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Background. We all know the notion of anesthesia which means "no sensation", but synesthesia
translates as "a reunion of several senses". This phenomenon is a relatively new branch of neuroscience,
and in recent years, it is increasingly encouraging its role in the treatment of pain. Objective of the
study. Studying specialized literature on the emergence mechanisms of synesthesia, its variants and its
role in the treatment of chronic pain. Material and Methods. In this study were used about 115
international articles and 3 books published on this subject, found through Medscape, PubMed, Hinari,
Cochrane Library, Elsevier, Google Scholar, also video, speeches of people with synesthesia. In this
synthesis of literature, the following methods were used: description and synthesis. Results. Synesthesia
is a neurological phenomenon in which the stimulation of a sensory / cognitive pathway leads to
automatic experiences in other sensory / cognitive pathways. Its mechanism consists of cross-neuronal
activation that occurred as a result of neural hyperconnectivity or uninhibited feedback, but also as a
result of neurotransmitter theory. Synesthesia was found in patients with migraine, hyperalgesia,
phantom limb, etc. In 2018, Reif proposes that the induction of artificial synesthesia through virtual
reality will amplify its analgesic effect, due to the fact that this type of synesthesia will capture even
more patient attention during the session. Conclusion. In the digital world of the 21st century, the
association of computer science and synesthesia is a natural one. Thus, the creation of an artificial
synesthesia through virtual reality is a new method of treatment of chronic pain to be implemented in
the Republic of Moldova.
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Introducere. Cunoastem foarte bine notiunea de anestezie care inseamna ,,fara simt”, insa sinestezia se
traduce ca ,, o reuniune a mai multor simturi”. Acest fenomen reprezintd o ramura relativ noud a
neurostiintei, iar In ultimii ani tot mai aprig se impune rolul lui in tratamentul durerii. Scopul lucrarii.
Studierea literaturii de specialitate referitor la mecanismele de aparitie ale sinesteziei, variantele ei si
posibilul rol al acesteia in tratamentul durerii cronice. Material si Metode. In studiul efectuat s-au
utilizat 115 articole internationale si 3 lucrari publicate la acest subiect, gasite prin intermediul
MedScape, PubMed, Hinari, Cochrane Library, Elsevier, Scholar Google, de asemenea si video,
discursuri ale doctorilor si ale persoanelor cu sinestezie. In aceasta sintez a literaturii au fost utilizate
urmatoarele metode: descriere si sinteza. Rezultate. Sinestezia este un fenomen neurologic in care
stimularea unei cai senzoriale/cognitive conduce la experiente automate in alte cai senzoriale/cognitive.
Mecanismul ei constd 1n activarea neuronald incrucisatd aparuta ca rezultat a unei hiperconectivitati
neuronale sau a unui feedback dezinhibat, dar si ca rezultat a teoriei neurotransmitatorilor. Sinestezia a
fost depistatd la pacientii cu migrena, hiperalgezie, membrul fantoma etc. In 2018, Reif sustine ci
inducerea unei sinesteziei artificiale prin intermediul realitétii virtuale va amplifica efectul analgezic al
acesteia, datorandu-se faptului ca acest tip de sinestezie va capta si mai mult atentia pacientului in timpul
sesiunii. Concluzii. in lumea digitald a secolului XXI, asocierea dinte informatica si sinestezie este una
fireasca. Astfel, crearea unei sinestezii artificiale prin intermediul realitatii virtuale reprezinta o metoda
noua de tratament a durerii cronice posibil de implementat in Republica Moldova.
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