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«CASE STUDY METHOD»
N «CASE METHOD»

| TPUMEHSCTCS UCKIIOYUTEIIHFHO B IOPHINYICCKOM
00pa3oBaHUU

1 Bo3HUK Onarogaps Kpucrodepy Jlanraenny, aekany
mKoJjibl IpaBa ['apBapaa B 1870-1895 rr.

[l cymb memooa — TIEPBOHAYAIBHOE
CaMOCTOATEIbHOE U3YUCHHUE KEHCOB CTYJICHTAMU C
MOCICAYIONINM O0CYKICHUEM U aHAIHU30M B XOJ¢
TUCKYCCHUU T10 METOAY MalE€BTUKH




Cymuocts CASE METHOD ¢

MMO3ULUN TIEJATOTMKW U [ICUXOJIOTUU

CASE METHOD - 3mo neoazozuueckuii
npuem, npu Komopom ooyuaemvlii blcCHyndaem
8 ponu uya, CMOJKHYGUWIE20CA C MOIU Ul

UHOU nPobdIemou



CASE METHOD H CASEBOOK METHOD

1 MOAEIMPOBAHUE 1 U3Y4YEHUE KOHKPETHBIX
KU3HEHHOU CUTyallUu CyIeOHBIX TPELEICHTOB
U1 GOPMUPOBAHUS Y 1 JIOTHUKO-JIOTMaTU4E€CKUI
yHaCrocia HaBbIKOB aHau3 y>Ke BbIpaO0OTaHHOTO
peLIeHUs T€X WU UHBIX B CyICOHOI IPaKTHKE
3a1aq IpaBuIIa

1 CTYJAEHTHI BBICTYIIAIOT
COaBTOpaMM y4e€OHOIO
mpoiecca




“Decision-forcing games”

Kak oCHOBa case method

1 OOy4aemble CTAHOBSATCS HAa MECTO JIFOACH, CTOJIKHYBIIUXCS C
TOW WJIM MHOM MPOOIEeMOM

1 He npeamnonaraet cooOIieHns TOTOBOTO PEIICHUs ITPOOIEMBI

1 OCHOBBIBAIOTCS Ha JJOCTOBEPHOM OIMCAHUM peaIbHBIX
COOBITHH

1 Cnenyer omindarh oT retrospective case studies
(PeTPOCIIEKTUBHBIN aHAJIN3 TOTOBOTO PEIICHHS, PaHee
HAHJCHHOTO B TOW MIIM MHOM CUTYaIIVH)




Decision-forcing games”
Kak ocHoBa case method
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HISTORICAL DECISION

| peIICHHE, IPUHATOC B KOHKPECTHOM
ciydJae

1 OCHOBA, K KOTOPOM MOT'YT OBITh
IIPUCIIOCOOICHBI MHBIC PEIICHMS, JTHO0
albTepHATHUBHBIC




COMPLEX CASES
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BUJIbI COMPLEX CASE

0 «Tpexwvapycusiit Ketic» (OIMH Iepoii CTAIKUBACTCS

¢ AByMs IpoOaeMaMu)

1 «Keiic ¢ OTKPBITBIM BepXoM» (UCTOPHYCCKOE

pEIICHHE HE IPEAYCMOTPEHO)

0 «benslit 3amok» (HEOOXOIUMO CIIEIIATh PsIJT

OTHOCHUTEIIHHO HEe3HAYNTEIBHBIX PEIICHUN)




MATEPHUAJBI KEVCA

1 «OuYHuIIIeHHBIE» 1 «ChpIpbie»

| BTOpPHUYHBIC CBCACHUA, [ CBCICHUI,

HAIIMCAHHbIE [IEPBOHAYAJILHO
CIIELIUATIBHO IS dbopMupyeMsbIe A5
MCIIOJIb30BAHUSA B WUHBIX 1€, HO
XOJI€ UTPbI 3aTeM

HCIIOJIb30BaHHEIE B
“decision-forcing
games’




IIPEUMYILIIECTBA
1 HEJOCTATKH

.ASE METHOD
@




IIPEUMYIIECTBA CASE METHOD

€T BO3MOKHOCTh OBICTPO OCMBICIUTD CIOXKHYIO
npo0IeMy, HAUTH Pa3yMHOE PEIICHUE

CIIOCOOCTBYET ITOBBIIICHUIO HHTEpeca K N30paHHOM
npodecCHoOHAIBLHOM chepe

o0JIer4yaeT M3y4eHUEe TEPMHUHOIOTMM U CHEIAAIbHBIX
IIPOLCAYP
CTUMYJIHMPYET NpOo(PECCHOHANIBHBIN JUAI0T

€T BO3MOKHOCTh 3aJTyMaTbCsl O HaBbIKAX W 3HAHMSX,
TpeOYIOIIMXCS A1 BBIOpaHHON mpodeccuu



HE/JTOCTATKM CASE METHOD

3aTPaTHBIK [0 BPEMEHHBIM U COECPKATEIbHBIM
KPUTEPUAM

HE MOXKET OXBAaTUTh BCE BHIHECEHHBIC HA
00CYXJICHHE BOIPOCHI

AJITOPUTM PEIICHUS TPeOyeT ONpeACTICHHBIX
HAaBBIKOB

H€O6XOI[I/IMO U3YUYUTb CaM MCXAdHU3M PCIICHHA
3aJad

pacCiIuTaH TOJIBKO Ha TCOPCTHYCCKH
IIOATIOTOBJICHHBIX CTYICHTOB



IMACUBO 3A BHUMAHUE!




