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INFLUENCE OF ROLE PLAY ON THE DEVELOPMENT
OF EMOTIONAL INTELLIGENCE IN CHILDREN
OF THE OLDER PRESCHOOL AGE

Abstract

The development of the emotional intelligence of older preschool children is relevant, as it is closely related
to the personal development of the child, the formation of his feelings and emotions is carried out mainly through
the emotional perception of the world around him.

The article discusses the role of the role-playing game as a creative activity of children of senior preschool
age, in which they take on “adult” roles and reproduce the activities of adults and the relationship between them
in game conditions.

Mastering the social role, children acquire life experience, saturated with new emotions and content,
consolidate knowledge of new forms of communication and interaction, expand vocabulary, acquire social
skills, and achieve a positive emotional state.

In the role-playing game, children develop fantasy, the ability to concentrate attention, the ability to express
their feelings, restrain desires, control their actions, and voluntary behaviour.

The authors focus on the fact that a role-playing game contributes to the development of emotional intelligence,
teaches you to understand and control your own and the emotions of others, understand the emotional state of the
game participants, empathize, establish friendly relations with partners in the game, work in a team, comprehend
the values of mutual understanding, acceptance , forgiveness.

According to the authors, the attractiveness of a role-playing game as a teaching tool for the development of
emotional intelligence in pre-schoolers is based on its potential, which manifests itself in the emotional richness
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of the game process, in role-playing behaviour, in building game dialogues, in the creative expression of existing
ideas and impressions, in transformation and enriching the children’s experience.

Keywords: older pre-schooler; role-playing game; emotions; intellect; connection between emotion and
intellect; emotional intelligence.

M.B. BEPJ/IIFAEBA, I'T. ABUTOBA, U.VIIVTALL

Abaii amvinoazel Kazax ynmmulk nedazo2uxanvly yrusepcumemi (Aimamsl, Kazaxcman)
T'asu Ynusepcumemi (Ankapa, Typyus)

MEKTEIKE JEWIHTT EPECEK JKACTAFbI BAJIAJIAPIBIH,
IMOIMOHAJIABIK UHTEJIVIEKTIHIH JTAMYbBIHA
CIOXKETTIK-POJIAIK OUBIHHbBIH 9CEPI

Anoamna

MekTernke IeHiHTi epecek jKacTarbl OaslanapiAblH 3MOLMOHANIBIK WHTEJUICKTIHIH JaMybl ©3€KTi OOJbIN
TaOBLIA b, OMTKEHI OJ1 OaJaHbIH JKEKe JaMybIMEH THIFbI3 OalIaHBICTBI, OHBIH Ce3iMJIepl MEH 3MOIHsIIAPbIH
KaJBIITACTHIPY HETi3iHEH KOpIIaraH aJIeMAl YMOIIMOHAIB KaObIIIay apKbLUIbI KY3ere achIPbUIAIbL.

Makanajga MEKTeNKe JISHIHT1 epeceK jKacTarbl Oanayiap/blH IIBIFAPMAIIBIIBIK OPEKETI PETIHIE CHKETTIK-
POIIIK ONBIHHBIH MaHBI3IBUIBIFEL, SIFHU OJIAPABIH «EPEeCceK» peIaepli KaObUImaid OTBIPHII, OMBIH JKaFIaifbIHIa
epeceKTepIiH dPEKETTEPiH )KOHE OJIApIBbIH apachbIHIAFbl KapbIM-KaThIHACTAPHI TAIKbLIAHABI.

OJIeyMeTTIK peJiii MeHIepe OThIPHIIL, Oaanap )kaHa SMOLUATIAp MEH Ma3MYHFa KaHBIKKaH OMipIIiK Toxipuoere
ne 0oJajbl, KapbIM-KaThIHAC TIEH ©3apa dPEKEeTTECYIIH kaHa (opmanapbl Typalbl OuTiMaepiH OekiTeni, Co3IiK
KOPBIH KeHEHTE/, 9JISyMETTIK JaFAbUIapibl UTEPEi, JKaFbIMJIbI SMOIIMOHAJIBIK JKaFIaiiFa KOJI )KeTKi3e/Ii.

CroXKeTTIK-peliKk OWbIHIa Oananmap/bplH KUsIIbI, 3€HiHi, €3 ce3imiaepid OLimipyi, KajaylapblH TEKey, 63
opeKeTTepiH OaKbUIAYBI, EPIKTI MIHE3-KYJIKBI TAMHUJIBI.

ABTOpITap CIOKETTIK-POIIK OHBIH HSMOIMOHANABIK WHTEJUICKTTIH JaMyblHA BIKIANl CTETiHiHE, ©3iHiH
JKOHE ©3TeNIepAiH IMOIMSIAPBIH TYCIHIN, Oackapyra, OWbIHFA KaTBICYIIBUIAP/BIH 3MOLMOHANIBIK KaFIaibIH
TYCIHyT€, SMIIATHsFa, CEPIKTECTEPMEH JTOCTHIK KapbIM-KaTbIHAC OPHATYFa, OWBIH/IA TOIIIEH )KYMBIC JKacay, e3apa
TYCIHICTIK, KaObU1ay, KeIlipy KYHIBIIBIKTapBIH TYCIHyTe OacTHl Hazap ayaaparaH.

ABTOpIAp/IBIH MIKIPiHIIE, MEKTEIT )KaChIHA JCHIHT1 OaiajapIblH SMOIIMOHAJIBIK HHTEJIJICKTICIH JaAMBITY/IBIH
OKBITY KYpaJlbl PETIHJIC CIOKETTIK-POIIJIIK OMBIHHBIH dcepl OHBIH QJICYyeTiHEe HETI3/eNTeH, O OWBbIH YPAiCiHIH
OMOIMOHAIIBI OAIBIFBIHIA, POIIIK MiHE3-KYIBIKTA, OMBIH TUAJOTTaphIH Kypy, 0ap Haesuiap MEH dcepliepi
LIBIFAPMALIBUIBIKIIEH KOPCETY, OaanapablH TOKIPUOECIH TYpIACHIIPY jKoHe OalbITy OONbIN TaObLIa b

Tytiin ce30ep.: MEKTETIKe ICHIHT1 epecek KacTarbl Oananap, CHKETTIK-POIIIK OMbIH, IMOIIHS, OaJaHbIH KeKe
JIAaMYbI, SMOITUOHAIJIBIK HHTEIIJICKT.

M.b. FEPJIUFAEBA', I'T. ABUTOBA', . YJIVTALLP

'Kazaxckuil HayuoHanbHwlll nedazocudeckutl ynusepcumem umenu Abas
(Anmamol, Kazaxcman),
?Vuusepcumem I'azu (Anxapa, Typyust)

BJIMSTHUE CIO)KETHO-POJIEBOM UI'PhBI
HA PA3BUTHUE OMOIIMOHAJIBHOI'O UHTEJVIEKTA
JETEM CTAPIIETO JOIIKOJIbHOT'O BO3PACTA

Annomayus
Pa3zBuTHE SMOIMOHATLHOTO UHTEIIIEKTA JIETEH CTapIIero JONIKOIBHOIO BO3pACcTa SIBISICTCS aKTyaJIbHOM, Tak
KaK TECHO CBsi3aHa C JMYHOCTHBIM Pa3BUTHEM peOCHKA, (POPMHUPOBAHUE €TO UYBCTB U AMOIUH OCYIIECTBISCTCS
B OCHOBHOM 4epe3 3MOIMOHAITBHOW BOCIIPUATHE OKPYKAIOIIETO MUPA.
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B crarse paccmarpuBaeTcs poiib CIOKETHO-POJIEBOM UTPhI KaK TBOPUECKOW JMEATENBHOCTH JETeH CTapIlero
JIOIIKOJIFHOTO BO3PACTa, B KOTOPOH OHM OepyT Ha ce0sT «B3POCIBIC) POJIH U B UTPOBBIX YCIOBHUIX BOCIIPOU3BOISIT
JIEeSITeNIbHOCTD B3POCIBIX U OTHOLICHHS MEXK1y HUMHU.

OcBauBasi COIMATIBHYIO POJIb, IETH MPUOOPETAIOT KU3HEHHBIN OTIBIT, HACBIIICHHBI HOBBIMHU SMOIIUSMHU H
coziepKaHHeM, 3aKPEIUIIOT 3HAaHWE HOBBIX (DOpM OOIIEHUS W B3aUMOJICHCTBHS, PaCIINpPSIOT CIOBAPHBIN 3ariac,
IPUOOPETAIOT COLMATbHbBIE HABBIKH, JOCTUTAIOT TIO3UTUBHOTO AMOIIMOHAIBHOTO COCTOSIHHUS.

B croxxeTHO-poneBol wrpe y aeTeil pa3BuBaercs (aHTasus, ClOCOOHOCTh KOHIICHTPHPOBATH BHUMAaHHUE,
CIOCOOHOCTH K TMPOSIBJICHUIO CBOUX UYBCTB, CIEPKMBAHHIO JKEJIAHWH, K KOHTPOIIO 33 CBOMMH ICHCTBHSIMH,
MIPOU3BOJILHOMY TOBEJICHHIO.

ABTOpBI aKIICHTUPYIOT BHHMMaHHE Ha TO, 4YTO CIOKETHO-pOJieBash HUIpa CHOCOOCTBYET pPAa3BUTHIO
HMOIMOHATIFHOTO MHTEIIICKTA, YIUT TOHUMATh U KOHTPOJIMPOBATH CBOM M AMOIMH OKPYKAIOIINX, TOHUMATh
SMOLIMOHAJILHOE COCTOSHUE YYACTHUKOB WIPBI, COMEPEKUBATh, HAJIAKHUBATh JPYKECKHE OTHOILEHUS C
napTHe€paMu 1o urpe, pa6OTaTI: B KOMaH/J€, MOCTUTATh IEHHOCTU B3aUMOIIOHUMAHWA, IPUHATUA, ITPOIICHUA.

[To MHEHHIO aBTOPOB, MPUBIEKATEIEHOCTH CIOKETHO-POJICBOM UTPHI KaK OOyYaromero MHCTPYMEHTA IUIS
Pa3BUTHS HMOLMOHAIBHOTO HHTEJIEKTA Y IOIKOJILHUKOB OCHOBaHA Ha €€ MOTEeHLIMae, KOTOPBIN POSBIISIETCS B
SMOIIMOHATILHOMN HACKHIIIIEHHOCTH UTPOBOTO MTPOIECCa, B POJICBOM MOBEACHNH, B TIOCTPOSHUH HTPOBBIX INAJIOTOB,

B TBOPYECKOM BBIPAKCHUH CYIICCTBYIOIIHX U1K 1 BIICYATIICHIH, B TPAHC(OPMALIIN U 00OTAIICHIH JETCKOTO OITBHITA.

Knrouesvie crosa: CTapIHI/II\/'I JOMIKOJIBHUK; CHOXKCTHO-POJICBAA UT'pa; SMOLUHN; TIUMIYHOCTHOC Pa3BUTHUEC peGeHKa;

3MOHI/IOH3J’II)HI:II71 HUHTCIIJICKT.

Introduction. Preschool age is a sensitive
period for the development of the child’s
emotional range. During this period an active
emotional development takes place, the pre-
schooler begins to realize his place among
other people, he develops an internal emotional
position and a desire for a new social role that
meets his needs. The child learns to know
himself and his place in society.

The inseparability of emotions from the
process of perception, thinking, imagination is
clearly traced in him; at this age stage, the moral
attitudes of the child’s personality begin to take
shape and strengthen, expressing his attitude
towards peers and adults.

The significance of this age lies in the fact
that the pre-schooler begins to realize his place
among people, he develops an internal social
position and a desire for a new social role that
meets his needs. At the senior preschool age, the
ability to analyse one’s activities and correlate
one’s opinions, experiences and actions with the
opinions and assessments of others appears, a
stable self-esteem and a corresponding attitude
towards success and failure in activity are
formed.

It should be noted that the senior preschool
age is a period of intensive development of
emotional intelligence, atthis age the child comes

with a rich emotional experience: emotions are
immediate, they are very violently manifested
in the movements, facial expressions, and
words of the child. Children of senior preschool
age react vividly to both joyful and sad events,
as emotions are manifested in their activities.

That is why the development of emotional
intelligence of children of senior preschool age
should be considered one of the priority tasks of
raising children.

Main body. An analysis of the psychological
and pedagogical literature on the problem under
study allows us to note that the emotional
development of an older pre-schooler is
considered as the basis for the formation of
a child’s personality and one of the basic
prerequisites for his general mental development.
According to L.S. Vygotsky, emotions are «the
central link in the mental life of a person, and,
above all, a child» [1]. His theoretical research
allowed Russian teachers to further develop the
idea of the relationship of all components of the
human psyche: emotional and intellectual.

So V.A. Sukhomlinsky, studying the
relationship between the emotional state and
mental development, points to the enormous
rebound power of the influence of the emotional
state on the mind, on the entire intellectual life
[2]. C.M. Bondarenko, O.Golovko, T.Repina,
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O.E. Smirnova and a number of other authors
emphasize the formative function of emotional
mental states - the impact on the intellect, on
the formation of personality, character, and
behavioural characteristics in the future [3]. In
this regard, we can say that a violation of psycho-
emotional development, a delay in the formation
of emotions in children leads to a lag in overall
development, to stable negative behaviour and
distorted development of feelings.

According to L.I. Bozhovich, it is at
preschool age that active knowledge of the
world around us, the formation of the child’s
personality, the self-building of the world of
feelings and emotions, the search for one’s own
“face” take place. Of course, in this search, the
role of a teacher is of great importance, who can
competently acquaint children with universal
norms and moral ideals, values that will become
basic guidelines in life in the future [3].

Thus, the development of emotional
intelligence based on the knowledge of the
world around the child is fundamental in the
formation of personal qualities of children of
senior preschool age, aimed at creating a creative
space for communication and conditions for
self-expression, as well as the formation of new
interests, motives and needs.

Based on the theoretical analysis of scientific
and psychological and pedagogical literature on
this issue, the main factors in the development
of emotional intelligence of children of senior
preschool age were identified:

— sociality of emotions: their acquisition by
children in the process of interaction with adults
and peers, as a result of which the social values,
requirements, norms and ideals acquired by the
child become an organic part of his personality;

— development of intellectual feelings:
curiosity, surprise, joy of discoveries associated
with the formation of children’s cognitive
activity;

Enrichment of aesthetic feelings: a sense
of beauty and ugliness, a sense of harmony, a
sense of rhythm, a sense of the comic, which are
inextricably linked with the moral development
of the child.

Based on the above, it should be noted that for
the development of the emotional intelligence

of a child, it is necessary to create such game
conditions that most beneficially affect the
development of the emotional sphere of a pre-
schooler [4].

Modern pedagogy has a huge arsenal of
games, among which the role-playing game is
a priority in senior preschool age. All the main
features of the game are most characteristic of
it: 1t 1s freedom, isolation, rules, etc.

The main feature of the role-playing game is
a creative and cognitive activity that integrates
many properties of the child’s psychological
development, where emancipation and
voluntariness are the main ones. In independent,
amateur plot-role-playing games, children carry
out a kind of modelling of social relations
between people, a certain understanding of
the social-role, and meaningful aspect of adult
activity [5].

Social roles are an invariable attribute of the
play activity of pre-schoolers. In the process of
acting in the role, they convey the characteristic
features of the character of the game with the
help of various means of expression: voices,
facial expressions, pantomimes. The main
characteristic difference between the role-
playing games is the conventionality of actions,
which makes communication between children
lively and exciting. Although the situations
played by the child during the game are surreal,
but everything that he experiences or feels is
quite real. S.L. Rubinstein emphasized that the
child, “playing this or that role, is not simply
transferred to someone else’s personality, but,
entering the role, he expands, deepens, and
enriches his own personality”. In play activities,
children “try on” various social roles of older
adults, which expands the horizons of social
cognition. It is from the attitude of the child to
his role that the importance of play arises as a
means of developing imagination, thinking,
will, and, finally, the whole personality as a
whole.

Mastering the social role, children acquire
life experience, saturated with new emotions
and content, consolidate knowledge of new
forms of communication and interaction,
expand vocabulary, acquire social skills, and
achieve a positive emotional state.
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Gradually, at the senior preschool age, the role-
playing game becomes an integrative activity,
which is closely connected with various types
of activity, such as creative, speech, cognitive,
communicative,  artistic,  productive  and
constructive. For children, not only the process
of the game becomes important, but also the
result, the invented game plot, the created game
environment, the possibility of independent
presentation of the products of their activities,
acquired knowledge, skills and abilities.

The advantage of role-playing games at this
age stage is not only the ability of the child to use
his knowledge in the game, but also the interaction
of children, during which they exchange certain
knowledge, impressions, as well as their game
ideas.

Currently, many games are developed precisely
with the purpose of helping the teaching of some
specific theme, that is, learning is the focus on the
development of concepts, skills, techniques, etc.
[6-8]. In this case, the game becomes serious by
including these elements.

Playing together, children begin to take
into account the desires and actions of another,
defend their point of view, build and implement
joint plans. According to A.V. Zaporozhets, the
role-playing game plays an important role in
the development of cognitive activity and the
formation of the emotional intelligence of a pre-
schooler [9].

In such play activities, new motives and
needs of the child are born, such qualities as
initiative, sociability, the ability to coordinate
their actions with the actions of a peer group in
order to establish and maintain communication
develop. In the process of a role-playing game,
such leadership qualities of a pre-schooler as
self-confidence, independence, responsibility for
their actions are manifested, which help build
relationships between children, distribute roles in
a group, which effectively affects the effectiveness
of joint activities. Thus, a role-playing game is a
way for children to enter the world of adults, a
kind of rehearsal of adult life for a child, which
lays a solid foundation for his further success.

It is important that games include objective
and broad criteria on the process of measuring
the player’s performance. Furthermore, imme-

diate feedback is another essential element for
the player to feel in control of the game [10].

Aplot-role-playing game is a creative activity
of children of senior preschool age, in which
they take on “adult” roles and reproduce the
activities of adults and the relationship between
them in a game environment. In them, the
game acts as an activity that contributes to the
formation of a desire for socially significant and
socially significant activities, the development
of the need to communicate with peers, the
formation of skills to establish contacts with
game participants, understand their emotional
state, and the ability to regulate their own and
other people’s emotions.

The role-playing game is saturated with
a variety of emotions, such as: joy, delight,
surprise, excitement, the gaming experiences of
older pre-schoolers are sincere, in the process
of role-playing children develop empathy,
sympathy, the game and the game plan are
constantly becoming more complicated, and
feelings become more conscious.

As mentioned above, with the complication
of the game plan, the child’s feelings become
more conscious, it is in the role-playing game
that the emotional world of older pre-schoolers
is formed.

During the game, children get acquainted
with the feelings, mood of the characters,
master the ways of their external expression,
and realize the reasons for this or that mood.
For example, favourable conditions are created
not only for the development of emotions, but
also for the development of the child’s intellect;
some games last for whole weeks, while these
games become more complicated, the plot of the
game is enriched, thereby the child’s thinking
and imagination become purposeful.

Only unity, coordinated functioning of two
systems (mind and emotions) can ensure the
successful implementation of any activity [11].

Individuals with a strong ability to use
emotions will be able to select and prioritize
cognitive activities that are most favourable for
their current mood state, as well as change their
mood according to the situation in a way that
promotes better contextual adaptation [12].

Modern children are captured by emotions, as
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the emotional instability of older pre-schoolers
leads to fights, conflicts, behavioural disorders
in society, and this once again confirms the
importance of developing the emotional
intelligence of older preschool children.

A child who is familiar with a wide range of
emotions can understand the feelings of another
and respond emotionally to them (for example,
comfort and help a peer in a moment of
emotional suffering) [13]. In terms of studying
the world around them, children achieve not
only motor development, but also cognitive
processes, develop sensory perception, speech,
and the ability to think and reason. In the
emotional-affective they develop feelings
and learn to manage them. They can express
different emotions in response to certain stimuli
as they learn to control them [14].

Adequate emotional development at an early
age contributes to the development of children,
contributing to a better process of adaptation
to their environment. This natural need brings
awareness of one’s own emotional state;
recognition of other people’s emotions when
“reading” situational and expressive signals and
empathizing with them; knowledge of terms
related to feelings and their use; the ability
to distinguish between internal and external,
positive and negative emotions, cope with them
and express them in communicative behaviour
[15, 16].

Methods. Theoretical:  scientific  and
theoretical analysis of special pedagogical,
psychological sources on the research topic, the
study of legislative and regulatory acts adopted
in the field of preschool education; empirical:
conversation, observation, testing, questioning,
self-assessment method, pedagogical obser-
vation, pedagogical experiment; quan-titative
and qualitative analysis of the research results.

Results. The content of the game is
constantly becoming more complex, it becomes
more meaningful. In the process of acting out a
certain role, the child’s actions and his attitude
to reality are transformed.

It should be noted that the role-playing game
has its own characteristics:

— each role contains its own rules of
behaviour taken from life, which children must

obey, sometimes this is not always possible,
mastering the rules of role-playing behaviour in
the game, children learn the norms of behaviour
in society,

— participating in a role-playing game,
children learn the goals of adults, their attitude
to their work, to the phenomena of social life,
things, to the actions of people, norms and rules
of behaviour in society,

— in the role-playing game, the intellectual
development of the child takes place: he thinks
over the idea of the game, makes a decision,
learns the world around him,

— in the role-playing game, the child shows
various emotions: joy, pride, delight, chagrin,
regret, empathy, etc.,

—in the role-playing game, the child learns to
understand the emotional state of the participant
in the game, to regulate the emotional state of
the team member, during the game that the
emotional world of the child is formed,

—arole-playing game teaches a child to work
in a team, establish interpersonal relationships,
negotiate, unite in the game, listen to the
opinions of peers, listen and hear them, defend
their opinion, convince their playmates,

— a role-playing game makes it possible to
penetrate into the image of one’s role, to delve
into the meaning of the role being played,

— during the game, the child’s speech
develops successfully, the word helps the child
to identify his thoughts and feelings, understand
the experiences of partners, coordinate his
actions with them.

Uniting in a role-playing game, children
choose partners, establish the rules of the
game themselves, taken by the child from the
surrounding life, borrowed from relationships
in the adult world, conscientiously monitor
the implementation of the rules of the game,
regulate relationships, deviations from the rules
of the game cause protests from the partners in
the game.

At senior preschool age, in the process of
a role-playing game, the organizers of the
game are singled out, who manage all the
participants in the game, distribute roles among
its participants.

There is evidence of the ability to train
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the human cognitive sphere, and therefore it
became possible to train emotional competence
through didactic and interactive programs. In
terms of a personal dimension, this model tries
to help students find the meaning of a social
environment that is beneficial to them. Also,
through this model, students are encouraged to
learn how to solve the personal problems they
face with the help of social groups consisting of
classmates [17].

The leaders of the game enjoy authority
among their peers, but at the same time it should
be noted that in the process of conducting
a role-playing game, some children remain
unaccepted participants in the game, these
include aggressive, capricious, slow children.
As a result, this can irritate partners, and such
children are a source of emotional discomfort.
Non-recognition can lead to envy, anger, hatred,
this must be taken into account during the role-
playing game.

In the process of role-playing, some children
choose the roles of a third person, for example,
grandmothers, aunts, such children do not want
to lead and obey, in such a way as to relieve
themselves of responsibility.

When parents are overly intrusive, directive,
the development of these emotional and social
competencies is compromised. The sad irony is
that the more energy a parent puts into his role
and takes on more responsibility for the well-
being of his child at this stage of life, his efforts
literally become counterproductive [18].

The plot-role-playing game determines the
nature of the child’s relationship to the partners
in the game; at older preschool age, children
need to communicate with their peers, but the
levels of attitude towards partners in the game
are different:

— relationship of sympathy - antipathy,

— business relationship,

— value relationships.

A positive attitude forms a child’s kindness,
responsiveness, sincerity, truthfulness, a
negative  attitude-aggressiveness, rudeness,
secrecy, alienation.

The main principles of organizing a role-
playing game include:

— the teacher should play with the children,

—educator - partner, carrier of game skills and
skills of organizing children’s communication
in the game,

— the teacher-educator is the coordinator of
game ideas and communication of children,

— the teacher-educator is an observer of the
children’s play and a consultant in case of difficulties.

There are the following methods for mana-
ging a role-playing game:

— indirect methods (moves that do not
interfere with the game directly);

—direct tricks (methods of direct involvement
in the game).

The role-playing game must meet the modern
requirements of the child, and the teacher
creates conditions for the development of the
child in the game. The teacher-educator, when
working with children of older preschool age,
should remember that there are “star” children
who have organizational skills, enjoy authority
among their peers, direct the development of the
plot at their own discretion, set out its specific
content, distribute roles, themselves evaluate the
correctness of their implementation, as a result
of this, in the group only some children lead the
game, others only obey them. In these cases, the
teacher-educator himself must tactfully direct
the relationship of the children.

In the course of our dissertation research,
the teacher, carrying out preparatory work
on organizing a role-playing game with older
pre-schoolers, reveals the levels of interaction
between children, i.e., to find out which of the
children in the group treats whom well and who
is bad.

At the first stage (designing), the goal was
set: to determine who would like to play with
whom. For this purpose, the game “Who lives
in what house” was held, in which, following
the results of the game, 22 people took part and
the following groups were identified:

— leaders (children who are successful in
communication),

— children are less chosen in communication,

— outcasts.

According to the results of the study:

— category of leaders 56%,

— the category of children less is chosen by
32%,
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— category of outcasts — 12%.

At the second stage — formative, the goal
was to reconstruct the contacts of children
with each other in the process of organizing
such games as “Colourful mood”, “Learning
to understand myself and others”, “Learning
to be friends and not only” and others for this
they formed positive relationships with peers,
learned to find the positive qualities of their
peers, knowledge of the norms and rules of
behaviour was consolidated, correct self-esteem
was formed, explanatory work was carried out
to include children in collective work, about the
importance of role-playing, the ability to take
part in this game, about the requirements for
organizing the game.

At the third stage (reflex), the final cuts were made:

— the ratio of leaders increased by 6%,

— the share of less chosen children also
increased by 6%,

— The number of outcasts has decreased by 10%.

Discussion. In the role-playing game,
children develop fantasy, the ability to
concentrate attention, the ability to restrain
desires, control their actions, to purposeful,
voluntary behaviour. In addition, as a result
of a role-playing game, a creative imagination
develops, aimed at a specific goal, at creating a
new one, at obtaining a certain result.

Thus, the value of a role-playing game lies in
the fact that it contributes to:

— the development of logical and figurative
thinking, as well as the development of speech,
memory, imagination,

—development of the emotional range of the child,

— the development of social and com-
municative abilities: to cooperate with peers,
communicate adequately, empathize, negotiate,
defend one’s point of view, resolve conflict
situations,

— development of creative abilities,

— developing the ability to work in a team,

— developing attention to the actions of a
partner in the game,

— Formation of a respectful attitude towards
partners in the game.

It should be especially noted that in the role-
playing game, the emotional development of
the child takes place, since the game is rich in

emotions, sometimes those that are not available
to the child in life. In addition, the role-playing
game makes it possible to unite children with a
common idea and experience. The role-playing
game helps to establish contacts with peers,
manage their behaviour, and comply with the
rules of the game. During the role-playing
game, pre-schoolers learn to communicate with
the participants in the game, learn the norms of
behaviour, and learn to coordinate their actions,
give in to each other, and sometimes give up
personal desires in order to achieve the goal.

Children of older preschool age usually plan
the game in advance, discuss the topic of the
game, assign roles, select the material necessary
for the game, and during the game determine
the plot, performing by each participant in the
game their role-playing actions addressed to the
partners in the game, and their responses, but
some children they do not always consistently
unfold the plot, they cannot always understand
what their partners in the game require from them.

A.V. Zaporozhets [9], N.Ya. Mikhailenko
[19], revealed the mechanisms of influence of
role play on the emotional state of preschool
children. In their opinion, an important
mechanism 1s the imitation of significant,
emotionally attractive patterns of adult
behaviour and emotional infection with the
interests of a partner in the game.

The emotional state of the child is affected by
satisfaction with the role-playing relationships
he has with children, the emotions that
accompany the plot-role-playing game affect
the success of the interaction of the older pre-
schooler with other people.

In particular, a study of emotional
intelligence in children has shown that higher
levels of emotional intelligence are an important
predictor of health-related outcomes, such as
improved well-being and social interactions
during development, as well as fewer somatic
complaints [20].

The emotional experience of the child is
enriched as a result of empathy that arises
in communication with other children, the
emotional well-being of the child is made up of
the nature of the relationship with partners in
the game.
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From the social perspective, games are a
method for discover, show, and test talents and
establish relationships with oneself and the
world. Through games, individuals discover
how to learn new things and new patterns, deal
with the world, perform their tasks, and use
their abilities to overcome problems [21].

In a role-playing game, there is an imaginary
situation, which consists of a plot and roles that
children take on. The plots of the games of older
pre-schoolers are very diverse.

Depending on this role-playing game 1is
divided into the following types:

— games on everyday topics: games at home,
family, birthdays, holidays,

— games on industrial and social topics,
reflecting the professional activities of people
(games in the hospital, school, kindergarten,
factory, shop, post office, library, livestock
farm, railway, transport: ship, train, plane, car),

— games for the heroic and patriotic deeds of
our people,

— games on the themes of literary characters, cartoons,

— director’s games in which the child makes
the dolls speak, perform various actions, acting
for himself and for the doll.

A role-playing game has its own structure,
which includes the following components:
game concept, plot or content, game actions,
roles, rules that are dictated by the game itself
and created by children or adults, all these
components are closely interconnected. Game
design is a general definition of what and
how children will play. The idea of the game
is formulated in speech, reflected in the very
actions of the game, formalized in the content
of the game and is the core of the game.

The main component of the role-playing
game is the plot, i.e. a series of events united
by motivated connections, usually the plot
reveals the content of the game, the nature of
those actions and relationships that connect the
participants in the events.

The main means of realizing the plot are play
actions, for example: a child turns the steering
wheel of a car or cooks dinner, etc. The content
of role-playing games is the activities and
relationships of adults, i.e. is embodied with
the help of the role he has taken, so the role

is a means of realizing the plot and the main
component of the role-playing game.

Thus, the core of the role-playing game is
role-playing, for older preschool children the
role is his playing position: he identifies himself
with some character in the plot and acts in
accordance with the ideas about this character,
for example, if the driver is driving a car, if a
nurse, then puts a thermometer, enters into
various relationships with other players: for
instance, examines a patient.

Conclusion. The role-playing game is
directly related to the development of the
child’s intellect, there is a transition from visual-
effective thinking to elements of verbal-logical
thinking, that is, it is in the game that the child
learns to think, find dependencies, classify and
systematize material, create new combinations,
systems of generalized typical images and
phenomena , mentally transform them.

The leading motive of the role-playing game
is cognitive interest, manifested in the desire to
know the world around. It is in the role-playing
game that children’s ideas about the surrounding
reality, interactions between adults expand. The
importance of role-playing in the development
of the emotional intelligence of older pre-
schoolers is great; the skills of emotional
attitude to the world acquired at this age are very
strong and acquire the character of an attitude.

From the foregoing, it follows that at senior
preschool age, a role-playing game has great
opportunities for the development of emotional
intelligence, through the role played by the child,
there is saturation with a variety of feelings,
the ability to understand one’s emotions and
consciously influence them, the ability to use
one’s emotions for one’s own good and others,
the ability to communicate with people around,
the ability to understand the emotional state of
people around them, to sympathize with them,
to regulate the emotions of partners in the game.

A child with low social-emotional compe-
tence is at risk of poor peer relationships,
behavioural problems, academic failure, or
development of physical and mental health
problems. In a recent review of studies on
social-emotional competence, the development
of social, emotional and behavioural skills in
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children was associated with higher learning
success, improved behaviour, increased
engagement, improved learning, greater social
cohesion, and improved mental health [22].

Emotional resilience helps children over-
come obstacles more easily and take on various
challenges without more psychological stress.
Moreover, high emotional intelligence means
higher levels of empathy, which can lead to less
social isolation [23].

Based on the foregoing, it should be noted
the importance of the position of the teacher
in regulating the process of organizing a role-

playing game, first of all, he should contribute to
the establishment of collective interaction between
children and peers, teaches them to show sympathy
for each other.

Thus, the role-playing game contributes to the
development of children’s emotional intelligence,
teaches the child to understand and control his
own and other people’s emotions, understand the
emotional state of the participants in the game,
empathize, and establish friendly relations with
partners in the game, teamwork, to comprehend
the values of mutual understanding, kindness,
acceptance, forgiveness.
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HNPEEMCTBEHHOCTDH B OBYYEHUU JTUDOPEPEHIIUAJIBHOMY
N UHTETPAJIBHOMY NCYUUCJIIEHUIO

Annomayus

MaremaTuyecKuii aHaJIU3 SIBIISIETCS OJJHUM M3 CIOKHBIX Pa3/ieoB KaK B IIKOJIBHOM Kypce MaTeMaTuKH, TaK 1
B KypcCe BBICIIICH MaTeMaTHKH B YHUBepcuTeTe. [103TOMy MpUMEHEHUE IPEEeMCTBEHHOCTH B O0yUCHHH SIBIISICTCS
OJTHMM W3 YCIIOBHHU YCIICIITHOTO YCBOCHUS MPOTPaMMBI CTYJICHTAMH TIPH TIEPEX0JIe CO IIKOJIBI B BY3.

ABTOpaMHM CTaThbu MU3y4aeTcsl BOIPOC NPUMEHEHHU HHHOBAIIMOHHBIX (DOPM M METOI0B IIOATOTOBKU OyAyIIUX
YUUTENICH MaTreMaTuKd K OOYYCHHIO IIKOJIBHUKOB TU(PQPEPEHIMATLHOMY W WHTETPajJbHOMY HCUUCIICHUSM,
YTO TECHO CBSI3aHO C MPEEMCTBCHHOCTHIO B OOYUECHUHM MEXJIy CTYNEHSMH O0Opa30BaHUs CPEIHETO M BBICIIETO
oOpazoBanus. B crarbe moka3zaH KpaTKWi 0030p JHUTEpaTyphbl 3a MOCIEIHHE TOAbI MO BompocaM OO0y4YeHHs
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