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Abstract. The most important problem of the study is the correlation between
“soft skills” and indicators of learning success, which is significant for the school in
high school, as the main thing is to ensure the success of high school students in the
main subjects, especially in profile subjects.

The relevance of the study lies in the fact that in the modern era of continuous
improvement and rapid development of new pedagogical technologies one of the
important problems is the search for more and more effective ways of learning, and
the development of soft skills especially in high school. The methods and ways
based on interactive game elements, among which gamification seems to be one of
the actual ways of development, correspond to the solution of these problems.

The research methods were: aspect analysis of literature on the research topic,
questionnaire survey and pedagogical experiment on the basis of complex analysis.

Key hypothesis: the use of gamification technologies in the learning process
allows to provide a higher level of development of soft skills and creative thinking
of high school students.

Conclusions: the stated hypothesis is confirmed, as modern schoolchildren are
interested in game technologies based on gamification, the use of which, in their
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opinion, in the course of training sessions have a positive impact on the learning
process. The effectiveness of the development of soft skills of high school students
when using gamification technologies in the experimental group compared to the
control group is higher, and is expressed in the manifestation of greater interest in the
learning process, in the increase in the level of development of flexibility, increased
level of rapid adaptation to non-standard situations and contexts and so on. It is
also noted a significant impact of gamification technologies on the development
of creative thinking skills of high school students. It is recommended to use the
obtained results in practice in educational schools.

Keywords: gamification, soft skills, creative thinking, high school students,
ways of learning.
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orcid.org/0000-0002-4698-9868;
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AHHOTaus1. 3epTTEeYAiH MaHbI3AbI IPOOJIEMACHI — GKYMCAK JaFbuIap» MEH OKY
KETICTIKTEPiHIH KOPCETKIIITEePi apackIHAAFbl OaliaHbIc, Oy OpTa MEKTENTE MEKTeIl
YIIiH MaHBI3Ibl, OUTKEHI OAaCTBICBI — JKOFApbl CHIHBII OKYIIBLIAPBIHBIH HETi3ri
MoHIep OOMBIHINA, dcipece OCHiHIK MoHAep OOWBIHIIA TAOBICTEUIBLIFBIH KAMTaMAaChI3
eTy. 3epTTey/iH 03eKTUIIr MbIHAA: JKaHa MeJaroruKaiblK TEXHOJIOTUIIApbl YHEMI
KETUIAIPY MEH KapKbIHBI TaMBITYIBIH Ka3ipri AoyipiHJe MaHbI3/IbI MOCeIeNnepIiH
Oipi-soft skills-Ti ocipece opTa MekTenTe OKBITY MEH JaMBITYABIH THIMAI 9[ICTEPiH
iz3ney. byn mocenenepni mienry WHTEPakTHBTI OWBIH SJIEMEHTTEpiHE HETi3/AeireH
ozicTep MEH Tacinaepre CoWkec KeJedi, ONapAblH apacklHaa TeiMubUKanus
JIAMYJIBIH ©3€KTI JKOJIAPBIHBIH Oipi OOJBIN KOpiHEeIi.

3eprTey omicTepi 3epTTey TaKbIPhIObI OOWBIHIIA OAcOMETTepAl ACICKTHBTI
Tanjay, cayajiHama >KoHE KEIICHl Tajlaay Heri3iHze MeAaroruKayblK SKCTIEPUMEHT
Oonapl. Herisri rumortesa: oKy mpouecinue reiMuuKanus TeXHOJIOTHUSUIAPbIH
kongany soft skills mamybIHBIH KOFapbl JAEHTEHiH JKOHE >KOFaphbl ChHIHBII
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OKYIIBUIAPBIHBIH IIBIFAPMAIIBUIBIK OMJIAyblH KaMTaMachl3 €Tefli. ¥ CBhIHBUIFaH
THIIOTE3a pacTajafbl, OMTKEHI Ka3ipri MEKTeNl OKYyLIbUIaphl TeiMupuKanusra
HETI3[eNTeH OHBbIH TEXHOJOTHSAJIapblHA KBI3BIFYLIBUIBIK TaHBITAAbI, OJapAbl OKY
cabakrapbl OapbIChIHAA KOJIJAaHy OKy MpPOILECiHE OH ocep eTeidi Ael CaHalmabl.
Bakputay TOOBIMEH canbICTBIpFaHIa OKCHEPUMEHTTIK TomTa TeHMH(UKaIus
TEXHOJIOTUSUIAPbIH TaiJaNaHfaH Ke3le JKOFapbl CBHIHBIN OKYIIBIIAPBIHBIH SOft
skills mamy THIMIiNIr KOFapbIpak KoHE OKy HpoleciHe KoOipeK KbI3BIFYIIBLIBIK
TaHBITYJa, HKeMAUTIKTIH AaMy ACHreHiH apTThIpyaa, CTAaHIAPTTHl eMec Karaannap
MEH KOHTEKCTTEepre XbuigaM OceiiMaeny ACHTeHiH apTThIpyda KoHe T.0. KepiHemi.
Conpaii-ak, reiMU(pHUKALUS TEXHOIOTUSIIAPBIHBIH JKOFAPhl CHIHBIT OKYIIBUIAPHIHBIH
LIBIFapPMAILBIIBIK OWJIAy AaFIblIapblH 1aMBITYFa alTapiablKTail acepi 6ap. AJbIHFaH
HOTHIKEJIep/l MEKTeNTepie TOKIpuOeae KoaiaHy YChIHBIIA b
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Annorauusi. Baxueiimeil npoOneMoil nccienoBaHus SBISIETCS B3aHMMOCBS3b
MSTKHX HaBBIKOB (soft skills) u ypoBHS ycnemHOCTH 00yueHHs B CTapIIMX KJIaccax,
e 0COOEHHO BaXKHO 00€CIIEYNTh BBICOKHE PE3YIIBTATHI 110 PO UILHBIM ITPEMETaM.
AKTyaJlbHOCTh PalOTHl 00yCIIOBIEHa HEOOXOAMMOCTBIO MOUCKA APQPEKTUBHBIX
METOJIOB PAa3BUTHS MSATKHX HABBIKOB B YCIOBHSX MOCTOSSHHOTO COBEPILICHCTBOBAHUS
Mearoruueckux TeXHomoruid. OZHUM W3 TEPCIEKTHBHBIX MOAXOAOB BBICTYIIACT
redMuQUKaLnus, OCHOBAaHHAS HA MHTEPAKTUBHBIX UTPOBBIX JIEMEHTAX.

Mertoapl  HMCCIIEIOBaHUS:  KOHTEHT-aHANU3  MNPOQWIBHOW  JIUTEpaTyphl,
AQHKETUPOBAHUE YYAlIUXCSd M MENAarorHUecKuil JKCIEPUMEHT C KOMIUIEKCHOM
00paboTkoil AaHHBIX. OCHOBHAs THIIOTE3a IIACHT, YTO MPUMEHEHHE TEXHOJIOTHH
rediMuuKauuy B y4eOHOM Mpolecce crnocoOCTByeT Oonee BBICOKOMY YPOBHIO
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pa3BUTHS MSTKAX HAaBBIKOB M KPEAaTHBHOTO MBIIIICHUS CTapUICKIACCHUKOB.
Pesynbrarsl skcriepuMeHTa NOATBEPAMIN TUIIOTE3Y: YUCHUKH AKCIIEPUMEHTAIbHOM
IPYIIBl TPOSBUIM IMOBBIIEHHBI MHTEPEC K 3aHATHSM, JIydllle aJalTHPOBAIUCDH
K HECTaHJApTHBIM CHUTyalusM, MPOAEMOHCTPHUPOBAIM T'HOKOCTh MBIIUICHUS H
YAYYLIHIN TBOPUYECKUE CITIOCOOHOCTH 110 CPABHEHUIO C KOHTPOJIBHOM IPYIIION.

[IpakTuueckass 3HAYMMOCTH 3aKJIIOYAETCSI B  BO3MOXKHOCTH NPUMEHEHUS
pa3paboTaHHBIX TeMMU(QUKAIMOHHBIX NPUEMOB B IIKOJIE JJSl  TOBBILICHUS
3G PEeKTUBHOCTH 00yUESHHUS M Pa3BUTHUS KITIOUEBBIX KOMIIETCHIIMH yUaIuXCsl.

KiroueBsble cioBa: refimudukamnys, Markue HaBblku (soft skills), kpeaTtuBHoe
MBILIJICHHE, CTAPLIEKIACCHUKN, HHTEPAKTUBHBIC METOABI O0yUYECHUSI.

Introduction

Rationale for the choice of the topic. The development of soft skills in education
and especially their use in high school is conditioned by the fact that the modern
world characterized by deep transformations (socio-economic and political) requires
new standards of education quality. In this case we can refer to the opinion of Z.A.
Saidov, who says that nowadays graduates are valued who are ready and able to
adapt to the conditions of the constantly changing world, strive for continuous self-
improvement and self-education, cope successfully with multitasking situations, are
able to switch from one type of activity to another and realize various work functions.
The author points out that such a “set” is largely determined by the complex of
required competencies (Saidov, 2022: 2). The importance of developing soft skills
(soft skills) of high school students is determined by the fact that soft skills are
a significant part of the educational process, which is actively developing in the
modern pedagogical environment. Soft skills allow students to develop basic skills
(social, communicative, organizational and personal), as they need them in the future
for successful activity (life and professional). The importance of soft skills for high
school students lies primarily in the fact that they allow them to assert themselves,
provide personal growth and give them the opportunity for further professional
development. Integration of soft skills into the educational process is considered by
both teachers and high school students as one of the important ways to develop their
personality. They help to form professional competence in high school students.

The relevance of the study lies in the fact that the most important problem in
this issue is the correlation between “soft skills” and indicators of learning success,
which is significant for high school, as the main thing is to ensure high school
students’ success in basic subjects, especially in profile subjects. In this case, we can
refer to the opinion of S. Bari and other researchers, who argues that “soft skills”
should be necessarily related to the so-called academic performance (establishes the
degree of coincidence of actual and planned results obtained in learning activities
(Pazukhina, 2021:11). At the same time, in the era of constant improvement and
rapid development of all new pedagogical technologies is also one of the important
problems of modern education is the search for more and more effective ways of
teaching, including the development of soft skills, which allow teachers to organize
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the learning process in high school so that they did not weaken, but increased interest
in the lessons and necessarily provide a more successful assimilation of the material
studied.

The methods based on game elements meet the solution of these problems. Game
methods of teaching are constantly developing. In recent years, gamification seems
to be one of the actual ways of pedagogical technology development. Gamification as
an educational term becomes known only after 2010 (Sailer, 2019:35). While the use
of various interactive game technologies in the learning process has been going on
for a relatively long time and we can say quite actively. Richard Bartle, (University
of Essex), known as a researcher and designer of computer games, back in 1980
developed the world’s first environment for the use of a multiplayer interactive game
that had elements of virtual reality (Nand, et al., 2019:15).

The use of computer games in education is applied, but up to now remains a
controversial issue, which is confirmed by the fact that in no country gamification
is officially regulated and has no defined system. At the same time, in studies
conducted systematically, such as Aggun A. Advantages, Kosmas D., Tsekleves E.,
characterize the advantages and obstacles regarding the use of educational games in
training (Tsekleves, et al., 2014:19)

Advantages:

—  interactivity and feedback;

—  realism and immersion;

—  collaborative learning; achievement; motivation and competition.

—  The three main conditions for successful use of simulation games in learning
are:

—  integration into practical activities;

—  educational specificity of the game;

—  the presence of a mentor or organizer in the game.

Only under these conditions can games and game technologies be used to support
indicators of productive learning (Douglas, et al., 2016:43)

Despite these very real advantages noted during the use of such game technology,
the teacher should realize that only games, even if they are especially high-tech, are
not enough to ensure the effectiveness of learning, as it is not possible to overcome
difficult moments only with the help of games. According to the results of many
surveys conducted, there are also results that gamification should be used only as
additional techniques to traditional teaching methods in order to expand the teacher’s
capabilities or as a substitute for a separate part of the curriculum (Overmans,2015:6)

Under the conditions of the problematic situation regarding the importance and
problematic nature of the development of soft skills of high school students and the
feasibility of using gamification in the educational process, this particular research
topic was chosen.

The purpose of the study is to establish the relationship between the indicators
of efficiency of soft skills development in high school students through the use of
gamification methods and to determine the impact of gamification on the development
of individual soft skills.
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Materials and methods

In the first part, the aspect analysis aimed at reviewing some theoretical and
practical materials on the research topic was carried out in order to interpret the
available material on the designated topic, taking into account possible problems and
feasibility of application in practice.

The development of soft skills among high school students is defined in Kazakhstan
according to the State obligatory standard of general secondary education, which
establishes the importance of the development of certain soft skills. The content of the
standard of general secondary education states that in order to achieve basic values,
students, especially in high school, should develop: creative and critical thinking;
communication and self-improvement of their lifelong learning. And there is also
provision for the development of a wide range of skills to support the educational
goal (Order of the Minister of Education of the Republic of Kazakhstan, 2022)

Interesting data on the importance of developing soft skills in high school
students was identified by the World Economic Forum. Its report shows the top ten
soft skills that will be in demand in the labor market and civil society in the near
future. The main universal competence was identified as soft skills in the ability to
solve complex problems. The second place is occupied by critical thinking skills, and
the third place is occupied by creativity. Then come the skills of decision making,
persuasion, time management and self-motivation. This report indicates that already
today it is necessary to develop soft skills in high school students.

Regarding gamification, we first considered its definition as a method of learning
and a way to develop soft skills. There are many definitions of the concept of
“gamification”, which allowed us to emphasize their main orientations:

- on the one hand, considered by many scholars and researchers gamification as
a method of applying game mechanics and elements in a non-game context in order
to increase the target behavior of individuals viewing them and engaging in their
audience (Kim, 2020:7; Zainuddin et al., 2020:2; Kalogiannakis, et al., 2020:22).

- on the other hand present gamification as a process of implementing game
strategy in some areas of human activity (Shuklin, 2013:2).

In pedagogy or education environment consider gamification quite often as a
pedagogical method or tool, by means of which game technologies are introduced
into the learning process, which allow, as a result, to form students’ motivation for
more successful learning of the study material and in much more active work of
students at lessons or other educational activities.

At the same time, the following elements of gamification are distinguished in the
educational system:

- game elements, which are a set or set of tools that form the feeling of the game,
expressed in points, levels, missions, avatars and some others;

- game creation technologies, which include all the things that structure and put
in order the elements of the game, as well as the existence of practical competencies
possessed by game designers;

- non-game context, characterized through activities whose purpose is outside the
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fragments of the text of the game itself, which allows learners to make game tasks
that are combined with other social practices that make them produce actions that lie
outside the current game being viewed (Hiirsen, 2019:19).

The main idea of gamification is considered to be the introduction of the most
active elements into the already established process of educational activities in order
to allow changing the established behavior of the audience and attract them to the
activities designated by the game (Kim, 2020:7). Some researchers believe that
this innovative technology will in the near future have a significant impact on the
education system in many countries of the world, especially in developed countries,
which will allow them to overcome the observed gap between different generations
of teachers and their more modern students (Oblinger, 2004:17; Douglas, 2020:21)

Certainly, considering gamification as one of the active ways of learning in
education, including soft skills, both advantages and disadvantages of its use are
always noted. These authors also emphasize that only reasonable, appropriate and
strategic use of game elements presented by gamification method provides the
opportunity to create a learning situation that is caused by a high level of motivation
and active participation, which in turn leads to positive results in emotional, cognitive
and social areas (Bidzhieva, 2020:10; Abdykerov, 2018:3). The disadvantages of
gamification include in education such as:

% lowering the importance of the academic subject being taught;

% turning the whole educational work into a game (Apostol, 2013).

On the basis of the studied materials we proceeded to the second practical part
of the research. Within the framework of which the following methods were used:
questionnaire survey and pedagogical experiment.

The main questions of the questionnaire were:

1.Are modern educational technologies applied in your school to a sufficient
extent?

2.Do modern technologies positively influence the quality of knowledge
acquisition?

3. Is gamification a necessary trend for improving education?

4.Would it be more interesting for you to learn if the teaching process was built
through the way of gamification (or games)?

5.Would it be worth spending more time on your studies if gamified computer
technology was used in your studies?

6.Have you developed soft skills?

7.Do you need to use more modern gamification technologies to develop soft
skills?

In the course of the pedagogical experiment methods of complex analysis aimed
at determining the effectiveness of the development of soft skills and creative
thinking using gamification technologies were used, a set of tasks with modern game
technologies was selected. The study was conducted on the basis of the Secondary
General Education School named after Muzafar Alimbayev in the city of Pavlodar,
among students of the 10th grade, a total of 28 people, from which two groups
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were formed: control and experimental. The experiment was conducted for half a
year, gamification technologies were used in the experimental group and traditional
teaching methods were used in the control group.

Computerized game exercises were used in the experimental group. All game
situations were with specific topics on the subject of study, aimed at the formation
of free expression of their own thoughts, at the development of creative thinking and
creation of their new ideas. Students of the experimental group used their knowledge
for quick search of necessary information, argumentation, skills of quick response
and adaptation of different kinds of presented context and some others. Criteria
for evaluating the development of soft skills and critical thinking were defined as:
motivation; learning efficiency; communication and collaboration; self-regulation;
adaptations and analysis.

During the pedagogical research a comprehensive and comparative analysis of
the indicators obtained in both groups was carried out, as well as the methods of
mathematical statistics were used.

Results and Discussions

The results of theoretical analysis: in modern conditions gamification tools are
actively included in the educational system, they are in some cases actively used as a
way of learning. They are characterized by both positive characteristics and negative
ones. According to many researchers, the decisive factor of success of an educational
model using gamification (entertainment or game part of the model) should be
considered to be the balance between educational strategy and game stimulus. It is
important to understand that the idea of using modern technologies and the Internet
as modern ways of learning to create a new educational environment, different from
the traditional one, is already realized and becomes in practice a strategic way of
learning, which are partially used now and will be used by new generations.

In this part, great challenges are faced by educators who, when using gamification
in teaching, knew how to properly integrate technology and games into the learning
process, especially in relation to hard skills. At the same time, the inclusion of
gamification tools for the development of soft skills of high school students is, in our
opinion, inherently more real and more possible.

The results of the questionnaire survey are reflected in Table 1.

Table 1 Results of the questionnaire survey of high school students, in percentages

Indicators Yes,B % |No, B %
Are modern educational technologies used in your school to a sufficient |42 % 58 %
extent?

Does modern technology have a positive impact on the quality of knowledge | 78 % 22 %
acquisition?

Are you the way gamification is a necessary trend to improve education? 70 % 30 %
Would you be more interested in learning if the teaching process was built | 88 % 12%
through a way of gamification (or gaming)?

Is it worth spending more time studying if it's going to involve gaming |90 % 10 %
computer technology?
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Have you developed soft skills? 42 % 58 %
Do we need to use more modern gamification technologies to develop agile | 66 % 34 %
skills?

For clarity, these indicators are shown in Figure 1

Do we need to use more modern gamification technologies
to develop agile skills?

Have you developed soft skills?
Isit worth spending more time studying if it's going to
involve gaming computer technology?

Would you be more interested in learning if the teaching
process was built through a way of gamification (or...

Are you the way gamification is a necessary trend to
improve education?

Does modern technology have a positive impact on the
quality of knowledge acquisition?

Are modern educational technologies used in your school to

a sufficient extent? y
0% 10% 509

HYes, in% M No,in%

Figure 1 - Comparative analysis of positive and negative responses

The results of determining the effectiveness of soft skills development using
gamification technologies are reflected in Table 2.

Evaluation criteria

Experimental group

Control group

Motivation Showing more interest in the learning The usual level of motivation
process characteristic of traditional learning
Participation rate | Advanced level with elements of soft and | Average level of participation

creative thinking

Effectiveness of
training

Skills in solving non-standard problems in
different situations are noted, indicating a
creative approach

Previous level of knowledge and
skills

Cullaboration and
communication

Development of cooperation and effective
communication skills through playful
group and team work

Average level of calloboration and
communication

Adaptation to new
situations

Increased level of rapid adaptation to non-
standard situations and contexts

Limited ability to adapt to new
situations

Self-regulation
and analysis

Conscious approach to learning,
developing the ability to analyze one's
mistakes and successes

Lack of incentive to more actively
self-regulate and analyze their
learning

The results of the development of creative thinking from the use of interactive
game technologies are reflected in Table 3.
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Table 3 Results of comparative analysis of the influence of gamification technologies on the
development of creative thinking, in %

Level of At the ascertaining stage In the control phase

development | Experimental group Control group |Experimental group |Control group
high 36 % 33 % 65 % 40 %
medium 44 % 47 % 25 % 46 %

low 20 % 20 % 10 % 14 %

In the course of analyzing the obtained results, it was found that a greater number
(58%) believe that school modern educational technologies are not sufficiently
developed. The majority (79%) indicated that modern technologies have a positive
impact on the quality of knowledge acquisition. 70% consider the way of gamification
as a necessary trend to improve education. In the opinion of 70% it would be more
interesting to learn if the teaching process was built through gamification (or games).
The majority of students (90%) are ready to spend more time on their studies if
they use gamified computer technologies. Only 42% consider themselves to have
developed soft skills, as 58% gave a negative answer. According to 66% of high
school students express the opinion whether it is necessary to use more modern
gamification technologies to develop soft skills, while 34% believe that gamification
technologies should not be considered effective.

The results obtained from the questionnaire allow us to agree with the available
opinions of other researchers that gamification-based game technologies are
interesting for modern high school students. Since many believe that the use of
gamification in the course of educational classes affect quite positively on the process
of education and learning, as it is the interactive game that makes it more interesting
pleasant and exciting.

The comparative analysis of the results of the experimental and control groups
to determine the effectiveness of the development of soft skills when using
gamification technologies shows that in the experimental group compared to the
control group is noted: a greater interest in the learning process; participation activity
is characterized by an increased level of development with elements of flexibility
and creative thinking; the effectiveness of learning is characterized by good skills in
solving non-standard problems in different situations, which is characterized by the
use of gamification technologies. While in the control group all these indicators are
insignificantly developed. The obtained data of comparative analysis of the influence
of gamification technologies on the development of creative thinking skills showed
more significant dynamics of creative thinking development in the experimental
group compared to the control group. As in the experimental group the high level of
creative thinking increased by 29%, and in the control group - only by 7%, and the
low level of development decreased in the experimental group - by 10%, and in the
control group - only - by 6%.

Some obtained data are confirmed by other studies conducted on similar or
indirect problems, for example, in the articles by T.G. Volkova and 1.O. Talanova on
the peculiarities of using gamification in education, for example, foreign experience
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(Volkova, 2022:7) by R.I. Nabieva and G.F. Galmova, on the peculiarities of forming
soft communicative skills (Nabieva, 2023) although they have their own special
focus.

Conclusion

Aspect literary analysis has shown that the development of soft skills of high
school students in Kazakhstan is defined according to the State obligatory standard
of general secondary education, which allows the development of soft skills in
various ways, including the way of gamification.

In education, gamification is considered as a pedagogical method by which game
technologies are introduced into the learning process, which allow students to form
motivation for more successful assimilation of the study material and in much more
active work of students at lessons or other training sessions.

It is necessary to consider gamification as one of the active ways of learning in the
process of education, including soft skills, and both advantages and disadvantages
are noted in its use in teaching. It should be emphasized that only reasonable use of
game elements presented by the method of gamification provides an opportunity to
create a learning situation that will lead to positive results, including the development
of soft skills.

It has been established that modern educational technologies are underdeveloped
at school, while modern schoolchildren are interested in game technologies based on
gamification, the use of which in the course of training sessions has a positive effect
on the learning process, as interactive game makes it more interesting pleasant and
exciting.

Comparative analysis of the results of the experimental and control groups shows
that the effectiveness of the development of soft skills when using gamification
technologies in the experimental group compared to the control group, expressed
in the manifestation of greater interest in the learning process, increased level of
development of flexibility and creative thinking, better skills in solving non-standard
problems in different situations, more significant development of cooperation skills
and effective communication, increased level of rapid adaptation to non-standard
tasks in different situations, increased level of adaptation to the learning process. The
influence of gamification technologies on the development of creative thinking skills
is noted, as in the experimental group the high level of creative thinking increased by
29%, (in the CG by 7%), and the low level decreased by 10%, (in the CG - by 6%).

The obtained results can be used in further research, as well as recommended for
practical consideration and possible use to teachers of educational schools.
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