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BUKOPUCTAHHA POBOTOTEXHIKH .
B CUCTEMI IHTEHCUBHOI HEUPO®I310/10T4HOI
PEABINITALII MALLIEHTIB 3 AYTUSMOM

T. b. BonowmH
MixHapogHa KniHika BifHOBHOTO NliKyBaHHA, M. TpyckageLb

AHoTauifa. B nikyBaHHi ayTmsmy pobpe 3apeko-
MeHAyBanu cebe TaKi iHTepaKTUBHI TexHonorii AK
KoMmn'loTepHa irpoTtepanis, BipTyanbHa peanbHiCTb,
pob6oTtocuctemu. MeTtoto pob6oTn GyNIo CTBOPEHHS
BNacHOI poboToTepanii, BUBYEHHA MOXKITMBOCTEN Ta
ebeKTUBHOCTI il BUKOPUCTaHHA Y AiTell 3 ayTU3MOM.
CKoOHCTpyoBaHui poboT «KiHETPOH», po3pobrieHo
nporpamHe 3abe3neyeHHA Ta NOFICTMKa BUKOPU-
CTaHHA 3a MeBHMMU cueHapiamun. [ig yac 3aHATbL
NOKPaLLyTbCA KOHLEHTpaUia yBarm AUTUHU, KO-
onepawis Ta pyxoBi XapaKTeprCTUKM, 3a0XOUYETbCA
couianbHa B3aEMOJifA, 3MEHLLYIOTbCA NPOABM arpe-
CMBHOCTI, [€CTPYKTUBHOCTU. 33 JAaHUMUN aHKETYBaH-
HA 6aTbKiB fiTen 3 ayTU3MOM, AKi NPONLLIAN KypC pe-
abinitauii, cepegHs ouiHka cknana 9,2+3,6 6anu (1
— He crniopgobanaca poboToTepanis, 10 — gy»e cno-
pobanaca). Lle € ogHO3HAYHO MO3UTMBHUM MOKa3-
HUKOM MOXJIMBOCTI BMKOPUCTaHHA poboToTepanii
B KOMIMNEKCHi peabiniTauii giter 3 aytusmom.

KniouoBi cnoBa: gutauuni aytmnsm, po6ort, CIHP.

THE USE OF ROBOTICS IN THE SYSTEM
OF INTENSIVE NEUROPHYSIOLOGICAL REHABILITATION
FOR PATIENTS WITH AUTISM

T.Voloshyn
International clinic of rehabilitation, Truskavets

Summary. In the treatment of autism interactive
technologies are widely used, namely computer-
based rehabilitation, augmented reality, robotics.
The aim of our research is creation of modern
robot therapy, studying its opportunities and the
effectiveness for children suffering from autism.
We created robot “Kinetron’, software and the
logistics of use were developed according to 3
scenarios: social robot, movement training and
motivation. During this treatment we detected
improved attention of the child, cooperation and
movement characteristics, encouraged social
interaction, reduced aggressive and destructive
tendenses. According to the survey of parents of
children with autism average score was 9.2+3.6
points (1 — did not like robot, 10 — liked a lot),
which is unambiguously positive indicator of
potential use of robots in complex rehabilitation
of children with autism.

Key words: childhood autism, robot, INRS.
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3ACTOCYBAHHA KOMITKOTEPHUX
ITPOBUX TEXHOJIOTIN

Y PEABINITALYT BITEA 3 AYTU3MOM

B. I. Ko3sBkiH, T. b. Bonowun, 0. 0. Kaumap
MixxHapoaHa KniHika BiiHOBHOrO JliKyBaHHs, M. TpyckaBeLb

AHoTauin.

KniwouoBi cnosa:

KinbKicTb giTen i3 MOTOPHO AMCKOOPAVHALIE Ta AUCNPAKCIE Npy po3fiagax ayTuu-
Horo cnekTtpy carae 85 %. EdekTuBHiCTb ix peabiniTauii 3aneXxuTb Bif NAacTUYHOCTI
HEepPBOBOI CUCTEMM, SIKY CTMMYNIOIOTb Oaratopa3oBe MOBTOPEHHS HEOOXiAHWX PyXiB,
iHTEHCMBHICTb TPeHyBaHb Ta NO3MTMBHA MOTUBALiA. HeOCKOHaNicTb MexaHiuyHuxX Tpe-
HaXepiB NONAra€ y MOHOTOHHOCTI Ta BiACYTHOCTI MOTMBaLii 4O perynapHux Ta TpuBa-
nnX 3aHATb. Y MixXKHapop#Hil KniHiui BigHoBHOro nikyBaHHA (MKBJ1) Ta PeabinitauinHomy
ueHTpi «EniTa» NnoegHan KOPUCHWIA, ane HygHWI Npouec TPEeHyBaHHA i3 3axXonioun-
MU KOMM'IOTEPHUMU irpamMu, AKUX CTBOPEHO BXe noHag 20. Baknuemm eTanom 3B0poT-
HbOIO KOHTPOJIIO Ta MOXJITMBOCTI 6e3nepepBHIMX 3aHATb € CTBOPEHHSA IHTEPHET-CCTEMU
LOMaLLHbOrO iIrpoBOro TpeHyBaHHsA. IHGopmauia npo nepebir irpoBux cecin, ix Tpu-
BasicTb Ta pe3ynbTaTv JOCTYMHI Ha BeO-CTOPiHLi. IHCTPYKTOP 3AiNCHIOE ANCTaHUINHWIA
KOHTPOJ1b, KOperye nporpamy Ta Ja€ pekomeHgadlii.

ayTu3M, cucTema iHTEHCMBHOI HelpodizionoriuHoi peabinitauii (CIHP), komn'toTepHi
irpy, iHTepHeT-cMcTeMa JOMALLHbOTO irPOBOroO TPEHYBaHHS.

Bctyn

BukniouyHa pisHOMaHITHICTb cnekTpy nopy-
WeHb Ta IX TAXKKOCTI [O3BONAE OOIPYHTOBAHO
BBaXaTW HaBYaHHA | BUXOBAHHA AiTen 3 ayTu3-
MOM Hanbinbll CKNAagHUM PO3LiNOM KOpeKLUil-

HOI neparoriku. Xouya OinblUiCTb AOCNIAXKEHD
y cepi ayTamy nNpucBAYEHi NOPYLIEHHAM CO-
wianbHOI B3aemogii, npoTte npobnemam y cnin-
KyBaHHi Ta iHTepaKUii MOXyTb cnpuaTn obme-
MEHHA MOTOPHMX HAaBUYOK.

© Ko3sgkiH B. |., BonowwuH T. b., Kaumap 0. 0., 2016

101



MCUXIATPIA, HEBPOJIOTIA TA MEAWNYHA NCUXOJIOTIA. TOM 3, N2 1(5) 2016 p.

PO3BUTOK pyXOBUX MOMKIMBOCTEN KPUTUY-
HO BaXK/IMBUW, OCKINbKM AiTW 3 ayTU3MOM 4YacTo
«NPUXOBYIOTb» CBOK HE3[ATHICTb A0 NPOCTUX
Gi3NYHMX 3aHATb. AKLWO AUTUHA BIAMOBNAETb-
CA rpaTn 3 OAHOMITKaMW, MPUUYNHOIO YacTo €
He nNpobnemu couianbHMUX HaBMYOK, @ HEBMNEB-
HEeHiCTb y CBOIN Qi3NYHIN 30aTHOCTI rpatn
B TaKi irpu. B nepeBa<Hin 6inblOCTi BUNaaKiB
CnocTepiraloTbCA NOEAHAHI NOPYLEHHA TOHKOI
MOTOPVIKM i BEINKMNX MOTOPHUX PyHKLiN. Kinb-
KiCTb AiTeln i3 MOTOPHOK AMCKOOPAMHALIEID Ta
ACNpakcielo Npu po3nagax ayTMYHOro CnekT-
py CTaHOBWTb, 38 AAHVMW Pi3HMX [OCNIgXKeHb,
L0 85% [1]. ®opmyBaHHA MpPaBUSIbHUX PYXiB,
NOKpaLleHHA KOHUEeHTpaLil yBarn Ta couianb-
HOI iHTepaKLUil € BaXNMBMMM 3aBOAHHAMN pea-
6iniTauii giten 3 ayTnsmom.

BigHoBneHHA pyxoBuX OYHKUIN 3anexuTtb
Bifj NNAaCTUYHOCTI HEPBOBOI CUCTEMU, AKY CTU-
Mynto€ 6aratopa3oBe NOBTOPEHHA HEOOXIAHNX
PyXiB, iIHTEHCMBHICTb TPeHYBaHb Ta MO3UTUBHA
MoTMBaUifA. TpagnuinHO MexaHivHi TpeHaxepu,
AKI 3aCTOCOBYIOTbCA A1A MOKPALLEHHA PyXOBUX
XapaKTePUCTUK, HE 3aBXKAM MPUHOCATb Oaxa-
HUM epeKT. HegoCKOHaniCTb iIX NONAra€e y MOHO-
TOHHOCTI Ta BIACYTHOCTI Y ANTUHN MOTUBALin-
HOrO KOMMOHEHTY 0 NPOBefEeHHA TPUBaMX Ta
perynapHux 3aHATb.

Y MiXHapoaHin KniHiui BiAHOBHOro nikKy-
BaHHA (MKBJ1) Ta peabinitadiiHOMy LeHTpiI
«EniTa» noegHann KOpUCHWMI, ane JOBONI HyA-
HUI Npouec TpeHYBaHHA AUTUHN 3 LiKaBUMU Ta
3axoniYMmMn Komn'totepHuMmn irpamm [2]. Ha
CbOrofHi CTBOpeHO 6inblue 20-TM Komn'toTep-
HUX irop ANnA Naui€eHTIB i3 NOPYLWEeHHAMMK Ncn-
XOMOTOpPHOI cdepu, AOCTYNMHUX GE3KOLITOBHO
ANA NaLieHTiB Ha canTax www.game.reha.lviv.
ua i www.rehagame.com.

Pyxu pyku, Tynyba um HOrvm nauieHTa 3 ayTms-
MOM 36iraloTbCA 3 NepemilleHHAM NepcoHarka
KOMMN'IOTEPHOI rpu, abo 306pakeHHA naLieHTa
NPOEKTYETbCA Ha eKpaH, i BXe cama AUTUHa
CTa€ yyaCHUKOM rpu. [1na go3yBaHHA HaBaHTa-
MEHHA, AKe MOBMHEH AoNaTy Naui€HT nig vac
rpwv, IHCTPYKTOp obupa€e BignoBigHWIA piBeHb
LUBWAKOCTI Ta CKNAAHOCTI.

Mepwi KomepuivHO YyCMilWHi KOMM'IOTePHI
irpv 6ynun po3pobneHi B 1970-Ti poKu AK po3Ba-
ra [3]. Mamke ogHOYACHO 3 UMM MeAUKU Ta
NCUXONOrN CTann BUKOPUCTOBYBATU KOMM'to-
TepHi Ta Bigeoirpy AK 4acTuHy Tepanii [4]
i noyanu po3pobnATU ncMxoTepaneBTUYHI
irpn (EGP) [5]. 3a ocTaHHIMK OUiHKaMK Nowun-
pPeHOCTI, B KOMN'IOTEPHI Ta Bigeoirpu rpaiwTb
Big 59% [6] po 63 % [7] ycix giten. Lle 3abe3-
neuye 6e3niy HOBMX MOXNIMBOCTEN ANA pea-
GiniTauinHoro npouecy.

Ornag nitepatypu BKa3sye Ha Te, o Kommn'io-
TEPHi irpy BXe YCMilWHO BUKOPUCTOBYIOTbCA
ANA NONINWeHHA QieETN Ta Gi3NYHOT aKTUBHOCTI
y AiTen, ana nikyBaHHA xiMioTepania-3anexHol
Hy#OTW, NepeaonepauiiHoil TpuBoruy, y ¢itHeci,
JIOK Ta AnAa KorHitmeHoOI peabinitauii [8; 9].

MobiuHi epeKkTn KOMM'IOTEPHUX irop Ayxe
PiAKICHI, BOHM BKOYAOTb OA4UHUNYHI BUNAAKN
eninencii i po3tary m'asis [10]. Komn'totepHa
irpoTepania BMKOPUCTOBYETbCA 3 pgoBefe-
Hol epeKTMBHICTIO B AiTen [11] Ta gopocnux,
BKJ/ItOUaoun nogen noxmnoro Biky [12], B pea-
6iniTauii Ta AnA [OBroCTPOKOBOI0 NOPIBHAHHSA
napameTpiB nokpaweHHA [13; 14], ana nigsu-
LEeHHA piBHA 3aranbHoi pi3nyHoI nigrotoBne-
HOCTi [15], 3MeHLWweHHA 60NbOBOro CUHAPOMY
[14], noninweHHA KOrHITMBHOI QYHKLIT nicna
yepenHo-MO3KOBMUX TpaBM [16], iHCynbTiB,
xBopobu XaHTiHrTOHa [17], npu po3ciaHomy
ckneposi[18].

Hun3ka ninotHnx gocnigxenb [10; 12; 15; 16]
BKa3y€ Ha MOKpalLleHHA MicnA BUKOPUCTAHHA
KOMN'lIOTEPHOI irpoTepanii NcuxocouianbHOro
bYHKLiOHYBaHHA, 3MEHLIEHHA O3HaK AucTpe-
cy [19], no3uTnBHY AMHaMIKy eMouinHin cdepi
[20], noKa3HMKax yneBHeHOCTi B cobi [21], co-
wianisauii [21; 22], akocTi xkutTa [21].

HepaBHi pocnig)keHHA Ta ornagmM BUABKU-
JIN YOTUPU OCHOBHI KOMMOHEHTU CNpUATAU-
BOro BM/INBY KOMM'IOTEPHUX irop: KOrHiTUB-
HUI, MOTUBALINHNIA, eMOLINHUI | coLiianbHUI
[23; 24]. Nig yac KOMN'IOTEPHOro TPeHyBaHHA
cnocTepiralTbCA 36iNblUEHHS WBUAKOCTI Ta
NiABULWEHHA KOHUEHTpauil yBaru; nokpaiieH-
HA HaBYaHHA, 3aNaM’ATOBYBAHHA, BUKOHaBUYMNX
byHKLUiN, KpeaTUBHOCTI; 3'ABNAIOTLCA HABUYKN
BUpPilleHHA Npobnem. MoTuBaLiHI NepeBaru
BK/OYAOTb NOMIMWEHHA NPaLbOBUTOCTI Ta Ha-
nonernneBocTi. EMouinHi nepesarn nonAraloTb
y MOKpaLleHHi HacTpolo Ta aganTuBHOMY pe-
rynoBaHHi cTpaTerii ynpasniHHA HeraTuBHUMU
emMouifiMK, TaKNMU AK THIB, TPUBOTa | AenpecnBs-
HicTb. |.[paHiK Ta cniBaBT. [23] Big3HAUYMIN TaKi
couianbHi NO3UTUBHI 3MiHW, AK PO3LWNPEHHA
cniBpobiTHNLUTBA, NIATPUMKA, B3aEMOLOMNOMO-
ra, a TakoX NoKpaLleHHA NoBeAiHKN Ta rpoMag-
CbKOI aKTUBHOCTI.

Y HelaBHbOMY AOCHiOXKEHHI, AKe 6yno npo-
BeeHO B MeXax IHAMBiOyanbHOI MoBefiH-
KOBOI Tepanil, NaLuieHTIB i3 ayTM3MOM HaBYa-
M MaHinynioBaTh irpOBUM KOHTPONEPOM Ha
PlayStation 2 y rpi «lepou-ritapuct» (Guitar
Hero). TouHicTb BMKOHAHHA 3aBAaHb 3Ha4yHO
3pocna nicna TpeHiHry Ta cknana 70 % [25].

MNoBeaiHKa, couianizauia, BMiHHA pPobuUTK
KOMMAIMEHTX OAHONITKaM, KOMEHTyBaTu rpy
3HaYHO NOKpaLLyBannCb NiC/A NPOBEAEHHA rpy-
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NOBMUX 3aHATb KOMM'toTepHUMM irpamm Ha Nin-
tendo Wii [26]. 3aHATTA npoxogunn NpoTArom
10 TvxHiB Yy rpyni 3 10 aiten Bikom 7-11 pokiB,
[AeB'ATbOM 3 AKMX AiarHOCTOBAHO ayTU3M.

HocnigkeHHA Wwono 3acTocyBaHHA KOMIM'10-
TEPHMX irop MOKasye, WO KiNbKiCTb irpoBoO-
ro yacy i TpuBanicTb irpoBMX ceciin NoB'A3aHi
3 IMOBIPHICTIO BUHMKHEHHA couiafibHO-eMO-
LifHMX Ta OCBITHIX Npo6neMm, y TO Yac AK rpa 3
OiTbMUM Ta colianbHe 3a0X0OUYEHHA € 3aXUCHUMW
dakTopamu [27; 28]. batbkam (iHCTpyKTOpam)
cnig rpatu 3i CBOIMU JiTbMM | KOHTPOMOBATK 1X
rpy 3a TPMBAICTIO Ta 3MiCTOM, 3a0X04yBaTH 1X,
wob rpatn 3 ogHoNITKaMu, Npuyomy Oa)kaHo
0CcobM1CTO, a He OHNaWH [29].

binbwictb cnctem pnAa BipTyanbHOI pea-
6iniTauil Ta TpPeHyBaHHA PyXxiB AOBONI CKnag-
Hi, 4OPOri Ta MOXYTb 3aCTOCOBYBATUCA NuLle
B YMOBax peabinitayinHux ueHTpiB. 3 iHWOro
60Ky, iCHYe HM3Ka HeJoporvx, KOMepuiiHo
AOCTYMHMX iIrPOBUX CUCTEM, AKI MalTb BUCO-
KNI noTeHUian anAa TpeHyBaHHA pyxiB. Lli irpu
pO3paxoBaHi Ha 300POBUX AiTen i € 3aHaATO
CKNagHUMW ANA HEBPOJONiYHMX XBOPUX.

MerTa gocnigeHHA

MeToto pgocnigeHHA € aHani3 cyyacHOro
CTaHy 3aCTOCyBaHHA Ta eheKTUBHOCTI KoMm'to-
TepHOI irpoBoOi Tepanii B ranysi peabinitauii
AiTen 3 pyxoBMMN NOPYLUIEHHAMM Ta NOpYyLUeH-
HAMM NCUXOMOBHOI chepu, a TaKoXK 3[iNCHEH-
HA iMNnemeHTauil B CUCTEMY iIHTEHCUMBHOI Hen-
podizionoriyHoi peabiniTayii cneuianizoBaHmx
KOMM'IOTEPHUX irOp Ha KMCTbOBOMY MaHinyna-
TOpPIi, TaHLUIOBaIbHOMY KOBpPUKY, nnatdopmax
Nintendo Wii Ta Xbox Kinect, agantoBaHux o
MOXKNMBOCTEN Ta NOTpeb NaLieHTIB 3 ayTM3MOM.

Marepianu Ta meToan AOCNifKEHHA

Ha cboropgHi po3po6neHo Ta anpoboBaHO HK3-
Ky nporpam Ta irop [13], Wwo 3acToCoBYyOTbCA B
KOMMN'IOTEPHIN irpoBiK Teparnii, Aka, B CBOIO Yepry,
€ BaK/IMBOIO CKnagoBoto metogy npood. B. I. Ko-
3ABKiHa. PeabiniTauia nayieHTiB 3 ayTamom 3a fo-
NOMOTOI0 IrPOBUX NPUCTPOIB BUKOPUCTOBYETHCA
AK Y KNiHiLi, TaK i B JOMaLLHIX yMOBaXx.

3aranbHUN anropuT™M CTBOPEHUX irop noby-
AOBaHUIM TakMM YMHOM, LLO NOCTINHO CNOHYKAa€e
nauieHTa o 36inbweHHA o6’emy pyxis, NigBu-
LWEeHHA IX WBUAKOCTI Ta TOYHOCTI, MOKPALLEHHA
KOHUeHTpauil yBaru. Y npoueci rpu 3aBAaHHA
NMOCTYMOBO YCKNAAHIOTLCA | NOTPebyloThb Wo-
pa3 pockoHaniworo pyxy. Llikasun irposun
CIOKeT CTUMYMIOE Naui€HTa 3 ayTM3MOM [0
NPaBUNbHOrO BUKOHAHHA BMpaBu, 30iNnblueH-
HA WBMAKOCTI Ta amnaiTyan pPyxis, PO3BUTKY
LWBUAKOCTI peakLuin Ta OKOPYXOBOI KoopavHa-
uii. BUKOpUCTOBYIOTbCA TaKOXK NOriYHi irpu, ae

PyXOBa aKTUBHICTb MOEAHYETLCA 3 OOMPAHHAM
NpPaBUbHOrO NpeameTy, KapTuHKK. [na nocm-
NEeHHA eMOUiHOro BMMBY 3aCTOCOBYHOTbCA
enemMeHTN BipTyanbHOI peanbHOCTi, poboToTe-
panii. [pouyec Komn'toTepHOro TpeHyBaHHA MNo-
CTIIHO KOHTPOMNIOETLCA IHCTPYKTOPOM.

Pe3ynbraT gocnigKeHHA TaiX 06roBopeHHsA

Mepwurm 3 NPUCTPOIB L€l cepil € KUCTbO-
BUN MaHIiNynAaATop, AKUW MPU3HAYeHUN AnA
BAOCKOHANIEHHA PYXiB KUCTi. 3aNneXHo Bif no-
NOMXKEHHA PYUKM MPUCTPOIO MOXKHA TPEeHyBaTh
ab0 3rMHaHHA-PO3rMHAHHA KUCTi, abo NpoHa-
uito-cyniHauito nepegnnivua. lig yac 3aHATb
pyka nauieHTa IiKCyeTbCA Ha NigNOKITHUKY,
AKNIN PErynioeTbCcA 3a BMUCOTO. Perynatopom
Onopy BCTAHOB/IOKOTb HEOOXifHEe HaBaHTaXKeH-
HA, NPUYOMY Ha MepLUX TPEeHYBaHHAX PyXu
3[iNCHIOIOTb 3 HEBENMKMM OMOPOM, AKUI NOTIM
nocTynoBo 36inblyeTbca (puc. 1).

JnA KNCTbOBOro MaHinynATopa po3pobneHo
ABi crieuianizoBaHi rpu: «baxinka» Ta «Kosakumy.
[pa «bpXinka» npu3HayeHa ONA TpeHyBaHHA
NMOBOPOTIB KWCTi BNiBO-BNPaBO, TOOTO NpPOHa-
uil-cyniHaugii. Ua rpa npo npurogn 6pxinku,
AKa Ha 3eneHil ransBuHLi 36upae me 3 KBITOK.
MNepeMiweHHAM O64KinKn Mo irpoBoMy Moo
AVTHA KepYE pyxamm CBOET KUCTi. Konum 6ain-
Ka OOTOPKHeTbCA [0 6GapBiHKY UM poMaLlKW,
y Bigepue noTpannae Kpanenbka medy. Ha-
O6paBLWN NOBHUIA NeYNK, AUTUHA NEPEXOAUTD
Ha HaCTYMHWUI irpoBUIA piBeHb. Ha pi3HuX irpo-
BMX PiBHAX Tpeba yxunAtuca Big MyXOMOpIB,
YHUKaTU [XMenAa Ta BTiKaTu Big gowy. [nA
TPeHYBaHHA PyXy 3rMHAHHA-PO3rMHAHHA KACTI
po3pobneHo rpy «Kosaku». 3ruHatoum i pos-
FMMHAaKYN KUCTb (A TUM CaMMM Kepylun CBOIM
Kopabnem), rpaBeLb NOBMHEH, OMUHAOUN CKe-
NACTi OCTPOBU, PO3MNPABUTUCA 3 BOPOXKUM (rio-
ToM. Ha HacTynHomy irpoBoMmy piBHi rpasuto
[OBOANTbCA CKaKaTy BEPLIHMKOM MO Nosio, ae
BiH Ma€ NepemMorTu CBOIX CYNPOTUBHUKIB.

KoXHa guTUHA Ma€ BNacHi pyxoBi MOXIU-
BOCTi Ta OOMeEXeHHs,, TOMy nepep neplumm
TPeHyBaHHAM HeOoOXiAHO HACTPOITU MapameT-
puv rpu: NoKasaTtu, B AKOMY [iana3oHi rpaseLb
MOXe 3[iMCHIoBaTK HeobXigHi pyxu. Hagani iH-
dopmauis Npo NoyaTKoBi NapameTpu rpu pa-
30M i3 JaHVMW NPO PEe3y/bTaTUBHICTb KOXHOI
irpoBoI cecii 36epiraeTbca B 6a3i gaHwux, i 3ro-
[OM MOXe OyTu BUKOpPUCTaHa ANA aHanisy pe-
3yNbTaTUBHOCTI TPEHYBaHb.

3aCTOCyBaHHA KWCTbOBOrO MaHinynaTopa
B KOMMJIEKCHI peabiniTayii nayieHTiB i3 ayTns-
MOM CMpUAE NOKPALLEHHIO QYHKLii XanaHHs,
36iNbLIeHHI0 06’'eMy aKTUBHUX PYXiB Ta PO3BUT-
KY CUW KUCTI.
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Puc. 1. KuctboBun
MaHinynatop

TaHuoBanbHUn KMok, Xbox Kinect, Nin-
tendo Wii € Hegopornmu, KomepLinHO fOCTYNHN-
mn. BoHu 3a6e3neuytoTb 6inbLuy pi3HOMaHITHICTb
®i3NYHMX onepauin i HaBaHTaXKEHHA MOPIBHAHO
3 irpamu 3i 3BuYariHMMM KoHTponepamm [30].

Komn'totepHa irpotepania Nintendo Bxo-
ANTb OO CKnagy KOMMeKcy NikyBaHHA 3a cucTe-
MO0 iHTEHCUBHOI HenpoddisionoriyHoi peabi-
nitauii (CIHP) i BUKNMKae 3axonneHHs B fOiTen
pi3HOro BiKy. BukopuctoByeTbca nnatdpopma
Nintendo Wii Ta nynbt kKepyBaHHAa Wi Remote.
[pa cnpaBnAe nepeaycim BeNNKMA eMOLINHNN
BMMB: CTaBLWM Ha irpoBy nnatdopmy, ANTHUHA
nepectae nouysatn cebe xsopoto. CnopTcme-
HW, YNeHW KOMaHAW, MaloTb peanibHUM LWaHC
BUrPaT! FONOBHUM MPU3 — MEepemMortTu CBOK
Hefdyry i BCi TPYAHOLL XUTTA He TiNbKM 3apas,
y rpi, ane n 'y manbyTHbomy, [OPOCIOMY »KMWTTi.

OCHOBHVMMU 3aBOAHHAMU LbOro HanpAaMKy
po6oTn € gonomora y ¢opMyBaHHi Ta BAOCKO-
HaneHHi GyHKLIOHaNbHMX NONOXKEHb NaLiEHTIB,
y MOKpPAaLleHHi piBHOBArM i KOHTPOJO BUKO-
HyBaHUX [in. 3acToCyBaHHA KOMMN'IOTEPHOI
irpoBoi peabinitauii gae 3mory 36inbWUTK MO-
TUBALIO 1O BUKOHAHHA HEOOXigHMX pyxiB Ta ¢i-
3UYHUX BMpaB. [InA KOXHOro nauieHTa iHamBI-
AyanbHO NigbupatoTb irpoBi 3aBAaHHA, BUXiOHI
NONOXEHHA Ta TeMn MNpU BMKOHAHHI pPyXoBOI
Ail. lHgueigyanizauia npouecy 30iNCHIOETbCA 3
ypaxyBaHHAM BUXIQHOrO CTaHy KOXHOI AUTUHN.

TaHutoBanbHUM Knnumok (Dance Mat) -
ue irpoBU KOHTpoONep y BUMMAQI KUINMKA,
pO3A4iNneHoro Ha 9 CeKTopiB i3 CEHCOPOM AOTUKY
B KOXKHOMY 3 HUX, i CKNafa€eTbca 3 nnatopmm
3 [eB'ATbMa pPi3HOCNPAMOBAHUMMK CTPiKaMun
(puc. 2a). Ana kepyBaHHA rpot HeobxigHO Ha-
CTynaTun HOroK Ha BiANOBIAHNN CeKTOpP. 3aBAA-
Kn cTBOpeHin nporpami «Cren-tect» [31; 32] Ha
Dance Mat moxHa BUMiptoBaTK WBUAKICTb pe-

aKLUii Ta piBeHb KOHLeHTpaLii yBaru: y rpi Heob-
XiAHO AKOMOra WBMALWEe HACTynaTh Ha CEeKTop
KWUIMMKA, L0 BUCBITNIOETbCA Ha eKPaHi.

3aHATTA Ha Dance Mat matoTb Ha MeTi He
NvLe NOKpaLleHHA PyXOBUX XapaKTepucTuK, a
M BMNAMBAOTb HAa KOTHITUBHI 3[i6HOCTI. 3aBAsSKM
CTBOPEHVM JIOTIYHUM irpam JiTaM HeobXigHO
obpaT neBHy oirypy um npeamer Ta HaTuC-
HYTW BiAMOBIAHY CTPINKy (pmc. 26). Knnumok
MO>KHa BiNbHO NprA6aTy B iHTEpHET-Mara3mHax
KOMN'IOTepHKX irop.

AnAa TpeHyBaHHA TOYHOCTI Ta WBUAKOCTI
pyxiB pykow po3pobrneHo irpu, AKi KepyoTb-
cA 3a ponomoroto ceHcopa Kinect. Lle HOBIT-
Hi iIrpOBUIN KOHTpoONep, AKUNA BiACNifKOBYE
pyxu Tina Ta KiHUIBOK LWIAXOM aHanisy Bige-
031OMKM NauieHTa. KoHTponep po3pobneHuni
KomnaHielo Microsoft i BUKOPMCTOBYETbCA
B irpoBux npuctaBkax Xbox 360. Po3pobneHi
Hamu irpn «Bonogap m'avie», «CBiT TBapuH»,
«TpaHcnopT-1», «TpaHcnopT-2», «A6nyHeBuWiA
caf» KepyTbca pyxaMmu pyku. MepepbayaeTnb-
CA, WO nepen rno4yaTkom TpeHyBaHb MPOBO-
OATb iHAMBIgyanbHe KanibpyBaHHA diana3oHy
pyxiB BignoBigHO Ao 06’emy pyxiB pyKotw Ta
HanawTyBaHHA CKNagHOCTI rpu.

BogHouac nporpamHe 3abe3neyeHHA MaE i
JiarHoCTUYHe 3Ha4veHHA. ig vyac rpm Bumipto-
I0Tb Ta BMBOAATb Ha MOHITOP AeAKi BaXnBi
napameTpu: WBUAKICTb BMKOHAHHA, pe3yb-
TaTMBHICTb rpu. 3a AOMOMOroK CTBOPEHOI
B MKBJ1 nporpamun «Crabinometpia» Ha Wii-
nnaTGopMi MOXKHA KiNbKiCHO BU3HAUUTU 3Mi-
WEeHHA LeHTPY MacK Tina Ta cepefHE KBaapa-
TUUYHE BIOXWIEHHA NPU CTOAHHI MNPOTArom
15 cekyHp (BuUMiptoBaHHA piBHoBaru). Li gaHi
36epiratloTbCA, NOTIM BOHM MOXYTb OyTU BU-
KOPUCTaHi AnA aHanisy AocArHeHb nauieHTa y
npoueci NikyBaHHA. 3a CTaTUCTUKOIO, Y 89+9 %
nayieHTiB 3 ayTM3MOM YXe nicnA neploro
Kypcy peabinitauii B MKBJ1 cnocTtepiraetbca
NO3UTMBHA AMHAMIKa UMX MOKa3HWKIB.

BaxxnueBum etarnom 3BOPOTHOrO KOHTPOJIO
Ta MOX/NBOCTI 6e3nepepBHUX 3aHATb € CTBO-
PEHHA iHTepHeT-CMCTEMI OMALLHbOIO iIFPOBO-
ro TpeHyBaHHsA [33-35].

[HCTPYKTOp roTye AnA nauieHTa AOMAaLUHIo
TPpeHyBasibHy Nporpamy, B AKi BU3HaYa€ NeBHi
irpv, TpeHyBanbHi NOJIOXKEHHA, YacToTy i Tpu-
BasnicTb 3aHATb. ONTMManbHa TPMBanicTb 3aHAT-
1A — 30 XBUNMH WogHA. Baoma nauieHT cam abo
3 gonomoroto 6aTbKiB HanaWToOBYE KOMN'lOTEP
ANA OMaLLHIX TPeHYBaHb 3rifHO 3 AeTaNbHUMM
IHCTPYKLiAMW, HaBedeHVMMK Ha BeO-CTOpiHL.
MauieHT BXO4MUTb Nif CBOIM Naposiem 4O cucTe-
Mu TpeHyBaHb (http://game.reha.lviv.ua), obu-
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pa€E peKkOMeHAOBaHI irpy i NOYMHAE 3aHATTA.
IHbopmaLia npo nepebir irpoBux cecin, ix Tpu-
BaNiCcTb Ta pe3ynbrat 36epiratoTbca y cucTemi
1 BigobpaxkaloTbcA Ha BeO-CTOpiHLi y BUrNAgi
rpadikis. [HCTPYKTOp 3[INCHIOE AUCTaHLINHWIA
KOHTPO/Ib 3a NPOLECOM TpeHyBaHHA, Koperye
JOMaLLHI0 NporpamMy Ta Aa€ pekomeHpauii na-
LieHTy. Po3pobneHa cnctemMa AOMaLLHBOT irpo-
BOI peabinitauii pyxoBrx nopyLleHb € HOBMM
IHCTPYMEHTOM MpOBefeHHA BiAHOBHOIO MiKy-
BaHHA B JOMALLHIX YMOBaX.

BucHoBKun

[nAa 3auikaBneHHA nauieHTa 3 ayTU3MOM
y NpaBWIbHOMY BMKOHaHHI Brpas, 30inbLueH-
Hi WBMAKOCTI, YacTOTU Ta amMnaiTyan Ppyxis,
y MKBJ1 po3pobneHo cepito irpoBux peabinita-
LiNHKMX irop Ta NpUCTPOIB, AKI NOEAHYIOTb Me-
XaHIYHUI TPeHaXep i3 LikaBOK KOMMN'IOTEPHOI0
rpoto. Po3pobneHi irpm 3aBaAaKku CBOIN ManboB-
HWYOCTI, LiKaBil aHimauii Ta cloxeTy, 3abe3ne-

4yloTb epeKTUBHEe NMPOBEAEHHA TPEeHYBasbHOI
irpOBOI Cecil Ta CTUMYJIOITb PO3BUTOK NCUXO-
MOTOPHUX MOXMBOCTEN AUTUMHU 3 ayTU3MOM.
Po3pobneHa iHTepHET-cMCTEMA [AOMALLUHbOIO
irpPOBOro TpeHyBaHHA [O3BONIAE NPOBOAUTU
NOCTIMHUI AUCTAHLIVHUIA KOHTPONb Ta aHani3
irPOBMX CeCil 3a TPMBANICTIO Ta pe3ynbTaTamu.
Take noegHaHHA fa€ 3Mory iHTerpyBaTu BCi He-
006XigHi pakTOpPU ANA YCNIWHOro HaBYaHHA: Ja€E
3mMory obpatu npaBusIbHI pyxu, Noga€e 3BOPOT-
Hy iHpopMaLilo NPO YCNiWHICTb BUKOHAHHA Ta
CYTTEBO NIAKPINIOE MOTUBALO 0 3aHATb, AKa
€ OiHI€l0 i3 3aNOpPYyK yCnilWHOT peabinitauii.
MNepcnekTrBM noganbwmnx JOCAigXeHb Mo-
NAralTb Y PO3BUTKY HOBUX peabinitauinHumx
irop AnA TpeHyBaHHA KOTHITUBHUX 3ai6HOCTeN,
MOBW, NOTiKK, couiani3auil, a TakoX y npose-
AeHHi anpobauii Ta ouiHUi edeKTUBHOCTI 3a-
CTOCYBaHHA UbOro MeTody — fAK OKpemo, Tak
i B KOMMNEKCHIN peabiniTauii giTen 3 ayTMsmom.
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UCNoJ1b30BAHWUE KOMMbIOTEPHBIX UTPOBBIX
TEXHONOrUW B PEABUNUTALIUN AETEU CAYTU3MOM

B. I. Ko3agkuH, T. b. Bonowu, 0. A. Kaumap

Me>ayHapoaHas KNUHMKA BOCCTaHOBUTENBHOTO NeYeH s,
r. Tpyckasey

AHHOTaumA. KonnuyectBo geten ¢ MOTOPHOWN AUC-
KOOPAMHaUnen n gucnpakcnen npmn paccTponcTaax
ayTUCTMYecKoro crnektpa pgocturaet 85%. dddek-
TUBHOCTb peabunntaLmm 3aBUCHT OT MIACTUYHOCTY
HEPBHOWN CUCTEMbI, KOTOPYIO CTUMYANPYIOT MHOTO-
KpaTHble MOBTOPEHMA HEOOXOAUMbBIX LOBVIXKEHWN,
WHTEHCMBHOCTb TPEHUPOBOK U MO3UTUBHAA MOTU-
BauuA. HecoBepLeHCTBO MexaHMUYeCKMX TpeHaxe-
pOB COCTOUT B MOHOTOHHOCTU W OTCYTCTBUM MO-
TUBAUUWN K PerynapHbIM U ANNTENbHbBIM 3aHATUAM.
B MexayHapoaHOW KAWHUKE BOCCTAHOBUTESIbHO-
ro neyeHua (MKBJ1) n peabunutauiOHHOM LiEHTpe

IMPLEMENTATION OF COMPUTER GAME TECHNOLOGIES IN
REHABILITATION OF CHILDREN WITH AUTISM

V. 1. Kozyavkin, T. B. Voloshyn, 0. 0. Kachmar
International Clinic of Rehabilitation, Truskavets

Summary. Up to 85 % of children with autism
spectrum disorders suffer motor discoordination
and dyspraxia. The formation of the correct
movements, improved concentration and social
interaction are important tasks of rehabilitation
of children with autism. The effectiveness of
rehabilitation depends on the plasticity of the
nervous system, which is stimulated by repetition
of specific movements, the intensity of training
and positive motivation. The imperfection of
mechanical equipment is the monotony and lack
of motivation for regular and sustained training.
In the International clinic of rehabilitation (ICR)
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«INUTa» COeAVHUIN NOJe3Hble, HO CKYUYHble TPEHU-
POBKMW C 3aXBaTblBAKOLNMY KOMMbIOTEPHBIMU Mrpa-
MW, KOTOPbIX CO3AaHO yxe 6onee 20. BaxHblIl 3Tan
0OpaTHONM CBA3U U BO3MOXHOCTW HerpepblBHbIX
3aHATMIN — co3faHue VIHTepHeT-cucTembl JOMalu-
HUX WrpoBbIX TPEHMPOBOK. MHbopmauma o xone
NIPOBbIX CECCUIA, UX ANUTENIbHOCTM U pe3ynbTaTtax
[JOCTYNHbI Ha Be6-cTpaHmue. IHCTpyKTOp ocyLecT-
BNAET [AMCTAHUMOHHBIA KOHTPOJSb, KOppPeTnpyeT
nporpaMmy 1 aaeT pekomeHZaLmn.

KnioueBble croBa: ayTr3M, CMCTEMA UHTEHCUBHOM
Helpodusnonornveckon peabunutauum (CUHP),
KOMIMblOTEPHbIE UrPbl, MIHTepHEeT-cucTeMa gomall-
HUX UFPOBbIX TPEHNPOBOK.

and the rehabilitation center «Elita» useful but
boring training was combined with exciting
computer games. For patients with impairments
in psychomotor sphere more than 20 specialized
computer games were developed. It is important
to form the effective feedback and the possibility
of continuous employment - creation of an
Internet  system home trainings. Information
on the game sessions, their duration and the
results are available on the web page. Instructor
provides control adjusts the program and make
recommendations.

Key words: autism, INRS, computer games, home
web-based rehabilitation.
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APPLICATION OF ANIMAL-ASSISTED

THERAPY IN CHILDREN

WITH AUTISM SPECTRUM DISORDERS

B.V.Mykhaylov', M. E.Vodka?, 1. D.Vashkite', T. A. Aliieva’
"Kharkiv Medical Academy of Postgraduate Education
?International Charity Fund «Alexander Feldman Fund»

The diagnosis of autism spectrum disorder (ASD) has steadily increased in recent years. Families
of children with autism often pursue different interventions in the hope of ameliorating
particular aspects associated with ASD. Animal assisted intervention (AAl), which has been
defined as the use of an animal to provide therapeutic benefit based on a positive relationship
between the client and the animal, is a therapeutic measure for children with autism spectrum
disorder (ASD). Used on the basis of the Centre’s psychosocial rehabilitation of children and
adolescents, Feldman Ecopark animal-assisted therapy for children with autism spectrum
disorder provides a number of perspectives to the child’s benefit: the psychological aspect;
the social aspect and the technical aspect. The article describes new combinations of disability
treatment called Equine Assisted Therapy and Canistherapy in Ukraine. The results of this study
indicate that combined EAT and Canistherapy may have a wide range of therapeutic benefits
for children with ASD; such program is a unique form of therapy as it can influence so many

T. A. Aliieva
Summary.
areas of physical and psychological functioning.
Key words:

autism spectrum disorder, animal-assisted therapy, equine-assisted therapy, canistherapy.

Introduction

The diagnosis of autism spectrum disorder
(ASD) has steadily increased in recent years,
with estimates indicating that one in every
88 children is on the spectrum. Evidence com-
piled by the World Health Organization [1] has

suggested that by 2020 "childhood neuro-
psychiatric disorders will rise by over 50% in-
ternationally to become one of the five most
common causes of morbidity, mortality, and
disability among children" [1]. This statistic is
particularly disturbing when added to the reality
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