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Abstract 
We are living in an age where the professional skills and competences of our employees are being 
developed with the aim to obtain more and more in-depth knowledge in one’s professional field. 
Competent specialists with profound knowledge in their field are required, and often this knowledge and 
skills are acquired through hard work and studies. However, not only specific knowledge and skills 
associated with the particular specialization, but also soft skills are needed for a successful career. 

Various studies reveal that many employers are increasingly paying attention to whether an employee 
possesses soft skills, i.e. if the person is able to successfully develop relationships with colleagues or if 
s/he is resistant to stress, thus, is able to positively perceive changes, to take responsibility for his/her 
actions, and to creatively solve problems in atypical situations. Although each person has his/her own 
genetically inherited characteristics, many skills can be acquired and developed during one’s lifetime, 
especially in childhood and youth. Children’s and young people’s participation in brain games, including 
team brain games, is one of the ways to not only develop soft skills, but also to succeed in the labour 
market later on in life. The aim of the research is to describe the process of acquiring and mastering soft 
skills for building successful career via the analysis of the competitive brain-training game “Hit the 
Target!” [Trāpi simtniekā!] developed by the researchers of Daugavpils University Institute of Humanities 
and Social Sciences and organized in various schools in Latvia since 2018 by the society “Culture 
Artifact”. The brain game was devoted to Latvia’s centenary to provide an opportunity for school-age 
children and young people to experience Latvia, to explore its values, culture and relationships through 
dynamic and meaningful activities thus strengthening sense of belonging and civic identity, therefore it 
was included in the national initiative “Latvian School Bag”. The game is also striving for the 
development of the three main competencies, so called “brain powers”, i.e. focus, remember, and stop 
and think, as well as young people’s analytical and critical thinking and the ability to cooperate in a team. 

Keywords: soft skills, competitive brain game, critical thinking, social-emotional learning. 

1 INTRODUCTION 
A game is a voluntary and meaningful activity, which takes place according to freely chosen but by all 
means necessary rules. The Dutch historian and culture theoretician Johan Huizinga, the author of the 
ground-breaking study “Homo Ludens” (1938) has stated that playing is a medium where lived 
experience is organized as a structured situation ([1], [2]). Although playing and gaming in some sense 
is an “irrational” activity, the experience of the player unfolds within a structured situation [2]. Huizinga 
asserts that culture is a product produced by “a human who plays”. Roger Caillois, French sociologist, 
and other subsequent scholars (Crawford, 2003; Zimmerman and Salen, 2004; Fullerton, Swain, and 
Hoffman, 2004 a.o.) followed Huizinga in emphasizing the central role of play in human culture ([2], [3]). 
Huizinga believes that the processes of ousting a game from culture began at the end of the eighteenth 
century, when a concept of a rational human started to gain ground in the society. In the second half of 
the nineteenth century, the revival of culture of Homo Ludens, a playing human (“a human who plays”) 
and the playing humanity started again, with a new wave unfolding in postmodernism. 

A game opens up human’s spiritual world and unleashes instincts; it is a way how to realize one’s energy 
and an opportunity to implement certain ideas. A game is also an element of recreation during which, 
by interacting with other persons, an opportunity arises to obtain new knowledge and develop new 
abilities and skills. According to human’s activity type, games are divided into physical (sport games, 
movement games a. o.), psychological (therapeutic games) and intellectual-creative games (didactic 
games, construction games, computer games a. o.). Playing is something outside the mundane life, 
therefore human’s behaviour at playing games is well displayed at festivities, carnivals, festivals, 
competitions, and contests.  

Beside social and emotional benefits from games, research studies have investigated that games, 
including brain games, lead to changes in neural pathways and synapses that result in structural and 
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functional changes in the brain. “These changes result in new brain cells and better connectivity among 
the different brain regions, thus enhancing mental skills such as memory, attention span, spatial 
intelligence, language learning ability and coordination” ([4, [5]).Thus, brain games improve the 
executive functions, working memory, and processing speed of young people. With the emergence of 
new technologies requiring prompt responses to the new impulses while being occupied on multiple 
projects simultaneously, children and young people are facing problems with sustaining attention and 
frequently become distracted. This difficulty in focussing attention and concentrating is made worse by 
stress from a global environment that requires to always stay alert and provokes neuropsychiatric 
disorders (such as disorders of cognition, motivation and deficit hyperactivity disorder) [6]. Researchers 
also hail the benefits of such games for preserving cognitive health in seniors. 

In the context of promoting contemporary education and employment, the term “soft skills” is one of the 
most popular terms. However, despite its popularity, a universal interpretation of the content of this 
notion still does not exist. Oxford dictionary entry says that soft skills are “personal attributes that enable 
someone to interact effectively and harmoniously with other people” [7]. Contemporary researches 
emphasize different nuances in the interpretation of the notion “soft skills”, for instance, M.M. Robles 
asserts that soft skills are personality-specific skills that help ascertain one’s strengths in leadership, 
facilitating, mediating and negotiating [8]. While K.M. Salleh includes into the concept of soft skills not 
only interpersonal skills and communication skills, but also technology skills, which in future will be 
necessary for any person and which will greatly contribute to building a successful career [9]. Other 
researchers are inclined to interpret soft skills very broadly, without attempting to define specific 
manifestations of these skills, for example, R.F. James and M.L. James maintain that soft skills are a 
set of abilities or talents that an individual can bring to the workplace [10]. 

However, despite the fact that there are a lot of ambiguities and disagreements in the theoretical aspects 
of defining and interpreting soft skills, contemporary employers are unanimous in stressing that these 
skills are especially important for a successful development of good relations at work as well as building 
one’s career. Giving employment to people, enterprises and organizations now pay closer attention not 
only to the specific skills necessary for this job, but also to soft skills. For instance, according to the data 
published by “Fortune 500”, which reflect the requirements of the largest USA enterprises they set for 
their potential employees, the most important soft skills are as follows: creativity, persuasion, 
collaboration, adaptability, time management [11]. 

In Latvia, the term “soft skills” is comparatively new in both the theoretical aspect and the context of 
education and employment. But it starts gradually gaining in popularity, especially among employers 
who wish their employees to have not only excellent professional skills, but also such abilities as critical 
thinking, creativity, people management, coordinating with others, complex problem solving, emotional 
intelligence, judgement and decision making, negotiation, cognitive flexibility a.o. Just these 
requirements are the most popular in job advertisements for different professions. Today, teaching and 
training of soft skills appear in Latvia via foreign and international organizations, namely, charging 
courses are basically being organized for an adult target audience (potential or present employees), and 
these courses are mainly conducted by foreign specialists. 

At present, the education system in Latvia is undergoing essential changes oriented towards attracting 
more attention in future to the development of soft skills in the formal and informal education at the 
primary and secondary school level. Since already 2016, reforms have been worked out and introduced 
in the system of formal education, and the aim of these reforms is a transition to competence-based 
learning. This approach has been introduced to overcome the consequences of the economic and 
financial crisis and reflect eight key competences defined at the EU level. These represent a combination 
of knowledge, skills and attitudes that are considered necessary for personal fulfilment and 
development, active citizenship, social inclusion, and employment: communication in the mother tongue, 
communication in foreign languages, mathematical competence and basic competences in science and 
technology, digital competence, learning to learn, social and civic competences, sense of initiative and 
entrepreneurship, cultural awareness and expression [12]. Education content is being revised in the light 
of reports and policy documents both produced domestically and at European level (e.g. the European 
Commission’s report “Rethinking Education: Investing in Skills for Better Socio-economic Outcomes” 
(2012) and “Developing Key Competences at School in Europe: Challenges and Opportunities for 
Policy” (2012) [13].  
Researchers admit that to teach soft skills during the learning process is a greater challenge than to 
acquire hard skills, because hard skills are taught by proficient teachers with specific skills in concrete 
subjects, while acquiring soft skills requires a complex approach, emphasizing their significance for the 
whole learning process, and employing special teaching methods for different lessons. The experience 

6667



of Latvian teachers has shaped on the basis of the learning process which is conducted by a teacher 
and does not facilitate the development of learners’ soft skills.  That is why, when new approaches and 
methods have to be acquired, teachers are faced with serious difficulties relating not only to the lack of 
professional skills and proper knowledge of new methodologies, but also to centuries old public 
experience and perception about a learning process.  

Brain games, including competitive brain games, have become an essential element of a modern Homo 
Ludens and are gradually also being included in contemporary formal, non-formal and informal 
education to improve young generation’s interpersonal and soft skills and to have balanced careers in 
their future. Although competition is often being associated with physical activity, it is also a part of the 
academic settings as it challenges, inspires, and makes to strive for the best, thus learners become 
more engaged and motivated to obtain new information. Daugavpils University Institute of the 
Humanities and Social Sciences and the association “Culture Artifact” [Kultūras artefakts] (Latvia) have 
developed the competitive brain game “Hit the target!” [Trāpi simtniekā!] that is aimed at helping different 
age-group learners acquire culture specific knowledge about Latvia and the world and develop their soft 
skills in a dynamic and interactive way. The objective of the research is to describe the process of 
acquiring and mastering soft skills for building successful career in the future via the analysis of the 
competitive brain-training game “Hit the Target!” [Trāpi simtniekā!]”. 

2 METHODOLOGY  
The study was conducted in 2018–2019 in basic and secondary schools of Latvia. The first game “Hit 
the target!” in the framework of the national programme “Latvian School Bag” was implemented on 17 
October, 2018 in Daugavpils. Until May 2019, 26 games have been organized in various regions of 
Latvia [Fig. 1], both in urban and rural areas for the schoolchildren aged 10–19, involving in them more 
than 800 young people. During these brain games, pupils were observed, their behaviour, reaction and 
provided answers were analysed.  

 
Figure 1. Latvia’s regions the brain game “Hit theTarget!” has been performed in  

The competitive brain training game “Hit the target!” is a content specific competitive brain game devoted 
to Latvia’s centenary. It is being implemented in the framework of the national programme “Latvian 
School Bag” supporting non-formal cultural education that was launched in September 2018 to celebrate 
Latvia’s centenary and to “to provide an opportunity for all school-age children and youth (including 
vocational programmes) to experience Latvia, to explore its values, cultural heritage, professional art, 
and culture relationships as such through dynamic and meaningful activities thus strengthening their 
sense of belonging and civic identity. In the framework of Latvia’s centenary, the state guaranteed equal 
access to cultural events and processes (activities with invited artists, creative professionals etc. to 
schools promoting cooperation among education and culture specialists and developing local 
involvement and ownership) and ensured the opportunity for all pupils’ regular acquaintance with cultural 
values and contemporary manifestations of professional art, as well as with Latvian statehood, values 
of cultural expression, creative industries, and cultural landscape (Tūna, 2018).” [14] 
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Initially, the game was intended for learners of forms 7–12, and each age group was offered different 
tasks in terms of their difficulty. However, due to great interest of schools, the game gradually started 
involving ever younger participants beginning with form 4. All children in the form take part in the game, 
independent of the level of their knowledge and without any selection. Although the game is being 
organized and managed by university researchers who go to schools upon school invitation in the 
framework the programme “Latvian School Bag”, the organization of teams is in charge of a class 
teacher, who best of all knows children’s and young people’s level of knowledge, temperament and 
character features.  Generating pupils’ motivation for a game takes place during the game itself, as the 
activity is a part of a learning process that does not replace but complements existing schooling and 
upbringing activities. 

3 RESULTS 
Children’s and young people’s participation in brain games, including competitive brain trainers, is one 
of the ways to acquire and develop soft skills and to be more successful in the labour market later on in  

3.1 Structure of a Competitive Brain Training Game “Hit the Target!” 
During the game “Hit the Target!”, four to six teams consisting of 5–6 pupils take part and compete in a 
game consisting of two parts (several rounds in each part) based on answering different questions about 
Latvia, often viewed in the comparative aspect with other countries and cultures. In an informal and 
interactive atmosphere, the participants of the game develop their skills of working in a team, taking on 
responsibility, quickly reacting to atypical situations, thinking critically, assessing and logically analysing 
information relating to Latvian nature, history, culture, geography, science, music, sports etc. All teams 
simultaneously take part in the 1st part of the game: the questions are grouped into categories according 
to a specific theme relating to Latvia, e.g. “Latvia’s Centenary”, “Oh, Land of My Fathers”, “From Latvian 
Cultural Canon”, “Latvian Brands”, “Riga Film Studio vs. Hollywood”, “Fairytale Travel”, etc. These 
categories represent the rounds of the 1st part of the game. The first round has to be the easiest stage 
of the game. The basic task in the first part is to team up the players. A game starts with thinking out 
and choosing the name for the team. As a rule, at this stage already, there appears a leader in the team 
– a person responsible for the selections made by the whole team – who will henceforth carry out 
functions of a team captain. When fulfilling the tasks of the first round, learners overcome fear of their 
own ignorance and anxiety to make mistakes.  

During the 1st part of the brain game, learners act almost close to their typical comfort zone: while sitting 
at one table each team select a correct answer to the question asked and write it down in game 
worksheets. Verbal and non-verbal materials relating to the questions are being simultaneously applied. 
At the same time pupils learn to cooperate and make a quick mutual decision as only 30 seconds are 
given to discuss and write down the answer to each of the 10 questions in each of 3–4 rounds. The 
limited time makes participants of the brain game concentrate when perceiving audio and visual 
information simultaneously, as well as quickly react when discussing and choosing the proper answer. 

In the 2nd part, team competitions take place consecutively in quarterfinal, semifinal and final, by using 
a special technique – “a button system” – allowing a team to be the first to give the answer to the 
question and thus earn a point if it is correct, if they have pressed the button quicker than the rival team 
(Fig. 2 and Fig. 3). 

This part of the game is a variant of the cognitive game “Brain-ring”, which appeared in the USSR in the 
1900s. During this part of the game, the teams compete against each other according to a round system 
like in a boxing duel. Each fight consists of four-five questions having different-difficulty-degree. At this 
stage, attention becomes one of the most important factors, since the teams compete not only in 
searching for the answer, but also in speed of finding the correct answer. The task of “the one who 
pushes the button” is not to make a false start, not to push a button before reading of the question text 
and sounding of a signal system are over. In case of a false start, a team loses the right to hand in their 
answer, but their rival gets a whole minute for reflection. This is why at the beginning of the second 
round a team captain has to precisely distribute functions among the team members, discuss the system 
of inter-team communication. During the game, the players try themselves out in different game roles – 
an erudite, logician, intuitionist, dispatcher, analyst, etc. 
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Figure 2. Participants of the competitive brain game in 

Špoģi secondary school on 14 December, 2018; 
forms 9–10. Photo by J. Belkovskis  

 
Figure 3. Participants of the competitive brain 

game in Rugāji secondary school on 19 March, 
2019; forms 4–5. Photo by I. Kacane 

Stimulating the brain while simultaneously competing and acting quickly may be quite stressful 
experience for some learners, nevertheless it increases cooperation as they need to work together as a 
team and pay attention to details, thus, they not only learn how to build trust in yourself and in others 
and how to play based on the specific rules, but consolidate their knowledge and develop their soft skills, 

3.2 Construction of a Competitive Brain Training Game for the Development 
of Young People’s Soft Skills 

Preparing a friendly competition, during which the specific aim of each particular brain game is set, the 
subject matter is chosen, and the questions are devised, is the most important stage. Brain game 
designing is art, the success of which depends on its creator, therefore for a construction of a competitive 
brain game “Hit the Target!” a team of three researchers (the authors of the article) work closely together 
to discuss every step of the preparation process, especially focusing on the creation of original and 
intellectually challenging questions. The overall success of the game depends on a well thought-out or 
“good” question that has to be clearly and precisely formulated. For a question to be effective in 
developing young people’s soft skills, a fact that is interesting for a particular age group participating in 
the game has to be found. The questions of a competitive brain game aim at development of creative 
thinking by applying the method of fulfilling group-tasks, development of intuition, development of ability 
of rejecting stereotype thinking, development of fancy and imagination, building up confidence in 
oneself; and removing barriers for a free expression of feelings. While devising such questions for the 
game, it must be made sure that only one answer (in exceptional cases synonymous answers) meets 
the criteria of the question. In addition, including redundant information should be avoided as much as 
possible. Since the game is striving to develop children’s soft skills and not to focus on checking their 
knowledge of facts, it must be made sure that the question can be answered using logic and general 
erudition, without having narrow specialist knowledge or reading/looking through one specific work. The 
complexity of the question should correspond to the age group of players taking part in the game. 
Currently, a full typology of questions does not exist. As a rule, questions are only the product of authors’ 
imagination, and limited by nothing else. 

The first round of the 1st part of the game is a peculiar virtual trip along one’s country. The participants 
enthusiastically react to the familiar places – native towns, or towns they have visited during the 
excursions. Names of unfamiliar towns are guessed by applying the method of exclusion (every town is 
represented only once), or by analysing the information formulated already in the task. The next rounds, 
as a rule, consist of quiz-type or test-type questions. Apart from a question the participants are given 
variants of answers for choice. Most often, one variant is the correct one, and three are false, incorrect 
ones. Ideally, one of the three incorrect variants must be far from the right one, while the other two, on 
the contrary, must be quite similar to the correct answer. The competition “Latvia’s Centenary”, allows 
learners to test their knowledge as well as broaden the context of this knowledge. For example, learners 
know perfectly well that the proclamation of the Republic of Latvia was made on November 18, 1918, in 
Riga. During the game, they are offered to find the building where this event has taken place.  Learners 
are especially fond of the competition “Riga Film Studio vs. Hollywood Movie Studios” where they have 
to guess the encoded names of films produced in Latvia and abroad. The characters of both Latvian 
and foreign films are grouped according to features they have in common. Thus, for instance, the 
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common feature of characters in films “Lāčplēsis” and “Wars of Stars” is a sword that belongs to the 
protagonists of these films – Lāčplēsis and Dart Weider. This competition is aimed at stimulating 
learners’ interest in films produced in Latvia, since the participants know less about many of them than 
about films produced in Hollywood. We have made the task even more complicated by including into 
the illustrative material the fourth (foreign) film made approximately at the same time when the Latvian 
film was produced, or this film is thematically similar to the Latvian one. The players’ task is also to 
identify the odd shot. At the end of the first part, the competition “Latvian Brands” is organized in some 
schools. The outcomes of this competition are extreme – within the range of two to ten correct answers. 
This competition involved rebus-like tasks consisting of three pictures with symbols important for Latvia 
encoded in them – sport teams, industrial enterprises and firms etc. Here, the participants had to apply 
not only logic, but also associative thinking, and ability to combine seemingly incompatible things.   

The second part of the game is supposed to have questions of a different type than the first part.  

Characteristic features that distinguish such a question from other types of tasks are:  

- Briefness of a task 
A question should be asked within one minute’s time. For questions, where the non-textual 
elements are used, the time of a task may last  several minutes.  

- Briefness of an answer  
To answer the question, several words or symbols must be enough.  

- Element of reflecting 
The answer to the question is found by way of reflecting on it, perhaps, by using the necessary 
knowledge and common human perceptions (for example, about what is beautiful and funny).    

- Intelligibility 
No highly specialized knowledge or knowledge inadequate for the specific age group must be 
required to perceive or answer the question.   

- Metaphoric character 

In the question text, words may be used in a figurative sense rather than in the basic meaning; 
metonymic transfer of word meanings, synechdoches, allegories, animated and other tropes 
typical of a literary language are also possible. 

Every question has a clear-cut structure and consists of such elements as:  

- Number of the question 
In some cases, number of the question can be an auxiliary element of logical reasoning. Thus, 
frequently the first question relates to the beginning, play upon its name [one / first], and the 
concluding question plays the role of a “curtain”. 

- Text of the question  
It is the most important and semantically loaded element of the question.  

- Answer to the question 
It must correspond to all the components of the question text.  

- Information source 
One of the main features of the source of information is its accessibility. 

- Author of the question 

S/he is the intellectual owner of a question material. The author is entitled to hand over or resale 
the question belonging to him to the third persons. 

In the formation of the questions, the following techniques are being used: 

- A simple question 
The answer to this type of questions is, as a rule, on the surface, learners have no difficulties in 
finding the answer already during the process of reading. 
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- Two-sided question 
Such type of questions contain two facts linked by the common theme; ideally, these facts have 
to be multi-plane and should help people with different-level knowledge find a correct answer. 

- A question – puzzle 
A puzzle from folklore or created by the author is used as a question. 

- A question – quotation 
A quotation coming from some famous person is used as a question. 

- A question with replacement 
It is usually pronouns (he, she, it) that most often serve as replacement, but there are also different 
other symbols used, such as x, y, alpha, beta etc. 

- A multi-move-question  
A question has two-stage or three-stage structure. Before taking this question, the players are 
supposed to answer some micro-questions within the question itself; and then gradually arrive at 
the correct answer. This question type can be used only in games for senior forms as this is the 
most complicated question type. 

Every question for the brain game is devised with the aim to give an opportunity for pupils to search and 
find the answer by applying one of these methods and techniques: logic/critical reasoning, the key-word 
method (associative learning), the method of elimination, the method of substitution, multiple working 
hypotheses (devising multiple alternative hypotheses and re-evaluating them to refine the only true 
explanation) etc. 

3.3 Effective Brain Game Indicators 
In the brain game “Hit the Target!”, questions relating to specific national features constitute the core of 
the competition, among them the most popular are the groups of questions “Latvia’s Centenary” for 
general secondary school learners and “Oh, Land of My Fathers” for general basic school pupils.  

Outcomes resulting from their answers testify to the fact that the learners’ in Latvia knowledge about the 
country, its history and culture is on quite a similar level in all regions, however secondary school 
learners can better synthesize information obtained by learning different subjects (history, history of 
culture, the Latvian language and literature) and through a personal experience, since they are able to 
select information from different information sources. The brain game revealed that on the secondary 
school level, learners are quite competent in questions concerning Latvia’s history  (Proclamation of 
Latvian state, its specific developmental features), as well as in the latest tendencies in Latvian culture 
which reveal the originality of its history, for instance, films produced by Latvian film industry in honour 
of Latvia’s centenary. Films, offered to children and their families and shown in the cinemas of Latvian 
biggest towns as well as in other film screening places all over Latvia, brought into focus events essential 
in Latvia’s history (the 1905 revolution, World War II, the restoration of the Republic of Latvia, action 
“The Baltic Way”), biographies of prominent Latvian personalities, (Vizma Belševica) a.o. Secondary 
school learners have certain difficulties with knowledge about Latvia’s Cultural Canon –  the most 
outstanding and famous art works and the totality of cultural values (99 cultural values from seven 
branches – architecture and design, cinema, literature, music, performing art, folk traditions, visual art). 
Taking into account the fact that the basic aim of Latvian Cultural Canon is to build the foundation for 
any Latvian citizen’s cultural experience and sense of belonging to Latvia, the results of the game 
revealed that educational and cultural institutions, particularly the regional ones, should pay greater 
attention to bringing into focus these material and non-material values of cultural heritage.  

Basic school learners were supposed to recognize definite cultural or nature objects in Latvia’s towns, 
and also name the towns in which they are located. The analysis of their answers showed that the level 
of their knowledge about real facts in the capital and its neighbouring towns is rather good, while the 
level of knowledge about the most popular objects in other regional towns is average, namely, learners 
from Latgale cannot always give the names of towns in Kurzeme and Vidzeme, and in turn, learners 
from Kurzeme and Vidzeme have difficulties in recognizing Eastern and Southern Latvia’s towns where 
some cultural and historical sites are located. In both cases, learners recognize the objects (e.g. 
Turaidas pils, Ventas rumba), but are unable to name the town where these objects are situated 
(respectively: Sigulda, Kuldīga). The answers of this kind testify to the fact that learners best of all know 
the vicinity, region and district nearest to them, as well as the capital, but the basic knowledge about 
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Latvia in general is theoretical on the whole, namely, these objects have been told about, their visual 
shape has been passively perceived from different information sources but learners have never visited 
and seen these objects since the place they are located in, namely, the name of the town, is not in their 
active memory.    

In the 2nd part of the brain game, which relates more to logics and critical thinking, memory and attention, 
learners of junior forms often yield better results, since they are more energetic and open to find the 
ways to the solution; during the process of thinking they actively cooperate with other team members, 
are able to use references to answers included in the question and are interested in winning the 
competition in general. In turn, secondary school learners do not always feel the competitiveness of the 
game and concentrate more on looking for a knowledge-based answer: if they lack knowledge about 
the specific question, this question is not answered. In such cases, leaders of the game allow 
possibilities of repeating the question to emphasize ways how the answers should be searched for. 

The participants of the game in various regions of Latvia have acknowledged that the game was both 
educational and entertaining. It has made them realize the fact they are able to find answers if they 
focus, use their working memory, critically think, cooperate with teammates, quickly react, apply the 
most productive strategy chosen by the team. Having observed the participants, it is possible to state 
that their enthusiasm increased with every next brain game activity, in its turn their inner stress level 
reduced leading to “calm excitement” and concentration. During the competitive brain game, they are 
having mental workout that allows boosting their “brain powers”. Therefore, the competitive brain game 
is effective in increasing children’s and young people’s self-regulation skills and self-evaluation: it 
renders assistance in revealing their own “Ego”, creates conditions for a full acceptance of oneself and 
the other, and develops their soft skills in a social-emotional learning setting that may resemble true to 
life situation.  

4 CONCLUSIONS 
Intellectual games are one of the models of reality, in many respects based on solving the problems 
posed by the rules of the game. A lot of intellectual games use questions of different type – from the 
simplest, quiz-type questions to the complicated ones, requiring consistent work (as a rule in a group). 
Such questions enhance learners’ activity and generate their interest in definite culture-specific themes. 
A brain game is the activity oriented towards the development of competences; it is the activity which is 
broader than one specific subject and which offers acquiring information in a synthesized way. During 
the collaborative strategic brain game in an informal and interactional context, learners’ ability to work 
in a team and their interpersonal communication skills are developed, when, on the basis of mutual trust, 
understanding, and feeling of security, not only learners’ mutual relationships, but also the speed of their 
reaction, memory and critical thinking change. At the same time, there is balanced competitiveness 
since the competitiveness between the teams is harmonized with support of teammates and peer 
positivity in general. The obtained skills and applied problem solving strategies improve not only 
children’s academic performance, but increase their mental cognition that leads to more successful 
career. Participation in brain games, including competitive brain games, should be encouraged in formal, 
informal and non-formal education from an early age. 
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