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Vasilyva I., Chebotarev N. Game Design as an Active Learning Method of Students of 
Economic Profile

Organization of technical integrity of the educational process and its actual embodiment in 
terms of pedagogical practice involves the aim at innovation. The use of innovative educational 
technologies is necessary for improving the efficiency of joint activity of teachers and students. The 
article deals with the essence of the game design and experience of its application by the 
Department of Pedagogy and Psychology of NTU “KhPI” for the formation of a competitive future 
specialist. The role of game design as a method of active learning, which contributes to the 
improvement of professional skills of students and improves their efficiency for adaptive 
management is shown. The conclusion about the effectiveness of its using during training at higher 
school is made.

Recommendations regarding the selection of the optimal strategy of behavior in the 
practical implementation of the model of a successful specialist contributed to the development of 
the internal motivation for training, provided activation of goal-setting, enabling students to 
develop a plan of action for self-development and self-improvement. At the same time, great 
attention was paid to the formation of an adequate self-identity, the increasing of self-confidence, 
the acquiring creative skills, which are the criteria of high quality training of future specialists. 
This provides an opportunity to manage the development of each student by creating for him the 
information environment adequate to his style of activity, to differentiate didactic learning tools for 
widening his knowledge that contribute to the improvement of modern educational system.

Key words: innovative educational technologies, game design, future specialist, 
competitiveness, development, self-improvement, psychological techniques, adaptive management.
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