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OBYYAIOIIUE UT'PBIL, KAK DJIEMEHT
IMPAKTUYECKOM OTPABOTKH TEOPUTUYECKHX 3HAHUI
C.B. I'pyabko
YO «I'ponHeHCKHH TOCYIapCTBEHHBIH arpapHbId yHHBepcuTeT» (Pecmy0-
auka bemapyce, 230008, r. I'pomso, yia. Tepemkosoii, 28; e-mail:
Grudkosv@mail.ru)

AnHoTanus: B cTtaThe paccMOTpeHa poJib 00yYAONUX UTP MPH MOATOTO B-
ke crnenuanuctoB. OmnpeesieHbl OCHOBHBIC YMCHHS M HAaBBIKH, KOTOPHIC
MOJTy4aroT 00yYarol[ie B X0AC UTPhl. YKa3aHbl MPEUMYIIECTBA UCIIOJIB30-
BaHUs UTPOBBIX METOJOB OOYUYCHHS, KaK 3JEMEHTa OTPAOOTKU MPaKTHY e-
CKHUX 3HAHHH.

KitoueBsie cnoBa: o0ydeHue, urpa, IpaKTUIeCKUil HaBbIK, CACTEMHBIN TIOIXOI.

EDUCATIONAL GAMES AS AN ELEMENT
OF PRACTICAL WORKOUT OF THEORETICAL KNOWLEDGE
S.V. Grudko
El «GrodnoStateAgrarianUniversity» (Belarus, 230008, Grodno, 28 Teresh-
kova st.; e-mail. Grudkosv@mail.ru)

Summary. The article considers the role of educational games in the training
of specialists. The main skills and abilities that trainees receive during the
game are determined. The advantages of using game teaching methods as an
element of practicing practical knowledge are indicated.

Key words: learning, game, practical skill, systematic approach

Ha ceronnsmHuil eHs Npyu NOATOTOBKE CHEIMATNCTOB CTaBUTHCS 3a7a-
Ya MX MaKCHMAJIbHOHM INpaKkTHYecKoil opueHTanuu. B mpouecce oOydeHus
HEepeIKO BO3HHMKAIOT CUTyalWH, KOT/la TEOPUTHUECKHH OJIOK IOJIyYEeHHBIX
3HAHMI HE BCErJa BO3MOXKHO OTpaboTaTh Ha MPaKTHKE:
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CTYyIEHT He o0JlalaeT JOCTATOYHBIMH NPAKTUYECKUMH HABBIKAMH U JI0-
ITyCKaeT OMMOKH (3TO OJJHA U3 COCTABILIONINX TpoIiecca 00ydeHHs);

OoJibIlIasi YUCICHHOCTh ayJIUTOPHH (CHM)KAeT BEPOSITHOCTh MHAWBUIY-
IBHOM OTPaOOTKH MOTyUSHHBIX 3HAaHHN);

MIPUPOTHO-KIIUMaTHYECKHUE YCIIOBHS (HalpuMep, MPOBEJCHUE arpoTex-

HUYECKUX MEPOIPUITHIA) U JIp.
B 3TOU CBSI3U

3¢ PEKTUBHBIM

CHOCOOOM  TPOJYKTHBHO-

peoOpa3oBaTeIbHON JIEATENbHOCTHOOYYAIOMIMXCSl BHICTYNAET Urpa, KOTO-
pasl TO3BOJSIET MAaKCHMAaJIbHO HPHONMMKEHO CMOJCIHPOBATH MPOHU3BOI-

CTBEHHYIO CUTYaLHUIO.

OOyuarommue Urpsl pa3BUBAIOT M 3aKPEIUIAIOT y CTYACHTOB HABBIKH Ca-
MOCTOSITETIBHOH PabOThI, yMEHHs MPOeCCHOHATBHO MBICIHUTD, PEIATh 3a-
Jla4¥l ¥ BECTH YIPaBJICHHE KOJUIEKTHBOM, IPUHUMATh PEHICHUS] U OPraHU30-

BbIBATh UX BBINIOJIHCHHUC.

IIpu ucnonb30BaHUUUTP KaK METO/Ia OOY4YEHHsI CIEAyeT YYUTHIBATh HE
TOJILKO MX MPEUMYIIECTBA, HO U OCOOCHHOCTH MPUMCHEHUS (TabuIa).

Tabmuna — IIpenmyruecTBa U 0COOCHHOCTH HPUMEHEHHUs! 00y4arolmux

Urp B 00pa3oBaTeNIbHOM Iporecce

IIpenmyiecTBa

Oco0OeHHOCTH

OO0nagaer CBOWCTBOM MHTErPUPOBATH IOIY-
YeHHBIC 3HAHWS NPUMEHHTEIbHO K BBIOpaH-
HOM CIEeIHaIbHOCTH.

PasymHOe mpuMeHeHHe I HOJTy4eHHUs Lie-
JIOCTHOTO OIbITa Oyaymed IpodeccHoHaIb-
HOH JesITeIbHOCTH.

Xopormasi Urpa MOXKEeT HCIOJB30BAaThCS Ha
MPOTSHKEHUN psijia JIET C KOPPEKTUPOBKAMH
0] H3MEHSIOMINECS] YCIOBHSL.

CuCTeMHBI TOIXOJ K pa3paboTKe WIpbl C
YYEeTOM OCOOEHHOCTEH CTYAEHYECKOTOo KOJI-
JICKTUBA.

MoOTHBHpPYET Ha CaMOCTOSTENIBHYIO PaldoTy,
MPOOYKIAIOT MHTEpEC K COAEPIKAHUIO IIPO-
(hecCHOHATBEHON ACATEIBHOCTH.

ParnmonanpHOe coueTaHue TIpUEMOB pealiisa-
IOUH HUI'POBOrO0 KOHTEKCTAa B CTPYKTYPHBIX
3JICMCHTaX UI'PBL

MojenupoBaHue pa3IMuHbIX CUTyaLUH MO3-
BOJISIET IPEJOTBPATHTH PEAbHBIC OIIHOKH,
KOTOpble MOTYT BO3HHKHYTb B Ipodeccuo-
HAJILHOM A€SATENbHOCTU

IIeTa.TIBHaH TIOATOTOBKA IMPAaKTUYECKUX IIPO-
HU3BOJICTBCHHBIX cm'yauuﬁ.

Harmsaanoe coderanune HCCIIEIOBATEIBCKOTO
METO/1a B JICHCTBHH.

Vcnonp3oBaHKe MPUHIUIA CaMOPETyIHPOBa-
Hus B urpe. Poib mpemnopaBaTens TeoperHue-
CKas M NpaKTHYecKas INOJTOTOBKa Ipolecca,
KOHTPOJIb XO/1a UTPhI ¥ aHAJIU3 Pe3yILTATOB.

IMpuobpeTenue ombITa KOMIUIGKCHOH IIOCTa-
HOBKH NPOOJIEMBI, COTJIACOBAHHE HHIVBHITY-
aJIbHBIX IPUOPUTETOB HPH TPYIIIOBOM BBIOO-
pe pelIeHHs U €r0 pealu3alyu.

CrocoOCTByeT Pa3sBUTUIO TPYNIIOBOTO MBIII-
JICHHsI, YMEHHIO paboTaTh B KOJUICKTHBE.

ITo3BosIIOT ONMPOOOBATE HOBBIE METOIBI U
METOIUKH, (OPMBI M CTPYKTYpPBI yIIpaBie-
HUSL.

Ipumeyanue. McTounnk: coOcTBeHHas pa3paboTka
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Takum 00pa3zoM, Urpel 00JTaJalOT MIMPOKHMMHU AWIAKTUYECKHMHU BO3-
MOXHOCTSMH. C MX MOMOIIBIO MOKHO ()OPMHPOBATH UPE3BBIYAWHO IMIMPO-
KAH CIIEKTp YMEHHH, HaBBIKOB M IPOQECCHOHaIbHO-3HAYNMBIX KadecTB
JIMYHOCTH B 3aBHCUMOCTHU OT TOT0, KaK OpraHu3yeTcs MOATOTOBKA U MpOBe-
JICHUE UIPbI, KaKHe MOTHBBI 3aKJIA/IbIBAIOTCS B €€ OCHOBY pa3paboT4nKamu
U TIPENoAaBaTEeNIMU.

VK 334.021.1
CO3JAHHUE CUCTEMbI IPOI'HO3UPOBAHNUSA YCIIEITHOCTHU
OBYYEHUS I1PU PEAJIM3ALIUN

WHHOBAIIMOHHBIX TEXHOJIOTUI TEUMO®UKAITANA

T.K. Exmukees’, M.A. O6yxoBa?

YPre0Y BIIO «Cauxt-TletepOyprekuii  rocyAapcTBEHHBIH  XMMHUKO-

¢dapmaneBTnueckuii yuusepcurer» (PO, 197376, r. Cankr-IlerepOypr, yi1.

Ipodeccopa Iomosa, a.14, mut. A; e-mail: tag2009spb@ya.ru)

APIBOY BIIO «Cankr-IleTepOyprekuii - rocyI4pCTBEHHBIH  J1ecOoTeX-

undyeckuii yauBepcurét uM. C.M. Kiaposa» (PD, 194021, r. CaHkr-

IetepGypr, WHcTHTYTCKHMIA  Tepeyiaok,  a.5, mut. A; e-mail:

iobukhova@inbox.ru)

Awnnorarus. IIpencTaBieHbl 3Talbl CO3JaHUSI CUCTEMBl MPOTHO3UPOBAHHUSI
YCHEIHOCTH OOYYeHHs, TPU pealu3allii WHHOBAIMOHHBIX TEXHOJIOTUI
reliMouKanuy.

KiroueBbie ciioBa: cucTeMa MPOTHO3HPOBAHUS, OIIEHKAa KOHEYHBIX ITOKa3a-
Telel, yCIemHOCTh 00yYeHUs, HHHOBAIIMOHHBIE TEXHOJIOTHH, TeiiModuka-
Lsl.

CREATION OF A SYSTEM FOR PREDICTING THE SUCCESS
OF TRAINING IN THE IMPLEMENTATION
FOR INNOVATIVE GAMIFICATION TECHNOLOGIES
T.K. EkshikeevY, I1.A. Obukhova?
YFGBOU VPO «Saint Petershurg state University of chemistry and pharma-
cy» (Russia, 197376, Saint-Petersburg, Professor Popov str., 14, lit. A; e-
mail: tag2009spb@ya.ru)
JFGBOU VPO «Saint-Petersburg State Forest Technical University» (Rus-
sia, 194021, Saint-Petersburg, Institytskiy pereylok, 5, lit. A; e-mail: iobu-
khova@mail.ru)

Summary. The stages of creating a system for predicting the success of
training are presented, when implementing innovative gamification technol-
ogies.
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