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ARTIFICIAL INTELLIGENCE AND MODERN TECHNOLOGIES OF VOLLEYBALL
TRAINING IN SPORTS SCHOOLS

AHHOTaIII/Iﬂ. Cmamos nocesdujeHa avaiu3sy npumMeHenus MexHoN02Ull UCK)YCCMBEHHO20 UHmMeEIl-
JleKma u yughposvix peuteHuli ¢ o0OyueHuu 6onetioony 6 cnopmueusix wkonax. Iloouepkusaemces pov
UU ne monvko 6 npoyecce mpeHupoeoK, Ho U 6 CnNOpmueHoOM 0m6ope — 6 YdacmHocmu, 6 aHaiusze
MopgbOﬂoeuueCKux u 6u0MempuquKux napamvempoe pocma OHblX CNOPMCMEHOS. Pacczwampueaiomc;z
BO3MOIHCHOCMU NOCMPOEHUA uHOueudyaﬂbezx MPEHUPOBOUHBIX npocpamm C Y4emom CEHCUMUBHbIX
nepuooos passumusi, a makxice npumeneruss MU 0nst nianuposanust u anaiusa copeeHo8aHuUll, cnap-
PUH206 U UHbIX OmAanoe noozomosku. Ocoboe snumanue ydeﬂﬂemCﬂ nepcnekmueam 6H€()peHuﬂ 6 mpe-
HupOBO‘tHblﬁ npoyecc MexXHON02Ull OONOAHEHHOU peailbrocnmu, 8K1I04asn UCnNo1b306anue AR-winemos u
Cneyuailusupoeannvblx npocpamm o U3Y4YEeHUA U 3aKpeNniernusl maxkmudecKux cxem nogeeoenus 6 ycio-
6UAX, I’lpu5]lu9fC€HHblx K copesHoeamelbHbIM. Hpeécmaeﬂeﬂbl npumepbsl npakmuqecvcozl peanlusayuu
MAKUX N0OX0008 8 3aPYOEIHCHOU U OMeYeCmEeHHOU NPAKmMuKe.

KiroueBble ciioBa: 6071etib0, UCKYCCMBEHHBII UHMELLEKM, CHOPMUGHBLIL OMOOp, CEeHCUMUS-
Hble Hacpy3KU, OONOJIHEHHAA peailbHocmb, maxkmuieckas nodeomogxa, L;u(ﬁp06ble mexHoaocuu.

Abstract. The article is devoted to the analysis of the application of artificial intelligence tech-
nologies and digital solutions in volleyball training in sports schools. It emphasizes the role of Al not
only in training but also in talent selection — particularly in analyzing the morphological and bio-
metric growth parameters of young athletes. The article explores the potential of Al in designing indi-
vidual training programs based on sensitive developmental periods, as well as in planning and analyz-
ing competitions, sparring events, and other elements of the training cycle. Special attention is given
to the integration of augmented reality (AR) technologies into the training process, including the use
of AR helmets and custom-built software for mastering tactical patterns under conditions close to real
competitions. Examples of the practical implementation of such approaches in both foreign and do-
mestic sports contexts are provided.

Keywords: psychomotor abilities, motor skills, volleyball, coordination, rhythmicity, training
process.

Hcnonws3oBanune MM-cuctem L OOCHKH JIOTUYCECKUEC aHHBIC IIOKAa3bIBAKOT YaCTOTY

MOp(DOIOTUYECKUX W OMOMETPUYECKHX T1apa-
METpPOB (POCT, MHJIEKC Macchl Tefa, JUIMHA KO-
HEYHOCTEH, CKauyKOOOpa3HOe pa3BUTHE) ITO3BO-
JISIET OCYIIECTBIISITh PAaHHIOW HISHTHU(DUKAIIIO
NIEPCIEKTUBHBIX CIOPTCMEHOB. Hampumep, ai-
TOPUTMBI HaA OCHOBEC MallIMHHOT' O 06y‘-IeHI/I$I npu
aHaM3e aHTPONOMETPUUYECKUX OAHHBIX MOTYT
MMpeaACKa3bIBaTh MOTCHIHA Pa3sBUTHUA IPBIXKKO-
BO# CIIOCOOHOCTH M peaknuu [6: ¢. 1-6].

B Poccun ananoruvsHele NpPakTUKW HC-
MOJIB3YIOTCSl MUJIOTHO, TO €CTh OOY4YeHHUE alro-
putMa Ha 0aze maHHBIX 1o 50 moapocTkam mo-
Ka3aJo KOPPENSIIUI0O MEXAy MoppoMmeTpuen u
yIIy4YIIEHUEM MI'POBBIX MOKa3aTejIel CIIyCTs Tox
— 10 0,65 ko3 dunmenTa npeackazaHus ycrexa.

NN — ¢usnonoruyeckne U rncuxoPpu3mo-

npeikKoB, YMO-natunku axtuBHoctu (IMU),
peaknuu U ycranoctb. Moaens MS-TCN aBto-
MaTHYECKH ONpEAeIsieT NMPBUKKH U Kiaccugu-
uupyer ux TUO ¢ ToyHocThio F1=0,90 u
R?=0,50 mist omeHKH BBICOTHI MPBDKKOB Ha
6okce ¢ tamueit-IMU [6]. DTo mo3BomseT 3ama-
BaTh MEPCOHAIM3UPOBAHHBIE HATPY3KH B «CEH-
CUTHBHBIX Tepuojax» pa3Butusa (Bo3pact 14—
16) m aganTUpoBaTh MPOrpaMMy B peabHOM
BpeMmeHH [5: c. 1-5].

HUU-cuctempr, momobusle  PlaySight
SmartCourt, TpUMEHSIOT KaMepsl U aITOPUTMBI
KOMITBIOTEPHOTO 3PEHUsI AJIsl OTCIICKUBAHUS Tie-
PEIBMKEHUS] UTPOKOB M TPACKTOPHUU Ms4a, aB-
TOMATHYECKH aHATM3UPYS MaT4YH ¥ TPEHUPOBKH,
CO3MIAI0T MOAPOOHBIE OTUETHI IO TEXHHUKE, CKO-
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poctu, mectam ommbok [PlaySight Interactive] HEpamu [2; 3: c. 461-468].

[8]. AmamormdHble CHCTEMBI HCHOJB3YIOTCS B bein mpoBemeH sSkcnepwmMEeHT Ha 0Oase
POCCHICKHX aKaaeMHUsIX BoJieiOoa Isl TUTaH!- CHIOP «Amnrapa» ¢ moapocTKaMH B BO3pacTe
pOBaHMsI y4yacTusi B TYPHHUPAx, OLEHKH d(dek- 14-16 ner.
TUBHOCTH WTPOKOB W OTCIIC)KMBAHUS TUHAMHUKHU Lenp sKcIepuMeHTa COCTOSIA B TIPOBEP-
[7]. Ke 9 (HEKTUBHOCTH KOMIUIEKCHOTO IIPHUMEHEHIS
TexHonorun JONOJHEHHOW PEaIbHOCTU NU-meTonoB u AR-TexHONOTHI B TPEHUPOBOU-
(AR-muiemMbl Wi MOOWIIBHBIC TIPHIIOKEHHS) UC- HOM TIpoliecce U oToope.
MOJIB30BAIMCh JIi OOydYeHHsS HaBBIKAM TIIajie- B oskcnepumentanmsHON rpymme (n=15)
HUS, OPUEHTALUH, BU3YyaJIu3aluu TakTUku. Hc- MPOBOIMIACh OleHKa Mopdomerpun WU,
nonb3oBanue AR-cpenctB B oOyueHnn ¢usmnye- IMU-naTankn  OpBDKKOB, MHIWBUAYaJbHBIC
CKOH KyJBTYpe MOATBEP)KICHO POCTOM MOTHBA- CEHCUTHBHBIE Harpy3ku, AR-TpeHUHTH TaKTHKH.
UUU U MPOCTPAHCTBEHHOI'O MOHUMAHUS y yua- B xontpomsHOil Tpymme (n=15) mpoBo-
mwuxcs [1, 4: ¢. 1-2]. Cnermanbhsie AR-Moaysu JAJICA TPAJAULIMOHHBIA TPEHUHT.
JUI BOJIEHOONIa TO3BOJISIIOT BH3YaIU3HPOBAThH Perynsipable copeBHOBaHUS TPOBOIUIIUCE
TPACKTOPUH TOJA4YH, CXEMBI PACCTAHOBKH, U B TeueHne 6 MecsieB. Pe3ynbpraTer 00padaTbiBa-
MPOBOJIUTH TPESHUPOBKU ¢ BUPTYaJIbHBIMH TapT- JIMCh aBTOMATHU3UPOBAHHON CHCTEMOH.

Tabmuna 1 — CpaBHeHHE KITIOYEBBIX IMOKa3aTeNel mocie 6 MecsIeB TPeHUHTa

Cpennuit || Cpennsis BeIcOTa || YcneBaeMocTb B copeB- || Cymma TakTuue-

pocrt (cm) MIPBDKKA (CM) HOBaHMAX (%) CKHX OIMIMOOK
chnepHMeHTanLHaﬁH 175+4 H 48+3 H 80 H 5 ‘
‘KOHTpOJ‘ILHaH H 174+5 H 44+5 H 65 H 12 ‘

Tabnuua 2 — Mi3MeHeHre MOTHBALIMU M IPOCTPAHCTBEHHOT0 MoHMUMaHus (AR)

Tokasarens DKcIepUMEHTaANIbHAS IPYyIIa KontponbHas rpymnmna
JI0 — 1ocie 710 — 1ocjie
|MOTI/IBaI_II/I$I (6amme! onpoca) || 32—45 || 3,3 —>3,8 |
|Op1/1eHTaum{/Bocnpm{THe || 60 % — 85 % || 62 % — 70 % |

CpaBHeHwe pe3ynsTaToe 3kcnepumMmenTa: CLUOP "Anrapa”, so3spacTt 14-16 net
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Pucynok 1 — Pe3ynbTaThl 3KCIEPUMEHTANIBHON U KOHTPOJIBHON TPYyHI CIIOPTCMEHOB
CILIOP «Anrapa» (Bo3pact 14—16 51eT) 1o KIIIOUEBHIM MTOKA3aTENSAM.

OKCIEpUMEHT MOKa3all, YTO HCIIOJIb30Ba- Ky B npoctpanctBe. Cucrema MH-otOopa mos-
Hue UM nu AR mno3BosiseT NMOBBICUTH TEXHHUKY BOJIWJIA BBIABUTH UIPOKOB C BBICOKUM IIOTEHLIU-
IPBDKKA, TAKTUYECKYH0 UYETKOCThb, CHHU3UTh aJoM, a IEPCOHAIU3UPOBAHHBIE CEHCHUTHBHBIE
OIINOKH, MOBBICUTH MOTHBALIMIO M OPUEHTHPOB- HAarpy3KH YyIYYIIWIA TPBDKKOBYIO 3((deKTHB-
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HOCTb. AR-TpeHHHIH CIOCOOCTBOBAIN TIOHUMA-
HUIO TaKTHYECKUX CXEM B BHUPTYaJIbHOU Cpere,
YTO MPHUBENIO K CHIKEHUIO OMIMOOK Ha COPEBHO-
BaHMUSIX.

Wuarerpamus  MU-texuomormii  (aHamm3
Mopdomerpuu, IMU-maTInKy, alrOpuTMBI TI1a-
HUpPOBaHUs) COBMECTHO ¢ AR-uHCTpymMeHTamu
OKa3bIBAET CYIIECTBEHHOE IMOJIOKUTEILHOE BIIU-
SHUE Ha TOATOTOBKY MOJIOABIX BOJIEHOOJICTOB.

[TunoTHBIA SKCHEPUMEHT MOATBEPKAACT yIyd-
[IeHNe TEXHUKH, TAKTUKWA ¥ MoTuBarmu. OnHa-
KO BHeApeHHe TpeOyeT WHBECTHIHHA, ITU(PPOBOI
TPaMOTHOCTH TPEHEPOB U aJanTalud 000pyHo-
BaHMs. PexomeHayercd nanbpHEiIlee MacluTa-
OmpoBaHwme, BKIIOUYEHHE 0ojiee KPYITHOW BRIOOP-
KW, TIPOJJICHHBI MOHUTOPUHT U MHTETpaIUs C
HAI[MOHATBHBIMU CITOPTUBHBIMU IIKOJIAMH.
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