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AHANI3 CEHCOMOTOPHMX 3AIBHOCTEW TA BNACTUBOCTEW HEPBOBOI CUCTEMU PABLIB PI3HUX
KIBEPCMOPTUBHUX AUCLIMNNIH

Y emammi npedcmasneHo pe3ynbmamu AocnioxeHHs enacmusocmel HEP8o8OI cucmemu, Wudkocmi npocmoi ma
CKmaOHoI peakuii, kopomkoyacHoi 30posoi nam’aimi epasuig wymepy 8i0 nepwoi ocobu CS:GO ma 6azamokopucmysaubKoi
6botiosoi apeHu DOTA 2. BcmaHosneHo, Wo OCHOBHUMU (hakmopamu, WO 3yMOsTiolomb ehekmugHicmb Y KibepcnopmusHili
OisinbHOCMI € CEHCOMOMOPHa KOOPAUHaYis, 81acmugocmi HEPBOBOI CUCMEMU, KO2HIMUBHI 8nacmugocmi, MexHIKO-makmuyHi
HaBUYKU, HaBUYKU COUiabHO20 CNifKysaHHs mowo. 3’Aco8aHo, Wo y iepax 060X xaHpie weudkicmb npocmoi ma cknadHoi
peakyill 3alimae saxsnuee micye, ane Halbinbwoi ecpekmugHocmi docsieae y NOEAHaHHI 3 BUCOKUM PIGHEM MEXHIKO-Makmu4Hoi
nideomoerneHocmi. AHania pesynbmamis A0CIOKeEHHS NoKa3as, W0 2pasui Pi3HUX KibepcnopmugHUX OUCUUNITIH Maomb NEBHI
8iOMiHHOCMI 3@ CEeHCOMOMOpPHUMU 30i6HOCMAMU, 00HaK Ha pigHi amamopie 8UHU He Matomb AOCMOBIPHOI pi3HUL. B moli xe
yac, 80HU Matomb A0CMOBIpHI 8IOMIHHOCMI 3@ MUNOM HEPBOBOI ccmemu.

Knroyoei cnosa: kibepcnopm, ceHcomomopHi 30i6HOCMI, Hepgosa cucmema, KOpomkoyacHa nam’sime, npocma
peakuis, cknadHa peakyis, Counter Strike, DOTA 2.

Piatysotska S., Romanenko V., Ashanin V., Yefremenko A. Analysis of sensorimotor abilities and nervous
system properties of players of different e-sports disciplines. The article presents the results of the study of the properties
of the nervous system, the speed of simple and complex reactions, short-term visual memory of first-person shooter CS: GO and
multiplayer battle arena DOTA 2. Relevance of the description of individual typological personality traits of participants
relationships with indicators of gaming activity is associated with the possibility of creating psychodiagnostic tools to determine
the propensity to certain disciplines of e-sports, the development of psychological foundations to improve the effectiveness of
training and competitive activities of e-sportsmen based on their individuality, prevention of psychological risks of e-sports.
Purpose: to identify and analyze individual sensorimotor abilities and properties of the nervous system of players who prefer
different e-sports genres. Research methods: theoretical analysis of literature sources, pedagogical testing, methods of
mathematical statistics. The study involved e-sports players Counter-Strike: Global Offensive (n = 18) and DOTA 2 (n = 10) aged
18-20 years. According to the playing experience, the number of playing hours per week, the regularity of participation in
competitions and their level, these players were classified as amateurs. It is established that the main factors determining the
effectiveness of e-sports are sensorimotor coordination, nervous system properties, cognitive properties, technical and tactical
skills, social communication skills and more. In games of both genres, the speed of simple and complex reactions has been
found to be important, but it is most effective in combination with a high level of technical and tactical training. Analysis of the
results of the study showed that players in different e-sports disciplines have some differences in sensorimotor abilities, but at
the level of amateurs guilt does not have a significant difference. At the same time, they have significant differences in the type
of nervous system.

Keywords: e-sports, sensorimotor abilities, nervous system, short-term memory, simple reaction, complex reaction.

MocTaHoBka npobnemu. Y kibepcnopTi BaXnuBy ponb BidirpatoTb Sk cneuudiyHi, Tak i 3aranbHi KOMMOHEHTW PyXOBOI
AisnbHOCTI. [pa ynpaBnseTbes NEBHUMU CEHCOMOTOPHUMM [isiMW (HaBUYKaMU) Ha iHTepderncax i AaTumkax, Lo OnucyeTbes SK
B33aEMOLi «pyKa-MWLLIA», «naneub-knasiatypa» abo «pyka-mKoicTuk». [MpUCTPOi BBEAEHHS, Taki fK MuwWa, reAmnag i
knasiaTypa, MOBWHHI BUKOPUCTOBYBATUCS MEBHUM YMHOM [N1si MepeMilieHHs aBaTapiB, 3MiHM abo BukopucTaHHs 30poi abo
KepyBaHHS TpaHCMOpTHUMK 3acobamu. Tomy pesynbTaTuBHICTb Yy kibepcnopti nepegbavae BMminy isnyHy B3aemogito,
aganToBaHy A0 KOHKPETHWUX MepLEnUiiHiNX i CEHCOMOTOPHMX YMOB BIpTYarnbHOrO CBITy. Pyxu pyK i namnbuiB («CNPUTHICTb PyK»),
abo pyxu Tina BWKOPWUCTOBYIOTHCA [N BMINOI i LinecnpsMOBaHOI B3aeMOfii, L0 TaKOX BKMIOYAE LWBMAKICTb i TOYHICTb
CEHCOMOTOPHYUX peakujin [3].

KoxHy i3 KiDepCrnopTUBHWUX OUCLMNAIH MPUAHATO BIGHOCUTU [0 NMEBHOMO XaHpy 33 XapakTepHUM BMAOM irpoBOi
B3aemogii. HanbinbLu po3noBciogxeHumu y Hawwiin kpaiti € Counter-Strike: Global Offensive Ta DOTA 2.

Counter-Strike: Global Offensive (CS:GO) — BigHOCUTbCS 0O KaTeropii LWyTepiB Big NepLuoi 0cobu. Y xodi rpy KOXeH
rpaBeLb NPUEAHYETLCS 40 KOMAHAM TEPOPUCTIB ab0 CneLBiichbK (KOHTPTEPOPUCTIB), LG NepemorTi BOPOXY KoMaHay. B KOXHin
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komaHai € no 5 6inuiB. pa TpuBae BNPOAOBX KiNbkoX payHAiB TpusanicTio 1,5 XB. i 3akiHuyloTbCS, Konu BCi BiiiLi Ha OAHIN
CTOPOHI MepTBi ab0 BUKOHAHO MOCTaBrEeHy MeTy. 3 AEeKinbKOX Takux payHAiB 3 HEBENUKUMU NepepBamu CKNafaeTbes Maty. Y
TakoMy irpOBOMY XaHpi Bif, CNOPTCMEHa NOTPIBHO MakcuManbHe BKMIOYEHHS BCIX PECYPCIB HA HETPUBANUIA Yac payHay, nicns
4oro BiH MOXe Ha KOpOTKUiA nepioa poscnabutics, a noTim MobinisyBatn cebe y HaCTyNHOMY payHai.

DOTA 2 - GaraTokopucTyBalibka KOMaHAHa KOMM'IOTEPHA rpa XaHpy CTpaTerisi B peanbHOMYy Yaci 3 enemMeHTamm
KOMM'OTEPHOI PONbOBOI Py, sika B AaHWUA Yac € KibepCrnopTUBHOK aucuunniHo. Y rpi BepyTb yyacTb ABi KOMaHAM Mo M'ATb
4OnoBIK. KoxeH rpaBseLib yNpaBnsie OOHUM repoeM, LU0 Bonogie 0cobnmBUMM HaBUYKaMi i BMiHHAMUW. MaTui TyT He AinaTbCs Ha
payHayM i TpuBaKTb Y cepeaHbomy no 40 xBunuH. MpoTikaHHS irPOBOrO NPoLeCy BiAPI3HAETHCA HEOQHOPIAHICTIO, MAKOTh MicLie
Pi3Ki 3MiHM irpOBKX CUTYaLii. 3Ha4Ha TpUBANiCTb irpPOBOTO Nepioay Ta BUCOKWI PIBEHb HAMPYXEHOCTI NPOTArOM MaT4y BUCYBae
MeBHi BUMOrY 10 BUTPUBANOCTi OKPEMMX HEPBOBMX NPOLIECIB Ta BCiEl HEPBOBOI CUCTEMM.

AKTyanbHiCTb ~ OMUCY  iHAMBIOYaNbHO-TUMONOTNYHMX  OCOBNMMBOCTEN  OCOBMCTOCTI  YYaCHWKIB  PisHWX  BUAB
kibepcrnopTUBHUX irop, aHanisy ix B3aEMO3B'A3KiB 3 MOTMBAaMMW irpoBOi AiANbHOCTI MOB'3aHa 3 MOXIMMBICTIO CTBOPEHHS
NCUXOMiarHOCTUYHOTO  IHCTPYMEHTapilo NS BW3HAYEHHS CXWMbHOCTI A0 MEBHWX AucuunniH - kibepcnopty, po3pobkoro
MCUXONOMYHUX OCHOB MIABMILEHHS PEe3ynbTaTWBHOCTI TPeHyBanbHOI Ta 3MaranbHOi AiANbHOCTI  KibepcrnopTCMeHiB 3
ypaxyBaHHsIM iX iHAMBILYanbHOCTI, MONepempKeHHs NCUXONOTIYHUX PU3MKIB 3aHSITb KibepcrnopToM.

ToMmy, Ha Hawy [yMKYy, BaXNMBUM 3aBOAHHAM Y MiAroToBUi KiBepCrnopTCMEHIB € AOCHiZKEeHHs TWUMOMOriYHMX
0CcobnMBOCTEN HEPBOBOI CUCTEMM rPaBLLiB Ta MOB’A3aHKX i3 HAMM CEHCOMOTPOPHUMM 34iIGHOCTAMM.

AHani3 nitepaTypHux pxepen. Y Cy4acHUX HaykoBWX MiTepaTypHUX Axepenax mogeni irpoBoi KOMMETEHLii yacTo
BMKOPUCTOBYIOTbCS AN ONUCY MEBHUX KOMMETEHLUin abo HaBWYOK, WO BIiQHOCATLCA A0 KOMM'loTepHux irop. Lli mopeni
KOMMETEHL TakoX MOXHA BWKOPUCTOBYBATW B SIKOCTI OCHOBW ANS BW3HAYEHHS BiANOBiAHMX METOAIB MiABULLEHHS
NPOAYKTMBHOCTI rpaBLiiB y kibepcnopTi [7]. Ha cboropHi icHye Kinbka Moaeneit, KOHLENLi | Teopiit, a TakoX OKpeMi AOCHImKEHHS,
NPUCBSYEHi KOMMNETEHLisM rpaBLiB y kibepcnopTi.

Y pobotax N. Kraam-Aulenbach [13, 14] i J. Wiemeyer, S. Hardy [23] HagaHi koMnnekcHi Mogeni irpoBoi KoMneTeHLji.
Mogens, 3anponoHoBaHa N. Kraam-Aulenbach [13, 14], onucye irpu sik npouec BupilleHHs npobnem. BoHa Bu3Hayae BMiHHS
BMpiLLYBaTK Npobnemy, iHAYKTUBHI HaBWYKW, NPOCTOPOBY YIBY, KOOPAMHALiK O4el i pyK Ta coujanbHi HaBWUYKK SIK LiEHTPanbHi
KoMneTeHLji komm'toTepHuX irop. Mogenb komneTeHuiin, 3anponoHoBaHa Wiemeyer i Hardy [23], € po3wupeHHsM mogeni,
onybnikoaHoi Gebel et al. [11]. Po3pisHsitoTb WiCTb BUMIPIB KOMMNETEHLiA: CEHCOMOTOPHWIA KOHTPONb, Mi3HAHHS, OCODUCTICHI
BNacTMBOCTI, emoLjii i BOMs, coujanbHi KOMneTeHuji i megiarpamoTHiCTb. [lo UMX napameTpiB MOXHa BiBHECTW Kinbka
KOMMETEHLi. Y TOW Yac AK CEHCOMOTOPHI, KOTHITWBHI, €MOLiMHO-BONbOBI Ta OCOBUCTI KOMMETEHLi B OCHOBHOMY OMWCYI0Tb
i3nyHi i neuxiuHi 3pibHOCTI, HEODXigHI Yy irpoBiN LiSNBHOCTI, couianbHi KOMMETEHLi 30CepemKeHi Ha MIOACHKIN B3aemogii i
cninkyBaHHi. MepiarpamoTHICTb OnMCye 3AaTHICTb BUKOPUCTOBYBATW €MEKTPOHHI MPUCTPOI, MaTW HaBUYKM, HEODXigHi ans ix
YCTaHOBKW, HACTPOMKM, 0DCNYyroByBaHHs Ta BRacHe camoi rpu. Bci sragaHi B Mogensx komneTeHLUii NOTEHUINHO aKTyanbHi i B
KOHKYPEHTHOMY CepeAoBHLLi MPOdeCioHanbHIUX rpaBLyiB.

IcHyIOTb emnipuyHi JOCRIMKEHHS, WO NIATBEPAXKYIOTb BMNB KOMM'IOTEPHUX irOP Ha BWLLE3a3aHauyeHi komneTeHLi.
Hanpuknag, Li ta iH. [17] nokasytoTb, Wwo Big 5 Ao 10 roguH irpoBoi B3aeMogii BNIMBaOTb Ha 30pOBO-MOTOPHY KOOPAWHALLH
rpaBus. Green i Bavelier [12] BusiBUnM NoninLeHHs MPOCTOPOBOTO CNPUAHATTS nicns 30 OHIB rpu B WyTep Bif NepLuoi ocobu.
Lager i Bremberg [16] Big3Ha4ar0Tb NO3MTUBHMI BNIIUB HA NPOCTOPOBE CIPUIHATTA | Yac peakLii B AeKinbKoX AOCNIMKEHHSX.

OpHa 3 HabINbLL BAXNMBIKX 3arafbHUX KOOPAMHALIMHNX KOMMETEHLiN, Ika BBaXaETbCA akTyanbHO A5 KibepcnopTy,
— Lie MPOCTOPOBI 3AiGHOCTI. [paBLj NOBWHHI CNpUAMaTK CBOE BMAcHE NOSTOXEHHS, @ TaKOX NOSOXEHHS! iHLLMX rpaBLiiB, aBaTapis
abo maHinynsHais. KOHCTPyKLiS NpoOCTOPOBKX 3AIGHOCTEN BKIIOYAE Kiflbka KOMMOHEHTIB, TaKMX SIK CMPUAHSATTS CTaTUyHUX abo
LVHaMiyHMX OB'eKTiB B pi3HMX cuCTEMax MPOCTOPOBOI NPWB'A3KM [22]. Y KiNbKOX JOCHiMKEHHSX NPeACTaBeHi [oKasW BNMBY
Bifieoirop Ha npocTopoBi 3gibHocTi [9], a Takox Ha peakuito [8, 10, 16, 19, 20, 21]. Kpim Toro, 3aaTHicTb nepeadavatu Aii i nogii y
rpi (To6TO NepenyyTTa) YacTo 3rafyeThes SK BaXIMBMIA KOMMOHEHT ycnilwHoi rpu [8]. Kpim Toro, B kibepcnopTi BaXnuey ponb
Biflirpae MOXNMBICTb MOEAHYBATW OKPeMi pyxu nanbuis, kucTen, pyk abo yactuH Tina. 3okpema, HeobXigHO BMKOHYBaTW
CUHXPOHHY i NOCMiZOBHY KOOPAWHALLO, LWob BMINO B3aeMOAIATK 3 rpoto. Y kibepcnopTi cuTyauii 3MiHIOITLCS LWBWUAKO i 4acTo
HeCrnogiBaHo; Lie BUMarae Bif rpaBLiB Hy4KOCTi Ta LUBWAKOI afanTaLii BNacHuX pyxis 4o HOBOI cuTyauji. Tam, e HeobxigHui
MpOCTOPOBO-4YaCcoBU 3B'A30K irpOBWX MOAiA i BMACHWX [iW, BaXnWBYy Ponb BiAirpaloTb PUTMiYHI 3gibHocTi. Hapewri,
nponpiouenT1BHa AWCKPUMIHALLis NOTPIBHAa ANst TOYHOT TAaKTUNBHOT B3agMOAi 3 NPUCTPOSIMI BBEAEHHS.

ByeHi Takox 3a3HayatoTb, LO BidyanbHi, aKyCTUYHI i TaKTUMbHI CUCTEMM BidirpaloTb BaXUBY pOMb, 8 CEHCOMOTOPHI
30ibHOCTI xapaKkTepu3yloTb SK iHAMBIAYyamnbHi, reHeTUYHO 0OYMOBIEHi B PO3BUTKY SKICHi CTOPOHM MOTOPMKM, SIKi BU3HAYaTHCS
(HEHOTUMIYHO CEHCOPHUMM cucTEMamK NioguHU. [lo Takux cuctem, Wwo o6yMOBNIOIOTE €DEKTUBHY PYXOBY AISNBHICTb JIOAMHN,
MOXXHa BIBHECTU PyXOBY, 30pOBY, CIyXOBY, BECTUBYNAPHY Ta iHLi CeHCopHi cuctemu [5, 18].

Y pocnimkeHHsx borgaHosbckoi |.M., Koponbosa H.H., Mpueanoea A.B. [1, 2] 6yna npoaHanisoBaHa 4actoTa nposisy
TaKuX BNIACTUBOCTEN HEPBOBOI CMCTEMM KiBGEpCrOPTCMEHIB AK cuna i cnabkicTb 30ymKyBanbHOrO Npouecy, cua ranbMiBHOMO
npoLecy, PyxMBICTb Ta IHEPTHICTb HEPBOBWX MPOLiECiB. BcTaHoBNeHo, Lo y rpyni kibepcnoptcmeHis knacy «Lytepu» 78,57%
YYaCHWKIB MatoTb CUIbHY HEPBOBY cuctemy, y 92,86% — npucyTHin 6anaHc Mix npouecamu 30ymkeHHs i ranbMyBaHHs, y 71,43%
YYaCHWKIB LOCTIZKEHHS MOXXHa [iarHOCTYBaTH BUCOKY CTYMiHb PYXMMBOCTi HEPBOBUX NPOLIECIB 30YMKEHHS | ranbMyBaHHS.

Y rpyni kibepcnoptcmetiB knacy «MOBA» 50% pecnoHaeHTIB MaloTb CUnbHY HepeoBy cuctemy, 35,71% cepepHbo-
CUIbHUIA TWN HEPBOBOI cucTemu, Ans 78,57% rpaBuiB MOXHa TOBOPUTM NMPO BPIBHOBAXEHICTb MPOLECIB 30YMKEHHS i
ranbMyBaHHs, 57,14% y4acHuKiB rpynn MaloTb PYXNMBY HEPBOBY CHUCTEMY, MPOTE AOCUTL BUCOKWN Cepeq HUX i BiBCOTOK oCib i3
CepeHim piBHEM PYXNMBOCTI HEpPBOBUX NPoLECiB (42,86%).

HaykoBusiMu Oyrno BCTAHOBNEHO y3arafibHEHWIA TUMONONiYHMA MOPTPET PaBLIB 3 Pi3HUX KiIDEpPCMOPTUBHIX XaHpiB. 3a
faHumu pocnighukis [1, 2, 6], kibepcnopTcMeH 3 aucuunnid knacy «Llytepu» XapakTepusyeTbCsi HasIBHICTIO CUMBHOI,
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BPIBHOBaXEHOI HEPBOBOI CUCTEMU CepedHboi pyxnmMBOCTi. Bucoka cuna i cepefHs pyxnuBicTb 3abe3nevytoTb afexkBaTHy
AiSNbHICTb COPTCMEHa NpU BULLLE ONUCAHOMY PEXUMI pU.

Kibepcnoptcmen 3 gucuunnid knacy «MOBA» xapakTepuayeTbCsl HasiBHICTIO CUMBHOI, piglle CepeaHboi no cuni,
BPIBHOBaX€EHOI HEpBOBOI CUCTEMM BMCOKOI abo pidlwe cepedHboi pyxmmeocTi. Ocobm i3 TakuMu TUMamm HEPBOBOI CUCTEMM
[OCUTb BUTpMBANi, Wob 30epiraT MOTPiOHY aKTMBHICTL MPOTArOM YCbOro nepiogy matdyy. Bucoka i cepefgHs pyXnuBICTb
HEepBOBMX MpoLECiB 3abe3nevye WBMAKY aganTallito 40 3MiHu irpoBoi cuTyaLji.

Meta poboTu: BU3HAUNTW Ta NpoaHanisyBaTh OKPEMi CEHCOMOTOPHI 3AIGHOCTI Ta BMACTUBOCTI HEPBOBOI CUCTEMM
rpaBLis, L0 BigAat0Tb NepeBary pisHUMM KibepCrnopTUBHUM XaHpaM.

3aBpaHHA pOCNImKEHHS:

1. BusHauntn CceHCOMOTOpHI 3miOHOCTI Ta BRACTMBOCTI HEPBOBOI CHUCTEMW rpaBLiB, O 3abe3nevylTb
YCMLWHICTb Y KIOEPCNOPTUBHIA AiSNLHOCTI.
2. [MpoBecTn NOPIBHANBHWIA aHani3 JaHWUX SKOCTEN Y NPEACTABHUKIB Pi3HUX irpOBMX KaHpIB.

Metoan pocnimxenHs. [Ina gocnimkeHHs ocobnvBoCTen NposiBy KOPOTKOYACHOI 30pOBOI MaM'sTi, Yacy NpoOCTO
30p0BOI peakLii, peakuii BUOOpY i peakuii Ha pyxomuin 06'ekT, LOCAimKEHHS 0COBNNBOCTEN HEPBOBOI CUCTEMI (TEMMIHT-TECT) Y
rpaBuiB CS:GO 1a DOTA 2 6ynu BukopuCTaHi KOMM'tOTEPHI Nporpamn Ans MiaHWeTHUX KOMM'toTepiB Mig ynpasniHHaM i0S,
po3pobneHi Ha kadbeapi eanHobopcte XFTAPK, aBTop PomaHeHko B.B. [3, 4].

Buknap ocHoBHOro matepiany pocnimkeHHs. Y kibepcnopTi MOxXHa BUAINUTU psa (DaKTOPIB, LLO MaloTb 3HAYHWN
BMIMB Ha MPOJYKTUBHICTb cnopTemeHa. Lii dpakTopu BigirpatoTb Baxnmey posib y NEAAroriyHiin CNopTUBHIN HayLji, 3aBAaHHS SKOT
CMPSIMOBaHI Ha CUCTEMATWYHWIA i CTIKWIA BMAMB Ha CMNOPTCMEHAa 3a JOMOMOrOI0 Pi3HWX TpeHyBanbHUX 3acobis. [Jo nepeniky
OCHOBHMX (DaKTOpIB, WO 3YMOBMIOOTb NPOAYKTUBHICTL Y KIOEPCNOpTi, MOXHA BIOHECTM HACTYMHi: KOOpAMHALIS Ta PyXoBi
HaBWYKM; CTaH CMOPTCMEHA; KOTHITWBHI BMAaCTWUBOCTI; TAKTUYHI HaBWYKW; MCUXiuHi 3miBHOCTI; couianbHi 34ibHOCTI; xapakTep,
cTatypa, BiK, CTaTb i FEHETWUYHI 3a4aTku.

CeHCoOMOTOpHa KOOpAMHALLS CTOCYETbCS, nepLu 3a Bee, 0cobnmsocTeit 06pobkm iHopmaLyi npu BUKOHaHHI pyxis. Lis
KOHLienLis Bkmtovae B cebe ABi BaXNMBI CKNapoBi: cneumivHi CEHCOMOTOPHI HaBWUYKW, Taki sk 6ir, cTpnbku abo MeTaHHs, sk €
TUNOBUMU ANS NEBHUX BWAIB CMOPTY; 3aranbHi KOOPAWHALiNHI 34i6HOCTI, ki 3anexaTh Bif piBHOBArK, NPOCTOPOBOI OpieHTaLj i
CEHCOPHOI ANCKPUMIHALLiT, @ TAKOX TOYHOCTI Ta LUBUAKOCTI.

CeHCOMOTOpHI HaBUYKM PO3PI3HSIOTb 3a TUMaMM B 3aMneXHOCTi Bif CUTYaUiliHUX BUMOT O BUKOHaHHs pyxy. Cepen
CUTyaLliil MOXHA BUZINWTY TPW TUNK: CTaTUYHI cUTyaLi | cuTyallil, WO 3MIHIOKTLCA OYikyBaHUM abo HecnogiBaHuM YnuHOM. [pu
pearyBaHHi Ha pi3Hi cuTyauji BignoBigHE BUKOHAHHS pyxiB Mae 6yTi nocTiiHnmM abo aganTuBHUM.

CT0COBHO 3aranbHUX KOOpAMHALiMHWX 34i6HOCTEN, MOXHA BUGINUTY Barato NOKa3HMKIB, WO BNAMBAKTb HA KOHTPOIb,
afanTaujiio i HaB4yaHHS! MOTOPHUM HaBUYKaM: PyxoBi 0bpasn, MOTOpHY Nam'ATb, GanaHc, ovikyBaHHS abo peakLjto, NpocTopoBy
OpieHTaLjto, pUTM, CNIPUTHICTb, KOOPAMHALIA OKO-pyKa i oko-cTona [18]. [HWKiA nigxig 4O CEHCOMOTOPHOI KOOpAMHALi po3piHsie
iHpopmaLiiHi noTpebu 3aBAaHb, WO CTOCYIOTLCH CEHCOPHOI i MOTOPHOI 0BPOBKK, a TaKoX PisHMX YMOB, LIO BRNMBalOTh Ha
KOHTpOIb pyXiB.

Y baratbox Bugax cnopTty MOTPIOHI Tak 3BaHi «KOTHITMBHO-TAKTWYHI» HaBMuYKW. Hanpwknag, B CMOPTUBHMX irpax Ta
€AMHOBOPCTBaX BaXNMBO AIKOMOra paHille i LWBMALLE 3pO3yMITW i OLHWTM MOTOYHY cUTyauito, Wob NpuiHATM | peanisyBaT
afekBaTHi pilleHHs. Te X came cTocyeTbeCs i kibepcnopTy. TakTUYHI BMiHHS NOAINAKTL HA IHAMBIGYanbHi, rPYNoBi i KOMaHAHI.
TaKkTW4Hi MOXNMBOCTI CMOPTCMEHIB BENWKOK MIPOK 3anexatb Bif CNPUMHATTSA, NPUAHATTS PilleHb i TBOPYOCTI, @ TakoX Big
BMKOHaBUMX (PYHKLIiI, Takux sk poboya nam'aTb, yeara Ta 6arato3agadHicTs.

3 MeToK BMBYEHHS 0coBnMBOCTEN HEPBOBOI cucTemmn Bynn obcTexeHi rpasui kibepcnopTueHux gucumnnid Counter-
Strike: Global Offensive (n=18) Ta DOTA 2 (n=10), Bik rpasui cknagas 18-20 pokiB. 3a irpoBUM CTaXeM, KiNlbKICTHO irpoBMX
FOAWH Ha TXAeEHb, PErYMNAPHICTIO y4acTi y 3MaraHHsIxX Ta ix piBHeM, faHi rpasyyi Oynu BigHeCEHi 10 KaTeropii amaTopis.

OujHiotoun pesynbTaTi BUKOHAHHA TenniHr-recty rpynoto rpasuis y Counter-Strike: Global Offensive ta DOTA 2,
BCTaHOBMEHWIA TUM HEPBOBOI CUCTEMM A1 KOXKHOTO 3 HUX (puc. 1). CepeaHs KinNbkiCTb pyxiB 3a 5 C y AaHWX rpaBLjiB CKnagae
34,742,5, 32 30 ¢ — 208,+15,3, Bapiavis ctaHoBuTb 7,3% B 060X BUNaaKax.

BCS:GO
BaDOTA 2

40,0%
33.3%

27.8%

Hesnauna CepenHiii cTymiHb Bucoka Jyxe BUCOKA
BHPaKEHICTD Ca0KOCTi BHPQKEHICTL  CTYIIiHb CTa0KOCTi
cJ1adKoCTi HEPBOBOI CHCTEMH  cJIa0KOCTI  HEPBOBOI CHCTEMH
HEPBOBOI CHCTEMH HEPBOBOI CHCTEMHU

Puc.1. Posnogin rpasuis y CS:GO ta DOTA 2 3a TMnamm HepBOBOi CUCTEMM
MpaBui y CS:GO posnopinunucsa Ha 2 rpynn — 40% manu cepegHiit CTyniHb cnabkocTi HepBOBOi cuctemu, 60% — gyxe
BMCOKY CTyMiHb cnabkocTi HepeoBoi cucTemu. Y rpasuis y DOTA 2 Oyna BusiBNeHa HepBOBa CUCTEMA i3 HE3HAYHWUM CTyMeHEM
cnabkocti - 33,3%, i3 cepenHimM cTyneHem cnabkocTi — 27,8% Ta GinbLicTb i3 BUCOKOK BupaxeHicTio cnabkocti — 38,9%.
OTpumaHi pesynbTaTy Bifgpi3HAOTHCA Bif AOCTIMKEHb HAYKOBLIB [1, 2], | MOXHA NPUMYCTMTK, WO Taki BigMIHHOCTI NOSICHIOKTLCS
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Pi3HUM piBHEM rpaBLiB, Lo 6ynu obCTexeHi.

[ocnigpxeHHs OKpeMUX CEHCOMOTOPHUX peakLii nposoaunocs i3 rpynoto rpasuia y Counter-Strike: Global Offensive
(CS:GO) Ta DOTA 2. Y rpaBujis ouiH0Banu: NpocTy 30pOBO-MOTOPHY peakLiito, peakLilo BU6opy, KOPOTKOYACHY 30pOBY Nam'sTb
(TpMBanicTb ycbOro TECTY Ta KOXHOTO 3 MOr0 5 eTaniB, BifCOTOK TOMHMX HATWUCKaHb, BIiLCOTOK MOMWUIIOK Ta Yac peakLii Ha
KOXXHOMY 3 5 eTaniB TecTy), peakLito po3pi3HeHHs! (Csv).

MopiBHsNBbHWUIA aHani3 pesynbTaTis rpasyie y CS:GO ta DOTA 2 npoBoaunu 3 BUKOPUCTaHHAM KpuTepist BinkokcoHa. B
pesynbTaTi aHani3y BCTaHOBNEHO, Lo rpasui y CS:GO MaioTb MeHLLMIA Yac NpoCToi 30pOBO-MOTOPHOI peakLii Ta peakuii Bubopy,
Hix y rpasui y DOTA 2, ogHak AaHi BigMiHHOCTI He MaloTb JOCTOBIpHOrO xapaktepy (p>0,05). Cnig 3a3HauuTy, Wo cnewudika
CS:GO Bumarae few(o Ginblu LIBWAKOTO NPUAHATTS pillieHb, a TaKoX BiAHOCHO MEHLLOI KiNbKOCTI MOXIMBMX peakLii Ha irpoBi
cuTyalii, ToMy ponb NpocToi peakLii Mae Ginblue 3HayeHHs. Y DOTA 2 cnocTepiraloTbes OinbLUi BUMOM A0 LWBWAKOCTI CKNaaHOI
peakLii. BigcyTHiCTb [OCTOBIpHMX BIAMIHHOCTEM MK LMW MOKA3HMKAMW MOXE CBIgUMTM MpO Te, WO B irpax 060X aHpiB
LUBMAKICTb peakLiiit 3aMmae Baxnuee Micle, ane HanbinbLuoi eheKTMBHOCTI JOCsrae y NOESHAHHI 3 BUCOKMM PIBHEM TEXHIKO-
TaKTWUYHOI NiAroTOBMNEHOCTI.

Tabnuys 1.
[MOKa3HMKI CEHCOMOTOPHMX peaKLiiil kKibepcropTCMEHIB Pi3HNX iIrPOBUX XaHpIB

MokasHuKu lpa X+m o v

MpocTa peais, Mc CS:GO 223,7+3,6 10,8 48
’ DOTA 2 233,3+3,9 15,9 6,8

PeaKuis BiBopY, M CS:GO 590,5+10,9 32,8 56
’ DOTA?2 618,9+15,2 62,7 10,1

KB3I1, % TO4HWX HaTUCKaHb 82$A02 23:1;?? 2{73 g?
KB3[1, TpuBanictb TecTy, MC CS:G0 135,944,8 14.5 10,7
' ’ DOTA?2 136,644,5 18,6 13,6
PeakList po3pi3HeHHs:, MC CS:60 278,158 17,5 63
' DOTA 2 291,0+4,3 17,8 6,1

AHanisytoun pesynbTaTi TECTY KOPOTKOYACHOI 30pOBOI NaM’siTi, He BUSIBMEHO AOCTOBIPHOI Pi3HML MiX MOKasHMKamu
rpaBLiB Pi3HKX irPOBKX XaHPIB 3a BiACOTKOM TOYHWX HATWUCKaHb Ta 3a TPUBAMICTIO BUKOHAHHS TecTy. BiacyTHICTb AOCTOBIpHMX
BiOMiHHOCTE MOXe ByTW 3ymoBneHa TuM, LLO B XOAi irpOBOI AiANbHOCT Y rpaBLiB 060X XaHpiB PO3BUTOK AAHOI KOTHITUBHOI
BMacTMBOCTi PO3BUBAETLCS 38 OQHAKOBMMMW MexaHiaMamm Ta 3abeanevye ageKkBaTHe CPUIHATTS iIrpOBUX CUTYaLiN.

Cnig Takox 3asHaumTy, wo rpasui y DOTA 2 nokasyBanu Aewwo Kpawwmn pesynbtat, Hix rpasui y CS:GO. Ha Haw
nornsag, LUe Moxe nosicHioBaTuca Oinbll Pi3HOMaHITHUM KONOM 3aBfaHb, Lo BupiwytoTb rpasui y DOTA 2 y xoai matyy, Ta
BinbLUO KiNbKICTHIO BaxnmBMx 06'eKTiB, siki HEOOXIgHO TpUMATK y Noni 30py Ta yBarw.

HanbinbLui BiGMIHHOCTI Mk YacoM peakuii Ha eTanax TecTy BusBneHo Ha 1 eTani — y rpasuis CS:GO Ha 6% weugwe,
Hixx DOTA 2, Ha 3-My HesHauHi BigmiHHOCTI — Ha 0,2%, Ha 5-My — Ha 1,8%. Mpasui y DOTA 2 nokasanw kpalumii pesynbTar Ha 2-
My Ta YeTBepTOMY eTanax TecTy — Ha 2,8% Ta 1,8% signosigHo (puc. 2). Mpu LbOMY JOCTOBIPHUX BiAMIHHOCTEN BUSIBNIEHO HE
Byno (p>0,05).

AHanisylum NOMUIKM Ha KOXHOMY eTani TeCTy BCTAHOBIEHO, WO 1-i eTan Maiixe yci rpaBLi npoiwnm 6e3 nomMuok,
okpim 2-x rpasuis y DOTA 2, wo cknano 1,9%. Ha 2-my, 3-my Ta 5-my etanax rpasui y DOTA 2 nokasanu kpaLyuit pesyrnbTar Ha
37%, 22% Ta 1,2% BignosigHo. Ha 4-My eTani MeHLLWI BigcoTok nomunok 3pobunu rpasi y CS:GO.

761.7

—e—(CS:GO
—eo DOTA2

MC

447.0  435.0 450.6

€Tanu
Puc. 2. Yac peakuii Ha eTanax TecTy Ha KOPOTKOYaCHY 30pOBY NaM’AThb Y rpaBLiB pi3HMX irPoOBUX XaHpiB

Ockinbkw y rpi MOMMIKOBI PILLEHHS i MOB'A3aHi 3 HAMK Aii MOXYTb NPUBECTM O BTpaTW NepeBaru i HaBiTb Nopasky,
poboTa Hag TOYHUMU PyXxamu 3 MiHIManbHM BiACOTKOM MOMUITOK € AYX€e BaXMMBOK Y NAroTOBLi 40 TYPHIpIB.
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Puc. 3. BigcoTok noMMnok Ha eTanax TeCTy Ha KOPOTKOYAaCHY 30pOBY NamM’siTb Yy rpaBLiB Pi3HUX irpoOBUX XKaHPIB
pasui y CS:GO nokasanu Ha 4,6% MeHLWwNiA yac peakLii po3pisHeHHs), Hix rpasLi y DOTA 2. Lie moxe nosicHtoBaTtucs
TUM, WO Y WyTepi Big nepLuoi ocobn 0cobnmBo BaXMBUM € CBOEYACHe po3nidHaBaHHS 06’ekTy sk 3arpo3u abo napTHepa Ta
LBMAKe | aAeKkBaTHe pearyBaHHs Ha KOXeH 3 HUX. TakvuMm YWMHOM, Y XOZi TPEeHyBanbHOro Ta 3MarafbHOro npouecy AaHa siKicTb
MOCTINHO BAOCKOHAMOETHCS.

BucHoBku. AHania nitepaTypHWX HaykoBWX MXepen [03BONWB BCTAHOBUTW OCHOBHI (HaKTOpW, LUO 3YMOBIMKOIOTb
NPOLYKTUBHICTb TpaBLiB y kibepcnopTi, a came: KOOpAMHALiA Ta PYXOBi HABUYKM, CTaH CMOPTCMEHA, KOTHITWBHI BNACTMBOCTI,
TaKTUYHI HaBWUYKK, NCUXiYHI 3AiOHOCTI, couianbHi 3aibHOCTI, XapakTep, CcTaTypa, Bik, CTaTb | reHeTUYHi 3aaatku. Ocobnueoi yearw,
Ha [yMKY BYEHWX, 3aCNyroBYKOTb CEHCOMOTOPHI 3[iOHOCTI Ta BNAaCTMBOCTI HEPBOBOI CUCTEMM rPaBLiB.

B xoai nposeaeHoro gocnimkeHHs 6ynu Bu3HayeHi 0cOBIMBOCTI CEHCOMOTOPHUX peakLiit Ta BMaCcTUBOCTI HEPBOBOI
CUCTEMW TPaBLiB, LIO 3aMMatoTbCs KiBepCnoOPTUBHAMM OUCLUMNMIHAMW Pi3HUX XaHpiB — WyTepy Big nepwwoi ocobu CS:GO Ta
BaratokopuctysaLpkoi Borosoi apern DOTA 2: yac npocToi Ta CknagHoi peakLjii, KOpOTKOYaCHY 30pOBY Nam’siTb, TN HEPBOBOI
cuctemun. B pesynbTarti NOpiBHANLHOMO aHanisy faHux XapakTepuCTUK BCTAHOBMEHO, WO BUSIBMEHI BiAMIHHOCTI MiX rpaBLsMM
Pi3HWX AMCLMNAIH Ha PiBHi amaTopiB HE MatOTb AOCTOBIPHOI pisHML. B TOM e yac, BOHU MatoTb A4OCTOBIPHI BigMIHHOCTI 3a TUMOM
HEpPBOBOI CUCTEMM.

MepcnekTBOK noganbWUX AOCHIMKEHb € BWBYEHHS [aHWX BMACTUBOCTEN Yy rpaBuiB nonynpodecinHoro Ta
NPOECINHOTO PIBHS.
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cmapuwi euknadavi
Axadewmis [JepxaeHoi neHimeHuiapHoi cnyx6u, kaghedpa hizuyHoi nidcomoeku m. YepHizie

NCnxonoro - NEAArori4Hi OCHOBU ®I3MYHOI O BUXOBAHHA CTYOEHTIB

[na cydacHo20 i3u4HO20 8UX08aHHS CmyOeHMIg XxapakmepHi 3HaYHi NCUXOMo2ivyHi HasaHMaxeHHs. Buknadayam i
ncuxomnoeam HeobxiOHO 2omysamu cmyOeHmig He fuwe y NcuxonoaiyHoMy i ¢bisuyHoMy cmaHi, ane U donomazamu
npomucmosiHHI0 bazamboM ¢hakmopam, sKi 8UHUKaKMb 8 nepiod y4bos020 NPOUECy NPU BUHUKHEHHI Pi3HUX cumyauil, siKi
BUKITUKaMb Hey3200)eHoCmi y (hyHKUisIX opeaHiaMy ma (020 Hepsogoi cucmemu. Hakonuyeruli dosid ceid4ume npo micHuli
83a6M038&apos; 30k Oyx08HO20 ma (hi3U4HO20 CmaHy MOOUHU, @ MakKoX Nnpo MOXueocmi 3a 00NOMO20K0  CheuianbHUX
i3udHUX nputiomie | camoHasito8aHHs 8nnugamu Ha Ncuxiky i ¢hizionoaidHi coyHKUi opeaHismy.

bazamo asmopis y pisHux cchepax 3alimanucs docnidxeHHsM Memodie 8UKOPUCMAHHS 3aHsIMb (OI3UYHOK KYTbMYypoio
0151 NOKPaWEHHS NCUX0/1020-nedaz20_idHuUX OCHO8 (hi3UYHO20 8UX08aHHS cmydeHmie ma ix npogheciliHoi nideomoesneHocmi sk
¢axisus [1.3]

Liesumu  3acobamu nidguUWEHHS] NCUX0M020-nedaz0eiyHUX OCHO8 (hi3UYHO20 BUXOBaHHSI mMa (hOPMYBaHHs Y
cmydeHmig iHOUBIOyanbHOI i3UYHOI Kynbmypu € HanexHi HopMmu, siKi 6a3ylombCsi Ha Cy4acHUX NpUHUUNaX (hi3U4HO20
8UX0BaHHS [4].

O0HUM 3 207108HUX € NpuUHYUN npiopumemy nompeb, Momusig ma iHmepecie ocobucmocmi, wo nepedbadae
nobydogy cucmemu ¢hi3U4IHO20 BUXOBEHHS 8 UiIOMY | OKpeMUX npozpam 3 ypaxyeaHHaM iHOUBIdyanbHUX i 2pynosux, coyjanbHux
i dyxosHux nompeb nodel, a makox hopMmysaHHs ma OCMUCHEHHs noHamms ‘HOugiOyanbHa hisudHa Kynbmypa” 3a
00NoM020K0 3aHsIMb 3 (Pi3UYHO20 BUXOBaHHSI Ma Momusauii 00 3aHIMb hi3UYHOK KYIIbMYPOL0.

Knroyoei cnoea : hisudHa Kynbmypa, 8idnosioHi momueu, ¢iskyibmypHO-cnopmusHa disiibHicmb, MOMUBU ma
iHmepecu ocobucmocmi.

Ryabchenko V, Donets I, Cherezov Y, Kostyuchenko M Psychological - pedagogical bases of physical
education of students. For modern physical education of students is characterized by significant psychological stress.
Teachers and psychologists need to prepare students not only in psychological and physical condition, but also to help confront
many factors that arise during the learning process in various situations that cause inconsistencies in the functions of the body
and its nervous system. The accumulated evidence testifies to the close relationship between the spiritual and physical state of
man, as well as the ability to use special physical techniques and self-suggestion to influence the mental and physiological
functions of the body.

Many authors in various fields have studied the methods of using physical education to improve the psychological and
pedagogical foundations of physical education of students and their professional training as a specialist [1.3]

Effective means of improving the psychological and pedagogical foundations of physical education and the formation of
students' individual physical culture are appropriate norms, which are based on modern principles of physical education [4].

One of the main is the principle of priority of needs, motives and interests of the individual, which involves building a
system of physical education in general and individual programs taking into account individual and group, social and spiritual
needs of people, as well as forming and understanding the concept of "individual physical culture" on physical education and
motivation to engage in physical culture.

Key words: physical culture, corresponding motives, physical culture and sports activity, motives and interests of the
person.

MeTta poboTh: BUSBUTW 3HAYEHHSI MCUXOMOTO-NEeAaroriyHMX OCHOB (Di3N4HOTO BUXOBAHHSA CTYLEHTIB, sIK CKNafoBOi
YaCTUHW pearbHOro IHCTPYMEHTY ANs MORINWeHHs NPoLecy NiAroTOBKM CTYAEHTIB 40 iX NpodeCiinHOi AiNbHOCTI.
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