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Abstract. The use of digital game-based learning tools is significantly increasing due to the
growing transition to virtual learning and the opportunities to acquire practical skills in artificial
conditions. The research methodology is a literature review of existing digital game-based learning
in the natural sciences. The biological properties of aquatic organisms, their adaptation to artificial
growing conditions have become the subjects most often studied using digital learning tools. Trends
in the use of digital technologies in the specialty "Aquatic Bioresources and Aquaculture” include the
use of various platforms, applications, such as computer-based with the use of the Internet and mobile
devices, with elements of games and social interaction. The use of gamification and other modern
teaching methods is integrated with constructivist approaches to learning such as experimental
learning, problem-based, research and research-laboratory. Studies show that digital visualization
in the form of various tools, such as games, encourages the development of skills in applicants in
simulated conditions and real-life situations.
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Introduction.

[IpakTH4HI HAaBUYKH SIBJISAIOTHCSI OCHOBOIO CYYacHOI OCBITH PI3HUX Trajiy3ei.
[IpoTe He 3aBkKIU ICHY€ MOXKIIUBICTD 3JIy4€HHS CTYCHTIB, 0COOIMBO MEPILIUX KYpCIB,
B pOOOTI MIANPUEMCTB. 3pYYHUMH 3aco0aMy JIOMIOMOTH B JaHOMY AacIleKTl €
3acTOCyBaHHA MeToay reumidikamii. I'eimidikaiis € epekTUBHOW0 Yy BUKIaJIaHHI
JTUCHUUIUTIH cremiansHocTi "Boani Oiopecypcu Ta akBakyjabTypa', 1O pPOOUTH
HaBYaHHS OUIBII 1HTEPAKTUBHUM, 3aXOIUTIOIOYUM Ta CIPUSIE KPAIIOMY 3aCBOEHHIO
Marepiany 3100yBauamu BUIIOi ocBITH (Aguilera & Roock, 2022).

Main text

CumynsTopu J03BOJIAIOTH IMITYBaTH pealibHI TpollecH Ta CuTyarli 0e3
HEOOXITHOCTI 3aCTOCYBaHHS JOPOTUX 1 MOTEHIIHHO PU3UKOBAHUX EKCIIEPUMEHTIB Y
rocroiapcTBax. BoHr Hagar0Th MOKIIMBICTD IS HABYAHHS, TPEHYBaHb 1 IOCIKCHb,
CHPUSIOTh PO3BUTKY MPAKTUYHUX HABUKIB 1 TOTJIUOJICHHIO TEOPETUYHUX 3HAHD
a0COJIIOTHO PI3HUX Tamy3el xkuTTs moauan (Barwood et al, 2020).

Cumynsitopy B raigy3l BOJHUX OlopecypciB 1 akBakKyJIbTYpPH JI03BOJISIOTH
MOJIEJIFOBATH YIIPABIIHHS MOBHUM ITUKJIOM BUPOOHUIITBA B aKBAKYJIBTYP1, BKIIFOUAIOUH
BUOIp BUJIIB JJI1 PO3BEJCHHS, BUTOJOBYBaHHS, KOHTPOJb SIKOCTI BOJU, OOPOTHOY 3
XBOpoOamu, YINpaBJliHHA 3amnacamu, (piHaHCOBE IUIaHYBaHHS Ta MapKeTUHT. Bonu
MOXXYTh IMITYBaTH Pi3HI THUIM TOCHOJAPCTB, TaKl SK CTABKOBI, CaJKOBI, YCTAHOBKH
3aMKHYTOro Bojomnocradanss (Y3B).
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IrpoBi KOMIIOHEHTH TaKOXX MOXYTh MOJICJIOBATH B3a€EMOJIII0 PI3HUX BU/IIB
riipoOiOHTIB Y BOJHUX €KOCHUCTEMAaX, BIUIMB ()aKTOPiB HABKOJIUIIHBOTO CEPEOBHIIA,
3a0pyJHEHHs, pUOOJOBCTBA Ha MOMYJSLiI0 pUO Ta IHIIMX BOJHUX OPraHi3MiB,
BUKOPHUCTOBYIOTHCS JUIsl BUBYCHHSI IUHAMIKH TOIYJIALINA, MPOTHO3YBAHHS HACIIIKIB
aHTPOMNOTEHHOI'O BIUIUBY Ta PO3pOOKH 3aX0/11B 3 OXOPOHU BOJAHHUX O10pecypciB.

CuMynaTOpU HE YHUKAIOTh PU3UKIB, OB’ I3aHUX 13 IPOBEJCHHIM €KCIIEPUMEHTIB
y pealbHUX YyMOBaX, TakuUX SK TuOenb puodu, 3a0pyAHEHHS HABKOJIHUIIHBOTO
cepenoBHINa. BUKOPHCTaHHS CHUMYJSTOPIB 3HAYHO JEIICBIIE, HIK TMPOBEICHHS
peanbHUX E€KCIIEPUMEHTIB, OCOOJIMBO B JOBIOCTPOKOBIH MEPCHEKTUB] Ta A03BOJIAIOTh
CTYIEHTaM IIBUIKO OCBOITM TPAKTHYHI HABUKH Ta OTPUMATH JOCBIJ TMPUAHSATTSA
pilIeHb Y PI3HUX CUTYaIlisiX.

3acTocyBaHHs TpH, Jie CTYJICHTH KEPYIOTh BIpTyaJlbHUM PUOHUM TOCIIOIAPCTBOM,
MpPUIMAaIOTh PIIIEHHS PO BUOIp BUAIB JJIsi PO3BEJICHHS, KOPMIB, ONTUMI3allll yMOB
yTpPUMaHHS, MAPKETUHTY Ta MPOJaXy. YCIIX BHU3HAYAETHCA MPUOYTKOM, CTIHKICTIO
roCro/IapcTBa Ta MIHIMAJbHUM BIUIMBOM Ha HABKOJIMIIHE cepenoBuiie. CTBOPEHHS
BIpTyaIbHUX  TypiB  PHOOBOAHMMH  TOCHOJApPCTBAMH,  puOOmEepepoOHUMHU
MIAMPUEMCTBAMU, HAYKOBUMH CTAHITISIMH, 3alIOBITHUKAMHU, 1110 JIO3BOJISIOTH TOOAYUTH
MIPOIIECH 3CEPEIMHHN, BUBUUTH O0JIaJHAHHS Ta TEXHOJIOTII.

Po3pobka irop-BikTopuH 3 ineHTU(dikamii BUAIB pub, 0e3xpeOeTHUX TBapuH,
BOJOPOCTEH Ta BHILMX BOJHUX POCIUH /A€ MOMKJIUBICTh BUKOPHUCTOBYBATH
¢doTorpadii, Bineomarepianu Ta 3s8ykoBe opopmieHHs ganux (Chen et al, 2020).

JUIst MIATPUMKM 3alIKaBIEHOCTI Ta CTUMYJISALIL AyXy 3MaraHb HEOOXIJTHUM €
BBEJICHHS CHCTEMU OalliB 32 BUKOHAHHS 3aBJaHb, y4acTh y AUCKYCISIX, TPOXOHKCHHS
TECTIB Ta CTBOPEHHS pEUTUHTOBUX TabiuLb. DopmyBaHHS NpodeCcIiHUX KOMIETEHIII
npencTaBisie coO00 pe3ynbTar, SKUM JIOMOMara€e CTyJIeHTaM PO3BUHYTH HABUYKH,
HeoOX1/IH1 17151 poOOTH came B Tally31 BOAHUX O10pECYpCiB Ta aKBaKyJIbTYpH. 3aBISKH
reiimigikanii CTyJIeHTH 3aCBOIOIOTH MaTepiall 3pyuHille, Jerme Ta HaOyBaloTh
npakTHyHUX HaBU4oOK (Addy et al, 2018).

Summary and conclusions

BaxxnuBo mam'sitatu, 1110 ycminiHa reimidikariiss BUMarae peTesbHO1 po3poOKy Ta
ajlanTalii 10 KOHKPETHUX HaBYAJIbHUX 1LIIJIEH Ta KOHKPETHOT ayauTopii. [Ipu po3pooiri
HECTAHJIAPTHUX BHUIB HABYAJIBHUX 3aHATh HEOOXITHO BHOHMpATH BIJIMOBIAHI 1TPOBI
MEXaHI3MU Ta €JIEMEHTH, SIKi OyIyThb BIANOBIZATH 3MICTY KypCy Ta CIPUATHMYTh
JOCATHEHHIO Oa)kaHUX pe3yNbTaTiB cremiagbHocTi  «Bomui  Olopecypcu Ta
aKBaKyJbTypay.
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