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Abstract. Problem statement. The modernization of library education involves the ability
to use information tools, in particular computer animation, in working on projects. The maturity
of teamwork skills largely determines the professional self-realization of multifunctional li-
brarianship specialists. The study aimed at substantiating the effectiveness of using animation
tools in the media space of the “Library Night” event to develop the teamwork skills of master’s
students. Methodology. Theoretical and methodological analysis and generalization are used
to determine the content and problems of developing teamwork skills in library and information
education, and the inclusion of animation tools in the implementation of media projects.
The Renderforest platform is used to develop didactic animation. The study involved 68 un-
dergraduates from the Orel State Institute of Culture. The study of animation tools and their use
for designing the media space of the library is implemented within the framework of classes
in the discipline “Information Technologies in Science and Education”. The authors use V. Stefan-
son's methodology to assess the level of teamwork skills of master's students. With its help,
the levels of their development, interconnected with personality qualities, are determined. For statisti-
cal processing, Pearson's chi-square test and Fisher's method (angular transformation) were used.
Results. The ideas of a methodological approach are formulated, reflecting the necessary changes
in the system of training specialists in library science, taking into account the digitalization of
library and information services. The didactic potential of animation tools for improving the quality
of library education, and, in particular, for developing the teamwork skills of undergraduates
has been clarified: developing the ability to listen to the alternative opinions of other team mem-
bers, accept the standards and values of the group, and follow the social and moral-ethical
norms of the team. Statistically significant differences in the qualitative changes that occurred
in the didactic system were determined. Conclusion. The use of animation tools in the media
space of the “Library Night” event contributes to the development of teamwork skills among
master’s students: new opportunities for collaboration and project activities, innovative work
experience, etc. However, some factors complicate the process of team building in the media
space of libraries: the lack of clear leadership in the library, the lack of communication be-
tween employees, the weak motivation, and low social status of the profession.
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AnHoTauus. [locmanosxa npobnemsl. MogepHU3aLUsi COBPEMEHHOTO OMOIMOTEYHOTO
00pa3oBaHus Mpe/IIoaracT YMEHUS MPUMEHSATh CPEICTBA NH()OPMATH3AIMH, B YACTHOCTH KOM-
MHIOTEPHON aHUMAaIK, B paboTe HaJl MPOSKTaMU W HAaBBIKM KOMaHIHOH paboThl. X chopmu-
POBaHHOCTH BO MHOT'O OIPEACISIET MPOPECCHOHATBHYIO CaMOPECATH3AIII0 MHOTO()YHKIIMOHATBHBIX
CIIeMaIMCTOB OMOIIMOoTEeYHOTO Jiena. VccienoBanre HarpapiieHO Ha 000cHOBaHUE (h(HEeKTHUBHOCTH
HCIIONB30BAHMSI CPEACTB aHUMALIUH B MEIHAIIPOCTPAHCTBE aKINK « BHOIMOHOYBY IS pa3BUTHUS
HABBIKOB KOMAHJHOHM pabOTHl O0YYAaIONIMXCsS Maructparypel. Memooonoeus. Tlpumensiercs
TEOPETUKO-METOIOTOTHIECKUI aHATIN3 U 0000IIeHIe TIPH OTIPEACIICHUN CONEPKaHUs U MPO-
0JieM pa3BUTHS HABBIKOB KOMaHJIHOM pabOThl B OMOIMOTEYHO-HHPOPMAITHOHHOM 00pa30BaHMH,
BKITFOYCHUSI CPEIICTB aHUMAIMH B PEATTM3ALMIO MEUAPOSKTOB. J{Isl pa3paboTKy TUIAKTHICCKOM
aHMMaIuu ucronb3yercs riatgopma Renderforest. B uccnenoBanuu 3anerictBoBano 68 ma-
rHCTpaHTOB OPJIOBCKOTO TOCYAAPCTBEHHOTO MHCTUTYTA KYJIBTYpHI. M3ydueHne cpencTs aHuMa-
MY ¥ TIPUMEHEHHE UX IS IPOCKTHPOBAHMS MEIHAPOCTPAHCTBA OMOIHOTEKH PeaT30BaHO
B paMKax 3aHATHH AUCHHILIUHBI «H()OpMAIMOHHBIE TEXHOJIOTHU B HAYKE U 00Opa30BaHHULY.
st orieHKH cOPMUPOBAHHOCTH HABBIKOB KOMaHIHOHN PabOTHI 00y4JaIOmUXCsl MarHCTPaTyph
ucnoir3oBana Merogauka B. Credancona. C ee MOMOIIBIO ONPEIeeHbl YPOBHU WX Pa3BHTHS,
B3aMMOCBSI3aHHBIC C KAYECTBAMU JIMYHOCTH. J[1s1 cTatrcTraeckoi 00paboTKU MPHMEHEHBI KPUTEPHIA
xu-kBajgpar [Tupcona u meron duirepa (yrioBoe npeodpasoBanue). Pesyrvmamut. ChopMynm-
POBaHBI UAEH METOIMYECKOTO MOIX0/a, OTPAKAIOIMIET0 HEOOXOMMbIE M3MEHCHHS B CHCTEME
MOJITOTOBKH CIIEIIHAIMCTOB OHONMOTEYHOrO JieiNa ¢ y4eToM HU(POBH3ANUU OUOIHOTEIHO-
HH()OPMAIIMOHHOTO OOCITYKHUBAHHUS. Y TOUHEH JUIAKTHUCCKUN TIOTCHITNAT CPEACTB aHIMAITHH
JUTSL TIOBBIIIIEHHST KauecTBa OMOIMOTEYHOr0 00pa30BaHMsl, B YACTHOCTH UISI Pa3BUTHS HABBIKOB
KOMAaH/IHOW PabOThl MarkCTPAHTOB: YMECHUH MPHUCITYIIUBATHECS K allbTEPHATHBHOMY MHEHHIO
JPYTUX WICHOB KOMAH/IbL, IPHHAMATH CTAHAAPTHI ¥ IIEHHOCTHU TPYIIIEI, CIENOBATh COIMATBHBIM
¥ MOPJIBHO-3THYECKAM HOpMaM KOJUTeKTHBA. OTpeIesieHb! CTATHCTHYECKHU JIOCTOBEPHBIE PA3Inys B
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Ka4YeCTBEHHBIX M3MEHEHHSIX, IPOM3OIIEIIINX B UIAKTUYECKOI chcTeMe. Jaxmouenue. Vcnomb3o-
BaHUE CPEJICTB aHUMAIMK B MEAUANPOCTPAHCTBE akii «BbUOIMOHOYEY criocoOCTBYeT PopMHUpO-
BAaHUIO HABHIKOB KOMAaHIHOW pabOThl OOYYAIOMIMXCS MarucTPaTypbl: HOBBIC BO3MOXKHOCTH
KOJUTA0OpAIK ¥ MPOSKTHOW JESTENbHOCTH, HHHOBAIIMOHHBIH OIMBIT PadoThl U T. 1. OmHAKO
CYIIECTBYIOT (DaKTOPBI, OCIOKHSIIOIINE MPOLIecC KOMaHI000pa30BaHKs B METHAIIPOCTPAHCTBE
OMOMMOTEK: OTCYTCTBUE YETKOTO JIMACPCTBA B OMOIMOTEKE, HEMOCTATOK KOMMYHHUKAIIMH MEKTY
COTPYIHUKAMH, c1abasi MOTHUBAIIWS, HU3KUH CONMANBHBIA CTaTyc mpodeccuu.

KiwueBblie ciioBa: 01OIMoTedHO-MH(DOPMAIIMOHHOE 00CTYKHBaHUE, CPEICTBO HH(POP-
MAaTHU3alUK, COBMECTHAS ACATEILHOCTD, YATATENHLCKAsI TPAMOTHOCTh, IU(PPOBast OHOIHOTEKA,
MenuanpoekT, Renderforest

3asiBjieHne 0 KOH(INKTEe HHTEPECOB. ABTOPHI 3asBISIOT 00 OTCYTCTBUH KOH(IINKTA
UHTEPECOB.

Hcropus craTbu: noctynwia B pegakuuio 9 centsops 2023 r.; nopaboTaHa mocine pe-
neH3upoBanus 11 gexadps 2023 r.; mpuHsATa K myonukamuu 17 gexadpst 2023 T.

Jas murupoBanus: Mamaeva E.A., Gribkov D.N., Matveev V.V., Masharova T.V. The use
of animation tools in the media space of the “Library Night” for the development of master’s
students’ teamwork skills // Bectauk Poccuiickoro yHuBepcutera npyx0bl HapomoB. Cepus:
HNudopmaruzanus odpazoBanus. 2024. T. 21. Ne 2. C. 209-226. http://doi.org/10.22363/2312-
8631-2024-21-2-209-226

Problem statement. According to UNESCO experts, books play a key role
in ensuring the accessibility, dissemination and development of education, science,
culture, and information throughout the world'. Supporting the development of
reading literacy and the introduction of digital technologies in library and information
activities, UNESCO advocates creativity, diversity and equal access to knowledge
in all areas of its activities: from global actions (for example, the “Network of
Creative Cities”, the exhibition “Russia in World Heritage”: cultural monuments
registered with UNESCO”, etc.) to promoting the spread of library and infor-
mation interaction using mobile devices.

Under these conditions, in 2012, the “Library Night” project was launched.
Looking at the successful experience of holding a “Night at Museums,” the library
community and the Association of Cultural Managers initiated a similar campaign
for libraries to attract as many visitors as possible. And also, to create new formats
of communication with the younger generation. The date of the first “Library Night”
is April 20. It was chosen for World Book and Copyright Day on April 23rd. Now
the action is traditionally held on the last Friday of April.

Another example of the active involvement of information technology in li-
brary services is the Russian State Library. It works as a real cultural and infor-
mation center: lectures and master classes, “digital exhibitions” and concerts are
held here. It is obvious that the main library of the country not only preserves tra-
ditions but moves with the times, which means that the organization of its media
space is a guideline for other libraries.

' IFLA/UNESCO Public Library Manifesto — 2022. Russian State Library. Available from:
https://www.rsl.ru/ru/about/partners/proforganisations/ifla/manifest-ifla-yunesko-o-publichnoj-
biblioteke-2022 (accessed: 10.12.2023).
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X. Zheng, A. Lang, and D. R. Ewoldsen note the need to develop the crea-
tive skills of readers based on creative laboratories created in libraries using their
library and information resources [1].

On September 21, 2021, on the website “novayabiblioteka.rf” of the Minis-
try of Culture of the Russian Federation, a new project for public municipal libra-
ries within the creative industries “Genius of Loci” was launched. The project is
aimed at improving modern infrastructure for the development of the creative
economy and digitalization of regions, preserving cultural heritage and unique
features of Russian territories, and creating new intellectual products. N.I. Gendi-
na, E.V. Kosolapova, D.D. Rodionova, and L.N. Ryabtseva analyze the relevant
experience when, as part of information projects, master classes are held on creating
postcards and photo frames using the technique of scrapbooking, topiary, and de-
corating bouquets from sweets and fruits using the suite design technique, creating
media resources (blogs, video films, audio recordings) [2].

A. Dolgireva, T. Balina, and A. Levitskaya point out that video materials
developed to support the work of libraries make it possible to reveal the main pe-
riods and facts related to history, highlight the contribution of prominent residents
of a particular city to its formation, and contribute to solving current problems.
development issues in the tourism and cultural spheres through the creation of high-
quality media content [3].

According to the conclusions of N.E. Mikhalchuk, the main goal of a library
in the emerging digital society is to become more accessible to readers. People
increasingly trust the recommendations of their contacts and the data of their sub-
scriptions from social networks [4].

J. Onunga points out that there is a need to take libraries to a new level [5].
Nowadays, it is not enough for a library to simply offer its services in a traditional
format. Bender, S.M. concludes that in conditions when readers are massively
turning into remote users; when there is a global alienation of the audience from
the book, teams of librarians need to find a new model of interaction with readers.
It is necessary to actively position libraries, and thereby promote their services,
reading, and books on various media platforms. Including with the help of artifi-
cial intelligence [6].

The implementation of all the above projects is successful largely because it
was possible to create and develop a creative media space in the libraries and form
a team of like-minded people (readers, employees of information and bibliographic
departments, representatives of state and municipal structures, sponsors).

As noted, by E. Grakova, M. Maslakova, and T. Dalganova, relying on
the principle “from simple to complex,” a novice librarian (and then a team of like-
minded people) will eventually be able to reach library heights, turning the library
into a single information space [7].

The substantiation of the thesis that, in addition to teachers, teaching media
and information literacy to children, adolescents and young people can be taught,
with additional training, by representatives of such a popular profession as librarians,
is presented in the work of I. N. Gendina [8]. The author highlights both the strengths
and weaknesses of librarians in designing and directly working in the media space.
Librarians are well-versed in the variety of information resources, know the tech-
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niques of information retrieval in traditional and electronic communication envi-
ronments, and are proficient in methods of data analysis and synthesis.

In the conditions of the predominance of Internet communications, commu-
nication with a “real” person is beginning to be valued more and more highly.
That is why cultural institutions today are developing new forms of working with
visitors in real time. However, librarians lack their psychological and pedagogical
training, knowledge of the principles and algorithms for working with software
for creating audio and video materials. In addition, many specialists do not have
sufficient experience in project management, including those based on modern
digital technologies.

N.E. Belyaeva and A.L. Esipov make a well-founded conclusion that the in-
creasing trends in the digital transformation of society determine the need to moder-
nize the professional training of library personnel [9]. Library education is faced
with the task of preparing a multifunctional specialist who has a confident com-
mand of printed and digital materials, combining work with content and services.

According to N.S. Redkina, professional training of library specialists re-
quires the development of the following competencies: digital literacy, or tech-
nical knowledge; working with information and cognitive overload; flexibility and
adaptability; continuous learning and personal development; emotional intelli-
gence and social skills; skill to work in a team; understanding the generation gap;
high-level digital ethics [10].

N. Saratovtseva, O. Kozlova, O. Vaganova, O. Chernei, and Zh. Smirnova
make a reasonable conclusion that “the ability to work in a team” is a professional
competence. The ability to work in a team, in their opinion, acts as a general cul-
tural, universal, professional, supraprofessional, and systemic competence [11].

S.U. Salynina also points to the potential of animation and didactic animation
to improve the quality of training of specialists in the socio-cultural sphere [12].

E.R. Sukiasyan actively reflects on the difficulties of training modern libra-
rians for bachelor’s and master’s degrees [13]. The scientist, diagnosing the situa-
tion in universities and libraries, points to the crisis in the field of library educa-
tion and personnel problems affecting digital libraries. The author notes that they
are interconnected. And, another failure of universities is reflected in the work of
the country’s library system. On the other hand, there must be support and trust of
the library staff in the application of innovations. Innovative technologies, in par-
ticular supported by information technology, and teamwork should be taught at
a professional level within the framework of master's studies.

Analysis of the above scientific works allows us to identify a problem asso-
ciated with the need for additional study of the development of teamwork skills of
master's students using animation in the media space of the “Library Night” event.

The article presents a study aimed at substantiating the effectiveness of
using animation tools in the media space of the “Library Night” event to develop
the teamwork skills of master’s students.

Methodology. A theoretical analysis of approaches to clarifying the essence
of teamwork has been carried out, the problems and advantages of joint infor-
mation activities have been studied, as well as methods for its implementation and
prospects for the automation of library services.
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The experience of organizing and conducting the Russian event “Library
Night” in different cities of the country was studied: Moscow (Russian State Li-
brary), Kirov (Regional Library named after A. I. Herzen), Orel (Orel Regional
Library named after I. A. Bunin), etc. The following types of media resources
have been identified that are involved by libraries to enhance information interac-
tion: websites and social networks; blogs; forums; dating websites; virtual games;
geosocial services, didactic animation, etc. All of these can be considered ele-
ments of the media space, including those that construct it.

Animation is actively used in the activities of libraries, the media spaces of
which were analyzed. Not a single meeting with readers or conference is complete
without a visual presentation of information and data.

Animation tools analyzed: TVPaint, Blender, Krita, OpenToonz, Multator,
Renderforest, Animatron. Criteria for comparison: cost (availability of a free peri-
od of use) and the ability to pay with a card from Russian banks; interface
complexity; software requirements; creation of 2D/3D animation, diagrams, and
presentations; quality of designed rollers; possibility of use in the media space of
the library.

Based on these criteria and taking into account the capabilities of the Orel
State Institute of Culture (hereinafter referred to as OGIC), the Renderforest ser-
vice was selected. The study involved 68 undergraduates in the field of study —
51.04.03 Social and cultural activities. Profile: Project management in the socio-
cultural sphere. The study of animation tools and their use for designing the media
space of libraries is carried out both in classes in the discipline “Information
Technologies in Science and Education” and as part of industrial practice.

To assess the level of teamwork skills of master's students, the methodology
of V. Stefanson was used?. With its help, the levels of their development, inter-
connected with personality qualities, were determined. The technique consists of
60 statements that are grouped into 6 main tendencies of human behavior in a real
group: dependence, independence, sociability, unsociability, acceptance of “struggle”
and “avoidance of struggle.” Testing time on average: 20-30 minutes. Tendencies
are calculated for each of the paired pairs (dependence — independence, sociability —
unsociability, acceptance of “struggle” — avoidance of “struggle”).

Personality qualities: dependence/independence from the opinion of the group,
sociability/unsociability, acceptance of “struggle”/avoidance of “struggle”.

According to the first and second criteria, the level is “high” if the master’s
student scores from “+20” to “+10” points; level “average” — from “+9” to “-3”;
and from “—4” to “-20” the level is “low”.

For the third criterion, the level is “medium” if the undergraduate receives
from “+9” to “-9”, and “low” — from “~10” to “-20”.

The average age of the respondents was 24 years (60% girls and 40% young
people).

Statistical processing of the results was performed using Pearson's 2 (chi-
square) test.

2The “Q-sorting” technique (V. Stefanson's questionnaire). Available from:
http://www.kgau.ru/distance/mf 01/psi-ped/pril_21.html (accessed: 01.02.2024).
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The assessment of team projects created using animation tools and aimed at
inclusion in the “Library Night” media space was carried out by a group of 5 experts:
the head of the department of digital technologies, a teacher of the discipline, 3 re-
presentatives of city libraries supervising the Russian event. Team projects were
assessed according to the following criteria: compliance with the “Library Night”
theme (5 points), use of digital technology resources (8 points), uniqueness of the
results (7 points), presentation of the project in the form of a report and video
demonstration (5 points), reflection of the contribution of each participant teams
working on animation (5 points). The final result of the project is the arithmetic
average according to the estimates of all experts.

Thus, based on the results of the expert discussion, master’s students could
receive from 0 to 30 points for a team animation project. The final result was de-
termined as follows: “passed” — from 16 to 30 points, if less than 16 points, then
“failed”.

Statistical processing of the design work results was carried out using the
Fisher criterion (angular transformation).

Results and discussion. In the modern world, professional skills have long
been not limited only to technical knowledge. Soft skills are becoming increasing-
ly important for a successful career in any field, including library and information
science. R.B. Pagore and U.K. Singh note that soft skills can be developed and
improved through practice and training. They are not innate abilities, but rather
skills that can be developed and applied in one's work and daily life [14].

N.S. Redkina analyzes the importance of soft skills for a librarian [10].
N.I. Gendina, E.V. Kosolapova, D.D. Rodionova, and L.N. Ryabtseva highlight
the reasons for which specific soft skills are important for a librarian and why [2]:

1. Ability to work with information. Look for it, analyze it, and draw informed
conclusions. This also includes computer literacy.

2. Communication. Librarians need to have good communication skills. They
must be able to explain information clearly, help visitors find the materials they
need, and answer their questions. In addition, librarians must be willing to listen
and understand patrons' needs and requests.

3. Leadership. Librarians may hold leadership positions in the library and
should have leadership skills. They must be able to organize and lead a team, de-
legate tasks and motivate colleagues to achieve common goals.

4. Time management and work organization. Librarians must be organized
and be able to manage their time effectively. They should be ready to prioritize tasks
and plan their work. Be prepared for unexpected changes in schedule or priorities.

5. Teamwork. Librarians often work in teams with other colleagues. They
must be able to collaborate effectively, share information and ideas, solve prob-
lems together, and achieve common goals.

Competence “ability to work in a team” (team orientation), according to the
findings of N. Saratovtseva, O. Kozlova, O. Vaganova, O. Chernei, Zh. Smirnova,
is closely related to the readiness for joint creativity, the ability to interact, emo-
tional intelligence, glocality, and adaptability [11]. Co-creation involves a combi-
nation of communication skills and the ability to co-create.
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All of these soft skills help librarians to be successful in their work and pro-
vide quality service to library visitors. Developing and applying these skills
helps librarians perform their duties effectively and create a positive atmosphere
in the library.

All cultural institutions need to create and develop their digital content, and
libraries are no exception. Often, small libraries in small towns and villages have
limited resources and do not allow them to meet such requirements of the new
time.

By media space, according to M. Tunay, we will understand the electronic
environment, the interweaving of social networks, audio resources, visual images,
and the focus of modern digital platforms and platforms [15]. In this space, people
interact with each other, communicate, create and perceive a variety of types of
content: text, audio, and visual. This space not only responds to events and phe-
nomena of the real world, but also lives according to its internal laws, competing
for the attention of a group subscriber, a site user, or a blog reader. The library
also needs to discover these laws by presenting the essence and structure of
the media space in a single, coherent system.

The all-Russian event “Library Night” is one of the options for organizing
the corresponding media space. An annual reading festival that takes place
throughout Russia. On this night, libraries, museums, galleries, bookstores, art
spaces and clubs across the country open their doors to visitors beyond normal
opening hours. “Library Night” offers new forms of professional cooperation be-
tween libraries and other cultural institutions and public organizations. The goal
of “Library Night” is to show that a library is not only a place where you can bor-
row books, but also a cultural, information, and communication center for perso-
nal development.

Let's consider the features of organizing such a library media structure with
the support of animation tools, which will allow the library to reveal its creative
potential, attract and retain an audience, and use effective promotion tools.
And based on the totality of all conditions, to promote the formation of teamwork
skills, as one of the sought-after soft skills, among its employees.

Experimental work in teams on animation projects for the “Library Night”
media space was organized among OGIC students. Master's program — 51.04.03
“Social and Cultural Activities”. The direction (profile) of training — “Project
Management in the Socio-Cultural Sphere”. 68 undergraduates were involved in
the study.

The study of animation tools and their use for designing the media space of
libraries is implemented, first of all, in classes in the discipline “Information
Technologies in Science and Education.”

To master the discipline, students use the knowledge and skills developed
during the study of the subject area “Information and communication technologies
in the activities of cultural institutions.” Mastering this discipline is the basis for
subsequent master’s research work. The main types of activities that a master's
degree graduate should be able to perform at the proper level are systematic ana-
lysis of socio-cultural activities in the digital space; conducting independent re-
search work, managing the research work of scientific teams; development of cur-
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rent trends, organization, conduct and implementation of scientific research re-
sults in the media sphere and socio-cultural activities; conducting sociological and
pedagogical research in connection with the tasks of improving the media space of
cultural institutions, optimizing the processes of personal growth of participants in
information activities; collecting empirical information, conducting experimental
activities and diagnosing their pedagogical effectiveness in the process of activity.

Sample topics for classes preceding the study of media technologies: “Ways
of development of information systems. Hardware and software in new infor-
mation technologies. Computer technical means. Computer software. Operating
system. Machine graphics. Technology for working with graphic documents. Pro-
cessing text documents. Rules for working with spreadsheets. Technology for pre-
paring and conducting electronic presentations.”

Sample topics for reports/abstracts, grades “passed/failed”, which will also
be used for initial diagnostics: “Rules for the preparation, placement, and use of
electronic publications on the Internet. Indexing documents on the Internet. Glos-
sary of terms. Search engine files. Search languages. Relevance of the information
found. Russian search engines and systems.”

The main goal of the experiment is to test the didactic potential of animation
tools used in the media space of the “Library Night” event to develop the team-
work skills of master’s students.

At the first stage of the experiment, the essence of the “ability to work in
a team” phenomenon, and the advantages and disadvantages of using ICT tools
to enhance various areas of library services were clarified. The activities and re-
sults of the use of information technology in the work of libraries at various
levels are analyzed. Russian and foreign experience in using animation tools
to form the media space of cultural institutions has been studied.

During the analytical work, the Renderforest service was also selected.
As a platform that best meets the criteria of an effective library media space and
the capabilities of OGIK.

Here, an initial diagnosis was carried out on the level of development of
teamwork skills of master's students using the algorithm of V. Stefanson's metho-
dology. When assessing the educational achievements of respondents, grades on
reports were taken into account (their topics were indicated earlier).

Thus, it was possible to select 68 undergraduates, from whom the control
and experimental groups were formed. Each has 34 people.

At the second stage of the experiment, the stages and essence of organizing
teamwork on animation projects for the “Library Night” media space were deter-
mined.

Stage I. Study of multimedia technology, examples of software, and socio-
cultural projects based on multimedia. Including to support the format of the “Li-
brary Night” event.

Animation in the presented study is a technology that, with the help of in-
animate and motionless objects, allows you to create the illusion of movement and
life in the information library space. The concept of animation in multimedia in-
cludes programs for creating and processing video images and 3D graphics.
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Studying a specific software tool. Next, we will present an algorithm for
creating the first animation in the Renderforest service. It is a feature-rich cloud-
based “design without a designer” platform. It is suitable for creating 2D/3D ani-
mations, diagrams, presentations, training and other videos. Renderforest func-
tionality allows you to quickly create SVG/PNG logos based on machine learning
algorithms, as well as design website designs.

There are ready-made video templates, and you can download personal lay-
outs. With a large number of editable charts with animation effects powered by
Renderforest, it's easy to create complex infographics. As you enter data, graphs
and charts are updated. Advantages: cloud service, menu available in Russian;
applications for Android and i0S; choice of the BBC and other reputable media.
Disadvantages: simple, identical icons and illustrations (but there are many of
them); You cannot render the video on another device/in a different size; You
cannot combine or change animations.

1. Follow the link (https://www.renderforest.com/ru/#Videos) and get to the
main page of the Renderforest website. Click on the “start for free” button.

2. A pop-up window appears where we see the following services for creat-
ing animation: video, website, logo, mockup, graphics. Select the “Video” service.

3. After we get to the page for creating a video, go to the top panel and se-
lect the “Animation” tab from the “Video” drop-down list.

There are ready-made templates on this page (some of them contain premi-
um scenes, they are paid, so be careful). Various animation videos are grouped
into categories. Scrolling a little lower, we select a set for creating educational
videos.

4. Choose a template. Filters are organized by semantic groups (infographics,
etc.) and categories.

Click the “Create now” button, after which a pop-up window with training
will appear. If you do not want to spend a lot of time learning the service, then
click on the “teach me” button, otherwise “no, thanks.”

When creating a new video, you can select a ready-made template and work
with it, you can enter the history of your project, and the service will provide you
with the best option, in its opinion, for the template. Alternatively, you can create
a project from scratch.

5. Select the “Create a project from scratch” tab. Next, we select the scenes
that will be in your video by simply clicking on them. Then click the “Insert” button.

Here you can get acquainted with various editing tools. There are not many
of them, but they satisfy the basic tools.

You can add the desired text, edit its position, and change the view of
the scene to a similar one.

In the “Style” tab, you can select the transition between scenes. Or leave
them without transition.

In the “Color” tab, you can use other colors to decorate your scenes. They
can be selected from color presets. You can also assign custom colors that you
need (but there are only 4).

In the “Music” tab, you can insert a voice-over by downloading or recording
online. In addition, you can add music from the library of this service.
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In the “Preview” tab you can see your project. But you will have to wait for
some time while the video is rendered.

6. The finished video can be saved in the Renderforest archive or exported.

All projects are saved in your account. Later you can return to editing them,
if necessary.

The free version of the service has some disadvantages. For example, videos
are saved in 360p quality and have a watermark (in the lower left corner), but it is
not so noticeable.

Stage II. Distribution of master's students into teams (optional, using pro-
grams for generating random numbers, in a game form (name days of the week,
parts of the day, favorite authors, seasons and divide into groups)). Presentation
by library staff (from a group of experts) of topics for the “Library Nights” event.
For example, “Bunin and Rachmaninov”, “Bibliquest”, “Reading Together”, etc.

The team's choice of theme for “Library Night”.

Stage I1I. Development of a script and its implementation in the form of
an animated film.

Let us describe the rules that the undergraduates adhered to during team-
work.

Audience rule. Determining the target audience for which the animated
video was created. Questions for discussion: What are these people interested in?
What questions are they looking for answers to in the “Library Night” format?
Which style of communication is closer to them: do they crave light, entertaining
content with a personal touch, or are they ready for communication in an official
business style and only accept such formal language?

Design rule. Thinking through a single style (avatar, principles of text pre-
sentation, key phrases). To what extent and with what frequency you will change
texts, photos and videos?

Rule of content. Searching for reliable information, processing and pre-
senting it in the form of a script for an animated story.

Let's give an example of a script that was selected by experts for “Library
Night” 2023. And subsequently implemented at the Orel Regional Library named
after [.A. Bunin.

Further, master's students, as part of their practical training, were involved
in the design of the media space of libraries and organizations.

The animated film featured a virtual presenter and two virtual readers.

Presenter: in 1906, Rachmaninov wrote two romances based on Bunin’s po-
ems: “I’m Lonely Again” and “Sad Night”. The poems and music of the romance
“Sad Night” convey languid sadness and a passionate impulse for happiness.

Next, the romance “Sad Night” was launched (recorded by Smetannikov).

Presenter: In Russia, before leaving to emigrate, Bunin and Rachmaninov
did not see each other often, but they invariably responded to important creative
events in each other’s lives.

First reader: In 1912, when the whole country celebrated the 25th anniver-
sary of Bunin’s literary activity, Rachmaninov sent a telegram. The corresponding
text appeared in the film: “Please accept sincere greetings from the Sukhodol mu-
sician. Rachmaninov”.
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Second reader: and in 1915 Bunin sent his new book of stories and poems
“The Cup of Life” to Rachmaninov, and he replied...

Again, the animated insert: “Dear Ivan Alekseevich! I always love you,
I often remember our long-standing meetings with you. It's sad that they won't
happen again anymore. Thank you very much for sending me your latest book.
I was touched. 27 Apr 1915”.

Presenter: the writer and composer maintained their relationship in exile.

Animation: both leave their homeland. Rachmaninov left in 1917 and settled
with his family in the United States. In 1920, Bunin said goodbye to Russia for-
ever, whose future life would be connected with France. But both carried their
love for the Motherland, for Russia, throughout their lives. This love fueled their
creativity and inspired them to create new works.

Presenter: Rachmaninov spoke about his work...

First reader: “I am a Russian composer, and my homeland has left its mark
on my character and my views. My music is the fruit of my character, and there-
fore it is Russian music...”

Second reader: “Can we forget our Motherland? Can a person forget his
homeland? She is in the soul. I am a very Russian person. This doesn’t disappear
over the years.” These words belong to Ivan Bunin.

Presenter: I.A. Bunin has an amazing story “Mowers”, written in Paris in
1921. He feels an extraordinary love for his homeland, his people and their crea-
tivity.

Next, the plot of this story was retold in animation format.

After watching the animation, it was planned to conduct a quiz (on the main
points of the work of .A. Bunin and S.V. Rachmaninov) in the mobile application.

However, based on the results of defending the projects (stage IV), the ex-
perts recommended that undergraduates organize a game event through direct in-
formation interaction between the participants of the action. So that library users
demonstrate physical, social, and mental activity. This was further implemented.

Stage V. In practice, to attract more people to the media space, after the animated
film, participants in the information interaction were involved in the biblio-quest
“The Mystery of Buninka’s Book Treasures.” The quest was held in the style of
a detective investigation, where four teams had to act as detectives. The players
had to find out the name of the books that the Unknown had wished for, say
the name of the Unknown, and collect 10 coins to buy the books from the provin-
cial library and hand them over to the Postman to send to the Unknown. QR codes
were used to move from one shelf (puzzle) to another. All tasks were in one way
or another connected with the works of I.A. Bunin and S.V. Rachmaninov.

Participants in the control group also studied the materials of the discipline,
and prepared reports and abstracts on digital technologies to support the infor-
mation space of modern libraries, but were not purposefully involved in organized
teamwork on the creation of animated films for “Library Night”. An example of
a creative task that master's students complete using media technologies: prepare
an essay (video essay) in which to comprehend the last poetic decade. In it, high-
light and describe the main trends, events, books, and names. Essays were accept-
ed in four categories: “How Russian Poetry has changed in ten years”; “Book of
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the Decade”; “Poet of the Decade”, and “Library Night” in the Russian literary
process. The application had to contain information about the author (full name,
brief information, city, contacts), the name of the nomination in which the work is
submitted, and application materials. Document format — any. But all information
is sent in one file. Both individual undergraduates and their groups could submit
essays for the nomination.

An example of developing a media project (Figure).

2 & @© Sceneduration: 5sec /¢ (D Video duration: 00:10 min
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An example of a media project

Source: made by Ekaterina A. Mamaeva, Dmitry N. Gribkov, Vladimir V. Matveev, Tatyana V. Masharova.

At the fixing stage of the experiment, the development of teamwork skills of
master's students was again assessed using the algorithm of V. Stefanson's meth-
odology. The levels were calculated according to the following criteria:

1) team orientation (according to the indicator “dependence/independence
on group opinions”) (Table 1);

2) sociability (according to the indicator “sociability/unsociability’’) (Table 2);

3) contact (according to the indicator “acceptance/avoidance of “struggle”)
(Table 3).

Table 1
The results of the assessment of the development of teamwork skills
according to the criterion of dependence/independence from the opinion of the group
Groups
Level Experimental Control
(34 master’s students) (34 master’s students)
Before the experiment| After the experiment |Before the experiment| After the experiment
High 5 16 5 5
Average 20 15 22 23
Low 9 3 7 6

Source: compiled by Ekaterina A. Mamaeva, Dmitry N. Gribkov, Vladimir V. Matveev, Tatyana V. Masharova.

ThuS, XZobs.l < X2(:rit (0345 < 5991), and XZobs.Z > X2(:rit (6730> 5991)
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Thus, the fact that after completing a team media project for the “Library
Night” event, participants in the experimental group are ready to more actively
accept group standards and values, social and moral-ethical norms, and are able to
listen to the leader’s opinion, is not accidental.

Table 2

The results of the assessment of the development of teamwork skills
according to the criterion of sociability/non-sociability

Groups
Level Experimental Control
(34 master’s students) (34 master’s students)
Before the experiment| After the experiment |Before the experiment| After the experiment
High 5 15 6 6
Average 21 12 20 21
Low 8 7 8 7

Source: compiled by Ekaterina A. Mamaeva, Dmitry N. Gribkov, Vladimir V. Matveev, Tatyana V. Masharova.

Thus, Y20bs.1 < Y2crit (0.115 <5.991), and Y20bs2 > Y2erit (6.312 > 5.991).

Thus, the fact that after completing a team media project for the “Library
Night” event, the participants in the experimental group became more sociable,
strive to be open in communication, and are the initiators of establishing contacts
in the team, is not accidental.

Table 3

The results of the assessment of the development of teamwork skills
according to the criterion of acceptance of “struggle”/avoidance of “struggle”

Groups
Level Experimental Control
(34 master’s students) (34 master’s students)
Before the experiment| After the experiment |Before the experiment| After the experiment
High 6 17 6 7
Average 16 12 17 18
Low 12 5 11 9

Source: compiled by Ekaterina A. Mamaeva, Dmitry N. Gribkov, Vladimir V. Matveev, Tatyana V. Masharova.

Thus, Y20bs.1 < Y2crit (0.074 < 5.991), and Y20bs2 > Y2erit (6.510 > 5.991).

Thus, the fact that after completing a team media project for the “Library
Night” event, participants strive to participate in the life of the team and achieve
a higher status in the system of interpersonal relations is not accidental.

The reliability of the results of the control measurement event (media pro-
ject) was checked using the Fisher criterion (Table 4).

Table 4
The results of the evaluation of media projects of the teams of master’s students
Groups
Level Experimental Control
(34 master’s students) (34 master’s students)
Before the experiment| After the experiment [Before the experiment| After the experiment
Credited 24 (70,6%) 32 (94,1%) 25 (73,5%) 25 (73,5%)
Not credited 10 (29,4%) 2 (5,9%) 9 (26,5%) 9 (26,5%)

Source: compiled by Ekaterina A. Mamaeva, Dmitry N. Gribkov, Vladimir V. Matveev, Tatyana V. Masharova.
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The following hypotheses were accepted: HO — the levels of educational re-
sults in the control and experimental groups are statistically equal; H1 — the level
of learning outcomes of master’s students in the experimental group is higher than
the control level. In the online calculator environment?, it was determined that
the empirical value before the experiment was 0.268 (Qemp = 0.268 < Qcrit = 1.64).
The obtained empirical value of ¢ is in the zone of insignificance. H1 is rejected.
The empirical value after the experiment is 2.437 (Qcrit = 1.64 < Qemp = 2.437).
HO is rejected and H1 is accepted.

The results of the study are in line with UNESCO's priorities in ensuring
the accessibility, dissemination and development of education, science, culture
and information throughout the world. The resulting media resources are aimed at
supporting the processes of developing reading literacy and the introduction of
digital technologies in library and information activities. The conclusions regar-
ding the didactic potential of animation tools confirmed the results of the work of
S.Yu. Salynina [12].

At the same time, they develop the conclusions of R.B. Pagore, U.K. Singh
on the role of ICT in the work of cultural institutions [14]. In particular, the possi-
bilities of expanding the information space were demonstrated: the use of multi-
media resources; providing access to Internet resources; search, collection, and
systematization of information from various sources; and creating digital re-
sources.

A significant result is that the proposed option for organizing teamwork of
master’s students on a media project can become one of the options for supporting
library education on the way out of the crisis in the field of personnel problems
described by E.R. Sukiasyan [13].

Conclusion. The results of the study revealed the following potential of
animation tools for improving teamwork skills among library staff:

— developing the ability to listen to the alternative opinions of other team
members, accept the standards and values of the group, follow the social, moral
and ethical group standards;

— gaining experience in project management in the development of digitali-
zation and artificial intelligence;

— transferring the “virtual” interaction experience of social networks into the
environment of real “live communication” of library users;

— formation of creative group thinking.

Let us also note the educational potential of teamwork on a media project
in terms of improving the quality of library education in general:

— gaining experience in analyzing and mastering modern visual culture;

— development of skills to evaluate the quality of visual information received
through the media;

— development of critical, analytical, logical, creative and creative thinking;

— support for students in mastering the laws of perception or influence of
mass media and media signals;

3 Fisher criterion. Available from: https://www.psychol-ok.ru/statistics/fisher/ (accessed:
10.01.2024).
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— developing the ability to perceive relevant visual information from the screen,
recode the visual image into a verbal sign system, and prove the correctness of
one’s interpretation of the visual image being studied,

— mastering computer animation technology for the creative realization of
one’s artistic potential and the formation of general media literacy.

At the same time, the following problems of team building in information
and library services have been identified: lack of clear leadership in the library;
lack of communication between employees; and insufficient motivation.

In addition to internal factors influencing the process of team building in
the media space of libraries, there are also external (socio-economic) factors: lack
of funding and resources; ineffective organizational structure; low level of profes-
sional training; and low social status of the profession.

Since creating a media space and filling library information resources is also
work, it is important: either to attract third-party specialists, if the library can do
this, or to involve library staff competent in this area — or those who are ready and
eager to learn and learn new things.

In addition, the purpose of this work on the formation of the media space
should be clear to the entire team: this is an activity that is carried out to promote
the library, to consolidate its position as an expert in certain issues, to popularize
and effectively announce thematic, educational and entertainment events of
the library: exhibitions, competitions, poetry evenings, etc.

This is how the library’s media communication system is formed. By updating
information on the website, announcing events, recording thematic podcasts and
training videos on working with the electronic catalog, the library is becoming
closer to its readers, sensitively responding to their needs and desires. This ap-
proach is a marker of a modern, socially active library.

The created media projects have been put to real use to popularize the action
“Library Night” in Russian society. The developed media resources, as well as
recommendations for organizing teamwork in the information space, can be used
to improve the professional training of a modern library worker in a higher educa-
tion institution.
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