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GAMING TECHNOLOGY AS INNOVATIVE TOOL
FOR FORMING A LIBRARY GAME AND INFORMATION
ENVIRONMENT FOR KNOWLEDGE MANAGEMENT

Introduction. The need to increase the efficiency of using available information and knowledge, creating conditions for
the production of new knowledge and sharing this new knowledge makes studying the cognitive potential of gaming
technologies very relevant.

Problem Statement. The fulfilment of game potential as innovative technology for the formation of a library and
information knowledge management environment.

Purpose. To substantiate the necessity to introduce gaming technologies into the library practice in order to ensure an
effective involvement of libraries in knowledge management; to develop theoretical and methodological approaches to
organizing a game library and information environment.

Materials and Methods. The reference database of the research is library websites, thematic resources (International
Games Week American Library Association portal and Zooniverse game platform), specialized literature: publications
dealing with involvement of libraries in knowledge management processes, which highlight the experience of applying
gaming technologies to education, research, and libraries. The systemic, functional, observation, hypothesis methods in
combination with the social communication method have been used.

Results. The expediency of introducing gaming technologies as innovative knowledge management tool into the library
practice within the framework ofimplementing the social role of libraries in preserving, cumulating, organizing, and spreading
knowledge has been substantiated; the cognitive potential of gaming technologies has been shown; theoretical and
methodological principles of introducing gaming technologies into the library practice have been offered; examples of
effective use of gaming technology by domestic and foreign libraries have been highlighted.

Conclusions. A favorable effect of using the game cognitive potential in educational practice and scholarly research has
resulted in the need to develop strategies for introducing gaming technologies as innovative knowledge management tool
into the activities of library institutions.

Keywords: gaming technologies, knowledge management, library, and game library and information environment.

In present-day world, under conditions of in- | peared and has been getting widely used the term
formational oversaturation, the problem of effec- | knowledge management that is usually under-
tive information management and its transforma- | stood as systematic processes to create the condi-
tion into a knowledge resource the use of which | tions for the identification and production of
enables to solve important social tasks at a quali- | knowledge required in the process of human ac-
tatively new level becomes a matter of urgency. | tivity, as well as processes for their preservation
In the scholarly research literature dealing with | and effective use.

modern information processes [1—5], there ap- Explicit knowledge, organization of its diffu-
sion, and access to knowledge are often evident.
© HRANCHAK, T'Y,, 2019 This, for example, is the formal statement of avai-

83



Hranchak, T.Y.

lable knowledge in scholarly research publica-
tions, the creation of intelligent information ac-
cess systems, etc. In the case of explicit know-
ledge, the most widespread one refers to access to
knowledge in the form of documents. More diffi-
cult is the situation with the discovery and circu-
lation of implicit knowledge that can be demon-
strated by action, but is non-verbal. In this case,
the initiator, organizer, or participant in the pro-
cess of knowledge management cannot directly
provide access to knowledge, since it has not been
yet formalized, and the carrier of this knowledge
himself may not even have identified it. So, first
and foremost, it is about organizing a favorable
environment for the identification of implicit,
unformatted or undocumented knowledge.

Taking into consideration the communication
component of knowledge management and its fo-
cus on strengthening the cognitive potential of
the organization, the whole of its capabilities re-
garding the intellectual processing of informa-
tion, the development and the effective use of new
knowledge on this basis, it is relevant to deter-
mine, within the society, the possibilities of app-
lication of analytical and communication capaci-
ty of such institutions as libraries in the process
of knowledge management, given that they con-
centrate documented knowledge produced in the
process of social development and organized in
the most convenient way for the use of this know-
ledge and are platforms where there come across
various communication flows: interpersonal, in-
tergroup, public communications, communication
between the user and the document, etc.

The library function in terms of explicit knowl-
edge management has been sufficiently defined as
of today. It is to create electronic environments
for accumulating and organizing the documented
knowledge, providing an access to it and promo-
ting its circulation in society. It is mainly concerns
special libraries whose involvement in knowledge
management processes has been studied by H. Da-
land [6], M. Koloniari, K. Fassoulis, [7], H. Roy [8],
E. Semertzaki [9], D. Matarazzo and S. Connol-
ly [10], T. Granchak [11], K. Lobuzin [12] etc.

A more complicated process is to create condi-
tions for the discovery and translation of implicit
knowledge. To solve this problem, it is advisable
to use such an innovative tool as gaming techno-
logy in library and information activities.

Based on analysis of recent professional publi-
cations and current experience, the purpose of
research is to unleash the potential of gaming
technologies in the activities of library institu-
tions as an innovative tool for the formation of a
library and information environment for know-
ledge management, as well as for the substantia-
tion of the need for introducing gaming technolo-
gies into the library practice to ensure effective
involvement of libraries in knowledge manage-
ment and identification of theoretical and met-
hodological approaches to the organization of
gaming library and information environment.

During the research, several methods have
been used. In particular, designing a gaming lib-
rary and information environment as an intensi-
ve communication space covering such compo-
nents as a set of games, users, library staff (a game
manager and a game supervisor), virtual and real
gaming space, requires the use of a systematic
method. The functional method is added to it and
this has determined the functions of game mana-
ger and game supervisor, as well as the substan-
tiation of the game functions in general. The ob-
servation method is used to study the experience
of using the gaming technologies in the practice
of individual libraries. Applying the hypothesis
method in conjunction with the social and com-
munication method has enabled to formulate as-
sumptions on the feasibility of introducing the
gaming technologies into the library practice in
the context of involvement of libraries in organi-
zing the knowledge management within the fra-
mework of realizing their social purpose i.e. pre-
servation, accumulation, organization, and trans-
lation of knowledge.

The game is a specific social and communica-
tion practice. One of its functions is to form the
subject’s social skills and abilities that are neces-
sary for him/her and the society. As Y. Héyzinga
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putsit, human culture is born in game and evolves
like game [13]. Game space is an area of intense
communication. Among the game benefits, re-
searchers have pointed out its motivational att-
ractiveness related to the entertaining nature of
gaming, the creation of conditions for rapid ana-
lysis of information received in the course of ga-
me, and, accordingly, the promotion of acquiring
new knowledge by the actors in parallel with the
simultaneous verification of their ability to use it,
the development of social identity, the encoura-
gement of joint use and the discussion of shared
knowledge among the actors [14].

The game advantage is active social communi-
cation forming the environment of social prac-
tices that are an important part of generating
knowledge and sharing it through the relation-
ship between the individual and the world. In
this context, E. Wenger has introduced the con-
cept of “community of practice” and defined it
as a system of social learning [15]. This concept
is considered as a particular social group that
has common interests and is capable of collec-
tive learning in the course of which the relation-
ships between the group members are getting
stronger. On the other hand, it is a group of peop-
le who have a common interest in a particular
field of human activity and participate in collec-
tive learning, which creates certain connections
between them.

Game is a simplified model of the community
of practice. Game rules are an algorithm method,
skills of the activity in a certain jurisdiction. Ac-
cording to D. Ratting, President of the American
Library Association 2008—2009, all types of ga-
mes play an important role in the development of
basic life skills. The players must learn and follow
certain rules, make strategic and tactical deci-
sions, and cooperate as closely as possible with
teammates and other parties — everything they
need at college and at work [16].

At the same time, game as an entertaining ac-
tivity creates conditions for mastering knowledge
unknowingly, which contributes to reducing fa-
tigue and facilitates digesting new knowledge.
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The game advantages in terms of acquiring new
knowledge and skills include the simulation na-
ture, the conditionality of actions, as well as the
ability to replay, which allows the party to go
beyond usual precautions based on life experi-
ence and to try to play an unusual alternative
role. Gaming allows the players to try various so-
cial roles — a teacher, a doctor, a mother, a re-
searcher, etc. — and, consequently, to better un-
derstand their own desires and habitude, to un-
leash their potential, and to learn interacting
with other participants in social processes.

N. Zbarovskaya and M. Kolgin [17, 18] have
emphasized the game property to solve a variety
of social tasks, in particular, self-identification
(in game trials), self-realization (fulfillment of per-
sonal potential), and socialization (integration in-
to the community) due to instrumental, gnostic
and socio-psychological functions of the game.

According to T. Kopitkin, the instrumental
function of the game is to form players with cer-
tain skills; the gnostic function involves the for-
mation of knowledge and purposeful develop-
ment of thinking; the socio-psychological func-
tion contributes, first of all, to the development
of communicative skills [19].

The educational games have an enhanced
learning potential. Today, learning based on gam-
ing technology attracts attention of educators
while desiring to move from the conventional
forms of learning to the interactive methods and
the methods of interaction. Interactivity in edu-
cation becomes a priority, since interaction of
players results in exchanging knowledge, reorga-
nizing old knowledge and generating new one.

So, according to the survey of law students of
the Singapore Management University, who are
engaged in applying GIGAME (GRADE INF-
LATION GAME) to the learning process [14],
the use of gaming technologies while sharing
knowledge has proved quite effective as fifty-ni-
ne students (92.2%) stated the game helped them
in the learning process. For 37 students (57.8%),
it seemed to enhance knowledge. Some students
said, discussions in the course of game made them
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rethink the concepts they misunderstood. For ex-
ample, one student noted that the game helped
him better understand the subtleties of the law of
torts and reconsider some of his incorrect judg-
ments. Most students noted, this kind of training
allowed them to consolidate the knowledge while
having a fun time.

The effectiveness of games in education in re-
cent years has been substantiated by Ukrainian
and foreign researchers: D. Bulgakov and O. Dot-
senko [20], P. Shcherban [21], D. Moursund [22],
L. Anetta [23], B. Gros [24], K. Schrier [25], and
others. In the USA, about 400 colleges offer vi-
deogame training courses [26].

Besides being useful for education, the ga-
ming technology has proved promising for add-
ressing the actual problems in science. The subs-
tantiation of games as an innovative technology
for the production of new knowledge is given by
K. Schriever in his monographic study (2016) [27].
An illustrative example, the Fold.it game launc-
hed in May 2008 by researchers from the Univer-
sity of Washington, has proved useful in addres-
sing the AIDS issue, as it represents a 3D model
of protein coagulation. The gamer should try to
do it in the most effective way, working with real
molecules (substances). The results arrive at the
processing center, where they are checked using
a supercomputer.

For the three years from the game launch, play-
ers had learned to make some successful models,
and, in 2011, they identified and validated a pre-
cise model of protease enzyme that played a key
role in infecting the monkey body with HIV ret-
rovirus. Researchers were failing to obtain the
model of this protein for almost 15 years, but ha-
ving got it they have been trying to create drugs
that would affect this process. In the same year, a
full description of this protein with gratitude to
Fold.it players for their contribution into the
model was published in Nature Structural & Mo-
lecular Biology [28].

Another game — Planet Hunters — developed
by researchers at Yale University is used by ast-
ronomers to find exoplanets for Earth-like life.

Five hundred thousand players registered on the
project website have classified millions light cur-
ves, in other words, they have done a job that
would take 200 years for one researcher working
24 hours a day seven days a week. [29]

The research potential of games is enormous-
ly high. According to The Guardian, humanity
spends on games about 3 billion hours a week, so
even if part of this time can be used for science,
the world researchers will have a powerful re-
source. In view of this, the main task is to develop
such games that would be interesting and attrac-
tive for players, because the more people are in-
terested and involved in game, the greater is the
resulting data set and, accordingly, the more re-
liable are conclusions [30].

Trying to utilize the public potential, an inter-
national group of researchers has organized the
Zooniverse platform (https://www.zooniverse.org)
with game projects downloaded for research. The-
se projects require the active involvement of vo-
lunteers to fulfill research tasks and cover such
disciplines as astronomy, ecology, cell biology,
the humanities, and climatology.

Considering the cognitive potential of gaming
technologies, their use in library practice is justi-
fied and appropriate, since the social purpose of
libraries is to preserve, to cumulate, to organize,
and to spread information and knowledge. L. Roy,
President of the American Library Association
2007—2008, emphasizes the fact that games are a
magnet attracting various library users and in ad-
dition to their entertainment value, have proved
a powerful tool for expanding literacy and lear-
ning [16].

In the library practice, games as entertainment
and a tool for attracting users have been used for
a long time. S. Nicholson, a famous researcher of
games in the library, states the gaming technolo-
gy started to be used in libraries since the 1850’s
[31], starting with board games, in particular,
chess. However, in the context of organizing a lib-
rary environment for knowledge management,
games have not been considered until recently,
although the experience of using board games
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was enriched with carnivals of characters, quiz-
zes, contests, game travels, and so on.

Nowadays, libraries have been using games
worldwide. Over the last ten years, libraries have
developed gaming activities ranging from library
board games to mystery games and exciting role-
playing games.

In 2011, in the USA, under the auspices of the
American Library Association, the Games and
Gaming Round Table (GameRT) was created to
formalize the game line in librarianship. The pur-
pose of this association was to support librarian
initiatives regarding the use of gaming technolo-
gies in their activities, the exchange of opinions
and experiences, and the promotion of the idea of
public benefit from the introduction of games in
library practice.

The annual International Games Week in which,
according to the American Library Association,
1,620 libraries from all world countries, including
two ones from Ukraine, took part within the pe-
riod from October 29 to November 4, 2017, is an
evidence of wide application of games in libraries.
According to the event statistical data, on ave-
rage, 82 620 users joined the games. The main
idea of such a large-scale event was to establish,
through libraries, links between different com-
munities with the help of educational, social, and
entertainment properties of various games [32].

It is important to emphasize that the gaming
technology have been used in libraries of diffe-
rent types. The public libraries have the largest
share, however, such practice exists in academic
libraries and high school libraries as well. Foreign
experience has shown long-term benefits and
promising outlook of interaction between re-
search institutes, higher educational establish-
ments, and libraries with use of gaming technolo-
gies that play a role of communicative agents pro-
viding an access to the developed games [26,
34—36]. According to D. Ward and M. Laskows-
ki, the academic libraries have an opportunity to
go beyond the basic development of physical col-
lections and open game sessions and to start de-
veloping a new generation of gaming collections
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and services right now. The libraries have a chan-
ce to be actively involved in the early stages of
development, training, and methodology of new-
generation gaming technologies campus [33].

However, despite the potential of gaming tech-
nologies in organizing the knowledge manage-
ment, they have neither become systematically
used in librarianship and information activities
of Ukrainian institutes nor practically applied
to scholarly research.

In Ukraine, among those who have successful-
ly implemented games in libraries there are the
Denisenko R&D Library of the Igor Sikorsky Kyiv
Polytechnic Institute National Technical Universi-
ty of Ukraine, the Scholarly Library of the Kyiov-
Mohyla Academy National University, the Scho-
larly Library of the Ivan Franko National Uni-
versity of Lviv, the R&D Library of Lvivska Poly-
technica National University, the Library of Petro
Vasilenko Kharkiv National Technical University
of Agriculture, the Hrushevsky Odesa Regional
Universal Scholarly Library, the Korolenko Cher-
nihiv Oblast Universal Scholarly Library, the Po-
tushnyak Zakarpattia Regional Universal Scho-
larly Library, the Kamianske Central Library Sys-
tem and so on.

Thus, the Scholarly Library of the Kyiv-Mohy-
la Academy National University uses games to
promote studying a foreign language (English).
For instance, the Kitastyi American Library has
built a collection of board games, including Mo-
nopoly, Wonders, Boggle, Forbidden Island, etc.
While gaming, the players are not only entertai-
ning and interacting, but also are improving their
knowledge of words and skills of live communi-
cation in a foreign language.

In addition to the board games, libraries ar-
range brain rings, business and role-playing ga-
mes, bibliographic quests, etc. Thus, in 2016, the
R&D Library of the Lvivska Polytechnica Na-
tional University launched a role-playing game
Leopolis 1527 / The Renaissance of the Legend,
during which the players are digging into the
atmosphere of 1527 and try to revive the old city
of Lviv.
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On April 2, 2016, upon the initiative of the
Granit Youth Association, under support of the
Department of Humanitarian Policy of the Lviv
City Council, the National Library of Ivan Franko
National University of Lviv held an annual si-
mulation game Nova Krajina (Ukrainian for New
Country) within the framework of the second
phase of The Country of Changes innovation edu-
cation project.

The game scenario is based on simulation of
situation in the country after the Revolution of
Dignity and the beginning of the war in the east
of Ukraine. The player’s goal is to understand the
lay of the land in the state processes and to find
an optimal model of the operation and develop-
ment of events in the “country U”. The metho-
dological framework of The Country of Change
project has been developed by postgraduate stu-
dents of Ukrainian universities, with foreign ex-
perience of similar programs taken into consi-
deration. So, this educational role-playing game
allows students to feel politicians, to create their
own business or to test themselves as top ma-
nagers [37].

In 2018, the Denisenko R&D Library of the
Igor Sikorsky Kyiv Polytechnic Institute National
Technical University of Ukraine held a business
game Time Management or How to Make Every-
thing in Time. N. Dziuba, a business coach certi-
fied by the European Coach Federation (ECF),
was invited to organize the game. While conduc-
ting the game, she familiarized the players with
the strategic and tactical planning, the concept of
time investment, the peculiarities of time percep-
tion by people with different psycho-types. The
players rethought the phenomenon of time and
distant load, analyzed case studies for different
planning methods, and elaborated effective daily
timetable [38].

Earlier, in 2016, a similar business game Time
Management. An Effective Organization and Use
of Time was organized at the Hrushevsky Odessa
Regional Universal Scholarly Library.

It was interesting to use the gaming technolo-
gies in a fairy show A Night in Library among Fic-

titious Characters, which was held in 2017 by the
Korolenko Chernihiv Regional Universal Scho-
larly Library. The guests were offered The Book
Treasures of the Dungeon program: an intellectual
quest, encounters with Roxolana, in-house ghost,
and other fictitious characters.

The actors of detective game 1o Be, or Not to
Be, or to Stay Alive conducted in the Department
of Foreign Language Documents were persona-
ting the characters of confusing story and trying
to find the murderer among five “suspects” for
the murder of winemaking farm owner [39].

In April 2018, the Patushniak Zakarpattia Re-
gional Universal Scholarly Library hosted Life
Capital business game, the main idea of which
was the building of skills for efficient use of mo-
ney. The players could see how ineffective spen-
ding affected their success in the future. This ga-
me is a financial simulator designed based on real
financial mechanisms and tools taken into ac-
count, with simulated life situations enriching
the experience of the players and helping them
learn to make right decisions in the future [40].

In the context of the government decentraliza-
tion reform, Board Games Week organized in June
2018 by a library from the Kamianske Central
Library System is worth noticing. In particular,
with assistance of G. Filimonova, the coordinator
of the Social Investments Fund in Kamianske,
there were held Carcassonne and The World of
Communities economic games [41]. As stated in
the announcement of the event, O. Donets, a
member of the City Council [41] joined the team
of players of The World of Communities. In the
game course, each player could act as mayor who
by his decisions and work during the sessions
held under a chosen scenario tried to make the
city community prosperous and happy. In addi-
tion to the role of mayor, the participants could
play a pensioner, an unemployed or a business-
man. The game contributed to the understanding
of public needs, sources of funds and the prioriti-
zation of their use.

The practice of using gaming technologies in
libraries of Ukraine requires the definition of
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theoretical and methodological framework for
organizing a library game and information envi-
ronment i.e. an environment of intensive com-
munication.

The key components of this environment are
a set of games offered by the library (game lib-
rary), library space for real and virtual gaming,
users, and library staff (game manager and game
facilitator).

Games in the library can be organized sponta-
neously or regularly, however, in both cases, the
library organizes its game space, establishes its
gaming system, and creates conditions for ma-
king the games effective. For the functioning of
the library game and information environment it
is necessary to allocate a certain space, at least, a
place where the games are stored and the users
have access to them. Depending on the capacity
of each particular library, it can be a separate
room divided into zones or several shelves. If ga-
mes are conducted sporadically, in the course of
game, the gaming space can extend to various
library rooms and cover almost the entire libra-
ry. At the same time, the requirement for the ac-
cessibility of this space to the users remains un-
changed. Creating a virtual gaming library and
information space requires special software and
technology support, as well as equipment. By
example of the Zooniverse platform, on-line lib-
rary games can have one access point and be hos-
ted on one portal. The expansion of the library’s
game space will be facilitated by the compilation
of lists or guides for online games available to
users, the preparation of video and analytical re-
views of such games and familiarization of users
with them.

A necessary component of the library game and
information environment is also a game library
consisting of both virtual and real games. Each
type of games is divided into subtypes — board,
intellectual, training, business, role-playing, bib-
liographic, etc. It is desirable that the games are
classified not only by type, but also by level —
from basic to advanced, and by the number of pla-
yers — from one to the team or several teams.
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Such a game library can be formed using va-
rious sources: grant support, donations of used
games from subscribers and library employees, al-
location of funds from library budget for reple-
nishment of the stock and the development of
new games by library employees together with
partners or volunteers. In particular, libraries of
higher educational establishments or academic
institutes can develop new games together with
interested scholars, teachers, and students, wit-
hin the framework of current scholarly projects,
focusing on the needs of their research or trai-
nings. Such games have a narrow purpose to en-
hance knowledge and skills in a particular field or
discipline. For example, for university libraries,
online gambling tournaments and Plagiarism: The
Goblin Threat Plagiarism Game [42] have proved
to be effective in terms of the formation of infor-
mation literacy and the academic integrity cul-
ture. The player must find and eliminate them,
giving correct answers to the questions.

Researchers from the University of Florida
stress the interest of academic institutions in
creating gaming projects for students, which in-
volve documentary research in the library in real
space. Similar games were created in France in
the early 2000s. In the LARP (Live-Action Role
Playing) games participants physically act out
virtual scenarios in real locations, having specific
goals. The players have to deal with electronic re-
sources and printed documents, to compare re-
sults in order to find tips, to conduct searches to
puzzle out the mystery. Some of these initiatives
have been noted and got awards [43].

The simplest game tasks oriented towards the
formation of information literacy are searching
for a freely accessible book, identifying a word or
term by definition, searching for a word or con-
cept in dictionaries, clarifying bibliographic data,
compiling a recommendation list, searching for
certain information in books.

All games of the library collection must be ac-
companied with instructions and necessary equip-
ment (panels, consoles, etc.), be described and
cataloged in order to facilitate their search and
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access to them for users. If to buy a required ga-
me is impossible, it’s worth considering the op-
tion of renting it.

Given the spread of gaming practices in libra-
ries, it is necessary to address issues related to
their organization, for which some researchers
propose to introduce the positions of the game
manager and game facilitator. The game manager
is responsible for solving organizational issues,
searching for partners and required software and
technology support. He/she makes the list of
games that are the most interesting for users or
potential partners, is the contact person for nego-
tiations on organizing or developing a particular
game. The game facilitator is the person who
helps to the players to understand the instruction
in the course of game or acts as a moderator. If a
library cannot afford to have full-time employees
for these positions, it may invite business coaches
and volunteers to help organize and conduct the
games.

Hence, games have a powerful cognitive poten-
tial, and their use in educational practice and re-
search has been justified. In view of this, it is ex-

pedient to broaden the introduction of gaming
technologies as an innovative knowledge mana-
gement tool into the activities of libraries, in par-
ticular, academic libraries and scholarly libraries
of higher educational establishments, as well as
to promote the formation of a library game and
information environment in libraries. Within the
framework of the game, scholarly libraries play
the role of mediator between the research insti-
tutes and the HEE student community, provi-
ding a point of access to the game or creating a
gaming space. Nowadays, many Ukrainian libra-
ries periodically organize games of various direc-
tions and topics, but these cases have not become
systematic yet; the games conducted in libraries
are not related to scholarly research; therefore,
the potential of games as an innovative know-
ledge management technology has not been uti-
lized by libraries to the full. The current tasks are
to develop strategies for the use of gaming tech-
nologies in libraries, to establish partnership bet-
ween libraries and research institutions, to form
library’s game collections, and to train the respec-
tive library’s personnel.
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ITPOBI TEXHOJIOTT K IHHOBAIIIMHWI IHCTPYMEHT
®OPMYBAHH BIBJIOTEYHO-IHOOPMAIIIHOTO
CEPEJIOBUIIIA YITPABJIIHHA SHAHHAMUN

Beryn. Heobxinnicts nigBuinerts eeKTUBHOCTI BUKOPUCTAHHS HassBHUX 3HAHb Ta iH(OpMallii, CTBOPEHHS YMOB /IS
[IPOJYKYBAHHS HOBUX 3HAHb Ta 0OMiHY HUMU aKTyajli3y0Th BUBYEHHS] KOTHITUBHOIO TIOTEHIIaJTy irPOBUX TEXHOJIOTIH.

IIpo6GaemaTuka. PoskpuTTs moTeHIiany rpu sik iHHOBaIiiHOI TexHo0riT hopmyBatHs 6ibaioTeuHo-iHpOPMAaIiiiHOrO
CepeIoBUINA YIIPAB/IiHHS 3HAHHAMM B AisJIbHOCTI Gi6TiOTeK.

Mera. O6rpyHTYyBaHHSs I0TPeO BIPOBAIIKEHHS B 6i6/Ii0TEUHY IIPAKTUKY irPOBUX TEXHOJIOTIi 3 METOIO 3a0e3IeueHHs
edek-TUBHOI yuacTi 6i6/1i0TeK B yIpaBiiiHHI 3HAHHSIMUE, PO3POOKA TEOPETUKO-METOI0JIOTUHKX MTiIXOIB 110 OpraHizailii irpo-
BOTO 6i6MI0TEYHO-IH(OPMAIIITHOTO CepeOBUIIA.

Marepiau it Metoau. AHasiTuaHui orysg BeG-caiitis 6i6ai0TEK, TeMaTUUHKUX pecypcis (mopraa AMepuKaHChKoi 6i0-
sioreunoi acorianii International Games Week Ta irposa miiatdopma Zooniverse), paxoBux myOJIiKailiii, IprCcBsSYeHNX BUC-
BiTJIeHHIO yuacTi 6i6ioTeK B Iporiecax yIpaBiHHs 3HAHHSMM, I0CBIly BAKOPUCTAHHsI iIrPOBUX TEXHOJIOTIiT B OCBIiTi Ta Hay1i,
BIIPOBA/KEHHIO [[bOTO OCBiy B 6ibioTeuny fisibHicTh. Bukopucrano cucreMunii, (hyHKIIOHATbHINA METO/IM, METOIU CIIO-
CTEepPEesKEHHs, TIOTEe3U B IIOEIHAHHI 3 COIIa/IbHO-KOMYHIKAI[IITHIM METO/I0M.

Pesyabratu. [lokaszaHo A0IIbHICTD BIPOBAIKEHHs B 6i61i0TeUHy MPAKTUKY iIrPOBUX TEXHOJOTIN K iHHOBAIIIHOTO
IHCTPYMEHTY YIIPABJIHHS 3HAHHSMU B PAMKaX peasizallil coliaibHOro npusHadeHHst 6i61i0TeK mon0 36epesKeHHs], KyMy-
Jianii, oprafizaii i TpaHCJIsIIl 3HAHb, PO3KPUTO KOTHITUBHUN MOTEHI[AJ) irpOBUX TEXHOJIOTIH, po3po6JIEHO TEOPETUKO-
METOO0JIOTIYHI 3acaii BIPOBAIKEHHSI IrPOBUX TEXHOJIOTIN B 6i0/i0T€UHY NPAKTUKY, BUCBITIEHO MPUKJIan e(heKTUBHOTO
BUKOPUCTAHHS BITYUM3HAHUMMU Ta 3aKOPAOHHUME 6i6Ii0TeKaMI irpOBUX TEXHOJIOTIH Ha CydyacHOMY eTarli.
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Bucunosku. [lo3utnBHni eeKT BUKOPUCTAHHS KOTHITUBHOTO TIOTEHITiATy irOp B OCBITHIN MPaKTHI i HAYKOBUX JI0-
CHKEHHSIX aKTyasisye po3poOKy cTpaTeriii BIIPOBaIsKeHHs irpPOBUX TEXHOJIOTI K iHHOBALIITHOrO IHCTPYMEHTY yIIpaB-
JIHHS 3HAHHAMMU B Ais/IbHICTD GI6JI0TEYHUX IHCTUTYIIIA.

Kuwouoei caosa: irposi texHoJsiorii, yupasiainHs sHanHsamu, 6i6iaioreka, irpose 6ibiaioreuno-indopmaiiiine ce-
penoBuiie.

T.1O. Ipanuax
Harmonanbrasg 6ubanoreka Ykpannol nmenn B. 1. Bepnaackoro,

npocrt. [onocuesckuii, 3, Kues, 03039, Ykpanna,
+380 44 524 1770, granchakt@ukr.net

UTPOBBIE TEXHOJOTUU KAK UHHOBAIIMOHHBIM UHCTPYMEHT
®OPMUPOBAHUS BUBJMOTEYHO-MHOOPMAIIMOHHON
CPE/bI YITPABJIEHU A SHAHMAMN

Beeaenne. HeoOxoaumocTs noBbiiieHrst a(HEeKTUBHOCTU UCIIOJIb30BAHMS MMEIONMXCsl HHPOPMALMY U 3HAHUIL, CO-
31aHNUA yC]IOBI/II'/JI JJLA B])Ipa6OTKI/I HOBBIX 3HaHI/II>.I n O6M€Ha nMu aKTyaJII/ISI/IpyIOT HSy‘{eHI/Ie KOTHUTUBHOTO ITOTEHITNAJIa UTPO-
BBIX TEXHOJIOTHIA.

IIpo6remMaTuka. PackpbiTie HOTeHIIMAMA UTPbl KaK MHHOBALMOHHOI TexHoI0ruy (opMUPOBaHUs GUOIMOTEYHO-UH-
(hOpMAIIMOHHOIT CPeJIbl YIIPABIEHUS 3HAHUSMU B €S TEIbHOCTH GUOINOTEK.

Ilean. O6ocHOBaHME HEOOXOAMMOCTH BHEAPEHHS B GUOINOTEYHYIO MPAKTHKY UTPOBBIX TEXHOJIOTHI C IeJIBI0 obecieye-
Hust 3 HeKTUBHOTO yyacThst OMGINOTEK B YIIPaBICHNH 3HAHUAMHE, pa3paboTKa TeOPETHKO-METOI0JIOTHYECKHX TIOJX0I0B K
OpraHu3aluK UTPOBOI GHOIMOTEYHO-UH(OPMAIIMOHHON CPeIbL.

Marepuaibl 4 METObI. AHaUTIYECKUIT 0030D BeG-caiiToB GUOIMOTEK, TEMATHYECKKX PECYPCOB (IOpTal AMEpUKAHC-
Koii 6ubmoreunoit accouunaiuu International Games Week w urposast tiardopma Zooniverse), npodecCUuOHaTbHBIX Ty 06I1-
Kallnii, MOCBSAIIEHHBIX PACKPBITUIO YYaCTU ONGINOTEK B IpoIeccax yIpaBaeHNsT 3HAHUAMMI, OIBITa UCII0Ib30BaHUs HTPO-
BBIX TEXHOJIOIUii B 06pa30BaHuM U HayKe, BHEAPEHHIO 3TOTO ONbITa B OUGIMOTEeYHOH AeATeIbHOCTH. VICIIoIb30BaHbl CUCTEM-
HBIN, QYHKIIMOHAIBHBII METObI, METO/bI HAOJIOAEHNU, TUIIOTE3bI B COUETAHIH ¢ COIUANTBHO-KOMYHIKAIIMOHHBIM METOIOM.

Pesyabrarbl. [lokasaHa 11e1€c000pa3HOCTb BHEAPEHUS B OGUOIMOTEUHYIO TIPAKTUKY UTPOBBIX TEXHOJIOTHI KaK MHHO-
BallMOHHOTO MHCTPYMEHTa YIIPaBJIeHNs 3HAHUSAMHI B paMKaX peajusalii COIMalIbHOr0 Ha3Ha4eHns OHOIMOTEK TI0 CoXpa-
HEHMIO, KyMYJIAIUH, OPTaHU3alli ¥ TPAHC/ISAINYI 3HAHUIL, PACKPBIT KOTHUTUBHBII II0TEHIA UTPOBLIX TEXHOJIOIUIL, paspa-
6OTaHbl TEOPETUKO-METON0JOTHYECKIE OCHOBBI BHEAPEHUs UTPOBBIX TEXHOJIOTHII B OUOIMOTEUHYIO MTPAKTUKY, OCBEIEHbI
npuMepbl 3HHEKTUBHOTO UCIIOJIb30BaHUE OTEUECTBEHHBIMU 1 3aPyOeKHBIMU OMOINOTEKAMU UIPOBBIX TEXHOJIOTHI Ha COB-
PEMEHHOM 3Tare.

Boisoapi. [Tonoxutenbhblii 53pdeKT UCII0Ib30BaHNA KOTHUTUBHOTO IOTEHIMAA UTP B 06pa3oBaTeIbHON IPaKTHKE 1
HAYYHBIX MCCIEA0BAHUAX aKTyaIM3upyeT paspaboTKy CTpaTernil BHEAPEHUSA MIPOBLIX TEXHOJOTUN Kak MHHOBAIIMOHHOTO
I/IHCprMeHTa praB]IeHI/IH 3HAHUSIMU B 1€ATECJIbHOCTD 6I/I6JII/IOTC‘{H])IX y‘{pe)K[[eHI/Iﬁ.

Kuwuesvie ciosa: urposble TeXHOJOTUY, YIIPaBJIeHUE 3HAHUSIME, OUOJIMOTEKa, UrpoBasi OubAMOTeYHO-uH(OPMAa-
IIMOHHAsT Cpejia.
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