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L.W. MALADYKA 

BUSINESS GAMES IN PROFESSIONAL TRAINING OF FUTURE FIRE SAFETY 
SPECIALISTS  

Special features of professional training of future specialists in extraordinary (emergency) situations, 
increasing its quality with the use of interactive technologies have been considered in this article. The paper 
presents a research of modern interactive educational technologies, most widely used at higher educational 
institutions, promoting modernization of education as well as training of competitive future specialists. The 
article grounds possibility of formation and development of the culture of professional communication by 
interactive methods of learning, and business games, in particular. The research deals with kinds of business 
games as active methods of learning, their structural levels  and features of  use. 

Keywords: active methods of learning, business games, imitation, modelling, interactive learning, 
professional training. 
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