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AnHOTanus. B cTaThe paccMaTpuBaOTCS WHPOPMAIIMOHHBIE TEXHOJIOTHUH, KOTOPBIE MOTYT OBIThH
HMCIIOJTb30BAHEI [JIsT PeabuIUTalluy II0CIIe YePEeITHO-MO3T0BOM TpaBMbl. OGCYKIal0TCS TaKue
TEeXHOJIOTHHY KaK BUPTyaJbHas M JOIOJTHEHHAS PeaTbHOCTb, MOOUJIbHEIE TIPUIOKEHUS,
OMOMEOUITMHCKNE YCTPOMCTBA U TEeXHOJIOTUH MAIIMHHOTO 00y4YeHus. [IpuBOOSITCS KOHKPETHRIE
IIPUMEPHI CEPBUCOB U KOMIIAaHUM, IPUMEHSIONINX 9T TeXHOJIOTUHU B peabunuTonoruu. Jlemaercs
BBIBOJ, 00 9(h(PeKTUBHOCTH UHTETPALIMY PA3JIMYHBIX TEXHOJIOTHH OJIS IepPCOoHaTu3allul 1
ONITUMH3AIINY PeabuINTAllMOHHBIX IPOTPaMM.

Abstract. The article discusses information technologies that can be used for rehabilitation after
traumatic brain injury. Technologies such as virtual and augmented reality, mobile applications,
biomedical devices and machine learning technologies are discussed. Specific examples of services
and companies using these technologies in rehabilitation are given. The conclusion is drawn about
the effectiveness of the integration of various technologies for personalization and optimization of
rehabilitation programs.
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B o6nacTu peabuIUTaAIIUK IOCIe YePeITHO-MO3Tr0Boi TpaBMbI(YMT) MOTYT HCIIOTB30BAThLCS
crenyiomnire nHGOPMAaIMOHHBIE TEXHOJIOTUHY I Yay4IlleHus 3¢hGEeKTUBHOCTU U IEePCOHAIU3AIIUN
IporpaMM BOCCTaHOBIIEHUS:

1. BupryanbHasi peaabHOCTh (VR):

o Kak amo pabomaem: ITalmeHTH MOTYT y4aCTBOBAaTh B MHTEPAKTHUBHBLIX BUPTYaIbHBIX
TPEHWPOBKax, KOTOPEIE CIIelnalbHO pa3paboTaHbl OJIs YIIyYIlleHUs KOTHUTUBHEIX U
MOTOPHEBIX HABBEIKOB.

o I[Ipeumyuiecmaea: YBIeKaTeJIbHbEIE 1 MOTUBUPYIOIINE yIIPaKHEHUS, BO3SMOXKHOCTD
CUMYJIUPOBATh peajibHble CIIeHapUU U CPenbl OIS TDEHUPOBKU.

2. lonmonHeHHas1i pealbHOCTH (AR):

o Kak amo pabomaem: Vcnionb3oBauue AR OJisi CO3MaHUsT MHTEPAKTUBHBIX
IPUJIOKEHUM, KOTOPHIE JOIIOJIHSIOT pealbHOe OKPYyXKeHNue nalueHTa 1
IPEenoCTaBJISAI0T OOMIOJIHUTEIbHbBIE HaHHBIE U NHCTPYKIIUN.

o IIlpeumywecmad: YiydllleHHas BU3yalu3alus U IOHUMaHue 3a1ady,
IIepCOHaNN3UPOBaHHLIE ITIOACKA3KU U NHCTPYKIIUU.

3. MoOH/IbHBIE IPHIOKEHHS [I/IsI PeaOU/TUTAIIHM:

o Kak amo pabomaem: Pa3paboTka MOOUIIBHBIX TIPUJIOKEHUN C
[IePCOHANMU3UPOBaHHLIMU TPEHUPOBKAMU, HAIOMUHAHUSIMU O 3aHATUAX,
OTCJIeXXKMBaAHUEM IIPOrpecca U BO3MOXKHOCTLIO 00paTHOM CBA3U.

o [Ipeumyuiecmasa: JOCTyIHOCTSE B Jito00e BpeMs U MeCTO, ynoOCTBO UCIIOIb30BaHUS
IOJIS IallieHTOB B IOBCEOHEBHOU KU3HU.

4. BuoMeIHIIMHCKHE YCTPOHCTBa:

o Kak amo pabomaem: Vcrionb30BaHue YCTPOUCTB IJII MOHUTOPHUHTA
(du3nonoruyecKux rnokalarenel, TaKUX Kak aKTUBHOCTDb M03Ta, CEPOEYHBIN PUTM,
WU OBUTaTesIbHas aKTUBHOCTE.

o [Tpeumywecmaa: OGbEeKTUBHBIM aHATU3 JAaHHBIX /I WHOAWBUAYATU3auN
MIPOTPaMMHI peabuIuTaIuy U OTCIeKUBAHUS ITPOTrpecca.

5. TexHO/JIOTuU MAaUTUHHOT 0 O0yueHus1 (ML):

o Kak amo pabomaem: Vicnonb30BaHUE aJITOPUTMOB MAlIIMHHOTO O0y4YeHUS IJIs
aHaM3a JaHHBIX O IIPOrpecce IMalueHTa U aBTOMaTU4YeCKOW KOPpPeKInuu
peabuINTaIMOHHEBIX IIPOTPaMM.

o IIpeumyuiecmaa: IlepcoHanu3anus ¥ ONTUMU3alMs TDEHUPOBOYHEBIX CECCUN B
peanbHOM BpEeMEHU.

WHTerpanus 9TUX TEXHOJIOTUM MOXKET CO3IaTh MHHOBAIMOHHBIE U 3(P()EeKTUBHEIE METOOEI
peabunurtaiuu, obecneynBasi 60Jiee BEICOKYIO CTENEHb IEPCOHAMU3AIUY U MOTHUBAIIWY V TTAIlUEHTOB
C 4epenHO-MO3Tr0BOU TPaBMOMU.

Ha gaHHBIM MOMEHT CYIIIeCTBYET Psil BeO-CepPBUCOB, 0KA3BIBAOIIUX MOONEPKKY JIIOOSIM Ha
peabuIUTaIINHU:

1. BupTryanbHasi peajadbHOCTb (VR):
o I[Ipumep: MindMotion GO.



PucyHnok 1. «<MindMotion GO»

e Onucanue: MindMotion GO ucnonb3yeT BUPTYaIbHYIO U JOIOIHEHHYIO PealbHOCTh OIS
CO3[aHUs WHHOBAIIMOHHLIX ITPOTPAMM pPeabuIuTaIlnuy Oy marnueHToB ¢ YMT. ITarueHTh
MOT'YT BHITIOJIHATH UHTEPAKTUBHBIE YIIPaXKHEHM s, HallpaBJIeHHbIe Ha BOCCTAHOBIIEHUE
MOTOPUKM M KOTHUTHUBHBIX HaBBIKOB.

2. lonmonHeHHasi peadbHOCTH (AR):
o [Tpumep: Augmedix.
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PucyHok 2. «<KAugmedix»



e Onucanue: Augmedix npuMmeHseT AR s o6rnerdeHuss paboThl MEOUIIMHCKOTO IepcoHara.
Bpauu MoTyT UCIIONIb30BaTh YMHBIE 0UKHU C pyHKIMEN AR O monydyeHus: JONOTHUTEIbHOM
rHGOPMAIIUY O MallMeHTaX U MeOUIIMHCKUX JaHHBIX, YTO CIIOCOOCTBYET yJIYUIIEeHUIO
9GO GHEKTUBHOCTH U TOYHOCTH JI€UEHUS.

3. MoOHIbHBbIE MPH/IOKEHHUS [IJIsI peadOU/TUTAIIHH:
o [Ipumep: Constant Therapy.

¢ Omucanue: Constant Therapy npegocrasisieT MOOUIILHOE IIPUIOKEHUE C
IIePCOHATM3UPOBAaHHBIMY yIIPaKHEHUSMHU [1JI1 BOCCTAHOBIIEHUS KOTHUTHUBHBIX U MOTOPHBIX
HaBHIKOB mocjie YMT. ITamnueH T MOTYT MCIOJIL30BATh €T0 IJIS JOMAIllHeW peabumuTaliuy,
rojiy4yasi peKOMeHOalluM 1 OTCJIesKUBasi CBOU IIpOrpecc.

Constant
__Therapy

Pucynok 3. «Constant Therapy»

4. BUOMeJHUIIHHCKHE YCTPOHCTBA:
o ITpumep: ReWalk Robotics.

W/ Robotics

PucyHnok 4. «<ReWalk Robotics»

e Onucanue: ReWalk Robotics pa3pabaTbiBaeT u MPOU3BOOUT 3K30CKENIETHI IS TTOAIEPKKHI
OBUXKEHUA y J'IIOJIGI:I C IMapajIuyvyoM HJIX HapPyIIeHueM IIOABU2KHOCTH. Sl 6I/IOMeJII/II_[I/IHCKI/Ie



YCTPOMCTBa MOMOTalOT nanueHTaM ¢ YMT BepHYThCA K 60jIee aKTUBHOMY 00pa3y KU3HMU.

5. TexHOJIOTHH MAIIHHHOT 0 00y4yeHust (ML):
o [Tpumep: AiCure.

@) AiCure

PucyHok 5. «AiCure»

e Omucanue: AiCure UCIIOIb3yeT TEXHOJIOTUY MAIMHHOTO O0y4YeHUS OJIsT MOHUTOPUHTA
COOJTIONeHNS JIeUeHUs IIallieHTaMu. B KOHTeKCTe peabuInuTalli, 9TO MOXKeT OBITh
MIPUMEHEHO OJIS1 OTCJIeKMBAHUS BHIIOHEHNS YIIPpaKHEeHUN U afalTalluy IPOrpaMMBbL
peabuiuTaIMy B 3aBUCUMOCTH OT MHAVBUAYAJbHBIX TOTPEOHOCTEN.
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