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Rezunova O. Usage of business games as an effective mean of cross-cultural 
competency formation of future agrarian economists

The article analyzes the effectiveness of business games for cross-cultural competency 
formation of future agrarian economists.

Globalization, the development of post-industrial and information society, a significant 
expansion of cross-cultural interaction, growth of global problems change humanity and put new 
requirements. Now the world needs a new society that can solve more and more problems.

Ukraine is interested in a highly qualified economists with a high level of professional 
competence. So, the development of effective integrated approaches and implementation of 
active methods in teaching, such as business games, are very important nowadays.

Recently the interest for application of active methods in the educational process of higher 
educational institutions has increased greatly. The problem of games using are studied by many 
national and foreign scientists.

Busines games are regarded as one of the universal forms of interaction between teachers 
and students, which are applied at various stages of training, for different age groups and 
performs different functions.

The use of business games in the classroom provides professional guidance, positive 
motivation for students teaching and learning, creates the necessary environment for their 
professional development.

Intellectual games help to change the role of the teacher, because he has to show his 
knowledge publicly. It is important that students also try to learn the material more deeply, 
because the success of the team depends on their knowledge. As a result, teacher and student 
interests coincide, because both sides are focused on success.

Business games helps to bring training process to practice and take into account the 
realities of the present. Students can make decisions in conflict situations, defend their opinions, 
take part in teamwork and get results for a very limited time.

Different types and stages of business games used at lessons are described: simulation 
games, operational games, role plays, business theatre and intellectual games.

Typically, a business game consists of the following stages: viewing the purpose of the 
game, explaining the tasks and terms, giving game instructions, formation of working groups, 
analysis and discussing of game results.

Main advantages of using business games in training process of agrarian higher 
educational institutions are that they provides creative activity of students, increase motivation 
and develop critical thinking.

Key words: active methods of teaching, business games, intellectual games, simulation 
games, role plays, debate.
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