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Anomauin. Y pobomi pozensdaiomuvcs ieposi Memoou HAGYAHHS, WO BUKOPUCTOBYIOMbCA Y
BUKIAOAHHT (haxosux OUCYUNIiH Ha aydiosi3yanbHux ¢akyibmemax. 3aKyeHmMoOBaHoO y8acy Ha
BAJCIUBOCIT MA NO3UMUBHOMY 6NJIUBL HA SAKICMb 0Cceimu opmamy epu, KUl CNPUsE emMoyitiHo-
2€00HICMUYHOM) 3ACB0EHHIO 3HAHb MA NPOPECIUHUX HABUHOK, A MAKOIC POPMYBAHHIO Ys8leHb NPO
MoOeni npoghecitinoi nogedinku Ha upobHuymei. Ilpocmediceno 36’5130k Midc MpPaoUYitiHUMU
ieposumu gpopmamu ma iXHiMu HOGIMHIMU THHOBAYIUHUMU MOOEIAMU 34 BUKOPUCTNAHHS OHIAUH-
IHCMpyMeHmie OUCMAHYIUHOT 0C8IMU,COYIATbHUX Medid, BIPMYANbHUX HABYAILHUX 0CePeOKis.
Komnnexcne noeonanns izposux 3acobis 6 0c8imHbOMY NPOYECi HAOAE MONCTUBICIb MOOEPHIZY8amu
ayoiogi3yanvHy oceimy, niosuwumu sKicmos ni020mMoeKU @axieyie ayodiosizyaibHux media ma
npusecmu it 00 8i0N0BIOHOCMI CYUACHUM BUMO2AM KIHOMENe8UPOOHUYMEBA.

Kniouogi cnosa: nasuanvha epa, OHIAUH-KEI3, BipMYyaibHe 0CBIMHE cepedosuuye, yugposa epa,
coyianvHi media, CUMYISAMUBHI iepU.

Beryn

['pa akTUBHO BUKOPHCTOBYETHCS CYYaCHOIO MEIATrOTIKOI0 K €(heKTUBHUN METO]]
HaBUYaHHS, J1€BUH CTIOCIO 3aCBOEHHS 3HaHb, 110 CYIIPOBOIKYETHCS CIPSIMOBAHICTIO HA
OTPUMAaHHS TIEBHOTO PE3yJIbTATy. IrpOB1 METOIMKHU CHOTOHI AKTUBHO MOITHUPIOIOTHCS
y MPaKTHYHUX Kypcax Ta MIKUIbHOMY HaBYaHHI, MOCTYIOBO BIPOBA/KYIOTHCS Ha
1HIIIMX OCBITHIX PIBHSX Ta Y BUPOOHUYHUX CEPEOBHUINAX JIJIs MIABUIECHHS KBas(ikarii
npaniBHukiB. Cami 1o co0i IrpoBi TEXHOJIOTT HABYAHHS HE € MPUHIMIIOBO HOBUMH,
Xoya W TiiyMayaThCsl SIK I1HHOBaliiiHI. [HmMMM cioBamu, NpW TpaaMLIHOCTI Ta
CTaJIOCTI caMoOi IrpoBOi CHUTYyalli y HaBYaJIbHOMY IIPOILIECi, PEBOIIOLIAHUX 3MIH
3a3HAIOTh TEXHOJIOTII IpH Ta 1i KOHTEHT, 1110 BIAMOBIAa€ BUMOraM 4acy.

BiacyTHicTh yBarm ayaioBi3yallbHOI MHUCTEIBKOiI OCBITHM JO IFPOBHX METOJIB
MOSICHIOETHCS TPUPOJHOIO IHTETPOBAHICTIO TPU Y TBOPUYUI MPOLEC T, BIAMOBIIHO, Y
HaBUaHHA, JI€ BUPOOHUIITBO EKPAaHHUX TBOPIB CTa€ HEOOXIMHOKW TMPAKTUYHOIO
ckiazoBoro. [IpoTe He BapTO BUKIIIOYATH MOKJIUBOCTI BIIPOBAKCHHS 1HHOBAIITHUX
3ac00iB (paxoBOi OCBITH, BPAaXOBYIOUM TEXHOKPATUYHY CHENU(PIKy CaMOTO BUIY
MUCTEITBA, MOTO MPSIMY 3aJICKHICTh BiJl YAOCKOHAJIICHHS Ta PO3BUTKY 3HIMAJILHOTO,
MOHTa)KHO-TOHYBAJILHOT'O 00JIaIHaHH:, 3ac001B (pikcarlii Ta BIATBOPEHHS PYyXJIMBOTO
300pakeHHs. 3aTy4eHHS Cy4YaCHUX ITPOBUX METO/IB Ta (YOPM 10 MPOIIECY IMIATOTOBKH
(paxiBLIB KIHOIHIYCTPIi CIIpUsi€ YAOCKOHAJIEHHIO SIKOCTI ay/110Bi13yalIbHOI NpodeciitHOoi
OCBITH, ii MOJIepHI3allii BIJIMOBIIHO JI0 Yacy Ta MPAKTUYHUX BUMOT.

OcHOBHMUIT TEKCT

[rpoBi METOAMKH aKTUBHO BHUKOPUCTOBYIOThCS Yy Tally3l BHUBYEHHS MOB,
MPUPOJHUYMX Ta KOMIT IOTEPHUX HayKax, /i€ CUMYJISITUBHI BIIPaBU JOMOMAraroTh
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OMaHyBaTH BUPOOHWYI CHUTYyallli, 3MOJENIOBAaTH pealibHl YMOBU ISl TPAKTUYHOI
nismbHOCTI. [TuTaHHSIME BIPOBAIKEHHS ITPOBUX TEXHOJIOT1H IIIKABJISTHCS JOCIITHUKH
3 TICUXOJIOTI] Ta MeAaroriky, Meaiadaxisili Ta pO3pOOHUKH TEIEBI31MHUX ITPOBUX ILIOY
[4]. 3okpema, 3HaYHa J0JI1 HAYKOBO-NPUKIAAHUX JIOCHIKEHb MPHUCBSYEHA 1TPOBIH
1u¢poBi3alii HaBYaHHS, HOIIUPEHHIO i CTBOPEHHIO OCBITHIX BIPTYaJIbHUX CEPEIOBUIII
[1]. Hait6inpmoro BmmMBY Ha mpodeciiiHy OCBITY HU(POBI irpu JOCATAIOTH Yy
MPUPOJTHUYMX Ta KOMIT FOTEPHUX HayKaX, ajieé MOCTYNOBO MOYNHAIOTh OTIAHOBYBATHCS
i rymaHiTapuuM HanpsiMkoM [2]. CyTT€BOIO BHUABISIETbCS POJb T'PU Y HABYAHHI
MEIIarpaMOTHOCTI Ta KPUTUYHOMY MHCICHHIO, TPO IO JOBOASATH aHAJTITUYHI
JOCIIJKEHHSI OCTaHHIX pokiB [3]. PerenbHa yBara HaykoBOi JyMKH JO ITPOBHUX
TEXHOJIOT1M CBIIYUTH MPO BEJIMKHUM BIUIMB I'py HA (POPMYBAHHS CBITOIVISIAY Ta SIKICTh
3acBO€HHS 1HGOopMaIllli, ePeKTUBHICTh HABYAHHSI, MI3HABAIbHI 311I0HOCTI JIFOJUHHU.

AKTyanpHICTh BIPOBAPKEHHS ITPOBUX TEXHOJIOTIM 10 ayAloBi3yaiabHOI
MHCTEIILKOI OCBITH IIOB’s3aHa 3 TIpoOJeMaMH SKOCTI MIATOTOBKH (haxiBIIiB
KIHOIHIYCTpii, MPO IO 3a3HA4YarOTh POOOTOJABIN W MPAKTHKH, 3ayBaXXylO4yd Ha
HEOOXITHOCTI MojepHizaIli cramux Tpamuiiid. KonexktuBHuil croci6 KpeaTHBHOT
JUSTBHOCT1 B ayJ110Bi3yaJIbHOMY BHPOOHUIITBI aKTyalli3ye KOMaHJHI (popmu TpH, sKi
JI0TIOMAararoTh OBOJIOJIIHHIO “TPYIIOBUMHU METOJIaMU MUCJICHHS Ta JisibHOCTI [8, 142].
Oco6mmBO eheKTUBHUMHU € “‘yIpaBIIHCHKI ITPU MOJCIIOBAHHS PI3HUX peaJbHUX
cutyarid 1 mporeciB” [8, 142], ockiIbKM BOHU BIATBOPIOIOTH BHUPOOHHYI YMOBH
npodeciiiHoi  IsIbHOCTI.  IrpoBi  €NeMEHTH  CYNpPOBOJKYIOTb  HaBUaHHS
ayJlioBI3yallbHOI MalCTEepHOCTI y cTanux (opmMax MpPaKTUYHUX 3aHATh, J€
BUKOPUCTOBYETHCS ~ MOJEJNIOBAHHS  BUPOOHMYOI  CHUTyallli Ha  3HIMAJIBHOMY
MalJJaHYMKy, amnapaTHUX BIJIEOMHTaXy, CTYAIMHOI Ta peAakuiiHoi poOOTH,
MITYUHTYBAHHS Ta TPAHTOBO-NPOEKTHOI JISUIBHOCTI. BUKOpUCTaHHS ITpOBUX
TEXHOJIOT1M y HaBYaHHI JI03BOJISI€E MOEJHATH TEOPETHYHI 3HAHHSA 3 MPAKTUYHHUMHU
HAaBUYKAMH, 3aCBOITH HA TPAKTHUIl MPOQeciiiHi IHCTPYMEHTH Ta OTPUMATH TIEBHI
pe3yibTaTH BiJ TBOPYO-BUPOOHUHYOI MAisuibHOCTI. KpiM TOro, okpemi BUIU TpHU
CHPUSIOTH ampoOallli mpakTUYHUX “madnoHiB noBeainku” [7, 150], 3amyyeHHIo 10
BJIACTUBOTO MaiOyTHIH rpodecii (axoBOToO cepeIoBHUIIA.

MeniitHa pupojia ayaioBi3yalbHOI TBOPUYOCTI Ta, BIAMOBIIHO, OCBITH CHPHSIE
30arauyeHHIO0 HaBYAJILHOTO MPOIIECY IrPOBUMH TEXHOJIOT1IMH Ha OCHOBI KOMYHIKaIIli i
mudpoBux onmaitH-tiathopm. CollaabHi MEpexi CTalTh I Mesia-(paxiBiliB
00’€KTOM TIpe3eHTalii TBOpPYOi poOOTH, a [UIsi CTYIEHTIB ayAiOBi3yalbHUX
(akynpTeTiB — IrPOBUM HABYAJIBHUM I1HCTPyMEHTOM. MozemtoBaHHs npodeciitHol
TISUTBHOCTI B1IOYBa€ThCA Yepe3 MPOEKTHY TBOPUICTh Y HOBHUX Me[ia, CTBOPEHHS Ta
BeJleHHs 0JioTiB. TakuMm 9rmHOM, (hOpMaT MOJICTIOIYO0I TPU CTA€ MOYATKOBUM €TarloM
(axoBOro BUPOOHHUIITBA, /1€ POXOAATH MPAKTUUHY MEPEBIPKY OTPHUMaHI TEOPETHUH]
3HaHHS.

JlucTaHIliiHl OCBITHI TEXHOJIOTIi CTalTh IrPOBOI0 (OPMOIO TEOPETHUYHOTO
HAaBYaHHS, KOJMU, HaNpUKIaA, 4Yepe3 OHJIAWH-KBI3HM OINAaHOBYIOThCS HABUYKU
aHAJIITUYHOI POOOTH 3 TOCIIKEHHS ay/110B13yajbHOI TBOPUYOCTI, BABYEHHSI TBOPYOTO
JIOCBIJTy IHIIMX KIHOMWTIIB. BlamuM JOMOBHEHHSAM TyT BHCTYNalOTh BeOIHapHU Ta
BOPKILIOMH, K1 JOTIOMArarTh JUCTAHIIIHHO MOJICIFOBATH BUPOOHHUY1 CUTYAIIIi.

Hapemiri, irpoBuil miaxin B ayJl0BI3yalibHIM OCBITI MOXJIMBUA B YMOBax
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CTBOPEHHS BIPTYaJIbHOTO OCBITHBOTO MpocTopy. lle MoxkyTh OyTH 1HTEpaKTHUBHI
1u(poBI IrpH Ta ITPU-CUMYJISLIT, SIKI COPUSIOTH BUPOOJIEHHIO IPAKTUYHOTO TOCBIAY 3
CIOKETOTBOPEHHSI Ta €KpaHHOi omnoBial. [lmaTtdopmu BiZe03B’sI3Ky Ta MECEHXepU
BUKOHYIOTh POJIb BIpTyaJIbHOTO CEPEOBHILA AJI1 HABYAHHS 3 ay/110BI3yalbHOTO (haxy
HAXXMBO, IO CTa€ ajJbTEPHATHUBOIO NPSAMOro eTepy TenedaueHHs. IrpoBi cuTyarii
pPO3ITPYIOThCS MDK pealbHUMHU TIEPCOHAXAMHU Ta MOXYTh OyTH 037100J€H1
aHIMOBaHUMHM 00pa3amMu Macok-(QiIBTPIB i aBaTapis.

TakuM 4YMHOM, pOJIb TpU B ay/diOBI3yalbHI MUCTEUBKIA OCBITI CTae
BUPIIIAIBHOIO Ha IUISAXY 1i MOJEpHI3allii Ta MOCUIIEHHS SKOCTI MIITOTOBKHU (haxXiBIIB 3
KIHOBUpOOHUIITBA. Ha KOPUCTh BUKOPUCTAHHS ITPOBUX METOIB HaBYAHHS CBIIYHUTH
eMOIlIiifHa CKJIaJ0Ba, sIKa CYMPOBOJKY€E ITPOBUI MPOIIEC, OCKITBKA BOHA IMOCHIIIOE
edexT 3acBoeHHs 1H(pOopMaIlii i Mmi3HaBaIbHI MOMXKJIMBOCTI.

VsBa Ta HATXHEHHS, SKi BHSIBISE€ B JIOAWHI Tpa, € TaKOXX YMOBaMH st
IHHOBAIIIHHOI TBOPYOi MAiISUIBHOCTI. A BIATaK, rpa MOXXE CTHUMYJIIOBATH PO3BUTOK
EMOI[IHOTO IHTENEKTy Ta E€BPUCTHYHMUX 3J10HOCTEH, a TakoX BUKOHYBAaTU POJIb
MOTHBaTOpa B omaHyBaHHI mpodeciero. Uepe3 rpy Ta TEIOHICTUYHE CHPUUHSITTS
iHdopmarlii, Mo CynpoBOIKYE ITPOBY CHUTYallll0, MiABUILYETHCS €(HEKTUBHICTD
HaOyTTS TEOPETUYHUX 3HAHb, BUPOOJICHHS MO3UTUBHOTO CTABJICHHS 10 BUPOOHUIITBA.
IrpoBuii MeTo1 3MiHIOE KOMYHIKATUBHI YMOBH Y HaBYaJIbHOMY IPOIIECi, KOJIU 3aMiCTh
BEPTUKAJILHOTO CITIBBIAHOIIEHHS MEHTOpP-MEHTI, e Mepiuii Oepe IHIIIaTUBY Ta
BIIMOBIJIAJIBHICTG HAa cebe, B IrPOBOMY IIPOLECI CKIAJalOThCid PIBHOMPABHI
TOPU30HTAaJIbHI BIJTHOCHHM, A€ TPABI PO3AUISIOTH BIAMOBIIAIBHICTh 3@ PE3YJIbTaT, aje
KOXXCH 3aJTUIIAE€THCS TPU BIACHUX 1HTEpecax: BUKIaAayd — IPU AUJAKTUYHIX HaAMIpax,
CTYJIEHT — MpU OTPUMAaHHI HABUYOK Ta 3HAaHb. BUKOPHUCTOBYIOUHM IIPOBI METOIU Y
HaBYaJbHOMY IMPOIEC], BUKIAAa4 3MIHIOE (DYHKIIIO 3 pETpaHCIATOpa 3HAHb Ha
MEHeKepa, 0 CTBOPIOE YMOBH I KPEaTUBHOI JISIIBHOCTI, Ta MapTHEPa, SIKUi Oepe
y4acTh y BUPIIICHH] 3aB/IaHb.

BucnoBkmu.

PosrnsnayTi y mocnikeHH1 PyHKIIOHAIbHI 0COOIMBOCTI Ta (haKTOPU BIUIUBY I'PH
Ha OCBITHIH IIPOIIEC JO3BOJISIOThH BII3HAYUTH BOXKJIMBICTD 3aJTy4eHHS irpoBHUX (HOPM 10
TEOPETUYHOTO HaBYaHHS Ta NPaKTUYHUX 3aHATh. Poib rpu B aymioBizyanbHIN
MUCTEIBKIN OCBITI MPUXOBAHO TBOPYMM XapaKTePOM IPAKTUKH, SIKa MPUPOJTHUM
YUHOM MICTHTh ITPOBY CHUTYAIIIIO.

3 MeTor MiJBUINEHHS SKOCTI ayJiOBI3yaJbHOI MHCTEUBKOi OCBITH, il
MOJICpHI3aIlii BIAMOBIAHO JO Cy4YaCHUX BHPOOHWYUX YMOB, Y JOCIIKCHHI
MPOTOHYIOThCS (HOpMaTH TOETHAHHS TPATUIIHHUAX ITPOBUX METOJMIB 3 HOBITHIMH,
HapO/DKEHUMHU ITU(POBI3AINEI0 CYCIUIBCTBA. PONBOBI MOJEIOI0UI ITPU CTBOPIOIOTH
YMOBH JIJIs1 TUTITHOT KOMaHHOT pOOOTH HaJ| ay10BI3yaIbHUM MTPOEKTOM, TO3BOJISIOThH
BIJIIPALIIOBATH THUIOBI BUPOOHMYI CUTyalii ¥ NOpakTHYHO BUIpPOOyBaTtH cebe y
npodecii.

Jlo 1HHOBAIIMHUX ITPOBUX (OPM BIAHECEHO Cy4YaCHI MEPEKEBl W JUCTaHIIINHI
TEXHOJIOT1i, SIKI MPOMOHYETHCS BUKOPUCTOBYBATU SIK IHCTPYMEHT CHUMYJIITUBHOI T'PU
iHTepakTUBHOrO (popmarty. ColliaabHi MEpeXi Ta MIaTGOPMH BIJICO3B’SI3KY CTAIOTh
aNbTEPHATUBOIO TEJIEBI3IMHOTO €Tepy W HaJalTh MOXJIMUBOCTI MPAKTUYHO
BUIPOOOBYBATH BIAMOBIAHI HABUYKHU.
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OTpumani y mpoueci IOCHiIKEHHS pe3yJbTaTH O3BOJSIOTH BHU3HAYUTU
BUPIIIATIEHY POJIb TPH B ay110BI13yaJbHOMY HaBYaHHI Ta Y MUCTELbKii OCBITI B IIIJIOMY.
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Abstract. The study examines game-based learning methods used in the teaching of
professional disciplines at audiovisual faculties. The functional differences and introduction of game
technologies at all levels of education — from practical courses, school education to universities —
were traced. A review of research sources allows us to judge the active scientific interest in game
methods and their implementation in the educational process, in particular in the field of natural and
technical sciences, partly in the humanitarian and behavioral fields of knowledge. Special attention
is paid to the latest digital technologies and their use in modern educational game forms. Attention
is drawn to the relative lack of attention to game methods from the side of audiovisual art education,
which is explained by the integration of the game into the collective creative process. The connection
between traditional game forms and theirlatest innovative models using online tools of distance
education, social media, and virtual educational centers is traced. The educational process of
training film production specialists on the subject of using innovative game formats and their
connection with production practice has been analyzed. The need to introduce a team business game
for modeling the production situation, which reproduces patterns of behavior in professional activity,
is indicated. Through communication with the media, the possibility of using social networks and
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online platforms to create a virtual educational environment, which allows simulating practical
activities and can serve as an analogue of a live simulation game, has been demonstrated. Distance
learning technologies relevant in modern conditions can also serve as a tool for a playful way of
learning theoretical knowledge through online quizzes and interactive webinars. Attention is focused
on the importance and positive impact on the quality of education of the game format, which promotes
the emotional and hedonistic assimilation of knowledge and professional skills, as well as the
formation of ideas about models of professional behavior at work. The complex combination of game
tools in the educational process provides an opportunity to modernize audiovisual education,
improve the quality of training of audiovisual media specialists and bring it into compliance with
modern requirements of film and television production.

Key words: educational game, online quiz, virtual educational environment, digital game,
social media, simulation games.
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