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Anomauyia. B cTaTTli pO3MIISINAETHCS BUKOPUCTAHHS IMITAIIITHO-ITPOBUX
METO/1B HaB4YaHHs y npodeciitHii niarorosui yuHiB [ITH3. AkueHt poOuthcs Ha
B3a€EMOJIII0 BHKJIaJaya Ta YYHIB y HaB4YalbHOMY mponeci. I'pa - oauH 13
MPUPOJHHO-HEBUMYIIICHUX JUIsI JIUTHHUA TMPOIIECIB, AISUIBHICT, HAYeOTO MapHa i
,pa30M 3 THM, HEOOXIi/IHA 1 MOBYaoya. Y MPOLECi 3aCTOCYBAHHS ITPOBUX METO/IIB
HABUYaHHS PO3MOYMHAETHCS HEBUMYIIEHE B3a€EMOPO3YMIHHS MDK YYUTENEM 1
yU4HAMU. Y TIpoleci Ipu B HHUX BHPOOJSETHCS 3BUYKA 30CEPEIKyBaTHUCH,
MpaloBaTH BAYMJIMBO, CaMOCTIMHO, PO3BHBAETHCS yBara, mam'siTh, iHTEpecC IO
3HaHb. 3aJI0BOJIBHIIOYM CBOIO MPUPOAHY MOTpeOy B MisUIBHOCTI, B MPOLECI TPU
y4€Hb 3JaT€H YSABUTH T€ ,II0 HEJOCTYIIHE y HABKOJMIIHIN IMCHOCTI, 1 B
3aXOIUICHHI HE MMOMIYaE, 10 BUUTHCS - MI3HAE HOBE, 3alaM'iITOBY€E, OPIEHTYETHCA B
PI3HHX CHUTYAIlISX, MOTJINOII0E HAOYTHIA paHillie TOCBiJI, TOPIBHIOE 3aMac ysBICHbD,
MOHSATH, PO3BUBAE (paHTa3110.BUKOPUCTAaHHS IIMX METOJIB MNP BUKIAJAHHI PSAy
npeametiB yuHsMm [ITO mnocwnuTh mi3HABaNbHUN  1HTEpEC 10 HaBYAHHS.
Kniwwuosi cnoea. IHTEpakTHBHI METOOM HaBUaHHS: TPYNOBI, KOJEKTHUBHI,

KOJIEKTUBHO-TPYNOBI, iMiTaliiHO-irpoBl Metonu , IITH3, TITO.

Auuomauuﬂ. B cratne paccMaTpuBacTCA HUCIIOJIBL30BAHUC MMHUTAIMOHHO-

UTPOBBIX METOJIOB 00y4YeHUs1 B mpodeccruoHanbHoi nmoarotoBke yuammuxcs [ITY.



AKIIEHT JenaeTcs Ha B3aUMOJICHCTBUE MpENoAaBaTels W yJaluxcs B y4eOHOM
nporiecce. Wrpa - oOAMH U3 €CTECTBEHHO-HEBBIHYXKICHHBIX A peOeHKa
poueccCcoB, ACATCIIBHOCTL BpPOJAC HHYCTO HC 3Ha4Yamasa MU ,BMCCTC C TCM,
HeoOXouMasi M Toydamomas. B mporecce NpUMEHEHHsS HUIPOBBIX METOJIOB
06y‘16HI/I}I HaYUHACTCA HCIIPHUHYXKXIACHHOC B3aWMMOIIOHHMAHUA MCKAY YUYUTCIICM H
ydeHukamMu. B mpomecce wurpel 'y  HHMX ~ BbIpaOaThIBaeTCS — ITPUBBIYKA
COCpCaOTAaYNBATHCA, pa6OTaTB BAYMYHBO, CaMOCTOATCIIbHO, pa3sBUBACTCA
BHUMAHHC, IIaMATb, HHTCPCC K 3HAHHAM. YILOBJ'ICTBOP}ISI CBOIO CCTCCTBCHHYIO
HOTpe6HOCTB B ACATCIbHOCTHU, B IIPOLCCCEC UTPbI YUHCHUK cnoco0eH npcaACTaBUTD,
YTO HEAOCTYIHO B OKPY’KAIOIIECH JIEMCTBUTEIBLHOCTH, U B a3apTE€ HE 3aMEUYAET, YTO
YUYUTCA - IIO3HACT HOBOC, 3alIOMHMHACT, OPUCHTUPYCTCA B PA3JIMYHBIX CHUTyallUAX,
yrIyossieT TpUOoOpETeHHBIM paHee ONBIT, CPaBHUBACT 3alac MpECTaBICHUN |,
HOHHTHﬁ, Pa3BHUBACT (1)aHTaSI/IIO. HUcnonw3oBanue ITUX METOAOB IIpu
[NpernogaBanHu psaaa IMIIpCAMCTOB YUCHHKaAM I1ITY YCUIIUT MMO3HaBaTEIbHBIN
UHTEpEC K yueoe.

Kniueevie cnosa. VIHTepakTUBHBIE METOJbI OOy4YEHHUS: TPYIIOBbIE,
KOJIJICKTUBHBIC, KOJIJICKTUBHO-TPYIIIIOBBIC, UMUTAITHOHHO-UT'POBLIC MCTO/bI, HTy,
I1TO.

Abstract.__ The article is about of simulation-games, training methods in
vocational schools . The focus is on the interaction of teachers and students in the
learning process._ The game - one of the naturally-relaxed for child processes
activity, seems useless and yet necessary and instructive. Learning methods
are playing relaxed rapport between teacher and students. They made a habit
focused, thoughtful work independently, developing attention, memory, interest in
knowledge during the game. The student is able to imagine what is available in the
surrounding reality, and delighted not notice that learns - learns new stores,
oriented in different situations deepens previously acquired experience, compares
stock ideas , concepts, develops imagination for activity in the game.This methods
in teaching of a number of subjects enhance cognitive interest in learning of

vocational school’s students.



Keywords. Interactive teaching methods: group, collective, collective group,
simulation-game methods, vocational schools .

Introduction. Vocational agricultural training organically connected with
social production and reproduction of works in the workforce of the country, the
level of development of a socially-economic status of industries and services. It
aims to provide fundamental, scientific, cultural prepare students for future life.
Vocational education provides no easy mastery students a certain amount of
knowledge, education and active life, humane and directed citizens of Ukraine who
have in their life guided by national and international spiritual values. This goal is
possible achieving in the conditions of formation of all activity levels, first of all,
communicative activity of students, because it is communication as interaction
aimed formation of future skilled workers [1].

Problem. In terms of European integration, special attention is paid to the
quality of training skilled workers. The task of developing of new techniques to
improve the formation of creative and inventive skilled workers who combine
deep theoretical knowledge and practical training is so urgent . The great
importance is the education of graduates in vocational schools in relation to their
future participation in the development of post-industrial society and implementing
their new production technologies.

Unfortunately, the practice of modern vocational schools formation of their
knowledge, skills and productive communication, the development of interest and
demand for it, dominates traditional teaching with established forms of work.
Formation of active vital position of students requires specially designed and
scientifically based system simulation games, which will allow for the introduction
of targeted educational influence on the level of communicative activity of the
individual in the learning process.

Analysis of current research.

Analysis of pedagogical theory suggests that the problem of improving the
forms of the educational process attracts by many researchers. Primary place

among types of innovative training takes simulation games. A significant



contribution to the development problems of the game in terms of psychology did
by authoritative scientists D. El'konin and S. Rubinstein [5]. .

You can not leave aside the fact that recently dominated the number of works
that examine the phenomenon in preparing students (A. Kapska, V. Rohynskiy,
O. Khomenko). L.Kondrashov approach to defining the essence of simulation-
game training and implementation process of learning it in high school.

A considerable amount of research on this issue is related to various aspects
of improving the efficiency and effectiveness of learning through individual types
of games and their complexes (A. Verbitsky, A. Zhornik, A. Matyushkina,
P. Pidkasystyi, P. Shmakov, O. Yankovska) ; the organization and conduct
educational game reflected in the works of N. Akhmetov, L. Baikova, P. Kolosov,
V. Platov, V. Semenov, E. Hrutskiy and other, but position of formation of
active communicative is not given a proper place [1,2, 3].

It is very important to search for effective ways and means of the individual
student’s education. This problem contributes to the implementation in teaching
practice playing techniques that are designed to activate the students. That is why
the study of teaching methods gaming is an urgent problem today.

The aim of the article is illuminated with the idea of using interactive
teaching methods ,such as in the training of future skilled workers in vocational
schools.

The main material.

The game is a natural activity of the child, in which he gets ample opportunity
to identify personal activity, creativity, and demonstrate his potential. It is in game
the child realizes own "I" takes the role of "anybody", changing its position on the
individual child and specifically for the new adult position. In the process of
communication through curiosity and admiration child tends to affirmation.

Throughout the history of mankind , game phenomenon attracted the attention
of many famous psychologists of the XX century — L.S .VVygotsky, A.N .Leontiev,
S.L.Rubinshteyna, D.B. Elkonin, V.V. Zenkovsky, A.V. Zaporozhets, et al.

[5,7,10]. These scientists developed theoretical foundations of the historical origins



of the game, its social nature and psychological mechanism. Fruitful thought about
playing as a method of training and education of students of different ages find in
the scientific legacy of outstanding teachers working in different historical and
social conditions : K.D. Ushinskiy,P.F. Kaptereva, P.P. Blonskii, V.K. Soroka-
Rosinski], M.I.Demkova, A.S. Makarenko, V.A Sukhomlynsky, S. Rubinstein, D.
Elkonin and others. They concluded the exceptional dame value to the child and
the need purposeful use in school,6].

Didactic games take special place in the development of cognitive activity of
students assigned. They combine elements of a complex educational process for
children with interesting gaming activities. Didactic game has a structure that
distinguishes it from other types of adolescents. Modern didactics game uses a
range of teaching methods, because it is in tandem effective interaction between
teacher and students, productive forms of communication with their inherent
elements of competition, possible immediacy successful learning.

One of the major problems of modern pedagogical science is the search
for effective ways and means of individual students, including vocational schools.
The current educational process inherent prevalence of verbal communication
techniques, underestimation of the importance of interactive communication,
absence of interesting forms of educational activities and more. This problem
contributes to the implementation in teaching practice playing techniques that are
designed to activate the students [4,7,8].

Learning Game is a system of interrelated elements that are complex
electoral involvement components. Didactic games have special place in the
development of cognitive activity of students assigned. They combine elements of
a complex educational process for children with interesting gaming activities.
Didactic game has a structure that distinguishes it from other types of adolescents.

The game - one of the naturally-relaxed for child processes activity seems
useless and yet necessary and instructive. Involuntarily charming and engaging as
the phenomenon of life itself, the game is rather serious and difficult problem for

science. Game as a teaching method, transfer of experience of older generations



younger people used since ancient times. Wide application finds the game in the
popular pedagogy in preschool and after-school facilities. In today's schools,
including vocational schools that are trying to activate and intensify the learning
process, teaching methods used gaming as a separate item, a small part of the
lesson. Clearly, educational process depends on the effectiveness of teacher’s skill.
The function of the game is diverse utility. Each type of game has its own utility.,
The game can be made with one student, a group or the whole class .It depends
on the specific educational objectives of the lesson, its contents, individual
psychological personalities of students and their level of development.

In the application of game methods of training ,many students increases
interest in the educational process. These games fully implement training students
to practice, produce their stance, accustomed to collective forms of work. Game
initiates spontaneous cooperation between teacher and students. During the game
they made a habit of focus, work carefully, independently, developing attention,
memory, interest in knowledge. Satisfying their natural need for activity, during
the game the student is able to imagine what is available in the surrounding reality,
and to capture not notice that learns - learns new stores, oriented in different
situations deepens previously acquired experience compares stock ideas , concepts,
develops imagination.

Educational methods are: business games, educational games, racing games.
Modifications business game can be considered a blitz game, game-exercise, role,
operating, simulation games, etc. [9,10].

Didactic game as a teaching method, has its own definition. In the dictionary
sources concept of "didactic game" is considered as a kind specially designed or
adults inherited from previous generations of games used in the classroom under
the direct supervision of the teacher. The main feature is the presence of didactic
games, in addition to playing (for students), didactic clearly defined goal (for the
teacher), regulation of gaming activities specially defined rules and game plan and
game actions help maintain high activity and independence of children, filling

teaching intelligent joyful positive emotions .



Business game today is simulation of professional activity. Characteristic
features of business games the following: issue, goal, objectives; reduction of
time; distribution and playing of roles; availability situations consistently solved,
several situations several stages of the game; students forming their own decisions;
a system of incentives; consideration of possible obstacles; objectivity of the
results of the game; implementation.

In general, the business game play is defined as a method of social content
and objective professional activity, modeling of relationships characteristic of this
type of practice [3,9]. The development of cognitive abilities of students stimulates
creative processes of their activity, relieves fatigue, creates a favorable atmosphere
of training activities, increases interest in the learning process.

Business games encompass solving practical problems and have the following
classification: research business games used in scientific research, the economy
and production management as an effective method of experimentation;
certification business games used for certification of personnel, to identify their
jurisdiction; Training and educational games - a group of games, exercises to
develop optimal solutions, using educational methods and technigues in conditions
that created real circumstances in the classroom. The purpose of teaching Games -
equip future teachers the ability to combine theoretical knowledge with practical
activities.

Business game in vocational schools used to solve complex problems
mastering new fastening material, cognitive activity students create a common
educational skills of creativity, the formation of professional skills, education
professionally important qualities of the individual, increased motivation, training
in communication skills and more. Educational Game is a specific way to manage
teaching and learning activities of students in vocational schools.

There are certain business features games that emphasize its relevance:

1. The use of business game enables to bring the learning process to the actual

professional activity through role modeling functions as a professional activity.



2. Business game creates conditions for deep and full of learning based on
systematic use of knowledge in the simultaneous solution of educational problems
and simulated.

3. During the business game implemented various levels of intellectual
activity of students: reproductive, heuristic, creative.

4. Business game recreates the actual processes of professional activity by
running a role that contains a set of rules that determine how content and
orientation, character action game.

5. Business is a two-dimensional game activities on the one hand, the student
performs the actual activities related to address specific learning tasks, on the other
- this activity is conditional, allowing it to be free and relaxed. This is what
provides the emotional appeal of the game for future skilled workers.

6. Business game generates interest and emotional and value attitude to
student academic and future professional activities.

7. Role play encourages the development of personal potential student, his
self-realization and self-affirmation in situations gaming interaction.

8. Business game performs diagnostic function allows student to identify
creative and professional abilities realize their potential.

CONCLUSIONS

Business games in condition rapid growth of information are the most
effective means to achieve more quality processing and mastering vocational
knowledge, skills and abilities them. They not only arm of future skilled workers
of scientific knowledge, but also form independent, develop and improve the
capacity for creativity. Thus, the simulation-training game activates, motivates
agricultural vocation students acquire innovative technologies, intensifying the
process of perception and learning.
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