJIHEHHSIM TaKTHMYHUX MOJielieil BeleHHs 000 mocrae
npobiiema inTerparii HuQpoOBUX TEXHOJIOTIH y CUCTEMY CIIOp-
TUBHOI IIATOTOBKH KikOOKcepiB. OcoOinBe HayKOBO-IIPaK-
THUYHE 3HAYEHHsI Ma€ 3aCTOCyBaHHsS TexHousorii VR, sxi 3a-
0e3reuyloTh CTBOPEHHSI KOHTPOJIbOBAHOTO, Oararopa3oBo
BIZITBOPIOBAHOTO Ta MOIU(IKOBAHOTO 3MarajibHOIO CEPEIOBH-
12 3 BUCOKUM PIBHEM MEPIENTHBHOI Ta CEHCOMOTOPHOI JI0-
CTOBIpHOCTI. 3acTocyBaHHs pilieHb VR, 30kpema 3 BUKopuc-
TaHHSIM CyYaCHHMX aBTOHOMHHUX rapHiTyp tuimy Oculus Quest
3, BIIKpMBA€E IUPOKI MOXKJIMBOCTI [UIsi CIOPTUBHOTO aHAII3Y,
10 OXOILIIOE MOJICJIFOBAHHS TUTIOBUX 1 HETUIIOBUX CLIEHAPIiB
TIO€/IMHKY, OLIHIOBAHHSI PeakKiii ClIOpTCMeHa Ha 3MiHHI YMOBH
CYIEPHUITBA, a TAKOK (POPMYBaHHS IHANBIAYaIbHUX TAKTHY-
HUX pillleHb HA OCHOBI 00’ €KTHBHUX JIaHHX.

Ils mpobrmema Oe3mocepeHbO TMOB’s3aHA 3 BaXKIUBU-
MU HayKOBHMH 3aBJaHHSIMH TEOpii Ta METOAMKU CIIOPTHBHOI
IIATOTOBKH, 30KpeMa 3 JIOCIIJDKEHHSIM MEXaHI3MIB yXBaJeH-
HSl TAaKTMYHUX pIlIEHb Y €AMHOOOPCTBAX, YAOCKOHAJICHHSIM
METO/IIB MOJICJTIOBAHHS 3MarajibHOI JMisSUIBHOCTI Ta OOIPYHTY-
BaHHSM €(EKTUBHOCTI IM(POBUX TPEHYBAIBHUX CEPETOBHILL.
Bonnouac BoHa Mae BUpa3HUW NMPAKTUYHUHA BUMIP, OCKIJIBKH
CHpsIMOBaHA Ha IMiJABHUIIEHHS SKOCTI MIATOTOBKH CIIOPTCMEHIB,
OIITHMI3aIliI0 TPEHYBAJIBLHOTO HABAaHTAXXCHHS, 3HW)KEHHS pH-
3MKy NIepeHaBaHTAXXEHb 1 TPaBM, a TAKOXK Ha 3a0e3MeYeHHsI iH-
JIMB1TyaJIbHOTO IiX0y /10 pOpMyBaHHS CTparerii MOEANHKY 3
ypaxyBaHHSIM CTHJIIO BEICHHS TOEJUHKY, TEXHIKO-TaKTHYHNX
XapaKTePUCTHUK 1 ICUXOEMOLIIHHOT CTIHKOCTI KIKOOKCEpiB.

Orsig Cy4acHMX JOCHTIDKEHb Ja€ 3MOTY BHOKPEMHUTH
YOTHPH B3a€MOIIOB’sI3aHI HAYKOBI HANpsiMH, SIKI ITOCIIIIOBHO
BiJT0OpaXKarOTh MEAroriuHi, TEXHOIOT19Hi, ICHX0(1310JI0T19H1
Ta CTpaTeriyHi acmeKTH 3actocyBaHHI VR y cucremi miaro-
TOBKH CIIOPTCMEHIB-€JMHOOOPLIB. [lepimii HayKoBHi HapsiM
TI0B’SI3aHMH 13 IEJATOTIYHUMH Ta METOAMYHUMH 3acagaMy BU-
kopucTanHs VR y mporeci miIroToBKM CHOPTCMEHIB pi3HOTO
piBHs kBamidikarii. JlocmimKkeHHs T0BOIUTH, 0 VR-TexHo-
sorii cnpusioTh (GopMyBaHHIO mpodeciiiHol MaicTepHOCTI
CIIOPTCMEHIB TI0YaTKOBOTO PIBHS Yepe3 iMiTalliio 3MarajJbHuX
CUTYyalill 1 PO3BUTOK YCBIIOMJICHOTO KOHTPOITIO TEXHIKO-TaK-
trnaauX [ (Pomak & Auis, 2024). B iHmAX JOCTIIHKSHHIX
3a3Ha4yaroTh, MO VR-CUMyIALil 3 BiCTEKEHHSIM PYXiB pYK
MaroTh BHCOKY JUIAKTHYHY LIHHICTH JUISl HABYAHHS 3aXUCHUX
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1 KOHTpaTaKyBaJIbHUX Mill Y MOIETHOBaHUX OOHOBHX CIIeHapi-
sx (Apo & Redei, 2021). Jlesiki aBTOpH BHBYAIOTH BipTyali3a-
LIIO0 MPAKTHK TPEHYBaHHS OOWOBUX MHCTELTB, HATOJIOLIYFOUYU
Ha BXJIMBOCTI VR I MIATPUMKH TAKTHYHOTO MUCIICHHS Ta
CTPYKTYPOBAHOCTI HABYAHHS B YMOBaX 0OMEXKEHOT KOHTAKTHOT
B3aemorii (Meyer, 2022). [amri o0TpyHTOBYIOTH €()EKTHBHICTH
3aCTOCYBaHHS PO3IIMPEHOI peajbHOCTI Ta VR 11 HaBYaHHS
OCHOBHHX 00OPOHHHUX TE€XHIK Y OOKCEPiB-ITOYATKIBIIiB, III0 MAE
0e3MmocepeIHI0 METOUYHY PEIeBaHTHICTD 1 AT KiKOOKCHHTY
(Rakha, 2024).

Jpyruii HayKOBHI HampsM OXOIUTIOE TEXHOJOTIUHI Ta
armapaTHO-IIPOTPaMHi aCIIeKTH 3aCTOCYBaHHA VR miis Mozeno-
BaHHS 3MarajbHOI JisTFHOCTI B €ETMHOOOPCTBAX. Y MESKUX PO-
00Tax y3araJbHEHO CyJacHi JocsaTHeHHS VR y 60ii0BHX BHIax
CTIOPTY, aKIICHTOBAHO Ha MiABHIICHHI PEaTiCTUYHOCTI CEHCO-
MOTOPHOTO 3BOPOTHOTO 3B 513Ky Ta MOXJIMBOCTSAX BIATBOPEHHS
TaKTUYHOI cTpyKTypH moeanHKy (Li et al., 2025b). Zhouxiang
(2024) 3naiiicHI0€ KOMIUTEKCHUH ormsan VR-criopTuBHEX irop,
BH3HAYAIOUHN IXHIiH MOTEHITiaN SK IIUPPOBOTO CEPEIOBHIIA IS
IHTepaKTUBHOTO BiATBOPEHHS 3MaraJlbHUX CIICHAPiiB BHCOKOT
CKJIaTHOCTI. [HIIT aBTOpH aHATI3yIOTh CyJacHi armapaTHi miar-
¢dopmu i mporpamui pimenHas VR i MR, ¢opmyroun TexHO-
JIOTiYHE TIATPYHTS AJIS BUKOPHUCTAHHS aBTOHOMHHUX TapHITYp
Ty Oculus Quest y COPTUBHUX TPEHYBaJbHUX CHCTEMax
(Bondarenko & Ivanchenko, 2024). Jleski mponmoHymOTh ai-
TOPUTMIYHI MiIXOAX 10 POTHO3YBAHHS MO3M ¥ PyXiB Tila Ha
OCHOBi 0OMEXEHHUX TPEKIHTOBUX JAaHUX, IO € BAYKIUBUM JIJIS
TOYHOI PEKOHCTPYKIi yaapHOi TexHiku y VR-cepemoBumax
(Milef et al., 2023).

Tperiit HayKkOBUIl HANpsIM CTOCYEThCs 3acTocyBaHHs VR
JUTSE PO3BUTKY MCUXO0(1310JIOTTYHUX XaPAKTEPUCTUK Ta TAKTHY-
HOTO MHCJICHHSI CIIOPTCMEHIB. ABTOPH JOBOASTH HAIIHHICTH
VR-cepenoBui K iHCTPYMEHTY OLIIHIOBaHHS 4Yacy peakiiii B
CIIOPTCMEHIB-€IMHOOOPIIIB, 110 Mae Oe3mocepeaHiii 38’5130k
3 e()eKTHBHICTIO YXBaJICHHS TAaKTUYHUX PILICHb y MOEAUHKY
(Langer et al., 2022). Volsky (2024) anaii3ye 3acTOCyBaHHS
VR y miarorosui KikOOKcepiB y MoeAHAHHI 3 O10METPUYHUM
MOHITOPHHIOM, 110 CTBOPIOE OCHOBY ISl IHTErpail TaKTHY-
HUX CLEHaPIiB 13 KOHTPoJIeM (PYHKI[IOHAIILHOTO CTaHy CIIOPTC-
MeHiB. [H1i opiBHIOIOTE VR-BHCOKOIHTEHCUBHI TPEHYBaJIbHI
[porpamu 3 TPaIUIiHHIMH METOAAMH, MIJATBEPKYIOUH TXHIO
e(eKTUBHICTh Ul PO3BUTKY BHUTPUBAJIOCTI Ta CTIHKOCTI 1O
3MaraibHOro HaBantaxeHus (Merola et al., 2025). Takox aB-
TOPU JOBOAATH, 110 VR-TpeHyBaHHS 3 MiJITPUMKOIO aBTOHO-
Mii MiBHUIIYIOTh MO3UTUBHUI EMOIIHUN CTaH 1 MOTHBAIIIIO
CIIOPTCMEHIB, IO OIMOCEPEAKOBAHO BILUIMBAE HA CTAOLIBHICTH
TaKTUYHOI NOBeiHKY B oeuHKy (Moore & Butler, 2025).

YerBepTHil HaykoBUil HampsM oxomatoe VR-mopento-
BaHHS 3MarajbHUX CUTYyalil K IHCTpyMEeHT (opMyBaHHS iH-
JIMBIyaJIbHOT CTparerii MOEUHKY Ta KOMITJIEKCHOTO aHalli3y
CIIOPTUBHOI TisUTBHOCTI. B IESKUX JOCITIKCHHAX Ha PUKIIATL
VR-6okcepcbkoi rpu PunchPulse nemoHCTpyIOTH MOXITHBO-
CTi CTBOpPEHHs (DI3UYHO IHTEHCHBHHX 1 TAKTHYHO HACHYCHUX
creHapiiB, 10 30epiraloTh aBTCHTHYHICTh YIapHOI B3aeMOii
(Kamath et al., 2025). Inmi posmisaatots VR y noeanansi 3
AQHAJITUYHUMU Ta Bi3yasli3aliiHUMHU TEXHOJIOTISIMU SIK THCTpY-
MEHT IiATPUMKH CTPATETiYHOTO aHAJI3y Ta YXBaJCHHS pillleHb
y cnopTti Bucokux nocsirHenb (Cossich et al., 2023). Taxox
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OOTPYHTOBYIOTH ITOTEHI[iaJl TOYHOTO KECTOBOTO YIIPABIIHHA Y
VR-cepenoBuIax, o BiIKPUBAE IEPCIEKTHBU MOICIFOBAHHS
CKJIaTHIX TAaKTHKO-MOTOPHUX [IiHf i IIepCcoHai30BaHUX CTpaTe-
riif moequaKy (Baranyi et al., 2024).

[Tompy HasiBHI JOCHIKEHHS 3 TAKTUYHOI IMIATOTOBKU B
€IMHOOOPCTBAX 1 3arajbHi HAIIPAIIOBAHHS MO0 3aCTOCYBaH-
HA TexHoJori VR y cropti, mig 9ac miATrOTOBKH KiKOOKCepiB
30epiraeTsCsi HU3KAa HEPO3B’s3aHMX Tpobiem. HemoctatHbo
JOCIIPKCHUMH  3aJIMIIAI0ThCS MEXaHI3MH BIUIUBY IIPOCTO-
pPOBO-4acOBUX XapaKTEPUCTHK MOENMHKY Ha YXBaJCHHS
TaKTUYHUX DIIIeHb, METOAWYHI MIAXOAU 0 TepcoHami3amii
3MarajibHoOi cTparerii 3acobamMu VR, a TakoX MpUHIUNHA iH-
terpanii VR-TpeHyBaHb y TpagumiiHy CHUCTEMY ITiATOTOBKH
3 ypaxyBaHHSAM ICUXO0(}i310JIOTIYHUX OCOOMUBOCTEH CIIOpTC-
MeHiB. JlocmiKeH S CIpsSIMOBaHE Ha MOJOJIAHHS 3a3HAUCHUX
mpobieM uepe3 KOMIUICKCHE MMOE€THAHHSA aHaTi3y 3MarajibHOi
TSUTBHOCTI B KiKOOKCHHTY, OOTpyHTYBaHHS (DyHKIIIOHATBHUX
MOXIHBOCTEeH VR-TexHOMOTIH Ta pO3pOOICHHS METOIMIHIX
MiAXOMIB 1 MPAKTUYHAX PEKOMEHMAIll MOI0 IXHBOTO 3acTo-
cyBaHHS TS (pOopMyBaHHS 1HAWBIAyanbHOI 3MarajJbHOI CTpa-
Terii, 110 3yMOBIIIOE HAYKOBY Ta MPAaKTHYHY LIHHICTH POOOTH.

3B’A30K [JOCTi/ZKeHHsST 3 HAYKOBHMH TPOTrpaMaMu,
IIaHAMH i TemaMu. J{0CITiKEHHST TIPOBOIMIIOCS BIAMOBIIHO
JI0 TUTaHy HAyKOBO-HOCiIHOT poboT HarioHansHOrO yHIBEp-
curety (i3UUHOrO BUXOBaHHS 1 criopty Ykpainu Ha 2021-2025
pp- 3a Temoro 2.6 «HaykoBO-METOAMYHUIA CYIPOBIJ TpeHY-
BaJIbHOT Ta 3MarajibHOI ASUIBHOCTI KBami(hiKOBaHHUX CHOPTC-
MEHIB y €MHOOOPCTBAaX Ta CUJIOBUX BHIAX CHOPTY» (HOMEp
nepkpeecrparii 0121U108940).

Meta nociigKeHHs — OOTPYHTYBaHHS MOXKJIMBOCTEH 1
METOIUYHOT TOIIJTbHOCTI 3aCTOCYBAHHS TEXHOJIOTIH BIpTyasb-
Hoi peanbHOCTI Ha ocHOBI Oculus Quest 3 111 MoETIOBaHHS
3MarajJbHUX CHUTyallill y KIKOOKCHUHTY Ta ()OpMYBaHHS iH/INBI-
JyaJIbHOT TAaKTHKH TIOEJTUHKY.

Martepian Ta meToam

Marepianamu JOCTIKSHHS CITyTyBaJll HayKOBi MyOJTika-
1ii 3 Teopii Ta METOIUKHU CITOPTHBHOI MiATOTOBKH B €THHOOOD-
CTBax, pOOOTH 3 MUTaHb TAKTHYHOI MiATOTOBKU KiKOOKCEpiB, a
TaKOX CyJacHi JOCIIHKEHHS 1100 3aCTOCYBAHHS TEXHOJOTIH
VR y criopri. Takoyk BUKOPHCTAHO aHATITHYHI MaTepiajii, o
XapakTepu3yIoTh (DYHKIIOHATBHI MOMKIIMBOCTI armapaTHO-TIPo-
rpamHoro koMiuiekcy VR-pimens tumy Oculus Quest 3 y koH-
TEKCTI MOJICITIOBaHHS 3MarabHIUX CHTYaIliil.

3aCcTOCOBAaHO METOJM TECOPSTHYHOTO aHaNi3y i y3araib-

HEHHsI HayKoBUX kepern. OTpuMaHi pe3ynbTaTd iHTepIpe-
TOBAHO 3 TO3UIIiIl MOXKJIMBOCTEW 1HAWBIMyaTi3amii TaKTHIHOL
MiATOTOBKH Ta GOPMYBaHHS 3MaraibHOI CTpaTerii.

Pe3ynbTatn Ta IX 06roBopeHHnA

3MaranpHa TiSUTBHICTh Y KIKOOKCHHTY — i€ CKJIaJHa JTH-
HaMi4yHa CHCTEMa, Y MeXaxX SKOI pe3ysbraT MOEJUHKY BH3HA-
Ya€eTHCS HE JINIIE PIBHEM TEXHIYHOI MiATOTOBIEHOCTI CIIOPTC-
MEHa, a ¥ 3MaTHICTIO J0 ONEepaTWBHOI agamTamii TaKTHIHUX
pimens 10 3MiHHHUX YyMOB 0o1o. Brcoka TakTn4Ha BapiaTHB-
HICTB TPOSBISIETHCS B MMOCTIHHOMY YepryBaHHI aTaKyBaJbHUX
1 3aXMCHUX i, 3MiHI TeMITy, AUCTAHII] Ta PUTMY TTOETIHKY,
a TaKOX y HEOOXiTHOCTI BpaXyBaHHS 1HIUBIAyaJbHOTO CTHIIO
cynepHuKa. I[IpocTOPOBO-4acOBI XapaKTEPUCTUKH 3Maralb-
HOI JisTFHOCTI 3yMOBIIOIOTH ITiIBUIIEHI BUMOTH [0 IITBHIKO-
CT1 CIIPUMHATTS CHUTYyaIlil, TOYHOCTI OIIHIOBAaHHS BiACTaHI Ta
CBO€YACHOCTI PEaKIlii, OCKUIBKHA OiNBIIICTh TEXHIKO-TAKTHY-
HUX JIil peamizyloTbcs B yMOBax Ne(iIUTy 9acy Ta BUCOKOTO
NICHXOEMOLIHOr0 HANPYXXEHHS. Y TaKHX yMOBaxX IPOLEC yX-
BaJICHHS PillICHh Ma€ HMOBIPHICHUI XapakTep i IPyHTYEThCS
Ha iHTerparmii ceHcopHoi iHdopmarii, TomepeaAHFOTO AOCBITY
Ta MOTOYHOTO (PYHKITIOHAIEHOTO CTaHy CIOPTCMEHA, IO Po-
OWTh TAKTHYHY MiATOTOBKY OJHHM 3 OCHOBHHUX KOMITOHEHTIB
3MarajbHOi epeKTUBHOCTI (Tabm. 1).

3a3HayeHi B TaOnuii 1 XapakTepUCTHKH 3MarajibHOI Ii-
SIIBHOCTI B KIKOOKCHHIY BapTO PO3IVISJATH SIK B3AEMOIIOB’Si-
3aHl eJIEMEHTH IIJIICHOT TAKTHKO-ANHAMIYHOT CUCTEeMH, (YHK-
LIOHYBaHHS $IKOT 3YMOBIIOE PE3YJIbTaTUBHICTh MOEUHKY.
PiBeHb e(eKkTHBHOCTI 3MarajbHOi JiSUIBHOCTI BH3HAYAETHCS
3[IATHICTIO CIIOPTCMEHA 3/11HCHIOBATH CBOEYACHY IepeOy10By
TAKTUYHOI MOBEAIHKH BIAMOBIAHO 0 3MiH IIPOCTOPOBO-YACO-
BUX MapamerpiB 0010 Ta Ail cynepHuka. BoHa rpyHTyeThCs
Ha OlepaTuBHIN iHTerpauii ceHcopHoi iHpopMallii, MBHUIKIH
OLHIII cHTyalii Ta BUOOP] ONTHUMAIBHUX TEXHIKO-TAaKTUYHUX
pillieHb B yMOBaxX 4aCOBHX OOMEKEHb.

TakTHuHa BapiaTHBHICTh Y 3MarajbHill MPaKTHIII MPOSIB-
JISIETHCS Uepe3 3MiHy JOMIHAaHTHHUX (JOPM BeieHHs 0010 3alek-
HO BiJ] 0COOMMBOCTEH CyNEpHHKA Ta XOIy MOEAWHKY. Y pasi
3pOCTaHHS IHTEHCUBHOCTI aTak CyNepHHKA HalIOLUIBHIIIONI0
€ repedy/oBa TaKTUYHOI MOJIETl 3 aKIEHTOM Ha KOHTpara-
KyBaJIbHI JIii Ta KOHTPOJIb TUCTaHIIi, 0 A€ 3MOTY 3HM3UTH
HaBaHTaKCHHS M MIIBUIIUTH BUOIpKOBicTh arak (Sant’Ana et
al., 2025). ITpocTOpOoBO-4acOBi XapaKTCPUCTUKUA 3MarajibHOT
JSUTBHOCTI BU3HAYalOTh YMOBH peajiizalii Takux rnepedyios,
OCKUIbKH €(DEeKTHBHICTh TAKTHYHHX JIiil OE3M0CcepeiHbo 3ae-
JKUTh BiJl TOYHOCTI OIIIHIOBAHHS TUCTAHIII1, IBUIKOCTI Iepe-

Tabmuns 1 - TakTH4Hi Ta MPOCTOPOBO-4ACOBI XapaKTePHCTHKH 3MarajbHOI JisVIbHOCTI B KiKOOKCHHTY

Kommnonent

3micT nposiBy

DyHKUiOHAJIbHE 3HAYEHHS

TakTuuHa BapiaTUBHICTH

3MiHa CTUITIO BECHHS MOEJUHKY, KOMOiHAIIiH,
3aXMCHUX T4 KOHTPATAKYBAIbHUX Jii

3abesreuye aganTaniiio 10 Aii CynepHuKa

Yacoa auHamika

Byucoka MIBUAKICTE PO3BUTKY MOJiH, KOPOTKI
IHTEpBAJI JUIS pearyBaHHs

dopmye BUMOIH JI0 OTIEPATUBHOCTI pillleHb

ITpocToposi mapamerpu

KoHTponp nucraHiii, KyTiB aTaku Ta
repeMilieHb

TligBuinye eheKTUBHICTh TEXHIYHUX JTii

[pouec yxBajeHHs pillleHb

InTyiTHBHO-aHANITUYHUIT BUOIp il y 3MIHHUX
yMOBax

Busnauae pe3ynsTaTUBHICTh HOEAUHKY

Icuxodizionoriune HaBaHTAKCHHS

Ctpec, BroMa, 3HIKCHHSI KOHIICHTpAIii

BruiBae Ha cTabiibHICTh TAKTHKH

Jlxeperno: copmoBano aBropom Ha ocHoBi (Porak & Suis, 2024; Cossich et al., 2023; Hoelbling et al., 2023; Incognito et al., 2024; Meyer, 2022; Volsky,

2024; Wessa et al., 2021; Yaralioglu & Acar, 2024; Zhouxiang, 2024)
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MIIIIEHb 1 CBOEUACHOCTI peaKIliii Ha 3MiHHI il CylIepHHKA.

[Ipormec yxBaJeHHS pillleHb Y KIKOOKCHHTY Ma€ afarTHB-
HUH XapakTep 1 6e3mocepeHp0 3aIeKHUTh Bi ICHX0(iziono-
TIYHOTO CTaHy CIIOPTCMEHA. 32 YMOBH HApOCTAHHS BTOMH a00
EMOIIITHOTO HANpPY>KEHHSI CIIOCTEePITaeThCS IMiIBUIIEHHS HMO-
BIPHOCTI TaKTHYHUX MOMHIIOK, IIIO 3YMOBIIOE HEOOXiTHICTH
(hopMyBaHHS CTIMKIX MOJIENeH TIOBEAIHKH, 31aTHAX 30epirati
e(EeKTHBHICTh Y CTPECOBUX 3MarajbHUX YMOBaX. ¥ Cy4acHii
TpPEHYBaNbHIH MPaKTHII IIe PealizyeThCs Yepe3 MOACTIOBAaHHS
THUIIOBUX 3MarajbHUX CHTYalll i3 peryJbOBaHHMH Iapame-
TpaMH CKJIAQTHOCTI, IO Ja€ 3MOTY MiJIECIPSMOBAHO BIIOCKO-
HAJIOBaTH MEXaHI3MM YXBaJCHHS pileHb 1 3abe3medyBaru
MIBUIIEHHS HAIIMHOCT] 3MaraibHOI TisSUTBHOCTI KiKOOKCepiB
(Cossich et al., 2023).

Texnouorii VR y cydacHi#l criopTuBHIi Hayil po3misia-
I0ThCS SIK IHCTPYMEHT CTBOPEHHSI KEPOBAHOTO 1HTEPAKTHBHOI'O
cepeloBuINa, 10 3a0e3NevYyloTh BHCOKHH PIBEHb CEHCOMO-
TOPHOTO TPUOIIDKEHHS Ta IMITAIlF0 CKJIaJHUX 3MarajbHUX
yMOB. Y KOHTEKCTI €1uHO00pcTB VR-TeXHOMIOTT Jaf0Th 3MOTY
BIZITBOPIOBATH BapiaTHBHI CLIEHAPIT MOEJUHKY 3 YpaxyBaHHIM
Il BIpTyaJbHOTO CyIEpPHHKA, IPOCTOPOBUX OOMEKEHb PHH-
Iy, 4aCOBHX perIaMEeHTIB 1 AnHaMiku 0oro. Bukopucranus ta-
KHX cepeioBHI (pOpMy€E MepeyMOBH ISl LIJIECTIPSIMOBAHOTO
TPEHYBaHHSI TAKTUYHOTO MHCIJICHHS, MPOCTOPOBOI OpieHTallii
Ta ONEPaTHBHOCTI YXBAJICHHS pillleHb 0e3 MPsIMOro (i3uyHO-
ro KOHTAKTY, 110 € 0COOJIIMBO aKTyaJbHUM Yy MEPioa Mik3Ma-
rajbHOI HIJITOTOBKM Ta BiJHOBJICHHS. ATNapaTHO-IIPOrpamMHi
pitensst Oculus Quest 3 XapakTepU3yrOThCsS aBTOHOMHICTIO,
BUCOKOIO PO3/IILHOIO 3[1aTHICTIO B1IOOPaKEHHs1, HU3bKOIO 3a-
TPUMKOIO CUTHAITy Ta noeqHanHsM VR- 1 mixed reality-¢yHk-
i, 1110 PO3IINPIOE MOXKIIMBOCTI IXHBOTO 3aCTOCYBaHHS B Tpe-
HyBasbHOMY Tipolieci. KopekTHe BiITBOpEHHS pyXiB CIOPTC-
MEHA y BIpTyaJbHOMY CEpPEIOBHILI 3a0€3MeUy€eThCs 3aBISKU
cHCTeMaM TPEKIHTY T0JIOKEHHS TOJIOBH i KiHIiBOK. BoaHouac
IHTerpallisi ClIeHapHUX MOJIeJIel Ja€ 3MOTy BapiloBaTh MOBeE-
JIHKY BIPTyaJbHOI'O CyNEpHHKA BIAMOBIIHO IO MOCTaBICHUX
TpeHyBaJIbHUX 3aBlaHb. Lle CTBOpIOE HAayKOBO OOIpyHTOBaHI
YMOBH JJIsl MOZICJTIOBAHHSI 3MarajibHUX CUTYaIlli pi3HOTO PiBHS
CKJIaTHOCTI B €IMHOOOPCTBAX, 30KpeMa B KIKOOKCHUHTY (TaOiI.
2).

Y cywacHiii TpeHyBanbHiil mNpakTHIi (YHKIIOHAIbHI
MoxmBocTi VR-texnosoriit Ta Oculus Quest 3, y3arambHe-
Hi B TaOnuIl 2, CIPHUSIOTh CHCTEMHOMY HAOJIMKCHHIO YMOB
IATOTOBKH KIKOOKCEPIB 710 MapaMeTpiB peaibHOi 3MaraibHOi
JsUTbHOCTI. BUCOKMIT piBeHB Bi3yalbHOTO 3aHYpPEHHSI, 10 J0-
CSITaeThCS 3a JJOMOMOTOI0 IIIMPOKOTO MOJIS 30py Ta CTadlIbHO-
TO BiIOOpaXEHHs PyXiB Y BipTyaJIbHOMY CEpPEOBHIL, CITPUSIE

(hopMyBaHHIO aJICKBATHUX IIPOCTOPOBHX YSIBJICHb PO IUCTAH-
1if0, TPAEKTOPII aTak i MepeMilleHHs CyIIepHUKA. Y MPaKTHI-
Hiff MITOTOBII Il Ja€ 3MOTY BiANPAlbOBYBATH pearyBaHHS
Ha 3MiHy TUCTaHIll Ta PUTMY OO0 B YMOBaX, MaKCHMAaIbHO
HAOMIMKEHUX [0 3MarajbHUX, 0e3 HeOOXIIHOCTI ITOCTIHHO
3aJydaTH CIIapuHT-TIapTHepa. Pearizaiis CEHCOMOTOPHOTO
TPEKIHTY PYXiB TOJOBU Ta BEPXHIX KIHIIIBOK CTBOPIOE TIepe-
JYMOBH JUTSI 00’ €KTHBI3aIlil aHai3y PYXOBHX Iiil criopTCMe-
Ha. Y TpeHyBaJILHOMY IIpOIecCi Ie 3abe3redye MOKIHBICTh
(ikcarii 9acoBUX 3aTPUMOK, aMILTITYIH PYXiB i IPOCTOPOBHUX
IIOMMJIOK ITiJT YaC BUKOHAHHS TAKTHYHUX 1M, 1110 Ma€ 0COOIu-
BE€ 3HAYCHHS JUIA KOPEKIii IHANWBIAYyaJIbHOTO CTHIIIO BEACHHS
6oro. Hampuknan, mig gac migroTOBKH 10 TOEAWHKIB i3 Cy-
MEepHUKAMH KOHTPATaKyBaJbHOTO TUIy VR-MozmemroBaHHS
Jla€ 3MOTY IIJIECTIPSIMOBAHO KOPHUI'YBAaTH IIBHIKICTH BXOIY B
araky Ta Binxin Ha Oesmeuny nucraniiro (Kumar, 2024). Cue-
HapHE IPOrpaMyBaHHS MOBEIIHKH BIpTYaJbHOTO CYyIIEpHHKA
3a0e3neduye BapiaTHMBHICTh MOJEJIOBAHHS 3MarajbHUX CHUTYa-
i#f 1 Ja€ 3MOTY BiATBOPIOBATH B THUIIOBIH ITOCIIJOBHOCTI TeX-
HIKO-TaKTHYHI i, XapaKTepHi [UII pearbHOro MoeAnHKY. Ha
MIPAKTHUIl II¢ BHKOPUCTOBYETHCS I OAararopa3oBOTO aHAIi-
3y ¥ BigIpaIfoBaHHS peakIiid Ha cTaHAapTHI KomOiHamii abo
HETHIIOBI Jii CyNepHUKA, IO CHPHUSE ITiIBUIIEHHIO CTIHKOCTI
TaKTHYHHUX pilleHb. ABTOHOMHICTh alapaTHO-IIPOTPAMHHX
pimens xomrmiekcy Oculus Quest 3 icTOTHO crporrye iHTe-
rpanito VR-3aHATH Y CTPYKTYPY TPEHYBAIBHOTO MIKPOLUKITY.
e ocobmuBO aKTyanIbHO i 9ac peadimiTaifHIX abo BiTHOB-
JIIOBAJIBHUX TIEPIOZiB, KOJIH OOCST KOHTAKTHUX HABAaHTAXKEHb
HEOOXiTHO 0OMEKUTH. PerymoBaHHs CKIaTHOCTI BipTyalIbHUX
CIICHApIiiB IUIIXOM 3MiHU TEMITY, IHTCHCHBHOCTI Ta CTHJIFO il
CYIIEpHHUKA JTa€ 3MOTY peai3yBaTy MPUHIHIT iHIMBITyasi3arii
MiATOTOBKH. Y Cy4YacHil MPaKTHIII IIe CTBOPIOE YMOBH JUISI ITO-
€TaIHOTO YCKJIaJHeHHS TPEeHYBaJIbHNX 3aBJaHb, (OPMYBaHHS
CTAaOIIPHAX TAKTHYHUX MOJAEIEH 1 MiIBUINEHHS HAIIHHOCTI
YXBQJICHHS PIilICHb y 3MarajbHUX YMOBAaX, IO IiATBEPIKYE
HAyKOBY ¥ TPUKJIAaTHY IOUUIBHICTE 3aCTOCYBaHHA VR-TexHO-
JIOTiH IiJ] 9ac MiATOTOBKH €IMHOOOPIIIB.

®DopMyBaHHS IHAWBITyaTbHOI TAKTHKH MOETUHKY B KiK-
OOKCHHTY TOTpeOy€e METOAMYHO BUBAKCHOTO ITO€AHAHHS
aHaJi3y TEXHIKO-TAKTUYHHUX XapaKTEPHCTHK CIIOPTCMEHa Ta
BpaxyBaHHS HOTo MCUX0()i310I0TITHOTO TPOdiTIo, IO BU3HA-
4ae CTaOUTBbHICTh Ta €PEKTUBHICTh 3MarajibHOI MOBEIIHKU. Y
IbOMY KOHTEKCTi VR BapTo po3misgaTté HE SK OKpEeMHl Tpe-
HyBaJIbHUH 3aci0, a IK METOAWYHY TUIaT(opMy JUIs iHTerparii
IHANBITyaTbHUX TTAPAMETPIB MiATOTOBKY B CIIEHAPHE MOJIEITIO-
BaHHS MOEAWHKY. MeToauyHi MiAXoau 110 3acTocyBaHHS VR
TPYHTYIOTBCS Ha IEPCOHATI3aIlil HaBYaIHHO-TPEHYBAILHOTO

Tabmuws 2 - @ynknionanbui MokianBocTi VR-texnosoriii Ta Oculus Quest 3 y MogesnioBanHi 3MaraibsHAX CHTYaliil B KIKOOKCHHTY

DyHKIiOHAJbHHUI ACHEKT

XapakTepHCTHKA

TpeHyBajbHe NPU3HAYEHHS

BisyanbHe 3aHypeHHS

Bucoka po3inbHa 31aTHICT 1 IIUPUHA MO
30py

DopMmyBaHHS PEaTiCTUYHOTO CIIPHUHSATTS
MO€IUHKY

CeHCOMOTOPHUIA TPEKIHT

Bincre)xxeHHs pyXiB OJIOBU Ta PyK Y
peanbHOMY 4aci

Kopexiiist TeXHIKH Ta IPOCTOPOBHX [iii

CreHapHe MOJICITFOBAHHS

ITporpamoBaHa 1oBe/liHKa BipTyaIbHOTO
CynepHHKa

TpeHyBaHHS TAKTHYHHX PillIeHb

ABTOHOMHICTh CHCTEMHU

BiacyTHicTh 30BHIIIHIX AaTYHKIB 1 KabesiB

Mo0GinbHICTh 3aCTOCYBaHHS B TPEHYBAaHHI

Aaam‘auiﬁ CKJ'IaZ[HOCTi

3MiHa TEeMILy, CTHJIIO Ta IHTEHCHBHOCTI i

Tlepconasizarist maroTroBKu

Jlxepeno: copmoBaHo aBTopoM Ha ocHOBI (Apo & Redei, 2021; Baranyi et al., 2024; Bondarenko & Ivanchenko, 2024; Davis et al., 2024; Ghosh et al.,
2024; Hixon-Fisher et al., 2025; Kamath et al., 2025; Kumar, 2024; Li et al., 2025a; Milef et al., 2023)
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nporecy OUIIXOM aJanTalii 3MarajJbHUX CLEHApiiB 3 ypaxy-
BaHHSM JJOMIHAHTHOT'O CTHJIIO BEJCHHS MMOEIUHKY, PIBHS TaK-
TUYHOIO MHCIJICHHS Ta (yHKIIOHAIBHOTO CTaHy KOHKPETHOTO
KikOoKcepa.

3acrocyBanHsa VR y MeTognaHOMy 3a0€3medeHHi cTpare-
TiYHO{ MiATOTOBKY J]a€ 3MOTY peallizyBaTH moetamHe (Gopmy-
BaHHS 3MarajibHOI TAKTHKU: Bi/l yCBIJOMJICHHS BIaCHHUX TEX-
HIKO-TaKTHYHHX TIEPEBar 10 BiAMPAIFOBAaHHA CIICHAPiiB IXHBOI
peanizarii B yMOBax 3pOoCTaHHS CKIaIHOCTI. BaxknnBoro meTo-
JMYHOIO TIEPEBArol0 € MOXKIIUBICTh TIO€JHAHHSI TOBTOPIOBAHO-
CT1 TPEHYBAIBHUX CHUTYAIlill i3 PEryIbOBAHUM piBHEM IICHXO-
EMOIIIfHOTO HaBaHTAXXEHHS, [0 CTBOPIOE YMOBH IS BilIpa-
LIOBaHHS CTAOUTBHUX MOZETCH MOBEIIHKM B CTPECOBHX 3Ma-
rajbHUX ymoBax. Takum 4yumHOM, VR-TpeHyBaHHS CIPUSIOTH
TIePEHECEHHIO 1HMBITyaJTbHOI TAKTUKHA 3 PIBHSA TEOPETUIHOTO
IUTAHYBAaHHS B IUIOLIMHY MPAKTUYHOI peamizamii (Tadm. 3).

3a3Ha4yeHi METOAWYHI MiIXOIH B yMOBAaX Cy4acHOTO Tpe-
HYBQJIBHOTO MPOLIECY BAPTO PO3IVISIATH SK IHCTPYMEHT iHTe-
rpauii iHIUBIIyalbHUX TEXHIKO-TAKTUYHUX XapaKTePUCTHK
KikOOKcepa 3 MexaHi3MaMH ICHX0]i310I0riuHOl perysiii
3MarajibHOI aisibHOCTI. [lepcoHaizaiist BipTyaabHHUX CIiCHA-
PIiB peaizyeThCs IUISIXOM aJanTalii napaMmeTpiB MOJICIIOBaH-
HS IO JOMIHAHTHOTO CTHJIIO BEJICHHS MOEJNHKY CIIOPTCMEHa,
IO JIa€ 3MOTy LIECIPSIMOBAHO ()OPMYBATH CTpATEriuHy MO-
JieTb OO0 3 OMOPOI0 HA HOTO CHJIbHI CTOPOHHU. Y NPaKTHUHIH
IIJITOTOBIII 11€ BUSIBIIAETHCS Y BIAMPAIFOBAHHI TAKUX BapiaHTIB
MMOENHKY, sKI BIAMOBIAAOTh 1HIUBIAyaJbHOMY PHUTMY iid,
XapaKTepHIi AMCTAHIN Ta OCHOBHUM TEXHIYHHAM IMPHHOMAaM

(Hoelbling et al., 2023).

CuenapHe BapiloBaHHS 3MarajbHUX CHUTYalliii CTBOPIOE
HEOOXiJJHI YMOBH JUIS TEPEBIPKM CTIMKOCTI 1HIUBIITyaTbHOT
cTparerii B yMOBax JMHAaMIYHOI MpoTuaii (3MiHM TemIy, iH-
TEHCUBHOCTI Ta XapakTepy MpoTUii cyrepHuKa). Y cydacHii
MIPaKTHI 116 BUKOPUCTOBYETHCS JJIsI MOEIIOBAHHS PI3HUX
YaCTHH TMOEJNHKY, 30KpeMa IOYaTKOBOTO IMEpiofy ajanTarii,
aKTHBHOI cepelMHM 0010, a TAKOXK 3aBepIIANBHUX BIIPI3KIB i3
MiJIBUICHUM PIBHEM YTOMH, IO JIa€ 3MOTry (hOpMyBaTH 3/1aT-
HICTB 30epiraTi CTpareriyHy HTICHICTh 32 JUHAMIYHUX YMOB.
KoHTpo:ip ncuxoemoniiHoro HaBantaxkeHHs y VR-cepenosu-
111 3abe3reyye MocTynoBe NPUBYaHHS CHOPTCMEHA JI0 pOOOTH
B YMOBAaX 3MarajbHOIO CTpECY, IO CIIpHsie cTabiiizanii mose-
JIIHKOBUX PEaKIIii.

[MoeranHe yckiaaHEeHHs BIPTyaJbHUX TPEHYBaJbHUX 3a-
BaHb BIJIIOBIZAa€ MPHHIMIIAM HAyKOBO OOTPYHTOBAHOI mepi-
oaM3alil MiArOTOBKM W 3abe3redye MOCTYNOBE 3aKpilUICHHS
e(eKTUBHMX CTPATErYHUX MOJIesIel. AHAIITUYHUI 3BOPOTHHI
3B’5130K, chopMoBaHMi i yac VR-TpeHyBaHb, BUKOPHCTOBY-

€TBCS JJIS1 KOPEKIii iIHANBIyaIbHOI TAKTUKH Ha OCHOBI 00’ €K-
THUBHO{ OIIIHKM YXBaJICHHX PIIIEHb Ta PE3yIBTaTUBHOCTI Iiif.
VY cy4acHHX yMOBaX IIiTOTOBKH KiKOOKCEpIB IIe IiIBHILYE
Y3TOKEHICTh MK TAKTHYHUM 33JyMOM 1 HOTO peai3aii€eio B
peaNbHiil 3MaraabHIA JisTIFHOCTI Ta MiATBEPIHKYE MPAKTHIHY
e(eKTHBHICTH 3aIPOITIOHOBAHUX METOAMYHUX ITiTXOIIB.

3acrocyBanHs TexHoNoriii VR y cucremi mMiATrOTOBKH
KiKOOKCEpiB CYNPOBOKYETHCS KOMIUIEKCOM HAyKOBO-TIPaK-
TUYHAX TIPOOJTIEM, 0 OOMEKYIOTh TIOBHY peallizallifo iXHbo-
ro TUNAKTHYHOTO W TpeHyBalbHOTO moTeHmiany. OmHieoo 3
OCHOBHHUX € TOYHICTH MOJIEJIIOBAHHS 3MarajibHOI IisUTbHOCTI,
OCKIIbKH HaBiTh 32 BHCOKOI SKOCTI Bi3yaJbHOTO BiATBOPEHHS
3aJINIIACTECI OOMEKEHOI0 MOKIIMBICTH aAeKBaTHOI imiTarii
TaKTWIBHUX BiYyTTiB, IHEPIIHHNX HABaHTAXXEHb Ta (i3NIHO-
TO KOHTAKTY, SIKi BiIITParoTh BaXXJIMBY POJIb Y €TUHOOOPCTBAX.
Le 3yMOBITIO€ YaCTKOBY pO301XKHICTH MiX BIpTyaJbHUMH CIIC-
HapisMHU Ta pealbHUMH yMOBAMH TOETUHKY ¥ TOTpedye obe-
peXHOTO 3acTocyBaHHSA VR 4K TOMOMIKHOTO, a HE 3aMIHHOTO
TpeHyBanbHoro 3acody (Usra et al., 2024). HaykoBo 3Hauy-
II0F0 TPOOIIEMOIO € aanTallisi CIOPTCMEHIB 10 TH(POBOTO ce-
PeIoBHIIA, IO TIPOSBISAETHCS Y BIIMIHHOCTIX 1HINBITyaIbHOL
CEHCOPHOI YyTIMBOCTI, INBUAKOCT] 3BUKAHHS JI0 BipTyadbHUX
CTHMYJIB Ta TOJEPAHTHOCTI 10 Bi3yaJbHOTO HABAaHTAXKCHHS.
s okpeMux KikOOKCepiB XapaKTepHUMH € SBUINA JC30Pi€H-
TaIii, 3HKEHHS KOHIIEHTpallii yBaru abo CEHCOPHOTO Tepe-
BaHTa)XECHHS Ha MTOYATKOBUX eTanax VR-TpeHyBaHb, 1110 MOXKe
HETaTUBHO BIUIMBATH Ha SIKICTh 3aCBOE€HHS TAKTUYHUX MOJIENICH
(Tsutsui et al., 2024). Lle akTyaiizye mpooaemMy mepcoHaizarii
pexxnMmiB VR-HaBaHTaXeHHS Ta OOTPYHTYBAaHHS ONTHMAJIbHOL
TPUBAJIOCTI i YACTOTH TAKHX 3aHATh. SHAYHUM OOMEKCHHSM €
CKJIaTHICTD iHTerpalii VR-TpeHyBaHb y TpaaulliifHy CTPYKTY-
Py miATOTOBKHM KikOOKcepiB. BincyTHicTh yHi()iKOBaHUX METO-
JUYHUX PEKOMEH/AIlil MO0 MOEeTHAHHS BIPTyalbHHUX 1 KOH-
TakTHUX (OPM TPEHYBaHHS B MEXaxX MIKpPO- Ta ME3OIHKIIIB
ycKiIagHIoe ixae cucremue Bukopuctanus (Usra et al., 2024).

JlonaTKoBOKO MPOOIEMOIO € PU3KK 3HIKCHHS SIKOCTI TEX-
HIYHOI IITOTOBKHU y pa3i HaJAMIpHOI OpieHTaIll Ha BipTyalib-
HI MoJieni 6e3 A0CTaTHbOI NepeBipku c(HOPMOBAHMX HABHUOK
y peallbHHX 3MaralibHuX ymoBax. OprasizauiiiHO-MeTOqHYHI
po0JieMH OXOIUTIOIOTh MOTPe0y B MiATOTOBII TPEHEPIB JIO
pobotu 3 VR-cepenoBuiamu, ckiaHicTh iHTEpIipeTaii uud-
POBUX TIOKa3HHMKIB €(EeKTUBHOCTI Ta OOMEKEHI MOMIIMBOCTI
cranmaprtusaiii pesynprariB  VR-TpenyBanb. HemocraTHbo
JIOCITIJPKEHUM 3aJIMIIAETHCS] TUTAHHS JIOBIOTPHBAJIOTO BILIUBY
VR-HaBaHTaXeHb Ha MCUXO(I310IOTIYHUI CTaH CIIOPTCMEHIB,
30KpeMa B yMOBax 1HTEHCU]IKALT MiArOTOBKH.

VYnpoBakyBari TexHosorii VR y cucremy miarotoBku

Tabmuus 3 - MeToanyHi nmigxoau 1o 3acrocyBanHs VR 15 ¢popmyBaHHs iHIMBiAYyaJbHOI cTpaTerii NO€IMHKY B KiKOOKCHHTY

MeToauuHMH mixxix

3micT peasizamii

CrpareriyHa cnpsiMOBaHiCTh

Iepconanizanis cueHapiip

Ananranis il BipTyalabHOTO CyIIepHHUKA 10
CTHUITIO CTIOPTCMEHA

Po3KpUTTS IHAUBIAyaIbHUX IIE€peBar

CuenapHe BapilOBaHHS

MopenoBaHHs Pi3HUX TAKTUYHUX CUTYALH
MOEANHKY

T'nyukicTs crparerii

KOHTpO.]'IL MICUXOEMOLIITHOTO HaBaHTAKEHHS

Perysiist iHTEHCUBHOCTI Ta TEMILy CLIEHapiiB

TligBUIIEHHS CTIKOCTI

Tloeramue YCKIIaAHCHHS

TTocmiJoBHE IMiIBUINEHHS CKJIaIHOCTI MOJIEIei

DopmyBaHHS HaIIHOCTI i

AHaNITHYHWI 3BOPOTHHH 3B’ 30K

OrriHka e()eKTUBHOCTI YXBAJICHUX PillIeHb

Kopexuist crparerit

Jlxepeno: copmoBano aBTopoM Ha ocHoBi (Dong et al., 2025; Li et al., 2025b; Merola et al., 2025; Moore & Butler, 2025; Ozsoy et al., 2024; Rakha,
2024; Sant’Ana et al., 2025; Sinclair et al., 2024; Tsutsui et al., 2024; Usra et al., 2024)
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KiKOOKCepiB BapToO 3 MO3HUIlHl CHCTEMHOCTI, TIOCTAITHOCTI Ta
JIOTIOMDKHOTO XapakTepy WIONO0 TPAIULIHHHUX TPEeHYBaJbHUX
3aco0iB. [Ipaktuane 3actocyBanHs VR mae OyTtn cpsMoBaHe
HacamIiepe]] Ha po3B’I3aHHsl TAKTHYHUX 3aBIaHb, 0B’ I3aHUX
i3 MOJICITIOBAaHHSIM 3MarajbHUX CHTYaIlill, aHAIi30M aJbTepHa-
TUBHUX BapiaHTIB BEJCHHS MMOEJUHKY Ta (HOPMYBaHHIM 1HTHU-
BiJlyaJbHOI TAKTUKHU 3 ypaxXyBaHHAM iHIHBITyaJbHUX 1 IICHXO-
¢izionorivHEX 0coONMMBOCTEN cCriOpTcMeHa. PekoMeHT0BaHOTO
€ inTerpamis VR-TpeHyBaHb y CTPYKTYpy IMiATOTOBKH 3aHATH
i3 IIOMIpPHMM HaBaHTAXXCHHSM, LIO JOIOBHIOIOTH CIIAPUHIOBY
Ta TEXHIKO-TAaKTHYHY POOOTY, a HE 3aMiHIOIOTH ii. 3 METO
MiIBUIIEHAS €(PEKTHBHOCTI TaKTHYHOI IArOTOBKH VR-Tex-
HOJIOTi1 MOIITBFHO 3aCTOCOBYBAaTH UIsl 0araTopasoBOTO Bij-
TBOPEHHS TUIIOBHX 1 KPUTUYHHX MOMEHTIB IOEANHKY, TaKUX
SIK pearyBaHHS Ha 3MiHY OUCTaHIII, mepeOynoBa TaKTUKA 3a
3MiHH TeMITy 00r0 abo [iif cymepHHKa, a TaKOXK BHOIpP ONTH-
MaJbHUX pimeHs y nedimurti gacy. [IpakTiaHO BHIIpaBIaHUM
€ IHANBiTyaTbHE MOJICITIOBAHHS BipTyal bHHUX CIICHAPIIB BiaIO-
BIJTHO IO CTHJIIO MOEIMHKY CIIOPTCMEHA, IO A€ 3MOry (op-
MyBaTH IHAWBiTyadbHI MOAETI U ITiIBUIIYBATH CTaOiTBHICTH
TaKTUYHUX Oild. TpuBamicTh Ta iHTCHCHBHICTH VR-3aHATH Ma-
IOTh BU3HAUYATHUCS 3 YPaXyBaHHAM PiBHA ITiTOTOBICHOCTI KiK-
Ookcepa Ta Horo amamrarii 10 uppoBoro cepemopumia. Jis
3a0e3neueHHs y3rokeHocTi VR-TpeHyBaHsb i3 TpanuiiitHuM
TPEHYBaJBHUM IIPOLIECOM iX JOLIIBHO 3aCTOCOBYBATH MiJl Yac
MiTOTOBYOTO Ta MEepeI3MaraibHOrO TMEePiodiB SIK iIHCTPYMEHT
YTOYHEHHS 3MarajbHOI TAKTHKH Ta 3aKPIIUICHHS YXBaJCHHX
TaKTUYHUX DilleHb. AHANITHYHI JNaHi, OTPUMaHi BHACIIOK
VR-MopnentoBaHHs, BapTO BHKOPUCTOBYBATH SIK JOIIOMDKHY
iH(pOpMAaIito I KOPEKIlil IHANBITyaTbHIX IJIaHIB MiATOTOB-
ku. Takuif miIxin qae 3MOTy I ABHIITH HATIHHICTh TAKTHYHOT
I ATOTOBKH, 30€PerTH 3B’ 130K MK BipTyalbHUMH MOJIEIISAMU 1
peaybHUMH YMOBaMH 3Maratb Ta 3a0e3MeYnTH OOIPYHTOBAaHY
IHAMBIyaTi3alifo 3MaraibHOI TAKTHKH KiKOOKCepiB y cydac-
HUX YMOBaX TPEHYBAIBHOI MiSUTBHOCTI.

BucHoBKM

Jlocmi ke HHSI BCTAaHOBHIIO, IO €()eKTUBHICTh 3MarajabHO1
TISUTBHOCTI B KIKOOKCHHTY 3aJISKUTh BiJl 3AATHOCTI CIIOPTCME-
Ha MIBUKO Ta CBOEYACHO MPUAMATH TAKTUYHI PIlLICHHS B yMO-
Bax MPOCTOPOBO-YACOBUX OOMEXKEHb 1 IMiIBUIIICHOTO TICHXOE-
MOIIIfHOTO HaBaHTaXeHHs. J[0BeZIeHO, 1110 Tpa uIliitHi 3aco0n
IiTOTOBKH HE 320€31eUyI0Th JOCTaTHHOTO PiBHS BiITBOPCHHS
BapiaTUBHHX 3MarajdbHUAX CHUTYAIlill Ta iHIAMBITyadbHOI TAKTH-
ku moeanHKy. OGIpyHTOBAHO, IO 3aCTOCYBAaHHS TEXHOJOTIN
VR Ha ocroBi Oculus Quest 3 po3mmproe METONUIHI MOX-
JIMBOCTI TAKTUYHOI IiITOTOBKHU LIJISIXOM KEPOBAaHOIO CIIeHap-
HOTO MOJICNIOBAHHS, aJanTalii TPeHyBaJbHUX BILUIMBIB JI0
IHANBIyaTbHAX TEXHIKO-TAKTUYHHUX 1 TMCUXO(Di310I0TIIHIX
0coONMMBOCTEH CITIOPTCMEHIB Ta 0araropa3oBOTO BiIMpaIlio-
BaHHS CTPATETIYHHUX PillleHb 0€3 MiJABHINECHHS TpaBMaTHUIHO-
TO pU3HKY. BHUsBICHO OCHOBHI HayKOBO-TIPAKTHYHI MpodIeMun
3acTtocyBaHHA VR mix 9ac miaroToBkH KikOOKcepiB, 30KpeMa
00Me)XeHy TOUHICTh BIATBOPEHHS (Di3MYHOTO KOHTAKTY, 1HIH-
BilyadbHI TPYOHOIII ajanTamii 70 IH(POBOTO CEpeIOBUIIA,
BIJICYTHICTh CTAHAAPTU30BAHUX METOMUK iHTerpamii VR-3a-
HATBH y CTPYKTYpPY TPEHYBAJBHHUX LIUKIIB i CKIAIHICTH 1HTEP-
npeTarii TUPPOBUX MOKA3HHUKIB €()EKTHBHOCTI. 3arporoHo-
BaHO 3acTOCOBYBaTH VR sK momomikHUI 3aci0 TakTUYHOI Ta
CTpaTeriuHoi MiATOTOBKM 3 MOETAMHUM YIPOBAKCHHAM ITif
4ac MiAroTOBYOTO Ta MEpea3MarajibHOTO MEepioniB, iHAMBITY-
QJILHOTO MOJICIIOBAHHS 1 3aCTOCYBaHHSI aHANITHYHHMX JAHUX
JUTSI KOPEKIIi1 3MaraibHol cTparerii.

IlepcnekTHBY MOJAJIBIIUX OCTIIKEHb Y IaHOMY Ha-
MPSIMKY TI0B’s13aH1 3 KUIbKICHOIO OLIiHKOO BILIMBY VR-Tpeny-
BaHb Ha CTAOUIbHICTh YXBaJICHHS PIllleHb, BUBUCHHSIM iXHIX
JIOBIOTPUBAIINX MCUX0(]i310JIOTTUHUX ePEKTIB Ta IHTErpaLiero
0lOMETPUYHKX JaHMX Yy IPOLEC MOIETIOBAHHS 3MarajibHUX
CHUTYaIIil.

KounguikT inTepecin
ABTOp BiJ[3Ha4ae, 110 HE ICHYE HISIKOTO KOH(IIKTY iHTEpECiB.

Jlxepena ¢inancyBanns

L5 cTarTs He oTpuMasa (hiHaHCOBOI MIATPUMKH Bifl AEP>KaBHOI, TPOMaChKoi ab0 KoMepuiiiHoi opranizarii.
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