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FORMATION OF COMMUNICATIVE CULTURE OF STUDENTS
IN HIGHER TECHNICAL EDUCATIONAL INSTITUTIONS
BY MEANS OF GAME TECHNOLOGIES

Formation of communicative culture of future specialists in engineering contributes to their professional development,
growth and self-realization; ensures their readiness for successful professional activity. Interactive methods that ensure
the interpersonal interaction of all its participants play an important role in the formation of communicative culture of a
personality.

The aim of the paper is to analyse the essence, structure and functions of the game technologies in formation of
communicative culture of the future specialists in engineering.

The article reveals the essence of the concept of communicative culture as a special quality of a personality of a
future engineer, characterized by the system of communicative knowledge, the ability to control and regulate their
linguistic behaviour, argue their position competently and convincingly, the ability to conduct business negotiations in
the process of professional activity and choose the necessary style of behaviour to achieve the goal of a communicative
act, collaborate productively in the process of professional tasks solving. Different game technologies are analyzed as a
kind of interactive technologies (game discussions, game situations, exercise games, role-playing games); principles of
organization of game activity as a means of formation of communicative culture (teacher-player, psychological support,
openness, tolerance, reasoning of thoughts, actualization of achievements, positive, motivation through responsibility)
are offered. Advantages of game technologies in_formation of communicative culture of a personality of a future engineer
(readiness for professional and interpersonal interaction) are presented.

The conclusions outline the basic prerequisites for activating the process of formation of communicative culture of
students of higher technical educational institutions by means of game technologies (providing development activities,
developing students’ creativity and activity, creating a positive emotional environment, achieving some success).

Key words: communicative culture, formation of communicative culture, interactive methods, game, game technologies,
student of higher technical educational institution.
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®OPMYBAHHS KOMYHIKATUBHOI KYJIBTYPHU CTYJAEHTIB
Y BUIIUX TEXHIYHUX HABYAJIbBHUX 3AKJIATAX
3A JOIIOMOI'OIO ITPOBUX TEXHOJIOI'TA

Copmosanicmes KOMYHIKAMUSHOT KYIbIMYPU MALOYMHb020 (Paxi6ys [HIHCEHEPHO-MEXHIYHO20 CRPAMYBAHHI CHPUSAC
11020 npoecitiHomy cmaHo8IeH IO, 3POCMANHI0 MA camopeanizayii; 3ade3neyye 1oeo 20mosHicmsb 00 YChiuHoi npoge-
citinol distibHocmi. Bajicnuse sHauents y popmyeanti KOMYHIKAMUGHOL KyIbmypu 0COOUCIOCIE MAOMb [HMePaKmueHi
Memoou, AKi 3a0e3neuyioms MidcoCoOOUCMICHY 83AEMOOTI0 8CIX 11020 YUACHUKIS.

Memoto cmammi € ananiz cymnocmi, cmpykmypu ma QyHKYitl i2posux mexuonoeiti opmy6anHs KOMYHIKAMUEHOT
KYIbmypu y MatiOymuix axieyie iHoceHepHO-mexHiuHo20 npogiio.

Y emammi poskpusaemuvca cymmuicmo nonammsa KOMYHIKamueHoi Kyismypu (ocobaueoi akocmi ocobucmocmi maii-
OYMHBOO THIHCEHEPA, WO XAPAKMEPUIYEMbCA CYKYNHICTI0 KOMYHIKAMUBHUX 3HAHb, CHOPMOBAHICMIO YMIHb KOHMPOIO-
6amu i pe2yo6amu C6010 MOGHY NOGEOIHKY, SPAMOMHO i NEPEKOHIUEO AP2YMEHMYEAMU C60I0 NO3UYII0, EMIHHAM 6eCmu
0inosi nepe2osopu y npoyeci npogeciiinol OisibHOCMI, WEUOKO OPIEHMYSAMUCS Y KOMYHIKAMUGHIU cumyayii i obupamu
HEeOOXIOHUL CMUTb NOBEOIHKU O/l OOCASHEHHS Memu KOMYHIKAMUEHO20 aKmy, NPOOYVKMUGHO CHIGNPAYiosamu y npoye-
ci gupiuients npo@ecitinux 3a80aHy). AHANIZYIOMbCA PI3HI 12D06I MEXHON02TT K PI3HOBUO IHMEPAKMUBHUX MEXHON02I
(ieposi Ouckycii, ieposi cumyayii, iepu-enpasii, ponvosi iepu), NPONOHYIMbCA NPUHYUNU Op2aHi3ayii i2posoi disibHocmi
AK 3ac00y PopMY8anHa KOMYHIKAMUBHOT Kytbmypu (BUKIA0a4-epageysb, NCUXON02IYHA NIOMPUMKA, GIOKpUMIcmy, moie-
PAHMHICMb, AP2YMEHMOBAHICMb OYMOK, AKMYyali3ayis 00CSIeHeHb, NO3UMUS, MOMUsayis yepes ionosioaisricms). Ilooa-
10MbCsl nepesasu i2posux MmexHon02itl y Gopmyeanti KOMYHIKAMuUHOI Kynbnypu ocooucmocmi Matibymmuvbo2o inoicenepa

(comoenocmi 00 npoghecitinoi ma misgcocobucmicHoi 63a€mo0ii).

YV sucnoerax okpecnioromscs ocHogHi ymosu akmugizayii npoyecy opmyeanHs KOMYHIKAMUBHOI Kyibmypu cmyoeH-
mi6 MexHIiYHUX BUULIB 3AcoOaMU i2DOBUX MEXHONO2I (3abe3neyeHHs pO36UBANbHOI OiAlIbHOCI, PO3BUMOK MEOPYOCH
Il aKMUBHOCI CTYOEHMIB, CIMEOPEHHS NOZUMUBHO20 eMOYIIHO20 cepedosud, OOCACHEHHSI NeBHO20 YCNIXY).

Kniouogi cnoga: xomynikamuena Kyromypa, opmysanis KOMYHIKamueHoi Kyibmypu, inmepaxmueni memoou, zpa,
ieposi mexHonozii, cnmyoenm U020 MexHIYHO20 HAGUAILHO20 3aKLA0Y.

Problem statement. The development of the
Ukrainian society, as well as of the whole human com-
munity, requires updating of the educational system.
The essence of the educational system updating is
based on the combination of competitive, high-quality
professional training of future specialists of various
profiles and cognizant philosophical and psycholog-
ical, educational and communicative training. Such
combination promotes professional development of
future specialists, provides their constructive interac-
tion not only in the professional, but also in interper-
sonal spheres. In this context, the problem of forma-
tion of communicative culture of future specialists of
all specialties in general and, in particular, specialists
of engineering field is kept current. It is obvious that
the specific requirements for the communicative cul-
ture of the students of higher technical educational
institutions are outlined as one of the most important
components of their professional competence.

Literature review. The analysis proves that the
formed communicative culture of the future specialist
in engineering field contributes to the students’ pro-
fessional development, growth and self-realization;

ensures their readiness for successful professional
activity, which requires interaction in the field of
“man — technology”.

Therefore, one of the tasks of higher vocational
education is to find effective means of formation of
the communicative culture of students of higher tech-
nical educational institutions for effective fulfilling of
their professional functions in future. Consequently,
the problem under study is relevant and timely.

In this regard, the problem of formation of com-
municative culture of an individual is complex and
multifaceted and therefore was the subject of interdis-
ciplinary research of scholars in different fields: psy-
chologists, educators, sociologists, linguists, etc. In
this context, the analysis of various scientific sources
gives grounds for the statement that scientists reveal
the essence of the concept of communicative culture
of an individual, determine its functions, structure;
analyze the objective and subjective factors that con-
tribute to its formation, as well as study the obstacles
and barriers to the successful formation of commu-
nicative culture of an individual. The focus of recent
research has been on revealing of the peculiarities of
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formation of communicative culture of an individual
depending on age, specificity of future professional
activity, etc.

According to the scientific studies, the detailed
analysis of the concept of culture of interpersonal
interaction is urgent. O. O. Gavryliuk defines the
communicative culture of an individual as a complex
dynamic personality formation, which reflects the
social level of personality development, readiness for
communication activity, system of views and actions
that meet the needs for self-realization and the way to
achieve the goals in communication, fruitful friendly
interaction in different spheres of life (Gavryliuk,
2001: 115-160).

V. V. Sadova regards communicative culture as a
multifunctional personal formation, which contains
the art of speech and listening activity, objective per-
ception and correct understanding of the person and
underlines that this formation promotes the develop-
ment of humane relationships and achievement of
effective interactions on the basis of mutual interests
(Sadova, 2000). In turn, O. V. Uvarkina interprets the
communicative culture of a personality as a system of
relationships for interaction with others in the form
of a model of probable and real behavior, containing
a system of communicative knowledge, skills and
personality traits. The author defines communica-
tive culture as a conscious, civilized personality trait,
based on traits of a person’s character, his/her com-
municative and organizational skills, personal qual-
ities, and the need for communication and contact
with others. This property is formed on the basis of
acquired knowledge and skills and manifested in the
ability to perform communication activities in differ-
ent conditions (Uvarkina, 2003).

K. O. Halatsyn offers such definition of a commu-
nicative culture of students of higher technical educa-
tional institutions as a special quality of a personality
of the future engineer, characterized by a system of
knowledge in communication, skills to control and
regulate linguistic behavior, argue standpoint compe-
tently and convincingly, ability to conduct business
negotiations in the process of professional activ-
ity, orient quickly in a communication situation and
choose the necessary manner of behavior to achieve
the goal of a communicative act, cooperate produc-
tively in the process of professional problems solving
(Halatsyn, 2012: 54-59).

Thus, the communicative culture of the future
engineer, in our opinion, is an acquired ability of an
individual, which must be formed and developed in
the process of goal-oriented and systematic educa-
tional work of a higher technical educational insti-
tution. Based on the definitions presented above,
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the aim of this paper is to analyze game technolo-
gies and their role in the formation of communicative
culture of students of higher technical educational
institutions.

Main part. The analysis of the psychological and
pedagogical literature gives grounds for claiming that
interactive methods, namely, such ways of organiza-
tion of the educational process in a higher educational
institution that ensure interpersonal interaction of all
its participants, are important in the formation of
communicative culture of an individual.

Game technologies rank one of the leading places
among the interactive technologies, which are defined
as a systematic way of organizing training, aimed at
the optimal construction of the educational process
and realization of its tasks (Piekhota, Kiktenko,
Liubarska, 2002: 49). It is game technology that
allows us to model a specific professional activity (or
its particular aspect); in the process of implementa-
tion of such technology the professional qualities of
future specialists, their creative skills, as well as com-
munication skills, are actively formed and developed.
According to D. V. Chernilevskiy, the correction of
personality structure, his/her value orientations, value
relations and internalization of the acquired knowl-
edge and skills from the external sphere into internal
are performed in the process of game technologies
implementation (Chernilevskiy, 2002: 154).

In the course of the study it has been found that
the game activity, which forms the basis of the game
technology, performs many functions which are lead-
ing in the process of formation of communicative cul-
ture of an individual. So, first of all, it is necessary to
distinguish incentive and motivational function that
ensures the emergence of interest and, accordingly,
a motive for a particular activity, which comprises
the very basis of the communicative culture of an
individual. Equally important is the educational and
developmental function of the game activity, because
it is in the game that the student learns something
new, gains new knowledge, develops logic, creativity,
thinking, attention and imagination. The interaction
among the participants, establishment of communica-
tion, mutual influence, which determine its commu-
nicative function, are of particular importance in the
game activity. Another important function is educa-
tional, which involves the education of participants
in the game, formation of their positive personality
qualities and traits, as well as entertaining function,
which focuses on the students’ fun, a certain kind of
having a rest. Another essential, in our opinion, func-
tion of the game activity can be defined diagnostic
function, because it allows us to determine the level
of students’ knowledge, the formation of their skills,
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diagnose the level of education and readiness for
interaction. Significant in the context of the forma-
tion of a communicative culture is the function of
self-realization of the participants of the game activ-
ity, because the students can realize their potential
opportunities, develop the skills, show some tastes in
the game. The next function of the game activity is
the correction function, which provides the correction
of the student’s personality, since the game activity
allows us to make certain positive changes in the per-
sonality structure, such as: rethinking the motives of
activity, values, ideals, beliefs, etc.

The analysis of the pedagogical literature shows
that the game technologies are multifunctional and
multidimensional. The most widely spread tech-
nologies are game discussions, game situations,
games-exercises, role-plays, etc. Hence, games-ex-
ercises help to activate the mental processes of an
individual, develop imagination, attention and logical
thinking. They can be applied during lessons (cross-
words, puzzles, quizzes), as well as during extracur-
ricular work, including educational work, homework
and independent work.

It should be emphasized that the game technol-
ogy is based on a specific problematic situation that
students solve in groups, summoning up the theoret-
ical knowledge, experience and professional skills.
Working on the game discussion, the communicative
skills of future specialists are actively formed, their
personal qualities such as tolerance, ability to prove
their opinion, present themselves are developed. Evi-
dence-based solutions for a specific problem are an
important step in the professional growth and per-
sonal development of future engineers.

Another factor in the rapid spread of the game
technologies is joint collective discussion of a certain
problem, which encourages the exchange of thoughts,
ideas, as well as search for the correct solution, while
taking into account different options and choosing the
most effective and correct one (which must be proven
by the participants of the game).

The acquired experience proves that role-plays are
very popular among the students. Such role identifi-
cation contributes to the psychological reorientation
of students, i.e. they are in the roles of manager, engi-
neer, leading specialist, etc. At the same time, stu-
dents present not only their professional knowledge,
but also take responsibility for making certain deci-
sions, overcome psychological barriers, present their
concepts. Another important fact is that the teacher
becomes one of the players, providing friendly and
business atmosphere. The role-plays contribute to
the demonstration of professional knowledge, skills,
as well as personal qualities and ability of the future
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specialist to perform professional and interpersonal
interaction (Halatsyn, 2012: 54-59).

Studying the problem of formation of the commu-
nicative culture of students of higher technical edu-
cational institutions, we relied on N. A. Antoniuk’s
research, based on the use of imitation-game training,
which involves the use of didactic, role-play, busi-
ness and other games and imitations (Antoniuk, 2012:
7—11). The author notes, that in the course of such
training the student learns to think independently, act,
debate, adapt in a group, understand the motives and
interests of other participants of the game, make deci-
sions independently and interact with others. It is nec-
essary to point out that, in the context of our study, the
basis of the classification of game technologies com-
prises “the purpose of the game” criterion (Fig. 1).

Games

/\

| Search and development | | Educational |
Imitation Nonimitation =
L <
Role-play, Intellectual 8 2
situational, games, =] 8
blitz-plays games-exercises o U%J

Fig. 1. Classification of games

Thus, according to the purpose, the games are
classified into educational (aimed at formation of
the personality of the future specialist, his/her com-
municative skills and gaining new knowledge) and
search and development. Educational games include
didactic, which provide mastery of the theory and
practice of the specialist’s activity, and those, which
contribute to the formation of communication skills
of a personality and, accordingly, the skills of inter-
personal interaction. In turn, search and development
games involve the presence of a problem and search
for ways of its further study, which, in fact, contrib-
utes to the development of the personality of a future
specialist, his creativity, qualities of a researcher, etc.
Search and development games are also classified
into imitation and non-imitation games.

In the course of the study we have identified the
compulsory components of the game:

1) imitation of professional and pedagogical situ-
ation;

2) algorithm of actions in simulated situation;

3) imitation and playing roles, their distribution
among students, taking into account the wishes of
students, their capabilities, etc.;

4) emotionally positive game environment;

5) various solutions for the game situation;
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6) result of the game activity, its discussion;

7) evaluation of the results of all game participants
according to specific criteria (Antoniuk, 2012: 7—11).

The analysis of the psychological and pedagogi-
cal literature and practical activity made it possible
to distinguish the basic requirements for the game
technology:

1) clarity and specificity of the purpose of the
game task;

2) clarity of the rules of the game activity that
should be kept by all participants of the game;

3) means of conducting the game should include
informative, educational and developmental materials;

4) competitiveness as a compulsory element of
the game;

5) effectiveness of the game activity, objective
evaluation of the players.

The main principles of the game activity organiza-
tion as a means of formation of communicative culture
of students of higher technical educational institutions
are defined as the following: participation of a teacher
in the role of a player, who encourages student’s activ-
ity by advice and his own example; withdrawal of stu-
dents’ fear of playing activities and their psychological
support; openness and pluralism of discussion, toler-
ance, argumentation of opinions; actualization of stu-
dents achievements, their success; encouragement for
the positive achievements; students motivation to par-
ticipate in the game because of their personal respon-
sibility and their importance in a particular situation.

Conclusions. The results of the research give
grounds for the following conclusion: formation of
communicative culture of the personality of the future

...............................................................................

specialist is an extremely important and complex
problem that is urgent for the scientists today. The
reform of higher education in Ukraine is primarily
aimed at the improvement of vocational education,
the content of which lies not only in the formation
of professional competence of future specialists, but
also in the development of their positive personality
traits in general and communicativeness and commu-
nicative culture in particular.

Game technologies play an important role in
formation of communicative culture of students of
higher technical educational institutions and ensure
not only acquiring deep professional knowledge by
future professionals, but also their readiness for pro-
fessional and interpersonal interaction. In order to
solve the problem of formation of communicative
culture of students of technical universities, game
technologies should provide, firstly, developmental
activity, that is, motivation of students to play, to the
very process of game activity; secondly, contribute to
the development of students' creativity and activity;
thirdly, ensure the creation of the positive emotional
environment in which students would feel uplifting,
positive, competitiveness, cooperativeness; fourth,
should be based on the students’ achievement of suc-
cess, their vision of their own activity.

The effectiveness of formation of communicative
culture of students of higher technical educational
institutions depends on the content of the game tech-
nologies, their procedure, as well as on the manage-
ment of this process by the teacher who is considered
to be a professional in the communicative culture, an
equal player and students’ partner.
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