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NHTEPAKTUBHBIE 3D-ITPUJIOKEHUSA JJI51 OBYYEHUSA
OCHOBAM UT'PBI MOJOAbBIX XOKKEUCTOB 10-12 JIET
Annomayusi Ulnmepaxkmusnvie 3D-npunodcenus 6 eupmyanbHOU pearbHOCmU
(VR) npeocmasnsrom coboll UHHOBAYUOHHbIE UHCMPYMEHMbL O 00VUYEeHUs.
MOJNIOOBIX  XOKKEUCMO8 OCHO8AM  Uepbl. OMuU  MeXHOI02uu  No360JA0Mm
MOOenUpoBams CJHONCHbIE USPOBble CUMYayuu U YIyduams mexHuuyecKue u
KOCHUMUBHbIE HABLIKU USPOKOG 8 YCIOBUAX, MAKCUMATbHO NPUOIUNCEHHBIX K
peanvHuim. Llens oannozo uccneoosanusi — oyeHums ausanue VR-npoepamm na
HABbLIKU Kamauus, nepeoauu u Opockog y xokkeucmos 10-12 nem.
DKcnepumernm npoeoouCcs ¢ UCnOab308aHuem maxkux VR-npoepamm, kak Sense
Arena u Ice Hockey VR. Pe3ynbmamsl nokazvléarom, ymo ucnoivzosarue VR
NONONCUMENbHO GUAEN HA YAYYUeHUe MEeXHUYeCKUX HABblKO8 U CKOPOCHb

NPUHAMUS DeuleHULl ) XOKKeUCmos.
Kniouegvie cnosa: supmyanvuas peanvHocms, Xoxkkeu, unmepaxmushvle 3D-
NpUNodCenUsl, 00yueHue XoKKeucmos, mexuono2uu VR
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INTERACTIVE 3D APPLICATIONS FOR TEACHING THE BASICS OF
THE GAME TO YOUNG HOCKEY PLAYERS AGED 10-12
Abstract: Interactive 3D virtual reality (VR) applications are innovative tools
for teaching young hockey players the fundamentals of the game. These
technologies allow simulating complex game situations and improving technical

and cognitive skills of players in conditions as close to real as possible. The
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purpose of this study was to evaluate the impact of VR programs on skating,
passing and shooting skills of 10-12 year old hockey players. The experiment
was conducted using such VR programs as Sense Arena and Ice Hockey VR.
The results show that the use of VR has a positive effect on improving technical
skills and decision-making speed in hockey players. Keywords: virtual reality,

hockey, interactive 3D applications, hockey training, VR technologies

CoBpeMeHHBIE TEXHOJIOTUM WIPalOT BaXXHYIO pOJb B OOYYCHHH U
pPa3BUTUU CIOPTUBHBIX HABBIKOB Yy JE€TE€d M MOJIPOCTKOB. BupTyanbHas
peanbHOCTh (VR) CTaHOBUTCS BaXHBIM HMHCTPYMEHTOM JUISI TPEHUPOBKH
XOKKEMCTOB, TaK KaK IMO3BOJISIET MOJEIMPOBATH UTPOBBIE CUTYAIIMH, KOTOpPbHIC
TPYJTHO BOCCO3/1aTh Ha OOBIYHBIX TPeHUPOBKax. Oco00e BHUMAHHE YACISICTCS
IOHBIM XOKKEHCTaM, KOTOPhI€ HAXOHATCS Ha HAYaJIbHBIX ATanax oOydeHus. B
ATOM BO3paCT€ BAXXHO HE TOJIKO pa3BUTHE (PU3MYECKUX HABBIKOB, HO U
TPEHUPOBKA KOTHUTHUBHBIX CIIOCOOHOCTEH, TaKMX KakK ObICTpas peakius |
IIPUHSATHE PELICHUMN.

Llenp 3TOro wucclenoBaHUS —  OIEHUTh, KaK HCIOJIb30BaHUE
MHTEPAKTUBHBIX 3D-nipriioxkeHuid B VR MOXET MOMOUb yJIydllIUTh TEXHUUYECKUE
Y TAKTUYECKHUE HABBIKM XOKKeHUCTOB 10-12 mer.

B MOCJICAHUEC TrOJIbl VR-texnomoruun MIOJIY YUJIA UIUPOKOE
pacnpoCTpaHEHUE B CIIOPTUBHOM TpeHUpPOBKE. MccnenoBanus noka3plBaloT, YTO
OHM TOJIOKUTEIHLHO BJIUSAIOT HAa KOTHUTHUBHBIE U (PU3MUECKUE TOKa3aTenu
cioprcMeHoB. Hampumep, wucnonb3oBanne VR B 0Oackerbosne u dyrdoie
YIYUIIAET PEAKIMI0 U CTPATErMYECKOE MBIIUICHUE Y MOJOABIX UIPOKOB. B
XOKKEe TaKXe HaOII0JaeTCsl pOCT MCIONb30BaHUs VR s oOydeHus] TeXHUKE
KaTaHusi, OPOCKOB U MAaCCOB.

Sense Arena — ojHa M3 BeOyWMX IIAaTPOPM, KOTOpPAs AKTUBHO
UCIIOJIB3YETCSl B XOKKEE ISl TPEHUPOBKU UTPOBBIX cUTyaruid. OHa MO3BOJSET
UrpoKaM oOTpadaThiBaThb TOYHOCTh MAacCOB, OPOCKOB M TEXHUKY KaTaHUS B

BUpPTyaJibHOM cpene. HexkoTtopeie aBTOpbl OTMETHIIM, 4YTO Sense Arena
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CHOCOOCTBYET 3HAYUTEIIBHOMY YIYUIICHHIO TEXHHMKH Iepenadyd U OpOCKOB Y
XOKKEHCTOB MOJIOZIE)KHBIX KOMaH/.

Ice Hockey VR — eme omna VR-mporpamma, npenHa3Hay€HHas ISt
MOJIEIIMPOBAHUA UTPOBBIX cuTyaunil. B uccinenosannu T.Browna nokasanu, 4To
ATa MporpamMmMa MOMOTAEeT XOKKEMCTaM pPa3BUBATh KOOPAMHALHMIO M CKOPOCTH
MPUHATHS PEILICHUI B UTPE.

B uccnenoBaHuy MHOTMX aBTOPOB OBLJIO MOKa3aHO, YTO HCHOJIb30BAHHE
VR noBbIlIaeT KOTHUTUBHBIE CIIOCOOHOCTH CIIOPTCMEHOB, TOMOTasi UM ObICTpee
aaliTUPOBATHCA K M3MEHSIONIMMCS] UTPOBBIM YCIOBHSIM. DTO OCOOEHHO Ba)KHO
JUISE  FOHBIX XOKKEHCTOB, KOTOpbIE TOJBKO HAYMHAIOT pa3Ouparbcs B
TaKTHYECKUX ACTIEKTaX UIPHI.

B skcniepuMeHTe NPUHSIN y4acTUE 5 MOJIOJIBIX XOKKEHCTOB B BO3PacTe OT
9 no 10 ner. Bce oM perysisipHO TPEHUPOBAIMCH B CBOMX XOKKEHWHBIX KIy0Oax u
uMenu 0a30Bbl€ HABBIKM KaTaHUS W BIAJACHUS 11aii00M.

Jns mpoBeAeHus: SKCIEPUMEHTa UCNOab30BanuCh VR-ouku Meta Quest
Pro n nBe cnenumanuszupoBanubie VR-tiporpammel: Sense Arena n Ice Hockey
VR. DT mnporpamMMmbl MOJAEIHMPOBAIM WIPOBBIE CHUTyallud U Ipeajarajiu
XOKKEUCTaM TPEHUPOBATh TEXHUKY KaTaHMs, TOYHOCTh IMAacCOB U OpPOCKOB B
BUPTYaJIbHOU CpEJE.

OKcnepuMeHT Juiiics 4 Heaenu. B TedeHne 3TOro BpEMEHU XOKKEHCTBI
3aHUMaJuCch 3 pa3a B Heaemo no 30 MUHYT, ucnonbs3ysa VR-nporpammsl s
TPEHUPOBKU TEXHMKHU KaTaHWs W BlIaJieHUs maiooi. Jlo Hayana skcrepuMeHTa
M 10 €ro 3aBeplIeHHH ObUIM TPOBEIEHBI TECThl MJsi OLEHKH CIIEIYIOIIUX
[IOKa3aTesen:

1. Bpewms npoxoxaenust quctaninu B 30 METPOB Ha JIb]TY.
2. Tounocth nepenaun manObl (M3MEPSITUCH METPHI MEpeauu U BpeMs).

Jlns ananu3a 3pQPEeKTUBHOCTH OBUIM 3alMCAHBI PE3YJIBTATHI 0 U MOCIE
skcriepuMenTa. llokazaTenn BpeMeHM KaTaHUsl M TOYHOCTH IAacCOB ObUIH

coOpaHbl U IPOAHATM3UPOBAHBI B TAOIUIIAX U JUArpaMMax.

"Ixonomuka u conuym' Nel2(127) 2024 www.iupr.ru



Tabauua 1. Bpems npoxoxaennsi nqucranuuu 30 MeTpoB 10 U mocJjie

IKCIMEPUMEHTA (CEKYH/IbI)

Y4yacTHUK o 3xcniepuMenTa ITocae sxcniepumenta | IlpoueHT yay4ymeHust
1 6.00 547 8.81%
2 5.88 5.28 10.14%
3 6.25 5.71 8.72%
4 5.78 5.37 7.08%
5 6.39 5.80 9.33%
dopmyJia mojacuyera:
Hpoyenm yayuuenua= 3HaueHue 00 3Kcn . — 3HaueHue noc/e 3KCn . % 100%
3HaueHue 0o 3KkcnepumeHma
JAuarpamMma 1. Cpeanee Bpems npoxoxkaeHuss Aucranuuu 30
MeTPOB /10 H NocJie IKCIepuMeHTa
5 6,39 5,8 9,33
4 5,78 5,37 7,08
3 6,25 5,71 8,72
2 5,88 5,28 10,14
1 6 5,47 8,81
0 5 10 15 20 25

[0 akcnepumeHTa

Mocne akcnepumeHTa MpOoUEHT yny4vLeHna

Taouauua 2. Tounocts nepexauu maiidsl (ot 15 10 25 meTpax)

YuyacTHUK o 3xcnepuMeHTa IHocae sxcniepumMenTa IIpoueHr
(m) (m) YAy4IlIeHHus
1 18.5 21.0 13.51%
2 19.0 20.8 9.47%
3 17.8 19.9 11.80%
4 18.0 20.3 12.78%
5 19.2 21.5 12.00%
Cpednee paccmonHue = INonbimka 1+Ilonbimka 2+. ..+ Ilonbimkan %100 %
n
I ne:
o IlombiTka 1, IlombiTKAa 2,..., IlombiTkKam — 3TO paccTosiHMs, HA
KOTOPBIE UTPOK TepeaBall a0y B KaXKI0U MOIIBITKE.
e N — KOJHUYECTBO MOIBITOK.
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Taoauua 2. Tounocts nepexavym mauodbI (B
MeTpax)

21,5
20,8 ,
19 19,9 20,3 19,2
17,8 18
3,51
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9,47
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W [o 3kcnepumeHTa (M) M Mocne akcnepumeHTa (M) M MpoueHT yaydweHus (%)
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Pe3ynbTaThl 3KCIIEpUMEHTA MOKA3aJIM 3HAYUTEIbHOE YIIYyUIIEHUE HABBIKOB
KaTaHWsI 1 TOYHOCTH IMacCOB U OPOCKOB MOce ucnosib3oBanusi VR-nporpamm. B
cpeaHeM, BpeMs TpoXokaeHus: Auctaniyuu 30 MeTpoB cokpaTuiioch Ha 9%, 4To
CBUJIETEIBCTBYET O MOBBIIIEHUH CKOPOCTH KaTaHUS W JIy4llIeM KOHTpOJIE HaJl
JIBIKEHUSMH Ha Jpy. YJydlleHue TO4YyHOCTM mnaccoB Ha 10-12%
noATBepKaaeT, yto VR-texHomorun Moryt 3¢gp¢GeKTUBHO pa3BUBaTh TEXHUKY
nepesayn maiobl Jake B YCIOBUSIX, KOTIa UTPOKU HE HAXOASATCS Ha JIbITY.

WntepaktuBnbie 3D-nmpunoxkenusi, Takue kak Sense Arena n Ice Hockey
VR, oka3aauch OCOOCHHO MOJIE3HBIMH JJII O0yUYEHHUS TAKTUYECKUM HABBIKAM U
Pa3BUTHIO KOTHUTHUBHBIX CIIOCOOHOCTEH, YTO BAXKHO JJISI MOJIOJABIX XOKKEHCTOB
Ha 3Tare HadyaJlbHOM MOATOTOBKH.

BriBoabI

[Ipumenenne VR-TexHonmoruii B TpeHUpOBKax XokkenctoB 10-12 et
MOKAa3bIBAET 3HAYUTEIBHBIM TOTEHIMAN HJsl YIYUYIIEHUS MX TEXHUYECKUX U
KOTHUTUBHBIX HaBbIKOB. WHTepakTuBHBIE 3D-npuiioKeHUsT MOTYT CTaTh
BAKHBIM MHCTPYMEHTOM B CHOPTHUBHOM MOATOTOBKE, MO3BOJISI MOJEIUPOBATH
CJIOKHBIE€ UTPOBBIE CUTYallMM U TPEHUPOBATH KIIFOUEBBIE HABBIKM BHE JibJa. VR-

porpaMMbl, Takue Kak Sense Arena n Ice Hockey VR, mpoaeMOHCTpUPOBAIH
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