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PA3PABOTKA TEXHONIOT W C UCNO/Ib30BAHUEM
BUPTYANIbHOW PEANTBHOCTH 1A OLLEHKWU YPOBHA MACTEPCTBA
bOPLL0B BOJIbHOI'O CTWIA

B HacToselt pabote HaMu MpefaraeTcsi HOBbI METOIOIOTMIECKUI
TIOZIXOJI K OlleHKe PO eCcCOHANbHOTO MacTepCTBA HOPIIOB BOTBHOTO CTH-
7151, OCHOBAHHBIN Ha VICIO/Ib30BAHUY CYCTEMBI BYUPTYa/IbHOI pearbHOCTI.
B ocHoBe paspabarpiBaeMOro moaxofa JIeXUT CrrocobHOCTh K GopMupo-
BaHUIO aHTULUITAL[NY, SB/ISIOENCS OTHUM 13 BaKHENIINX mpodeccruo-
HaJIbHO Ba)KHBIX KaueCTB OOPLIOB BOIBHOTO CTUIA. B paMKax IIpOBeIeHHOro
MCCIIeOBaHNUsI HAaMM ObUIM OTOOPAHBI BOCEMb K/TIOUEBBIX IIPUEMOB BOJIb-
HOJI 60PBOBI € y4eTOM 9KCIIEPTHOTO MHEHMS; IPOBefieHa UX BU/e03aICh
OT IIEPBOTrO JINIA C UCIIO/NIb30BaHMeM KaMephl 180° 1 ajanranys ux Mox
cucremy BupTyanbHou peanbHoct HTC Vive Pro Eye ¢ Bo3MOXXKHOCTBIO
BbIOOpa OTBETA C IIOMOII[bI0 KOHTpO/Iepa. [IpoBeeHa anpobanus paspa-
6OTaHHOI TEXHOIOTUN.

Kniouesvie cnosa: BonpHas 60pbba, CIIOPT, BUPTYyalbHast peaslbHOCTD,
BUPTYa/IbHBIN CHOPT, aHTUI[UIIALIVA.
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DEVELOPMENT OF TECHNOLOGY USING VIRTUAL REALITY
TO ASSESS THE SKILL LEVEL OF FREESTYLE WRESTLERS

In this paper we propose a new methodological approach to the assess-
ment of professional skills of freestyle wrestlers, based on the use of virtual
reality system. At the heart of the developed approach is the ability to form
anticipation, which is one of the most important professionally important
qualities of freestyle wrestlers. As a part of our research we selected 8 key
freestyle wrestling techniques, taking into account the expert opinion, re-
corded them in the first person using a 180° camera and adapted them to
the HTC Vive Pro Eye virtual reality system with the possibility to choose
the answer using the controller. Approbation of the developed technology
was conducted.

Keywords: Freestyle wrestling, sports, virtual reality, virtual sports,
anticipation.

Bsedenue. BonbHast 60pp0a, SBSASACH KOHTAKTHBIM BUIOM CITOPTA,

IpebsAB/IAET K CIOPTCMEHY BBICOKNE TPpeOOBaHM KaK K (PU3NYeCKOil,
TaK ¥ K KOTHUTUBHOJI IIOATOTOBKE, YTO O0YC/IOBIEHO CHenpUKO
CaMOro CIOPTa, B YaCTHOCTY BBICOKOI JMHAMUYIHOCTBIO U OOBIINM
KO/IMYeCTBOM KOMOVHATOPHBIX CUTYAlii C BBICOKOJ CTEIEeHbI0 Heo-
npepeneHHOCTY coObITuii [1-3]. OpHNM U3 BaKHeNINX MpodeccroHaIb-
HO B)XHBIX Ka4eCTB OOpPIla BOTBHOTO CTU/IS SIB/ISIETCS aHTUI[MIIAIINA,
KOTOpasi O3BOJISIET PENBUMETh TIOBeleHIe COTIEPHIKA, YTO B CBOIO
ouepenb MOXKET OBITh OCHOBOIIO/NATAIOMINM (HAKTOPOM, BIMSIOUIVIM
Ha YCIIEIIHOCTD BBICTYIUIEHVA [1]. AHTUIVIIANNA SABJISIETCS Pe3y/IbTaToOM
MHTErpUpOBaHHOI paboThl pasHbx cucteM IJTHC. Ona dpopmupyercs
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pu y4derte MH(GOpMaLMM 13 BHEIIHEI CpeJibl, BHYTPEHHEr0 COCTOSHNSA,
a TaKKe MPeAbIAYIIero ONbITa CIIOPTCMEHA.

Vicrionb3oBaHye BUPTYaNIbHOI peaJbHOCTY B IIOATOTOBKE CIIOPT-
CMEHOB II03BOJISIET CO3/J]aBaTh UCKYCCTBEHHYIO, IIOJTHOCTbIO KOHTPOJIN-
PYeMYIO Cpeny, UMUTUPYIOIYIO peasbHble YCTIOBUA CIIOPTUBHON Jes-
TeNbHOCTH [4, 5]. [Tpn ofHOBpeMeHHOM NIpYIMEHEHNM CHCTeMBI 3aXBaTa
IBVYDKEHUI 1 0OpATHOIL CBSA3Y (3pUTE/IbHOM, CITyXOBOJT) BO3MOXHO JO-
OUTHCS IOJTHOTO IOTPY>KEHNA UCIIBITYeMOTO B CO3IaHHYIO BUPTYa/IbHYIO
CUTYaLVIO, CIe/IaTh €€ MHTEPAKTVBHO ¥ IPOU3BOAUTD KOPPEKILIMIO
IefICTBUII CHOPTCMEHA B BUPTYa/IbHON CUTYaIVJ B Pea/IbHOM BpeMeHN
[6,7].

B pabore mpepiaraeTcsi HOBBII METOHO/IOTMYECKIIT ITOAXO/, Ha OC-
HOBe JICIIO/Ib30BAHMs BUPTYaJIbHON pealbHOCT, KOTOPBIil II03BOJIAET
IPOBOANTD OLIEHKY YPOBHS IPO(ecCHOHaIbHOTO MacTepcTBa O0PIIOB
BOJIBHOTO CTIJISL, B YaCTHOCTY CPOPMMPOBAHHOCTY HaBBIKOB aHTHIIU-
HaLun.

Mamepuanvt u memoou.. llenbio uccnegoBanus 6b1a paspaboTka
METOO/IOTMYEeCKOT0 IIOIX0/a Ha OCHOBE VICIIO/Ib30BaHMsI BUPTYaTbHON
PeaIbHOCTH, ITO3BOJIAIOLIETO IIPOBOUTD OLIEHKY YPOBHSA mpodeccuo-
HaJIbHOTO MacTepcTBa OOPIIOB BOIBHOTO CTWIA, B YaCTHOCTY, OLIEHKY
cpOpMMPOBAHHOCTY HABBIKOB aHTUIIVIIALUIL.

Ha nepBoM aTarie 1ccieoBaHusA € y4€TOM 9KCIIEPTHOTO MHEHVIS IBYX
npodeccuonanbublx TpeHepoB (MCMK 1 MC) 6b110 BBIfielIeHO BOCEMb
K/TIOUEeBbIX IIPYIEMOB BO/IbHON O0pBOBI: 1) 6pOCOK HAKIIOHOM C 3aXBaTOM
IBYX HOT; 2) 6pOCOK IIOBOPOTOM C 3aXBAaTOM PYKM U HOTY; 3) IIepeBOf,
PBIBKOM C 3aXBaTOM PYKI U TY/IOBMIIIA; 4) IIEPEBOJ, PHIBKOM C 3aXBaTOM
PYKM 1 HOTY; 5) TIepeBOJ; PBIBKOM C 3aXBaTOM PYKY ¥ IIPOTVBOIIOIOXHON
HOTY; 6) 6POCOK HAaKJIOHOM C 3aXBaTOM TY/IOBUII; 7) OPOCOK BpallleHyeM
C 3aXBaTOM 32 PYKY; 8) OPOCOK CBa/IMBaHMEM C 3aXBaTOM HOTML.

Ha cnepytomem aTarne ¢ nomouibio kamepsl 180° 6bl1a mposezieHa
BI/I€03aNNCh YKAa3aHHBIX NIPMEMOB OT IepBoro iauna. Kamepa xpenn-
J1ach KO 710y OFHOTO U3 CIIOPTCMEHOB TaK, YTOOBI Ha BUICO ObUIV BU/THBI
IpUeMBbl OT IIePBOTO JINIIA, KOTOPBIE fieJIaeT TPEeHep.

CHATBIN BUAEOPONNK, BKIIOYAIOLINI BCe BOCEMb IIPUEMOB, ObI
aJIANITYPOBAH Nof, cucteMy BupTyanbHoil peanbHocTy HTC Vive Pro Eye.

126



ITpoBeneHa anpobanus paspaboTaHHOI TeXHOJIOIUM Ha Oopuax
BOBHOTO CTV/A (10 MCHBITYeMBIX; CTaXX 3aHATHII BOIBHON 60pb00it
BapbypoBa oT 1,5 1o 12 jet), a Taxke Ha rpymnie KOHTPOs (4 VCIbI-
TyeMBIX), KOTOpble HUKOI/]a He 3aHMMAaJIICh BOJIbHOI 60pb60it. Bee
VICTIBITyeMble OBUIN MY>KCKOTO TIOJIA.

KaxxoMy ucCIIbITyeMOMY IPebABIANCA BUAEOPA] U3 BOCbMU BUJIE0-
POMKOB C IeMOHCTpal[Melt IIPHUeMOB BOIbHOI 60pb0ObI. Kaxkaplit mpuem
B BUJICOPOJIVIKE HAYMHACTCA C MCXOIHOTO MOJIOKeHNA 6OpPIIOB, 3aTeM
IIPOMCXOANT MOATOTOBKA M BbIBEleHE Ha IIPMEM, Ilepef] TEXHUUeCKUM
IIPYEMOM POIMK OCTAHAB/IMBAETCA M VICIIBITYeMbIil BBIOMPaeT OfUH
U3 TpeX BapMaHTOB KOHTPATaKYIOIETro JeICTBUA; IeMOHCTPUPYETCS
KOHel] BUIeOpO/MKa. BbIOOp MOMeHTa OCTaHOBKY JIEMOHCTPALI BUIECO
IpueMa IPOBOANICSA C Y4eTOM 3KCIIepTHOTO MHEHNsA ABYX Ipodeccuo-
HaJIbHBIX TPEHEPOB OTAENIbHO I KaXK/I0TO IIpyeMa.

B rpyrme KOHTpO/IA UCTIBITYeMble JaBajIu B CpefHeM 1-2 mpaBub-
HBIX OTBETOB. B rpymnme 60p1ioB cpefjHee KOMMYECTBO NPAaBUIbHBIX
O0TBETOB COCTaBUIO 4,4 + 0,84. ITO B CBOIO OUYepenb TOBOPUT 00 ajieK-
BAaTHOCTY MCIIONIb3YEMOTO MUHCTPYMEHTapHsI.

Cpenu orpaHM4YeHMI1 JaHHOTO UCC/IEAOBaHNA ABAETCA JOBOIbHO
MasieHbKasi Bbibopka 13 10 cmoprcmeHoB-60p10B. B manbHeitiem st
YTOYHEHUs Pe3yIbTaTOB Mbl IIJITaHMPYeM PacIIMpPUTD UCCIef0BATENb-
CKy10 BBIOOpPKY. II0CKONIBKY YpOBEeHb MacTepcTBa OOPIIOB BOTBHOTO
CTWJISA, C OJHOJ CTOPOHBI, CBSI3aH CO CIIOCOOHOCTBIO K aHTUI[MIALINIA,
HO He OIpefeNsAeTCs €10, TO Mbl He MOYKeM YTBep)K/1aTh, YTO Hallla Me-
TofiuKa OyzeT s deKTUBHA BO BCeX C/TydasX. AHAJOTMYHBIX METOAMK
B INTepaType Mbl He BCTPeYan.

3aknwouerue. B HacTosAI el paboTe HAMM IIpeJIaraeTcsi HOBBIN
METOIOIOTMYECKUI TOAXOJ, K OLjeHKe IIPOQeCcCHOHATbHOIO MacTePCT-
Ba 60PLIOB BOJIBHOTO CTWJ/IS, OCHOBAHHBIII HA UCIIO/Ib30BAHUY CUCTEMBI
BUPTYaIbHOI peanbHOCTH. [IpoBenenHas anpobanus Ha 10 6oprax
BOJIbHOTO CTWJIA ITOKa3aa afleKBaTHOCTb MCIOIb3YeMOTO NHCTPYMEH-
Tapys I OLIEHK) YPOBHS MacTepCTBa CIIOPTCMEHOB-00PIIOB.
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