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Abstract

Introduction. At the present stage of educational space development in Ukraine there is an acute
need for targeting content and learning technologies at the development of future specialist personality
that would be focused mostlyon professional development during training. Significant potential in this
respect are interactive learning technologies. Among these technologies occupy an important place where
gaming technology and accented our research.

Methods In the study processwere used the methods of analysis, comparison, synthesis,
monitoring, etc.

Results. In the article the problem of forming highly qualified professionals through the use of
professional simulationin terms of the training context; was investigated and analyzed their significance in
the educational process and formulated recommendations for developers and users of professional
simulation

Discussion.The results of theoretical and practical studies successfully implemented in the
organization of educational process in teaching pedagogy and psychological sciences and foreign
language students in higher education.

Keywords: contextual learning, professional simulation, kvazioprofessional activity, professional
simulation structure.

© Bacunvesa O.M., Hikonvcoka H.B., 2017


mailto:nina777-07@mail.ru
mailto:erikson.08@mail.ru
mailto:erikson.08@mail.ru
mailto:nina777-07@mail.ru

32

Bunyck 3. 2017 Issue 3. 2017
ISSN 2521-6449

Anomauis

Bemyn. Ha cyuacnomy emani po3sumky oceimubo2o npocmopy 6 Ykpaini eunukia 2ocmpa
HeoOXionicme opicHmayii 3Micmy i MexHoN02ill HABYAHH HA PO3GUMOK THOUGIOYATLHOCMT MATIOYMHbLO20
cneyianicma, SIKi Makcumanoho 6yau 6 cnpsamosani na npoghecitine 800CKOHANeHHs Ni0 yYac ¢axoeol
niozomoexu. Cymmesuti nomenyian y ybOMy acnekmi marome inmepaxmueni mexuonoeii naguanus. Cepeo
MAKUX MexHoN02il uilbHe Micye NoCioaromv i2pogi MexHONO2l Ha AKUX 1 aKyeHmo8aHo Hauie
00Ci0HCEHH.

Memoou. B npoyeci Oocniddcenns — 3aCmMOCOBYBATUCAMEMOOU:. — AHANI3,  3ICMAGIEHHS,
V3a2aN1bHeHHs, CNOCIMEPEdICEHHs Ma IH..

Pesynomamu. B cmammi poszensidacmvcsi  npobiema  (QopMy6anHs BUCOKOKBANIDIKOBAHUX
cneyianicmié 3a OONOMO2010 GUKOPUCMAHHA OLNOGUX [20p 3 MOUKU 30pY KOHMEKCMHO20 HABYAHHA,
00Ci0NHCEHO MA NPOAHANIZ06AHO IX 3HAYEHHS 8 OCEIMHLOMY Npoyeci ma chopmyIbO8aHi PeKoMeHOayil
OJ1A PO3POOHUKIE MA KOPUCIYBAUi6 OiNoBUX ieop.

Ilepcnekmueu. HaseOeni pesynomamu meopemuyHux ma RPAKMUYHUX OOCHIOANCEHb YCHIUHO
BNPOBAOIICYIOMbCA  NPU  Op2aHizayii  HABYANLHO2O npoyecy 6 Npoyeci  BUKIAOAHHANE0A202iKo-
NCUXONOTYHUX OUCYUNTIH MA THO3EMHOT MOBU CIYOEHMAaM Y GUUJOMY HABYATLHOMY 3AKIAOI.

Kniouogi cnosa: konmexcmue naguannus, 0inoea zpa, keazionpogeciiina oisnvbricms, cmpyKmypa
0inogoi epu.

Annomauus

Bemyn. Ha cospemennom smane passumusi 06paszosamensnoco npocmpaucmed 8 Ykpaune
BO3HUKIIA OCMPAsi HEOOXOOUMOCMb OPUCHMAYUU COOEPICAHUSL U MEXHONOUL 00VYeHUs HA pazeumue
UHOUBUOYATLHOCIU  OYOYWe20 CReyuanucmda, Komopvle MAKCUMAnbHO Obliu Obl HANpagnensl Ha
npogeccuonaibHoe co8epuencmeosanue 60 8peMs npogheccuonanvholi noocomosku. Cywecmeenmwiil
NOMeHYuan 8 SMoM acnekme UMelom uHmepaKxmusHvie mexuoaoauu ooyuenus. Cpeou maxkux mexHoi02ull
2NABHOE MECMO 3AHUMAION USPOBble MEXHON0SUU HA KOMOPLIX U AKYEHMUPOBAHO HALEe UCCTe008AHUe.

Memoobl. B npoyecce uccnedo8anus NPUMEHANUCL MemOObl: AHAAU3, CONOCMABIEHUe,
0006wenue, HabriooeHue u op.

Pesynomameui. B cmamve paccmampusaemcs npobnema @opmuposanus
BbICOKOKBATUDUYUPOBAHHBIX CREYUATUCTIO8 NOCPEOCMEOM UCHONb3068AHUS OeN08bIX USD C MOYKU 3DEHUs
KOHMEKCMHO20 00YYeHUsl, UCCIe008aHbl U NPOAHANUSUPOBAHDL UX 3HAYEHUEe 8 00PA306aMENIbHOM Npoyecce
u chopmynuposansl pexomenoayuu 0nis pazpadbomyuKos u noab30eamenceti 0ei08bix up.

Ilepcnekmuegui. [Ipusedennvie pe3yibmamol MeOPemuteckux U NPAKMUHeCcKUX Ucciedo8aHull
YCHewHo 6HeOpAIOMCs Npu opeanusayuu y4ebHoz2o npoyecca 6 npoyecce NpenoOdeaHus neoazouxo-
NCUXONO2UYECKUX OUCYUNTUH U UHOCIPAHHO0 A3LIKA CHYOEHMAM 8 8biCULeM YUeDHOM 3a6e0eHU.

Knrouesvie cnosa: kxommexcmuoe obOyuenue, 0enoas uepa, Kea3UONPOpeccuoHanbHas
OdeAamenbHoCmb, CIMPYKIMYypa 010801 uzpbl.

Introduction. In modern ukrainian society the education system developes in the
context of market reforms.The education sphere is becoming increasingly important area of the
economy, that produces the most significant human benefit - human capital.In this area, as in
any other, using certain technologies, some of them have theancient history, and some appeared
quite recently.

In the current dynamic market environment professionals must possess special
knowledge and skills, that can not be formed wusing only traditional methods of
teaching. Therefore in recent years the Ministry of Education and Science of Ukraine directs
state universities to comprehensive intensification and improvement of the educational process
quality through extensive use of professional simulation, discussions, professional situations
simulation and other active learning methods

Analysis of recent research and publications. In the scientific literature with
psychology and pedagogy problem of educational games has got wide coverage.

The theoretical basis and practical use of game method were outlined in these writings
V. Khristenko, L. Belchykov, V. Burkov, Yu. Heronimus, V. Efimov, V. Komarov, V. Platov,
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and others .

The professional simulationmeaning in summary form was recorded in psychological
dictionary, such as « professional simulation- a play form of objective and social content of
professional activity, relationships characteristic modeling forthis practice type» [1].

The professional simulationis «finding method of new ways to perform certain activities,
and effective training methods, because removes the contradiction between abstract academic
subject and the real nature of the professional activity” [2].

In scientific studies [3; 11; 12] it is said, that the participance in professional
simulationsallows students to gain experience toward future careers and professional
development, of necessary skills, forming self-confidence, professional identity formation - that
is the professional simulation educational.

Purpose. This article is devoted to the theoretical analysis of using the professional
simulationmethod in universities training, determination of their importance for the basic
knowledge formation and development and skills from different disciplines, creating
recommendations to developers and users of professional simulationin high schools.

Methodology. To reach the purpose there were used the set of interrelated research
methods: analysis, comparison, composing and synthesis of scientific literature, observation.

Results. In the professional simulation participants’training happens in the process of
general operations, where everyone decides its own separate task in accordance with its role and
function.

Professional simulation—is not just joint training, this training of general operation,
knowledgeand cooperation skills[4].

The origins of the professional simulationas scientists call as magic rites of ancient man,
and hunting ritual dances, that depicted hunting process before its begining - the function of
these events was not only magical, but also educational.

The immediate prototype of professional simulationis a military game (preparation
Kosack troop, «amusement regiment», kings)[5].In the former Soviet Union the first
professional simulationwas designed and carried out in the 30's of last century [6; 7; 9, P.65-
66].In pedagogic science the problem of professional simulationbegan actively develop in the
60's of the 20th century.

Today, professional simulationsare used for educational training institutions at teaching
conferences and in the classroom as in higher and in secondary specialized educational
institutions, technical and humanities direction [5; 8; 10].

Theattemptsdistribution ofprofessional simulationusage has its positive and negative
sides.The positive side confirms the possibilities of professional simulations as a tool of identity
formation specialist and enhance the learning process.The negative -is associated with not
enough deep understanding of the professional simulationessence.Therefore, and in domestic
and in foreign scientific literature there is no common concept of the professional
simulation(different idea of its meaning, structure, teaching tools).This leads to some
difficulties in using it.

In our opinion, the most objective role ofprofessional simulationin the educational
process is considered from the contextual learning standpoint[3], professionalsimulation—is a
reproduction form of subject content and social future of professionalactivity, modeling such
relations’systems, that are characteristic of this activity as a wholeln the professional simulation
students perform kvazio professional activity, which coordinates the training and professional
elements.Knowledge and skills which are used by students not abstract, but in the profession
context .

At the same time students along with professional knowledge acquire special
competence - special interaction skills and people management, collegiality, the ability to
manage and submit.
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Thus, the professional simulationbrings personal qualities, accelerates the socialization
process,in its process assimilateprofessional standards and social actions.

And at that, each participant is in the active position, interacts with partners, balancing
the interests of partners and through this interaction knows himself.

Based on the analysis of the scientific literature [3, 4] can be formulated psychological
and pedagogical principles of professional simulation:

- The imitative modeling situationprinciple: a) imitative model of production; b)
professional activitygame model;

- The problematic content principle of the game - a game subject material islaid
inlearning problems, that are arranged in the tasks’form that may contain a particular type of
conflict, the solution involves finding the way out of the problem situation;

- The role interaction principle in general operations - are the imitativebasis of
production functions ofprofessionals through their interaction role, providing communication to
subject-in  subjectsrelations, which  developing mental processes inherent in
professionals’thinking;

- The dialogue communication principle and partners’interaction in the game — the
thoughtssystem of each partner contributes their mutual movement to the problem common
solution;

- The principle of dual-progressgame training activity - the possibility of individual
internal emancipation, the creativity manifestation— «serious» activity,is aimed at training and
development of the specialist, is implemented the «non-serious» game form.

These interdependent principles constitute the certain concept, and they should be guided
both at the design stage and at the stage of the professional simulations, failure or insufficient
processing of at least one of them will affect the result.

In the professional simulationsare their advantages and disadvantages and the specific
conditions of use. The professional simulation as a form of contextual learning must be chosen
to solve such pedagogical problems:

- Formation of students' holistic view of professional activity and its dynamics;

- The acquirementof problem-professional and social experience, making individual and
collective decisions;

- The theoretical and practical thinking development in the professional sphere;

- The cognitive motivation formation, providing conditions of professional appearance
motivation.

Thus, not any content of professional activities is suitable for gaming simulation, but
only one, that contains the problematic, and can not be learned individually. The game object,
like the ball,must play with the «players”.The optimum number of professional simulation
participants is no more than 30 people.Professional simulationcan be lead to the statement of
lectures to determine gaps in knowledge or after lectures to consolidate and update knowledge
in practice.Also, you can organize all of the educational process on the basis of continuous
business game.

The professional simulation conceptual understanding (as a form of semantic-contextual
learning) has led to block diagram of professional simulation (Figure 1).

The imitative model reflects the selectivefragment of reality and sets the objective
context of specialists’ professional activity in the classroom process.

The game model is a way of describing members workwith imitative model that defines
the social context of professional specialists activity.

The game aims- one of the complex structural components. Theeducational goals are set
(goals of training and education, teaching and educational) and games (game motivation,
corresponding emotional background) - perform a secondary role, the role of achieving
educational goals.
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Figure 1. Block diagram of professional simulation forA. O. Verbutskyi

The game object- the subject of game players’ action. It sets based on expert models, and
there is a list of processes and phenomena,which imitatein professional simulation and require
the professional and competent action.

The game scenario- a verbal description or graphic form of subject matter, that is
expressed in the character and players’ actions sequence, teacher or leader. In scenarios are
reflected the problematic principles, dual-progress, general activities.

Graphic role model of participants’ interaction reflects the game quantitative
composition, their job functions, between group and intra-group relations,their interactions
structure at every stage of the game, and also gives an idea of the possible spatial arrangement
of the participants.

The roles’complex and players functionsshould adequately reflect the “official picture’
of the professional activity fragment, which is modeled in the game.

The game rules - gameparticipantsnormal behavior, the main task is to displayreal and
game (equivalent) plan of the professional activity, its objective and social context.

An example of the gamebasic rules can serve such list:

- Strict adherence to speeches and discussions regulations;

- The reportersuse of different media, the usageofthelatest active forms presentation;

- The speakers are questioned in such way, to cause the debate.

The evaluation system performs the monitoring function and self-evaluation, foresees
content mark, provides competitive nature, can assess the activity and participants’personal
qualities in the game, and the gaming groups success works. We construct as system of
players’self-evaluation, and then - the teacher- guidingevaluations.

The game methodological supportprovides for the following materials: prospect and
game options, set real and game documentation.Detailing methodological guidelines depends
on the complexity of the imitation object, contingent and other factors.

Professional simulation technical support- limits the computers use in the gameplay. In
scenarios should be clear instructionshow to use computers and TMT.Technical means are
selected depending on the game purpose and content and perform only the functions, which are
essential dispense or performed manually worse and slower.

So, summarizing the abovementioned, we believe, that developers and users of
professional simulationin high school should adhere to the following guidelines:

1. Professional simulationshould be used only there,where it is supposed to get a
holistic experience for future professional activities

2. While game development must take into account its impact on different educational
work types with students, and other teachers reaction.

3. Preparing for the professional simulationshould begin with the analysis of
productionalspecific situations in the roles’ playing process,of students’ cultural debate
previous formation.
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4. To professional simulationwould not turn into a game of chance, it must be
requiredstructural componentscoordination.

5. The game must be based on the principles of self-regulation. The teacher is an active
participant in the game at all stages, which requires high preparatory work, theoretical and
practical skills of designing

6. Students’daily work in the professional simulationprocess must obey to the
manufacturing process logic, that is simulated, but not the traditional behaviorpales in the
classroom.

7. In high school the most affordable compact professional simulation,are designed
around four hours practical training, the time should be chosenby focusing on the
students’emotional charge.
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