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This report discusses the significance and impact of simulation games in the modern educational 

process. The research encompasses an analysis of the theoretical foundations of simulation games and 

their utilization in education. The paper meticulously examines the advantages of employing simulation 

games in various fields of education and identifies the most effective aspects of this methodology. 

Additionally, it delves into the role of simulation games in the preparation of future professionals and 

their influence on the development of essential skills and competencies. 

Introduction. The modern world is undergoing rapid and constant changes in all aspects of life, 

posing a challenge to education not only to provide knowledge but also to instill practical skills in future 

professionals [1]. Various methods and approaches are used in education to prepare students for the 

challenges of the present [2]. One of the most promising and effective methods is the use of simulation 

games [3,5]. 

The History of Simulation Games in Education. Simulation tools in education have been used for 

many centuries. Even in the Middle Ages, the use of mannequins for teaching surgical procedures in 

medical schools was noted [4]. However, the real breakthrough occurred in the 20th century with the 

invention of simulators and computer games for education [5]. Currently, in the context of online 

education, these studies are of great interest to the scientific and educational community, in particular 

teachers, students, game developers and designers. 

The Methodology of Simulation Games in Education. Simulation games in education are based 

on active learning, allowing students to actively interact with recreated scenarios and situations. This 

methodology involves engaging students in a virtual world where they can experiment, solve tasks, and 

interact with simulated objects and characters. Simulation games depart from traditional passive learning 

methods, emphasizing action, practice, and personal experience. 

The Role of Technology in the Development of Simulation Games. Modern technologies play a 

pivotal role in the development of simulation games in education. Virtual reality, artificial intelligence, 

computational power, and other innovations make simulations more realistic and immersive. They enable 

students to experience various professional situations and even make mistakes without real-world 

consequences. Such simulations provide opportunities for students to learn through experience. 

The Application of Simulation Games in Professional Training. Simulation games are widely 

used in the training of future professionals across various fields. For example, medical simulators allow 

doctors and medical students to practice surgical procedures without risk to patients. Pilots train their 

skills in flight simulators, preparing for real flights and supersonic maneuvers. Architects and engineers 

use simulations for designing buildings and structures, while managers can learn in virtual business 

environments. 

A Motivational Tool. Simulation games have a unique ability to boost students’ motivation for 

learning. They create a favorable atmosphere for active participation and open learning, which is essential 

for grasping new material. Through the gaming context, students become interested in their own learning 

success and become more engaged in the process. 

Developing Critical Thinking and Decision-Making Skills. One of the key advantages of 

simulation games is their ability to enhance critical thinking and decision-making skills. Players are 

confronted with realistic situations where their decisions carry weight. This fosters the development of 

analytical skills and problem-solving abilities, which are valuable in any professional sphere. 

Fostering Collaboration and Communication Skills. Some simulation games involve cooperative 

play, allowing participants to work in teams, collaborate, exchange information, and make decisions 

together. This contributes to the development of communication skills, the ability to listen to others, and 

the capacity to express thoughts and arguments effectively. 

The Impact of Games on Human Development: A Case Study of Memory Training Simulator. 
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Research on the influence of a memory trainer simulator on human brain development and memory 

enhancement has been carried out. The study examined the effectiveness of using such a memory trainer 

and found that it can contribute to improvements in various aspects of cognitive function.  

Participants who regularly used the memory trainer reported: 

- Enhanced Short-Term and Long-Term Memory: players who engaged with the memory trainer 

demonstrated significant improvements in their ability to memorize and recall information, regardless of 

its duration; 

- Increased Attention and Concentration: the game stimulated attention functions, helping players 

maintain their focus on tasks even in challenging conditions; 

- Improved Cognitive Processing Speed: Participants who incorporated the game into their 

learning process noticed an enhancement in their information processing speed and problem-solving 

accuracy; 

- Reduced Error Rates: Integrating the game into the learning process helped reduce the number of 

errors made by participants and increased the accuracy of decision-making. 

The results suggest the potential benefits of incorporating gaming methods into education, creating a 

more engaging and effective learning environment. 

Conclusion. So, simulation games play a vital role in preparing future professionals. They enable 

students to learn efficiently, safely, and effectively. However, to ensure their continued effectiveness, it is 

essential to constantly improve the technology and methodology of their use. Simulation games have the 

potential to reshape the approach to education and professional training, making it more interactive and 

result-oriented. 
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The work presents the experience of using the Autodesk Tinkercad online platform for modeling and 

researching the control systems of the sensor system of the mobile platform for students of various levels 

of education using distance learning in the fields of formal, informal and informal education. 

 

Remote online platforms are becoming increasingly popular for teaching and researching mobile 

robotics due to their flexibility, accessibility, and opportunities to interact with materials and experts. 

Autodesk Tinkercad is an online 3D modeling and electronics platform designed for learning and 

creativity. Despite the wartime conditions, this system provides the following advantages: online access, 

3D modeling and electronics in one environment, project sharing and collaboration, the possibility of 

experimentation, creativity stimulation [1].  


