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Abstract:

The study analyzes the role of digitalization in the training of physiotherapy students.
Opportunities for improving practical skills through a virtual environment are being explored. Virtual
simulations allow for safe and repeated training of new skills. Technology aids in understanding
movements and therapeutic techniques. Students practice clinical situations without risk to real
patients. Traditional teaching methods and training through VR simulations are compared.

The results show better acquisition of practical knowledge and skills. Increased motivation and
more active participation in the learning process are reported. Trainees demonstrate greater
confidence in future work with patients. Despite the benefits, limitations related to technique and
resources are discussed. Pedagogical adaptation is also necessary when implementing VR
technologies. The conclusion highlights the potential of VR as an effective educational tool.
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BBbBEOEHUE

Pas3sutneto Ha gurntanHuTe TEXHONOrMN npes nocrnegHuTe geceTuneTns okassa CbLUECTBEHO
BMNMSIHNE BBbPXY BCUYKM Chepun Ha 0BLLECTBOTO, BKIIOYMTENHO M BbpXy 06pa3oBaHneTo. EguH oT Hawn-
AVHaMWYHO pasBMBaLLUTE Ce WHCTPYMEHTM B CbBPEMEHHOTO oOby4vyeHue e W3Non3BaHeTo Ha
TexHonormm 3a BupTyanHa peanHoct (Virtual Reality — VR). OcobeHo 3HauMma e pondra Ha
TEXHOMOIMMYHUTE WHOBaUUW B 34paBHUTE HaykW, KbAETO npakTMyeckata noarotoBka Ha
cneumanucTuTe € oT CbLLECTBEHO 3Ha4eHune. [1]

B kOHTeKcTa Ha KMHe3nonornsaTa Ha onopHo-gsuratenHua anapat VR npegnara BUCOKO HMBO Ha
NPOCTPaHCTBEHa BU3yanu3auusi Ha MyCKyrnu, CTaBu 1 OBWXEHUs, KOeTO noanomMara 3agbfboyeHoTo
pas3bupaHe Ha BUOMEXAHWYHW NPUHLMNKW, YeCTO TPYOHO AOCTMXKMMMU C TPaAWUMOHHU MEeTOAM KaTo
nekunn n atnacu (Effectiveness of Virtual Reality, 2020). BuptyanHata peanHocTt (VR) ce oTkposiBa
KaTo MHCTPYMEHT 3a Cb3[daBaHe Ha WHTEePaKTUBHU TPUM3MepHU y4ebHu cpeaum, KOMTO nomarat 3a
YCBOSIBAHETO Ha CMOXHW aHaTOMUYHU U KIMHUYHW 3HaHUSA U NogobpsaBaTt nNpakTUyeckuTe yMeHUs Ha
ctyageHTute (Hongthong, 2025). OcBeH ToBa Te3n TeXHOMNOrmn AaBaTt Bb3MOXHOCT 3a CUMYIMpaHe Ha
KIMUHUYHU CUTyauun, TepaneBTUYHU TEXHUKU W OBUraTenHn MOoAenu, KOUTO CTyAeHTuTe moraT aa
ynpaxHsiBaT MHOroKpaTHO B 6e3onacHa u KoHTponupaHa cpeaa. [3]

TpaguunMoHHUTE MeToan MMaT U3BECTHU OrPaHNYEeHUs, CBbP3aHN C HeAOCTaTbYHOTO BpeMe 3a
npakTuka, pUCK 3a MauueHTUTe W HEeBb3MOXHOCT 3a MHOrOKpaTHO MOBTapsHe Ha onpeaeneHu
KNMUHUYHM cuTyaumu. B TOo3nM cmucbn BupTyanHata peaniHOCT ce oyepTaBa KaTto MepCcrneKkTUBEH
WHCTPYMEHT 3a [JonbfiBaHe Ha TpaguumoHHuTe obpasoBaTenHu nogxoaun. [4] Ta nossonsiBa
Cb3[aBaHeTO Ha WHTEpPaKTUBHM CUMyNauuu, 4Ypes3 KOUTO CTyOdeHTUTe MoraT [fa YynpaxHssaT
ABUraTenHu TeXHWKK, Aa aHanuanpaT buomexaHukaTa Ha ABWXEeHUsTa 1 ga npuaobusaTt yBepeHoCT
npu paboTta ¢ naymMeHTun.

MeauvumHckn yHusepcuteT - neseH (MY lNneBeH) e nbpBOTO BUCWe y4ebHO 3aBedeHve B
Bbnrapus, koeTto BbBexaa BupTyanHa nabopaTtopua no aHaTomus, 6asvpaHa Ha TexHororum 3a
pobaseHa n BupTtyanHa peanHoct (MU Pleven, 2025). Hoeata cuctema pasnonara ¢ 20 VR/AR
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xegceta u npepoctaBa goctbn Ao Hag 13000 aHaTOMUMYHM  CTPYKTYpWU, KOETO Mo3BOSsiBa
WHTEPaKTUBHO W AETaNNHO n3dy4yaBaHe Ha YyoBewkata aHaTtomust (MU Pleven, 2025a).

Llenta Ha npoBeOeHOTO M3crneaBaHe € Aa ce aHanuanpa e@eKkTMBHOCTTa Ha TEXHOMNOrMmMTe 3a
BUpTyanHa peanHocT B 0Oy4eHMEeTO Ha CTyAEHTWU MO KMHEe3UTepanusa M ga ce pasrnegart TEXHUTE
npeanMcTBa, orpaHMYeHns N Bb3MOXHOCTM 3a UHTerpaumst B obpasoBaTenHns npoLec.

N3NOXEHUE

HacTtoawoTo u3cneaBaHe € HapaTuMBeH nutepatypeH o63op, 6asupaH Ha nybnukauum oT
PubMed, Scopus n Web of Science, kouTto pasrnexgaT BHegpsiBaHeTo n epektute oT VR TexHonornu
B MeAUUMHCKOTO obpasoBaHue. BkniodeHn ca mscrneBaHus, KOMTO aHanuaupaT BivsHueTo Ha VR
BbpXy NpnaobmBaHeTo Ha 3HaHUS, Pa3aBUTUETO HA YMEHUS U MOTUBAUMSTA Ha CTYAEHTU B MEAULIMHCKMN
cneunanHoctn (Hongthong, 2025; Effectiveness of Virtual Reality, 2020).

CucteMHuTe nperneam u MeTa-aHanm3um nokaseat, 4e VR oOyyeHuMeTo mma 3HaunTesnHo
NONOXUTESTHO BIIMSIHNE BbPXY NpMAoOMBaHETO HA TEOPETUYHM 3HAHUS N NPaKTUYecKa KOMNETEHTHOCT,
KaTo edheKkTuTe BbPXY NPaKkTUYECKUTE YMEHUS YeCTO HaABULIABaT TE€3N BbPXY YNCTOTO TEOPETUYHO
yceBosiBaHe (Radianti et al.,, 2020). B ponbnHeHne, VR obyyeHuaTa gonpuHacat 3a no-6bpsa
aganTauusi KbM KIMUHUYHWM CUTyauun W MNOBMLIABAT YBEPEHOCTTa B yMeHusiTa B CPaBHEHME C
TpaguumoHHuTe metoam (Jiang et al., 2022).

B npaktnyeckata peanusaums Ha Te3n koHuenuun MY lNnesBeH paspabotBa BupTyanHa AR/VR
nabopatopus kaTo YacT oT TenekomyHukaunoHHna Engockoncku Llentop (TEJIEL), HacoveHa kbm
oOy4yeHne Ha CTyOeHTU, cneuvann3aHTu U fekapu B UHTepakTuBHa BupTyanHa cpega (MU Pleven,
2025b). B tasn nabopatopusi obyvaemute moraT Aa HabniogasaT onepauun B peariHO Bpeme Unu
npegBapuUTenHO 3anncaHn MaHunynauMu, Kakto M ga B3anmmogenctBaT CbC CbAabpkaHue B 360°
NpOCTPaHCTBO, KOETO NogobpsBa nNpeacTaBaTa 3a Nponopumu, ANCTaHumMa n AbnbovmHa Ha obekTuTe
(MU Pleven, 2025b).

JTabopatopuaTta no aHaTOMUS BKMOYBA U PEXMM 3@ CbBMECTHWU 3aHATUS U NEKUMM B peariHo
Bpeme ¢ o 100 yyacTHULM, N03BOSIsIBa CBbP3aHOCT ¢ obpasHa agnarHoctuka (CT/MRI) n nHterpupanu
aBTOMaTU4YHM TECTOBE C OUEHHABaHE M CTAaTUCTUYECKM aHanms3, KOeTO AOMbISIHUTENHO NoBULLIABA
edekTuBHOCTTa Ha obyyeHueTo (MU Pleven, 2025).

TeopeTuuHa

NoAroToBKa VR nabopatopua 3D

{aHaToMuA, mogenn Ha OJA
OuomexaHuKa)

AHanwu3 Ha WHWYHa CUMMYynauu

BM¥EeHWATa (CTaBu K Ha ABUraTeHK
MYCKYH) HapylleHWA

MNogobpasaHe

KauyecTBOTO Ha

MpPaKTMYECKO K
€0pPETUUHO oByueHK

Cxema 1. OCHOBHM eTanu Ha MHTerpmpaHe B y4ebHusa npouec

MpouecbT 3anoyBa C TeopeTUyHa NOAroTOBKA MO aHaToOMUS U OUOMeXxaHuka, crnep KOeTo
ctyaeHTMTe usnonssaT VR nabopatopusi 3a Bu3yanusauusi Ha TPUM3MEPHW MOAENM Ha OMoOpHO-
ABuratenHus anapaTt. BupTyanHata cpega nos3BonsiBa aHanu3 Ha ABMXKEHWSITa Ha cTaBuTe WU
MYCKYITHUTE FpYynn, KakTo YU CUMYNMpaHe Ha KIMHUYHU CLEeHapuM Npu ABuUraTenHn HapylueHus. Teau
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eTanu nognomMarat pa3BuTneTo Ha npakTn4eCkn ymeHna m KinMHM4YHO MUCIIeHe Npun CTyaeHTUuTe (CDVIF.

1).

COBCTBEHU NPOYYBAHUA

MpoBedeH e neparornyeckn ekcnepuMeHT npes3 ydebHute 2024-2025 n 2025-2026 r. cbe
cTygeHTM no cneumnanHoct ,KuHesutepanus“ B nNbpBM Kypc Ha obydyeHne B MY [lneseH.
EkcnepumeHTbT BKNto4Ba ABa Kypca ot no 30 ctyaeHTr (o6wo 60 aywn).

Ha ctypgeHtMte oT [pyna 1 ca oueHeHn pesyntatute cneg TpaguvuMoHHO oOydeHne no
ancumnnuHaTta KuHeanonornsa ypes MynTUMeaunHu npeseHTaumm U cneumanuavpaHa nutepartypa.
Mpu cTtyaeHTnTe OT 'pyna 2 oby4yeHNeTo e JOMbIHEHO CbC CneunanHo U3roTBEHN NeKLMM N aHanuma
Ha 4YOBELUKOTO TS0 BbB BUpTyanHa cpefa. MetoobT Ha OueHsBaHe € MAEHTMYEH — cneumnanHo
paspaboteHn TectoBe B Cuctemarta 3a €fneKTPOHHO U AUCTaHUMOHHO obyyeHue Ha MY [neseH c
aBTOMATU4YHO OLIEHsIBAHE Ha pe3yntaTuTe.

3a cratuctmyecka obpaboTka Ha OaHHUTE € M3Mon3BaH T-KpUTEpPU 3a HE3aBMCUMMU U3BAOKM,
N34MCneH No cTaHgapTHa dopmyna, C Len CpaBHsiIBAHE Ha CcpefHUTe CTOMHOCTM Ha OBETE rpynu u
OLeHKa Ha 3HaYMMOCTTa Ha pasfiukuTe.

AHanu3bT Mnokasea, Ye cpefHaTa oueHka Ha ctygeHTuTe oT [pyna 2 (5.52) e no-sBucoka B
cpaBHeHue c Npyna 1 (4.74). CTaTUCTUYECKMAT aHanu3 NoTBbp)KAaBa 3HAa4YMMOCTTa Ha pasnukara (t =
-3.85, p = 0.00033 < 0.05), koeTo nokasea, 4Ye uHTerpaumata Ha VR obydeHune Boan go no-gobpu
pesyntaTtu (Tabn. 1, dur. 2).

Tabnuuya 1.
CTaTUCTMYECKM aHanu3 Ha pe3yntaTtute Npu ABeTe rpynu CTyAeHTU
MapameTbp MNpyna 1 Mpyna 2
CpepaHa oueHka no wectobanHa ckana 4.74 5.52
CTtaHaapTHO OTKITIOHEHNE 0.91 0.64
t-cTomHoCT -3.85 -
P-CTONHOCT 0.00033 -
5.52
6.00 - Elpynal
4.00 - ® Fpyna 2
200 '

®ur. 2. CpegHu OLEHKM NpU ABETE rPynu CTYAEHTN.

Ot pesyntatuTe e BMaHa obekTuBHaTa nonsa oT BHeapsABaHeTO Ha VR cuctemata B oby4eHneTo
no KnHesnonornss — noBuLIEHA aHraXXMpaHoOCT Ha CTYAEHTUTE K Mo-3aabnboyeHo ycBOsIBaHE Ha
y4yebHuna matepman.

3AKIKOYEHUE

BupTyanHaTta peanHocTt e MoLleH obpasoBaTternieH MHCTPYMEeHT 3a obydeHune no KuHeanonorus.
Hay4yHuTe gaHHM nokaseart, Yye VR TexHonorumTte nogobpssaTt NpoCTPaHCTBEHOTO M KOHLENTyanHOTO
pa3bupaHe Ha aHaTOMUYHUTE CTPYKTYPU, YBENUYABAT aHraXXmpaHocTTa Ha CTyAeHTMTe U nognomaraT
yCBOSIBAHETO Ha Knto4oBM BruomexaHnyHm npuHumnu (Effectiveness of Virtual Reality, 2020; Radianti
et al., 2020; Jiang et al., 2022).

KoHkpeTHU npumepun ot MY lneBeH geMOHCTpupaT npaktnyeckaTta npunoxmmoct Ha VR, kato
BHeapeHnTe AR/VR cuctemu npegoctaBAT MHTEPAKTUBHU U aganTMBHU y4ebHn cpeaun, CTumynupatum
MOTMBaUUATA U YMEHUSTA Ha CTyAeHTuTe. HoB/UTE TEXHONOMrMN BKNOYBAT MHOrOBPOMHM aHaTOMUYHU
Moaenu, konabopaTMBHU pPeXMMM W UHTErpaumsa c obpasHa [guarHocTuka, KOeTo mnoanomara
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edekTUBHOTO 0byyeHne Ha BbaeLwm KNHe3nTepanesTn B peanmcTudHa 1 NpakTU4eckn opueHTupaHa
cpena (MU Pleven, 2025a; MU Pleven, 2025b).

KakBu ca npeausBukatencreaTta npu BHeapsBaHeTo Ha VR TexHonornn?

M3non3BaHeTo Ha VR TexHonormmte B 0OOy4eHMETO NO KUHE3UTepanusi € CBbP3aHO U C
onpeaeneHun orpaHNYeHns: BUCOKa LieHa Ha obopyaBaHeTo U codpTyepa; Hannvme Ha cneynanmsanpaHm
YCTPOWCTBA, KaTo o4una 3a BUpTyanHa peanHoCT, CEH30pu 3a ABMXXEHME U MOLLHW KOMMIOTPU.

Heobxoanma e u negarormyecka agantaumsi Ha yy4yebHust npouec - paspaboTBaHe Ha HOBU
MeToAM Ha npenogasaHe u obyvyeHne Ha npenogaBaTtenuTe 3a paboTa C Te3n CUCTEMMN. Hanuue
Ca N HSKOM TEXHUYECKM OrpaHnyveHusi, CBbp3aHMU C KavyeCTBOTO Ha rpadumkata, TOYHOCTTa Ha
npocreasiBaHe Ha ABUMXEHUSTA U Bb3MOXHUTE TeXHUYeckn npobnemMu no Bpeme Ha M3nornsBaHe Ha
cucTtemuTe.

VR TexHomnormmte He mMoraT HanmbSfHO Aa 3aMEHSAT peaniHUA KOHTakT C nauuMeHTuTe, Tbi KaTo
npakTuyeckata paboTa B KfMHMYHA cpefa € He3aMeHMMa 4acT OT nogrotoeBkaTa Ha ObgelumTte
KnHesuTepaneBTn. ETo 3awo TpsibBa ga ce pasrnexgaTr Kato OONbJIHEHWE KbM TPagULWNOHHUTE
MeTOAM, a He KaTo TAXHa MbflHa anTepHaTMBa.

Bbnpekn Bucoknte pasxoan 3a obopyaBaHe M HeoBXoOMMOCTTa OT TeXHMYecka NnogapbXka,
TeHOAeHUuMTEe B MeOULMHCKOTO obpasoBaHMe W pexabunuTauMoHHUTE Hayku nokassaTt, 4e
nHTerpaumsTta Ha VR e npoabikun ga ce paswmpsisa, npegnarankm 6e3onacHu 1 aganTMBHN YCNOBUS
3a obyyeHune, kouTo nogobpsaBaT Ka4eCcTBOTO HAa MeAULUUHCKaTa NOAroTOBKA.
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