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AHHOTAIHUA

[lepexox OT TpaaWIIMOHHON 0Opa3oBaTEIHLHON

paradigm to competence one has marked new napajurMbl K KOMIETEHTHOCTHOW 0003HAYHI
ways of higher educational institutions HOBbIC TMYTH PAa3BUTUS  BBICHIUX  Y4EOHBIX
development. The implementation of modern 3aBEICHUN. Peanuzanus TpeboBaHuit
Federal state educational standards requirements coBpeMeHHBbIX DenepanbHbIX TOCYIAPCTBEHHBIX
has determined the need to use modern specialist 00pa3oBaTeNbHBIX  CTAHAAPTOB  OMpEeuiia
methods in training that develop students’ HEOOXOAUMOCTh WCIOJB30BAHNAS B IIOATOTOBKE
competence and the ability to carry out highly COBPEMEHHOTO CIIEHaINCTa Croco6oB,
qualified  professional activities.  Higher bopmupyrommx ero KOMIIETEHTHOCTH,
education institutions face the task of CIIOCOGHOCTD K OCYIIIECTBIICHUIO

implementing technologies that contribute to the

BBICOKOKBJIU(QHUIIUPOBAHHOH NpodeccrHoHaIbHOI

development of practical orientation of students, JesTeqbHOCTH. Ilepen BBICIIMME — yYEOHBIME
their independence in this process. The purpose 3aBeJ€HMsIMH  CTOMT  3ajlaya  peaju3aluu
of the article is to reveal the experience of using TEXHOJIOTHUH, CIOCOOCTBYIOIIUX  Pa3BHUTHUIO

situational-game technologies of training, as one
of the most practice-oriented, aimed at activating
students’ students, contributing to professional
competence development. The concept of
"technology" came to education from the sphere
of production. Technologization implies a clear
subordination to a certain algorithm of actions,

MPaKTUYECKOH HAMNpaBIEHHOCTH JESATEIbHOCTH
CTYIIEHTOB, HX CaMOCTOSTCIBHOCTH B 3TOM
mponecce. lLlens  cTatem  3aknroudaeTcd B
PACKpBITUM OIBITA IIPUMEHEHUS CUTYaTHUBHO-
UTPOBBIX TEXHOJIOTHI 00ydeHWs, KaK OJHUX W3
CaMbIX [IPAKTUKO-OPUEHTUPOBAHHBIX,
HAaIPaBJICHHBIX HAa AaKTHBU3ALUIO JACSITEIbHOCTH

so the technology allows you to achieve specific o0yyJarormxcs, CIOCOOCTBYIOIINX
results in the allotted amount of time. In the field (hopMupoBaHHIO npohecCHOHATBHOM
of professional education, technology has KOMITETEHTHOCTH.  IIOHSATHE  «TEXHOJIOTHS

changed, but its meaning remains the same-the

MIpuaIjio B o6pa303aHHe u3 C(l)epLI MIpOU3BOACTBA.
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regulation of the activities of the subjects of the
educational process to achieve the planned
goals. The article defines the essence of
educational technologies in the training of
University students, reveals the features of their
application, the role and advantages of
situational and game technologies of training in
the conditions of implementation of the
competence approach. The research given in this
article shows the importance of game
educational technologies and the prospects of
their use in the training a highly qualified,
creative specialist who can quickly solve
professional problems in non-standard ways.

Key Words: heuristic technologies, professional
education, problem-based learning, personality-
oriented technologies, students.

Introduction

Comparing traditional vocational training and
innovative one that has replaced it, it is important
to take into account educational experience of
previous generations (Nikonova et al., 2019b).
Despite the versatility and effectiveness of
modern educational solutions, it is necessary to
build on existing methods, tools and
technologies, however, taking into account the
influence of modern trends (Pliushch et al.,
2018). In this case, the process of forming the
competence of the graduate will become more
complete, interesting, motivating for further
study of disciplines (Ihnatenko et al., 2018). In
this regard, we turn to the implementation of
educational technologies that have existed in
educational practice for a long time. However,
they have acquired special relevance only now,
and, interacting with innovative technologies,
become valuable in the preparation of students
(Klinkov et al., 2019). Situational-game
technologies allow "immersing" the student in
professional conditions, to take on various
professional roles for the implementation of
future professional activities (lvanova et al.,
2019). The educational process with the use of
game technologies becomes more active and

www.amazoniainvestiga.info

TexHonoruzanus
MOTYNHCHHE OTpENICIICHHOMY AITOPUTMY
NEHCTBUH, TOITOMY TEXHOJOTUS IO3BOJISACT
JIOCTUYh KOHKPETHBIX PE3yJIbTATOB 32 OTBEJICHHOC
KOJIMYECTBO BpPEMCHHU. B chepe
NpOoeCCUOHANTBHOTO 00pa30BaHUS TEXHOJIOTHS
mpeTeprieNia  WU3MEHCHHs, OJHAKO €€ CMBICI
ocraincs TIPEIKHIM - periaMeHTanus
JESTENTPHOCTH  CYOBEKTOB  00pa30oBaTEIHHOTO
mporiecca IS JOCTIDKCHHS 3aIbIaHUPOBAaHHBIX
uenel. B cratke ompeneneHa  CyLIHOCTb
00pa3oBaTeNbHBIX TEXHOJOTHH B IMOATOTOBKE
CTYICHTOB BY3a, PACKPHITHI OCOOEHHOCTH WX
MPUMEHCHHUS, yKa3aHbl POJIb M TMPCHMYIICCTBA
CUTYaTHBHO-UTPOBBIX TEXHOJOTUH OOyYeHHUS B
YCIIOBHSX  peai3alliii  KOMIICTCHTHOCTHOTO
nojxonaa. MccnenoBanue, MPUBOJUMOE B JaHHOU
CTaThe IIOKa3bIBACT 3HAYMUMOCTh HUT'POBBIX
00pa30BaTeIIbHBIX TEXHOJIOTHH, IEPCICKTUBHOCTD
170: HCTIOJIb30BaHU B (hopmupoBaHUT
BBICOKOKBATM(HUITPOBAHHOTO, TBOPYECKOTO
CHEIHANNCTA, CIIOCOOHOTO OIEpPaTHBHO pelIaTh
npodeccHoHaNbHbIE 3a4aYll  HECTaHAAPTHBIMH
CIIoCcO0aMH.

nojjpa3ymMeBaer YETKOE

KarwueBbie cJioBa: KOMIICTCHIINH,
KOMIICTCHTHOCTb, 06pa3OBaTeJ'H>HI)Ie TCXHOJIOT'HUH,
MpaKTU4YCCKass HallPpaBJICHHOCTb, CUTYallMOHHBIC U
HUI'POBBIC TCXHOJIOT'UH.

motivates students to study courses and develop
competencies. In such conditions, they feel more
confident (Vaganova et al., 2019a). The
Advisory role of the teacher provides students
with the necessary freedom to perform the task,
which, however, does not get out of control due
to the supervision of the teacher. So the student's
activity becomes productive and competent.
While developing the implementation of one
technology, it is impossible not to pay attention
to other innovative technologies, as they interact
with each other. It is impossible to achieve high
results by trying to use only one educational
technology, so we consider them in interaction
and evaluate their mutual influence (llyashenko
et al., 2019b). We chose gaming technologies as
the basis, because they have the greatest potential
in the development of the student's activity
position in conditions close to professional
(Rakhimbayeva et al., 2019).

Comparing traditional vocational training and
innovative one that has replaced it, it is important
to take into account educational experience of
previous generations (Nikonova et al., 2019b).
Despite the versatility and effectiveness of
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modern educational solutions, it is necessary to
build on existing methods, tools and
technologies, however, taking into account the
influence of modern trends (Pliushch et al.,
2018). In this case, the process of forming the
competence of the graduate will become more
complete, interesting, motivating for further
study of disciplines (Ihnatenko et al., 2018). In
this regard, we turn to the implementation of
educational technologies that have existed in
educational practice for a long time. However,
they have acquired special relevance only now,
and, interacting with innovative technologies,
become valuable in the preparation of students
(Klinkov et al., 2019). Situational-game
technologies allow "immersing" the student in
professional conditions, to take on various
professional roles for the implementation of
future professional activities (lvanova et al.,
2019). The educational process with the use of
game technologies becomes more active and
motivates students to study courses and develop
competencies. In such conditions, they feel more
confident (Vaganova et al., 2019a). The
Advisory role of the teacher provides students
with the necessary freedom to perform the task,
which, however, does not get out of control due
to the supervision of the teacher. So the student's
activity becomes productive and competent.
While developing the implementation of one
technology, it is impossible not to pay attention
to other innovative technologies, as they interact
with each other. It is impossible to achieve high
results by trying to use only one educational
technology, so we consider them in interaction
and evaluate their mutual influence (llyashenko
et al., 2019b). We chose gaming technologies as
the basis, because they have the greatest potential
in the development of the student's activity
position in conditions close to professional
(Rakhimbayeva et al., 2019). Other technologies
are also an integral part of the formation of a
specialist and are used in conjunction with game
technologies that activate the activity position of
the student (Chirva et al., 2018). Collaborative
learning technologies, information technologies,
problem-based learning, interactive technologies
are most often the maintainers in the
implementation ~ of game  technologies
(llyashenko et al., 2019a). One of the most
important components of a student's competence
is activity - his ability to perform certain
functions on the basis of existing experience and
acquired knowledge (Smirnova et al., 2018a).
The formation of this component is aimed at the
development of skills of professional activity
(Smirnova et al., 2019). For the future teacher of
vocational training, the activity component
involves the design, development, correction and
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application  of  educational technologies
themselves within the educational process when
teaching students of secondary vocational
schools. The activity component is formed in the
course of practical training, which again
actualizes the use of gaming technologies.
Situational-game technologies allow stimulating
educational and cognitive activity of students
(Smirnova et al., 2018). Business games used in
the professional training of students have a
specific methodological goal, to achieve which
students build a work plan (Garnevska et al.,
2018). The game promotes: the development of
mental activity; expansion of the sphere of
professional  knowledge; development of
individual qualities of students; formation of
independence; activation of activity position
(Markova et al., 2019).

Other technologies are also an integral part of
the formation of a specialist and are used in
conjunction with game technologies that activate
the activity position of the student (Chirva et al.,
2018). Collaborative learning technologies,
information technologies, problem-based
learning, interactive technologies are most often
the maintainers in the implementation of game
technologies (llyashenko et al., 2019a). One of
the most important components of a student's
competence is activity - his ability to perform
certain functions on the basis of existing
experience and acquired knowledge (Smirnova et
al., 2018a). The formation of this component is
aimed at the development of skills of
professional activity (Smirnova et al., 2019). For
the future teacher of vocational training, the
activity component involves the design,
development, correction and application of
educational technologies themselves within the
educational process when teaching students of
secondary vocational schools. The activity
component is formed in the course of practical
training, which again actualizes the use of
gaming technologies. Situational-game
technologies allow stimulating educational and
cognitive activity of students (Smirnova et al.,
2018). Business games used in the professional
training of students have a specific
methodological goal, to achieve which students
build a work plan (Garnevska et al., 2018).

Theoretical framework

The concept of "technology" came to education
from the sphere of production (Sedykh et al.,
2019). Technologization implies a clear
subordination to a certain algorithm of actions, so
the technology allows you to achieve specific
results in the allotted amount of time (Denysenko
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et al., 2018). In the field of professional
education, technology has changed, but its
meaning remains the same-the regulation of the
activities of the subjects of the educational
process to achieve the planned goals (Bulaeva et
al., 2018). Today, technologization is the leading
direction in the development of vocational
education. Technologies make the process of a
specialist competence development more
effective  (Prokhorova et al, 2018).
Technologization in the process of education was
considered by such scientists as I. 1. llyasova, N.
F. Talyzina, M. P. Choshanov, P. R. Atutov, M.
V. Klarin. Researchers reveal the problems that
arise in the process of technologization of
education and point to its positive effects
(Nikonovaetal., 2019a). Technologization in the
educational process provides concretization of
pedagogical goals, implementation of competent
search and selection of organizational forms,
means and methods according to the specific
pedagogical situation (Vaganova et al., 2019c).
There is no consensus on the interpretation of the
concept of "technology", but the analysis of the
interpretations of different scientists makes it
possible to identify common features of the
definition (Vaganova et al., 2019f). Some
researchers consider technologization to be a
way of organizing professional activity on the
basis of reflection and rationalization of
technological tools (Vaganova et al., 2019d).
Someone defines it as a set of actions to optimize
the educational space, the impact on the
improvement of the pedagogical system, which
uses innovative technologies that promote active
interaction between teachers and students
(Smirnova et al., 2019).

Technologization is also defined as a conscious
activity aimed at streamlining pedagogical
procedures which in turn affect the achievement
of planned educational results (Vaskovskaya et
al., 2018). These concepts show that
technologization is a process that allows you to
organize the activities of the subjects of the
educational process, to subordinate it to a certain
algorithm to achieve a certain result
(Osadchenko et al., 2019). With the development
of the process of technologization, educational
technologies began to appear (Markova et al.,
2018a). Scientists disagree when trying to isolate
the definition of educational technology
(Vaganova et al., 2019a). Some believe that
educational technology is a process that allows
the design of learning to achieve educational
outcomes (Vaganova et al., 2019b). This
definition is close in content to the definition of
technologization, but if technologization covers
a broader field of activity, then educational

www.amazoniainvestiga.info

technology is used in a specific area (Kamenez et
al.,, 2019). Other scientists define it as a
systematized model that includes many actions
of the subjects of the educational process in its
organization and conduct (Vaganova et al.,
2019e¢). At the moment, two main characteristics
of educational technology can be distinguished:
the system design of the educational process by
the teacher and the guarantee of achieving the
final educational result (Makhometa et al., 2018).
In the organization of a competent educational
process, teachers use those technologies that
most of all Orient the student to apply his
knowledge in practice, allow him to engage in
active activities, make him more independent and
creative (Pichugina et al., 2019).

Methodology

Professional competence of the future teacher of
vocational training consists of  several
components, where the activity component is one
of the leading influencing the implementation of
future professional activities. We checked the
formation of the activity component of students’
competence in 2017, when the use of business
games as a technology was not widespread and
some of its elements were used, and in 2018,
when situational game technologies were
introduced into the professional training of
teachers of vocational training everywhere. The
study involved future teachers of vocational
training in the number of 48 people (1st group)
and 45 people (2nd group). The formation of the
activity component was determined by checking
communicative, design, technological and
reflective skills. These skills were determined by
teachers in the course of control activities among
students. The results were statistically processed.

Results and discussion

The organization of students' work in the
framework of game technologies implementation
takes place in several stages. The preparatory
stage involves defining the problem and making
several assumptions about possible solutions.
This takes place within the framework of a
discussion, namely through "brainstorming"” in
which students Express a variety of ideas,
including the most incredible, because the idea of
"brainstorming" is that students learn to Express
themselves without fear of criticism. The correct
answers are formed in the course of further
analysis of the situation by students (Koshechko,
et al 2018). Students are divided into groups,
distribute functions. They choose sources
(together with the teacher) that contain relevant
information for the task. Information, interactive
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technologies are actively used here, an electronic
educational platform (Moodle) is used, on which
tools are located that contribute to the
organization of students ' activities outside the
classroom. Students interact independently and
resolve issues through chat or personal messages
(Rakhimbayeva, et al 2019). The teacher allows
students to perform virtual actions on the
preparation of the project with the help of a Wiki,
which allows you to formalize the results
obtained subsequently. Moodle allows the use of
a forum that facilitates interactive interaction
between students and the teacher (Abramova et
al., 2018).

Students can electronically ask questions they
have about the game and the learning process as
a whole (Myalkina et al., 2018). At the main
stage, the selection of the necessary information
from the General mass, the search for facts
proving a certain hypothesis by students, the
analysis of the actions performed. At the final
stage, students design their works, prepare
presentations and use multimedia for this
purpose. The game is held in classroom
conditions. The teacher acts as a presenter and
sums up the game. The gradual complication of
tasks helps to form the activity component.
Within the framework of the game, students
deepen their own knowledge.

We checked the formation of the activity
component of students ' competence in 2017,
when the use of business games as a technology
was not widespread and some of its elements
were used, and in 2018, when situational game
technologies were introduced into the
professional training of teachers of vocational
training everywhere. The study involved future
teachers of vocational training in the number of
48 people (1st group) and 45 people (2nd group).

Volume 9 - Issue 28 / April 2020

The formation of the activity component was
determined by checking communicative, design,
technological and reflective skills. These skills
were determined by teachers in the course of
control activities among students.

The test of communicative skills was carried out
according to the following indicators: the student
is able to negotiate with his fellow students, come
to a common consensus, listens to the opinion of
others, but at the same time has its own reasoned
position, can independently organize the process
of interaction in the subgroup, is active.

Testing of design skills was carried out on such
indicators as: the student is able to set clear goals
and build an action plan in accordance with the
regulations established by the teacher; the ability
to use educational technologies in the
development of any issue; the ability to adjust
their own activities and the activities of their
team, accompanied by criticism with appropriate
arguments.

Check of technological skills was determined by
the following indicators: the student knows and
is ready to use technology in their own activities;
the ability to gradually perform increasingly
complex tasks; the ability to independently solve
problems of a professional nature.

Reflexive skills were determined by the
following indicators: the student is able to assess
their own activities; is able to highlight the
shortcomings of their work and advantages; is
able to correct mistakes on their own and
formulate questions to the teacher in order to
correct them.

Figure 1 shows the results of two groups of
students in 2017.
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m Communicative skills
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= Technological skills

30% - = Reflexive skills
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0% -
1st group 2nd group
Fig. 1. The level of completeness of the action component as part of our study (2017)

The formation of communicative skills was formation of technological skills in the first
observed in 65% of students in group 1 and 67% group, in the second — in 51%. 68% of students
- in the second. Design skills were formed in 56% had reflexive skills in the first group, 64% - in the
in group 1 and 52% - in the second. 49% had the second.

92%

90%

88%

86%

84% = Communicative skills

82% = Project skills

80% m Technological skills

= Reflexive skills

78% -

76% -

T74% -

72% -

1st group 2nd group

Fig. 2. The level of completeness of the action component as part of our study (2018)
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After the introduction of situational-game
technologies in the training of future teachers of
vocational training, the results of students have
become higher. In the first group, the formation
of communicative skills differs already 85%, in
the second group 89% of students. Design skills
are formed in 79% and 90%, respectively.

Volume 9 - Issue 28 / April 2020
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Technological skills are formed in 86% and 85%,
reflexive skills are observed in 88% and 86% of
students.

Figure 3 shows the comparative results of 2017
and 2018.

40%

35%

30%

25%

20%

15%

10%

5%

0%

1st group

2nd group

= Communicative skills

= Project skills

m Technological skills
Reflexive skills

Fig. 3. The difference in the activity component development in the two groups as part of our study
(2017 -2018)

In the first group, the percentage of students with
formed communication skills increased by 20%,
in the second-by 22%. The number of people
with formed design skills increased by 23% in
the first group, by 38% in the second. The
number of people with formed technological
skills increased by 37% and 34%, with reflexive
skills by 20% and 22%. As we can see, the
number of people with developed design and
technological skills has increased especially.
Therefore, the practical orientation of the games,
allowing activating the activity position of
students, forms the ability to build their own
activities independently and efficiently, step by
step achieving the goals.

We can say that the level of formation of the
activity component has become much higher due
to the introduction of situational-game
technologies, immersing students in conditions
close to professional.

Conclusions

We have revealed the experience of using
situational-game technologies of training as one
of the most practice-oriented aimed at activating
students’ involvement and contributing to
professional competence development. In the
course of research we have revealed influence of
game technologies on formation of an activity
component of students’ competence. Checking
the development of the activity component was
determined by checking communicative, design,
technological and reflexive skills. These skills
were determined by teachers in the course of
control activities among students. A study in
2017, when the use of business games as a
technology was not widespread and some of its
elements were used, showed that the level of
skills of students is not high enough. After the
audit in 2018, when situational-gaming
technologies were introduced into vocational
teachers training, the results were significantly
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higher, which indicates the effectiveness of
situational-gaming technologies and the need for
their further implementation. The formation of
communicative skills was observed in 65% of
students in group 1 and 67% - in the second.
Design skills were formed in 56% in group 1 and
52% - in the second. 49% had the formation of
technological skills in the first group, in the
second — in 51%. 68% of students had reflexive
skills in the first group, 64% - in the second. The
introduction of situational-game technologies
allowed increasing the results of students. In the
first group 85% of students differ in the
formation of communicative skills, in the second
group 89% of students. Design skills are formed
in 79% and 90%, respectively. Technological
skills are formed in 86% and 85%, reflective
skills are observed in 88% and 86% of students.
In the first group, the percentage of students with
formed communication skills increased by 20%,
in the second-by 22%. The number of people
with formed design skills increased by 23% in
the first group, by 38% in the second. The
number of people with formed technological
skills increased by 37% and 34%, with reflexive
skills by 20% and 22%.
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