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Abstract. 
The article outlines the role of innovative technologies in the educational space, considers the possibilities of 

use and the impact of business games on the creative activity of the future specialist. 
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Formulation of the problem. In the current con-

ditions of Ukraine’s development, when the economy 

develops on a market basis, a labor market appears, 

which requires qualitative changes in the conceptual 

basis of professional training of future special-

ists.Higher education in Ukraine, focusing on European 

standards requires innovative technologies and their 

implementation in the educational process. 

The essence of the problem is to prepare students 

for active creative activity in the professional field. It is 

important that students develop the necessary profes-

sional and pedagogical knowledge, skills and abilities 

while studying in high school. Experience confirms that 

this problem can be solved, in fact, not by increasing 

classroom learning, but primarily by improving the or-

ganizational forms of educational work, use and im-

provement in the educational process of active teaching 

methods as the main component of innovative technol-

ogies [1, P. 11]. 

The most common in higher education are explan-

atory and informational teaching methods, which are to 

organize the assimilation of ready-made information by 

students through various means. The organization of 

these teaching methods is based on the principle of 

transfer of ready conclusions of science by the 

teacher.When using such methods, the possibility of 

students' search activity is not excluded, but the transfer 

of ready-made conclusions dominates. Students mostly 

memorize information, training only memory. But to 

learn does not mean to know. Skills cannot be acquired 

without active practical activity (consideration of spe-

cific situations, role and business games, etc.). The 

question arises how to adapt students to the peculiari-

ties of the chosen profession as soon as possible, to 

identify those positive qualities that contribute to the 

formation of a professional creative personality. Acti-

vation of cognitive creative activity of students stimu-

lates the use of business games in the educational pro-

cess [2, P. 149]. 

The purpose of the article is to analyze innovative 

technologies in the educational space, business game as 

an innovative method of creative activity of the future 

specialist, consideration of such organization of the ed-

ucational process in higher education, which offers the 

opportunity to ensure consistency, variability and indi-

vidualization of the learning process. 

Analysis of research and publications. The 

problem of application of innovative educational tech-

nologies is devoted to the research of V.P. Bespalka, 

I.V. Beha, I.Ya. Зязюна, О.Д. Padalki, O.K. Infantry, 

etc. The issue of development, implementation and use 

of business games in the training of specialists is re-

vealed in the works of A.V. Verbytskoho, VR Ko-

valenko, II Носаченко, П.А. Oiler. 

Presenting main material. If we talk about the 

formation of higher education is not just a qualified spe-

cialist, but a creative personality, it is necessary to give 

each student the opportunity for self-realization, self-

development and self-education. Our students can get 

this opportunity if they use non-traditional teaching 

methods in the educational process, which are called 

active methods in educational circles. 

Active learning forms in future professionals the 

ability to acquire knowledge independently, to form 

creative thinking, to reveal professional and cognitive 

needs and interests, to develop the ability to solve prob-

lems, to cultivate the ability to work in a team. It is to 

such active forms of learning and business game is [3, 

p. 9]. 

In higher educational institutions of Ukraine, busi-

ness games have been given due attention since the 

mid-1960s. Today, the game as one of the oldest peda-

gogical tools is experiencing a period of development: 

it is successfully used in both school and university ed-

ucation. The growth of interest in the game is due, on 

the one hand, to the development of pedagogical prac-

tice, and on the other - to the social and economic prob-

lems of forming a comprehensively developed, active 

personality. 

Business game is a modeling of real activity in a 

specially created problem situation. It is a means and 

method of preparation and adaptation to work and so-

cial contacts, which contributes to the achievement of 

specific tasks. Its constructive elements are the projec-

tion of reality, the conflict of the situation, the activity 

of the participants, the appropriate psychological cli-

mate, interpersonal and intergroup communication, 

solving the problems formulated at the beginning of the 

game [4, P. 142]. 

Business game is a complex, multifunctional ac-

tion, which combines several interrelated activities: 

analysis and search for solutions, training, develop-

ment, research, consulting, formation of collective ac-

tivity. 
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Human play is a complex and multifaceted for-

mation, which is of great importance for life and per-

sonal development. For a person, play is a natural form 

of activity that not only gives birth to the game, but is 

also able to consciously and freely make a choice be-

tween the game and other activities. It is in the game in 

an expanded form can be freely realized some psycho-

logical features of personality [1, P. 12]. 

In the educational process, the business game is 

used to consolidate the knowledge that the student ac-

quires in the course of lectures and seminars, independ-

ent work. 

The use of business games during training makes 

it possible to bring the educational process as close as 

possible to practical activities, to take into account the 

realities present, to make decisions in conflict situa-

tions, to defend their proposals, to develop in the par-

ticipants of the game collectivism and a sense of team, 

to get results in a very limited time. In specially created 

conditions, the student "works" a variety of life situa-

tions that allow him to form a worldview, to defend 

their position [5, p. 21]. 

Business game today is an imitation of profes-

sional activity. Characteristic features of business 

games are the following: 

 presence of a problem, purpose, tasks ; 

 reducing the time scale; 

 distribution and role-playing; 

 the presence of situations that are solved 

sequentially, several situations, several stages of the 

game ; 

 formation of independent decisions of 

students ; 

 the presence of an incentive system ; 

 taking into account possible obstacles ; 

 objectivity of evaluation of game results ; 

 summarizing . 

All business games can be classified: 

1) by time (games without time limits, with time 

limits, in real time); 

2) according to the evaluation of activity (the 

game of each participant is evaluated or not); 

3) according to the final result (games with strict 

rules and open games); 

4) for the final purpose (educational, search, 

ascertaining); 

5) according to the methodology of conducting 

(role, group, imitation, organizational and activity, 

innovative, ensemble); 

6) by field of use (industrial, educational, 

qualification). 

Business game, imitating a particular situation, al-

lows you to solve specific problems and problems, to 

develop methods for solving problems. It has a rigid 

structure and rules, its main function is to develop skills 

and abilities to act in standard situations. Business 

game is used to learn new and consolidate old material, 

it allows students to understand and study educational 

material from different positions [6, P. 126-127]. 

Various modifications of business games are used 

in the higher educational institution: 

1. Simulation games. The classes simulate the 

activities of a certain organization, enterprise, 

educational institution, etc. Can simulate events, 

specific activities of people (business meeting, 

discussion of the plan) and conditions in which the 

event takes place (meeting room, office of the head). 

The scenario of the simulation game, in addition to the 

plot of events, contains a description of the structure 

and purpose of the processes and objects that mimic 

them. 

2. Operating games. Help to work out the 

implementation of specific operations, such as methods 

of writing a work, the specifics of the calculation, and 

so on. Games of this kind are held in conditions that 

mimic reality. 

3. Role games. They practice the tactics of 

behavior, actions, functions and responsibilities of a 

particular person. To conduct role-playing games, a 

model-play of the situation is developed, roles are 

distributed among the participants. 

4. "Business Theater". Play a situation and 

human behavior in this situation. The student must 

mobilize all his experience, knowledge, skills, be able 

to get used to the image of a person, understand his 

actions, assess the situation and find the right course of 

action. 

5. Psychodrama and sociodrama are very close to 

role-playing games and "business theater". It is also a 

theater, but already a socio-psychological one, in which 

the ability to feel the situation in the team, to assess and 

change the state of another person, the ability to get in 

touch with it are practiced. These types of games are 

most often used in the training of future teachers, social 

workers, practical psychologists [1, P. 13]. 

Game actions are determined by the target aspect 

of the game. They can be set in different ways: by the 

script, the host of the game, the regulations or formed 

by the players themselves in accordance with their own 

vision of the situation and the goals set before them. 

In-game simulation is the creation of layouts that 

replace the objects of a real situation. The model of the 

game is realized, activated by its rules. The rules reflect 

the ratio of all components of the game. They can be 

transferred to the game from the social context in which 

the gameplay unfolds, taken from real life or invented. 

All these characteristics can also be applied to business 

games. 

Organizing and conducting a business game is a 

very long and time consuming process. It consists in 

creating a game simulation model, determining the pur-

pose, subject of the game and stages of its implementa-

tion, creating a scenario, a graphical model of interac-

tion of participants, defining the rules of the game and 

the evaluation system of participants. The organizers of 

the game can spend a lot of time to implement it in the 

learning process, but should be indifferent to its main 

performers, do not take into account their individual 

characteristics, views on their future professional activ-

ities, student relationships in the group and the game 

ceases to be a game [3, P. 10 ]. 

As a rule, a business game consists of the follow-

ing stages: acquaintance of game participants with the 

purpose, tasks and conditions of the game; instruction 

on the rules of the game; formation of working groups 
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by game participants; analysis, evaluation and conclu-

sions of the game results. 

At the first stage - preparatory - substantiate the 

choice of the game, determine the game goals and ob-

jectives, form a problem situation, develop a game sce-

nario, prepare informational and methodological mate-

rial. 

In the second stage, the rules of the game and the 

functions of the players are considered. 

The third stage depends on the content and form 

of a particular game and consists in discussing the prob-

lems posed by game participants, making generalized 

decisions, their analysis [5, p. 22]. 

Conclusions. Business game is a specially orga-

nized form of learning with the transformation of theo-

retical knowledge into activity. The game-simulated 

activity becomes like an inner core,around which 

knowledge is accumulated and consolidated, and the 

very logic of the activity causes the need for new 

knowledge. 

Types of business games can be grouped as fol-

lows: 

1. research business games - used in research, 

economics and production management as an effective 

method of experimentation; 

2. attestation business games - used for 

attestation of personnel, to identify their competence; 

3. educational and pedagogical games are group 

games, exercises on development of optimum 

decisions, use of educational methods and receptions in 

the conditions which are created by real circumstances 

at employment. 

Business games in the conditions of fast growth of 

the volume of information, need of better processing 

and mastering are the most effective means of achieve-

ment of strong, deep knowledge, skills and abilities. 

They not only equip students with the results of scien-

tific knowledge, but also form independence, develop 

and improve creative abilities. 

The development of students' cognitive abilities 

stimulates the creative processes of their activities, re-

lieves fatigue, creates a favorable atmosphere of educa-

tional activities, increases interest in the learning pro-

cess. 

Thus, the business game provides active creative 

activity of the student, creates conditions for the in-

creased motivation and emotionality and develops crit-

ical thinking. 

References: 
1.  The voice of A.A. Business games - a method 

of studying difficult systems / Golos A.A., Sokolov 

V.B. // Higher education of Ukraine. - 2011. - №1. - P. 

11-13. 

2.  Kolomiets V.S. Games in the structure of 

professional training: Coll. Science. works / Kolomiets 

V.S. // For ed. Kapskaya A.Y. - K., 2010. –160 p. 

3. Kramanenko V.I. Business games in 

management / Kramanenko V.I. // Origins of 

pedagogical skills. - 2011. - №3. - P. 9-10. 

4.  Nosachenko I.M. Differentiated approach to 

teaching students with the help of game methods: 

Scientific method. zb. / Nosachenko I.M. // Answer. ed. 

Nichkalo N.G. - Kyiv: Research Institute of Pedagogy, 

2009. - 174 p. 

5.  Platov V.Ya. Business games - development, 

organization, conducting / Platov V.Ya. // Origins of 

pedagogical skills. - 2012. - №2. - P. 21-22. 

6.  Smolkin A.M. Methods of active learning / 

Smolkin A.M. // Theory and methods of education 

management. - 2012. - №5. - P. 126-127. 

 

  


