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APPLICATION OF GAME TECHNOLOGIES IN THE TRAINING OF HIGHER
EDUCATION STUDENTS FOR PEDAGOGICAL ACTIVITIES
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The article analyzes the essence and interrelation of the concepts of "technology”, "pedagogical
technology"”, "learning technology"”, "game technologies”’, "training”, "pedagogical training", "activity”,
"pedagogical activity”, "cognitive activity"’, "higher education student”. The concept of "activity" is
interpreted as a specific form of attitude towards the surrounding world for a person, the content of
which consists of expedient changes and transformations. By "educational and cognitive activity"” we
mean a specially organized cognitive activity by the student themselves or the teacher (another
external factor), the purpose of which is the acquisition of scientific systemic, systematic knowledge,
skills, abilities, experience of creative activity; forms of behavior (responsibility, emotional-volitional
attitude to the world, the need for constant cognition). Pedagogical training of higher education
students is considered as a system that is an integrated unity of educational goals and content of
pedagogical education, the human factor (teachers and students) and the main material factors
(learning materials). However, the main leading factor is the interaction of teachers and students in
order to implement goals and objectives through effective organization of educational process
management. The main directions of using game technologies in the process of studying pedagogical
disciplines in higher education institutions are characterized; the essence of the concepts of "game”,
"game technology" is defined, the main forms and methods of gaming activity of students of the first
(bachelor's) and second (master's) levels of higher education in the process of studying the educational
components "Pedagogy", "Higher School Pedagogy" in the context of modern requirements of society
and the prospects of Ukraine's entry into the European educational space are outlined. Prospects for
further research into this problem are outlined.
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3ACTOCYBAHHSI ITPOBHX TEXHOAOTIH ¥ IMIATIOTOBIII 3I0BYBAYIB
BHIIIOI OCBITH OO0 NEOJAT'OTIYHOI OISIABHOCTI

C. C. BirBuusxka, T. Y. CmainoBa

Y ecmammi npoaHanizogaHo cymuHicms ma 83AEeMO38’s130K NnoHsmb "mexHosoezisi”, "nedazoziuHa
mexHoso2isl", "mexHonozis HasuaHHs", "izposi mexHosoeil", "nideomoska’, "nedazoziuHa nidzomoska’,
"OisinoHicms", "nedazoziuHa OisibHicmb”, "nizHasanbHa OisiibHicme”, "3006yeau euuwioi oceimu’.
INonsimmas "disibHIiCMb " MAYMAUUMO K CneyugiuHy 05 00UHY POpMY cmasieHHst 00 0MmoUuyrou020
ceimy, 3micm s1K020 ckaadaromes OOYUUIbHI 3MIHU Ma nepemeoperHs. [1i0 "HasuaibHO-Ni3HA8A/IbHOI0
OllbHICMI0" PO3YMIEMO CNEUIaNbHO 0PeaHi308AHY NISHABANbHY OiLIbHICMbL camum 3006ysavuem abo
guriadauem (IHWuUm 308HIUHIM haKmopom), mema SKOi 080N00IHHS HAYKOBUMU CUCMEMHUMU,
CUCMEeMAMUUHUMU SHAHHAMU, YMIHHAMU, HABUUKAMU, 00CEI00M meopuoi OisibHocmi;, hopmamu
nogeodiHKU (810N08I0ANLHICMb, eMOUIiHO-80/1b08E CMasieHHst 00 ceimy, nompeba Yy nocmitiHomy
nisHaHHi). Iledazoeiuna nidzomosxa 3000yeauie U0l 0C8IMU PO327110AEMBCSL IK CUCMEeMA, U0 €
iHMez2po8aHo €OHICMI0 HOABUANLHO-BUXOBHUX Ulnell i 3micmy nedazoz2iuHoi oceimu, J1H0CbKO20
axmopy (surxnadauisg i 3006yeauis) i 20,108HUX mMamepianbHUX haxmopis (3acobie HaguaHHs). [Ipome,
OCHOBHUM NPOBIOHUM UUHHUKOM € 83aemoldis suraadauig i 300byeauie 3 memoro peanizayii yineil i
3a80aHb 30  00NOMO20t0  epeKmueHOl  Ope2aHizauyii YNnpasuiHHsL  OC8IMHIM  NPOUECOM.
Oxapaxkmepu3o08aHO OCHOBHI HANPSMU BUKOPUCMAHHSL 2POBUX MEXHOJO02I 8 Npoueci 8USUEeHHS
neodazo2iuHUX OUCYUNJIH 8 3aKnadax 8Uuoi oceimu, 8U3HAUEHO CYymHicmes noHsmms "z2pa’, "izposa
mMexHon02is", OKpecieHO OCHO8HI opmu i Mmemoou izpogoi OJdissbHocmi 3006ysauie nepuiozo
(6axanasepcerozo) ma Opyz020 (mMazicmepcoKkozo) piBHI8 8UULOL 0C8IMU Y NPOUECT BUBUEHHSL OCBIMHIX
romnorerm "Tledazozika", "Tledazozika 8uu40i wKoAU" Yy KOHMeKCcmi CYUacHUX 8UMO2 CYCNLIbCMEa ma
nepcnekmue 8xo0xKeHHs1 YkpaiHu Yy €sponelicokuili oceimHili npocmip. OkpecieHo hepcneKkmusu
nooanbuux 00CNiOXKeHb i3 3a3HaUeHoi npobemu.

Knrouoei cnoea: mexHosozis, nedazoziuHa MEXHO/02is, HASUA/IbHA MEeXHOJ02isl, Oisi/IbHICMb,
izposa JisitbHicmb, nid2omoeKa, nedazo2iuHa OLsLIbHICMb, 3006y8au euuLoi ocgimu.

Introduction of the issue. Ukraine's IlocraHOoBKa mnpobaeMH. BxomkeHHs
integration into the European educational | YKpaiHu 10 €BpPONIEHCHKOTO OCBITHBOTO
space requires the modernization of higher | mpocTropy HemoxkanBe 06e3 MozepHizartii

BHIIIOI OCBITH Ta IATOTOBKH II€IATOTIYHIX
KaapiB BIATIOBIIHO A0 CBITOBUX CTaHIAPTIB.

education and the training of pedagogical
personnel according to international

standards. The development of Ukrainian
society necessitates enhancing the quality
of training for future teachers and lecturers
in higher and professional pre-higher
education institutions. The State National
Program "Education" (Ukraine of the XXI
Century) emphasizes that pedagogical
workers should drive the creation of a new
national education system. Focus should
be placed on training a new generation of
educators, improving the general culture,
professional qualifications, and social
status of teachers, creating conditions for
professional freedom, creative exploration,
and initiative, and accelerating public
approval and dissemination of pedagogical
innovations [2].

The  National Doctrine of the
Development of Education in Ukraine in
the 21st Century, the Law of Ukraine "On
Education" states that "the main goal of the
Ukrainian education system is to create

CraH pO3BUTKY YKPaiHCBKOIO CYCIIiABCTBa
3yMOBAIOE€ HEOOXiMHICTB IiABUIIIEHHS SIKOCTI
HiAroTOBKYU MaMOyTHIX MeaaroriB, BUHTEAIB
Ta BUKAQ[AYiB 3aKAQiB BHINOI Ta (paxoBoi
IIepPeaBHUILIOL OCBITH. Y  ep>xaBHiit
HallioHaABHIM mporpami "Ocsita' (Ykpaina
XXI croaiTTs) 3a3HAYAETBCS "IIeOATOTidHi
IpaliBHUKHM MAalOTh CTaTH OHOBAEHOIO
PYLIIHOIO  CHAOI0  BIOPOKEHHS  Ta
CTBOPEHHS SKICHO HOBOI HAaIliOHAABLHOI
CHUCTEMH OCBITH. Y 3B’I3Ky 3 IIUM I'OAOBHA
yBara mMa€ OyTH 30cepezKeHa Ha MiAroToBLI

HOBOT'O IIOKOAIHHS MearoriyHux
[IPAalliBHUKIB, HiIBUILIEHHI 3araAbHOL
KYABTYpH, IIpodpecitiHoi KBaaidikarii Ta

COLIiaABHOI'O CTATyCy Ilefiarora [0 piBHS, 1110
BiAIIoBimae HOro poai y CycHiAbCTBi, MaioThb
OyTu CTBOpeHi yMOBH mad IIpodpecifiHoi
CBOOOOM, TBOPYOIO IIOLIYKY, iHIIliaTUBH
IIeJaroris, IIPHCKOPEHHS CYCITiABHOI
arrpobattii, Bimbopy i ceaekilil rmegarorigyHux
HoBarit" [2].
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conditions for the development and self-
realization of each individual as a citizen of
Ukraine, the formation of a generation
capable of lifelong learning, creating and
developing the values of civil society" [3: 1].

Pedagogical science and practice are
faced with the task of developing and
improving effective forms and methods of
teaching that would ensure the intensive
development of students based on the
actualization of cognitive interests and
needs. One of the directions for solving this
problem is the use of game technologies in
the educational process as a means of
developing students’ cognitive activity.

The application of game technologies is
a significant focus in psychological and
pedagogical science. Investigating the use
of game technologies is an important area
of research in the current stage of
pedagogical theory and practice. There is a
growing need for individuals who can make
innovative decisions and think creatively.
However, in many modern schools and
higher education institutions, learning
often involves memorizing material and
repetitively reproducing knowledge,
techniques, actions, and typical solutions
to problems. This approach may reduce
motivation to learn and limit opportunities
for discovery.

Current stat of the issue. The
theoretical foundation of the study relies
on various scientific works addressing
topics such as the philosophy of education
(V. Andrushchenko, I. Ziaziun, V. Kremen,
among others); professional pedagogy
(S. Goncharenko, M. Leshchenko,
N. Nychkalo, O. Pehota, S. Sysoeva,
L. Khomych, among others); and
interactive learning (O. Pometun, K. Fopel,
O. Yaroshenko, among others).

Many Ukrainian (N. Apatov, L. Babenko,
I. Bulakh, A. Verlan) and foreign scientists
(E. Bern, R. Clark, S. Peipert) have studied
the effective use of game technologies in
education. Proper knowledge and use of
these technologies can enhance
educational efficiency in schools and in
training future educators.

Aim of the research is to conduct
analysis of key concepts and definitions of
basic game technologies used in the
pedagogical preparation of  higher

Y HailioHaapHIY OOKTPHHI PO3BUTKY
ocBitm VYkpainm XXI croairTdg, 3aKoHi
Ykpairu "'IIpo ocBiTy' BH3HA4YE€HO, IO
"TOAOBHA MeTa YKPaiHCHKOi CHCTEMH OCBITH —

CTBOPEHHd yMOB  [ad  PO3BHTKY i
camopeaaizariii KOKHOI OCOOHCTOCTI HK
rpoMaasgHUHA Ykpainy, dopMyBaHHI

TIOKOAIHHSI, 3aTHOTO0 HaBYaTUCs BIIPOIOBIK
KUTTd, CTBOPIOBATU M PO3BUBATH IIIHHOCTI
TPOMAZITHCHKOTO cycHiaseTBa" [3: 1].

[Tepen [1€JaTOTIYHOIO0 HayKOIO i
IIPAKTUKOIO CTOITH 3aBOAHHSA PO3POOKU Ta
VIOCKOHaA€HHS  e(eKTHBHUX QopMm i
METOIB HaB4YaHHS, sdKi 3abesredyBasu 0
iHTEHCUBHUH PO3BHTOK 3400yBadiB OCBITH
Ha OCHOBi akTyaaizailii mHnisHaBaABHHUX
inTepeciB Ta morpeb. OmHuM i3 HampsMiB
BUpILIeHHd I1i€i TpoOAEMH € 3aCTOCYBaHHS
IrPOBUX TEXHOAOTIH B OCBITHBOMY IIPOIIEC] IK
3aco0y PO3BUTKY ITi3HABAABHOI aKTHBHOCTI
3m00yBadviB.

[TpoGaema 3aCTOCyBaHHH irpoBHX
TEXHOAOTIM € OOHI€I0 3 IIPIOPUTETHUX ¥

IICUXOAOIO-IIeJaTrOTiYHiH HayIi.
JocaimzKeHHsT ~ IIpo0AeMH  3aCTOCYBaHHS
irpOBUX TEXHOAOTIH — OaHE 3 HaHOIABIII

aKTyaAbHHUX 3aBlaHb Ha Cy4acCHOMY eTarli
PO3BUTKY II€JATOTIYHOI Teopil Ta IIpaKTUKU.
Huni, gk HikoAm, Hamii#i kpaiHi nortpibHi
ATONIM, SIKi 3/1aTHI ITpUdMaTh HeCcTaHOapPTHI
pillleHHsI, BMIiTH TBOpPYO MHCAUTU. [Ipote B
Ccy4dacHil IIIKOAi, 3aKAa/laxX BUIIOI OCBITH, Ha
JKaAb, Qy»Ke 4acTO HaBYaHHS 3BOAUTHLCH 10
3ariaM’ITOBYyBaHHA HaBYaABHOI'O MaTepiaAy
Ta [0 OOHOMAHITHOTO BiATBOPEHHS 3HAHD,
IpUHoOMIB, Ui, THUIIOBHX criocobiB
PO3B’s13aHH4 3aBAaHb. A 1€ 3HHKYE IIOTAT J10
HaBYaHHs, I1030aBASIE OCOOHCTICTH PaIOCTi

BIOKPUTTS.
AHaaiz oCTaHHIX ZJOCAIIKEHB i
nmyOAigarii. TeopeTudHy OCHOBY

MOCAIJPKEHHSI CTAHOBASITH IIOAOXKEHHS 1
BHUCHOBKH HAyKOBHX IIpalb 3 IIPo0AeM:
dinocodii ocsiTu (B. Arapymienko, 1. 3a3oH,
B. Kpemens Ta iH.); mpodeciiiHoi regaroriku
(C. T'onuapenko, M. Aemtenko, H. Huukano,
O. Ilexora, C. CucoeBa, A.Xomud Ta iH.);
irTepakTuBHOro HaB4yaHHA (O. [TomeryH,
K. domneas, O. dpoiieHKo Ta iH.).
[TpobaemamM e(peKTUBHOTO BHKOPHUCTAHHSI
IrPOBUX TEXHOAOTIHH B OCBITHBOMY IIPOIIECI

IIPUCBSYEH] YHCAEHHI JOCALT>KEHHS
yKpaiHcekux  H. Anarosa, A\. BabeHKo,
. Byaax, A. Bepaans, 1O. HopomreHko,
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education students for pedagogical activity
in the process of studying pedagogical
disciplines.

Results and discussion. At the turn of
the millennium, a new system of higher
education is being created in Ukraine,
focused on entering the world educational
space. This process is accompanied by
significant changes in the pedagogical
theory and practice of the educational
process of higher education institutions.

The educational paradigm is being
replaced, new content, other approaches,
and a different pedagogical mentality are
being proposed. Under these conditions, a
teacher needs to navigate a wide range of
modern innovative technologies, ideas, and
schools. Today, it is impossible to be a
pedagogically competent specialist without
mastering educational technologies.

Recently, the concept of "pedagogical

technology" has been  increasingly
widespread in science and education. Its
variants "pedagogical technology",
"teaching technology", "educational

technologies", "technologies in teaching",
"technologies in education" are widely used
in the psychological and pedagogical
palette and have many formulations,
depending on how the authors imagine the
structure and components of the
educational process.

The etymology of the word "technology"
means "knowledge of material processing"
(techne-art, craft, science + logos concept,
teaching). Technology also includes the art
of mastering the process, thanks to which
it is personalized. The technological
process always involves a certain sequence
of operations using the necessary means
(materials, tools) and conditions. In the
procedural sense, technology answers the
question: "How to make (from what and by
what methods)?".

The technological process always
involves a certain sequence of operations
using the necessary means (materials,
tools) and conditions.

According to S. Vitvytska, pedagogical
technology is a targeted, relatively
complete set of interdependent cycles of
educational, educational and managerial
developmental interaction between the

B. Magziron, . Mamoune, H. Mopae,
A. TTaHyeHKO Ta iH.) Ta 3apPyOisKHUX YIEHUX
(E. Bepn, P. Kaapk, C. [letinepr Ta iH.).

3HaHHS, IPaBUABHUEN BUOIp Ta DOIlALHE
BUKOPUCTAHHS irpoBUX TEeXHOAOTIH
COPUATHME  IiABUILEHHS  e(EeKTUBHOCTI
OCBITHBOTO IIPOLIECY HIK 3arasbHOOCBITHBOL
IITKOAM, TaK 1 B IIATOTOBII MaMOyTHIX
VIUTEAIB 1 BUKAQ[a4iB 3aKAadiB BHIIOL
OCBITH [0 IIeJaroriyHoi AisIABHOCTI.

MeTor0o cTaTTi € aHaa3 KAIOYOBHUX
IIOHATH Ta BU3HAYEHHS OCHOBHUX IiIpOBHX
TEXHOAOTIH, SKi 3aCTOCOBYIOTBCS y
IeJAaTOTiYHIN ITiATOTOBII 3100yBadiB BHIIOL
OCBITH [0 NeAaroriyHoi JigABHOCTI ¥ IIPOIIECi
BUBYEHHS [1€JaTOTIYHUX AVCILIUTIAIH.

Bukaan ocHOBHoro marepiaay. Ha
pyOeki THUCSYOAITH B YKpaiHi CTBOPIOETHCS
HOBa CHUCTeMa BHIIOi OCBITH, Opi€HTOBaHa Ha
BXO/IXKEHHSI y CBITOBUH OCBITHIiM IIpOCTip.
Lleit mpoliec CyIpOBOMKYETBCA CYTTEBHMHU
3MiHaMH y IIearoriyHiy Teopii Ta IpakTHILi
OCBITHBOTO TIPOIIECY 3aKA/IiB BUIIIOI OCBITH.

BinbyBaeTbcs 3aMiHa OCBITHBOIL
HapagurMy, IIPOIIOHYETbCA HOBHM 3MICT,
IHIINL  IIIIXOMIH, IHITUHE — IIegaroriyHui
MeHTaAiTeT. 3a IIMX YMOB BHKAQA4eBi
HeoOXiTHO Opi€EHTYBaTHCH Yy LIHNPOKOMY
CIIEKTPI Cy4YaCHHUX IHHOBAIiIMHUX TE€XHOAOTIH,
imett i mkia. Croromui OyTH ITegaTOTiYHO
rpaMOTHHM (paxiBIleM HEMOKAWBO 0e3
OBOAOJIiHHS OCBITHIMHU TE€XHOAOTISIMH.

OcraHHIM YacoM TIOHATTS 'IIegaroriyHa
TEXHOAOTIsSI" memani OiAblile MOIIHPIOETHCH B
Hay1i # ocsiti. Moro BapianTH 'memarorigyga
TEXHOAOTIS", "TEXHOAOTISI HaBYaHH4", "OCBIiTHI
TEXHOAOTIi", "TexXHoAorii B  HaBYaHHi',
"TEeXHOAOT1 B OCBiTi" - IIIPOKO
BUKOPUCTOBYIOTHCSI B IICUXOAOTO-
HefarorivyHiii maaiTpi i  Marore Oararto
dopMyAIOBaHb, 3aA€3KHO BiJ TOTO, IK aBTOPHU
VIBAFGIOTH  CTPYKTYPY 1  KOMIIOHEHTa
OCBITHBOTO IIPOLIECY .

ETuMonoria caoBa "TeXHOAOTIS" oO3HA4ae
"3HaHHS OOpoOKM Martepiaay' (techne-
MHCTELITBO, PEMECAO, HAyKa+logos IMOHATTH,
BUeHHd). TeXHOAOTIA BKAOYAE TaKOXK i
MHUCTEILITBO BOAOMIHHSI ITPOLIECOM, 3aBISIKHU
YoMy II€PCOHAAI3yeThCcd. TeXHOAOTIUYHUHI
IIpolec  3aBXAW  Ilependadac  IIEBHY
IIOCAIIOBHICTE oIlepalii 3 BUKOPHUCTAHHSIM
HeobXiTHUX 3acob6iB (MaTepiaais,
IHCTPYMEHTIB) i yMOB. Y HOpOLIECYaAbHOMY
PO3yMiHHI  TEXHOAOTIS  BIAIIOBiTae Ha
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teacher (teacher) and applicants
(students); with the unconditional
provision of a guaranteed result and

comfortable conditions for all
participants in the educational
process [4].

Thus, pedagogical technologies include:
educational, educational, @ managerial
technologies.

Pedagogical technology reflects the

model of educational and management
processes of an educational institution and
combines the goal, content, forms and
means of each of them.

Educational technology is closely
related to, but distinct from, pedagogical
technology. It involves the process of
mastering specific educational material
within the framework of a corresponding
subject, topic, or question, requiring a
structured organization of content,
appropriate teaching methods, and forms
of instruction. The selection of teaching
content and methods can be adapted for
various forms of instruction, or vice
versa. Examples include subject-based
teaching, game-based learning, problem-

solving methodologies, information
technology, reference schemes, classical
lectures, audiovisual aids, books,

consulting systems, tutoring (individual),
distance learning, and computer-based
learning.

It is important to note that the
technologies of teaching, upbringing, and
management are interconnected with
pedagogical technologies through the
overarching educational concepts,
pedagogical paradigms, and functional
content. The  structure of these
technologies includes pedagogical
techniques reflecting the teacher's level of
expertise. The development of learners
depends significantly on the teacher's
proficiency in employing diverse teaching
and upbringing methods.

In recent decades, educational
institutions have widely wused game
technologies that operate according to the
laws of cognitive activity. The game
involves not only passive attention, logical
thinking and memory in students, but also
activates all mental processes: external

OouTaHHd: "9JK 3poOuUTH (3 4YOro i AKUMH
crocobamu)?".

TexHOAOTIYHUH mporiec 3aB3XKIU
rnependbaydae reBHY ITOCAITOBHICTE oIiepariiti 3
BUKOPHUCTAHHIM HEeoOXiTHIX 3acobiB
(MmaTepiaaiB, iIHCTPYMEHTIB) i yMOB.

Ha pymky C. BirBuiibkoi, nedazoziuHa
mexHosioeis — 1€ IiAbOBa, BIiJHOCHO
3aBepllleHa CYKYIIHICTh B3a€EMO3aAEKHUX
IIUKAIB HaBYaABHOI, BHUXOBHOI Ta
VIIPaBAIHCBKOI  pO3BUBaAbHOI  B3aeEMOil
BHUKAQa4da (yuureas) i 3mobyBadiB (y4uHIB); 3
6e3yMOBHUM 3a0€e3[1eYeHHIM rapaHTOBAHOTO
pes3yabTaTy Ta KOM(OPTHHUX YMOB IAS BCiX
Y4aCHHUKIB OCBITHBOIO IIpoliecy [4].

OTKke, [0 TIEJaroriyHHX TEXHOAOTIH
HareXaThb: HaBYaALHA, BHUXOBHA,
YIIpaBAIHCHKA TE€XHOAOTII.

[lemaroriuHa TeXHOAOTIS  BimoOpaskae
MOIEAD HaBYaAABHO-BHXOBHOTO i
YIIPaBAIHCHKOTO IIPOLIECIB OCBITHBEOTO

3akaaay i 06'emHye B cob6i MeTy, 3MicT, hopMu
i 3ac00M KOKHOTO 3 HUX.

HaBuyaapHa  TexHoAOTiT —  IIOHATTS
OAV3BKE, ase He TOTOXKHE IIOHATTIO
IefaroriyHa  TeXHOAoTiss. BoHo BigbuBae
IIASIX OCBOEHHSI KOHKPETHOI'O HaBYaABHOTI'O
Marepiasy (IOHATTH) B MeXKax BiAIIOBITHOTO
HaBYaABHOIO IIpeaMeTa, TEMH, IIHUTAaHHY i
noTpebye CrieriaaAbHOI opraxizartii
HaBYaABHOIO 3MiICTy, a[eKBaTHUX HOMYy
dopM i MeToniB HaBUYaHHS. A€ MOIKAUBI H
Taki BapiaHTH: OO0 (¢opM  HaBYaHHH
JI00UParOThCS 3MICT i METOM HaBYAHHS abo
10 METOMIB — (POPMHU i CTPYKTYPYETHCH 3MiCT
HaBYaHHs. Hampuraaz, 116 MOXKyThb OyTH
IpeaMeTHe HaB4YaHHS, irpoBa TEXHOAOTIS,
TEXHOAOTIsI IIPOOAEMHOI'0 HaBYaHHs (Ha piBHI
MeTomy), indopmartiiini TEXHOAOTH],
TEXHOAOTISI BHUKOPHCTAHHA OIIOPHUX CXEM,
KOHCIIEKTIB, KAACUYHE AEKIlifiHe HaBYaHHSI,
HaBYaHHS 3a [IOIOMOTOI0 ayioBi3yaabHHUX
TEeXHIYHUX 3aco0iB YW KHHXKKH, CHCTEMA

"KOHCYABTaHT", cHCTeEMa "perieTuTop”
(ilHouBinyasbHe), MOUCTaHIlIiHE HaBYaHHA,
KOMIT'IOTepHEe HaB4daHHa Ta iH. Caixg
3a3HaAYUTH, III0 TEXHOAOTI HaBYaHHSI,
BUXOBaHHS, VIIpaBAIiHHS  IIOB'd3aHi 3
IMeJAroriYyHUMH TEXHOAOTIIMH, OCBITHIMH

TEXHOAOTISIMH 3araAbHOIO iIe€l0 BiAIIOBIIHOI
OCBITHBOI KOHIIEIIITII, IIeJaroriYHU MU
napagurMamMy, 3MIiCTOBHM HAaIllOBHEHHSIM
dyHKILIH. [0 CTPYKTYPH TEXHOAOTIY BXOAUTH
megaroriyHa TexXHiKa, $gKa Biaa3epKaAroe
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sensation, search emotions, imaginative
and logical thinking, all types of memory,
will, secret reserves of consciousness and
subconsciousness.

The game is a type of activity in
situations aimed at reproducing and
assimilating social experience, in which
self-management of behavior is formed and
improved. The conceptual foundations of
game technologies are psychological
mechanisms of game activity, based on the
fundamental needs of the individual in self-

expression, self-affirmation, self-
determination, self-regulation, self-
realization.

By target orientations, game
technologies are divided into: didactic,
educational, developmental, and
socializing.

By the nature of the pedagogical
process: educational, training, controlling,
generalizing, cognitive, educational,
developmental, reproductive, productive,
creative, communicative, diagnostic, career
guidance, psychotechnical.

By game methodology: subject, plot,
role, business, imitation, dramatization.
Game technologies contribute to the
acquisition of knowledge, skills and
abilities, the development of a system of
mental actions, a system of aesthetic and

moral qualities, a system of action-
practical sphere and self-management
mechanisms.

Game activity performs the following
functions:

* motivational (to arouse interest);

* communicative (learning the elements

of the teacher's communication culture);

* self-realization (each student realizes

his or her own capabilities);

* developmental (development of
attention, will and other mental
qualities);

* entertaining (getting pleasure);

» diagnostic (identifying deviations in

knowledge, skills, abilities, behavior,

gaps in knowledge);

* corrective (making positive changes in

the personality structure of future

teachers) [4].

Most games have features of free
developmental activity, which has an active
creative nature, contributes to the

piBeHB MalicTepHOCTI Itearora. Bixg Toro, gk
1 gruMH IpudfioMaMu  HaB4YaHHA H
BUXOBaHHS BiH BOAOI€, 3aA€XKHUTH CTYIIHDb
PO3BUTKY Cy0'€KTiB HaBYaHHS (BUXOBaHHS).

B ocranHi gecaTuaiTTa y 3aKAalaxX OCBITH
HIUPOKO 3aCTOCOBYIOTHCH ITPOBi TEXHOAOTII,
dKi [OIFOTh 3TiIHO 3aKOHIB Mi3HaBaABHOI
pisapHOCTi. I'pa BRAIOWae y 3mobyBadiB He
AVIIIE TIaCUBHY yBary, AOTiYHE MMCA€HHS i
maM'daThb, are ¥ BBOAUTH B [il0 BCi IICHXIYHi
IIPOIIECHU: 30BHIIIHE BiAYyTTHd, IIONUIyKOBI
eMmoIlii, oOpasHe i AOTiUHE MHUCAEHHS, BCi
BUAU TIIaM’dTi, BOAIO, TaEMHiI pe3epBU
CBiZIIOMOCTI Ta IiACBiZIOMOCTI.

’'pa — 1me BUA MOIIABHOCTI B yMOBax
cuTyalliff, CIpsiIMOBaHHX Ha BiATBOPEHHS i
3aCBOEHHS CYCITIABHOTO [OCBiLy, B SKOMY
CKAQAETHCS dopmyeTbCca i
YAOCKOHAAIOETHCS caMOyIIpaBAIHHAI
MOBEIIHKOI. KOHIIENTyaABHUMH OCHOBaMM
IrPOBUX  TEXHOAOTIH € TICUXOAOTIYHi
MeXaHi3MHU irpoBoi [iSIABHOCTI, 1110
CIUparThCsd Ha (yHOaMEHTaAbHI IoTpebu
ocobucrocTi y CaMOBHpPaKeHHI,
CaMOyTBEPIZKEHHI, CaMOBH3HAYEHHI,
caMOperyAsILii, caMmopeaaizartii.

3a I[ABOBHMH Opi€HTAIliIMHU irpOBi
TEXHOAOTII TIOMIASIOTBCA HA: AUAAKTHYHI,
BUXOBHI, pO3BUBaAbHi, COILliaAi3yIo4i.

3a xapaKTepoM I[I€JaroriyHoro IpOLECY:
HaBYaABHI, TPEHIHTOBI, KOHTPOAIOIOY],
y3araAbHIOIOYi, Mi3HaBaAbHI, BUXOBHI,
PO3BHBAaAbHI, PENPOAYKTHUBHI, IIPOAYKTUBHI,
TBOPYi, KOMYHIKaTUBHI, JiarHOCTHYHI,
npodpopieHTaIiHHI, TICHUXOTEeXHIYHI.

3a irpoBoI0 METOAUKOIO: IIPEAMETHI,
CIOXKETHi, POABOBi, [mOiAOBi, imiTariitiui,
OpaMatuzallii. IrpoBi TexHOAOTII CIIpUSIOTH
3aCBOEHHIO 3HaHb, YMiHb Ta HaBHYOK,
PO3BUTKY CHUCTEMH PO3YMOBHX MHiM, CHCTEMM
€CTETHYHO-MOPAABHUX SKOCTEM, CHCTEMH
[IHOBO-IIPAKTUYHOI CPepPU i CaMOKEPYIOUHX
Me€XaHi3MiB.

IrpoBa AiIABHICTH BUKOHYE TaKi (OyHKIII:

* CIIOHYKaABHY (BUKAUKATHU iHTEpec);

* KOMyHIKaTUBHY (3aCBOEHHS €AEMEHTIB
KYABTYPH CITIAKyBaHHS I1€1arora);
* caMopeaaizartii (koxkeH

peaaizdye cBoi MOXKAWBOCTI);

* PO3BUBaAbHY (PO3BHTOK yBaru, BOAi Ta
IHITUX IICUXIYHUX SKOCTeH);

* PO3BazKaAbHY
3a/I0BOAE€HHSI);

3mobyBav

(oTpUMyIOTH
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development of feelings
emotions.

In higher education, gaming activity is
used:

* as an independent technology for
learning a topic, section, concept; as an
element of another technology;

* as a seminar or its individual parts
(introduction, explanation, consolidation,
exercises, control).

Business games are used to address
complex problems related to learning new
concepts, reinforcing material, developing
creative abilities, and forming general
educational skills. They help students
understand educational content from
various perspectives. In higher education
pedagogy, different types of business
games are utilized, including simulation,
operational, role-playing games, business
theater, and psycho- and sociograms.
Simulation games involve replicating
events or specific activities undertaken by
students and instructors. The scenario of
a simulation game includes not only the
sequence of events, but also other
structures and objectives related to the
simulated  processes and  objects.
Operational games focus on practicing
particular operations, such as solving
pedagogical tasks or conducting meetings
in the context of teaching subjects like
"Pedagogy". Role-playing games allow
participants to practice behavior tactics,
perform specific roles, and fulfill assigned
duties. These games are often used in
courses like "Pedagogy" and "Higher
School Pedagogy". Preparation for role-
playing games involves developing a
model situation and assigning roles.
Business theater exercises require
writing a script that details a particular
scenario, along with the functions and

and positive

responsibilities of each participant.
Psychograms and sociograms are similar
to business theater but emphasize
developing future teachers' perceptual

skills, such as empathy and establishing
interpersonal contact.

The technology of the business game
consists of the following stages:

1. Preparatory stage (setting the goal,
analyzing the problem, justifying the tasks,

* MiaTHOCTUYHY (BUSBAEHHS BiIXUAE€Hb B
3HaAHHSX, YMIHHAX, HAaBUYKaX, B IOBEIiHII,
IIPOTaAVH y 3HAHHIX);

* KOPEKIIiMHy (BHECEHHd II03UTUBHUX
3MiH B CTPYKTYPy OCOOHCTOCTI MaiOyTHiX
BUUTEAIB) [4].

Biapiticts irop MaroTh pPHCH BiABHOI
PO3BUBAIOYOi MiSIABHOCTI, I1I0 Ma€ aKTUBHUNU
TBOpPYUH XapakTep, CIPHIE PO3BUTKY
IOYYyTTiB i1 TIO3UTHUBHUX E€MOIIiH.

Y Bumii ImKoai irpoBa OiFIABHICTH
BUKOPUCTOBYETHCH:

® B JKOCTI CaMOCTIHHOI TEeXHOAOTLII aaga
3aCBOEHHS TEMH, PO3MiAy, TMOHATTH; SK
€AEMEHT IHIITOI TEXHOAOTI;

® B SJKOCTi ceMiHapy ab0 HOro oKpeMux
YacTHUH (BCTYII, IIOSICHEHHS, 3aKpilIA€HHS,
BIIpaBH, KOHTPOAIO).

Yy HAaIllOMy JIOCBIIi LINPOKO
BUKOPDUCTOBYIOTBCSI ~ [iAOBI  irpu  Oad
PO3B’I3aHHA KOMIIAEKCHUX 3a]a4 3aCBOECHHSI
HOBOTI'O, 3aKpilIA€HHSI MaTepiaaiB, PO3BUTKY
TBOPYUX 3nibHOCTEH, dopMyBaHHI
3araAbHO-HaBYaABHHUX yMiHb. [linoBi irpu
JAI0Th MOXKAHMBICTH 3H00yBadaM 3pO3yMiTH
HaBYaAbHUN MaTepiaa 3 pi3HUX IIO3ULIH. Y
IIpolleci BUBYEHHS [1eIaTOTiKH BUIIIO] IITKOAN
3aCTOCOBYIOThCS Pi3HI Momudikaltii AiA0BUX
irop: imiTalliifiHi, omepalliiiHi, poABOBi irpH,
OIAOBUM TeaTp, IICUXO- 1 colliorpaMma.
ImiTamitini (iMiTyroTbCs IIOAil, KOHKpPETHY
[ISIABHICTD 3700yBadiB, BHKAAQA4iB, YYHIB,
BunTeAiB). CreHapili imitamiinoi rpu, Kpim
CIOXKETY IIOAiM, MICTHUTH IHIII CTPYKTYpPH i
IpU3HAYEeHHs IMITOBAHMUX IIPOLECIB Ta
ob’ektiB. Omneparlifigi irpu goroMmararoThb
BiAIIpaIlbOBYBaTH KOHKPETHi CriernudiuHi
omepartii. Hanpukaap, y IIporieci
BUKAQIaHHS OCBITHBOI KOMIIOHEHTH
"Tlemarorika" — 11e pO3B’A3aHHS [I€JATOTIYHUX
3amad, IpoBeAeHHs 300piB Ta iH. PoaboBi
irpy CHPHUAIOTH BiAIpPaIfOBaHHIO TaKTHUKHU
HOBEMiHKH [ili, BUKOHAHHS QYHKIIH Ta
000B’I3KIiB KOHKpPETHOI ocobucrocTi. Taxki
irp BUKOPUCTOBYIOTE Yy IIPOILIECI BUBYEHHS
OCBITHIX KOMIIOHEHT "Ilemarorika’,
"Tlegarorika BHUIIOL IIIKOAM". JAVN:
IIPOBEIEHHS TI'PU 3 BHKOPHUCTAHHSM POAi
PO3pPO0ASIETBCS MOJIEAB - cHUTyallii,
posnomiagroTecd poai. Taki irpu moTpedyroTh
OiABIII CKAQIHOI MiATOTOBKU. [lir0BuUil TeaTp
rnepenbadae HalWCaHHA CIEHapito, [e
OITMCYETbCA KOHKpEeTHa CHUTyallisd, (QyHKILi
Ta O00OB’<I3KM mifioBHUX o0cib, ixXx 3agadi.
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planning, general description of the game
procedure, the content of the situation and
the characteristics of the actors): scenario
development, business game plan, general
description of the game, content of the
briefing, preparation of material support.
problem statement, goals, conditions,
briefing, regulations, rules, distribution of
roles, group formation, consultations.

2. Conducting stage (entering the game:
working with sources and training,
brainstorming; group work on tasks: group
performance, defense of results,
discussions, work of experts)

3. Analysis and generalization stage
(intergroup discussion: exiting the game,
analysis, reflection, assessment and self-
assessment, conclusions and
generalization, recommendations).

In the process of group work, the teacher
performs various functions: controls the
progress of work in groups; advises,
answers questions, coordinates activities,
if necessary, helps individual students or
the group as a whole. The use of game
technologies in the process of studying
pedagogical disciplines contributes to
creating a situation of success, increasing
cognitive activity, students' success,
interest in professional activity, and a
sense of satisfaction. Of course, it is
impossible to achieve this goal by using
only traditional forms and methods of
organizing educational activities. The
solution to this problem is largely
facilitated by the introduction of active
learning methods into the educational
process, among which didactic games play
a leading role.

The analysis of the results of training
after using game technologies confirms
that 80% of students qualitatively master
knowledge, skills and abilities.

Conclusions and research
perspectives. Democratization,
openness, and humanization of higher
education enable teachers to approach
the organization of the educational
process creatively, combining traditional
forms of learning and game technologies.
A creative approach to designing and
organizing the educational process allows
the teacher to choose the optimal ways of

[lcuxorpama 1 couiorpama OAH3BKiI 10
"minoBoro Tearpy', ase CIpgMOBaHI Ha
dopMyBaHHA MEePLIETITUBHUX YMiHb
MalfiOyTHIX TmefaroriB (yMiHHA BimdyBaTHU
CTaH IHIIOI AIOAWHM, yYMIiHHA BCTaHOBUTHU
KOHTAKT).

Texuoaoriss AinOBOI TPHU CKAQIAETHCI 3
TaKUX €TalliB:

1. Eran migrotToBku (IOCTaHOBKA METH,
aHani3z 1pobaeMu, OOIPyHTYBaHHA 3adad,
I[IAAHYBaHHA, 3araAbHUN OINC IIPOLELYyPH
rpu, 3MicT cuTyallii Ta XapakKTepHUCTHKAa
AitioBux ocib): po3pobka cleHapiro, MAaH
[iAOBOi TI'pH, 3arasbHUM ONHC TPH, 3MICT
IHCTPYKTaKy, IiATOTOBKA MAaTE€pPiaaAbHOIO
3abe3rieyeHHd.  IIOCTAHOBKA  IpobaemHy,
miae¥, yMOBH, IHCTPYKTaX, pPETrAaMeEHT,
IIpaBHUAQ, pPO3MOMiA poaeH, ¢opMyBaHHS
TPy, KOHCYABTALI].

2. Eran mpoBeneHHA (8X002KeHHSL 8 2py:
poboTa 3 mKepesaMH i TPEHIHT, MO3KOBHUH
ITYPM; 2pynosa poboma HAO 3080AHHAMU:
BUCTYII TPYII, 3aXHUCT PE3yAbTaTiB, AUCKYCIi,
pobota ekcrepris)

3. Eran ananaizy Ta y3arasbHEHHd
(mDrepynosa duckycis: BUXi 3 TPH, aHAaAI3,
pedaekcig, OLlIHKAa Ta  CaMOOIIiHKAa,

BUCHOBKU Ta y3araaAbHEHHS, PeKOMEHIallii).
Y mporieci rpymnoBoi poboTH BHUKAAIAY
BUKOHY€ Pi3HOMAaHITHI (PYHKIL{: KOHTPOAIOE
Xi poOOTH y rpyIiax; KOHCYABTYE, BiIIIOBiIae
Ha 3anuTaHHs, KOOPOUHYE MOiFIABHICTH, IIPH
HeobXiTHOCTi [oroMarae OKpEMUM
3pobyBadaM abo rpyi B IiAOMYy.

3acTocyBaHHSI IrPOBHUX TEXHOAOTIH ¥y
Iporeci BUBYEHHS HegarorivyHux
OUCLIUIIAIH CIIPUSIOTH CTBOPEHHIO CHUTYyAallil
YCIIiXy, TiABUILIIEHHIO Ii3HaBaABHOI
aKTHUBHOCTI, YCIIIIHOCTI 3100yBayiB,
inTepecy no 1ipodpecitiHol  MiIABHOCTI,
BimuyTTs 3aJOBOAEHOCTI. 3BU4aiiHO

JOCALTH L€l METH IIASIXOM BHUKOPHCTAHHH
AMIIE TPagUuIIFAHUX (OpPM Ta METOMIIB
opranizartii HaBYaABHOI IIIABHOCTI
HEMOJKAMBO. BupimieHnHro 1ieli mpobiemu
3HA4YHOIO MipOIO CIIPHs€E€ BIPOBAIXKEHHS B
OCBIiTHIHfI IIpolleC AaKTUBHUX METO/iB
HaBYaHHY, Cepel H9KHUX IIPOBIAHY pPOAb
BiirparoTh AUAAKTHUYHI iTpH.

ITpoBeneHui aHaais pe3yAbTaTi
HaB4YaHHS IIiCAd BHUKOPHUCTAHHSI irpoBUX
TEXHOAOTIH  migTBepaxye, 1m0 80%
3M00yBavYiB SKIiCHO 3aCBOIOIOTH 3HAHHSI,
YMiHHS Ta HaBUYKU.
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its implementation, to create his own BHCHOBKH 3 ZaHOrO MOOCAiAzKeHHa i
style of work based on scientific | IEpCHIEKTHBH NOZAABIIHX PO3BiZOK.
achievements and advanced pedagogical | [IeMOKpaTH3alisl, TAACHICTb, TyMaHi3allisd
experience. BUIIO OCBITH la€ MOXKAMBICTE BUKAAAHaM

At the same time, numerous | TBOPY€ MAXOMUTH 0 OPraHizallii OCBITHEOTO
publications in the psychological and | TPOUECY, TOEAHYIOUH TPaAMIikHi bopmu
pedagogical press indicate a growing | H@BIaHHA T I'POBI TEXHOAOTLL. .
interest in the use of game technologies Teopumii mxiA y DPOEKTyBaHHI Ta

as a means of developing the cognitive Opramisartil OCBITHBOrO ~ TIpomecy  Jae
. . . MOKAUBICTh BUKA3ZIa4dy 00HpaTH ONTUMAaABHI
activity of applicants. Game techniques

and teaching methods are used in HOro pealsaitii, CTBOPEHHH BAACHOTO
. g M . CTHAIO IIpalli Ha OCHOBi JOCATHEHb HAYKH i
pedagogical practice. But in most cases,

h el . h - i IePEnoBOro IIearoTiyHoro aocBiay. Paszom 3
they are included in the educationa TUM, WYHCAEHHI IIyOAiKaIlii B IICHXOAOTO-

process fragmentarily, often without a | penaroriumii Ipeci CBiI4aTh IIpo 3pOCTAHHS
clear focus. Holistic pedagogical game |jnrepecy om0 BHKOpHUCTAHHSI irpOBHX
technologies are rare, they require | rexmoaorit ik 3aco6y POSBUTKY ITi3HABAABHOL
systematic analysis and generalization, aKTUBHOCTI 3I[O6YBa‘IiB. Y l'IeI[aI‘OI‘i‘IHif/'I
which may be a prospect for further | mpakruii BUKOPUCTOBYIOTHCH irposi
research. opudioMu 1 MeToou HaB4YaHHS. Aae B
OIiABITIOCTI BHIIQNIKIiB BOHH BKAIOYAIOTHCS B
OCBiTHIi#1 mporiec oparMeHTapHO, 4acTo He
Malo4M YiTKOI IliaecripsamoBaHOCTi. LliaicHi
IIeIaroTivyHi irpoBi TEXHOAOTII € PiOKiCcTIO,
BOHU HOTPEOYIOTh CHUCTEMATHYHOIO aHaAidy
T4  y3araabHEHHs, IO MOXe  OyTu
MIEPCIEKTHUBOIO ITOIAABIITNX TOCAITXKEHb.
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