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Game-MeToA: HCNONb30BaAHUER KOHCTPYKIIHﬁ NONYASIPHbIX
MUrp U BUKTOPMH NPpU NPOBCACHUMU TEKYLLCIrO U UTOFroBOIo
KOHTPOAS 3HaHUU no IOPUANYCCKMM AUCLIMITAMHaM

YcaueBa E.A.*

Llenb. B ycnosusix yBennyenns noToka nHpopmaLmm, U3MeHeRns cnocoboB ee noaayn v BOCAPUSTUS, PACIPOCTDAHEHNS AEK-
TDOHHbIX COEACTB CBS3M, YCKOPEHNS XM3HEHHOIO 1 00pa30BaTENbHOMO PUTMA NEPES NPENOAABATENEM BbICLLEN WKObI CTOUT LEb
10UCKA HE TOIbKO ONTUMASIbHBIX CIOCOBO0B 04ayyn TeOPETUHecKoro Matepuana, Ho 1 OPUrMHabHbIX METOAUK KOHTDOJIS 3HaHIA.
B crarbe aBTOp NPEACTaBASET CUCTEMHOE ONUCAHNE PE3Y/bTATOB Pa3paboTk1 METOAa KOHTPOS 3HAHWI 10 IOPUANYECKM ANCLMMIN-
Ham — Game-meToga. MeTogonorus: ananekTnieckuii MeTos, MeToJ aHaam3a v CUHTe3a, 10rnyeckuii. BeiBoabl. ABTOPOM HACTO-
ALelt ctateu pa3paboTaH, onucaH v BHEAPEeH B 00pa30BaTesbHbIi MPOLECC MIPOBOI UHTEPAKTUBHBIA METOL KOHTPOAS 3HaHuii 00Y-
YaKOLLMXCS, OCHOBAHHbIN Ha NCTOL30BAHNN GOPM 1 NPABUA MONYSPHBIX U 1 BUKTOPUH, — Game-MeTos. YcTaHoBaeHo, 410 Game-
METof, Kak 00pa30BaTebHbIN METOL, 00A13AAET TDEMS KIKOYEBLIMU MPEUMYLLECTBAMMU: UHTEPAKTUBHBIN HOPMAT, My/bTU3aAAYHOCTD,
MoTvBaLms. Virpel, ncroab3yemble B pamkax Game-meToaa, KnaccuduumpoBaHbl B 3aBUCUMOCTY OT POPMbI y4acTus, cOCTaBa npoBe-
PSEMbIX 3HaHWUI, UrPOBON MOAEAN, HOPMbI KOHTPONS. B KayecTse namocTpaummn ncnonb3oBaHns Game-mMeTo4a npeactaBieHbl pas-
paboTaHHbIE U UCTOb3YEMble aBTOPOM CTaTbi OMUCAHNUS 1 MPUMEPHbIE 3afiaHNs UrPOBbIX KOMIIEKCOB M0 AncunmanHam «Cemeli-
Hoe npaBo», « paxaaHckoe npaso». PacCMOTPEHbI MPUMEPbI TEPMUHONOMYECKON UIPbl, KBECT-UIPbl U UrPbI-BUKTOPUHBI. Hay4yHas
U NpaKTU4YecKas 3HaYUMOCTb. VI3/10XEHHbIE BbIBOAbI MOTYT ObiTb UCTONb30BaHbI 115 AANbHEMILINX NCCAEA0BAHMIT POPM 1 METOLOB
NPEenoaaBaxns PUANYECKUX ANCUMIIMH. Game-MeTOA HOCUT YHMBEDCANbHBIA XapakTep. BapuaHTei CLIEHAPUEB 1 3a4aHWIA NIPOBbIX
KOMIIEKCOB MOryT ObiTh BHEAIDEHbI B 00pa30BaTE/bHbIN MPOLIECC OPUANHECKUX BY30B U aKylbTETOB M NCMOMb30BaHb! 1151 KOHTPO-
19 BHAHWI 110 PA3INYHBIM (B TOM YUCAIE HECTIELMATbHBIM I0PUANYECKIM) ANCLMMIUHAM.

KnioyeBbie cnoBa: nHTepakTUBHbIG METOZ, KOHTDOb 3HAHWIA, 0PUANYECKOe 00pa30BaHNe, UrpOBOY METOA, 00pasoBareib-
Hblii KBECT.

The Game Method: the Use of Popular Game and Quiz Structures
in Exercising Routine and Final Control of Knowledge in Legal Disciplines

Usacheva E.A.**

Purpose. In conditions of increasing the flow of information, changing the way it is presented and perceived, the spread of
electronic means of communication, the acceleration of life and educational rhythm, the teacher of higher education should seek
not only optimal ways of submitting theoretical material, but also original methods of control of knowledge. In the article the author
presents a system description of the results of the development of the method of knowledge control in legal disciplines — the Game-
method. Methodology: dialectical method, method of analysis and synthesis, logical. Conclusions. The author of this article has
developed, described and introduced into the educational process a game interactive method for controlling students’ knowledge,
based on the use of forms and rules of popular games and quizzes — Game-method. It is established that the Game-method as an
educational method has three key advantages: interactive format, multitasking, motivation. Games used in the Game-method are
classified depending on the form of participation, the composition of the tested knowledge, the game model, the form of control.
As an illustration of the use of Game-method have presented developed and used by the author of the article descriptions and sample
tasks gaming complex on discipline “Family Law”, “Civil Law”. Examples of terminological games, quest games and quiz games are
considered. Scientific and practical significance. The above conclusions can be used for further studies of the forms and methods
of teaching legal disciplines. Game-method is universal. Variants of scenarios and tasks of game complexes can be introduced into the
educational process of law schools and faculties and used to control knowledge on various (including not special legal) disciplines.
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