Wiadomosci Lekarsk1
Medical Advances

VOLUME LXXVI, ISSUES 10, OCTOBER 2023 ISSN 0043-5147
Official journal of Polish Medical Association has been published since 1928 E-ISSN 2719-342X

\A(,wwa

ALUNA Publishing



Memory of
dr Wiadystaw
Bieganski

Wiadomosci Lekarskie is abstracted and indexed in: PUBMED/MEDLINE, SCOPUS, EMBASE, INDEX COPERNICUS,
POLISH MINISTRY OF EDUCATION AND SCIENCE, POLISH MEDICAL BIBLIOGRAPHY

Copyright: © ALUNA Publishing.

Articles published on-line and available in open access are published under Creative Com-
mon Attribution-Non Commercial-No Derivatives 4.0 International (CC BY-NC-ND 4.0) allowing
to download articles and share them with others as long as they credit the authors and the pu-

blisher, but without permission to change them in any way or use them commercially.

The journal Wiadomosci Lekarskie is cofinanced under Contract No.RCN/SN/0714/2021/1
by the funds of the Minister of Education and Science



Editor in-Chief:
Prof. Wiadystaw Pierzchata

Deputy Editor in-Chief:
Prof. Aleksander Sieron

Editors of the issue:

Prof. Dmytro Diachuk — Academician of the National Academy of
Medical Sciences of Ukraine, Director of the State Institution of
Science «Research and Practical Center of Preventive and Clinical
Medicine» State Administrative Department, Kyiv, Ukraine

Prof. Yurii Yashchenko - Deputy Director for Scientific Work, State
Institution of Science «Research and Practical Center of Preventive
and Clinical Medicine» State Administrative Department, Kyiv, Ukraine

Wiadomosci Lekarskie
Medical Advances

Statistical Editor:
Dr Lesia Rudenko

Managing Editor:
Agnieszka Rosa — amarosa@wp.pl

International Editorial Office:
Nina Radchenko (editor) - n.radchenko@wydawnictwo-aluna.pl

Polish Medical Association (Polskie Towarzystwo Lekarskie):
Prof. Waldemar Kostewicz — President PTL
Prof. Jerzy Woy-Wojciechowski — Honorary President PTL

International Editorial Board - in-Chief:

Marek Rudnicki

Chicago, USA

International Editorial Board - Members:

Kris Bankiewicz
Christopher Bara
Krzysztof Bielecki
Zana Bumbuliene
Ryszarda Chazan
Stanislav Czudek
Jacek Dubiel
Zbigniew Gasior
Mowafaq Muhammad Ghareeb
Andrzej Gfadysz
Nataliya Gutorova
Marek Hartleb
Roman Jaeschke
Andrzej Jakubowiak
Peter Konturek

Jerzy Korewicki

Jan Kotarski

San Francisco, USA
Hannover, Germany
Warsaw, Poland
Vilnius, Lithuania
Warsaw, Poland
Ostrava, Czech Republic
Cracow, Poland
Katowice, Poland
Baghdad, Iraq
Wroclaw, Poland
Kharkiv, Ukraine
Katowice, Poland
Hamilton, Canada
Chicago, USA
Saalfeld, Germany
Warsaw, Poland

Lublin, Poland

George Krol
Krzysztof tabuzek
Jerzy Robert tadny
Henryk Majchrzak
Ewa Matecka-Tendera
Stella Nowicki
Alfred Patyk
Palmira Petrova
Krystyna Pierzchata
Waldemar Priebe
Maria Siemionow
Vladyslav Smiianov
Tomasz Szczepanski
Andrzej Witek
Zbigniew Wszolek
Vlyacheslav Zhdan
Jan Zejda

New York, USA
Katowice, Poland
Bialystok, Poland
Katowice, Poland
Katowice, Poland

Memphis, USA

Gottingen, Germany

Yakutsk, Russia

Katowice, Poland
Houston, USA
Chicago, USA

Sumy, Ukraine
Katowice, Poland
Katowice, Poland
Jacksonville, USA

Poltava, Ukraine

Katowice, Poland

Distribution and Subscriptions:
prenumerata@wydawnictwo-aluna.pl

Bartosz Guterman
Graphic design / production:
Grzegorz Sztank

fajne.work

Publisher:

ALUNA Publishing

ul. Przesmyckiego 29,

05-510 Konstancin — Jeziorna
www.wydawnictwo-aluna.pl
www.wiadomoscilekarskie.pl
www.wiadlek.pl



Wiadomosci Lekarskie Medical Advances, VOLUME LXXVI, ISSUE 10, OCTOBER 2023 © Aluna Publishing

CONTENTS
ORIGINAL ARTICLES

Liana M. Babii, Valentyn 0. Shumakov, Olena P. Pohurelska, Nataliia M. Tereshchenko, Yuliia Y. Kovalchuk, Oksana V. Voloshyna,

llona 0. Umen

CLINICAL, INSTRUMENTAL AND BIOCHEMICAL ASSOCIATIONS OF THE DEGREE OF PHYSICAL RECOVERY IN PATIENTS SUFFERED FROM ACUTE

CORONARY SYNDROME AT THE COMPLETION OF IN-HOSPITAL REHABILITATION PERIOD

Olga V. Gridneva, Pavlo G. Kravchun, Natalia G. Ryndina, Olga I. Kadykova
PREDICTION OF THE RISKS OF THE DEVELOPMENT OF COMORBIDITY OF CORONARY HEART DISEASE AND OBESITY
INTHE BACKGROUND OF MILITARY ACTIONS

Viktoriia V. Horachuk, Tetiana V. Mostepan
FEATURES OF FUNCTIONING DISORDERS IN PATIENTS WITH STABLE ISCHEMIC HEART DISEASE

Yurii M. Hupalo, Dmytro A. Makivchuk
CATHETER DIRECTED THROMBOLYSIS IN ACUTE LIMB ISCHEMIA PATIENTS. A SINGLE CENTER'S EXPERIENCE

Anatolii V. lvaniuk
CONCEPTUAL, FUNCTIONAL-ORGANISATIONAL MODEL OF THE REGIONAL CENTRE FOR CARDIOLOGY AND CARDIAC SURGERY BASED
ON PUBLIC-PRIVATE PARTNERSHIP

Oleksandr Ye. Kononov, Lyudmyla G. Matviyets, Maryna A. Trishchynska
ANALYSIS OF THE RESULTS OF GP-FM QUESTIONNAIRE REGARDING TRAINING INTHE SPECIALIZATION «OTOLARYNGOLOGY>
BOTH AT THE UNDERGRADUATE AND POSTGRADUATE LEVELS

Anatolii L. Kosakovskyi, Kateryna V. Liakh, Yaroslav V. Shkorbotun
OPTIMIZATION OF POWER-ASSISTED ADENOIDECTOMY IN CHILDREN USING SHAVER TIPS OF VARIOUS MODIFICATION

Olha Ye. Kovalenko, Maryna Ye. Rubanista, Olena V. Lytvyn, Nataliia M. Ovodiuk
HEMODYNAMIC FEATURES IN THE PATIENTS AFTER STROKE SUFFERED FROM CHRONIC PAIN

Khrystyna V. Kovalyshyn, Zoryana B. Popovych, Iryna Z. Chubij, Lyubow V. Lejbyuk, Olexandra M. linycka, Mykola M. Rozhko,
Taras P. Kryvenkyy

ACTIVITY OF PHOSPHATASES INTHE ORAL LIQUID OF PATIENTS FROM POLLUTED AREAS WHO ARE DIAGNOSED WITH GENERALIZED
PERIODONTITIS AND RHEUMATOID ARTHRITIS

Nataliia V. Kurdil, Viktoriia S. Lisovska, Borys I. Palamar, Vladyslava V. Andryushchenko
CLINICAL AND PATHOHISTOLOGICAL MANIFESTATIONS OF ACUTE KIDNEY INJURY AMONG PATIENTS WITH ACUTE DRUG
POISONING (OVERDOSE)

Boleslav M. Lysenko, Dmytro R. Shadlun, Olga 0. Gordiychuk, Tetiana A. Struk, Oleksandr Y. Zheleznyakov

EFFECTIVENESS OF HORMONAL MONOTHERAPY BEFORE SURGICAL TREATMENT IN PATIENTS WITH EXTERNAL GENITAL ENDOMETRIOSIS

Olena 0. Lytvak, Anton B. Khabrat
PERSONIFICATION OF VISUAL DIAGNOSTIC METHODS IN WOMEN WITH SUBMUCOSAL UTERINE FIBROIDS: A RETROSPECTIVE CLINICAL
ANALYSIS

2135

2143

2150

2156

2161

2169

2176

2182

2189

2195

2200

2207

2132 © Aluna Publishing



© Aluna Publishing Wiadomosci Lekarskie Medical Advances, VOLUME LXXVI, ISSUE 10, OCTOBER 2023

Viktor S. Matsyshyn, Anatolii M. Kravchenko, Illya A. Chaikovsky, Kostiantyn 0. Apykhtin, Kseniia B. Voznitsyna, Oksana V. Chukhrai,
Yuliia V. Brozhyk
HEART RATE VARIABILITY AS AN OBJECTIVE CRITERION FOR THE PSYCHO-EMOTIONAL STATE OF COMBATANTS 212

Anhelina I. Nabok
PREVALENCE AND INCIDENCE OF BREAST CANCER IN UKRAINE 2219

Vasyl Z. Netiazhenko, Serhii |. Mostovyi, Olga M. Safonova, Kyrylo 0. Mikhaliev
MICROCIRCULATORY ALTERATIONS IN STABLE CORONARY ARTERY DISEASE PATIENTS WITH CONCOMITANT COVID-19 24

Tetiana S. Oboronova, Nataliia V. Kurdil, Borys . Palamar, Viktoriia S. Lisovska, Iryna M. Khomenko,
Petro G. Zhminko, Lyudmila A. Ustinova
AGE AND GENDER-SPECIFIC FEATURES OF CYTOGENETIC CHANGES IN BUCCAL EPITHELIUM IN INDIVIDUALS RESIDING INTHE «SICK BUILDING» 2239

Tetiana V. Petrovska, Olha Yr. Hanaha, Svitlana P. Palamar, Svitlana V. Fedorchuk
CHARACTERISTICS OF MOTORIC ACTIVITY AND FOCUS OF ATTENTION OF STUDENT ATHLETES WITH DIFFERENT INVOLVEMENT
IN COMPUTER GAMES 2245

Alla 0. Petruk, Olena 0. Lytvak
CLINICAL PROFILES AND CHARACTERISTICS OF MENSTRUAL DYSFUNCTION IN WOMEN AFTER SUFFERING FROM COVID-19 OR VACCINATION 2252

Oleh 1. Ruban, Yurii B. Yashchenko
ASSESSMENT OF THE QUALITY OF LIFE OF PATIENTS WITH PERIODONTAL TISSUE DISEASES (RESULTS OF A PILOT SURVEY) 2258

Olga 0. Rzhevska, Larisa A. Khodak, Antonina . Butenko, Tamara M. Kvaratskheliya, Kateryna V. Shtrakh, Anatolii M. Shevchuk,
Yurii B. Yashchenko
EBV-ENCEPHALITIS IN CHILDREN: DIAGNOSTIC CRITERIA 2263

Vanessa Mutiara Marcelina, Nyoman Suci Widyastiti, Dion Firli Bramantyo, Endy Cahyono Kristiawan,

Christina Hari Nawangsih Prihharsanti

PREDICTIVEVALUE OF PLATELET COUNT AND PLATELET INDICES IN CERVICAL CANCER PATIENTS WITH EXTERNAL RADIATION THERAPY 2269
Anton A. Serenko, Vasyl H. Hroma, Dmytro V. Minukhin, Denis 0. Yevtushenko, Volodymyr V. Tkachenko, Vasyl V. Kritsak, Pavlo I. Korzh
TREATMENT EXPERIENCE OF CHRONIC LUNG ABSCESSES USING MINI-INVASIVE ELECTROSURGICAL TECHNIQUES 2277
Oleksandr M. Shevchuk, Viktoriia V. Milash, Ganna A. Goncharenko, Oleksandr V. Lysodyed, Yuriy . Matat

CONFLICTS OF INTEREST INTHE HEALTHCARE SECTOR: LEGAL ASPECTS 2283

Gennadiy F. Stepanov, Rooslan S. Vastyanov, Serhii V. Tertyshnyi, Lyubov H. Petruk
THE IMPACT OF HORMONE-VITAMIN COMPLEX ON FUNCTIONAL ACTIVITY OF THE MUSCLE TISSUE OF DESCENDANTS OF IRRADIATED ANIMALS 2288

Oleg L. Zyukov, Olena 0. Oshyvalova, Oksana K. Biloshytska
MATHEMATICAL MODEL FOR PREDICTING FASTING BLOOD GLUCOSE LEVEL IN DIABETES MELLITUS PATIENTS 2295

Olga 0. Rzhevska, Natalia S. Shevchenko, Viktoriia A. Horbas, Natalia Yu. Kondratiuk
CLINICAL AND EPIDEMIOLOGICAL FEATURES OF COVID-19 IN CHILDREN FOR THE PERIOD 2020-2022 2302

© Aluna Publishing 2133



Wiadomosci Lekarskie Medical Advances, VOLUME LXXVI, ISSUE 10, OCTOBER 2023 © Aluna Publishing

Mariana 0. Vatseba, Nadiia M. Haliuk, Tetiana V. Merhel, Roksolana V. Nesterak, Uliana V. Yusypchuk
THE ROLE OF NEUROHORMONAL FACTORS IN THE FORMATION OF A PATIENT’S CLINICAL PROFILE AND THE IMPACT ON STRUCTURAL
CARDIACAND VASCULAR REMODELING IN PATIENTS WITH MYOCARDIAL INFARCTION AFTER REPERFUSION THERAPY

Aidyn G. Salmanov, Valerii V. Kostikov, Iryna P. Netskar, Volodymyr Artyomenko, Victor 0. Rud, Svitlana M. Korniyenko,
Khrystyna Zarichanska

HEALTHCARE-ASSOCIATED BACTERIAL VAGINOSIS AFTER GYNECOLOGICAL SURGERIES AND ASSOCIATED ADVERSE PREGNANCY
OUTCOME IN UKRAINE

REVIEW ARTICLES

Lyudmila A. Vygivska, Tatyana V. Galchenko, Iryna A. Guz, Iryna M. Merenkova, Iryna A. Kachailo

FEATURES OF THE PROCESS OF TRAINING IN EDUCATIONAL MEDICAL INSTITUTIONS OF UKRAINE AT THE PRESENT STAGE. PART 2. REACTION
OF HIGHER EDUCATIONAL INSTITUTIONS TO DISTANCE LEARNING

ABSTRACT BOOK
SCIENTIFICAND PRACTICAL CONFERENCE INVOLVING YOUNG SCIENTISTS «CURRENT STATUS OF PERSONALIZED MEDICINE:
GLOBAL ISSUES AND PROSPECTS FOR FUTURE RESEARCH»

2308

2313

2320

2327

2134 © Aluna Publishing



© Aluna Publishing

Wiadomosci Lekarskie Medical Advances, VOLUME LXXVI, ISSUE 10, 0CTOBER 2023
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CHARACTERISTICS OF MOTORIC ACTIVITY AND FOCUS
OF ATTENTION OF STUDENT ATHLETES WITH DIFFERENT
INVOLVEMENT IN COMPUTER GAMES
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'NATIONAL UNIVERSITY OF UKRAINE ON PHYSICAL EDUCATION AND SPORT, KYIV, UKRAINE
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ABSTRACT

The aim: To investigate the prevalence of computer games among student athletes and the impact of computer game addiction on their lifestyle and cognitive
functions.

Materials and methods: 125 students (age 17 to 26) took part in the study. Students were divided into groups: e-sportsmen (12 people), who have played
foran average of 4,592 hours; athletes of various sports (31 people), who are fond of computer games; athletes (82 people), who do not play computer games.
A lifestyle questionnaire and attention research methods based on Landolt rings (E. Landolt) were used.

Results: We did not set the task of finding reliable differences between groups, but to find out general tendencies. Athletes, who indicated, that they are fond
of computer games, show a lower level of weekly motoric activity compared to athletes, who are not fond of computer games. Cyber-sportsmen demonstrated
insufficient physical activity in order to maintain physical fitness and a healthy lifestyle, 17% of cyber-sportsmen did not have any physical activity, that lasted
for half an hour or more at any time of the week. Cyber-athletes showed a general tendency towards worsening of indicators of quality of life (sleep duration,
insomnia, headaches), deterioration of attention, if compared to the athletes of other sports.

Condlusions: Studies have shown that students, who combine computer games with a sufficient amount of motoric activity, have a tendency to better con-
centration of attention. Studies of the necessary parameters of motoric activity and the alternation of mental, physical activity and rest for e-athletes should

be prospective.

KEY WORDS: e-sports, computer games, motoric activity, cognitive functions, focus of attention

INTRODUCTION

Computer games are gaining more and more popularity
in the modern world. The consequence of the growing
popularity of this direction is the rapid development
of the e-sports market as well as the development of
numerous organizations engaged in e-sports [1, 2].
Video games have rapidly entered everyday life and are
available to every owner of agame console or a person-
al computer, and for many it is a way of having a good
time and an opportunity to gain new knowledge in the
field of computer games and not only. An example of
this can be the study by [3], it was found that 2.69 billion
of the entire global population play computer games,
that is, they are gamers (in this study, all people who
play (digital) games on PCs, consoles, mobile device or
other digital device), which makes gaming and all its
manifestations a popular hobby in the world. It is also
a chance for the emergence of new professions and,

Wiad Lek. 2023;76(10):2245-2251

interestingly, often professions that have not yet been
created [1].

Scientific studies of this cultural and social phenom-
enon are developing as rapidly as e-sports itself. Until
quite recently, it was believed that the main contingent
of computer gamers are teenage boys and young men.
Returning to gender roles and stereotypes, it is worth
noting that the gender distribution among all gamers
is 59% male to 41% female [4].

«Computer games» refers to a wide class of programs
and technical devices on which they are installed. The
classification of computer games should take into ac-
count the degree of complexity of the game and its con-
tent, cognitive and motor skills necessary for game ac-
tivity [5, 6]. In fact, cyber athletes are often people who
show skills that are not exclusively physical, but also
logical-mathematical. Therefore among the frequent
participants there are also those who cannot practice

2245
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traditional sports for different reasons. The introduction
of sports rules and clear objectives contributes to the
awareness that e-sports can be considered a discipline
of body and mind [7]. The role and place of leisure in
different types of society are analyzed [8]. From these
data, itis obvious, that everyone plays computer games,
players cannot be classified as a special sociological
group, that differs from the rest of the population in
certain demographic parameters.

Selected studies highlight the negative effects of
e-sport on health from different perspectives [9]. It is
stated that e-sports players are not physically active
due to sedentary time for a long time. In some studies,
it is claimed that long-term sedentary life will result in
obesity [10], this is partly due to their fondness for play-
ing games on gadgets [11]. Therefore, a pathological
fascination with computer games is characterized by a
significant number of negative consequences. On the
other hand, computer games have positive effects on
the personality and contribute to development[12] due
to the emergence of new skills, operations, and ways of
performing actions, new target and motivational and
meaningful structures, new forms of mediation and
new types of activities [12].

Thus, the authors of one of the earliest studies of the
socio-psychological aspects of computer games [13]
showed, that intensive computer game experience
significantly affects the personal characteristics and
self-awareness of players. The socio-psychological
features of the formation of health-preserving com-
petencies in the conditions of being in a virtual space
are considered [14]. There are presented the research
results of the positive impact of video games, that
imitated sports actions, on the cognitive functions
of a group of healthy elderly people, as well as on a
group of people who did aerobic exercises [15]. Based
on research, the authors conclude that video games,
as well as the practice of physical exercises, can be
considered among the possible methods of preserving
mental functions and improving cognitive abilities for
the elderly [15].

THE AIM

To investigate the prevalence of computer games
among student-athletes and the impact of computer
game addiction on their lifestyle and cognitive func-
tions.

MATERIALS AND METHODS

From November to December 2022 there was conduct-
ed the study based on a questionnaire developed in the

2246

Google Form format: «Description of personal qualities
and state of health of students». The parameters of
attention (E. Landolt) were studied using the hardware
and software complex of psychological and psycho-
physiological diagnostics «BOS-test-Professional». 125
students (age 17 to 26) took part in the study. This
sample consisted of students of various sports, such as:
e-sports, basketball, volleyball, football, rhythmic gym-
nastics, sports ballroom dancing, karate, Greco-Roman
wrestling, boxing, judo, swimming, strength fitness,
tennis. For research on the impact of computer game
addiction on lifestyle, motoric activity and cognitive
functions, students were divided into groups: e-sports-
men (12 people), who have played for 4,592 hours in
average; athletes of various sports (31 people), who are
fond of computer games; athletes (82 people), who do
not play computer games.

The researchers followed all protocols and procedures
required by the Biomedical Research Ethics Committee
and conform to the directive of the Ukrainian Legis-
lation on health care, Helsinki Declaration 2000 and
European Society Directive 86/609 on human partici-
pation in biomedical research to ensure adherence to
all standards for adequate protection and well-being of
participants. The following statistical parameters were
determined: mean, standard deviation SD, median,
lower and upper quartiles Me (25%, 75%).

RESULTS

Out of 125 respondents, 31 student-athletes were
identified as the ones, who, along with playing other
sports, are also fond of computer games; 12 e-ath-
letes, who participated in various competitions and
82 student-athletes, who are not interested in and do
not play computer games. So, from our sample, 34.4%
of students play computer games, among which the
percentage of boys is 77% and girls 23%. Studies relat-
ed to video games in the field of sports science have
included eSport within the framework of traditional
games [16]. Typically, cybergames are first-person
shooters, real-time strategies, and sports simulations.
The genre is determined by the goal of the game. A
game can belong to one or several genres. Like regular
sports, specific games are called disciplines. The most
popular of them are: CounterStrike, Dota 2, FIFA, Halo 2,
Heroes of Newerth, League of Legends, Quake, Starcraft,
Warcraft, World of Tanks, etc. It was found that most of
the students we studied prefer the following games:
CounterStrike (CS:GO). Counter-Strike: Global Offensive
(CS:GO) is the most popular first-person shooter of the
last decade and one of the top esports disciplines —31%;
MOBA - 5%; Survival horror — 7%; Dota 2 - 18%; World
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Discipline (game genr

League of Legends I 2%

RPG Iaas
I —
N

Survival horror

Action Real-Time Strategy game

€)

7%
7%
7%

World of Tanks Il 9%
MOBA I 5%
FIFA 14%
Dota 2 18%
e e Fig. 1. Enthusiasm for
1% 10% 100% computer games among

student-athletes (n=43)

580
560 .
540
520
500
480
460
440
420
Cyber sportsmen Athletes who are Elite handball
(4592 hours played). fond of computer  players who are not
n=12 games, n=31 interested in
computer games,
n=21 [9].
mLevel

H Successful completion of the proofreading test, scores

u The total number of inspection signs in 5 minutes

Fig. 2. Indicators of attention
properties of student-athletes
with different involvement

in computer games

of Tanks — 9%; RPG — 7%; FIFA — 14%; Action Rial-Time
Strategy game — 7%; League of Legends - 2% (Fig. 1).

The mostimportant indicator of the degree of young
people’s fascination for computer games is the time
spent on them. Moreover, it is the weekly amount of
this time that is important, since a significant part of it
is falling on days free from studies.

Cyber sportsmen, who took part in the survey, have
played for 4,592 hours in average. Most athletes, who
specialize in various sports and play computer games
in their free time, spend 3 to 40 hours a week on them
(Table 1). It is indicative, that only 5 people (16%) are

qualified athletes in this group of students. At the same
time, the group of athletes, who stated, that they are not
interested in and do not play computer games, includes
34 (41.5%) qualified athletes from various sports.

To compare the lifestyle, level of motoric activity, and
well-being, we analyzed the respondents’ answers to
the questionnaire developed by us. We were interested
in finding out how passion for computer games affects
motoric activity and health parameters, such as sleep,
nutrition, appetite, and well-being. In the current study,
we did not set the task of finding reliable differences
between groups, but to find out general tendencies.
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Table L. Time spent by students on computer games per week, n=31

Number of hours per week student-athletes spend playing computer games

Number of students in %

Up to 10 hours a week

65%

10-30 hours per week

29%

30-40 hours a week

6%

Table II. Peculiarities of motoric activity of students with different involvement in computer games, n=125

Motor activity that lasts half an hour
or more (training, exercises, running,

swimming, fitness) n=12

Cyber sportsmen,

Athletes who are not
interested in computer
games, n=82

Athletes who are fond of
computer games, n=31

Once or twice a week 33%

32% 24%

Three or more times a week 50%

68% 76%

Not once a week 17%

0% 0%

To compare the features of motoric activity of stu-
dent-athletes, we divided the respondents into three
groups (Table II).

Athletes, who indicated, that they are fond of com-
puter games, are less physically active compared to
athletes who are not fond of them. One of the indica-
tors of a healthy lifestyle is the quality and duration
of sleep. 41% of e-athletes, 13% of athletes, who play
and 16% of athletes, who do not play computer games,
indicated that they sleep less than 7 hours a day. 58% of
e-athletes, 26% of athletes, who are fond of computer
games, suffer from insomnia from time to time. 42%
of e-athletes and 39% of athletes, who play computer
games, suffer from headaches more than twice a week.

Eat 3-4 times a day — 58% (cyberathletes), 61%
(athletes playing computer games) and have a good
appetite: 67% (cyberathletes) and 81% (athletes playing
computer games).

DISCUSSION

The impact of computer games on a person has many
aspects. One of the visible problems is that gamers and
e-sports players spend too much time on the computer,
which threatens to cause health problems, that are not
directly related to computer games but are a conse-
quence of them. There is a total of 246 e-sports articles
published from 2006 to 2020, that sought to understand
the motivation, behavior, social implications, and legal
aspects of eSports [2]. However, the impact of computer
games on the physical and mental health of a personiis
still a relevant subject of scientific research.

Despite all the advantages and prospects for the de-
velopment of e-sports [1, 17], an important problem is
the sedentary lifestyle of computer game players, who
are mostly young people. As the results of our survey
showed, 17% of e-athletes do not have any motoric
activity sufficient for a healthy lifestyle, although com-
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petitive activity in e-sports requires the athlete to devel-
op certain psychological, physical and psychophysical
characteristics and requires physical training [17, 18].
Athletes, who indicated that they are fond of comput-
er games, have lower level of wekly motoric activity
compared to athletes, who are not fond of tcomputer
games. Despite the presence of alarge number of stud-
ies on the positive impact of computer games on the
cognitive abilities and psychological qualities of players
[17]; coordination of movements and reactions [19-21],
mental and intellectual abilities, our studies showed a
tendency to better indicators of focus of attention for
students, who combine computer games with a suffi-
cient amount of motoric activity (Fig. 2).

All athletes who play computer games in addition to
their chosen sport have average to high concentration
scores. At the same time, only 66% of e-athletes showed
indicators of concentration of attention in this part.
In our study, we investigated the tendency for better
indicators of attentional activity (above average) in
student-athletes who are fond of computer games,
compared to elite-level female handball players [18]
who do not play computer games, and female e-ath-
letes with unsatisfactory level motor activity. Therefore,
it can be assumed that, just as for the elderly [15], it
is possible to increase cognitive abilities for student
youth by combining the practice of motor activity with
computer games. One’s lifestyle plays the crucial role in
health maintenance and promotion [22]. The aspects of
eSports focused on are mainly psychology [23], issues
about athletes’and gamers’'health [24]. The conditions
for the formation of a healthy lifestyle are: motor activ-
ity, balanced and good nutrition, the absence of bad
habits, quenching and active rest [25]. Physical activity
as a part of human lifestyle, including the physical work
and sports, is one of the basic attributes of human life.
It improves physical condition and health condition,
reduces the risk of emergence of civilizational diseases,
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and it is one of the factors extending the human lifes-
pan [26]. Physical activity of young people is inevitable
for keeping them both physically and mentally fit [27].

In our opinion, the research of the necessary parame-
ters of motor activity and alternation of mental, physical
load and rest for e-athletes should be promising.

CONCLUSIONS

The most common types of computer games among
student-athletes are CS:GO and Dota 2. The 65% of
student-athletes use computer games from one to ten
hours per week, and 35% of students use computer
games from ten to forty hours per week. Students, who
are athletically qualified, use computer games less than
students, who are not athletically qualified.

Student-athletes named the following as the main
reasons for their fascination with computer games: a
means to distract from current tasks - 58%; receiving
adrenaline - 29%; calming - 13%.

Athletes, who indicated, that they are fond of comput-
er games, have a lower level of weekly motor activity
compared to athletes, who are not fond of them. 50%
of cyber sportsmen had physical activity that lasted
more than half an hour three times a week; 68% of
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