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Annomayusa. KubepcropT B OCIEIHIE TOIbI IPEBPATHIICS B INTOOATEHOE COIMAIFHO-3KOHOMITYECKOE U KYIIBTYp-
HOE SIBIICHUE, TPU3HAHHOE B PSC CTPaH O(QUIHATLHBIM BHIOM criopTa. COBpeMeHHbIEe AUCIIUILTHHBI TIPEABSIBILIIOT K
UTPOKaM KOMIUIEKCHBIE TPpeOOBaHMUS, BKIIIOYAOLIHE BBICOKYIO CKOPOCTh CEHCOMOTOPHBIX PEaKLMUi, yCTOMYMBOE BHU-
MaHHue, MTHOBEHHOE MPUHSTHE PEIICHUH 1 KOMaHAHYIO0 KOOPAMHALIMIO. B OTIIMUMe OT TpaJuiIMOHHBIX BUIOB CIIOPTA,
B KHOEPCIIOpTE KITIOUEBYIO POJIb WTPAOT KOTHUTHUBHBIC U TICHXO(DH3UONIOTUICCKHAE PECYPCHI, a TAKKE CIIOCOOHOCTH
K JUTHTEIIFHOMY TTOIICPKAHHUIO ONTUMABHOTO YPOBHS aKTHBALIMY HEPBHOH CHCTEMBI IIPH MUHUMAIEHOH MOTOPHOU
akTuBHOCTU. Llenb paboTsl — 00001IeHNEe U KPUTHUECKHUI aHAIN3 COBPEMEHHBIX TaHHBIX O HEMPO- U ICUXO(PH3HUOIO-
THYECKUX OCOOCHHOCTAX KHOECPCTIOPTCMEHOB B COPEBHOBATENBHON JiesiTensHOCTH. O030p BBITIONHEH B (hopMare Hap-
PaTHUBHOTO aHAJM3a C EMEHTaMH CUCTEMATU3AIMK UCCIICIOBaHMM, OIyONIMKOBaHHBIX B Tiepron] ¢ 2007 mo 2024 ro.
[ouck muTEepaTyphl POBOAMIICS B MEKIYHAPOTHBIX M POCCHICKUX HAyYHBIX 0a3ax JAHHBIX. VCIOIb30BAICH KOM-
OMHALMK KITIOYEBBIX CJIOB HAa aHIIMICKOM U PYCCKOM si3bIkax. B 0030p Bomwm 48 pabot, KoTopble ObLIM OTOOPaHbI 110
3apaHee Onpe/IeTIeHHBIM KPUTEPUSIM BKIIFOYCHHS U UCKITtoueHus. Helipodusnonoruueckuit mpoduinb kubepcrnopreme-
HOB XapaKTepU3yeTcsl MOIYILIIMCH alb(a- 1 TeTa-pUTMOB MIEKTPOHIIe(haIOrpaMMBI, ONITHMH3AINEH TTapaMETPOB BbI-
3BaHHBIX TTOTCHIINAJIOB, YCHIICHHOH (DYHKIHMOHAIBHON HHTETpanueil (ppoHTO-TTapHeTaTbHBIX H TEMEHHO-3aThIIOYHBIX
ceTeil, a Takke CTPYKTYPHBIMU M3MEHEHUSIMH 0eJIoro BellecTBa, MOBBILAIOIMME 3((GEKTUBHOCTH nepenadn uHhop-
manun. [Ierxodusronorndeckre 0COOCHHOCTH BKIIFOYAIOT BBICOKYHO BapHaOEIbHOCTh CEpIEYHOTO PUTMA B TOKOE,
0oree PKOHOMIYHYIO CHMIIATUYCCKYIO aKTUBAIMIO, YCKOPEHHOE BOCCTAHOBIICHHUE TIOCIIC HATPY30K, ONTHMU3HPOBAH-
HYIO TOPMOHAJIBHYIO PEaKTHBHOCTh M YCTOWYMBOCTH K COLIHATBHBIM W COPEBHOBATEILHBIM CTpeccaM. BhIIBICHHbIC
MapKepbl MOTYT CITyXHUTh OCHOBOM /IS Pa3paOOTKH KOMIUIEKCHBIX MaHeIei MOHUTOPHHTA TOTOBHOCTH, OOBEKTHBHBIX
KpUTEPHEB 0TOOpA U TIEPCOHATM3UPOBAHHBIX TPEHUPOBOYHBIX MPOTOKOJIOB.

Knroueswle cnosa: xubepcnopmemenvl, Hetipoghuzuonocuyueckuti npoguns, CUXopu3uoIocuiecKue xapaxme-
PUCMUKU, KOZHUMUBHbLE YHKYUU, YCIMOUYUBOCTb GHUMAHUS, A0Anmayus K Cmpeccy
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Abstract. In recent years, esports has evolved into a global socio-economic and cultural phenomenon,
officially recognized as a sport in a number of countries. Modern disciplines place complex demands on players,
including quick sensorimotor reactions, sustained attention, instant decision making, and team coordination.
Unlike traditional sports, esports relies primarily on cognitive and psychophysiological resources, as well as
the ability to maintain an optimal level of nervous system activation over extended periods with minimal motor
activity. The purpose of the study was to systematize and critically analyse current data on the neurophysiological
and psychophysiological characteristics of esports players during competitions. The review was conducted as
a narrative analysis with elements of systematization of research published between 2007 and 2024. Literature
search was performed in international and Russian scientific databases. Combinations of keywords in English
and Russian were used. A total of 48 studies meeting the inclusion and exclusion criteria were analysed. The
neurophysiological profile of esports players is characterized by the modulation of alpha and theta EEG rhythms,
optimization of event-related potential parameters, enhanced functional integration of the fronto-parietal and
parieto-occipital networks, as well as structural changes in the white matter that improve information transmission
efficiency. The psychophysiological features of esports players include high resting heart rate variability, more
economical sympathetic activation, faster recovery after exertion, optimized hormonal reactivity, and resilience to
social and competitive stress. The identified markers can serve as a basis for developing comprehensive readiness
monitoring panels, objective selection criteria and personalized training protocols.

Keywords: esports players, neurophysiological profile, psychophysiological characteristics, cognitive
functions, sustained attention, stress adaptation
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BBenenune. Kommbiorepuslii criopt (kubep-
CIIOPT), NPEBPATUBIINCH B TIOCJIEIHUE TOIBI
U3 HUIIEBOTO YBIEYEHHUS B II0OATBHOE COIH-
aJbHO-3KOHOMUYECKOE U KYJIBTYpHOE SIBJICHUE,
cTaj B psJe CTpaH O(QHUIMAIbHBIM BHIOM CIOP-
Ta, BKJIIOYEHHBIM B TPOTPaMMbl HAIIMOHAIBHBIX
COpTUBHBIX (eaepanwii [1, 2]. Tak, mo JaHHBIM
MexayHapoaHoi Qenepanun KubepcmopTa, K
2024 rony 601ee 60 cTpaH npuU3HAIN TaHHBIN BU]T
CIopTa Ha TOCYAapCTBEHHOM ypoBHE. Ero mupo-
Bas ayAUTOPHS — JIIOAH, IPOSBIAIOLINE HHTEPEC
U HEMOCPEACTBEHHO NPHHHUMAIOIINE ydacTHE B
TypHUpax, — npesbicuia 500 MIH 4es., 4yTo co-
MOCTAaBUMO C TIOMYJISPHOCTHIO COPEBHOBAHUH 110
TpaJMIIMOHHBIM BUJAM criopTa [2, 3].

CoBpeMeHHbIE KHOEpCHOPTUBHBIE IHUCIU-
MJIMHBI — OT IyTepoB OT mepBoro juna (FPS)
0  MHOTOIIOJB30BAaTEIbCKUX  OHJIAHH-apeH
(MOBA) — ipeapsBISIOT K UTPOKaM KOMILIEKC-
Hble TPeOOBaHUS, COYETAIOMIME BBICOKYIO CKO-
POCTb CEHCOMOTOPHBIX peakIHi, YCTOWYHUBOE
BHHMaHWE, MTHOBEHHOE MPHUHSITHE PEHICHUU U
KOMaHJIHY10 KoopauHaiuio [4-8]. B otnuuune ot
TPaJULIMOHHBIX BU/IOB CIIOPTA, IJ1€ JOMUHUPYET
¢dusnyeckas Harpyska, B KuOepcrnopTe Kiroye-
BYIO POJIb UTPAIOT KOTHUTHUBHBIE M TMCUXO(DU3MU-
OJIOTUYECKHE PEeCcypchl, a TaKKe CHOCOOHOCTH
K JUIUTEIBHOMY MOAJEP)KaHUI0 ONTHUMAJIbHOIO
YPOBHSI aKTUBAIIMU HEPBHOW CUCTEMBI MPU MH-
HUMaJbHOM MOTOPHOM akTUBHOCTH [9—14].

AKTyanbHOCTb U3y4EeHUSI HEHPODU3UOIOTHIE-
CKUX M TICUXO(H3HOIOTUYECKHX XapPAKTEPUCTHK
KHOEpCIOPTCMEHOB 00YCJIOBIEHA HECKOJIbKUMU
dakropamu. Bo-mepBbiX, pocT npodeccruoHanm-
3alMM ¥ KOMMeEpUHaNIu3auuu TpedyeT HaydyHO
000CHOBAaHHBIX MOJXOJOB K MOATOTOBKE, aHAJO-
TUYHBIX TE€M, YTO MPUMEHSIOTCS B OJMMIUHCKUX
Bujax crnopra [2, 15-17]. Bo-BropsIX, AiuTeb-
HbI€ WUIPOBBIE CECCHUM W BBICOKAsl KOTHUTHBHAs
Harpys3ka MOTYT NPUBOIUTH K ClEUU(PUUECKUM
dbopmaMm yTOMIIEHHUS, CTPECCY U PUCKaM IS 3710-
POBbsI, BKIIIOYas HAapyIIEHUS CHA, 3PUTEIHLHOTO
U ONOpHO-JBHUraTesnbHoro ammapara [3, 18-20].
B-tperbux, nmoHnManue (pU3HOIOrMUECKHX Map-
KEpPOB YCIEIIHOCTH U YCTOWYMBOCTU K CTpECCy
OTKpBIBA€T BO3MOXHOCTH ISl pa3pabOTKU 00b-
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EKTHBHBIX KPUTEPHEB 0TOOpa M1 MOHUTOPUHTA CO-
CTOSIHMSI UTPOKOB [21-26].

Kubepcoprcmensl mpencraBistor coOoi
YHUKAJbHYIO MOJENb ISl U3YUCHHS B3aUMOICH-
CTBHSI KOTHUTHBHBIX, HEUPO(PU3NOIOTHYECKUX U
MICUXO(PHU3UOTOTHIECKUX TPOLIECCOB B YCIOBHUIX
BBICOKOW HMH()OPMAIIMOHHOW W AMOIMOHAIHHOM
Harpy3ku [6, 9]. UccnenoBanust 1eMOHCTPUPYIOT,
YTO yKa3aHHBIC MMPOIECCH Y MPodecCuoHaIbHbBIX
YYaCTHUKOB KHOEPCIIOPTHBHBIX COPEBHOBAHUI U
HaYuMHAMOIMMX oTmdaroTes [21, 23, 26-28]. OnHa-
KO, HECMOTPSI Ha POCT YMCIIa SMIIUPHUYECKUX pa-
00T, TaHHBIE OCTAIOTCS (PparMEHTAPHBIMU: HCCIIE-
JIOBAaHUS PA3IMYAIOTCS IO METOJaM PErHCTPaIlHH,
aHpaM Urp, YpOBHIO COPEBHOBATEIBHOM Cpeabl U
KPUTEPHSIM OTOOpa YYaCTHHKOB. DTO 3aTPyIHSET
(dbopMHpOBaHHE €IWHOW KAPTHHBI U OTPAHUYH-
BaeT BO3MOXXHOCTH IMPAKTUYECKOTO MPUMEHECHUS
pe3ynbTatoB B OTOOpE HUIPOKOB, MOHHUTOPHHIE
3P PEKTUBHOCTH MX TPEHUPOBOYHOTO TpoLecca U
cocrosiaus [2, 29, 30].

enp nactosimero o03opa — o0oOmIeHHE U
KPUTUYECKUI aHalM3 COBPEMEHHBIX JaHHBIX O
HEHpo- U MCuXo(pU3nOIOTHIECKUX 0COOSHHOCTSIX
KHOEpCIIOPTCMEHOB B COPEBHOBATENIbHOM Jesi-
TEBHOCTH.

O0630p BBITIOTHEH B (hopmare HApPaTHBHOTO
aHaJIM3a C JIEMEHTAaMH CHUCTEMaTH3allH JTaHHBIX,
oryOnukoBaHHbIX B niepuoa ¢ 2007 mo 2024 rox.
[Touck nmuteparypbl MPOBOAMIICS B MEXKIyHApPOI-
HeIX 0azax PubMed/MEDLINE, Scopus, Web of
Science, PsycINFO u Google Scholar, a Taxxke
Ha poccuiickux miargopmax eLIBRARY.RU wu
«KubepJlenunka». Mcnonp3oBanuck KoMOMHALINN
KITIOUEBBIX CJIOB HAa aHTIMHCKOM (esports, profes-
sional gamers, neurophysiology, psychophysiol-
ogy, EEG, ERP, HRYV, cortisol, stress reactivity, eye
tracking, cognitive load) u pycckoM (kubepcropr,
podeCCHOHATTbHBIE TeMEpPbI, HEUPODU3NOIOTHS,
nicuxoduzuonorusi, D3I, BbI3BaHHBIC IOTCHIIHA-
JIbI, BAPHAOETBHOCTh CEPICUHOTO PUTMA, KOPTH30II,
CTpPECC-PEaKTUBHOCTh, OTCJICKUBAHHUE B3IIIAIA,
KOTHUTHBHASI HATPY3Ka) S3bIKAX.

[TepBuunblii TOoMcK BhIsIBUA 112 myOnuka-
LM, COOTBETCTBYIOLIUX TeMaTuke o0O3opa. Ilo-
cie yaaneHus TyOnMKaToB, aHAIM3a aHHOTALUN
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U TIOJIHOTO TEKCTa MO KPUTEPUSM BKIIOUEHUS/
WCKJIIOYEHHUsl B UTOTOBBIA aHaiu3 Bouuin 48 wuc-
cienoBaHuid. Kputepun BKIIIOYEHHUS B BBIOODKY:
ydacTue NpodecCHOHANBHBIX WM MOJIyIpodec-
CHOHAJIbHBIX KHOEPCIOPTCMEHOB; OOBEKTHUBHBIC
METO/IBl PETHCTPAIH HEUPOPHU3UOTOTHUECKIX
(anexTposHnedanorpapuss  (33I°), BEI3BaHHBIC
NOTeHIUANbI, OKynorpadus, (yHKIHOHATbHAS
KOHHEKTUBHOCTH) U MCUXO(PHU3UOIOTHUYECKUX (Ba-
puabenbHOCTH cepaeuHoro purma (BCP), koxHo-
ranpBanndeckas peaknus (KI'P), ropmonanshbie
MapKephl) MOKa3aresiei; yCloBUS peaJbHOro CO-
PEBHOBAHUS WIM BaduaAHON nMutauuu. Kpurepuu
UCKJIIOYEHUS: paboThl, OCHOBaHHbBIE TOJIBKO Ha
CaMOOTYEeTaX; UCCIEOBAHNS C PEKPEAllMOHHBIMU
UTrpOKaMH 0€3 COPEBHOBATENILHOIO OIbITA; MyOIH-
Kaluu 0e3 YeTKOH oneparoHaIn3aliil COPEeBHO-
BaTeJIbHOW HArpy3KH.

CuHTE3 AaHHBIX IPOBOJMIICS 10 JIByM TEMAaTH-
YeCKUM OJIoKaM (HeHpO(HU3HOIOTHIecKHe U MCH-
X0(U3HOJIOTUYECKUE XaPAKTEPUCTUKHU) C BbIIETIe-
HUEM YCTOHMYMBBIX W BapUATHBHBIX NMATTEPHOB B
3aBUCHUMOCTH OT YPOBHSI MacTepCTBa KHOEpCIop-
TCMEHOB.

duzunosornyecknii npoduiab kudepcnop-
TcMeHOB. VcciienoBaHus NMOCIEIHUX JIET IOKa-
3BIBAIOT, YTO y KHOEPCIIOPTCMEHOB (pOPMHPYETCS
YHUKQJIBHBIH TPOQWIb HEWpO)HU3MOIOTHIECKOM
AKTUBHOCTH, BKJIIOUAIOIIUHN crieln(PUIECKy0 MO-
oynsanuio anb(a- U tera-putMoB D3I, ycuien-
HYI0 (DpOHTO-TIApHETATBHYI0 (YHKIIMOHAIBHYIO
KOHHEKTUBHOCTbh U ONTHMU3UPOBAHHBIE 3PUTEIIb-
HO-OKYJIOMOTOpHBIE cTpareruu [6,21,28,31]. Otu
O0COOEHHOCTH OTpPaXaroT AJANTAIMI0 LEHTPalb-
HOW HEPBHOW CHUCTEMBI K YCIOBHUSAM BBICOKOW WH-
(opMallMOHHOW IJIOTHOCTH M HEOOXOAMMOCTH
MI'HOBEHHOW TNepepabOoTKH CEHCOPHBIX CUTHAJIOB
[7, 8, 10].

[MapannensHo, TCUXO(PHU3HOIOTHIECKHE HC-
clefioBaHus (UKCHPYIOT Y OIBITHBIX HIPOKOB
6onee Boicokyto BCP B cocTtosiHuu mnokosi, 6osee
OBICTpBIN BO3BpaT K 0a30BBIM 3HAYECHUSIM I10CIIE
CTPECCOBBIX 3MU30[I0B U MEHBIIYI aMIUIMTYLY
TOPMOHAQJIBHOTO OTBETa Ha COPEBHOBATENIbHBIC
cTpeccopsl [22-25, 32]. OTu JaHHbIE COOTHOCSATCS
C KOHLIENIUEH alalTUBHON CTPECC-PEAKTUBHOCTH,

COIVIaCHO KOTOPOi1 ONBITHBIE CIOPTCMEHBI — BKITIO-
qasi KHOEepCIOPTCMEHOB — IEMOHCTPUPYIOT Oojee
HSKOHOMHMYHOE BOBJICYEHHE CUMIIATUYECKOW HEPB-
HOW crucTeMBbI U Oosiee 3 PEeKTUBHYIO TTapacuMIIa-
TUYECKYIO PETYJSILUI0 B YCIOBHIX BBICOKOW CO-
peBHOBaTenbHOM Harpy3ku [6, 18, 33].

CBexxue aaHHBIE IOKAa3bIBAIOT, 4YTO KIKOUE-
BBIMH CTPECCOpPaMU B KHOEPCIIOPTE SIBISIOTCS HE
TOJIBKO nepdoMaHc-cTpece (AaBleHUE pe3ylbTara,
PHUCK TIOpasKeHUs), HO M COIMAIILHBIE CTPECCOPHI,
YHUKaJIbHBIE JUTSI TTUGPOBOM Ccpembl: MmyOnmmaHast
KPUTHKAa B COLMAJIbHBIX CETSAX, TOKCUYHOE IIO-
BEJICHHE B 4aTe, BOCHPUATUE OOJENbIIUKAMU U
Mmenua [34-36]. Otu pakTopsl yCUIMBAIOT KOTHU-
THUBHYIO U SMOIIMOHAJIBHYIO HAarpy3Ky, a UX (QH3u-
OJIOTUYECKHUE KOPPEIATHI — yUYallleHUEe CEpAECYHOIO
pUTMa, pOCT IPOBOJUMOCTH KOXKH, U3MEHEHUS B
naTTepHax IbIXaHUs — QUKCUPYIOTCS J1aXe B Tpe-
HUPOBOYHBIX YCIIOBUSX, €CIIM OHU UIMUTUPYIOT CO-
peBHOBATENBHYIO 00CTaHOBKY [19, 33].

B nocnennue roawl mccienoBatenu yAENsSIOT
ocoboe BuumManue BCP kak nHankaTopy aBTOHOM-
HOMW PeTyIISILNU U CTPECcC-peaKTUBHOCTH B KUOEp-
cnopre. Ilokazano, uro BCP uyBcTBUTENBHO OT-
pakaeT IMHAMUKY CTpecca B XO/I€ MaTda, OJHaKO
uHTepIpeTanus TpeOyeT ydeTa KOHTEKCTa UTpo-
BBIX COOBITHI M MHIUBHUIYaJIbHBIX 0COOCHHOCTEN
[37]; BBIABIIEHO, YUTO BO BpEeMs COPEBHOBATEIILHON
AKTUBHOCTH TPOMCXOIUT 3HAYUMOE CHIKEHHUE
SDNN, RMSSD u pNN50 o cpaBHeHuI0 ¢ npea-
MaT4eBbIM YPOBHEM, YTO YKa3bIBACT HA YCUIICHHE
CUMIIaTUYECKOM AaKTUBHOCTH M CHIKEHHUE Mapa-
cummarudeckoro Biusinus [37]. MHTEpecHO, UTO
BCP He TonbKO OTpaxkaeT ypoBeHb (U3HOIOTHYE-
CKOTO BO30YKJICHHS, HO U MOXET OBITh CBSI3aHA C
KOTHUTHUBHOW MPOTYKTHUBHOCTBIO. YCTaHOBIIEHO,
YTO y KHUOEpCIOPTCMEHOB, NpPOIIECIIINUX 6-He-
JIeNIbHYI0 TPEHUPOBKY, HAOMIOAAINCH YIydIlIeHHE
pesynbraToB Tecta CTpyna M napajuleibHble H3-
MeHenus BCP, ykasbiBaroniye Ha JOMUHUPOBAHUE
MapacuMIIaTHYECKOM aKTUBHOCTH B MOMEHTBI KOT-
HUTUBHOIO yiyduieHus [38]. OT1o moarsep:kaaet
TUIIOTE3y O TOM, YTO ONTHUMAaJIbHas aBTOHOMHAas
perynsust  ciocodctByer Oosee A (HEeKTUBHOM
00paboTke MHPOPMALMK U TPUHATUIO PELICHUM.
[TapannensHo, SHAOKPUHHBIC UCCIIEIOBAHUS (DUK-
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CHPYIOT YMEPEHHbIE, HO BOCIIPOU3BOIUMBIE HU3MeE-
HEHUsl YPOBHSI KOPTH30ja B OTBET HAa COPEBHOBA-
TEJBHBIE CTPECCOPHI. Y ONBITHBIX UTPOKOB IHKH
KOpPTH30J1a BBIPAXKEHBI clladee, YeM y HOBUYKOB, a
BOCCTAHOBJIEHHUE 70 6a30BOr0 ypOBHSI IPOUCXOAUT
osicTpee [20, 22]. D10 comnacyercs ¢ KOHIeTIHen
SKOHOMHUYHOTO CTPECC-0TBETa, MPU KOTOPOM (H-
3HOJIOTMYECKask CUCTEMA aKTUBUPYETCSl POBHO Ha-
CTOJIbKO, YTOOBI 00€CIIEUNTh MAKCUMAJIBbHYIO MPO-
U3BOJUTEIBHOCTD, HO HE NIEPErpy3UTh OPTaHU3M.

B coBokynHOCTH yKa3aHHBIE JJaHHBIE IEMOH-
CTPUPYIOT, YTO KHOEpPCHOPTCMEHBI (POPMUPYIOT
crerupuUeckuii  PU3NOJOTHYECKUI  MpOQuIIb,
BKJIFOYAFOILU:

— aJalTHBHYIO MOAYJSALUIO AKTUBHOCTHU BETe-
TatuBHOW HepBHOU cuctembl (BCP, wactora cep-
neunbix cokpaienuii (UCC));

— ONTHUMHU3HUPOBAHHYIO0 TOPMOHAIBHYIO peak-
TUBHOCTbH (KOHIICHTPALIHS KOPTH301a);

— KOTHUTHUBHO-(U3UOIOTUIECKYI0 CHHXPOHH-
3auuio (cBsi3b BCP ¢ ynmyumienneM BHUMaHUS U
CKOPOCTHU PEAKIIIH);

— YCTOMYMBOCTB K COLMAIBHBIM U COPEBHOBA-
TEJIbHBIM CTPECCOpPaM.

Heiipopusnosornueckuii npopuip Ku-
OoepcnoprcmeHnoB. JlanHblil npoduns Gopmupy-
€TCS TIOJT BO3JICHCTBHEM BBICOKHUX TPEOOBaHMIA K
CEHCOMOTOPHOM HWHTErpaluu, CEIeKTUBHOMY U
pacnpeieIecHHOMY BHUMAaHUIO, HCIIOJHUTEIIbHO-
My KOHTPOJIO M OBICTPOMY TPUHSITHIO PEIICHUN
B YCJIOBHAX CEHCOPHOM NEperpy3kd M >KECTKHX
BPEMEHHbBIX OrpaHudyeHnid. OH BKJIIOYAaeT BOC-
MIPOU3BO/IMMbIE U3MEHEHUSI CHEKTPAJIbHBIX U BBI-
3BaHHBIX KOMIOHEeHTOB D3I, mokazarenu (yHK-
LIMOHAJIbHOW CBSI3HOCTH KOPKOBO-IIOJKOPKOBBIX
ceTeil, a TakXkKe CTPYKTYPHO-CETEBBbIE MapKephbl
sapdexTuBHOCTH Nepeaaun uHpopmanuu. Orede-
CTBEHHBIE U 3apyOexHble 0030pbl MOAUYEPKUBAIOT
HEOOXOTUMOCTh HHTETPAlMH MHOTOKAaHAJIbHOU
ODI, perucTpauuu BbI3BAHHBIX MOTEHIHAJIOB
(BII), MmeTon0B HEHpOBU3yaIU3allUd U COPEBHO-
BaTENIbHO-BAJIMIHBIX MApaJAUTM ISl 00BEKTHBHON
OIIEHKHU ITHX XapaKkTepucTuk [2, 9]. Takoit monxon
OTpakaeT COBPEMEHHYIO TEHACHIIMIO ITEPeXoia OT
M30JIMPOBAaHHBIX TMOBEACHUYECKUX IOKa3zaTesnend K
OGrOMapKepHOH OLICHKE, IO3BOJISAIONIeH (PUKCHPO-

BaTh KaK PAHHIOIO CEHCOPHYIO (PMIBTPALIMIO, TaK U
Me30MacIITa0HYI0 OPraHU3alMIo CeTel BHUMAHUS
U KOHTPOJIAL.

B cnekrpanbHbix xapakrepuctukax OO y
KHOEpCIIOPTCMEHOB TUITMYHO HAOII0aeTCsl BhIpa-
YKEHHOE MojiaBieHne anbgpa-purma (8—12 ') B 3a-
TBIJIOYHO-TEMEHHBIX 00JaCTSAX MpPU BBINOTHECHUN
BU3yaJIbHO HarpyKEHHBIX UTPOBBIX 3a/1a4, YTO MH-
TEPIPETUPYETCS KAK MHAEKC AKTUBHON CEHCOPHOM
00paboTKM U CeNIeKTUBHOTO BHUMaHus [9, 22, 38].
VY UrpoKoB BBICOKOTO YPOBHSI aiib(a-1oJaBicHIe
COIPOBOXKIAETCs 0oJiee yCTOWYMBON Mexo0macT-
HOM KOOpIMHAIMEe B TEMEHHO-3aThUIOUYHbIX HET-
TsIX, 0OecreynBaroIell MHOXKXECTBEHHOE CIIeKe-
Hue 1 9 (HEeKTUBHBIN BU3yaIbHBIN TOUCK [1, 2, 6].

dpoHTOMETMATBHAS TETa-aKTUBHOCTH (4—7 ['11)
BO3pacTaeT NpU BBIMOJIHEHUH 33/a4, TPEOyIOIUX
WCTIOJTHUTEIHFHOTO KOHTPOJISl, MOHUTOPUHTA KOH-
(IIMKTOB M EPEKITIOYCHNS] BHUMAHUS; Y OTIBITHBIX
KHOEpCIIOPTCMEHOB 4acTo (ukcupyercst Ooiee
SKOHOMMYHAs TeTa-JUHAMHKA IPU COMOCTAaBUMOM
s¢dexruBHOCTH noBeaeHus [12, 39, 40]. Jlecun-
xpoHm3amus Mio-/6era-purmoB (13-30 I'r) orpa-
KAaeT CEHCOMOTOPHYIO MNOJATOTOBKY, NPEAUKTHUB-
HO€ TUIAHUPOBAaHUE JBM)KEHUN U ONEPEkKarolIyIo
MOTOPHYIO MPOTPaMMYy, YTO OCOOCHHO BBIPAKEHO
B muctmminHax tuna FPS [12, 34, 40]. B urpax
C BBICOKOW CKOPOCTBbIO COOBITUH JIOKaJbHasl TaM-
Ma-CUHXPOHU3alUsl MOJJIEP)KUBAET BPEMEHHYIO
WHTETPAINI0 CEHCOPHBIX M MOTOPHBIX MPEACTaB-
nenwnii [41, 42].

Hannbie BII-ncciaeqoBanuii MokasbIBaloOT, YTO
y OIBITHBIX UIPOKOB KoMmmoHeHTel P1/NI1, ot-
pakallue PaHHIOW CEHCOPHYIO (UIBTPAIHIO,
AMEIOT OOJBIIYI0 aAMIUTUTYAy M CTaOMIBHOCTD,
YTO CIOCOOCTBYET MOAABICHUIO HEPEIeBaHTHBIX
CTUMYJIOB B YCJOBHSAX BBICOKOM IUIOTHOCTH BHU-
3yanbHOM uHpopmanuu [4, 35]. Komnonent P300
(P3a/P3b), cBsa3aHHBII ¢ OOHOBJIICHHEM KOHTEKCTa
U TepepacrpeseieHueM pPeCcypcoB BHUMAHHUS, Y
KHOEpCIIOPTCMEHOB XapaKTepU3yeTcsl COKpalIeH-
HOM JIaTEHTHOCTHIO M aJallTUBHON aMILIUTYIOMH,
YTO yKa3bIBa€T HAa yCKOPEHHYIO MepepaboTKy 3Ha-
YUMBIX COOBITHH M Oosiee OBICTPYIO MOATOTOBKY
oreta[10, 11,27, 28]. B FPS-konTeKCcTax cHMXKe-
Hue aMminTyasl P300 npu pocTte Harpy3ku UHTEp-
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NPETUPYETCsl KaK IepepacrpesiesieHHe pecypcoB
B II0JIb3y CEHCOMOTOpHOW mneriu [28]. B menom
BII-ipodmins yka3piBaeT Ha yiydIIeHne KOHTPOJIS
BHUMaHUs, Oosee 3pPeKTHBHYI0 00pabOTKy pere-
BAaHTHBIX CTUMYJIOB U MOJIaBJI€HHUE OTBJICUCHHUIA [4,
12, 13].

Mertonpl (pyHKIIMOHATBHON HEWPOBU3YyaIH3a-
i (QyHKIMOHANIbHAs MAarHUTHO-PE30HAHCHAS
tomorpadust (pMPT), D3I'-korepeHTHOCTh) Jie-
MOHCTPUPYIOT YCHJICHHYIO WHTETPAIHIO J0pCalb-
HOW CETH BHUMAHUSA M CETH MCIOIHUTEIBHOTO
KOHTpOJIs ((hpOHTO-TIapUeTaTIbHBIE KOHTYPBI), 00e-
CIEYMBAIOLIYI0 OBICTPBII BBIOOP peleBaHTHOM MH-
dbopmarum 1 monaBieHue oTeieueHuit [6, 12, 38].
VY mpodeccrHoHATBEHBIX KUOEPCIIOPTCMEHOB  OITH-
canbl Oojee KOMITaKTHbIE KOH(Urypauuu (QyHK-
LIMOHAJIBHOW CETH C MOBBILIEHHON JIOKAIBHON U
MEeKy3710BoH 3(P(PEKTUBHOCTBIO HA Me30MaclITad-
HOM ypoBHe [27, 43]. YriyOneHue CBS3HOCTH B
TEMEHHO-3aTbUIOYHON TIO/ICETH YCKOpSET mepena-
4y 3pUTEIbHON MH(pOpPMAIMK K y3JIaM IpOCTpaH-
CTBEHHOTO BHUMAaHUS ¥ IITAHUPOBAHUS JBYKEHHIA,
MOBBIIIAST TOYHOCTh M CKOPOCTh peakiuu [9, 36,
38]. MonenupoBaHue JUHAMUKHA BCETO MO3Ta I0-
Ka3bIBAET, YTO KOHHEKTOMBI OTIBITHBIX UTPOKOB 00-
JIAJIaI0T MOBBIIIEHHON YCTOMYMBOCTBIO B ITYMHBIX
YCIIOBUSIX M JIy4IINM OTHOIICHHEM «CHUTHAJ/IIIyM»
B TEMEHHO-3aThUIOUHBIX METIAX; Pa3auuus (QyHK-
IMOHAJIHON CBSI3HOCTH YCHIIUBAIOTCS TI0 MEpe po-
CTa BHeIlIHEeH cTuMyJssinuu [26, 43].

Hannapie 1udPy3nOHHO-TCH30PHON BH3YyaJH-
zaruu (JITB) cBuaeTenbCcTBYIOT, YTO JIsl OTIBIT-
HBIX UrpokoB B RTS xapakTepHbl MOBBILICHHOE
KOJIMYECTBO MPOBOIAIINX ITyTEH O0ro BemecTna
MEX/y 3aTbUIOYHBIMH U TEMEHHBIMH OOJIACTSIMHU
U BHYTPH 3aTBUIOYHBIX 00JacTel, a Takxke h3Me-
HEHUS JIOKAIbHON 3(PPEKTUBHOCTH B TEMEHHO-3a-
ThulOuHOM moacetu [24, 36]. IlokazaHbl cBs3U
NPEeATPECHUPOBOYHON apXUTEKTOHUKU OENoro Be-
IECTBA C YCIEUIHOCTBIO OCBOCHMSI CIOXKHBIX Ha-
BbIKOB B RTS-tpenunre [3, 15, 17, 25]. Kpome
TOTO, OTHCAHbI aCCOIMUPOBAHHBIC M3MEHEHUS B
npeQpOHTATBHBIX, TUMONIECKUX U CEHCOMOTOP-
HBIX CETAX, MOAJAEPKUBAIOIINX UHTEIPAL[UI0 BHU-
MaHHs, MOTUBALMU U MOTOPHOTO IUIAHWPOBAHUS
[9, 40].

KanpoBas cnenuduka HeHpoPU3NOIOTHU-
YECKHUX MaTTEPHOB BBHIpakKeHa OTYETIWBO. B
FPS-muctummmHax JOMUHHPYIOT OBICTPBIE CEHCO-
MOTOpHBIE NETIH, BBIPAXKEHHOE ajb(a-1nojaBie-
HUE, MI0-/0eTa-1eCUHXPOHU3alUs U YKOPOUCHHAs
nateHTHOocTh BIl Ha peneBaHTHBIE 1esd; IMOBe-
JIEHYECKH OTMEYAETCs YJIy4lIeHHEe KOTHUTHUBHOU
rMOKOCTH W pabouel mamsITH HpPH OTCYTCTBHU
3HaYMMOI0 YCHJIEHUSI TOPMOXKEHHsSI OTBeTa [4,
11, 12]. Jns urpoxkoB B RTS/MOBA xapakrepHO
ycuneHne (ppoHTOMeTHaIbHON TeTa-aKTUBHOCTH,
TEMEHHO-3aThIJIOYHON KOT€PEHTHOCTH U WHIEK-
COB MHOKECTBEHHOTO CJICKEHHUS; TOBEICHYECKHU —
TydIiee TMepekioueHre 3a/1a4 1 MHOTOKaHaJIbHas
obpabotka oowekToB [6, 10, 15, 36]. C poctom
UTPOBOTO OIBITA YCUIIUBAeTCs ceTeBasi 3 (HEeKTHB-
HOCTH ((hpOHTO-TIapHeTaIbHble U TEMEHHO-3aThl-
JIOYHBIE IOJICETH), HAOIIOJAeTCs SKOHOMH3AIM
CIIeKTpanbHbIX U BII-maTTepHOB ITpU COXpaHEHUN
WY TIOBBILICHUH MTOBEJCHYECKOH AP PEKTUBHOCTH
[36, 40, 43].

B wuHTErpaTuBHBIX HCCIIEIOBAHUSAX C UC-
II0JIb30BAHMEM BBIYMCIUTEIBHOIO MOJAEINPOBA-
HUS [T0KAa3aHO, YTO MOJYIMIUPUYECKUE MOJIEIH,
napaMeTpU30BaHHbIE CTPYKTYPHOH CBS3HOCTBIO
U BaJWJMPOBAaHHBIE IO KOMaHAaM HUrpbl Street
Fighter, BBISBISIFOT y ONBITHBIX UTPOKOB ME30Mac-
mTaOHYI0 MHTErpalMio C IMOBBIIIEHHON JIOKab-
HOM CBSI3HOCTBIO B JIOOHBIX, TEMEHHBIX U 3aThLJIOYU-
HBIX 00J1aCTsX; pa3auuus Haubosiee BHIPAXKEHBI B
IIYMHBIX» pEXKUMax CTUMYIsiuu [26, 28, 33,
43]. OTu naHHBIC COTNIACYIOTCS C MPECTaBICHUS-
MU O (pU3HKE ceTeil Mo3ra, COrIACHO KOTOPBIM IO-
BbIlIeHHE 3()(HEKTUBHOCTH KOHTPOJIS IOCTUTAETCS
3a c4eT KOH(QUTyparuii, MUHIMHU3UPYIOIIUX CTO-
MUMOCTH Tepeadr HHPOPMAIH TIPU COXPAaHEHUU
Tpebyemoii TouHOCTH U ckopocTH [20, 27, 44].

C MeTomoNOoTHYeCcKOl TOYKM 3pEHUs Hau-
OOJIBIIYI0 JAMAarHOCTHYECKYIO LEHHOCTh HMEIOT
JU3aliHbl, MUMHUTHUPYIOIIUE WU BOCIPOU3BOAS-
1IMe TYPHUPHBIA KOHTEKCT (BHEIIHUE CTPECCOPBI,
TaliMepbl, pEUTHHTH), TOCKOIbKY UMEHHO B THX
YCIIOBUSX MPOSBISIFOTCS pa3inyus B IIyMOYCTOM-
YUBOCTHU M CKOPOCTU MepepadOoTKH MH(POpMaLUU
[45]. HaubGonee wuH(MOPMATHUBHBIM CUUTACTCS
MYJIBTUMOJIAIBHBIA TOAX0J, coueTaromuii 2317/
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BII, okynorpaduro, ¢MPT/ATB u cereBoii ana-
73, YTO IMO3BOJISIET CBsI3aTh PaHHHE CEHCOpPHBIE
MapKephl, TUHAMHUKY BHUMaHHsS U CTPYKTYpHBIE
npeanocbutky 3ddexruBroctu [7, 9, 36, 43].

[IpakTHueckoe 3HaUYE€HUE HTUX JAHHBIX 3a-
KITIOYAeTCsl B BOBMOXKHOCTH (DOPMHUPOBAHUS TIa-
HeJll MapKepoB Ui 0TOOpa U MOHHTOPHHTA CO-
CTOSIHUSI KHOEPCIIOPTCMEHOB: ajb(a-1oaBIeHIe
(BuzyanpHas QuibTpanus), (GpoHTOMEIHAIbHAS
TeTa-aKTUBHOCTh (MCIIOJIHHUTEIBHBIA KOHTPOJIb),
BIl-kommonentst PI/N1 m P300 (cencopHnas
¢bunbTpanus ¥ 0OHOBIICHHUE KOHTEKCTa), MIO-/0e-
Ta-pUTMBbI (CEHCOMOTOPHAsI TOTOBHOCTb), a TaKXkKe
ceTeBble MHJEKCH 3P dexTuBHOCTH ((ppoHTO-Ma-
pUETaIbHBIE M TEMEHHO-3aThUIOYHBIE I10/ICETH)
[4, 6, 10-12, 27, 36, 38, 43]. Ha ocHOBe »THX
MapKepoB MOTYT pa3pabarhIBaThCs TapreTUpo-
BaHHBIC TPEHUPOBOUHBIE MTPOTOKOJIBI: 3aJaHMs Ha
MHOXECTBEHHOE CIIE)KEHUE, BU3YaJIbHBIN MTOUCK C
OTBJICUEHUSIMU, MUKPOTAUMUHI U NPULIETUBAHUE,
TPEHUHT NEPEKJIIOYCHUS U MPUHIATHS PEIICHUN B
YCIIOBUSIX CEHCOPHOTO IITyMa; TIEPCIEKTUBHBI TIPO-
TOKOJIBI Helpoduadeka u MHTEPPEHCOB «MO3T—
KOMITBIOTEPY», OCHOBaHHBIC Ha peryisiuu P300 u
anb(a-/TeTa-akTUBHOCTH.

IIcuxodpusuonornyeckuii  npopuib K-
OoepcioprcMenoB. JlanHbI mpodmie OTpakaer
COIIaCOBAHHYIO aJalTalll0 aBTOHOMHOW HepB-
Hoii cucteMbl (AHC), 3HIOKpUHHON perynsauun
U CTPECC-PEaKTUBHOCTU K YCIOBHSIM BBICOKOH
KOTHUTUBHOW M SMOLMOHAIBHOW HArpy3KH, Xa-
PaKTEpHON JUIsl COPEBHOBATEJIBHOTO IpoIEecca.
bazosbie nokazarenu AHC B mokoe y UTPOKOB BbI-
COKOTO YPOBHS, KaK IIPAaBUJIO, CBUJETEIbCTBYIOT
0 Oospieit BarotoHnu U 6osee 3 pexTuBHON aB-
TOHOMHOM PETryJsiiMU (NOBBIIIEHHbIE UHTErPajib-
Hele MeTpuku BCP, ycroiiumBbie bIXaTeabHbIC
HaTTepHBI), YTO PACCMATPUBACTCS KaK pecype s
HOAJICPKAHNS yCTOWYMBOTO BHUMAHHS U OBICTPO-
IO BOCCTAHOBJICHUSI MEX/ly MHTEHCUBHBIMU JIIH-
301aMu Martya [45-47].

B copeBHOBaTeIEHOM peXUME OTMEUACTCs TH-
nuyHas cumnaruueckas aktuBainus (poct UCC,
CHIKEHUE OBICTPBIX BpeMeHHBIX UHAeKcoB BCP),
OJTHAKO y MpO(eCcCHOHATIOB OHA XapaKTepU3yeTcs
6os1ee OBICTPBIM BO3BPATOM K HCXOAHOMY YPOBHIO,

MEHBIIUMH aMIUTUTYI0U OTKJIOHEHHUU U (PH3HOIIO-
T'MUYECKOH 1IEeHOW Ha eJMHHUILYy UTPOBOil 3¢ (eKTHB-
HOCTH, T. €. SJKOHOMUYHBIM CTpecc-0TBeTOM [45,
47]. Otn 3 deKThl yCHITUBAIOTCS MPH BaJTHIHOM
MOJICTUPOBAHUU TYPHHUPHOTO KOHTEKCTa (COIH-
aJybHAas OICHKA, CUET, TaMep, HEONPEIETICHHOCTh
WCXO0Ja), TAC TNMCUXO(PU3NOIOTHICCKUE Pa3TUIUS
MEX/y ONBITHBIMU M MEHEE OIBITHBIMU UTPOKAMU
MPOSIBJISIFOTCST HAanOoJiee OTYeTINBO [45, 47].

KI'P B ycnoBHsIX COPEBHOBATEIBHOIO CTpECCa
OTpakaeT TMHAMHKY 00TIEero BO30YKICHHS U YMO-
[UOHAIBHOW BOBIICUEHHOCTH: Y TPO(ECCHOHATb-
HBIX KHOEPCIIOPTCMEHOB Yallle PErUCTPUPYIOTCS
OoJiee HU3KHME MUKOBBIE aMILIUTY/AbI U Oosiee Obl-
cTpeie (a3bl BOCCTAHOBICHMS, YTO WHTEPIPETH-
pyeTcs Kak Oosiee M30UpaTeIbHOE BKIIOYEHUE Be-
TeTaTMBHOW aKTHUBAIMH: K PELIAIONINM 3IU30/1aM,
a He K (POHOBOMY IIIyMY WJIM COIIMAIbHOM pazapa-
xkumoctu [47]. JlpixarenbHble TaTTepHbl JIEMOH-
CTPUPYIOT MEHBIIYIO CKJIOHHOCTh K TUIICPBEHTH-
JSAA U OOJIBINYIO BBIPAKEHHOCTH JIBIXaTEIbHOM
CHUHYCOBOW apUTMHUH, YTO OMOCPEAYET BaryCHOE
TOPMOKEHHE M CTA0OMIIN3AIINI0 BHUMAHHUS TP BbI-
COKOM Harpyske [45, 46].

B3auMoCBsI3p  ICHXO(U3UOTOTUIECKUX CHUT-
HAJOB C TIOBEJCHHWEM ONHPACTCS Ha KPHUBYIO
«paboyero BO30YKIEHUs» (ONTHMYM IO THITY
Wepkca—/loacona), rae mpodeccrHoHalbHbIe KH-
OepCIOPTCMEHBI Yalle YACPKUBAIOTCS B ONTH-
MaJILHOM KOPHIOpPE AKTHBALUHU, JIEMOHCTPHUPYS
MEHBIIIYI0 BapHaOeIbHOCTh (DU3HOIOTHIECKOTO
(oHa MpU COXpaHEHUU BBHICOKOH TOYHOCTH U CKO-
poctu pemenuii [45, 47].

Ha supnokpunHOM ypoBHE Hanbosee cTaduiib-
HBIM MapKepOM SIBJISIETCS] PEaKTUBHOCTh KOPTU30-
J1a K COPEBHOBATEIBLHBIM CTpeccopaM. Y OMBITHBIX
UTPOKOB MUKU KOPTH30J1a OTHOCHTEIILHO HUXKE, a
BOCCTAHOBJICHHE OBICTpEE, YeM y HOBHUYKOB, YTO
COMIACyeTCs ¢ KOHLIENIMEN SJKOHOMHYHOTO 3a1eH-
CTBOBaHHS THUIOTAIaMO-THIIO(PH3apHO-HAIIOUEY-
HUKOBOW OCH M CHIDKEHHEM pPHCKa W30BITOUHOU
KaTaOOJMUYECKON HArpy3Kd TPU MHOTOKPATHBIX
Mardax [47]. Bausaue conuanbHBIX M KOHTEKCT-
HBIX (haKkTOpoB (IMyOnaMYHAsi OLEHKA, MeIuifHas
OKCTIO3UIHSI, TOKCHYHOCTh YaTOB, TPAHCISILUS B
peaTbHOM BpEMEHH) yCHIIMBAECT HHAOKPUHHO-BE-
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TeTaTUBHBIE OTBETHI, MPUYEM Y MPO(PECCHOHATb-
HBIX KHOepcropTcMeHOB HalmonaeTcst Oonee
TOHKAsl MOYJISILIUSI OTBETA C MEHbBILIEH IPOTSKEH-
HOCTBIO 110 BpeMEHHU U 0oJiee BBIPAKEHHBIM 3(-
(exTOM MPUBBIKAHUS MPHU MTOBTOPHBIX IKCIIO3HIIN-
ax [47, 48].

OTH HaOMIONEHNS COTIACYIOTCS C JaHHBIMHU O
pOJIM AMOLIMOHAIILHOW PErysisilud U ICUXOpery-
JSATOPHBIX HABBIKOB (CAMOKOHTPOJb, KOMaHIHAS
KOMMYHHKAIIHS, yIpaBIeHUe BHUMAHHEM) B MO-
OyIAIUH (PU3NOTIOTHYECKUX OTBETOB M HUIPOBBIX
ucxonoB [31, 47]. CucreMHO-TICUXO(HU3HOIOTH-
YEeCKUE TMPOILECCHl BBICTYMAIOT MOCPEIHUKAMU
MEXTy KOTHUTUBHBIMU TIPOIIECCAMH W HTOTOBON
IPOAYKTUBHOCTBIO. Tak, MOBBIIEHHE BaroTOHyca
B MPEJIKPUTUYECKUE MOMEHTHI CBS3aHO C JTy4llen
n30UpPaTEIbHOCThI0 BHUMAHUSA M TOJABICHUEM
OTBJIEYEHUIl; HAOOOpOT, HEaJaNTHUBHBIE BCILIE-
CKM CHUMIATUYECKOM aKTHBALMM (TaXWUKapaus,
poct KI'P) xoppenupyroT ¢ omumOKaMud HUMITYIIb-
CHUBHOTO BBIOOpA U TYHHEJIMPOBAHHEM BHHMaHUS
B CJIOXHBIX TaKTUYECKUX smu3omax [45, 47]. B
Wrpax C BBICOKOM CEHCOMOTOPHOW IUIOTHOCTBIO
(manpumep, FPS) kpaTkoBpeMeHHbIE cUMIaTHYE-
CKHE€ MUKU B MOMEHT MPULEIUBAHUS U PEIICHUS
MOTyT ObITh (yHKIMOHAIBHBEL, HO B RTS/MOBA
ype3MepHas U JUIMTEIbHAs aKTUBALUS yXyAIIAeT
MHOTOKaHaJIbHYIO TepepadoTky uHpopMmanuu u
NEPEeKIII0YaeMOCTh BHUMAHMSI; 3TO MOIYEPKUBAET
KAHPOBYIO CIEIM(UKY IOJIE3HON aKTHBAIMM U
TpeOOBaHMIA K €€ pa3BepTKe BO BpeMeHH [45].

Ha ypoBHe noBceqHeBHON Harpy3ku (hakTopbl
o0pa3a JKU3HU — COH, PEKUM IHUTAHUS, CTUMYIIS-
TOpbI (KO(EHH, 3HEPreTHKH), UINTEIbHOCTh Tpe-
HHPOBOK — CYIIECTBEHHO MOJIYJIUPYIOT 0a30BYIO
aktuBauuto AHC u crpecc-peakTuBHOCTB, YTO IOA-
TBEPXKIECHO TMONEPEUYHbIMU OOCIEIOBAaHUSIMU KH-
6epCcropTCMEHOB: HapyILIEHUs CHA, HEPEeTyIsIpHbINA
PEeXUM, THIOJMHAMHS M BBICOKOE IOTpeOIeHUE
CTUMYIISITOPOB aCCOLMHUPYIOTCS C HEOIarompusT-
HbIM mipodmiiem BCP, noBblieHHO# yTOMIIsIeMo-
CTBIO U PUCKaMH COMAaTHYeCKHX kanob [38, 45].

[lcuxodu3nonornueckue MPEAUKTOPHI Ha-
pacraroleid neperpy3ku M yxyaueHus: (opMbl
BKJIIOYAIOT YTHETEHHE BHICOKOYACTOTHBIX KOMIIO-
HeHTOB BCP u crimakxuBanue qpIXaTelIbHON CHHY-

COBOH apUTMUU, YITUHECHHE BPEMEHHU BOCCTAHOB-
nenust BCP u KI'P nocne pemaromux 3130708,
CIABUT KOPTH30JHHON JWHAMHUKU (BBICOKHH Be-
YepHUH YpOBEHb, YIUIOUICHHAs IHypHAJIbHAs
KpHUBasi), ydalieHHe kajlod Ha KayecTBO CHA H,
KaK CJEJICTBHE, MOBBINICHHYIO pPa3apaKHUTENb-
HOCTh [45—47]. B ycnoBusiX MI0THOTO KajieHAaps
MaT4yeil 3T WHAMKATOPHI JOJDKHBI OTCIICKUBATH-
csl B TUHAMHUKe (10, BO BPEMs U MOCJIE COPEBHO-
BaHWI), a HHTEPBEHIIMH BKJIFOYATh JO3MPOBAHHE
KOTHUTHBHOW HAarpy3kH, IIOBEJICHUYECKHE TeX-
HUKHA CHIDKEHUS BO30YXJEHHUs (JIbIXaTelbHBIC
MPOTOKOJIBI C YIUTMHEHHBIM BBIJIOXOM), TPEHHHT
BHUMaHUSI M OMOIMOHAIBLHOW DPETYIISIIIHH, KOP-
PEKTUPOBKY THUTHEHBI CHa W TpUeMa CTUMYIIS-
topoB [31, 45, 47]. KommnekcHble TporpaMMbl
(conmanpHas MOJAEPIKKA, CAaMOPETyYISLus, TICH-
XOJIOTUYECKUE HABBIKH) JEMOHCTPUPYIOT CBSI3b
C JyYIIUMH COPEBHOBATEIbHBIMU HCXOJAMHU U
Oosee OIaronmpUATHBIM (PU3UOJIOTHIECKUM IPO-
¢unem ctpecca y kubepcrnopremenosn [31, 47].
KiroueBbIMU OTpaHUUEHHUSIMA TEKYIIUX JaH-
HBIX SIBIIIIOTCSL  Pa3HOPOIJHOCTH  IPOTOKOJIOB
peructpanuu  (pa3Hble YCTPOWCTBA, YacTOTHI
JMCKpETH3aluu, (WIBTpaysi), HEOJHHAKOBas
COpEBHOBATENIbHAS BaJMIHOCTh YCJIOBUU (J1a00-
paTopHbIe 3a7a4M VS peajbHbIe MaTdM), a TaKxKe
OrpaHUYEHHAs MPOJOIbHAs 0a3a 1Mo TPEHUPOBOU-
HBIM JI03aM ¥ BOCCTAHOBJICHHIO. DTO 3aTPYIHSET
(GbopMHpOBaHKME €IUHONW KAPTHHBI U CYXaeT BO3-
MOXHOCTH TPAKTHYECKOTO MPUMEHEHUS Pe3yiib-
TaToOB — KaK B TPEHHUPOBOYHOM TIpoIiecce, TaK U B
crcTeMe 0TOOpa U OTCIICKUBAHHS COCTOSTHUS UTPO-
koB. CoBpeMeHHbIe 0030pbl CTPYKTYPBI TPEHHUHTa
B KHOEpCIIOpTE TMOMYEPKUBAIOT HEOOXOIMMOCTh
CTaHJAPTH30BAaHHBIX IaHeNel MCUXO(U3NOIOTH-
YeCKMX IIOKa3areyied, IKaHPOBO-CHEIH(DUIHBIX
MPOTOKOJIOB HArpy304YHOTO TECTHPOBAHMS M MHO-
TOYpPOBHEBOTO MOHHUTOpPWHra (TIOBEIEHYECKHE
KITIOUEBBIE TIOKa3aTeln d(PPEKTHBHOCTH «> aiar-
tarust AHC <> SHIOKpUHHBIE METKH), YTO TOBBI-
CHT IMEPEHOCHUMOCTb JaHHBIX B MPAKTUKY 0TOODA,
MOATOTOBKH CIIOPTCMEHOB U MPO(PUIAKTUKHY TIepe-
rpy30K [45, 47]. OnMHOBpEMEHHO 3MHIEMHOIOTH-
gyeckue oO0ceoBaHUS KHOEPCHOPTCMEHOB YyKa-
3bIBAIOT HAa 3HAUMMYIO BapuabenbHOCTh UX 00paza
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YKU3HU U 3I0POBbs, TPEOYIOLIYI0 pa3paboTKu mep-
COHAJIM3UPOBAHHBIX MOAXOJ0B [46].
3akJirouenune. AHanu3 COBOKYIHBIX JaHHBIX
0 HeHpO(DU3MOIOTHUECKUX U TCUXO(U3HOIOTH-
YEeCKMX XapaKTepUCTUKAX KHOEepCIOPTCMEHOB
MOJTBEPKAACT TMPENCTABICHUE O MEJIOCTHOM
crenupuaeckoM (pyHKIHOHATBEHOM Tpodmite,
o0ecreunBaroIEeM BBICOKYIO 3()(eKTHBHOCTH B
YCJIOBHSIX COPEBHOBATEIbHOM NesTenbHoCcTH. Ha
HEHPO(PHU3NOIOTHUECKOM YPOBHE OH XapaKTepu-
3yeTCsl aJalTUBHBIMM MU3MEHEHUSMHU CIIEKTPAJIb-
HBIX ¥ BBI3BAHHBIX KOMIIOHEHTOB DI (moxasie-
HUE anb(a-puT™Ma, ycuiienue GpoHTOMeANATbHON
TeTa-aKTUBHOCTH, JECHHXPOHH3alUsi MI0-/0e-
Ta-puTMOB, onTUMU3anus napametrpoB P1/N1 u
P300), ycuneHHol (QYyHKIIMOHAIBHOH HHTErpa-
nuei (GpOHTO-MapUeTANbHBIX U TEMEHHO-3aThl-
JIOYHBIX CEeTeH, a TakKe CTPYKTypPHBIMHU Tepe-
CTpoiikaMu O€eJoro BEIIEeCTBA, MOBBIIIAIOIINMHU
3¢ (deKTUBHOCTh Tepenaun WHPOpMAIUH. DTH
W3MEHEHHMSI OTPaKaroT ONTUMHU3AIUI0 CEHCOPHOU
buabTpaliY, UCIIONIHUTEIBHOTO KOHTPOJIS, Tpe-
JUKTUBHOIO IUIAHWPOBAHUSA U YCTOMYMBOCTH K
CEHCOPHOMY LIyMY, YTO OCOOEHHO BBIPAXEHO B
»aHpoBo-crenupuunbix narreprax (FPS, RTS/
MOBA) u ycunuBaercst ¢ poCTOM YPOBHSI Ma-
crepctBa. [lcnxodu3momornyecknii KOMIIOHEHT
npoduns BkiItodaeT Bricokyto BCP B moxkoe, 00-

Jiee SKOHOMMUYHYIO CUMIATUYECKYH aKTHBALIUIO
U YCKOPEHHOE BOCCTAHOBIIEHUE IOCJIE HArPY30K,
ONTHUMHU3UPOBAHHYIO TOPMOHAJIBHYIO pPEaKTUB-
HOCTh (yMEpEHHbIE IMUKH KOPTHU30Ja, OBICTpOE
BO3BpallleHHEe K 0a30BbIM 3HAYCHUSIM), a TaK-
K€ YCTOMYUBOCTH K COLMAJIbHBIM U COPEBHOBA-
TEJIbHBIM CTpPECCOpaM. OTH IOKa3aTelu TECHO
CBS3aHbl C KOTHUTUBHOW MPOAYKTUBHOCTBIO: OIl-
TUMAaJbHBIN OaaHC aBTOHOMHOM peryJsiuu Cro-
cOOCTBYET MOAIEP/KAHUIO0 BHUMAHUS, CHIYKEHUIO
UMIYTbCUBHBIX OINMOOK W MOBBIIIEHHIO CKOPO-
CTH NPUHATHUA pellieHni. B3aumonononHsaeMocTsb
HeHUpOo(pU3UOIOTUYECKUX U NCUXOPU3NOIOTnYE-
CKUX aJanTanuii GopMupyeT MHTErPUPOBAHHYIO
CHCTEMY, 00€CIIeYBAIOIIYIO BEICOKYIO pEe3yibTa-
TUBHOCTH NPU MHUHUMU3ALIUU (PU3HOIOTUIECKON
LIEHbI HAaTPY3KH.

BrlsiBIeHHBIE MapKepbl MOTYT CIIY>KUTh OC-
HOBOW JUISI Pa3paOOTKH KOMIUICKCHBIX ITaHeIeH
MOHHUTOPHHTa TOTOBHOCTH UTPOKA, OOBEKTHBHBIX
KpUTEpHEB 0TOOpa U NEPCOHATU3UPOBAHHBIX Tpe-
HUPOBOYHBIX POTOKOJIOB, HAIIPABJIEHHBIX HA Pa3-
BUTHE KJIFOUEBBIX KOTHUTHBHBIX U PETYIATOPHBIX
GyHKIUH, TPOGUIAKTUKY MEPErpy30K U MOAJEp-
KaHHe ONTHMAJBHOTO YPOBHA pPabOTOCIOCOO-
HOCTHU B YCIJIOBHSIX BBICOKOW MH(OpMAIMOHHON U
SMOIMOHAIIEHON TIJIOTHOCTH KHOEPCITOPTHUBHOM
JESTENbHOCTH.
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