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AHHOTAnus: Ywby maxonada 3amoHaguli mMaviuM MexHoNo2UAIApUoar oupu —
CUMYTAYUOH VUUHIAP B0CUMACUOA MAPKeMUHe 84 MeHeNCMeHm Ganiapu OUIUMIAPUHU
manabanapea camapaiu emxkazuuwl ycyuiapu maxaui Kuiurean. CUumMyrayuon VUuuHap
MavauM Hcapaénuoa ¢haon ypeanuws MyXumuuu sapamaou, manabarapoa Kapop Kaoyn
KUIuW, cmpamecux QUKpIAuL 8a Hcamoaoa Uiaul KoOUIUsmIapuHu pusodCIaHmupaou.
Maxkonaoa maviumea unmepaxmué EHOAULYIAP OPKAIU (DAHAAPAPO UHME2PAYUSHUHS
agzanuknapu, cumMynAyus MoOeIApUHUHe Mmypaapu 6a YVIApHUHZ VKY8 dHcapaéHued
mavcupu urmui acocoa épumunean. Lllynuneoek, yuib6y memooHuHe amaiuil Hamuxcaiapu
6a YHU KyJulawl OVUUYa mascusiiap Xam Keamupuiean.

Kaaut CS"SJ'Iap: Mapkemuﬂe, MEHEHCMEHM, MmaADBJIUM MEXHONOCUACU, CUMYIAYUOH
VUUHIAP, UHMEPAKMUE MABLAUM, Neda202ux uHmezpayus, gaumiapapo énoautys, mawvium
camapaoopiuiu.

Annotation: This article explores the integration of marketing and management
knowledge into the pedagogical process through the use of simulation games as a modern
educational technology. Simulation games create an active learning environment,
enhancing students’ abilities in decision-making, strategic thinking, and teamwork. The
paper highlights the advantages of interdisciplinary integration through interactive
approaches, examines different types of simulation models, and scientifically evaluates their
impact on the learning process. Furthermore, it presents practical outcomes and provides
recommendations for the effective application of this method in higher education.
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I. KNP (Introduction) XXI acpga TabiuMm kapa€HJIapUHU paKaMJIAIITHPHIILL,
WHHOBALIMOH TEXHOJOTHUSJIAPHHU KOPHUM ATUII Ba Tanaba TadakKypuHHU (DaoIaIITHPHIIL
TabJIUM CU(PATHHH OIIMPHUIIHUHT acocuit omwiaura ainanmu[ Kolb, 1984]. Illy nykran
Ha3apAaH, CUMYJSIMOH YHMHIAp — MapKeTHMHI Ba MEHEXXMEHT (aHIapUHU YKUTHIIAA
TanmabanapHH daou UIITUPOKYHUTA aAlJIAaHTUPYBYH, aMaliiii  KYHUKMaJapHU
[IAKJIAHTHPYBYM MYXHMM IIeJarorvuk Bocurta cudatuaa Hamoén o0yamokaa. Gentry (1990)
TabKUJJIATaHUACK, CHUMYJSIHOH ViMHIAap OWIMMHHM HII Jkapa€HMIa XHC OTHIITa
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acocina”Haau. by ycyn aHpaHaBuUil Mabpy3allapHM TYJIAMpaaH, YyHKH Tajnaba ¢akat
TUHTJIOBYHU dMac, OaIKu Kapop KaOyJ1 KWIYBYH IIaXcra aiaaHaIu.

MapkeTuHr Ba MeEHEKMEHT (anmapu HadakaT Hazapuil OWIMMHH, OaJKU aMaJIuii
CTpaTeTuk (QUKpiam, Kapop KaOyJl KWIMII Ba MyaMMOJApHU Xald KWW KOOWTUSTHHH
Ttanald Kuwiaau. by koMmmeTeHHMsUIap aHbaHABU Mabpy3anapia TYJIUK CUHTIUPUIMANIH,
IIYHUHT YYYH CUMYJISIIMOH MOJEIIap TabJIUMHHU TaXKpHOaBUN MyXHUTAAQ TAIIKHI OSTHII
MMKOHUHHU Oepajm.

Maxkcaa: MapkeTHHT Ba MEHEXMEHT OWIMMIIAPUHU CUMYJISLMOH ViuHmap €paamuia
UHTETpalMs KWINIIHUHT WIMHUNA-TIEIaTOTUK AaCOCIapUHU HIUIA0 YUKUII Ba YJApPHUHT
caMapaJgopJIUTUHU TaXJIWI KAJIUII.

Basupusar Ba nosasapoauk: 5736eKI/ICT0Hz[a onuil TabauM TU3umuaa "TabauM—dan—
unutad yukapum'" HMHTETpalMsICU SHrU OOCKWYra 4YMKMOoKaa. by xkapaéHma cUMYISIIMOH
TEXHOJIOTHSJIap TabJIUM Ba aMajuE€THU OUPJIAIITUPYBUM KYIIPUK BazudacuHu Oakapaam.

II. METOJJIAP (Methods). TaakukoT KymiMa MeIarordk 3KCIEpUMEHT cudatuia
TAIIKWI JTWIAA. YHHUBEPCHUTET Tajnabainapu opacuga “MapkeTuHr acociiapu’ Ba
“MenHexxMeHT Hazapusicu” ¢annapu Oyiindya CUMYISIUOH VHWHIAD KOPUH OSTHIIU.
TankukoT 2024-2025 yKyB iwinaa amainra omMpwian. TagKUKOT IMIAKIW — MEeJaroruk
SKCIIepuMeHT. Tupokymiap UKKU Typyxra OVIWHAM: Ha30paT Ba TaxkpuOa TypyxJapu.
Taxkpuba TrypyXu CHUMYJISIUMOH VHHMHIAp acocuaa TabluM onau. Kymmanwiran
cumynsuusnap: Marketplace Simulation, Business Strategy Game (BSG), Management
Challenge. Taxnun ycymnapu: ankeTanaii, Pearson ¢ Ba t-TecT, KOTHUTHB MOACJUIAIITUPHUIII

KypeaTknaaap Ha3zopart Ta:xxpuoda ®apk
rypyxu (%) rypyxu (%)
Paos UIITUPOK 43 87 144
Iapaxacu

Amanuii Ounum 50 89 +37
KYyjuian
TanaGanap

MOTHBALIUSACH 61 92 +3l

2. Mimrupoxk4yuiap
| @20/ HINTHPOK JapakacH EEEEEEEEEEEEEEEEEEnEnnnnnnn 87% |
| Hazopart rypyxy |mmmmmmmmmmm 43% |
Okcnepumentaa 120 Hadap 2—-3 Kypc Tanabanapu HIITUPOK ITIU. YIap UKKU Typyxra
Oy muHu:
Ha3opaT rypyxu — aHbaHaBuil TabauM (JIEKIUSI—CEMUHAD).
Taxxpuda rypyxu — cUMYJALUOH YHUHIAp OWJIaH UHTErpalsl KWIMHIAH TabIUM.
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. Ha3zopat Taxxpuda
Kypcarknuaap o R dDapk
rypyxu (%) rypyxu (%)
@Paos UIITUPOK
4 7 +44
napaxkacu 3 8
Amanuii Ounmum 50 89 +37
KyJL1aln
TanaGamap
1 2 +31
MOTHUBALUSACH 0 o 3

3. Kynnanunran cumyssimusuiap. Business Strategy Game (BSG) cTpareruk kapop
KaOyn xkwiumHM ypratyBun moxaen. Marketplace Simulation 6o030p mapoutuma pakooat
MYXUTHHHA XUC Kuinuil yayH. Management Challenge >xamoaBuii MEHE)XKMEHT Ba JIMICPIIUK
KYHUKMaJIapU YUYH.

4. IHleparormk éngamys: IHrepakTuB ycymiap (MO30K MITypM, Keilc-cTalu,
“ramucukaiys’ sneMeHTIapu). KOrHUTHB MOJenIamTHpHUII TalabalapHUHT Kapop Kady
KWW CTpaTeTUsNIApUHHU TaxXJuia Kuiuil. CHHEPreTHK TaXJIWI TypyXJaru AUHaAMUKa Ba
(haoJITMK Tapa’kacuHu 0axoJart

5. Taxnun ycynmapu. AHKeTanaml Ba CYpoBHOMa ycyiiapu; Pearson y? Ba t-tectmap
OpKaJu CTATUCTUK Taxjiwi1; KOTHUTUB XapuTa Ty3HII OPKAJIHU JUHAMUK TaXJIUJI.

I11. HATUXKAJIAP (Results). [Tlemaroruk camMmapagopiivK KypcaTKHdIapu Ky iuaar
KaJ[BaJ/1a KeJATUPUIITAH:

Kypcarkuuaap Ha3zop Taxpubda rypyxu dapk
ar (%)
rypyxu
(%)
daoJ1 UITHPOK 43 87 +44
napaxacu
Amanuii Ouum 52 89 +37
KyJUIaIl
Tamabamap 61 92 +31
MOTHBAIIUSICH

2. Aukertamam HaTwkamapu kypcatau: 92% rtanabanmap CHUMYNSIMS OpKaiIu
VpraHMIllHY aMalivii xkuxataan ¢organu ae6 6axonaran; 88% Tamabamap MEHEXeEp
cudaTuma kKapop Kabys KWIUI KOOUIHUSITH OIITaHUHU TabKUJJIaraH.

Taxpuba  HaTwKacujga CHMYJSIIUOH  YHMHJIAp  KYJUIaHTaH  TypyXJja:
Tamabanapuunr gaosn umtupoku 45% nan 87% raya omau;
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MapkeTuHr TymryH4YaJapuHU amanjaa KyJiam kypcatkuau 1,7 6apobap yenm;

MemnexmeHT O0Yiinda Kapop KaOys1 KHUiuiI Te3auru 28% ra sXIuiaHIu.

Tabnumaa MOTHUBAIIMS JapakacH IIyHU KypCcaTaauKH,

92% tanmabanap CUMYJISALMOH kapa€HHU “amanuii poiinanu” ned 6axonaay;

78% wumTupokuuiap pean 0030p MyXUTHAA Y3UHU UIIOMIAPMOH cudaTiia CHHA0 KYpHUII
UMKOHUHU YbTHPO] ITIH.

NuHoBammoH kKoMmneTeHIusuiap oyiunya:

Cumynsanus sxapaéHuja MaK/IaHraH aCoOCHM KOMITETeHIMSIIAP:

TadakkypHHUHT CTpaTeTUK WYHAITUPUITAHINUTH;

Pako6aT MyXUTHHM TaXJTWJI KWITUIT KOOWITHSITH;

’Kamoawuii Kapop KaOyJ1 KHIHII Ba JUAEPIUK KYHUKMAaTapH;

MapxkeTuHr MUKC 3JeMeHTIapunu (4P) amanuii MoenmamTupuI.

MYXOKAMA (Discussion). CuMyJIsililHOH YiiMHJIap Ba KOHCTPY KTHBH3M

KOHCTpYKTUBUCTHK TabJIMM Ha3apusicura Kypa, oumnum Qaxat ¢paos1 MIITHPOK Ba MIaXCHA
Taxkpuba opkanu Yamamrupwiagu. CumynsiuoH Yiuamap Tamaba y4YyH TabJIUMUN
peaIIMKHY KaiTa sipaTaay y Hazapuil OWIuMHU “cHUHA0 Kypaaw~ Ba XyJoca YhKapau.

MapKkeTUHI Ba MEHEKMEHTJa CUMYJAIHUSHUHT YpHU. MapkeTuHria 6030p TaxJWid Ba
pako0aT CTpaTeTUsICH, MEHEKMEHT/Ia Ca pecypciiap TAaKCHMOTH Ba MHCOH OMKJIU acOCHUI
Haszapuil iyHanum xucobnanaau. Cumynsuusnap 0y UKKH COXaHU OMpIAaImTUpuO, HHTETrpa
KOMIIETCHIIUSJIAPHA PUBOKIAHTUPAIH.

Nnmuit KuMaTh IIyHOAKW,TAAKUKOT HATWKATAPU CUMYJISLMOH YUWHIIAPHU NENArOTHK
apa€Hra >KOpui 3TUII OpKaJiu Tanadanap/a:

KOTHUTHUB (DaOJLTHK;

WKTAMOUN MYJIOKOT KYHUKMaJlapu;

MHHOBALMOH (DUKpJIAIIHU PUBOXKIAHTUPHUII MyMKUHIUTUHA UCOOTIAIN.

Xopwk Taxpubacu OwunaH Takkocia 1myHu kypcaraauku AKII Ba Espomna
yauBepcureriapuna BSG, Capsim, SimVenture xkabu mozennap TabJIMMHHHI a)XpajMac
KHCMHU XHCOOIaHamu. Y30eKHCTOHIA Oy WVHaIWII SHIM PUBOXKJIAHMOKIAa Ba MWLIUN
TABIUM TU3UMHJIA JTOKAJJIAIMTHPUITAH CHUMYJSIFSUIAD SpaTuil MyxXum Basuda Oymaud
Typubau.

XVYJIOCA (Conclusion). CumynsiivoH YHMHIAp TabIMM/Ia amMajluid KyHUKMa Ba Kapop
KaOyn KWW KOOWIMSTUHU IIAKIJIAHTUpaAu. MapKeTHHT Ba MEHEXMEHT (daHmapua
yJIapHU WHTETpalus KWIHII TanadajlapHUHT pakoOartOapaonuiurd Ba (aon (QaoTusiTHHUA
omupanu. Tabnum >kapa€Huaa CUMYJSALUS BOCUTATapM — KOTHUTHB, WXTHMOHM Ba
addexTB KoOMIeTeHUUsap OWp BaKTJa PUBOXKIAHMINUTA XW3MaT Kuiaau. llemaroruk
TU3UMIra CHUMYJISIIIMSUIAPHU KOPUM ATUII YUYYH HOPMATUB, METOJMK Ba TEXHHUK acociap
Unu1ad YUKUIUIIHA JT03UM.
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