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Abstract

Relevance. The relevance of this study is driven by the need for the well-rounded development of the preschool child.
The development of empathic abilities holds a significant place for successful societal adaptation, so teachers today face
an important and challenging task of not only imparting necessary knowledge and skills, but also fostering benevolent
relationships among children. Role-playing games, as a method of organizing the educational process in preschools, can
fully satisfy this need.

Purpose. The aim of the article is the interrelation of role-playing games with the development of empathy levels in senior
preschool children. The object of the research is a role-playing game as a way to develop empathy in preschool children.
The subject is psychological and pedagogical conditions of forming emotional intelligence in preschool children through
a role-playing game.

Methodology. Both theoretical (analysis, synthesis, generalization, comparison, classification) and practical research
methods were utilized. The empirical study involved 53 children from a preschool in Almaty, Kazakhstan. Validated
techniques were used to assess the cognitive, emotional, and behavioral components of empathy, including methods by
Uruntaeva, Kosheleva, and Gavrilova.

Results. The results reveal that the majority of the children displayed average levels of empathy development. Qualitative
analysis showed difficulties in correctly identifying emotional states, adequately portraying emotions, and demonstrating
humanistic rather than egocentric empathy. These findings confirm the need for targeted pedagogical work to develop all
components of empathy, which can be facilitated through role-playing activities.

Conclusions. This research opens up new possibilities for building the educational process in a preschool institution and
will be useful for teachers, psychologists, and parents.
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Psychopedagogical conditions for forming emotional intelligence in preschool children through role-playing games

Introduction

The relevance of this study is due to the need for the all-
round development of the preschool child. For successful
adaptation in society, the development of empathic
apparatus takes a significant place, so teachers today have
an important and difficult task [1]. They not only need to
impart the necessary knowledge and skills to the children
concerning one activity or another but also to establish a
benevolent relationship with one another [2]. This need is
fully satisfied by role-playing as a method of building the
educational process in the preschool. Role-playing is a
particular kind of activity, in the course of which a child
masters skills of interaction with the surrounding world,
develops awareness of adults and their functions, and
develops their general knowledge, mental functions, and
emotional potential. Play is the child's main activity from
an early age; only the forms and complexity of play change
with age. At first, the child manipulates objects and learns
their shapes, colours, and sizes [3]. Role-playing games
reach their peak in the middle of preschool age. Older
preschool age is sensitive to the development of
relationships with other people, moral emotions, for
managing one's own feelings, experiences, i.e., the
development of empathy. Empathy is a certain property of
the personality, which is expressed in the ability to put
oneself in the place of another person, the ability to
voluntary emotional responsiveness to the experiences of
another person [4]. In turn, they define empathy as a
behavioural ability that manifests itself in helping,
contributing, altruistic behaviour in response to the
experiences of another [5]. The central issue of this article
is the consideration of role-playing as a means of
developing emotional intelligence, in this case, empathy
[6].

The aim of this study is the relationship between role-
playing games and the development of empathy in older
preschool children. The object of the research is the role-
playing game as development of empathy in preschool
children. The subject of the research is psychological and
pedagogical conditions of formation of emotional
intelligence in preschool children employing role-playing
games. To achieve the goal of the research, a number of
tasks were defined for implementation, in particular, to
analyse the theoretical basis concerning empathy
development through role-playing games; to conduct
empirical research concerning the level of empathy
development in senior preschool children; to determine the
relationship  between role-playing and empathy
development in children; to draw conclusions and
recommendations on the results of the research.

Emotions are considered an integral part of a person's
social and communicative development. The emergence of
social emotions occurs in early childhood, in relationships
with peers and adults [7]. During this period, children are
sensitive to the functional need to satiate feelings, which is
transformed into a desire to share experiences of their own
relationships with different objects and phenomena of
reality and becomes an important determinant of their
personality orientation [8]. Nowadays, there are plenty of
methods of teaching children (verbal methods, storytelling,
theatrical activities, means of visual arts), but role-playing
helps to develop the child more comprehensively [9]. After

all, by trying on various roles, the child learns new
functions, developing both cognitive and emotional
processes. When introducing children to adult professions,
it is important to point out how a person in a certain
profession contributes to the lives of others and that all
human activities have results [10]. By playing adults and
imitating their professional activities, preschool children
form their own picture of the world. The more profound
children's knowledge about professions and their purpose,
the broader their outlook [11].

L.S. Vygotsky in his research also argued about the
movement of play development towards professional
subjects. He wrote that in the game the “first foundations
of professional activity originate — a child up to the age of
3 does not understand at all what it means to be a doctor, a
captain (i.e., functions of them), but only functions of
things close to them: in play, the child learns adult activity
and work in general...” [12]. The emergence of play,
according to Vygotsky, is connected with the development
of the affective sphere of the child: he/she has more or less
stable experiences that are not connected with the
momentarily perceived situation (L.S. Vygotsky called
them generalised affects). The desire to act in accordance
with the desire generates action with real people and
objects based on a different (desired) situation, i.e., the
discrepancy between the real and imagined plan — play
[13].

Materials and Methods

Both theoretical and practical methods were used in the
work. The theoretical research methods include analysis,
synthesis, generalisation, comparison, and classification.
Analysis and synthesis are two interrelated logical methods
of scientific research, which are the processes of mentally
or factually decomposing the whole into its constituent
parts and combining the parts into a whole. The method of
analysis is valuable in that it decomposes a complex
phenomenon into simpler elements to separate the essential
from the inessential and to reduce the complex to the
simple. The method of synthesis, on the other hand, allows
you to compose the parts and learn the phenomenon under
study as a whole. Comparison is characterised by
comparing the object or phenomena of reality to establish
similarities or differences between them and find common
factors. The method of comparison is always an important
prerequisite  for generalisation, which highlights
characteristic features of objects and allows grouping
objects into types, groups, and other features
(classification).

The base for the empirical study was the Municipal
Autonomous  Pre-school  Educational  Institution,
“Kindergarten No. 96”, Almaty, Republic of Kazakhstan.
Fifty-three children took part in the research. To diagnose
the level of empathy of preschool children, the following
techniques were chosen: the “Understanding of emotional
states” method by G.A. Uruntaeva; the “Study of
emotional manifestations of children” method by A. D.
Kosheleva; the “Unfinished stories” method by
T.P. Gavrilova [14].

The “Understanding of emotional states” method by
G.A. Uruntaeva is designed to study the understanding of
emotional states of people who are depicted in a picture.
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For diagnostics, pictures of children and adults with basic
emotions (joy, fear, anger, sadness, grief) were used. The
child is also given story pictures that depict the positive and
negative actions of children and adults. This methodology
was tested in two stages. In the first stage, a child had to
describe the picture by answering questions. such as “Who
is shown in the picture?”, “How does the hero feel?”, “How
did you understand this?”. Then, in the second stage, the
children had to describe the picture by answering the
questions: “What are the children (adults) depicted doing”,
“How exactly are they doing it?”, “How did you figure it
out?”, “Who do you think is good and who is bad?”.

The method by A.D. Kosheleva allows for studying the
emotional expression of children and the level of their
ability to express their emotions verbally and nonverbally.
The technique was conducted in two stages. In the first
stage, the teacher describes familiar and understandable
life situations to the children and offers to represent them
non-verbally, i.e., with the help of gestures, mimicry,
pantomimicry. The second stage allows one to study the
level of children's ability to verbalise emotions when
playing out story scenes. The teacher again describes to the
children the situations they have already played and asks
them to describe in words the emotional state of each
character.

T.P. Gavrilova's [14] “Unfinished stories”
methodology helps to determine whether empathy is
egocentric or humanistic in nature (ability to sympathise
and empathise, implemented in behaviour). The research
was conducted individually with the use of cards on which
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three unfinished stories were described. The child was
asked to listen to the stories and answer questions after the

story.

Results

Role-playing games are one of the effective ways to teach
children new social interaction skills, to teach them certain
moral and ethical norms, and they also help to develop the
emotional potential of a preschool child. The results of this
study allow determining the level of empathy formation in
children through the use of role-playing games in the
educational process. According to the results of the method
“Understanding of emotional states”, which is aimed at
studying the cognitive component of empathy, the
following quantitative indicators were identified, in
particular, 7 children (30% of the entire sample) had a low
level. The low level was characteristic of children who
identified a small number of emotional states and required
the assistance of a teacher in the process. An average level
of understanding of emotional states was revealed in 11
children (48% of the entire sample). The average level is
characteristic of children who independently determine the
majority of people's emotional states. Five children (this is
22% of the whole sample) have a high level. The high level
is characteristic of children who independently and
adequately define the emotional states of their peers. That
is, the majority of children in the sample have an average
level of development. Graphically the results are presented
in Figure 1 [5].

High level

Figure 1. Graphical representation of the results of the “Understanding of emotional states” method

According to the results of A.D. Kosheleva's method of
“Studying children's emotional expressions”, which is
aimed at determining the development of the emotional
component of empathy, the following indicators were
determined, in particular, 9 children (17% of the entire
sample) had a low level. A low level is characterised by
difficulties in portraying an emotional state even after an
adult's explanation. That is, when trying to portray a
condition, the child has a limited set of expressive and
mimic means of communication. Thirty children (57% of
the entire sample) were identified at the average level. The
average level is characterised by the portrayal of an
emotional state adequate to the given situation, but only
after an adult has explained the specific emotional state. In
this case, the child uses expressive and mimic means of

communication to a limited extent. The child can
independently name the emotional states of only some of
the characters, the others are identified with the help of the
teacher. Fourteen children (26% of the entire sample) have
a high level. The high level is characterised by the fact that
the child can represent an emotional state adequate to the
given situation without the help of an adult, using various
expressive and mimic means of communication. The child
can also independently and correctly name the emotional
states of characters in different situations. That is, at the
majority of participants the average level of development
of the emotional component of empathy is defined.
Graphically the results are presented in Figure 2 [5].
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Figure 2. Graphical representation of the results of A.D. Kosheleva's “Studying children's emotional expressions”
methodology

According to the results of T.P. Gavrilova's [14]
“Unfinished stories” methodology, which is aimed at
determining the behavioural component of empathy, found
the following indicators, in particular in 14 children (which
is 26% of the whole sample) the low level prevails. The
low level is characterised by the humanistic nature of
empathy, where the child resolves situations in his or her
favour. Twenty-three children (44% of the sample) had an
intermediate level of development. The average level is
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characterised by both humanistic and egocentric attitudes,
where the child does not solve all situations in favour of
the other. Sixteen children (30% of the whole sample) had
a high level. A high level was characterised by a
humanistic character of empathy, that is, a child solves
situations in favour of someone else, but not
himself/herself, as in the case of an egocentric character.
Graphically the results are presented in Figure 3 [5].

= High level

Figure 3. Graphical representation of the results of the “Unfinished stories” methodology by T.P. Gavrilova

By comparing the results of all three methods and by
drawing the overall level of empathy development
(including cognitive, emotional, and behavioural
components) the following dynamics were identified, in
particular, 14 children (representing 26% of the whole
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sample) had low levels of empathy. 25 children (48% of
the whole sample) had an average level of empathy
development. 14 children (representing 26% of the sample)
had a high level of empathy. Graphically the results are
presented in Figure 4.

= High level

Figure 4. Comparison of results for all three methods

By analysing the qualitative characteristic of the
results, the following conclusions are formed. The first
group (children with a high level of empathy) is

characterised by the fact that these children have the ability
to identify correctly, accurately, independently, and
adequately all the emotions of both adults and peers in the
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situation depicted. Children correctly perceived the
situations presented to them graphically. They correctly
interpreted both positive and negative actions of adults and
peers. The children also demonstrated a high level of their
ability to verbalise emotions when acting out plot scenes.
They determined the ability to portray an emotional state
that is adequate for the described situation without the
teacher's help but only by using various expressive and
mimic means of communication. The second group
(children with an average level of empathy) is
characterised by the fact that they have a sufficiently
developed ability to identify and understand the emotional
states of people depicted in stimulus pictures, such as
anger, joy, or sadness. Their ability to understand emotions
such as surprise, admiration, and resentment is
insufficiently developed. Older preschoolers with an
average level of empathy development depict an emotional
state adequate to the described situation after an adult
explains the emotional state of the characters, they use
expressive and mimic means of communication to a
limited extent. They independently name the emotional
states of only some of the depicted characters, the rest were
identified with the help of the teacher. The orientation of
empathy in children with an average level of empathy
development is less humanistic and more egocentric. The
third group of children (children with low levels of
empathy development) is characterised by the fact that
these children misunderstand the emotional states of the
people depicted in the stimulus pictures or they identify a
limited number of emotional states with the teacher's
assistance. They also inadequately perceive the situations
depicted in the pictures, having difficulties in depicting
emotional states even after an adult has explained them.
When trying to portray a particular emotion, emotional
state, a sharply limited set of expressive and mimic means
of communication is noted. It was determined that older
preschool children with a low level of empathy
development did not show the ability to empathise with
another person, to share their emotions.

Hence, it was found that the level of empathy
development of preschool children is at an average level of
development. The study revealed the following features of
empathy in children, including the inability to correctly
understand the emotional states of people who are depicted
in front of the child, and in some cases inadequate
perception of empathic situations. Children also find it
difficult to portray emotional states even after an adult has
explained them, and they use a limited set of expressive
and mimetic means of communication. They are unable to
empathise with the other person, especially in situations of
joy, success, while displaying an egocentric character of
empathy. This study confirms the need for targeted
pedagogical work to develop empathy in the direction of
the development of all its components with the help of the
role-playing game.

After analysing the results, it is clear that the level of
empathy among preschool children is within the average.
To develop it, teachers need to introduce activities aimed
at developing empathy in the learning process. This can
take place in the form of role-play. The work with the
children can be structured in three stages. The first stage
will develop the ability to correctly understand people's
emotional states; develop the ability to adequately

understand empathic situations. The second stage develops
the ability to verbalise emotions, to express them using
mimicry and pantomimicry; teaches children to see another
person's state of mind, to reflect on his or her experiences,
to have identical feelings about one or another. The third
stage includes learning to understand the success of other
children, to rejoice, and to develop the humanistic
character of empathy in preschool children [5].

Discussion

The child's personal qualities, including empathy, are
formed in the process of his or her active activity. At each
age stage of a child's life, a certain type of activity is the
leading one, determining his or her interests, peculiarities
of his or her reality and interaction with the surrounding
world. During the preschool period, the child's leading
activity is play, through which the child enters the adult
world and can actively learn about it. By playing, the child
acquires certain spiritual values, assimilates new
experiences, and acquires new skills, attitudes, behaviours,
personal qualities, etc.

The psychological literature sees empathy as a complex
psychological entity that has three components, which
include cognitive (understanding another person's
experiences), emotional (emotional responsiveness to
another  person's  experiences), and behavioural
(willingness to help) [15-19]. The cognitive (educational)
component includes the fact that the subject seeks to show
his/her inner mental state, the content of his/her thoughts,
his/her sense of how their emotional response is perceived
and evaluated by others. It is also the accumulation of
knowledge about oneself and the social world in the system
of representations [20]. The ability to recognise and
express one's feelings, the ability to express them verbally,
also using pantomime, the ability to understand others, the
ability to perceive and experience the emotional states of
others, and empathise with others. The emotional
component includes an appropriately positive emotional
tone of feeling reality in different modalities (joy, disgust,
sadness) [21; 22]. Empathy also manifests itself in an
emotionally appreciative attitude towards oneself and
others. That is, it manifests itself through the child's
experience of his or her emotional spectrum in relation to
the feelings of the other person [23]. The behavioural
component manifests itself in the generation of positive
energy, a desire for “helping” behaviour. It is a certain
complex of verbal and non-verbal actions based on
compassion, empathy, and sympathy [5; 24].

According to T.P. Gavrilova [14], there are two types
of empathic experience — empathy and compassion.
Empathy, in this case, acts as a subject experiencing the
same emotions as the other, through comparison with him
or her. That is, a child can empathise with an older person
and feel an emotion of pity for him or her, even though his
or her experiences are not specifically close. Compassion
manifests itself as the subject's experience of another
person's emotions without relating these emotions to
himself or herself.

Empathy at the preschool age brings the child into
contact with the world of other people's experiences, helps
to form an understanding of the value of the other,
develops and reinforces the need for the well-being of
others [25-27]. As the child develops mentally, empathy
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becomes a source of moral development. The development
of empathy in preschool children consists in the
development of acting with moral motives and motivations
in favour of the other. It is important at this age to nurture
the children's concern for others, a caring attitude towards
nature, and the ability to adequately emotionally perceive
what is going on. The role-playing game, which is the
leading activity at preschool age, fulfils these tasks [5].

When analysing a game, a distinction must be made
between its plot and content. The plot is a reality that the
players create. It may be a house, a hospital, a school, or a
family. The main feature of the plot is that it reproduces
certain conditions of the child's life. Plots may vary
depending on specific conditions, such as expanding the
child's horizons through direct interaction with the world
[28]. Regarding the content of the play, this element of play
construction consists of the child's reproduction of the
main interpersonal relationships. It is in the content of play
that the child delves into the relationships between people
and learns about their activities. It reflects the external side
of a person's behaviour, in particular only the way he/she
acts or his/her attitude towards others. The key point in the
content of the game becomes the fulfilment of the
established rules, which are conditioned by the role taken
on. The role is one of the leading components of the role-
playing game. A role is a kind of play position of the child,
which consists in the identification of himself/herself or
another participant in the game with some character of an
imaginary situation [16; 29]. In general, four levels of play
development are distinguished.

The first level involves actions with certain objects
directed towards a play partner. These can be “mother” or
“teacher” actions directed at the “children”. The most
important thing in performing these roles is to act itself, but
without thinking about its order and content. That is, the
roles are there, but their focus is determined by the nature
of the action. Most often, at the first level, roles are not
identified, and the participants themselves do not become
in relation to each other in a relationship typical for real
life. The game involves playing monotonous and repetitive
actions. At this stage, the logic of the action can be easily
disturbed, but it is not accompanied by protests from
children.

The second level implies the main plot as certain
actions with the object. Only now does the play-action
correspond to the real action. This scenario comes to the
forefront, the roles are now allocated and spoken directly
by the children. The second level marks the distribution of
functions between the participants in the play process. The
performance of their role is reduced to the implementation
of actions that are directly related to the role performed.
Within the second stage, the logic of actions consists
mainly in their sequence in real life. In addition, it can be
clearly seen that the number of actions significantly
expands and, subsequently, goes beyond a single action.
The disruption of the sequence is not accepted and, as
before, is not refuted [17].

At the third level of play development, the main content
consists of the direct performance of the role and the
actions it involves. It is important to note the presence of
special actions, that is, those that carry the characteristics
of the nature of the relationship to the other participants in
the game. Such actions are a reference to the other

participants related to the performance of a particular role,
for example, a reference to the cook: “Serve the first dish”.
At this level, the roles of the participants are identified and
distributed. Children begin discussing their roles before the
play begins. The function of the allocated roles is to outline
the direction of the child's actions. The logic, the nature of
the child's behaviour is still determined by the role he or
she plays. At this level, a variety of actions prevail. In the
process of playing the process, children develop a specific
speech pattern. It is formed employing the performed role
and is directed at the other participant of the game. But this
does not exclude the emergence of everyday, out-of-game
speech in the game. At this stage, children protest strongly
about the logic of the game and actions. The protest takes
the form of “it doesn't happen that way”, i.e.0 there is a
clear observance of the rules of the game [12].

The fourth level of play development consists in
performing actions that are related to the attitudes of other
people whose roles are played by other children. These are
certain attitudinal actions that stand out from all the actions
performed within the role. For example, when performing
the role of a police officer, the participant says, “You have
broken the rules”, “You are under arrest”, etc. That is, here
the roles are clearly and distinctly delineated. At this stage,
the child follows one line of behaviour through the whole
game. Speech, at this level of development, is role-based,
defined in two ways — the role of the speaker and the role
of the person to whom the speech is addressed. The play
actions unfold in a clear sequence while maintaining the
logic of what is happening. Actions are varied and convey
the image of the character the child plays. The game is
clearly marked by the rules that the child follows. These
rules are closely intertwined with the rules of real-life [12].

Role-playing is a definite complex activity of a child,
which is aimed at the child's all-round development. The
main features of role-playing are as follows: 1. The social
motive of games is through which the child has an
opportunity to be in the world of adults and look at the
system of their relationships [30]. It is also the
development of certain moral and ethical norms and rules
of behaviour in various life situations. 2. The child's
emotional development occurs through role-playing since
play is rich in different emotions and most often topics that
are not yet available to the child in life. It has even been
noted that the child experiences very real feelings during
play, although the situations during role-playing are
imaginary. It is important to note that the more complex
the game or game plan, the more complex and aware the
children's feelings become [31]. 3. This type of play
develops the intellect of the preschool child. General
mental development and the formation of his/her interests
at this stage of development affect the development of the
idea of a role-playing game. For this reason, the games
become more enduring and their imagination more lasting.
That is, the longer the game lasts, the higher the
development of the child's play creativity [32]. 4. Roleplay
develops the creativity and imagination of the child. A well
thought out plan, coherence of actions are combined with
improvisation. That is, to implement the idea and to act in
accordance with the assumed role in the role-playing game,
a child will need toys or other objects, which he/she will
endow with imaginary features, replacing one object with
another. When playing, the child chooses a role and
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imagines the actions of the person he/she is imitating. In
the process of play, mental activity influences imagination
and creativity. 5. During play the child develops speech.
With the help of words, the child coordinates his/her
actions. Speech helps them to understand the experiences
of their partners. Psychologically, there is a two-way
relationship between speech and play: speech is developed
and activated in play; play develops under the influence of
speech development [18; 33].

To summarise, there is a range of role-playing games
and they develop young children comprehensively by
instilling and showing different forms of interaction, rules,
norms, and values. In the process of such games, a big role
is played by a teacher, who performs such functions, as 1.
The necessity to think through the content of role-playing
games following the tasks of empathy development. 2.
Selecting appropriate play material, i.e., toys or any other
objects that help the child to play a particular role in the
game. The key feature of this point is that the play material
is used in the game not for its intended purpose, but as a
substitute for something missing. 3. Ensure that children
take on a variety of roles. 4. Try to ensure that the game
presents the social, work, and moral aspects of life in a
positive way. 5. Reinforcing the children's interest in
organised play through conversations that will intertwine
with the subject matter of the game. Raise the language of
the emotion of the participants in the role-playing story. 6.
To build a play process in which there will be step-by-step
learning of a certain attitude (emotional and moral)
towards peers by the child. 7. Reinforce desirable types of
behaviour — if children are praised at the right moment for
certain displays of emotion, humanity towards each other,
then later they will understand how to behave correctly and
appropriately in this or that situation, and will start to work
actively in this direction.

Conclusions

Pre-school is a period when the child is actively developing
his or her cognitive sphere, learning about the world,
testing it, and feeling it. During this period, the child's
general knowledge increases actively, and teachers need to
pay attention not only to the development of the child's
general knowledge but also to the development of the
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child's emotional and volitional side of personality. The
pre-school child needs to be shown the social, adult world
“from within” so that he or she can experience it for
himself or herself and thus enrich their sensory experience.
In today's society, the child is exposed not only to basic
professions (cook, hairdresser, doctor, policeman etc.) but
also to new professions such as nail master, coach,
psychologist, programmer, recruiter, office manager,
stylist etc., hence it is important to introduce the child to as
many professions as possible. This process takes place
through the leading activity of preschool children — play,
i.e., role-playing.

The article has analysed the advantages of role-playing
games, including child's opportunity to be in the role of an
adult and see the system of their relationships; the
development of the emotional sphere, as the game is full of
different emotions and emotional expressions; this type of
play develops the child's intellect, creativity, and
imagination; the development of speech in the process of
play. The role-playing game is based on rules and roles.
During play, the child is taught socially useful skills, forms
of interaction with others, certain moral and ethical norms
and rules, values and attitudes. The role-playing game is
played by an adult who can set the plot of the game, involve
objects and toys that the child successfully adapts to the
game (i.e., give it the meaning of the object which is not
present at the moment, while actively developing the
imagination); ensure that children try on different roles;
support the game with conversations, developing the
speech apparatus and reinforce certain types of behaviour
through praise.

Therefore, having analysed role-playing games, it can
be stated that it is an effective form of interaction with a
pre-school child. The play keeps the child interested and in
the process of play the child can easily learn various forms
of interaction with others and develop as a person
comprehensively.

Acknowledgements
None.

Conflict of Interest
None.

[1]  Moshkina AP. Development of the Emotional Sphere in Older Preschool Children. Yekaterinburg: Ural State

Pedagogical University; 2019.

[2]  Izard KE. Psychology of Emotions. St. Petersburg: Piter; 2014.
[3] Marti M. Intervention Fidelity of Getting Ready for School: Associations with Classroom and Teacher
Characteristics and Preschooler's School Readiness Skills. Early Child Res Q. 2018;44:55-71. DOI:

10.1016/j.ecresq.2018.02.010

[4] Rogov EI Psychology of Communication. Moscow: LLC Publishing house KnoRus; 2018.

[5] Zhdanova EA. Role-Playing Game as a Means of Developing Empathy in Older Preschool Children.
Yekaterinburg: Ural State Pedagogical University; 2019.

[6] Mashevskaya TG. The Influence of Role-Playing Games on the Formation of Moral Norms in Preschool Children.

Int Res J. 2012;6(6):52-3.

[71  Sokova AD. Role-Playing Game as a Means of Forming the Prerequisites of Financial Literacy in Older
Preschoolers. Universum Psychol Pedagogy. 2021;10(88):123-32. DOI: 10.32743/UniPsy.2021.88.10.12263
[8]  Protassova E. Emotional Development in the Educational Preschool Programs of Soviet and Post-Soviet Times.

Russ J Commun. 2021;13(1):97-109.

1202



(9]

[10]

[11]
[12]
[13]
[14]

[15]

[16]
[17]
[18]

[19]

[31]

[32]
[33]

Psychopedagogical conditions for forming emotional intelligence in preschool children through role-playing games

Pershina T. Pedagogical Conditions of Emotional Self-Regulation Development at Older Preschool Age. In: VII
International Conference Early Childhood Care and Education; 2018; Moscow. Moscow: Future Academy; 2018.
P. 559-66. DOI: 10.15405/epsbs.2018.07.74

Rania GI, Sheinova TG, Soldatenko KY. Pedagogical Conditions for the Formation of Senior Preschool Children’s
Foreign Language Competence. Ensaio Aval Pol Publ Educ Rio De Janeiro. 2019;28(107):335-61. DOI:
10.1590/S0104-40362019002702007

Kondrashova TA. Role-Playing Game as a Tool for Forming a Picture of the World of Preschoolers. J Pedagog
Res. 2017;2(1):58-63.

Rebrova VI. Development of Role-Playing Games for Preschool Children as a Way of Reproducing Social, Social
and Labor Functions of Adults Through Project-Oriented Activities. Bull TSPU. 2019;8(205):55-60.

Ryabkova IA. Role Substitution in the Game of Preschoolers in a Different Subject Environment. Moscow:
Moscow State University of Psychology and Education; 2019.

Gavrilova TP. Diagnostics of Empathy [Internet]. Simply about Psychology: Psylist.net; 2018 [cited 2024 Jan.
28]. Available from: http://psylist.net/praktikum/00437.htm

Talikova GT, Elrikh IV. Characteristics of the Creative Role-Playing Game of Preschool Children [Internet].
Rusnauka; 2018 [cited 2024 Jan. 28]. Available from:
http://www.rusnauka.com/29_ DWS 2012/Psihologia/5 120827.doc.htm

Alieva ZN, Artamonova NN, Bretter EV. Features of the Role-Playing Game of Older Preschoolers. Trends Dev
Sci Educ. 2019;48:5-7.

Titova SV, Chikrizova KV. Psychological and didactic potential of gamification integration in foreign language
teaching. Pedagogy Psychol Educ. 2019;1:135-152.

Gorbunova EA. Role-Playing Game in the Emotional Development of Older Preschool Children. Yekaterinburg:
Ural State Pedagogical University; 2019.

Babak V, Dekusha O, Vorobiov L, Dekusha L, Kobzar S, Ivanov S. The Heat Exchange Simulation in the Device
for Measuring the Emissivity of Coatings and Material Surfaces. 2019 IEEE 39th Int Conf Electron Nanotechnol
ELNANO 2019 — Proceed. 2019;1:301-4.

Babak VP, Shchepetov VV, Harchenko SD. Antifriction Nanocomposite Coatings that Contain Magnesium
Carbide. J Frict Wear. 2019;40(6):593-8.

Meruyert S, Aigul B, Aidyn D, Laura S, Esenbaecvna KG. Impact of university E-Learning environment on value
orientations of students. World J Educ Technol: Curr Iss. 2022;14(2):473-83.

Bondarenko Y, Ohinok S, Kisiolek A, Karyy O. Interest in universities based on search queries on the Internet.
Innov Market. 2021;17(3):179-90.

Adzhamskiy SV, Kononenko GA, Podolskyi RV. Influence of slm-process parameters on the formation of the
boundaries of parts of heat-resistant nickel alloy inconel 718. Space Sci Technol. 2021;7(6):105-14
Adzhamskyy SV, Kononenko HA, Podolskyi RV. Analysis of structure after heat treatment of inconel 718 heat-
resistant alloys made by SLM-technology. Metallofiz Nov Tekhnol. 2021;43(7):909-24.

Spytska L. Self-healing and healing of the body with the help of neural connections of the brain. /nnovac.
2023;11(1):1-12.

Khan NA, Vambol V, Vambol S, Bolibrukh B, Sillanpaa M, Changani F, Esrafili A, Yousefi M. Hospital effluent
guidelines and legislation scenario around the globe: A critical review. J Environ Chem Engin. 2021;9(5):105874.
Bocheliuk VY, Spytska LV, Mamicheva OV, Panov MS, Kordonets VV. Psychological Features of Post-COVID
Syndrome Course. Int J Health Sci. 2021;5(32):276-85.

Spytska L. Symptoms and Main Differences between a Psychopath and a Sociopath. J Nerv Ment Disease.
2024;212(1):52-6.

Stukalenko NM, Zhakhina BB, Abuyev KK, Seitkasymov AA, Utegenov MZ. Critical thinking development in
students during college education process. Glob Media J. 2016;2016:1-8.

Stukalenko NM, Murzina SA, Kramarenko BV, Ermekova ZK, Rakisheva GM. Implementation of competence
approach in the professional education of prospective teachers in the higher education conditions. /nt Rev Manag
Market. 2016;6(3):175-81.

Babak VP, Babak SV, Eremenko VS, Kuts YV, Myslovych MV, Scherbak LM, Zaporozhets AO. Models of
Measuring Signals and Fields. Stud Syst, Decis Contr. 2021;360:33-59.

Spytska L. Social-psychological peculiarities of youth with delinquent behavior. Youth Voice J. 2023;2:9-17.
Spytska L. Forecasts regarding mental disorders in people in the post-war period. Eur J Trauma Dissoc.
2024;8(1):100378.

1203


http://psylist.net/praktikum/00437.htm
http://www.rusnauka.com/29_DWS_2012/Psihologia/5_120827.doc.htm

Berlibayeva et al.

Psychopedagogical conditions for forming emotional intelligence in preschool children through
role-playing games

Maiipa BepuidaeBa
Kazaxcpkuii HarlioHANBHUI ITeAaroriqHuil yHiBepcUTeT iMeHi Abas
050010, mpocm. loctuk, 13, M. Anmaru, Pecriyonika Kazaxcran

I'yas0any AdiToBa
Kazaxcpkuii HarlioHANBEHUI ITeAarorivHuil yHIBepcUTET iMeHi Abas
050010, mpocm. loctuk, 13, m. Anmatu, Pecriy6umika Kazaxcran

Po3a Bekmaram0etoBa
Kazaxcpkuii HalioHaNbHU NIeJarorivyHui yHIBepcuTeT iMeHi Abast
050010, mpocm. loctuk, 13, m. Anmatu, Pecriy6umika Kazaxcran

Caxina Hyp:xanoBa
Kazaxchkuil HallioHaNBHU TIeJarorivHui yHIBepcHUTeT iMeHi Abast
050010, mpocm. loctuk, 13, M. Anmatu, Pecrry6umika Kazaxcran

AHoTanis

AKTyaJdbHiCTh. AKTYaJbHICTb JOCII/DKEHHSI 3yMOBJIEHa HEOOXIIHICTIO BCEOIYHOrO PO3BUTKY AWTHHH JIOUIKIIBHOTO
BiKy. Po3BHTOK emmaTiiiHuX 3mi0HOCTEW 3aifiMae 3HA4YHE Micle A YCHIIIHOI coLialdbHOI amamTallii, TOMy Iepexn
TelaroraMy ChOTO/IHI CTOITh BayKJIMBE 1 CKIJIAJHE 3aBAaHHsS HE TUIBKU IepesiaTH HeoOXiJHI 3HAHHS Ta HaBHYKH, a U
chopMyBaTH HOOPO3MUINBI CTOCYHKHM MK AiTbMH. PoOnBpOBI irpw, sSK METOA OpraHi3aiii OCBITHROTO TpOIECY B
JIOUIKIJIbHUX HaBYaJIbHNX 3aKJIaaX, 34aTHI MOBHOIO MipOIO 3a/I0BOJILHHUTH IO TTOTPEOY.

Meta. MeTroro cTaTTi € B3a€EMO3B'SI30K CIOKETHO-POJILOBHX IrOp 3 PO3BUTKOM pIBHS eMmarii y JiTel crapnioro
JOUIKITBHOTO BiKy. O0'€KT TOCTIIKEHHS — CIOKETHO-POJIFOBA TPa K 3aci0 pO3BUTKY eMITaTii y IiTeH AOMKIIFHOTO BiKY.
[IpeameT mociiHKEHHS — ICUXOJIOTO-TIeAaroridHi YMOBHY ()OPMYBaHHS €eMOLIHOTO 1HTEJIEKTY y NiTeH JOMIKUIBHOTO BIKY
3ac00aMH CI0KETHO-POITEOBOT TPH.

MertopoJiorisi. Bukopuctano TeopeTndHi (aHaii3, CHHTE3, y3aralbHEHHs, MOPIBHAHHA, KIach(ikaIlis) Ta MpaKTHIHI
METOJIM TOCIIKCHHS. B eMIipUYHOMY JOCIIPKSHHI B3sUIM y4acTh 53 AUTUHHM 3 TOUIKIIBHOTO HABYAILHOTO 3aKJIAIY M.
Anmvatn, Kazaxcran. JlIs OIIHKM KOTHITMBHOTO, €MOIIIMHOTO Ta TIOBEIIHKOBOTO KOMIIOHEHTIB eMmmaTil
BHUKOPHCTOBYBAJIMCS BaJliJIOBaHI METOIUKH, 30KpeMa METOIUKH Y pyHTaeBoi, Koreneroi Ta ["aBpuitoBoi.

PesyabraTu. Pesynbratu nokasainu, 1o OUIBLIICT IITEH MalOTh cepe/iHiil piBeHb PO3BUTKY emmaTii. SIKicHuiH aHaii3
TI0Ka3aB TPY/HOILI Y NPaBHIIbHIN i1eHTH(iKanii eMOIIHHIX CTaHIB, aeKBATHOMY 300payKeHHI eMOIii Ta AeMOHCTparil
FYMaHICTUYHOI, a HE CroneHTpuuHOi emmatii. Ili pe3ynbpraTd MIATBEPIKYIOTH HEOOXIAHICTH MIJICCIPSIMOBAHOI

Te1aroriyHoi poOOTH 3 PO3BUTKY BCiX KOMITOHEHTIB €MIIaTii, YOMy MOXKYTb CIIPHSTH POJILOBI irpH.

BucnoBku. L{e nociipkeHHs BiIKpuBae HOBI MOXKIIMBOCTI JJIs ITOOYJOBM OCBITHBOTO TIPOLIECY B OUIKUTBHOMY 3aKJIai
Ta Oy/ie KOPHUCHHUM JIJIsl [Ie/IaroriB, MCUXOJIOTIB 1 OAThKIB.

KawouoBi ciioBa: nejarorika; emnarisi; NCUXiYHUNA PO3BUTOK; 0COOMCTICTh; eMolliiHa cdepa.
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