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CHucoOK BUKOPHCTAHUX JIKepeJ
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B cmamve noxazanvlr nymu pazeumus npoeKmuou 0essmenbHoCmu OOUKOIbHUKO8 U YHEHUKO8 MAAOUWUX KIACCO8 C
HOMOWbI0 CPEOCmE UHDOPMAYUOHHO-KOMMYHUKAYUOHHBIX TEXHON02UT - cOyuanvbhblx cemetl (6 wacmnocmu, Pinterest),
UHMEPAKMUBHBIX NO3HABAMENbHBIX NPe3eHMayull, Myabmumeoutinelx cmamei. Ipusedenvt npumepul ucnonvsosanusi UKT
0N BHEOpeHUsl PA3IUYHLIX  Y4eOHbIX npoekmos. (O60CHO8aHA NPOEKMHAS  OesIMeNbHOCMb  KAK — KOJIEKINUGHAS.
0esamenbHOCMb, 20€ Pe3Vabmam Kajicoo2o CmaHo8Umcs 4acmoio obwezo pesyrvmama. Oxapaxmepuszosan cems Pinterest
KaK 803MOJICHOCTb NPEeOOCMAsIeHUsi UHPOpMayuu 8 OOCIMYRHOM 8ude, YOOOHOCb ee CUCEMAmU3Upo8amys, NOHUMAMb
M00SAM U3 PA3HLIX CMPAH, NO3HABAMENbHble Npe3eHmayuy KAk UHmepakmuseHvle Oudakmuyeckue nocoous u
MynbmumMeOutiHble pa3eusaroujue uzpol.

Knrwoueevle cnosa: unmepaxmuHas NPOEKMHAS — 0eAMeNIbHOCb,  UHEDOPMAYUOHHO-KOMMYHUKAYUOHHbLE
MeXHOI02UU, NPOEKMHAs OesmMeNbHOCMb, NO3HABATNENbHbIE.

The article describes the development of the project activities of pre-schoolers and primary school students by
means of information and communication technologies, mainly social networks (in particular, Pinterest), interactive
informative presentations, multimedia articles. Examples of the use of ICT for implementation of various educational
projects have been suggested. Design activity as a collective activity, where each result becomes part of the overall result
has been grounded. Network of Pinterest has been characterized as an opportunity to provide information in accessible
form convenient to systematize it, to understand people from different countries; educational presentations as interactive
teaching aids and multimedia educational games.
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ROLE-PLAY GAME AS A MODELING AND SIMULATION OF
PROFESSIONAL ACTIVITIES OF TRAINING FUTURE SPECIALIST

The article deals with theoretical aspects of the role-play game as a means of simulation and modeling of future
specialist professional activities.Role-play game as a kind of interactive technologies, realizing the subject - subject
approach in the educational process. The general scientific and special methods of knowledge have been applied:
theoretical synthesis method enabled to specify the conceptual apparatus, sequence of the role-play game stages has been
defined by means of abstract logical method. The article is aimed to determine the characteristics of the role-play game as
means of professional simulation and modeling of future professionals. Role-play game has been determined as a kind of
interactive technologies realizing the subject - subjective approach to the educational process of higher education. It has
been proved that the place and role of role-play game in the teaching process depends on several factors: the target set;
peculiarity of game action; material and technical support; capabilities and abilities of the students, their interest in
games and creative activities. The application of active learning methods and techniques that can constitute technological
and methodological core of role-play game has been analyzed. It has been substantiated that the simulation and modeling
of professional situations in the course of role-play game in high school makes it possible to provide a positive atmosphere
in the student team to achieve common professional goals; awareness of the individual values collectively made
inferences; free expression of opinion. It is proposed to step into high school use gaming debatable character that
promotes the development of critical thinking skills to formulate, define, validate and implement analysis discussed
thoughts and ideas, the formation of research skills, improving organizational skills, the formation of reflective listening
skills and an adequate interpretation of the information obtained.

Key words: role-play game, simulation, modeling, methods of teaching, high school, vocational training.

The modern world is characterized by increased  professional training of future specialists we need to use
competition, which leads to the changing requirements in  active teaching methods that promote effective
the training of higher education graduates. Specific  development of students' abilities and the formation of life
features of readiness of future professionals is an ability to  skills, systematic thinking, ability to adapt in rapidly
be creative to professional activity, to change the profile of ~ changing modern society. In the past decades business
the work or complete the training in accordance with  game quite widely penetrated in production, social
changes in the sphere of labour and employment. In the  activities, economy, control theory and education. This is
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confirmed by scientific research and publications, among
which are works by Y. Arutyunov [1], M. Birshtein [2],
N. Volkova [3], M. Vorovka [4], T. Hlebnikova [15] and
others.

It is necessary to mention the developments related
to the use of methods of teaching the game in higher
education. For example, the works of A.Verbitsky propose
the scheme how to use business games and their place in
the system of higher education. Basing his research
position on the study of role-play game from the standpoint
of the concept of sign and contextual learning A. Verbitsky
saw its point in a form of reconstruction of the subject and
the social content of professional activity, system modeling
relationships specific to a certain type of work [3, p . 129].
A. Verbitsky scientific position on the definition of the
essence of role-play game is also shared by renowned
psychologists A. Petrovsky and N. Yaroshevsky.
According to the views of these authors, role-play game is
a form of reconstruction of the subject and social content
of professional activity, modeling of systems of relations
that are typical for this type of practice [10]. A. Polton and
L. Pirozhenko note that the role-play game is the active
form of playback of a particular professional situation in a
standardized manner and search of optimal solutions to a
given situation [11]. According To V. Rozin, in the process
of the business game at the professional level there is the
dialogue, the clash of different opinions and positions,
mutual criticism of hypotheses and proposals, their
justification and strengthening that promotes the
acquisition of new knowledge, ideas, experience of the
solution of pedagogical tasks and psycho-pedagogical
situations. This games help to solve scientific problems,
develop programs of research, exchange professional
experience. The practice of conducting business games
shows that they give particularly interesting results when
applied to the study of complex systems, as well as
situations of conflict, alternative solutions and innovations
[12, p. 66-74]. However, the gaming activity, as noted by
S. Goncharenko, it is a kind of human activity, in which
there is mastery of public functions, relations [6, p. 217],
where the required elements are educational, creative and
pedagogical components. Thus, we can say that role-play
game do not only simulate professional activities, but also
form personality in the preparation of future specialist.

However, it should be stated that there is need for
further study of the problems associated with the extensive
use of role-play game in modern conditions of
modernization of training of future specialists in higher
education.

The purpose of the article is to determine the
features of the role-play game as a way of designing and
modeling of professional activity in the training of future
professionals.

The new stage of preparation of future specialists
associated with the rapid development of high school, and
the intensification of differentiation of the educational
process, the emergence of different educational systems,
requires, on the one hand, the use of such teachng methods
in higher education, which would intensify and hasten the
process of preparing the student for the content and the
nature of his profession, and on the other hand - the need
for a phased science-based organization of the educational
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process at the institution of higher education. Educational
role-play game in the training system in higher education -
is an activity in the design and modeling of training and
learning activities and their subsystems and game
modeling future professional activity of graduates in these
systems.

The design and modeling of professional activity in
the process of a business game in the system of training of
future specialists has two forms: simulation and gaming.
Simulation design and modeling of the organization of
educational-cognitive activity of students is a process of
designing a model of real system of organization of this
activity with regard to the formulation and solution of
professional problems by simulating the specific
professional activity with a clear system of knowledge,
abilities, skills, traits of the creative personality of the
student, which must be provided by high school. Game
design and simulation of organization of educational-
cognitive activity of students is a process of making and
implementing roles, adequate professional activity in
simulated situations and presentation of interpersonal
relationships according to the stated objective.

Note that learning through games is the most
successful and promising innovative educational
technology. In the process of educational game we develop
purposefulness, activity, dynamism and productivity of
thinking, strength and speed of memory, commitment to
excellence and belief in ourselves. From the didactic point
of view, learning through game is perspective because it
doesn't oppose to modern pedagogical theories and can
become a form of integrated learning.

Analysis of studies conducted in recent years in the
development of educational business games[5; 7; 9; 14;
15], advanced pedagogical experience in the country and
abroad, as well as their own practice of creation of
educational business games based on the above definitions,
allowed to identify the main structural elements of the
educational role-play games. The structure of the
simulation model is a model of organization of
educational-cognitive students' work, based on the model
of educational-cognitive activity.

The principle of simulation is laid in the
management structure of a business game, involves the
construction of learning models, representing in simplified
form the selected object reality. The choice of this object to
educational business games must be due to the overall
objectives of the training of students in high school.
Description of the object of imitation suggests a certain
didactic processing, the selection of the content
information that must be assimilated by students.

Simulation games involving mostly play situations,
are held for the purpose of finding ways to improve the
quality of work in the future; role-playing game based on
conditional roles for participants, are dynamic in
collectively-personal relationships, teach to work in
groups, form the ability to analyze professional activity, to
identify typical professional tasks and develop training and
production tasks on their basis.

In the structure of educational role-play games there
are following components: purpose; actors; the nature of
the situation that is being modeled (planing, reception,
holding meetings, conferences, seminasr, sittings, etc); the
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nature of the gameplay (how the game is played:
identification of steps, their sequence, the definition of
actors and their functions, the nature of assessment
results); providing instruction to all participants of the
game; the game materials, literature, descriptions; defining
the rules of the game; determination of time for the
preparation and conduct of the game [7].

The purpose, role and activities in the educational
process of the business game are determined by
educational, social and professional tasks. The structure of
the training sessions, which involves business game, could
be: teacher instructing (purpose, content, final result,
instructions for carrying out the formation of game teams
and roles); study of participants the game
documentation, defining its content and course (the
scenario, the game rules, didactic material); the actual
game (the study of the situation, discussion and decision
making, achieving goals); public "protection" of the
proposed solutions; determining the winners of the game;
summary and analysis of the game by the teacher (analysis
and evaluation of the achieved results, the analysis of
action and activity, the mistakes made during the game,
their causes and grading).

Determination of the place and role of the role-play
game in the educational process of high school depends on
several factors: the target setting (cognitive summarizing
and controling); the specifics of the game action
(theatrical, imitation, competition, etc.); from logistics
(educational facilities, information and communication
provision, videos, musical arrangement); capabilities and
abilities of the students, their interest in the game and
creative activity.

The choice of a role-play game is determined
primarily as leading by the functions that the teacher
identifies: forming a holistic view of future specialists
about the features of professional activity and its dynamics
to gain experience of decision making, the development of
theoretical and practical creative thinking, building
professional and positive motivation.

G. Selevko highlights various modifications of role-
play games: simulation games (the operation of any
activity and any organization are simulated in the
classroom; scenario simulation games, in addition to the
plot events, discusses the structure and purpose of the
simulated objects and processes); operational games help
to find out the performance of specific operations, actions);
roles (practicing tactics, actions, functions and duties of
any person; " role-play theatre" (the playing out of some
situations and human behaviour in a role-play setting, close
to real); psychodrama and sociogram (socio-psychological
" role-play theatre", which is fulfilled by the ability to feel
the situation, assess the psychological state of another
person) [13].

However, it should be noted that in pure form, these
games are not used, each specific role-play game is the
combination of these aspects, or in accordance with the
defined goals of the game, the emphasis may be on any
one.

Analysis of scientific literature allows us to
determine the requirements for the formulation of the rules
of the game: a clear statement of the conditions relating to
certain aspects of the game (the game technology, game
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rules of procedure, game procedures, the roles and
functions of teachers who lead the game, the estimation
system and methods of interaction between players, the
possibility of introducing unexpected situations); the
optimal number of basic rules (5-10), otherwise the game
is reduced to the memorization of rules and does not fulfill
its purpose; the nature of the rules must ensure the
playback and gaming contexts ; the rules must be closely
linked to other structural elements of the game, and
especially with the system of assessment and instruction to
students.

In methodological and technical support of role-
play games include: project development of business
games; scenario development; methodological
recommendations on the organization and conduct of the
game; collection of various blank form documentation; list
of technical equipment for role-play games; information
support.

The process of designing a business game (by
G. Selevko) includes 4 stages: the first stage: defining the
purpose of the game, which is formulated based on the
objectives of learning, content of the studied theoretical
problems and the abilities that must be formed among the
participants in the learning process; the second stage:
definition of the content according to which the process of
designing a business game chooses situations with the
most typical activity structure for the future specialist that
provides professional context of the game; the third stage:
development of the game context, which is specific and
mandatory component in the design of business games and
which is provided by the introduction of new rules, the
game rights and duties of players and referees, the
introduction of the characters, the performance of dual
roles, the introduction of opposite interests, roles,
designing behavioral contradictions, the development of a
system of penalties, rewards, bonuses; a visual
representation of the results; the fourth stage: preparation
of the structural-functional programs, business games,
defining goals and objectives, a description of the game
situation, its organizational structure and sequence, the list
of participants in the game, their functions, the incentive
system.

The method of implementation of the business
game includes several successive steps:

1. Preparation is carried out through preparation of
participants in the game on the topic including lecture
material, independent work over the recommended
literature followed by self-monitoring and self-evaluation
by the teacher-developed list of questions and answers.

2. Organizational is based on theme and objective of
the game, the formation of small groups (4-5 people), the
creation of arbitration (4-5 pers.), informing participants
about the conditions of educational business games,
submitting the appropriate documentation. Actualization of
knowledge completes this stage: each mini-group answers
the questions asked, the representatives of the other mini-
groups complement.

3.Primary - includes independent work groups, study
the situation, instructions, roles, collecting additional
information, filling in the summary tables, evaluation of
written responses.

4. The game in which mini - groups prepare the task.
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After answering other mini-groups supplement, clarify, or
contradict ~ their  actions;  arbitrators introduce
improvisation, which should be solved in short time. The
arbitrator fixes all performances, additions, and evaluates
them.

5. Analysis of the decisions and conclusions. The
arbitrators analyze the process of the game, behaviour and
activity of students, draw attention to errors and non-
standard solutions, summ up the competition [14].

G. Selevko identifies a number of active methods
and ways of learning, which can be of technological and
methodological core of business games. These include:

1. The analysis of specific situations (case study) -
one of the most effective methods of active cognitive
activity, can be represented in the following types of

learning situations: situation-problem; situation
assessment; illustrate the situation; the situation of
exercises.

2. Simulation exercises form active method, which
feature is the presence of pre-known better (optimal)
solution for teacher. Simulation games are played legal,
socio-psychological, pedagogical mechanisms, the
principles that determine human behaviour and interaction
in a particular simulation situation.

3. Role-playing is game method of active learning,
characterized by the following main characteristics: the
presence of tasks, problems and the distribution of roles
between the participants; interaction is done through
discussion; the introduction of a teacher correcting
conditions; discussion and evaluation of the results and
conclusions. The method of role playing is effective in
dealing with certain management decisions.

4. Game designing is a dynamic method, which is
characterized by the following distinctive features: the
presence of research or methodological problems,
challenges; division of participants into small groups and
development of options for solving this problem (task);
projective-constructive development of possible solutions
is reflected in the form of written work, layout, models,
etc.; public defense of the project.

5. Discussion is the process of dialogical
communication between participants, which is formed
around the experience of joint participation in the
discussion and solution of theoretical and practical
problems. Obijectives of discussions may be different:
teaching, training, diagnostics, stimulation of creativity,
etc.

Properly organized discussion passes through three
stages of development:

1. Stage of orientation: participants adapt to the
problem and to each other, at this time a certain setting to
solve the problem is produced. Thus before the event has
the following objectives: to formulate the problem and the
purpose of the discussion, hold acquaintance of
participants to create the necessary motivation, explain the
problem and show its importance and bring in unresolved
and controversial issues, define the expected results; set a

time limit, debate time limits on statements to formulate
the rules of the debate.

2. Stage of the evaluation involves a situation of
opposition, confrontation and even conflict of ideas. At
this stage the teacher has the following objectives: to
organize an exchange of views; to gather maximum ideas,
plans, proposals, maintain a high level of activity of all
participants, to prevent excessive activity of some at the
expense of others, promptly analyze statements, ideas and
thoughts. This analysis represents a summary or
conclusions, which are given at time intervals of 10-15
minutes. The conclusions may be given by participants.

3. Consolidation stage includes developing a
common or compromise  solutions, conclusions,
recommendations. The teacher's task are: to analyse and
evaluate the conducted discussion to sum up the results and
announce the results. To match the initial objectives and
outcomes, identify positive and negative, to help
participants to agree to accept a group decision, together
with the participants, providing the advantages of each
position; in his concluding remarks to bring the group to a
common constructive conclusions, which have cognitive
and practical value; to achieve a sense of satisfaction from
participating in the discussion.

In our opinion, it is reasonable in the modern
pedagogical conditions in high school to enhance the use
of discussion business games: debates, disputs,
discussions. Such educational business games will
contribute to the development of critical thinking,
development of skills to formulate, determine, justify and
analyze the discussed thoughts and ideas, the formation of
research skills; the improvement of organizational skills,
the skills of reflective listening and appropriate
interpretation of the information received.

Conclusions. Global-scale innovation processes in
higher education system, shifting demand from traditional
passive accumulation of knowledge motivated to teach
students the methods of obtaining scientific information
and skills to apply their knowledge in professional activity.
Design and simulation of professional situations in the
process of role-play games in higher education allows us to
provide a positive atmosphere in the student team to
achieve common professional goals; creating awareness of
personality values collectively made inferences and free
expression of opinions; creating approximate models of
professional relationships, engaging students in these
relations through specific content, which is realized in the
performance of specific roles. Replacing real professional
relations model allows: to acquaint the students with
almost any type of professional activity, make decisions,
make changes, review and evaluate quite a lot of possible
alternatives of decisions of non-standard situations.

Prospects for further research can be theoretical and
practical aspects of the introduction of innovative teaching
methods in the professional training of specialists in
modernization of the high school.
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B cmammi posenaoaiomvcs meopemuuni achekmu Oi1080i 2pu AK CHOCOOY NPOEKMYSAHHA Md MOOEeNI08aANHS
npogecitinoi distbHocmi Maubymubo2o gaxieys. Y npoyeci niocomosku 00CHiONCEeHHsL 3aCMOCOBAHO 3A2AIbHOHAYKOBL Ma
cneyianbhi Memoou NisHAHHA: Memo0 MeopemuuHo20 y3aeanbHeHHs 048 MOHCIUSICTNG YIMOYHUMU NOHAMINHUL anapam, 3a
00noM0o2010  AbCMPAKMHO-I02IMHO20 MemOoOy GU3HAYEHO NOCAI008HICMb emanié 0in06ol epu. Memoio cmammi ¢
susHauenns ocobaugocmell  Oin06oI epu AK CNOCOOY NPOEKMYSAHHA Ma MOOemo8anus npogeciiinoi  OianbHoCmi
manbymuix  Qaxisyis. Cxapakmepuzo8aro 0in08y 2py AK U0 IHMEPAKMUBHUX MEXHOLO02I, Wo peanizyioms cyb’ekm -
cy0’ekmuull nioxio y HABYANLHO-BUXOBHOMY Npoyeci GUWOI WIKOAU. Ycucmemamu3o8aHo meopemuyti nioxoou 0o
cmpykmypu ma mooenel 0i10goi epu. 00 po3yMiHHs OII060T 2pu K IHMeSpamueHo20 Memooy HAGUAHH V UL WKOJIL.
Obepynmosano, wjo micye i poib OLI0BOI epu 8 HABUAILHOMY NPOYECE 3ANeAHCUMB 8I0 PAOY YUHHUKIB: YINbOBOI YCMAHOBKU,
cneyudbiku i2posux Oiil, MamepianbHO-MEXHIYHO20 3a0e3nederts, ModCaugocmell I 30i0HOCmell camux cmyoeHmis, ix
inmepecy 00 epu i meopuoi akmusnocmi. I[Ipoananizoeano 3acmocy8anus AKMUGHUX Memooie i cnocodis HABYaAHHS, AKI
MOJICYmMb CIMAHOBUMU MEXHOA02IYHe ma Memoouune sA0po Oinosux izop.  ObecpyHmMo6ano, wo NpOEeKmy6anHs ma
MOOENO8an s NPOeciiinux cumyayii y npoyeci 0L108uUx i2op y Uil KO 0a€ MONCAUBICMb 3a0e3NneueHHs. NO3UMUGHOT
ammocghepu 8 cmyoeHmcbKOMY KOJAEKMUSi 015l OOCAZHEHHA CRINbHUX Npo@ecilinux yineil; yceioOMaeHHs 0coOUCmicmio
YiHHOCMI KOJIEKMUBHO 3DOONEHUX YMOGUGOOIE; GLIbHO20 GUCIO06NEHHS OYMKU. 3anponoHO6AHO aKMUGI3yeamu y Guuyil
WKOJI 3ACMOCY8aHHA Oil0OGUX [20p OUCKYCUBHO20 XAPAKMeEPY, WO CHRPUAMUME PO3GUMKY KPUMUUYHO20 MUCIEHHS, BMiHb
dopmyniosamu, gusHauamu, ob6epyHmosygamu ma 30ilUCHI0O8AMU AHANI3 002080PIOBAHUX OYMOK ma ioetl, (popmysanHO
00CTIOHUYLKUX HABUYOK, YOOCKOHANEHHIO OP2AHIZAYIIHUX HABUYOK, (POPMYBAHHIO HABUYOK DeNeKCUBHO20 CYXAHHA ma
aoexsamuoi inmepnpemayii ompumaroi ingpopmayii.

Kniwouoei cnoea: oinosa cpa, npoexmysanHs, MOOENIO8ANHA, MemoOU HAGUAMHA, GUWA WIKOAA, Hnpogeciiina
niozomoska.

B cmamve paccmampusaiomess meopemuueckue acnekmol 0€l080U USpbl KAK NPOEKMUPOBAHUE U MOOETUPOBAHUE
npogheccuonanvou OesmenvHocmu 0Oyoyweeo cneyuanucma. OnpedeneHo 0en08yi0 uepy Kax 6ud UHMepaKmueHuIX
TNEXHON02UL, Peanusyroumux cyovekm - cyovbeKmHulil N00X00 8 yuebHO-8ochumamenbHom npoyecce. B cmamve 06061envl
meopemuueckue noOXo0bl K CHMpPYKmype u mooensim 0en08ou uepvl. Cucmemamuzuposansvl no0xXo0vl K HOHUMAHUIO
0en1080U uzpvl KaK UHMezpamueHo2o Memooa o0OyueHus 6 @vicuiell wikoie. B npoyecce noozomosxu ucciredo8anus
npUMeHeHbl 00ueHayUHble U CNeyualbHble Memoobl RO3Hanus. Memoo meopemuuecko2o 0600wenus 0al 603MOANCHOCD
VMOUHUMb ROHAMUUHBLIL ANNAPAM, ¢ NOMOUWbIO AOCMPAKMHO-I02UYECK020 Memodd OnpedeieHd Nocied08amebHOCb
amanog Oenosoll becedvl. Llenvro cmamvu s6HsIEMC  ONpedeieHue 0COOeHHOCMU 0el080ll uspbl KAk cnocoba
NPOEKMUPOBAHUSL U MOOETUPOBAHUST NPOPecCUOHATbHOU OesimenvHocmu 0yoywux cneyuanucmos. O60CHO8AHO, YmMo
MeCmo u polb 0el080U Uspbl 8 yueOHOM npoyecce 3a6uUcum om psoa akmopos: Yeieeol YCmano8Ku, om cneyuduru
UPOBbIX Oelicmeuil;, Om MAMEPUATbHO-MEXHUUECK020 00eCneyenus, Om BO3MOJICHOCMEN U CNOCOGHOCMel camux
CcmyO0enmos, om ux uHmepeca K uzpe u meopueckou akmueHocmu. I[poananuzuposano npumeHenue akmusHblx Memooog u
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cnocobos o0byYeHus, KOmopvle MO2ym NpeoCcmasisams MeXHOI0cUYeckoe U memooureckoe s0po Oel0BblX Uep.
060cH06aHO, YUMO RPOESKMUPOSAHUE U MOOETUPOBAHUE NPOPECCUOHANBHBIX CUMYAYUL 8 NPOYECcce Oel0bIX UsP 6 Gblculel
wiKone 0aenm 603MOJNCHOCHb 0DeCneyeHUs NO3UMUGHOU AMMOCpepbl 8 CMYOeHUeCKOM KOIEKMuse Oasi OOCHUIICEHUS.
00WUx NPoheccuoHanbblX yenell;, OCOHAHUE JUYHOCHbIO YEHHOCMU KOMLEKMUBHO COCNAHHbIX YMO3AKIOYEeHUI,
800001020  sbipadicenusi muenus. Ilpednooiceno axmueusupoeamv 6 Gvicuiell WKole NpUMeHeHUue O0eNo8blX Uuep
OQUCKYCCUOHHO20 Xapakmepd, Ymo CHROCOOCMEYem pa3gumul0 KpPUMu4ecko2o MblULeHUs, YMEeHUl @GOopMyauposams,
onpedensimyv,  000CHOBbIGAMb U OCYWECBNAMb  AHAU3  00Cycoaemblx  mbiciell U uoel, Gopmuposanuio
UCCIe008AMENbCKUX — HABLIKOB,  COBEPUICHCTNBOBAHUIO — OP2AHU3AYUOHHBIX — HABLIKOS,  (QOPMUPOBAHUIO  HABLIKOG
PeDReRcuUHO20 CAyWanus u a0eK8amnol unmepnpemayu Noay4eHHoOU uHgopmayuu.

Kniwouegvle cnosa: Oenosas ucpa, npoekmupogauue, MOOeIUposamue, mMemoobl 00yYeHus, blculas WKod,
npogeccuoHanbHas n0OO20MosKa.

YJIK 373.2.013.75 bapua Xpucmuna Bacunisena,
Kanouoam neodazo2ivHux HayK, OOYyeHm,
Myxkauiscokuii 0epaicagHuil yHigepcumem

EKCMEPUMEHTYBAHHA 5K 3ACIB OPIAHI3AUII AIANBHOCTI
AOITEW Y AOWKINIbHOMY HABYAJIbHOMY 3AKINAAI

Cmammsa npuceauena poKpummio CymHOCMI eKCnepumeHmy, K 3acoby opeauizayii HayKo80-nisHASANbHOI
OLLILHOCMI MOIOOWUX OOWKINbHUKIE. Memoto iT € 00IpyHmy6eanHs OOYLIbHOCMI BUKOPUCIAHHSL 3AC00Y eKCNePUMEHITY8AHHSL
8 npoyeci nOuLykosoi OislbHOCMI MOI0OWUX OOwKiIbHUKI6. [lompeba OumuHu 8 HOBUX BDAINCEHHAX JEeJNHCUMb 8 OCHOBL
BUHUKHEHHS | PO3BUMKY HEeBUYEPNHOI OPIEHMOBHO-00CTIOHUYbKOI (NOWLYK080L) OisIbHOCI, CHPAMOBAHOI HA NI3HAHHSA
HABKOMUWHB020 CGimy. Memoouka 00cniodHcentss agmopom nposoounacs noemanuo. Ilpakmuyna 3Havywicms noaseac y
PO3pobyi cepii excnepumenmis, AKi MOXCYMb OYMU GNPOBAONCEHI Y NPAKMUKY pOOOmMU 00uKITbHO20 3aKk1ady. [loutykoso-
0oCHIOHUYbKA pOOOMA CMUMYNIOE NI3HABANLHY OifIbHICIb MOI0OUWUX OOWIKIIbHUKIB, pO368UBAE MEOpui 30IOHOCMI,
3MIYHIOE 300P08'1 HA OCHO8I NIOBUUEHHS 3A2ANbHO20 PIBHS PYX0BOI AKMUBHOCHIL.

Knrouosi cnosa: npedmemno-maHinyismuera OLUIbHICMb, OPIEHMOBHO-00CIIOHUYbKA (NOWYKO8a) OISLIbHICb,
eKCnepuMeHm, 8aeoslo2iuHa 0OIHAHICMb, MEMOOUKA, MOIOOULULL OOWKLIbHUL BIK.

Ilorpeba MUTHHM B HOBHUX BPaKEHHSX JIC)KHUTh B Basieosioriunoro BuxoBaHHs  (I'. benenpka, 3. [Tnoxii),
OCHOBI BUHUKHEHHSI 1 PO3BUTKY HEBHYEPIIHOI OPIEHTOBHO-  TpoTe  mpoOiema  30epekeHHS  aKTHBHOI  IO3MLIT
JTOCTITHUIBKOI (TTOIIyKOBOT) MisUTPHOCTI, CIIPSIMOBAHOI Ha MOJIOJIIOTO JOIIKITPHWKA B TMPOIECi BaJCONOTITHOTO
Mi3HAHHS HAaBKOJWIITHBOTO CBiTy. UMM pi3HOMAaHITHIINIE i  BHXOBAaHHS BHCBITICHA YacCTKOBO. Tak, y JOCHIIKEHHSIX
IHTCHCUBHIIIIE TONIYKOBA IisSUTBHICTh, TMM Ounbmne HoBoi  H. Jlucenko, JI. Kamy3pkoi pO3MISAHYTO BIUIHB IIHOTO
iHpopMamii  OTpUMye OWTHHA, THM IIBUAINIE 1  METOJAY Ha BAJCOJIOTIYHE BHUXOBAHHSA [ITECH, aie Mpo
MTOBHOIIIHHIIIE BOHA PO3BUBAETHCS. MOJOMIINX JOIIKIIBHUKIB 3rajaHo JHIIe MOOIKHO.

IMocranoBka mpo6Jjemu. 3rigHo 3 nisutbHiCHOIO ~ TeopeTHYHI OCHOBH €KCIICPUMEHTYBAHHS SIK METOMYy
MmapajurMo0 B OCBITi, PO3BUTOK OCOOMCTHX SIKOCTEH Ta  BHCBiTIeHI B poborax I. bemenpkoi, M. Ilox’sikosa,
NCUXIYHMX  TPOLECIB  JIOUIKUIbHUKA  BiIOYBa€TbCs  IICUXOJIOTIYHI MEPEAYMOBH EKCHEPUMEHTAIBHOI JisUIBHOCTI

napajesbHO 3 OBOJIOJIHHSM IPAaKTUYHUMU HAaBMYKaMH,  INMPOKO  MpEACTaBieHi B  mpausx b.  AHaHbeBa,
MpUHOMaMHu TIOIIYKOBOI AisTbHOCTI. TakuM 4YHHOM, B JI. Burorcekoro, M. Enpkonina, 3.Icrominoi, O. JIeoHThEBa,
OHOBJIEHOMY, pedbopmoBaHOMy qomkiapHOoMy I, JIF0OMIHCHKOI, MPOTE HEIOCTATHHO YBArM MPHUILIAETHCS
HaBYAJIILHOMY 3aKjiaji, [JUTHHA T[IOBUHHA OBOJIONITH  BHCBITJICHHIO HeJJarOTiYHUX YMOB oprasizari

3HAHHAMH Ta MOPAKTHYHAMH HaBHYKaMu. Moyoqiuii €KCIIEPUMEHTYBaHHSI MOJIOJIIIMX JOIIKIIBHHUKIB Yy MpOIec
JOIWIKUTBHUI BIK € HaWOIIbII CEHCUTHBHUM  JUIS BAJIEOJIOTTYHOIO BUXOBAHHS.

(opMyBaHHS 03HAYCHHX SKOCTEH, OCKUIBKH CaMe B IEOMY Metoro crarTi € OOIpYHTYBaHHA JOIUTHHOCTI
Bimi BiOyBa€eThCS CTaHOBJICHHS MOTHBAIIfHOI, =~ BHUKOPHUCTaHHSI 3aco0y eKCIICpAMEHTYBaHHSI B IIPOIECi
ISUTBHICHOT Ta KOTHITUBHOI Cep 0COOUCTOCTI. MIONIYKOBOI  MISUTBHOCTI MOJIOAIIMX JOWIKUTHhHUKIB. Ha

AHali3 ocTraHHiX gocaikeHb i myOuikamiii.  migcTaBi aHami3y TEOPETHMYHHMX JDKEpEd 1 NeAaroridyHoro

[Ipobrmema  BaneoONOTiYHOTO  BHUXOBaHHA  MOJIOANIMX  JIOCBiy BH3HAYWTH CydYacHI TEHJACHIII BaJCOJIOTiYHOTO
JIONIKIIbHAKIB BUCBITJICHa CYYacHUMH TIeJlaroraMu B BHUXOBAHHSI MOJIOAIINX JONIKIJIbHUKIB; BU3HAYUTU KPHUTEPii
TaKWX aCTEKTaxX: OpraHi3alis BaJICOJOTIYHOTO BHXOBAHHA  Ta MOKA3HUKH BAJICOJIOTTYHOI 00I3HAHOCTI AIT€H MOJIOMAIIOTO

nmiteid mojommoro agomkinbHoro Biky (. Benenpka, JOMIKITBHOTO ~ BiKy,  TEOPETHYHO  OOIPYHTYBaTH  Ta
H. Jlenancenko, JI. JloxBunpka, M. Mamogeris), npo0ieMa  €KCHEPUMEHTAIFHO  TEPEBIPUTH  NEAAroriuyHi  yMOBH
(¢opMyBaHHS MIHHOCTEH  3IOpOB’S Y MOJIOILINX EKCIICPUMEHTAJIBHOI AiSUTHHOCTI MOJIOANINAX JOIIKUTBHUKIB Ta
qowkinbHAT (O. borimiy, 3. Ilnoxiif); CcTaHOBIEHHS  pPO3pPOOMTH METOIMKY OpTraHi3alii EeKCIIepUMEHTYBAaHHS 3
Basjeosyoriunoi  KynbTypu  gitedi  (B. JlepkyHcbKa,  IITBMH MOJIOAIIOTO JOUIKUIBHOTO BIKY.

H. IloBenentox, H. TumodeeBa); mnuraHHA Ni3HAHHA PesynbTaTnn  gociaigxenHs. ExcnepruMmeHTanbHe

OPUPOAM 3 TO3HIIIi €IHOCTI €KOJIOTIYHOI'0 Ta JNOCTI[DKeHHs ~ OyJO TpOBEJCHO y TpPU  CTalu:
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