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T.O. Poda. Prospects of using virtual reality tecnologies and special virtual
environments in psychological research and experimental psychology. The article
examines certain aspects and the prospects of application of virtual reality
technologies in experimental psychological studies. The author outlines principal
advantages of using virtual reality technologies in experimental psychology.
Unlike traditional methods, experiments using virtual reality ensure maximum
ecological validity accompanied by flexible controllability of experimental
conditions. In addition, the special virtual environments are a flexible tool that
can be quickly adapted to the needs of a particular study. It provides the
experimenter with the ability to capture the entire course of the experiment,
including information from human sensory systems. Special virtual environments
can cause the user's effective sense of presence, so that the user "forgets" that he
is in the virtual world. His actions and emotions occur if they are talking place in
a real physical space. This feature opens up new experimental possibilities, for
example, in the field of human perception: with the help of the dynamic
modification of the virtual reality researchers can create extreme situations or
violate certain laws of physics are reflected in the media to explore the brain's
response to such changes. The article describes the main areas of research in
which the use of special virtual environments is the most effective and accurate.
Virtual reality can successfully study the majority of mental processes (sensory
perception, spatial orientation, and others), as well as memory and cognitive
processes. Today the lack of standardization and uniform requirements for the
establishment of special virtual environments used for experimental and
therapeutic purposes is a problem that needs to be solved.

Key words: virtual reality, experimental psychology, psychological
experiment, special virtual environments, attention, perception, mental images,
cognitive functions, ecological validity.
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