Machinery & Energetics. Journal of Rural Production Research. Kyiv. Ukraine. 2020, Vol. 11, No 4, 49-56
ISSN 2663-1334 (print), ISSN 2663-1342 (online), www.journals.nubip.edu.ua/index.php/Tekhnica

VK 331.1: 378.091.39

http://dx.doi.org/10.31548/machenergy2020.04.049

BUSINESS GAME AS WAY TO INCREASE EFFICIENCY OF EDUCATIONAL PROCESS IN STUDY
TOPICS PROVIDING OF FIRST AID TO VICTIMS IN ACCIDENTS

S. M. Holopura, P. O. Chmara

National University of Life and Environmental Sciences of Ukraine, Ukraine.

Speciality of article: 133 — industry engineering.

Corresponding authors: svgolopura@ukr.net.

Article history: Received — August 2020, Accepted — October 2020.

Bibl. 20, fig. 1, tabl. 1.

Abstract. The article is devoted to the theoretical and
practical use of the business game method for the
professional activities of future professionals who need the
necessary real practical skills, apply practical skills, using
and practicing, as well as complying with the law, which
requires the use of inappropriate today and organizational
measures. Appointed that the problems of using the game
in socio-pedagogical work are widely represented in terms
of pedagogy in general research. At the same time, we
consider the shortage of domestic people dedicated to the
manufacturers of theoretical foundations and improved
activities, using the business game as an active
occupational safety training method for future
professionals. Identified specialized play activities that
added a touch of detail, pre-working, as a methodology that
changed learning among students.

The purpose of the research is to develop,
scientifically substantiate and experimentally test the
methodology of the business game "Providing of first aid
to victims in accidents at production”, aimed at working
out a sequence of actions to provide first aid in order of
urgency and ability to maintain basic life functions. before
the arrival of the emergency. The result of such games can
be both the direct development of personality qualities and
the demonstration of practical training of future
professionals. Playing certain situations, involving game
participants in the situation of choice is a real way to self-
confidence, the ability to properly navigate in an extreme
situation and use the tools at hand to help victims.

This article analyzes the degree of assimilation of
educational material by students after conducting practical
classes in the form of a business game in comparison with
students of control groups, in which this topic was
presented in a lecture. The form of student certification
consisted of answers to test tasks and descriptive questions
of the training module. We compared the average scores on
the 100-point system with the results of the assessments in
the control groups, taking into account the overall score of
students for the academic year.

Key words: business game, occupational safety and
health, providing first aid to victims, extreme situation, de-
gree of mastering of educational material.

Introduction

Global trends of humanization, integration and
globalization of society determine new priorities for the
development of education. The tasks facing modern
education today determine a new quality of education
focused on intellectual and creative development, the
formation of a competent person capable of innovation,
which is determined not only by the amount of knowledge
gained, but also the ability to use them, independent
activity, learning and self-improvement throughout life.
This can be achieved by forming the personality of the
student, who at work will ensure compliance with safety
and health, guided by current regulations on labor
protection, to confidence in their abilities, the ability to
navigate in an extreme situation. A rationally organized
system of education in the study of occupational safety
disciplines should become the basis and one of the
determining factors in shaping the personality of the
modern production manager.

Formulation of problem

The relevance of writing the article is due to the ever-
growing need to find new, scientifically sound, practically
significant and methodologically appropriate ways of
successful training [1, 2] during the study of the discipline
"Occupational Safety". Together with modern teaching
methods (explanatory-illustrative, —sign-context, case
method, etc.), game methods belong to effective innovative
technologies [3] during training [4-8], which allow to form
a flexible, conscious, successful personality, capable of
non standard think, solve urgent issues and act correctly in
production situations.

The business game simulates a real situation, which is
extremely important for the practical sphere of activity.
General goals of business games in higher educational
institutions: to immerse students in the atmosphere of
intellectual activity, as close as possible to professional
practical work, to create a game atmosphere that changes
dynamically, depending on right and wrong actions and
decisions [8, 9].
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The discrepancy between the state of development of
communication skills of future professionals, their ability
to effectively solve problems in various areas of
professional activity with mandatory consideration of labor
protection requirements and guarantee the preservation of
life, health and ability to work, as well as the role of
business games in this process direction of our research.
Note that the business game is aimed at developing the
ability to analyze specific, specific practical situations and
solve professional problems, encourages students to seek
solutions to production problems.

Analysis of recent research results

The essence of active teaching methods is that the stu-
dent acquires the necessary knowledge by studying and an-
alyzing various sources of information related to the prac-
tical activities in which the training is conducted [8]. The
peculiarities of the methods of active learning are the
forced activation of the student's thinking, he is obliged to
be active, regardless of whether he wants it or not and takes
an active part in the learning process for a long time. The
degree of motivation and emotionality, independent deci-
sion-making increases [4, 9]. Active teaching methods
combine forms of individual and collective development of
educational material that use the actual data of a particular
problem and its theoretical generalizations. The most ef-
fective of them are situational methods: analysis of specific
situations, solving practical problems, staging, analysis of
incidents, business games [6]. The game method has a
number of advantages in comparison with traditional meth-
ods of teaching in high school, because the purpose of the
game is more consistent with the practical needs of stu-
dents. This method allows you to connect a wide range of
problems and the depth of their understanding, corresponds
to the logic of activity, includes a moment of social inter-
action, prepare for professional communication [8]. The
game is full of feedback and stronger in comparison with
traditional methods, professional skills are formed, stereo-
types are easier to overcome, and self-esteem is adjusted
[9]. In the course of a business game the whole personality
of a student is manifested, while traditional methods as-
sume the dominance of only the intellectual sphere. It is
possible to interpret, comprehend the results [10].

Business games have components that fundamentally
distinguish them from other types of educational
technologies, they have an algorithm of "correctness” and
"incorrectness" of the decision, ie the student-participant of
the game sees the impact of his decision on future events [
11]. Although business games are primarily designed to
prepare students for professional activities, immersing
them in real practice, the game simulation model inevitably
simplifies this task, mainly in the direction of providing
experience in interpersonal and business relationships [12].

At the same time, business games, as a kind of
simulation method, open for the university teacher the
opportunity to study decision-making processes taking into
account the individual characteristics of the student.

Business games have a lot to do with tests, performing
detection and evaluation functions. However, if the tests
involve answers to questions or mental solutions to the
problem, the game is based on certain behaviors and

actions, in addition, the game is usually the interaction of
two or more subjects, ie collective, group interaction [3].
The game differs in complexity and interdependence of the
solved problems, and if tests have fragmentary character,
the game on the design covers a complex of interconnected
actions in which the previous decisions, in many respects
determine the following [13]. The game involves the
simulation of a real situation, which is characterized by
dynamism and variability, which allows you to identify
such behavioral traits of the student, which can not be
detected by conventional tests. The game is
multifunctional: along with the function of assessing the
qualities and knowledge of students, it can perform the
functions of teaching, training and education of its
participants, as well as solving research problems [14].
Evaluation of the effectiveness of a business game directly
depends primarily on the process of its course, while the
test is evaluated by the results of its implementation.

Business game brings the desired result when it is
based on theoretical knowledge, the idea of the field of
knowledge that it simulates, and is a logical continuation
of the educational process, the transition to a practical
behavioral stage [15]. Students receive and learn more
information based on specific examples, which contributes
to the acquisition during the game of skills of constructive
decision-making, increases the motivation of students to
learn innovative knowledge. Students' self-esteem
increases, and for those who had overestimated self-esteem
before the game, it becomes more objective [12]. The
experience gained in the process of business game makes
it possible to more accurately assess the probable real
situations [16].

The use of business games in such disciplines as civil
protection, life safety or occupational safety will promote
the practical use and acquisition of theoretical knowledge
that can be used in the further activities of the student as a
specialist [5].

Purpose of research

The purpose of the research is to develop,
scientifically substantiate and experimentally test the
methodology of the business game "Providing first aid to
victims in case of an accident at production”, aimed at
working out a sequence of actions to provide first aid in
order of urgency and ability to maintain basic life
functions. before the arrival of the emergency medical
team.

Research results

As noted above, a business game is a way to enhance
the educational and cognitive activities of students, which
encourages them to intensive mental and practical
activities in the process of mastering the material, when
active not only the teacher but also students. The basis of
the traditional explanatory-illustrative approach to learning
is the principle of transferring knowledge to students in a
ready form. In the case of the use of active methods there
is a shift of emphasis in the direction of activating the
mental activity of students [18]. Methods of active learning
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can be used at different stages of the learning process: the
first stage - the initial acquisition of knowledge. These can
be a problem lecture, heuristic conversation, educational
discussion, etc. The second stage - control of knowledge
(fixing), such methods as collective mental activity,
testing, etc. can be used. The third stage - the formation of
professional skills, knowledge-based skills and the
development of creative abilities, the possible use of
simulated learning, game methods [16].

Consider the step-by-step algorithm of the business
game "Providing first aid to victims in case of an accident
at production”, which was conducted with students of
higher education after studying the topic. Technical
equipment: cards with tasks, bandages, splints, bandaging
material, first aid kit, mannequin-simulator for practicing
techniques of cardiopulmonary resuscitation.

Stages and sequence of the business game:

Stage I. Introduction to the game. Participants get
acquainted with the content, goals and objectives of the
game, the general rules. The teacher provides counseling
and instruction.

Stage II. Separation of roles among students. The
optimal group size is 3 - 4 people. Each group receives a
specific problem situation, distributes roles among group
members who interact with each other through discussion,
exchange of experience

Stage III. Immersion in the game. Students get
acquainted in detail with the proposed situation.

Stage I'V. Study and systematic analysis of problems.
The participants of the game analyze the situation, the
"highlight" is that no one but the student who portrays the
"intellectual victim" knows what happened to the victim.
They should determine this only by indirect signs - a brief
description of the victim's condition by the teacher, the
explanations (often specifically confusing) given by the
"victim", as well as the actions taken by the victim, such as
screaming "in pain" when touching a broken legs, or
"suffocating"”, etc.

Stage V. Gameplay. There is a search or development
of solutions, forecasting potential problems, risks and other
consequences of the problems and specific actions. During
the discussion, a collective decision is made, a clear
algorithm for providing first aid to the victim is developed.
The main points of the lesson are recorded in the
notebooks.

Stage VI. General discussion. Players present and
justify their decisions. The result of the work is evaluated
by participants of other groups. The teacher can also speak
about the results of the discussion, but only with
commentators on the content of the discussion, and not on
the whole game.

Stage VII. Summing up the game. The need for this
stage is especially important, at this time the decisions of
teams and algorithms for providing first aid to the victim
are evaluated, there is an acquaintance with different
approaches to care, their effectiveness and competitiveness
are determined. At this stage, points, penalties and
incentives are calculated, the best players are identified, the
game is logically completed.

Stage VIII. "Unloading" from the game. The final part
of the game is devoted to the participants' thoughts on the
prospects of using such learning technologies in the
educational process.

In a business game, action is always characterized by
problem analysis, weighing alternatives, developing
strategies and making decisions [19]. Accordingly, in a
model that simulates the solution of a problem, it is
necessary to make simplifications to some important
decision-making processes and, thus, to important data,
structures and processes. Conflicts that require decision-
making within one group or between conflicting parties or
decisions that go beyond the conflict are best suited for
this. The selection of game groups is very important and
therefore it needs to be considered especially carefully. The
role of moderator of the game is not performed by the
teacher, but in our example, the head and leader of the
group, and to some extent competent listeners. The game
leader gives the participants freedom of action, he allows
them to follow the learning path and make mistakes. Tasks
of the game manager: 1) to conduct separate phases of
game and to provide with necessary materials. It cannot
influence the group's decisions, but it can bring in new
additional information, materials and suggestions; 2)
represents groups that are not engaged in the game,
monitors compliance with time and proximity to reality; 3)
he is a mediator in case of violation of the rules of the game
and in the event of conflicts. The business game requires
certain conditions in terms of premises and time, it also
requires technical equipment, which is often difficult to
create in the daily learning process.

Our research was conducted among students of the
Faculty of Veterinary Medicine of NULES of Ukraine
(Kyiv). Three control groups were selected, in which the
topic "Providing first aid to victims in case of an accident
at production" was presented in lecture form, and three
research groups, where practical classes were conducted in
the form of a business game. The degree of assimilation of
educational material by students on a 100-point system in
research and control groups was analyzed.

Checking the effectiveness of the implementation of a
new method of training, the assimilation of the material
took place through the preparation of reports on the work
performed, demonstration of algorithms for providing first
aid to the victim

After conducting practical classes in the form of a
business game, the degree of assimilation of educational
material by students was analyzed in comparison with
students of control groups, in which this topic was
presented in lecture form. The form of student certification
consisted of answers to test tasks and descriptive questions
of the training module. We compared the average scores of
responses on a 100-point system with the results of
evaluations in the control groups, taking into account the
overall score of the groups for the school year (tab. 1).

The obtained data showed that the level of knowledge
of students in groups, where practical classes were
conducted in the form of a business game, was much higher
compared to students of control groups. (fig. 1). Statistical
analysis of the results of the research was performed using
the Microsoft Excel 2003 computer program. The average
score of the responses in the control groups was 72.25
points, and in the experimental groups - 80.45. The
standard deviation from the mean is £ 0.954 and + 0.12,
respectively.

We identified Student's unrelated (odd) criterion to
compare groups formed from different people, it was
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6,445. The reliability of the measurements had the highest
level of significance (p <0.001).

Table 1. Results of the conducted assessment of stu-
dents' knowledge on the topic "Providing of first aid to
victims in accidents at production™ and the average score
of groups for the academic year, in the control and research

groups.

Control groups Study groups
group | group | group | group | group | group
1 2 3 4 5 6
91 98 95 98 91 91
94 90 90 98 84 95
90 95 82 95 98 95
74 90 90 92 90 77
86 92 90 85 80 90
60 84 90 80 92 87
71 82 76 88 90 90
69 84 76 89 74 84
60 82 75 78 90 88
60 74 60 93 85
69 74 76 78 81
60 82 60 80 77
60 62 74 85
60 90 80

60
60

The average values of the control module

7261 | 74,82 | 7533 | 804 | 803 | 80,66
Average performance values

58,92 | 69,46 | 71,35 | 7517 | 71,1 | 69,38

Comparing the data of average scores of responses
from the control module of students on a 100-point system

5.3
72,61 74,82 7533
69.46 .35
58.92
Control 1 Control 2 Control 3
Groups

I Business game

- 5,17

Study 4

Traditional methods

with the overall score of groups for the academic year, a
direct correlation was established between the two data
sets.

The strength of the correlation bond was 0.707877, ie
it is in the range from = 0.7 to = 0.99, according to the scale
- this is a strong dependence, as evidenced by the level of
significance. The overall success of students from all
disciplines during the year in the control and research
groups was lower than the results of the control module on
"Providing first aid to victims in case of an accident at pro-
duction”. This may be due to students' personal interest in
learning about this topic. Almost everyone has faced
situations where someone needs urgent help, some have
seen help already provided, and sometimes we need it
ourselves. Everyone should know the basics of first aid,
because it is before the arrival of doctors often comes a
precious time when you can save lives or prevent
deterioration.

The activity in the form of a business game turned out
to be extremely interesting and useful for all students, as
they had the opportunity not only to hear the rules of first
aid for victims in case of an accident, but also to feel like
real rescuers. The game provided an opportunity to test the
acquired knowledge and skills. On special mannequins,
future specialists learned to do cardiopulmonary
resuscitation, stop bleeding and provide first aid for burns
and frostbite. Game participants learned how to use
improvised means, items of clothing, and other items to
provide first aid. Most importantly, students realized that it
was important to pinpoint symptoms and, without wasting
time, make decisions about actions.

Students asked questions and actively participated in
training sessions.

90

[y
=
(¥¥]

60

50

40

30

20

The average score of the group

10

Study 5 Study 6

Overall performance score

Fig. 1. Comparison of average scores of answers from the training module on a 100-point system for different
methods of teaching the discipline and the overall score of groups for the academic year.
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All participants of the game noted that such classes
provide an opportunity to receive very useful information
and acquire the necessary skills, because now they can use
their knowledge in difficult and extreme situations in the
workplace, as well as in everyday life. People often die
because others are unable to help them in time due to lack
of basic medical knowledge. So you need to know how to
keep yourself and other people healthy.

Assessment of students involved in the business game
also had some benefits for the teacher. Often, in written or
oral tests, we are faced with the problem of learning, in
which the student does not understand the essence of the
material, has difficulty using it in practice in the future.
Conducting a business game makes it possible to assess the
readiness of students more objectively, to identify all the
"weaknesses" or gaps in the knowledge of students, which
can later serve to organize a more detailed analysis of a
material.

It was found that the use of the developed business

game in the educational process allowed to increase the
level of assimilation of material for providing first aid to
victims in case of an accident by 7.7%.
The above method of preparing and conducting a business
game "Providing first aid to victims in case of an accident
at production™ can be used as one of the active teaching
methods that allow students to act independently for some
time in a simulated situation, to obtain the necessary skills
and rules for providing first aid to victims in case of an
accident. The analysis of different ways of solving the
situation, actions, methods and ways out of the simulated
situation contributes to a significant improvement in the
quality of the educational process and the accumulation of
experience. Business games in the educational process
allow future professionals to form not only certain
professional skills, but also certain moral traits of the
individual in terms of professional duties: initiative,
principledness, diligence, honesty [12, 20].

Conclusions

1. Assessment of the assimilation of the material
allows to state, although not significant, 7.7%, but a
probable increase in the efficiency of the assimilation of
the material when applying the methodology of the
business game " Providing first aid to victims in case of an
accident at production." The peculiarity of the use of
business games in teaching students is that this approach
allows to elaborate both theoretical knowledge and
practical skills of providing first aid to victims in case of
an accident.

2. Inaddition, conducting practical classes in the form
of a business game is more interesting for students, because
it involves not only identifying the level of theoretical
training, but also the use of knowledge in a simulated
situation close to reality, allows students to avoid certain
fears that sometimes arise work in an emergency. And also,
in particular due to the emotional component, leads to a
much deeper assimilation of the material.

3. Conducting a business game provides an
opportunity to more objectively assess the readiness of
students, to identify any "weaknesses" or gaps in the

knowledge of students, which can further serve to organize
a more detailed analysis of a material.

4. The above method of preparing and conducting a
business game can be used as one of the active teaching
methods, which is an effective pedagogical tool aimed at
forming thinking and can be recommended as an
alternative form of classroom work.
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JIJIOBA I'PA SK CIIOCIb [IJIBUIHEHHS
E®EKTUBHOCTI HABUYAJIBHOI'O I[TPOLIECY
[TPU BU-BUEHHI TEMU HAJAHHS JIOMEJUYHOI
JOINIOMOT'M IIOTEPIIUIMM ¥V PA3I HEIHACHUX
BUITAIKIB
C. M. I'ononypa, I1. O. Ymapa

AHortanisg. CTaTTi0O NPHUCBSIYEHO TEOPETUYHOMY Ta
MPaKTHYHOMY aHaJi3y BUKOPHCTAHHS METOAY JIIOBOI rpu
JUTst ipoeciiiHOl MiAroTOBKKM Mai0yTHIX CHEIialiCTiB, SKi
3a CBOIMH CIIy>)KOOBUMHU OOOB’s3KaMH MOBUHHI BOJIOIITH
OCHOBHUMH NPAKTHYHUMH HABUUKAMH 3 PSITYBaHHs Ta 30e-
PEKEeHHS )KUTTS JIOJUHM y pa3i HElIacCHOTO BHIAJIKY Ha
BUPOOHHMIITBI, Ta BIANOBIJHO IO 3aKOHA 3000B’s3aHi
3MIACHIOBATH HEBIAKIAAHI Mii Ta OpraHi3alliifHi 3aXOJH.
3a3HaueHo, 1m0 MpoOJeMy 3aCTOCYBaHHS TPU B CHUCTEMI
coliaTbHO-TIeIaroriYHOi pOOOTH IIMPOKO MPENICTABICHO 3
TIOTJISITy TIEJarOTiKY B 3arajIlbHUX JOCHIIKeHHAX. PazoM i3
THM CIIOCTEpiraeMo Ne(iluT BITIU3HIHUX JOCIIIKEHB,
MIPUCBSIYCHNUX PO3POOJIEHHIO TEOPETUYHMX OCHOB i BIOC-
KOHAJICHHIO MPAKTHKH BUKOPHCTAHHS JIJIOBOT I'PU SIK aK-
TUBHOTO TPallEOXOPOHHOTO METO/y HaBYaHHS MaiOyTHIX
cneuianictiB. BuzHayeHno cneundiky irpoBoi IisuIbHOCTI,
sKa TOJIATae B HAmNpsiMi NMpodigakTUUHOI, MPEBEHTUBHOT
CHPSIMOBAHOCTI I'PU SIK METOJy OpraHizaiii 3MiCTOBHOTO
HaBYaHHSI MalOyTHIX (axiBIliB.

Merta mocnimkeHb — pO3pOOHTH, HAYKOBO OOTPYHTY-
BaTH Ta €KCIIEPUMEHTAIBHO IIEPEBIPUTH METOANKY JIIIIOBOT
rpu «HagaHHS TOMEANYHOI JONIOMOTH MTOTEPIUINM Y pasi
HEIAaCHOTO BHIAJKy Ha BUPOOHMITBI», CHPSMOBaHy Ha
BiJIIIPAIfOBaHHS CTYJCHTAMH ITOCIIJIOBHOCTI il IIOIO
HaJlaHHS JOMEIUYHOT IOIOMOTH B MOPSIKY TEPMiHOBOCTI
Ta BMiHHS MiATPUMYBATH OCHOBHI )KHTTEBHX (YHKII{ MO-
TEPIILJIOTO J0 MPHi3ay OpUraan eKCTpeHOI MeINYIHOI T0TI0-
Moru. PesynbraToM Takux irop mMoxke OyTh sk 6e3moce-
penHii PO3BUTOK SIKOCTEH 0COOMCTOCTI, TaK i IEMOHCTpa-
IIisl MPaKTUYIHOI MiATOTOBKM MaitOyTHIX ¢axismis. [Iporpa-
BaHHS MIEBHUX CUTYyallili, 3aTy4eHHs] YIaCHUKIB TPH JI0 CH-
Tyanii BUOOpPY € peabHMM LUISIXOM JI0 BIIEBHEHOCTI Y
CBOIX CHJIaxX, BMiHHIO IPaBHJIbHO OPiEHTYBAaTUCh B €KCTPE-
MaJIbHI cUTyallii Ta BUKOPUCTOBYBAaTH HiApydHi 3acoOn
JUISL HA/IAaHHS JIOTIOMOTH TTOTEPIIUTHM.

VY naHiif poOOTI MPOaHATI30BAHO CTYITIHb 3aCBOEHHS
HaBYAJILHOTO MaTepially CTYIACHTaMH ITCIsl MPOBEISHHS
MPaKTUYHAX 3aHATH y (OpMi AiJIOBOI TpH MOPIBHIHO 3i
CTYJCHTaMH KOHTPOJIBHHX IPYI, B SKUX IO TEMy IOZa-
BaJM y JeKIiitHOMy BUrisiai. @opma aTtecrarii CTyAeHTIB
MoJIsTaa y BiIIOBIASX Ha TECTOBI 3aBIaHHS Ta OIHCOBI
3alMTaHHs HaByaJbHOTO Monyis. [lopiBHIOBanu ycepen-
HEHI OI[IHKY BiAmoBiael 3a 100-0aibHO CHCTEMOIO 3 pe-
3yNbTaTaMH OLIHIOBAHHS Yy KOHTPOJIBHMX Tpymax 3
BpaxyBaHHSM 3arajbHOr0 Oaiy YCIIIIHOCTI CTY/AEHTIB 3a
HaBYAJILHUH PIK.

KarouoBi cnoBa: finosa rpa, oxopoHa mpani, Ha-
JaHHA JOMEIMYHOI JOIOMOTH IIOTEPIIIMM, ESKCTpHMa-
JbHA CHTYyalis, CTYIIHb 3aCBOEHHS HAaBYaJBHOTO MaTe-

piaiy.

JEJIOBAA UTPA KAK CITIOCOB ITOBBIIIEHUE
SOPEKTUBHOCTU YYEBHOI'O [TPOLIECCA
TP U3YUYEHUWU TEMBI ITPEJJOCTABJIEHU A

JIOMEIULIMHCKOM ITOMOIIU [TOCTPAJIABIIUM
TP HECUHACTHBIX CIIYUAAX
C. H. I'ononypa, 11. A. Ymapa

Annotanus. CTaThs MMOCBAIICHA TEOPETHUCCKOMY U
MPaKTUIECKOMY aHAIN3Y UCTIOIb30BaHUSI METO/IA ISIIOBOU
UTPHI 11 TPO(heCCHOHANBHON OATOTOBKY OYIYIINX CIIe-
IIUATUCTOB, KOTOPHIE II0 JONTY CIYKOBI TOJDKHBI BIAJCTH
OCHOBHBIMH HaBBIKAMH II0 CHACEHUIO H COXPaHECHUIO
JKU3HH YeIIOBEeKa B CITydae HECYACTHOTO CITydasi Ha MPOM3-
BOJICTBE, M B COOTBETCTBHHU C 3aKOHOM 005I3aHBI OCYIIIECTB-
JIATh HEOTJIOKHBIE NEHCTBUS U OpraHM3alMOHHBIC MEpO-
npusatus. OTMedeHo, 4To mpobiaeMa IPUMEHEHHUsS! UIPHI B
CHCTEME COIHAIIBHOIIEJaTrOTUYHOH pabOThI IIMPOKO Mpe-
CTaBJICHBI C TOYKH 3pCHMS [I€AArOTMKH B OOIINX HCCIeI0-
BaHMsiX. BMecte ¢ TeM HaOmoaeM neUIUT OTeYECTBEH-
HBIX HCCIIEJOBAaHUA, IOCBAIICHHBIX pa3padOTKe TeOpEeTH-
YECKUX OCHOB M COBEPIICHCTBOBAHUIO MPAKTUKH HCIIOJh-
30BaHMA JIEJIOBOH HWIPHI KaK aKTUBHOTO TPYIOOXPAHHOU
MeToAa oOydeHuUs Oymymmx crenuanuctoB. OmnpenencHa
cnenn(rKa UTPOBOI IEATEIFHOCTH, KOTOPAst 3aKTI0YACTCS
B HAmpaBIiCHUH MPOQPIIAKTHYECKOW, TPEBCHTUBHOU
HaIpaBIEHHOCTH UIPHI KaK METOJla OpTaHU3aIlMH COlep-
KATEILHOTO 00y4YeHUs Oy IYIIUX CTIEIIUATUCTOB.

ens uccnenoBanuii — pazpaboTarh, HAYYHO 0OOCHO-
BaTh M HKCIIEPUMEHTAIBHO NTPOBEPUTH METOUKY J1€ITOBOM
urpel «lIpegocraBieHue AOMEIULIMHCKOW IIOMOIUM I10-
CTpaJaBIINM IIPH HECYACTHOM CITydae Ha IMPOU3BOJCTBEY,
HaIpaBJICHHYI0O Ha OTPabOTKy CTYyIEHTaMH IOCIIEeIOBa-
TENbHOCTU JEHCTBUI MO NPENOCTaBICHUIO JOMEIUIMH-
CKOH IOMOILY B HOPSAKE CPOYHOCTU U YMEHUE MOAJIEPIKU-
BaTh OCHOBHEBIC )KM3HEHHbBIC ()YHKIIMU [TOCTPATABIIETO 10
npuesna Opuragbl SKCTPEHHOW MEIUIMHCKOW IOMOIIH.
Pe3ynpTaTom Takux UTp MOXKET OBITH, KaK HETTOCPEICTBEH-
HOE pa3BUTHE Ka4deCTB JIMYHOCTH, TaK M JEMOHCTpAIHs
MPAaKTUYECKON TOATOTOBKH OyIyIIMX CIEIMAINCTOB.
[IpourpeIBaHus ONpeNeNeHHBIX CUTYAIHi, TPUBICYCHUS
YYaCTHHKOB HIPHI K CHUTYaIlMHd BBIOOpA SIBIAETCS peajib-
HBIM ITyTE€M K YBEPEHHOCTH B CBOMX CHJIaX, YMEHHIO IIpa-
BUJILHO OPUEHTHUPOBATHCS B HKCTPEMAJIbLHOM CUTyalluu U
HCIOJIb30BaTh MOJPYYHBIE CPEACTBA Ui OKa3aHWs IO-
MOIIIY OCTPaJaBIIUM.
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B nannoii paboTe mpoaHanM3UpoOBaHa CTENEHb YCBO-
eHnsl yueOHOTO Marepuana CTYAEHTaMH IIOCIE HpPOBEAe-
HUS TIPAKTUYECKUX 3aHATHH B (QOpME IEIOBOW HWIPHI TO
CPaBHEHUIO CO CTYAEHTaMH KOHTPOJIBHBIX TPYMII, B KOTO-
PBIX 3Ty TEMY NOAABAJIN B JEKIMOHHOM Buae. Popma are-
CTalMM CTYICHTOB 3aK/II0Yajach B OTBETaX HA T3CTOBBIC
3aJaHusl U ONKCATEJbHBIE BOMPOCH y4eOHOTO MOJIYIIA.
CpaBHHMBalIM yCpeIHEHHbIE OIIEHKM OTBeToB mo 100-
OaJIbHOW CHCTEME C pe3yJbTaTaMM OLCHUBAHUS B KOH-
TPOJIBHBIX TPYMIAaX ¢ y4eToM ooriero Oajuia ycreBaeMo-
CTH CTYJICHTOB 32 Y4€OHBIH roJ1.
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