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Аннотация. Статья посвящена использованию игровых методов обучения в преподавании 

психологии студентам. Автор рассматривает различные игровые техники, которые могут 

быть эффективно применены на занятиях по психологии, такие как ролевые игры, деловые 

игры, симуляции и др. Раскрываются преимущества использования игровых методов, кото-

рые способствуют повышению мотивации студентов, развитию их практических навыков и 

творческого мышления. Особое внимание уделяется методике разработки и проведения иг-

ровых занятий, а также условиям их успешной реализации в учебном процессе. Приводятся 

конкретные примеры игровых упражнений, апробированных автором в ходе преподавания 

психологических дисциплин. Сделан вывод о том, что грамотное применение игровых тех-

нологий позволяет сделать обучение психологии более интерактивным, практико-

ориентированным и, как следствие, более эффективным. 

Ключевые слова: учебная игра, учебное занятие, креативность, гибкость, методы. 
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Abstract. The article is devoted to the use of game teaching methods in teaching psychology to 

students. The author considers various game techniques that can be effectively used in psychology 

classes, such as role-playing games, business games, simulations, etc. The advantages of using 

game methods that help increase students' motivation, develop their practical skills and creative 

thinking are revealed. Particular attention is paid to the methodology for developing and conduct-

ing game lessons, as well as the conditions for their successful implementation in the educational 

process. Specific examples of game exercises tested by the author in the course of teaching psy-

chological disciplines are given. It is concluded that the competent use of game technologies 

makes it possible to make teaching psychology more interactive, practice-oriented and, as a result, 

more effective. 
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ԽԱՂԱՅԻՆ ՄԵԹՈԴՆԵՐԸ ՈՒՍԱՆՈՂՆԵՐԻ ՀՈԳԵԲԱՆՈՒԹՅԱՆ 

ԴԱՍԱՎԱՆԴՄԱՆ ԸՆԹԱՑՔՈՒՄ 

Ժանար Ժեկսենբայի Ժամանովա 

Արվեստի մագիստրոս, 
Գ.Ա. Մեյրամովի անվ. ռուսաց լեզվի և գրականության ամբիոնի ավագ դասախոս, 

Կարագանդայի ակադեմիկոս Ե.Ա. Բուկետովի անվան համալսարան, 
ք. Կարագանդա, Ղազախստանի Հանրապետություն 

zhanara.76_76@mail.ru 

Ամփոփագիր: Հոդվածը նվիրված է խաղերի ուսուցման մեթոդների կիրառմանը ուսա-

նողներին հոգեբանություն ուսուցանելիս: Հեղինակը դիտարկում է տարբեր խաղային 

մեթոդներ, որոնք կարող են արդյունավետորեն օգտագործվել հոգեբանության դասե-

րին, ինչպիսիք են դերային խաղերը, բիզնես խաղերը, սիմուլյացիաները և այլն: Բա-

ցահայտվում են խաղային մեթոդների օգտագործման առավելությունները, որոնք օգ-

նում են բարձրացնել ուսանողների մոտիվացիան, զարգացնել նրանց գործնական 

հմտությունները և ստեղծագործական մտածողությունը: Հատուկ ուշադրություն է 

դարձվում խաղային դասերի մշակման և անցկացման մեթոդաբանությանը, ինչպես 

նաև կրթական գործընթացում դրանց հաջող ներդրման պայմաններին: Տրված են 

հոգեբանական առարկաների դասավանդման գործընթացում հեղինակի կողմից փոր-

ձարկված խաղային վարժությունների հատուկ օրինակներ: Եզրակացություն է ար-

վում, որ խաղային տեխնոլոգիաների գրագետ կիրառումը հնարավորություն է տալիս 

հոգեբանության դասավանդումը դարձնել ավելի ինտերակտիվ, պրակտիկ և 

արդյունքում՝ ավելի արդյունավետ։ 

Հիմնաբառեր՝ ուսումնական խաղ, ուսումնական գործունեություն, ստեղծագործակա-
նություն, ճկունություն, մեթոդներ: 

The purpose of teaching psychology in higher education is to provide future specialists and 

university teachers with knowledge about the patterns of occurrence, features of functioning of 

the psyche, development and formation of properties and characteristics of the individual as an 

«elementary part» of society, without orientation in which it is impossible to understand individ-

ual human behavior and the behavior of people in social groups. 

When teaching psychology, it is necessary to organize the educational process so that the 

psychological knowledge received by students does not remain abstract and formal, but turns 

into convictions. One of the conditions for such a transformation is the refraction of the 

knowledge received through one's own experience, independent thinking, experiencing the cog-

nizable and determining one's attitude to it. That is why independent work of students aimed at 

accumulating facts about human mental activity, explaining and analyzing it is so important. 

One of the main requirements in teaching psychology is the development of self-awareness 

of students in the process of studying psychology. Based on the interest of students in the inner 

mailto:zhanara.76_76@mail.ru
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world of a person, the teacher helps them to realize their responsibility to society for the for-

mation of qualities and abilities that represent social value, sets them the tasks of self-education. 

Self-education issues are closely related to the formation of the professional orientation of 

students (which means interest in their future profession - teacher, educator, coach, manager, 

etc.). Analyzing the results of observations, the teacher helps students better understand the 

causes of some phenomena. For example, to understand the reasons for children's inattention in 

some lessons, changes in behavior, etc. 

In order to teach students to observe and comprehend their observations, the teacher him-

self must be able to observe, analyze, and generalize psychological facts. 

The issue of using methods, technologies of training and teaching is of no small im-

portance here. 

It is active teaching methods that are the answer of didactics to the need for natural laws of 

knowledge acquisition discovered by psychological science, and they ensure the approval of the 

system of developmental education in the university. There are specific methods in the teaching 

of each subject that activate students' thinking when solving educational problems in the profile 

of this discipline. There are also more general ones. From the point of view of psychology, they 

can be divided into «three groups of methods that are most interesting for use in managing the 

formation of thinking. These are the methods of: a) programmed learning, b) problem-based 

learning and c) interactive (communicative) learning» [1: 12]. 

Teaching psychology is focused not only on the assimilation of a certain amount of 

knowledge by students, but also on the development of their personality, their cognitive and cre-

ative abilities, the formation of modern key competencies in various spheres of life, which corre-

sponds to the main orientations of the modern concept of education. 

Among such competencies, the following can be noted: 

− it is necessary to learn to act within the framework of agreed goals and objectives; 

− it is necessary to be able to coordinate your actions with the actions of your partner; 

learn to cooperate, compromise; 

− you should be able to develop independently. 

The formation of such competencies is possible through the relevant experience of com-

munication activities, and such experience can be obtained in the interactive learning mode. [2] 

Interactive is the type of learning that is based on the psychology of human relationships 

and interactions. In the teacher's activities, the central place is occupied not by a single student as 

an individual, but by a group of interacting students who, discussing issues, argue and agree with 

each other, stimulate and activate each other. When using interactive methods, the spirit of com-

petition, rivalry, and competitiveness that manifests itself when people collectively seek the truth 
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has the strongest effect on intellectual activity. In addition, such a psychological phenomenon as 

contagion (not imitation, but contagion) is at work, and any thought expressed by a neighbor can 

involuntarily cause one's own, similar or close to the one expressed, or, conversely, completely 

opposite. 

Interactive learning methods include: business educational game, role-playing game, psy-

chological training. 

The best way to reproduce and study problems in the educational process is a game con-

taining a group exercise to develop a solution in conditions simulating reality. From this point of 

view, the game as an active form of students’ learning activity acts as one of the main forms of 

organizing problem-based learning in the educational process of universities. 

The educational game combines two unique principles of learning: the principle of model-

ing future professional activity and the principle of problem-solving. 

In an educational game, the process of solving a problem should be exploratory and re-

search-based. It is equally important that the solution of most problems is probabilistic. The re-

quirements for educational problems are simple and feasible: the problem should be relevant, its 

solution should require basic knowledge, imagination and creativity from the student. The prob-

lem should be complex enough and at the same time accessible for solution, it should encourage 

the application of existing knowledge and the search for new (for him) principles and facts, 

methods of solution, thanks to which students will acquire new knowledge and skills. 

The teacher's activity in an educational game is reduced to its planning, organization and 

management of its implementation in the light of achieving a professional goal - solving the set 

pedagogical problems. 

The goal of the students' gaming activity is threefold: obtaining knowledge, skills and abil-

ities necessary in future professional work; self-assessment in the role played, which is of great 

educational importance for the student; victory in the competition between groups of students. 

A business game simulates various aspects of human activity and social interaction, re-

moves contradictions between the abstract nature of the subject and the real nature of profession-

al activity. A business educational game is a simulation of professional activity and role-playing 

interaction according to the game rules of the specialists participating in it, in a certain conven-

tional time, in an atmosphere of uncertainty, in a clash of positions, with role-playing and operat-

ing [3]. 

Role-playing games are used to solve complex problems of learning new material, consoli-

dating and developing creative abilities, and also to form general educational skills. It enables 

students to understand and study the material from different positions. Role-playing games in-

volve students’ activities within the framework of their chosen roles, guided by the nature of 
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their role and the internal logic of the environment, rather than by an external behavioral scenar-

io. Players can freely improvise within the framework of the chosen rules, determining the direc-

tion and outcome of the game. The concepts of role-playing and business games are not identi-

cal, although their content partially coincides. Business games also involve the distribution of 

roles between the participants, but the procedure of business games, unlike role-playing games, 

is structured and regulated, while role-playing games are a free process of improvisation within 

the framework of role «restrictions», the direction of which is determined by the participants 

themselves in accordance with their individual characteristics. If in a business game, as a rule, 

the players are faced with the need to achieve a common goal, then in a role-playing game the 

role goals of the players may not coincide and even contradict each other. In role-playing games, 

several participants can play the same role in a given situation, which allows analyzing different 

behavioral options and their effectiveness. Role-playing allows expanding the repertoire of be-

havioral reactions, developing professionally important personality traits (creativity, flexibility, 

ability to effectively interact with others, etc.). However, managing a role-playing game, analyz-

ing its process and results requires specific skills and competence in the psychology of group 

processes from the teacher. In particular, the ability to organize group reflection, which should 

conclude any role-playing game, during which the personal impressions, experiences and self-

assessment of the participants in the game are correlated with the impressions, experiences and 

assessments of observers, as well as with the objective results of the game. 

Role-playing games are used to solve complex problems of learning new material, consoli-

dating and developing creative abilities, and also to form general educational skills. It enables 

students to understand and study the material from different positions. Role-playing games in-

volve students’ activities within the framework of their chosen roles, guided by the nature of 

their role and the internal logic of the environment, rather than by an external behavioral scenar-

io. Players can freely improvise within the framework of the chosen rules, determining the direc-

tion and outcome of the game. The concepts of role-playing and business games are not identi-

cal, although their content partially coincides. Business games also involve the distribution of 

roles between the participants, but the procedure of business games, unlike role-playing games, 

is structured and regulated, while role-playing games are a free process of improvisation within 

the framework of role «restrictions», the direction of which is determined by the participants 

themselves in accordance with their individual characteristics. If in a business game, as a rule, 

the players are faced with the need to achieve a common goal, then in a role-playing game the 

role goals of the players may not coincide and even contradict each other. In role-playing games, 

several participants can play the same role in a given situation, which allows analyzing different 

behavioral options and their effectiveness. Role-playing allows expanding the repertoire of be-
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havioral reactions, developing professionally important personality traits (creativity, flexibility, 

ability to effectively interact with others, etc.). However, managing a role-playing game, analyz-

ing its process and results requires specific skills and competence in the psychology of group 

processes from the teacher. In particular, the ability to organize group reflection, which should 

conclude any role-playing game, during which the personal impressions, experiences and self-

assessment of the participants in the game are correlated with the impressions, experiences and 

assessments of observers, as well as with the objective results of the game. 
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