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Abstract. The present study is devoted to the development and experimental
substantiation of the psychological and pedagogical model of gamification of the
educational process aimed at the development of soft skills in high school students.
In the conditions of a modern school, the need to integrate innovative approaches
that promote the formation of meta-subject competencies such as communication,
organizational skKills, stress resistance, self-esteem and teamwork is becoming more
and more obvious. Gamification as a teaching method is considered in the study as an
effective tool for increasing student engagement and motivation, as well as a stimulator
of cognitive and personal growth. The methodological basis of the study includes a set
of quantitative and qualitative methods: literature analysis, pedagogical observation,
interview, modeling and pedagogical experiment followed by psychodiagnostic
testing. Two groups of high school students (experimental and control) took part in the
experiment in order to identify changes in the level of soft skills development after the
introduction of game elements in the educational environment. The results showed
that pupils of the experimental group demonstrated a noticeable improvement in the
development of key soft skills compared to the control group. There was an increase in
the level of communicative and organizational abilities, formation of more adequate
self-esteem, improvement of emotional stability. The developed gamification model is
characterized by flexibility, adaptability to academic subjects and age characteristics
of students, as well as active inclusion of teachers in the process of assessment and
support. It can be effectively integrated into teaching practice in both social humanities
and natural science disciplines.
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learning motivation, educational technologies.
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and adaptation in constantly changing
conditions, which are usually referred to as

The relevance of the problem arising from
the research topic is based on modern
requirements to the education system.
Since modern education involves both the
transfer of knowledge and the development
of students' skills and competencies
necessary for their successful socialization

soft skills. They are especially important for
high school students, as they become more
and more important for them in the process
of preparation for their future professional
activity. However, traditional educational
programs often do not provide a sufficient
level of development of these skills, which
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makes the problem of finding effective
pedagogical tools urgent.

One of such innovations that allow to
develop soft skills is gamification, which is
based on the introduction of game elements
into the educational process. In recent years,
the gamification approach has increasingly
attracted the attention of educators and
psychologists due to its ability to increase
student motivation, improve learning, and
also contributes to the development of
soft skills. The application of gamification
technologies in schools opens up prospects
for a comprehensive impact on the
personality of the upper grade student,
while taking into account the psychological
and pedagogical aspects of learning.

Previous studies in the field of gamification
have already proved its effectiveness for
educational purposes. It is necessary to note
theworksofsuchforeignscientistsas H.Hsiao
describing the importance of gamification
in improving the effectiveness of learning [1],
E.Marell-Olsson investigating gamification
and motivation of learners in an interactive
learning environment [2]; B. Eickelmann,
J.Ger. Eickelmann, J.Gerick, C.Koop on the
role of ICT in mathematics lessons and
mathematical achievement of secondary
school students [3]; A.Fitria, , D.Utomo,
T.Mutia, A.Gadeng on the quality of learning
through flow and immersion, regarding
gamification and critical thinking [4]; J.
Takacs evaluation of cooperative learning
in a gamified environment [4]. Takacs
assessment of cooperative component of
gamification in learning [5] and others. And
also the works of Kazakhstani scientists
and researchers who consider gamification
and soft skills as a possible method of
learning in the system of Kazakhstani
education: N.Fominykh, B. Matayev [6], A.E.
Mukhametkairov [7], E.S. Tastankulova, A.R.
Daniyarova [8,9] All of them confirm that
gamification can significantly increase the
involvement of learners and stimulate their
cognitive development.

Nevertheless, most studies focus on
younger age groups or higher education,
leaving insufficiently explored various
possibilities of gamification for soft skills

development in high school students. In
addition, the present study aims to address
this gap by developing gamification models
that take into account the psychological
and pedagogical characteristics of older
adolescents.

The aim of the study is to develop and
experimentally substantiate a psychological
and pedagogical model of gamification
of the educational process aimed at the
development of soft skills in high school
students.

To achieve the goal, the following tasks were
set:

1. To study the existing theories and
approaches to gamification and soft
skills development in the context of
senior school age.

2. To develop a game-based educational
model that takes into account the age
and individual characteristics of high
school students.

3. To conduct an experimental test of the
effectiveness of the proposed model in
school conditions.

4. To evaluate the dynamics of soft skills
development in the participants of
the experiment using psychological
diagnostics.

5. Analyze the obtained data and
develop recommendations for the
implementation of gamification in the
educational process.

The hypothesis of the study is the
assumption that purposefully organized
gamification of the educational process can
significantly improve the level of soft skills
of high school students, thereby increasing
their organizational and communicative
abilities, self-esteem and the ability to self-
regulation.

Research  methods and procedures:
literature analysis of scientific publications
on gamification, soft skills and psychological
characteristics of high school students;
observation of the educational process;
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conducting interviews with teachers and
students to determine the needs and
opportunities for the implementation of
gamification;modelingandimplementation
of the experimental game model in the
educational process; testing with the help
of psychodiagnostic tests to assess the level
of soft skills before and after the experiment;
static quantitative analysis of the obtained
results; analytical and quantitative analysis
of the results.

The main parameters of measuring the
effectiveness of gamification in students
were defined as follows: indicators of
soft skills development (communication
skills, leadership skills, stress resistance);
changes in the level of self-esteem and
self-organization of students; quality of
academic tasks performance.

The significance of this study is the creation
of a psychological and pedagogical
model of gamification that promotes the
comprehensive development of high school
students' personality and prepares them for
successfulsocialand professionaladaptation.
The implementation of gamification model
should make the educational process more
exciting and effective for the development
of soft skills, which are important for high
school students in modern conditions.

Materials and Methods

Literature analysis was carried out on the
materials of scientific publications on
gamification, soft skills and psychology
of high school age. Data from specialized
library catalogs, journals, both domestic
and international databases (Scopus, Web
of Science, RINC and others) were used to
select the material. The main attention was
paid to the works related to pedagogical and
psychological implementation, use, impact,
etc. of gamification in the educational
process.

Pedagogical observation was conducted on
the learning process in high schools, where
special attention was paid to the change
of activity, motivation and engagement of
students during classes in mathematics,

physics, chemistry and literature. The
materials of the study were records kept in
the form of an observation diary recording
behavioral reactions and dynamics of
students' participation in classes.

Interviews were conducted with high school
students and their teachers. In order to
identify their opinions about gamification,
its impact on the learning process and
on the development of soft skills of high
school students. The questions concerned
both organizational aspects and subjective
impressions received from the lessons.

In the process of modeling, an experimental
game model was developed, including a
series of tasks aimed at the development
of soft skills in high school students. The
model is based on modern game design, it
assumes, in addition, gradual complication
of tasks, as well as encouragement and
feedback for achieving the goals set by
teachers or students. Game platform:
includes special tasks aimed at developing
soft skills (teamwork, problem solving,
decision making and other skills) in high
school students.

Psychodiagnostic testing was conducted as
part of the pedagogical experiment. For the
study were used: the method of diagnostics
of communicative and organizational
aptitudes (COA); self-esteem test (Dembo-
Rubinstein); stress resistance test
(Spielberger-Hanin reactive and personality
anxiety scale).

The study was conducted in three stages:

At the preparatory stage, the criteria for the
selection of participants were determined
on the basis of preliminary diagnostic tests
to ensure the homogeneity of groups by
initial indicators, and as a result, two groups
were formed: experimental group (EG) and
control group (CG), each of 24 people.

At the same stage, the development of a
game-based educational model was carried
out for integration into the teaching process,
for the development of soft skills required
by high school students. In addition,
the teachers involved in the study were
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instructed in the use of game technologies
and familiarized with the methods of
conducting lessons, as well as with the
elements of games.

At the second stage, the following was
conducted: establishing diagnostics of all
pupils, based on psychodiagnostic tests to
assess the initial level of soft skills of senior
pupils. Testing allowed obtaining objective
data on the dynamics of development of
communicative abilities, leadership skills,
self-esteem and stress resistance. During
three months in the EG classes were
held with the use of game technologies,
while the CG was engaged in a traditional
training program. During all three months,
the educational process was regularly
monitored, and conversations with teachers
and students were held to obtain feedback.

At the control stage the diagnostics was
carried out and all participants of the
experiment passed psychodiagnostic
tests. Static analysis of the obtained results
processing was carried out in order to
identify differences between the groups in
EG and CGC.

Results and discussion

According to L.Zamora-Quintana
gamification is the process of introducing
game elements and mechanisms into non-
game contexts [10]. Such content has quickly
become an educational system, business or
everyday tasks. Provided they are used to
increase users' motivation, engagement,
performance or productivity.

The first uses of gamification in education
began in the late 20th century. One of
the earliest examples of gamification was
M. Criffiths introduction of points, levels
and rewards system in school programs
to motivate children to learn [11]. Then, as
P. Gray notes, computer games designed
specifically for learning began to be used.
These include such games as “Oregon Trail”,
introduced for the first time in 1971 to study
the history and geography of the United
States. At the beginning of the twenty-
first century U. Rosyidah noted a sharp

increase in the popularity of gamification,
which is explained by the emergence of
mobile applications and social networks
that allowed the introduction of game
mechanisms in various training courses
and programs. And practical guidelines are
also being developed to engage learners in
education [12].

Regarding the relationship between
gamification and soft skills, we can refer
to the opinion of K. Fuentes-Riffo, who
emphasizes the influence of gamification
on psychological aspects that should be
developed in students. In the author's
opinion, the use of game elements in the
learning process helps to create a more
comfortable environment in the learning
process, besides it relieves anxiety and
increases stress resistance. Since in game
conditions a student, unlike traditional ones,
is not so much afraid of failure [13].

According to D.Alsuhaymigamification used
for educational purposes plays an important
role in the development of soft skills. For
example, adaptability helps learners to
cope with a variety of game situations and
tasks in lessons that require quick reaction
and adaptation to changing conditions [14].
Introducing game elements into learning
promotes adaptive and resilient skills as
learners are faced with different challenges
and levels of difficulty, through which they
acquire perseverance skills that are useful in
real life.

In addition, as L. Jaramillo-Mediavilla
problem solving in game tasks are often
puzzles that require creativity and out-
of-the-box thinking. In this way, problem
solving skills and finding alternative ways
to achieve goals in many subjects can be
encouraged. Gamification also promotes
not only critical thinking, but also develops
skills in analyzing information, identifying
key points and making informed decisions.
All of these are useful both in learning
academic material and in everyday life [15].

Gamification and soft skills with a focus on
the age characteristics of older learners are
considered by L. Altomari considering that
this process in education helps to develop
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soft skills in high school students, taking
into account their age characteristics [16]. In
addition, she, as F. Sujarwo, describing the
psychological perspectives of motivation

through gamification, stimulates the
development of indicators such as
independence, self-esteem, responsibility

and teamwork. These skills are important for
high school students regarding successful
socialization in higher education and future
professional activity [17].

The results of observation of 10th grade
students at the lessons of mathematics and
physics of Abay gymnasium of Pavlodar city.

Gamification elements are almost rarely
used at the lessons. Several lessons were
selected to determine the interest and level
of activation of pupils' learning activity.
For example, in algebra, when studying
the topic “Application of combinatorics

Table 1. Pupil observation results, in percent

formulas to calculate the probability of
an event” in grade 10, the teacher used an
interactive whiteboard to demonstrate a
visual solution of both simple and complex
tasks with game elements, which aroused
a lively interest of the majority of pupils.
Only then did the teacher move on to the
main topic of the lesson. This led to actively
asking questions, trying to understand
the algorithm of solving such tasks. At the
physics lesson, when studying the topic
“Galileo's Principle of Relativity”, the teacher
began by demonstrating an experience of
how this law works in practice. This aroused
the interest of all students, especially those
who like to conduct experiments. The
teacher then explained the theoretical basis
of relativity using multimedia presentations.
Thestudents participatedin the discussion of
the experiments, asked clarifying questions
and actively shared their impressions of the
lesson topic.

Criterion Result, %
Insufficient level of soft skills development 62,5
High interest in gamification 84,4
Increased activity in lessons 56, 25
Increasing engagement in lessons 56, 25
Increased interest in independent work, with elements of gamification 375

In the course of observation it was found
that the level of soft skills in students is not
high. The means of gamification are rarely
used at the classroom lessons. When they
are used, there are positive changes in the
activity and involvement of students in
lessons, as well as an increase in interest in
independent creative work.

Table 2. Interview results, in percentages

Results of the interview. The interview was
conducted among high school students (24
people) andteachers (10 people) withtheaim
of identifying opinions about gamification of
the learning process, its impact on learning
and soft skills development in schools, and
the level of satisfaction with their soft skills.
Its results are summarized in Table 2.

Evaluation parameter Students Teachers
Positive evaluation of gamification 70 60
Impact on soft skills development 60 60
Satisfaction with students' soft skills level 50 80

Difficulties of integration
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Scheme of the model of the game
educational program for the development
of soft skills in high school students. Its goals
and objectives are to develop soft skills of
high school students (communication skKills,
leadership, self-esteem, stress resistance
and others). The stages of the process:
preparation, organization, implementation,

evaluation and correction. The main
elements are academic disciplines divided
in two directions: natural-mathematical
and social-humanities. Formats of games
for high school students: team, individual,
online platforms, which are reflected in the
model (see Figure ).

natural and A game-based . Subjects:
. . . social .
Subjects: mathematical educational - Literature.
hvsi " humanitarian . j
P ysics, model | History of
Ch§m1stry, Kazakhstan,
Blolog}", 'y Foreign
Informatics \ Elements of assessment: Individual and group / language
achievements, reflective reports, tests on knowledge of
i / the material and soft skills development. \
v
v Examples of games for each

Examples of games for each
academic subject: science
quests, virtual labs, experiment
simulations, and others.

Feedback: Built on the principle of
“improvement cycle”: collect data,
analyze, make changes

academic subject: debates,
trials, literary quests, excursions
to virtual museums, libraries,
etc.

Figure 1 - Structure of the model “Game-based educational model for high school students” on the
principles of gamification

The model of soft skills development is
designed to introduce game technologies
into the educational process to stimulate
communication abilities, leadership skills,
self-esteem and stress resistance in high
school students. The target group of this
model are high school students (10th grade
pupils); teachers of science and social and
humanitarian subjects

Formats of game activities: team games
(quests, business games, simulations of
situations and others); individual tasks
(quizzes, puzzles, creative projects and
others).

It utilizes online platforms, where real-time
problem solving and interactions are also
possible.

Special scenarios and materials are
developed for each subject, taking into
accountthe specificsofacademicdisciplines

and the goals of soft skills development.
For example: physics - solving cases on
mechanics and electricity in a quest format;
chemistry - team experiments with virtual
laboratory works; biology - simulation of
environmental problems and search for
solutions; computer science - programming
mini-games to solve logical problems;
literature - script writing and theatrical
performances based on works of literature;
and so on.

Conducting such games should be
conducted according to the scenario of
the event, distribution of roles and tasks
within the team, preparation of tools for
assessing the progress of students. During
the direct realization of events, where pupils
work on tasks individually or in teams, the
necessary soft skills are developed. Pupils'
achievements are assessed: both academic
knowledge alone and improvements in soft
skills development. Teachers are able to
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receive and implement detailed feedback,
highlighting both strengths and identified
problems. Based on the data obtained, it is
possible to carry out the effectiveness of the
conducted lessons, to make changes in the
scenario and in the content of the games in
order to improve their results.

For example: the game-quest “Scientific
discoveries” is used in the study of such
subjects as physics, chemistry and biology.
It aims to develop students' communication
skills, leadership and critical thinking. Game
activity description: several teams are tasked
with a series of challenges related to solving
scientific problems. Each stage requires

M EG at the beginning M EG at the end

o~
n

~
o0

N n

~ ~ ~

I N

HIGH

AVERAGE

teams to coordinate actions, assign roles
and make joint decisions.

Testingwascarried out withinthe framework
of the pedagogical experiment EG and CG of
24 people each. The results of establishing
and control diagnostics of pupils of both
groups,onthebasisofpsychodiagnostictests
(method of diagnostics of communicative
and organizational aptitudes (COA); self-
esteem test (Dembo-Rubinstein); stress
resistance test (Spielberger-Hanin Reactive
and Personality Anxiety Scale), assessment
of soft skills level are reflected according to
Figures 2-4.
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Figure 2 - Results of pupils' testing (in %) for communicative and organizational aptitudes (COA)
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Figure 3 - Results of pupils' self-esteem testing (in %) according to the Dembo-Rubinstein
methodology
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Figure 4 - Results of stress tolerance (according to Spielberger-Hanin)

Thetesting results confirm the positive effect esteem and stress resistance, which is
of the conducted experiment on soft skills confirmed by the dynamics of significant

development in EG pupils. Improvements improvements in this group, according to
touched both communication and Figure 5.
organizational abilities, adequate self-

Low stress tolerance

Average stress tolerance

High stress tolerance

Low self-esteem

Excessive self-esteem

Adequate self-assessment

Low level of communication and organization
Average level of communication and organization

High level of communication and organization
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Figure 5 - Dynamics of soft skills change in the experimental group, in percentages
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While the CG indicators either remained
stable or improved to a lesser extent, which
allows us to conclude that the implemented
pedagogical strategies are significant.

The indicators noted during the observation
indicate that it is necessary to develop soft
skills in high school through the use of
gamification, because in practice there are
positive trends from its application. They
are reflected immediately in some aspects
of the learning process: increased activity in
lessons; increased involvement in lessons;
increased interest in independent creative
work.

According to the results of the interview,
the following conclusions were made:
70% of the interviewed pupils positively
perceived gamification, and they noted an
increase in motivation to learning due to
the introduction of game elements. They
also pointed out that such classes are more
interesting and diverse and, moreover,
contribute to better learning of educational
material. Teachers (60%) confirmed the
opinion of pupils and pointed out that the
use of games contributes to the activation
of students' cognitive activity and improves
their engagement and attention to the
learning material.

The impact of gamification on soft skills
development was indicated by 60% of
respondents (both students and teachers),
as they believe that game techniques
contribute to the development of critical
thinking, teamwork and decision-making
skills. At the same time, 80% of students
noted improvement of communication
skills through participation in team games
and projects.

Only half of pupils (50%) were satisfied with
soft skills, while the rest pointed out the
need for additional attention to this aspect,
especially taking into account the fact
that they need to prepare for their future
professional activity. At the same time, the
majority of teachers (80%) believe that they
have developed soft skills in pupils.

When answering the questions concerning
organizational moments: half of teachers

(50%) noted difficulties with integration
of methods gamification techniques
into traditional curriculum, especially in
the conditions of limited time allotted in
the lesson for learning new material and
questioning students.

Conclusions based on the results of testing
at the ascertaining and control stages. At the
same time, it should be noted at once that at
the ascertaining stage the indicators of both
groups were similar. Thus, according to the
diagnosisofstudentsforcommunicativeand
organizational aptitudes, the proportion of
students with a high level of communicative
and organizational aptitudes was 25% in EG
and 22% in CG, the average level was 41% in
EG and 47% in CG, the low level was 34% in
EG and 31% in CGC. Thus, the initial positions
were quite comparable. After the classes,
there was a significant improvement in the
experimental group: the high level increased
to 37%; the average level increased to 52%,
while the low level decreased to 11%. In
the control group, the dynamics was less
pronounced, as the high level remained
almost unchanged, increased by only 3%, the
average remained at the same level, and the
low level decreased by only 3%. Such results
indicate the positive impact of gamification
on the development of communication and
organizational skills among the students of
the experimental group.

Diagnosis of self-esteem (using the Dembo-
Rubinstein method) also showed similar
initial values at the beginning: adequate
self-esteem was 37% in EG and 34% in CG;
overestimated self-esteem was observed in
34% in EG and 41% in CG; underestimated
self-esteem was found in 25% in both groups.

According to the results of the control
section, the indicators changed significantly:
in EG, adequate self-esteem increased by
16%, overestimated decreased by 13%, and
underestimated decreased by 9%. In the
control group, the changes were minimal:
adequate self-esteem increased by 3%,
overestimated remained the same (41%), and
underestimated decreased, respectively. The
data obtained indicate that the students of
EG have successfully developed the indicator
as an adequate self-assessment.
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The results of stress tolerance (according
to Spielberger-Khanin) showed that the
baseline stress levels in both groups were
also close, which also made it possible to
compare both groups. However, after the
experiment, noticeable changes were noted:
in EG, the proportion of students with high
resilience increased to 32%, average to 57%,
and low to 11%. In CG, high rates remained
almost at the same level (24%), average
rates increased slightly (54%), and low rates
increased (22%). Such indicators indicate
that the experiment had a positive effect on
the emotional stability of the EG students.

Analyzing the results of this study in
comparison with previous studies, it is worth
noting that the findings are in the context of
existing trends and research in the field of
educational gamification. Let's consider the
key aspects of the results obtained in relation
to previous work. For example, N.Y.Fominykh
[6, p.113] emphasized the importance of the
potential of gamification and soft skills as a
teaching method in technical and vocational
education in Kazakhstan. The present
results confirm this point of view by adding
new data on the effects of gamification on
cognitive processes in high school students.
While A.E. Mukhametkairov [7, p.200]
focused on the soft skills of the educational
process, noting its impact on increasing
the motivation of high school students. The
findings are consistent with their results,
as they show that gamification can have
a positive impact on the development
of soft skills, which expands the scope of
the previous study. P.Peiris reviewed the
improvement of gamification methodology
in the digital educational environment,
while ours supports some of their ideas and
delves into specific practical aspects of the
introduction of gaming technologies into
the educational process [18].

B. Bourke focused on gamification as
a way to increase students' motivation.
The present study develops this aspect
as well, providing empirical evidence
of the influence of gamification on the
motivational component, whichisimportant
for high school students in the educational
process when developing soft skills. Thus,
the conclusions and comparison of the
proposed study confirmm many provisions of

previous works, while enriching them with
new data and observations [19]. For example,
the conclusion about the positive effects of
gamification on the cognitive development
of students coincides with the opinion of
most researchers, but important elements
have been added regarding specific
organizational ways of development.
This allows us to better understand how
gamification contributes to improving the
quality of learning.

Conclusion

The conducted research confirmed the
hypothesis that the purposeful introduction
of gamification into the educational process
contributes to the effective development
of soft skills among high school students.
Based on an experimental model adapted
to the psychological and pedagogical
characteristics of adolescents, it was
possible to achieve significant results in
the formation of such competencies as
communication and organizational skills,
adequate self-esteem, stress tolerance and
teamwork.

Observations, interviews, and test results
have demonstrated that gamified
approaches not only increase motivation to
learn, but also enhance cognitive activity,
build confidence, initiative, and critical
thinking among students. The experimental
group showed significant improvement in
all key soft skills indicators, in contrast to
the control group, where the changes were
insignificant.

When observing high school students in the
educational process, there is a low level of
soft skills and a high interest in gamification.

The interview was conducted among
high school students and teachers, and
established the importance and interest in
the gamification of the educational process,
a high level of influence on the learning and
development of soft skills in schools, as well
as the level of satisfaction with their soft
skills. According to teachers, there are many
problems with their implementation in the
educational process.
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The proposed model is an effective tool
for introducing gaming technologies
into the educational process in order to
comprehensively develop soft skills and
the personality of a high school student as
a whole. The advantages of the model are
defined by:

complexity expressed in the
development of a wide range of soft skills
through a variety of gaming activities;

relevance, indicated by the fact that
all games adapt to modern real-world
conditions and the needs of high school
students;

flexibility, characterized by the ability to
vary the complexity and subject of the
games depending on the topic of the
subject, the age and level of training of
students;

participation of both students and
teachers. At the same time, teachers
are actively involved in the game
educational process, providing students
with high-quality support, and they also
evaluate the achievements of students.

Inaddition, the study revealed organizational
difficulties: lack of time, low willingness
of individual teachers to apply innovative
methods and the need for additional
methodological support. These aspects
should be taken into account when scaling
the model to other schools and regions.

The results of the work expand scientific
and practical ideas about the possibilities of
gamification in school education, contribute
to the development of pedagogical theory
and practice, and the proposed model
can be recommended for replication as an
effective tool for developing soft skills in
high school students.

Of particular value is the developed game
educational model, which has been
successfully integrated into the subjects
of humanities and natural sciences and
mathematics. The model has proven
its flexibility, versatility and practical
applicability in the conditions of a Kazakh
school. Feedback elements, structured

encouragement, adaptation to educational
topics and the level of training of students
ensured the sustainable development of
personal and social competencies.
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FeMMudpUKaLma XKOFapbl CbiHbIMN OKYLUbINApPbIHbIH, MKeMAi
AaFAblUIapbiH AaMbITY Kypanbl peTiHae

.M. BanroxxunHa', M. Naypuesa’, X.C. OmMapoBa? b.A. MaTtaes?

T1.H. TyMmuneB aTblHOaFbl Eypa3una ynTTbiK YHUBEPCUTETI, ACTaHa K., Ka3zakcTaH
Pecny6nvkachl

2AcTaHa XanblkapanblK, YHUBepcuTeTi, ACTaHa K., Ka3zakcTaH Pecrnybnmkachl
39nKen MapfynaH aTbiHOarbl [MaBnogap negarormkanblkK YHUBEPCUTETI
MNaBnopap K., KasakctaH Pecnybnmkacsl

> AHOaTna. Byl 3epTTey YMbIChl YKOFapFbl ChIHbIM OKYLLbINaPbIHbIH, SOft skills (keke Ky-

3blpeTTep) OaMyblHa GaFbiTTanFaH 6iniM 6epy yaoepiciH oMbiH aaicTepiMeH »eTinaipyaiH,
MCUXONOTrUANbIK-Meaarorkanbik MoaesiH a3ipneyre »xaHe oHblH ToXXipubenik Herizge-
MeciHe apHanFaH. Kasipri MekTen »araanbiHAa KOMMYHUKaUME, YMbIMOACTbIPYLLbIbIK,
KabineTTep, KyMsenicke Te3iMainik, e3iH-e3i Garanay MeH TOMNTa XXYMbIC iCTey CUAKTbI
MeTanaHAiK Ky3blpeTTepAi KanbiNTacTblpyFa biknan eTeTiH MHHOBAUWANbIK ToCinaepai
GipiKTipy KaxkeTTiniri 6bapraH calbiH avKbliHOaNbIN Keneni. 3epTTeyae OWblH 3NeMeHT-
TepiH KongaHy 6iniM anylbinapabiH, 6enceHainirii XXeaHe MOTMBaLMACBIH apTTblpaTbiH,
COHbIMEH KaTap TaHbIMAbIK YXoHe TyFanblK OaMyblH biHTanaHAbIpaTblH TUIMAI a4ic
peTiHOe KapacTbipblnanbl. 3epTTeyaiH aaicHaManblK Heri3i caHOblK »XoHe cananblk a4i-
CTeP YXMbIHTbIFbIH KAMTUObI: 94ebuneTTepre Wony, Nnegarormkanblik 6akplnay, cyx6at, Mo-
OenbAey »aHe NcuxoamnarHoCTUKanbIK TeCTINeyMeH KaTap YKyprisinreH negarormkanbik,
IKCMEPUMEHT. DKCNepUMeHTKe eKi Ton: TaxKipnbenik aHe 6akblnay TonTapbl KaTbICTbl,
MakcaT — 6iniM bepy opTacbiHa OMblH 3N1EMEHTTepPI eHrisinreHHeH KeniH soft skills pamy
OeHreMiHoeri esrepictepdi aHbiKTay. HoTuykenep Toxipumbenik TonTarbl OKyLblNap-
OblH Herisri keke Ky3blpeTTepiHiH AaMybl 6akbinay TOObIMEH cCanbICTblpFaHaa ensyip
YKaKCcapFaHblH KepceTTi. KOMMYHUKATUBTIK YaHe YMbIMOACTbIPYLbINbIK Kabinettepain,
apTybl, ©3iH-63i 6aranaynblH AYyPbICTanybl, dMOLUMOHANAbIK TYPAKTbINbIKTbIH, YKaKcapybl
Gavkanobl. O3ipneHreH remMmobUKaumMa Moaeni nkemainiriMeH, oKy fMaHOepiHe »XaHe
OKyLLblNapOblH »ac epekLuenikTepiHe 6erimaene anybiMeH, COHAaM-ak MyFaniMaoepaiH,
Garanay »xaHe Kongay npoueciHe 6enceHai kaTbiCybiMeH epekLueneHeni. byn monenbai
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KOFaMOblK-TYMaHUTaP/bIK }aHE »apaTblNbICTaHY FbibiMOapbl NoHAepiHe THiMai Typae
eHrisyre 6onagbl.

KinTTi cespep: soft skills, reMmMmnorkauma, >)KorapFbl CbiHbIM OKYLUbIMAPbI, YKeKe Ky3blpeT-
Tepai AamMbITy Mofeni, oKy MoTUBaUMAChl, 6iniM 6epy TexHonorusanapsbl.

feMUPUKaLMA KaK MHCTPYMEHT pPa3BUTUS MG6KMUX HaBbIKOB Y
CTapLUEK/TaCCHUKOB

.M. BanroxxuHa', M. Maypuepa’, X.C. OMapoBa?, b.A. MaTaeB?
'EBPa3mnINCKMIN HaLMOHAbHbIM YHUBEPCUTET UMeHM J1.H. Tymunesa, rr/ActaHa
Pecnybnvka KasaxcTaH

2MexkayHapoaHbI yHUBepCcUTeT AcTaHa, nAcTaHa Pecnybnvka KasaxcTaH
S[MaBnoOapCcKMii NegarormyecKnii yHMBepCcuTeT MMeHU Onken MapFynaH
r.MaBnonap, Pecnybnvka KasaxcTaH

AHHOTauus. HacTtoqaulee mnccnepoBaHue rnocBaALleHo pa3paboTke %
aKCMepUMeHTanbHOMyY 060CHOBaHWIO MCUXONoro-nefarormyeckom Monenm
renMmnduKaLmm obpasoBaTenbHOro npoLecca, HanpaBfNeHHOro Ha pa3BuTMe soft
skills (rMBKMX HaBbIKOB) Yy CTaplUEKIacCHUKOB. B yCcnoBMSaX COBPEMEHHOWM LWKOSbI
Bce 6onee O4YeBWMOAHOM CTAHOBUTCA HEOOXOAMMOCTb MHTErpaumm MHHOBALLMOHHbIX
Moaxon0B, CNOCOOCTBYOLLMX GOPMUPOBAHMIO METANPeAMETHbIX KOMMEeTeHLMN, TaKnX
KaK KOMMYHMUKaTMBHbIE U OpPraHU3auMOHHbIE CMOCOGHOCTK, CTPECCOYCTOMUYMBOCTD,
caMooLueHKa U yMeHue paboTaTb B KoOMaHOe. lerMMubmkauma paccMaTpmBaeTcs
B MCCNedoBaHUM KakK 3PdEeKTUBHbIM  MeTon MOBbIWEHWS BOBEYEHHOCTU U
MOTUBALMM YUALLMXCH, @ TakXKe KaK CTUMY/NT KOTHUTUBHOIO W JIMYHOCTHOMO pocCTa.
MeTogonoruyeckas OCHOBa MCCNeOoBaHWA BKIOYAET KOMMIEKC KOMUYeCTBEHHbIX
M KauyecTBEeHHbIX METOLOB: aHanv3 fNuTepaTypbl, MNegarorMyeckoe HabnogeHwe,
MHTEPBbIO, MOoAenMpoBaHMe W MNefarormyeckuit 3KCNeprMeHT C  nocnenyoumm
NCUXoOMarHoCTUYECKMM  TecTUpoBaHMEM. B  3KcnepuMeHTe MpWHANU  y4dacTue
OBe rpynnbl CTapleKTacCHUKOB — 3KCMepuMeHTanbHaa W KOHTPOsbHasa, C Lenbko
BbIABMEHUSA U3MEHEeHWN B YypOBHE PasBUTUA TMOKUX HaBbIKOB Mocne BHeApeHUs
MIPOBbIX 2N1EMEHTOB B 06pa3oBaTesibHyto cpefy. Pe3ynbraTbl MokKasanu, 4To yyalimecs
3KCMEePUMEHTaNIbHOM  rpynmnbl  MPOAEMOHCTPMPOBANM 3aMeTHoe yrydlleHue B
pa3BUTMK KtodeBbIx soft skills Mo cpaBHeEHWIO C KOHTPOMbHOW rpynnon. OTMeYyeHo
MoBbILLUEHME YPOBHA KOMMYHWKATUMBHbLIX W OPraHM3auUMOHHbBIX CMocoBbHOCTEwM,
dopMuMpoBaHMe 6onee afeKkBaTHOM CaMOOLEHKMW, Yyy4ylleHMe 3SMOLMOHANbHOMN
YCTOMUMBOCTW.  Pa3paboTaHHaa Mofenb reMMmobukaumm otnmyaeTcs rMbKOCTbIO,
A[anTUBHOCTBIO K y4ebHbIM mMpeaMeTaM M BO3PACTHbIM OCOOEHHOCTSAM y4yalluxcd, a
TakKyKe aKTUBHbIM y4acTUeM yumTenen B npoLiecce oLeHKM 1 CoNnpoBOXaeHUS. Ee MOXXHO
3bPEKTUBHO UHTEMPUPOBATb B 0Opa3oBaTeNbHYO MPAaKTUKY KakK B NYMaHUTAPHbIX, TaK U
B €CTeCTBEHHOHaY4YHbIX AUCUUMINHAX.

KnoueBble cnoBa: soft skills, renMunobmrkaLma, cTtaplleknacCHUKKU, MOLeNb Pa3BUTUA
rMOKMX HaBbIKOB, ydebHasa MOTUBaLLMA, 0Bpa3oBaTe/lbHble TEXHONOT M.
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