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Modern educational technologies actively integrate multimedia tools to
increase the efficiency of learning material. One of the promising areas is the
use of visual novels as an interactive means of presenting information,
combining text, graphics and sound elements into a single educational system.
This approach allows you to create a more visual and understandable
environment for studying complex technical disciplines.

Cy4acHi OCBITHI TEXHOJIOT1 aKTUBHO THTErPYIOTh MYJIbTUMEINHI 1HCTPY-
MEHTH JJIsl MABUIIEHHS €(EKTUBHOCTI 3aCBOEHHS HaBYaIbHOTO MaTepiany. Of-
HUM 13 TIEPCIEKTUBHUX HAIPSIMKIB € BUKOPUCTAHHS BI3yaJlbHUX HOBEJ SIK 1HTeE-
pPaKTUBHOTO 3aco0y MojaHHs iH(opMalii, 1o MOEAHYE TEKCT, rpadiky Ta 3BY-
KOB1 €JIEMEHTHU B €JUHY HaBualibHy cuctemy [1-3]. Taxkuii migxia 103BOJsiE
CTBOPIOBATH OLNIbIII HAOYHE Ta 3pO3yMijie CEpPEIOBHUIIE JJII BUBUCHHS CKIIQTHUX
TeXHIYHUX JUCHUILIIH [3].

BizyanbHi HOBeNMM BiAPI3HAIOTHCS B TPAAUIIMHUX MIJIPYYHHKIB Ta OH-
JalH-KYpCIB HAsIBHICTIO €MOIIMHO-3aJTy4al0u0i HapaTUBHOI CTPYKTYpPH, BUpPa3-
HUX MEPCOHAXIB, A€TaTI30BaHUX (DOHOBHUX LIFOCTpaliid Ta AUMHAMIYHUX J11aJIOTIB.
VY HaBYaNbHOMY KOHTEKCTI 111 0COOJIMBOCTI JO3BOJISIOTh:

— TIEPETBOPIOBATH aOCTPAKTHI MOHATTS MPOTrpaMyBaHHS HA KOHKPETHI CIO-
JKETHI CUTYyaIlii;

— CTBOPIOBATH €()EKT MPUCYTHOCTI Ta MEPCOHATI30BAHOTO HABYAHHS;

— peani3oByBaTH aJIaliTUBHE MOJAHHS MaTepiany 3ajeXHO BiJ PiBHS 3HAHb
cTyAeHTa [4].

VY paMmkax J0CHiKEHHS 0yJI0 CTBOPEHO KOHIIEMIIII0 Bi3yalbHOT HOBEJIU ITijT
Ha3Boro «Nurse». CIOKeT po3ropTaeTbCs B YHIBEPCUTETCHKOMY CEpPEOBUIII, a
came Ha CTapoMy KOMIT I0Tepl, A€ TOJIOBHUM repoil (CTyAEHT) MPOXOAUTH KypC
nporpamMyBaHHs MiJ KEPIBHUILITBOM BIPTYaJIbHOTO acucTeHTa Nurse — po3yMHO-
ro, JIPYy>KHbOI'O Ta JEIIO IPOHIYHOTO MEPCOHAXKA Y BUIIIA/I KOTHKA, SIK MacKoO-
ta kadeapu MIPEC.

CrtpykTypa ciieHapiro moOyoBaHa 3a MPUHIIMIIOM PO3TATYKEHOTO JepeBa
pillIEHb:

— JIIHIMHI HaBYaJIbH1 OJIOKHU (Teopisi, IPUKIAAN KOLY);

— IHTEpaKTUBHI J11aJIOTH 3 BUOOPOM BIATIOBIICH;

— MIHI-TECTH Ta 3aj]a4l Ha KOJTyBaHHS MPSIMO B J1aJ1031;
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— PO3ray’>KEeHHsI CIO’KETY 3aJIeKHO BiJl MPAaBUILHOCTI BIAMOBIACH.

SIKIIO CTYJEHT BIJNOBIA€ HEMPaBUIbHO, Nurse moBepTae 10 MOBTOPHOTO
MIPOXOJIKEHHS OJIOKY. Y pa3l yCHIITHOTO BUKOHAHHS — CTYACHTY HapaXxOBYIOTh-
cs 6anu.

BisyanbHa cki1aioBa HOBEIH BKITIOYAE:

— netami3oBaHi (GoHOBI UTrOcTpallii (y po3poOiri BUKOPUCTAHO (POH OCHOB-
HOro pobouoro crosry microsoft windows 3 meroio ¢popMyBaHHS y CTYACHTIB
TEXHIYHUX CHEIaJbHOCTeH acoraiii 13 mudpoBUM Ta TEXHOJIOTTYHUM CEPEN0-
BUIIIEM);

— a”iMOBaHUX MepcoHaxiB (Nurse 3 pi3HUMU €MOIlISIMU: PadiCTh, 3/IUBY-
BaHH/, JKaX);

— MOXJIMBICTh TIEpCOHATI3Alli (BBE/ICHHS IMEHI CTYJIEHTa, BUOIp CTaTi).

[HTerpailiss HAaB4AJIBHOTO KOHTEHTY B1J10YBAETHCS IPUPOJIHO:

— TEOpPETUYHE MOSCHEHHS TOJAEThCS yepe3 aiajor Nurse;

— IPUKJIAAHA KOy 3’ SIBJISIFOTHCS Y BUTJISI1 «EKPaHIB MOHITOPa» B CHOXKETI;

— pe3ynbTaTh 30€pIratoThCs B «KypHaJIl IPOTPECY» BCEPEAUH1 HOBEIIU.

Takuii miaxig 103BOJISE:

— NIABULIUTH 3a]Ty4YEHICTb 3aBASKA €MOLIMHOMY 3B 513Ky 3 IEPCOHAKEM;

— peali3yBaTH MPUHIIKII TOBTOPEHHSI Ta 3aKPITJICHHS MaTepiaiy;

— aJanTyBaTH CKJIAIHICTD 3aJIKHO Bijl BIJIMIOBIICH CTY/ICHTA,

— MIO€JTHATH PO3BAry Ta HaBYaHHs 0€3 BTPATH HAYKOBOI TOYHOCTI.

BukopucranHs HapaTUBHUX 1 Bi3yaJIbHUX €JIEMEHTIB cripuse GOpMYyBaHHIO
CTIMKHMX acoIllaTUBHUX 3B’SI3KiB, MOKPAIIy€ 3araMm’sSTOBYBaHHS Ta 3HAYHO TiJI-
BUIIY€ BHYTPIIIHIO MOTHBAIIIO 10 BUBUEHHs iporpamyBanHs [1; 2; 3]. InTepak-
TUBHUN (popmar nae 3MOry KOKHOMY KOPHCTYBaueBl MPOXOAWTH Marepian y
BJIACHOMY TEMITi, TOBEPTATHCS 0 CKIAAHUX TEM Ta OTPUMYBATH HETaWHUHN 3BO-
poTHuit 3B’a30K. OTKe, po3pobIeHa KOHIIETIIIS HaBYAIbHOI Bi3yalbHOI HOBEIIU
«Nurse» IeMOHCTpPY€E TOTEHITiaN 1HTerpaiii *kaHnpy visual novel y Buiy ocsiry.
3anponoHOBaHUM MiAXiA MOEAHYE CEPUO3HUN OCBITHIN KOHTEHT 3 €JI€MEHTaMU
reiimigikaniii Ta IHTEPAKTUBHOTO CTOPITEIIHTY, 0 POOUTH HOTO €(PEKTUBHUM
THCTPYMEHTOM JUIsI TiJIBUILIEHHS SIKOCTI 3aCBOEHHS TEXHIYHHUX JMCLMUILIIH, pPO3-
BUTKY 1HTEpECY CTYAECHTIB JI0 MPOrpaMyBaHHs Ta 3HUKEHHSI PIBHS CTpeCy Mij
yac HaBYaHHSI.
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