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AHHOTAIIUA

B crathe ommcaH ONBIT MPUMEHEHHUS UTPOBBIX TEXHOJOTHUH TpU OOYyYCHHH CTYJCHTOB
dakynpTeTa cpemHero mnpodeccHoHaNbHOrO obpasoBanmst (Hamee mo Tekcty CIIO), mo
cneuuanbHocTn «[lokapHass Oe3omacHOCTb». JlaHHBIE TEXHOJOTHMHM MO3BOJSAIOT C Y4YETOM
MPUMEHEHUS TPAKTUKO-OPUEHTHUPOBAHHBIX 00pa30BaTENbHBIX TEXHOJOTUH, MPUIEP>KUBATHCS
KOMIIETCHTHOCTHO-OPHUCHTUPOBAHHBIX O6pa3OBaTeJ'II>HI)IX CTaHAApTOB. B YaCTHOCTH, MBI
MPUMEHSUIN 00pa30BaTEIbHYI0 TEXHOJOTHIO B BHJE JIEJIOBOM WIpBI, MPEACTABISIONIYI0 CO0O0M
«LIeJIeHANPaBICHHYI0 OPraHU3alMi0 Y4eOHO-UTPOBBIX B3aMMOICHCTBHI 00y4aeMbIX B Ipoliecce
MOJICIMPOBAHUS UMM LIEJTOCTHON MPO(eCCHOHATBHON JesITeIbHOCTH crienuanucta». Cloxer u
POJIH pa3iaBaIMCh CTyIEHTaM 3apaHee. bbuto He00X0AUMO MTPOBECTH TOKAPHYIO POPIIIAKTUKY
B XKHJIOM MaccCHBe Tropoja. B urpoBoii ¢opme ObUTO CMOJIEITHPOBAHBI YCIOBHUSI IPOU3BOJICTBA.
OOy4Jaemble CaMOCTOSTENFHO (YOPMHUPOBAIIN IPYKHHY M MIPOBEIN Pa3bICHUTEIBHBIE OECEIbl C
XKUTEISIMUA TOpoJia O MoXkapHoil 6e3onacHocTu. Ctaaus peduiekcuu mokasaia, YTo 3aKpernuiInch
TEOPETUYECKNE 3HaHWS, IMOJYYCHHbIE HA CEMUHAPCKUX WM JEKIMOHHBIX 3aHsaTusx. s
CTYACHTOB OKa3aJIOCh BaXXHBIM HCIIBITATb B PCAJBHBIX YCIOBUAX cebs B poin 6y,JIYHH/IX
npodeccuoranioB. CTyACHTHI IIPOUTPATH» Pa3HOOOpa3HbIE CITOCOOI PEMICHHS MPOOJieM, Kak B
npogeccuoHaIbHOM 00JIaCTH, TaK U B O0JIACTH COLMATIBHOTO B3aUMOACHCTBHSL.
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BBenenue

OO0yueHne NoJPOCTKOB MOKET MPOXOIUTh APGEKTUBHO MPH peanu3alii TPUHILIUIIOB JUIaKTUKI
pasBuBaroiero ooyuenus. [legarory pekomenyercs B mnpoiecce 00y4eHus! He TOJIbKO MPOU3BOAUTH
nepeaayy npeMeTHBIX 00pa3oB, HO U PyKOBOAUTH MIPOIieccoM yipaBieHus tnynoctu [[Tnaros, 2018].
Jloka3aHo, YTO OCOOCHHOCTSMH IOJPOCTKOBOTO BO3pacTa SBISAETCS «HALIEJICHHOCTh Ha
CaMOYTBEPKACHHE Mepe 00IIeCTBOMY, YTO JeJIaeT NPUMEHEHNE UTPOBBIX TEXHOJIOTUNH METOINYECKU
MpUOPUTETHBIMU U TIonyssipHbiMU [KapTamos, MBanoBa, KoBanb, 2018]. MrpoBble TEXHOJOTHHU B
crpykrype CIIO mmpoko npuMEHSIIOTCS IPU MPOSKTUPOBAHUN METOJMYECKUX pa3paboTokK. 3amaueit
UTPBl  SIBISETCS  BBIpAOOTKAa TOYHBIX NPAKTUYECKUX  HABBIKOB, IKHMBOE  MOJCIMPOBAHUE
MIPOU3BOJICTBEHHOTO MPOIIECCa, 3TO CIIOCOOCTBYET OBICTPOMY aIalITUPOBAHHYIO K HOBBIM YCJIOBUSIM U
CaMOpa3BUTHIO CTyJeHTa. Tak ’ke Hrpa MOMOTraeT IMpernojaBaTeNlo CcAenaTh 3aHsATHE Oolee
3aHMMATEIbHBIM M HMHTEpecHbIM. OBlafieHHMEe Yy4eOHBIM OOYYarOIIMMMCS MaTepuaioM B TaKOH
CUTyalluu CTAHOBUTCS CPEJICTBOM JIOCTHXKEHHUS UTPOBOM 1ienu. Mrpa opraHusyeT U noJaepKUBaeT UxX
MHTEJUIEKTyallbHbIe yCHIns, o0ydeHue uaet HeBonbHO [["abpyceBuy, 2018].

st urpoBoii AESITENbHOCTH XapaKTEpPHO CO3HATENIbHAas OpraHu3alus crocoda OCyIIeCTBICHHS
3aHATHS, KOTOPOE OCHOBBIBACTCS HA PE(PICKCHH M aKTUBHBIX IOUCKOBBIX JICHCTBUAX UTPOBBIX POJIEH,
byHkuuid wim croxkera. [Ipum 3ToM y cyObekta (popMupyercss MCClIenoBaTeNbCKUE W TBOPUYECKHUE
MPENOChUIKY K AeicTBUTENbHOCTH [[1matos, 2018].

HrpoBble TEXHOJIOTUHU MO3BOJSIOT MOAETUPOBATH U UMUTHPOBATH YCIOBUS MPOU3BOJICTBA, WIIH
nercTBus U1l Oy IyIIMX CIIEIUATIUCTOB, TEM CaMbIM 3aKPEIUIATh TEOPETUUECKHE 3HAHUS, IOJTyYEHHbIE
Ha CEMUHAPCKUX WU JIEKIMOHHBIX 3aHATHSAX. DTO OYEHb BaXKHO B IUIAHE NMPAKTUYECKOTO MBIIUICHUS
[Kyx, 2018].

[lenb: ¢ mMOMOIIBIO UTPOBBIX TEXHOJOTHH AaTh mpezcTaBieHue cryiaeHTaMm ¢dakynsrera CIIO o
Pa3HOOOpa3HBIX crocobax pemieHus mpodieM, Kak B mpodeccHoHambHON 001acTH, TaK U B 00JaCTH
COLIMAJIBHOTO B3aUMOJICHCTBHS.

3aauun: MPOU3BECTH CAaMOOPTAaHU3ALMIO JIEITEILHOCTH CTYIEHTOB; IPOU3BECTU Pe(IIEKCHIO.

OcHoOBHAaA 4acTh

B pamkax wuzydaemoil nucuuruimHbl Ha dakynerere CIIO mo cnenumansHocTu «IloxkapHas
0€301acHOCThY» MBI TIPUMEHIJIM HAINPaBJIEHNWE UTPOBBIX TEXHOJOTHH MPpU OOYYCHUH CTYIEHTOB. J{ms
3TOoro Oblla TOCTaBJ€HAa 3ajjaya Ha KOHKpPETHbIe KOJUIEKTUBHbIE JAEUCTBUS OO0yYarommxcs
HETMOCPEAICTBEHHO M0 UX CHENUATbHOCTH. [ TaBHBIM KOMIIOHEHTOM CIHOKETHO-POJIEBOM UTPHI SBISIIOCH
MpoBeIeHUE TPODUITAKTHISCKIX MEPOIIPUATHH O M0KapHOM 0€30MaCHOCTH B KUJIOM MacCHBE ropojia
[A#izman, 2009; [Toronaesa, 2012]. [lyg 3Toro Heo0xoaumMo 0610 ¢hOPMHUPOBATH APYKUHY TOKAPHBIX
Y TIPOBECTH PA3bsICHUTEIbHBIE O€Cebl C XKUTEIIMH TOpoJia O MoXKapHOoU Oe3omacHocTH [Uymakosa,
2014].

Cragust pedrexkcun mokaszana, 4TO Ui CTYJIEHTOB OKa3aJOCh BAKHBIM HCHBITATh B pealbHBIX
yCIOBHSIX ce0si B ponn Oyaymmx mpodeccuoHanoB. B COOBITHHHBIX YCIOBUAX OTpabOTaIUCh
OCHOBHBIE 3HAHHUS M YMEHHUS «HAUMHAIOLIMX» CHEIHATUCTOB B O0JACTH MOKapHOW 0€30macHOCTH
[Aiizman, 2009].

[IpaBuna u HOPMBI COBMECTHOM NI€ATENbHOCTH, SI3bIK UMHUTAIIMM U CBSI3M 33JaBajlCh 3apaHee, a
TakK)ke BbIpadaThIBaJINCh B Ipoliecce UTrphl. B mpoliiecce Urpbl 0CBOMIINCH: HOPMBI TPO(HECCHOHATBEHOM
JIEATEIIbHOCTH; HOPMBI COLIUATIBHBIX JICHUCTBHIA.
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[Tpu 3TOM KaXKIbIif yYaCTHUK HaXOIUJICS B AKTUBHOW MO3UIIMH, B3aUMO/IEHCTBOBAII C TApTHEPAMH,
1 001IIaJICs C HACEJICHHEM — pelliasi BaXHBIC collMaibHbIe 3a1auu [3eep, CriManok, 2011].

BriBoj: urpoBsie TexHomoruu B crpykrype CI1O no3Bositor:

—pa3BUBaTh KOMMYHHKATHBHBIC HABBIKH CTY/ICHTOB,;

—TPEHUPOBATh pabOTy B KOMaH/IE;

—CHSITh HEPBHYIO Harpy3Ky CTYyJI€HTa, OpraHu30BaTh €ro Ha JMajor U JEUCTBUE 3a CYET CMEHBI
(hopM JesITeTLHOCTH.

3ak/IloYeHue

JlocTUTHYTBIE pe3yJbTaThl: YYaCTHUKH TOKA3alW BHICOKH YPOBCHb YMCHHH M HABBIKOB, U
pasBUTHE psga OOUMX KOMIIETEHIIUN, YTO MOBBIIIAET KauecTBO 00y4yeHus B nenom. O1HaKko, HeCMOTps
Ha BBICOKHE MOKa3aTelld OMMCAHHOW TEXHOJOTHH, OIpOC cpeau mnpenogaBateneid axynsreta CI1O
nokasai, 4To ToJIbko 10% HMCIOoNB3YyIOT IEeTOBYIO0 UTPY B YYEOHOM IIpOIIECcCe, TaK KaK OpraHU30BaTh
Y4eOHBI TMPOIECC C IMOMOIIBI0 HTP JIOCTATOYHO CJIOXKHO, IMPOIIC HCIIONB30BaTh TPAIUIIHOHHBIC
METObI O0YYCHHUSI.
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Abstract
The article describes the experience of using gaming technologies in teaching students of the
faculty of secondary vocational education, in the specialty “Fire safety”. These technologies allow,
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considering the use of practice-oriented educational technologies, to adhere to competence-oriented
educational standards. In particular, we used educational technology in the form of a business game.
The plot and roles were handed out to students in advance. It was necessary to carry out fire
prevention in the residential area of the city. The production conditions were simulated in a playful
way. The trainees independently formed a squad and held explanatory conversations with residents
of the city about fire safety. The stage of reflection showed that the theoretical knowledge gained at
seminars or lectures was consolidated. It turned out to be important for students to test themselves
in the role of future professionals in real conditions. Students lost a variety of ways to solve
problems, both in the professional field and in the field of social interaction. Results achieved: the
participants showed a high level of skills and abilities, and the development of a number of general
competencies, which improves the quality of education in general. However, despite the high rates
of the described technology, a survey among lecturers of the faculty showed that only 10% use a
business game in the educational process, since it is rather difficult to organize the educational
process using games.
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