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M,

Dear Colleagues,

We welcome you from one of the oldest colleges in Georgia, Panacea,
which has been collaborating in the field of pharmaceutical educational
programs for two years. Articles by our faculty members have been
published in your scientific journal. It should be noted that publishing a
scientific journal in a college is a significant responsibility, and we are proud
to acknowledge that you are successfully meeting this challenge. Your
journal features news about medical achievements and scientific research
not only from local scientists but also from those in other countries who are
your partners. We wish you continued success in your dedicated and
essential work. In this way, you make an invaluable contribution to the
education of future medical professionals. Such cooperation between the
two countries is very important. | want to wish you success, progress and
strengthening of our countries!

gbﬁﬂan

Sincerely, IR

PhD in Medicine,

Vasil Kiknadze

Dear authors and editorial board members!

On behalf of Municipal state enterprise on the right of economic
management «High Medical College» Public Health Department of Aimaty,
| express my gratitude to you for your valuable work and dedication.
Medical science and education are the foundation of our future, which
require high level of professionalism. Your scientific magazine is an
important platform where practitioners and researchers meet, united by a
common goal - improving people's health and quality of life. Its publications
reflect current medical problems, offer innovative solutions and
introduction of advanced technologies into practical healthcare and
education. Your publications provide a good opportunity to share best
practices, discuss unresolved issues and lines of research, stimulate
professional growth of specialists.

We highly appreciate your willingness to share your knowledge and
experience. We wish you to continue to join like-minded persons, inspire
new discoveries and serve as a reliable source of information for all those
who have dedicated themselves to medicine.

We wish you further creative success and prosperity of your scientific
magazine.

Best regards,

Candidate of medical science, professof;
Director of Municipal state enterprise on %hght of economic management
«High Medical College» Public Heal epartment of Almaty, Kazakhstan

Zhumakhan Moldakulov
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HUI'POBBIE METO/Ibl OBYYEHMUS B IIPEITIOJABAHUU
MNCUXOJIOI'NU CTYJAEHTAM

Kanap KekcenOaesna ’Kamanosa

Mazucmp uckyccms,

Cm. npenooasamens Kageopwvl pycckozo Azvika u aumepamypul um. 1" A. Meiipamosa,
Kapazanounckuii ynugepcumem um. akaoemurka E.A. Bykemosa,

2. Kapaeanoa, Pecnyonuxa Kazaxcman

zhanara.76_76@mail.ru

AnHotanms. CtaThsl MOCBSILEHA UCIIOIb30BAaHUIO UTPOBBIX METOZOB O0yUYEHHs B IPENOJaBaHUU
IICUXOJIOTUM CTYJEHTaM. ABTOpP pacCMaTpUBACT PA3JIMYHbIE UIPOBBIE TEXHUKH, KOTOPbIE MOTYT
OBbITh A3PPEKTUBHO MPUMEHEHBI HA 3aHATHUAX IO TICUXOJIOTHH, TAaKUE KaK POJIEBBIE UTPHI, JEJIOBbIE
UTPBI, CUMYJISILUU U Ip. PackpbIBalOTCA NMPEUMYILECTBA UCIIOIb30BAHUS UTPOBBIX METOI0B, KOTO-
pble CIIOCOOCTBYIOT HOBBILIEHUIO MOTHBALIUY CTYJICHTOB, Pa3BUTUIO UX MTPAKTUYECKUX HABBIKOB U
TBOpYECKOro MblluieHus1. Ocoboe BHUMaHME yeNseTcsd METOAMKE pa3paboTKU U MPOBEACHUS HT-
POBBIX 3aHATHH, a TAKXKE YCIOBUSAM MX YCIEIITHOHN peanu3anuu B yaueOHoM nporecce. [IpuBoastes
KOHKPETHBIE MPUMEPHI UTPOBBIX YIPAKHEHUH, alpOOMPOBAHHBIX aBTOPOM B XOZI€ MPENOAaBaHHS
MICUXOJIOTUYECKUX AUCHUIUIMH. CaenaH BbIBOJ O TOM, YTO I'PaMOTHOE NIPUMEHEHUE UTPOBBIX TEX-
HOJIOTMH TMO3BOJIAET cleNaTh OOY4YEHUE IICHXOJIOTMM 0o0Jiee HWHTEPAaKTHUBHBIM, IPAKTUKO-
OPHEHTHPOBAHHBIM U, KaK ClIe/ICTBHE, 0ojiee 3 PEeKTUBHBIM.

KuoueBble ciioBa: yueonas uepa, yuebHnoe 3anamue, KpeamugHOCMb, 2UOKOCTb, MEMOObL.

GAME-BASED TEACHING METHODS IN TEACHING
PSYCHOLOGY TO STUDENTS

Zhanar Zhamanova

Master of Arts

Senior Lecturer of the Department of Russian Language
and Literature after. G.A. Meiramov,

Karaganda Buketov University,

Karaganda, Republic of Kazakhstan
zhanara.76_76@mail.ru

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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Upykuwnp dwghuinpny,

Q. U. Uljpuidnih win/. pniuwg jEqiyh b gnuluwinipyub wdphnih wijug nuwuwpung,
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p. Qwpuquinw, Tuqupuuunuih Zuipuybnneindb

zhanara.76_76@mail.ru

Udthnthwghp: Znnpdusp wdhpdws E jpunbph ntunigdw dbpngubph Yhpundwin ntuw-
tunnutpht hngbpwnipnit ntuniguwibihu: Zknhtwlp nhnwpynud £ vwppbp punuyght
Ubkpnnubtp, npnup Jupnn b wpynibwdbnnpkt ogurnuugnpéyt] hnghpuiinipyut nuuk-
phu, hywhupp G gpught fpuntpp, phqubu pwnbpp, uhdnyyughwbtpp b wyb: Fw-
guhwynynid tu ppwunuyjhtt dkpngutph ogunugnpsdwmt wnwbjmpniuubpp, npnup og-
unud Bu pwpdpugul] ntuwunnubph dnnhdughwt, qupqugul) tpubg gnpstwlut
huiwnnmipnitibpp b unbpdwgnpswljutn dnnwénnnipniup: Zwwnnt] npwungpmipinit |
nupdynid ppunuyhtt quubph dpwljdwt b whghugdwt dbpnpuputinipjuip, htsybu
twl Yppwlwb gnpépupwugnid npuig hwenn tbpnpdwt wuwydwbbbpht: Spws Eu
hngbpwiwljut wpwpuwibph nuuuuinduw gnpépupwgnid hinhttwlh Ynnudhg thnp-
dwplJws hmunuyhtt yupdnipnitubph hwwnntyy ophttwljutp: Gqpujugnipnit L wp-
Ynud, np founuyjhtt mktninghwutph qpugbn fhpwuenidp htwpwynpnipnit £ wnwwhu
hngbpwinipyjutt guuwdwunnudp nwpdul] wdth  htnbpulnhy, wpulnhy
wpryniipnid. wdbjh wpmyni by b

pdtvwpuntp’ nrumdiwlud oy, niunidiulul gnpénibknupeynil, uinknSwgnpswljw-
Unipnil, &gniinipinil, Ukpnnbkp:

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

160


mailto:zhanara.76_76@mail.ru

BULLETIN OF THE MEDICAL COLLEGE AFTER MEHRABYAN, VOL. 17, 2024

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:

— Itis necessary to learn to act within the framework of agreed goals and objectives;

— itis 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-
i0. 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-
i0. 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 «restrictionsy», 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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