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THE FORMATION OF MANAGERIAL COMPETENCE OF STUDENTS IN THE
PROCESS OF INTERACTIVE LEARNING

LA FORMACION DE LA COMPETENCIA GERENCIAL DE LOS ESTUDIANTES EN EL
PROCESO DE APRENDIZAJE INTERACTIVO

ABSTRACT

Innovative technologies now form an integral feature of education within the higher education
context. The use of interactive teaching techniques as an example of such technologies has
become fairly widespread. Interactive teaching techniques such as game-based teaching methods,
case-based teaching, are essential in developing students’ critical thinking, logical reasoning and
communication skills.

Analysis of the existing requirements set for students’ learning outcomes indicated that according
to the new National Education Standards teachers’ scope of work massively expanded. In
addition, there was a substantial increase in the number of students which led to new demands
put forward with regard to professional tasks and the development of new competences.

Today the society favors mobile, educated and talented teachers who can make conscientious
decisions and foresee results and learning outcomes. Teachers also need to be good managers,
collaborators and facilitators. Thus, given the above mentioned requirements imposed on
teachers, the problem of content renovation, quality improvement and development of
professional competences and its constituent parts becomes acute. This research focuses on one
of such constituent parts, managerial competence.

KEY WORDS: interactive teaching and learning, interactive methods and technologies, game-
based teaching methods, case-based teaching, development of the managerial competence.
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RESUMEN

Las tecnologias innovadoras ahora forman una caracteristica integral de la educacién en el
contexto de la educacidn superior. El uso de técnicas de ensefianza interactivas como ejemplo de
tales tecnologias se ha generalizado bastante. Las técnicas de ensefianza interactivas, como los
métodos de enseflanza basados en juegos, la enseflanza basada en casos, son esenciales para
desarrollar el pensamiento critico, el razonamiento légico y las habilidades de comunicacién de
los estudiantes.

El anélisis de los requisitos existentes establecidos para los resultados de aprendizaje de los
estudiantes indicé que, de acuerdo con el nuevo alcance de trabajo de los docentes de las Normas
Nacionales de Educacidén, se amplié6 enormemente. Ademds, hubo un aumento sustancial en el
numero de estudiantes que dio lugar a nuevas demandas presentadas con respecto a las tareas
profesionales y el desarrollo de nuevas competencias.

Hoy la sociedad favorece a los profesores moviles, educados y talentosos que pueden tomar
decisiones conscientes y prever resultados y resultados de aprendizaje. Los docentes también
deben ser buenos gerentes, colaboradores y facilitadores. Por lo tanto, dados los requisitos antes
mencionados impuestos a los profesores, el problema de la renovacién del contenido, la mejora
de la calidad y el desarrollo de las competencias profesionales y sus partes constituyentes se
agudiza. Esta investigacién se centra en una de esas partes constituyentes, la competencia
administrativa.

PALABRAS CLAVE: ensefianza y aprendizaje interactivos, métodos y tecnologias interactivas,
métodos de ensefianza basados en juegos, enseflanza basada en casos, desarrollo de la competencia
gerencial.
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1. INTRODUCTION

Increasing demands for quality teacher
education led to a growing number of requi-
rements towards teachers’ professional skills.
Such demands also act as one of the indicators
of teachers’ competitive abilities and show
that their professional skills and experience
are valued in Russia and abroad.

Enhancing the quality of teacher education
at universities is one of the main priorities
of the higher education public policy of the
country. Indicated policy direction is essen-
tial with regard to the effectiveness of various
branches of science and due to the ongoing
process of modernization of the whole educa-
tion system.

In this respect the challenges faced while
improving the system of teacher education
at universities, maximizing its effectiveness,
upgrading its content, forms and methods in
accordance with new requirements become
rather significant.

There is a contradiction between a logical
necessity to employ interactive technologies
in the process of teaching and learning and
difficulties that are encountered by teachers
when managing the interactive technologies.

The question that is addressed in this re-
search paper concerns the didactic conditions
of using the interactive technologies as an
effective method of developing students’ ma-
nagerial competences.

The aim of this study is to identify the di-
dactic conditions for the full development
of students’ managerial competences while
using interactive teaching technologies.

The hypothesis put forward in this study
suggests that interactive technologies can
act as didactic conditions for developing stu-
dents’ managerial competences if:

- the content and the structure of the
managerial competence act as an aim of tea-
ching and learning;

- interactive technologies are used in
accordance with the standards of develop-
ment of students’ managerial competence;

- the technologies’ managerial func-
tions are fulfilled by the scope of didactic
means and tools.

The main focus should be shifted towards
ensuring solid, multifaceted, comprehensive
students’ managerial competences in the gi-
ven subject area (Ivanov, 2011, p.245).

2, METHODS

The following theoretical and empirical re-
search methods were used in the study. Theo-
retical research methods are analysis and
synthesis of scientific literature on teacher
education, psychology, teaching methodolo-
gy; review of dissertation theses on the topic;
analysis of interactive technologies; identifi-
cation of foreground technologies aiming at
the development of managerial competences.
Empirical research methods are testing, ex-
periment, statistical analysis of data, identi-
fication of managerial competences using an
adapted version of Clark Wilson’s Survey of
Management Practices. Managerial compe-
tences are identified in order to indicate the
main developmental zones according to ma-
nagerial competences’ criteria.

3. RESULTS

The results of this research contribu-
te to the enhancement of teacher education
and boost of its effectiveness. Managerial
competences were singled out after a care-
ful consideration of the requirements to the
students’ professional competences develop-
ment at universities set by National Education
Standards (NES) and a range of subject-spe-
cific teacher education programs. The level
of acceleration and development of students’
managerial competences was measured with
the use of the questionnaire. The results
showed that some aspects of these compe-
tences were better developed in students than
others. The research was conducted in Kazan
National Research Technological University.
The first stage took place during 2015-2016
and the second stage — during 2016-2017. The
sample comprised 230 students. During the
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first stage of the experiment the undeveloped
aspects of students’ managerial competences
were singled out. With that in mind the ways
of their development were set to be devised.
The preliminary work included the review
of theoretical and methodological literature,
selection of the research approach and re-
search instruments, identification of suitable
methods to develop managerial competences.
We set the aim of the research, put forward
the hypothesis, defined the objectives of the
study, devised the didactic means to accom-
plish research objectives which will ensu-
re the development of students’ managerial
competences. After detailed and thorough
consideration of innovative technologies we
elected the most efficient methods of inte-
ractive teaching and learning. These are ga-
me-based and case-based teaching methods.
At the second stage of the experiment these
methods were employed by teachers during
the lessons. The participants of the experi-
ment were observed during the whole process
in order to determine how they developed
managerial competences. Test-retest techni-
que was applied when measuring indices of
managerial competences developed by stu-
dents. Thus, the hypothesis was confirmed
and the research objectives were attained.

The hypothesis formulated at the
beginning of the study was accepted and the
following implications were made:

1. With regard to the research aim and
the research problem the hypothesis was put
forward: interactive teaching technologies
can act as didactic means of developing stu-
dents’ managerial competences if:

a. the content and the structure of the
managerial competence act as an aim of tea-
ching and learning;

b. interactive technologies are used in
accordance with the standards of develop-
ment of students’ managerial competence;

c. the technologies’ managerial func-
tions are fulfilled by the scope of didactic
means and tools.

The objectives of the study which are ba-
sed on a theoretical problem and a hypothesis
proposed are manifold:

1. To define the meaning of basic no-
tions mentioned in the study, namely, ‘ma-
nagerial competencies’, ‘competency-based
approach’ and ‘interactive learning’.

2. To theoretically examine didactic
conditions contributing to successful develo-
pment of managerial competence among the
students in an interactive learning environ-
ment.

3. To monitor the effectiveness of inte-
ractive learning in the process of managerial
competencies development.

The implementation process of the afore-
mentioned didactic conditions for manage-
rial competencies development helped achie-
ve the goal of the study, address its challenges
and confirm its hypothesis.

4. DISCUSSION

The effectiveness of the training while im-
plementing interactive technologies in tea-
ching process at institutions of higher educa-
tion will be discussed in this section.

Modern educational standards are
based on a competency-based approach, so
that the use of interactive technologies in the
classroom is one effective means for the de-
velopment of competencies among students
while implementing these standards. Interac-
tive learning is regarded as a priority strategy
and tactics of university education which is
based on on-line and off-line interactions of
those engaged in the teaching and education
process including pedagogical support, and
contributing to the development of compe-
tencies and students’ self-development. Inte-
ractive learning includes:

- collaboration of all learners, inclu-
ding a teacher;

- participatory and cooperative lear-
ning;

- a teacher and a student involved in
education;

- special emphasis is placed on student
activities rather than on the teacher’s efforts;

- the teacher acts as a facilitator of
learning process, a group leader and a person
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who is able to create the necessary conditions
to make students engage in learning process;

- new knowledge and competencies
develop through students’ understanding of
their own experience and their ability to learn
from other people’s experience.

The use of interactive technologies
in education increases students’ engagement
in learning process, develops their thinking,
cognitive abilities and learning skills. Students
learn to cooperate, perform tasks together,
i.e. they develop cooperative and communi-
cation skills as well as leadership and orga-
nizational competencies. Interactive sessions
are action-oriented, so that students develop
competencies in the course of the practical
training. Team building strategies include
tasks for problem-solving. Teamwork, which
is aimed at seeking a solution to the problem,
is seen as an activity that involves intellec-
tual and emotional tension. Such activity is
also characterized by the allocation of res-
ponsibilities between students which leads to
their personal development and makes them
familiar with what they will be doing in the
future. Training sessions for students include
game-based and case-based learning (Zelee-
va, 2016, p.120). Such teaching methods, in
our view, have been the most effective in buil-
ding and developing managerial competen-
cies among students. For instance, the use of
business games in educational process helps
enhance personal traits of students. A busi-
ness game is a part of an educational activity
which imitates situations which will be faced
by students in their future professional career
(Golovanova, 2014, p.288). Case-based tea-
ching and learning allows for the possibility
of making students actively engage in learning
process, including critical analysis of different
viewpoints, and providing autonomy in deci-
sion-making.

Management is a process towards
achieving organizational objectives and inclu-
ding staff efforts. The management process
presupposes that responsibilities related to
achieving the objectives are shared between
all participants: the manager sets objectives,
while other people take concrete actions to
achieve these objectives. The development
of managerial competencies is based on the
interlinkages between the following compo-
nents:

1) the content of managerial competen-
cies;
2) didactic conditions for the develop-

ment of managerial competencies among stu-
dents;

3) the results of the development.

The analysis of approaches to unders-
tanding managerial competencies enables us
summarize their content as follows:

- purpose-oriented managerial compe-
tencies: all actions become purposeful if the-
re is an objective; the ability to set objectives
always leads to outcomes; planning;

- organizational (managerial) compe-
tencies: teamwork; the delegation of authori-
ty;

- motivational managerial competen-
cies: fostering staff motivation and self-moti-
vation. As a result, employees take initiatives
rather than simply perform tasks;

- communicative managerial compe-
tencies which deal with the ability to influen-
ce people and resolve conflict situations;

- business-oriented managerial com-
petencies: understanding of the basic fra-
mework of marketing, market-based econo-
mic relations, etc.

Structural components of managerial
competencies that formed the basis for this
study are as follows: Unit I. Employees are
given instructions about goals and objectives
and their importance; Unit II. Planning and
problem-solving; Unit III. Providing neces-
sary working conditions; Unit IV. Feedback;
Unit V. Monitoring; Unit VI. Reward (Chiker,
2004, p.176).

In recent years, extensive experience
has been gained about the implementation of
requirements of competency-based approach
in higher education. Dozens of theses related
to ‘competence’, ‘competency’, ‘professional
competencies’, etc. have been written. Me-
thods and techniques for building professio-
nal competencies among bachelors and spe-
cialists of different spheres have been recently
addressed (Ibragimov and Ibragimova, 2016,
p-43).
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When determining didactic con-
ditions for the development of managerial
competencies during interactive learning, we
have relied on the fact that competency-ba-
sed approach is at the forefront in the imple-
mentation of State educational standards.

Competency-based approach is a me-
thodological framework for a new emerging
form of higher vocational education in Rus-
sia. Competence reflects how well a person
possessed required skills. At the same time,
a person applies competencies while perfor-
ming particular tasks. Thus, the overall level
of competence of a person depends directly
on how well all competences are developed.
From a psycho-educational perspective, com-
petence relates to the level of education of a
person, including a person’s ability and wi-
llingness to deal with any types of problems.

Spencer (1993) defines competence
as ‘a relatively permanent personal trait’ rela-
ted to effective implementation of activities.
A similar approach to competence was used
by J. Hay who defined it as ‘a personal trait
necessary for undertaking activities’ and in-
cluding such components of competence, as
knowledge, skills and motives (Fortier, 2009).

Competencies presuppose appro-
priateness of activities, creativity, self-organi-
zation, self-control, the ability to access your-
self and rectify own mistakes, self-regulation
and self-actualization.

The requirements of a competen-
cy-based approach which are applied to tea-
ching technologies, monitoring and evalua-
tion tools in education should be taken into
account, as the implementation of these re-
quirements will diversity teaching styles, and
students will be engaged in discussions, de-
bates, problem-solving, working on projects,
etc.

The underlying philosophy of a compe-
tency-based approach defines the nature of
its application. Using a competency-based
approach in practice in the context of higher
education implies a special culture in tea-
cher-student interaction. This kind of inte-
raction aimed at achieving educational goals
is used in higher education along with the
technologies of interactive learning. Interac-
tive learning is the main strategy of organi-
zing university education, the strategy that

is oriented towards well rounded interaction
among all educational subjects under coordi-
nating support of teachers and aimed at hel-
ping students develop creative thinking.

5. SUMMARY

The technologies of interactive learning are
at the cutting edge of educational technolo-
gies today. They should be directed at deve-
loping students as creative thinkers capable
of solving practical problems. They need to
be aimed at achieving the goals of effective
education and the ultimate goal of interactive
learning — ‘learning to learn” learning to in-
teract with others, to acquire new knowledge
collaboratively, to be proactive. When helping
students develop their managerial competen-
cies in the course of interactive lessons it is
important to encourage students to set their
own goals, to plan their activities, to organize
the work of others, to set tasks for others, to
delegate, to help others, to control various si-
tuations, to reflect and evaluate outcomes, to
acknowledge other people’s work and reward
them. We must teach students how to analyze
situations, to search for effective solutions
with minimal risks. We have considered all
the new (innovative) technologies of interac-
tive learning, technologies that can stimulate
the work of students, encourage them to seek
new knowledge, to acquire new skills and
competences necessary to effectively mana-
ge staff. Interactive technologies can be used
to form and develop cultural and professio-
nal competencies which are specified in the
new federal educational standards (FES) for
various specializations. Moreover, develo-
ping managerial competences will help new
specialists be good engineers and effective
managers in any context. Today the require-
ments for new specialists are steadily rising
which makes it important to work on increa-
sing the effectiveness of educational proces-
ses. The new federal educational standards
for professional education also specifically
underline the importance of interactive tech-
nologies in educational processes.

In the course of our study organizing edu-
cational activities, aimed at professional pre-
paration with the use of interactive metho-
dology, has been focused on the application
of game-based technologies and case-study
method (situation-based method), which in
our opinion are most effective when deve-
loping students’ managerial competencies.
The use of business games helps activate stu-
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dents (first of all enhance their intellectual
and emotional spheres). Business games have
the features of both educational activities and
professional work. Solving cases is a method
of active learning based on real-life situations
requiring students to deal with real manage-
rial problems. This method gives an oppor-
tunity to actively involve as many students as
possible in learning, exchanging opinions and
making decisions. Case method prompts stu-
dents to analyze situations, to solve problems
in ways that lead to lowest risks. Interactive
technologies at university can be effectively
used in the course of seminars for specializa-
tion-specific preparation as well as for general
knowledge preparation.

There is a tendency for constantly impro-
ving education quality today which leads to
the increase in interactive activities and new
technologies within the area of professional
education used to help students develop their
managerial competencies.

Designing interactive educational activities
aimed at building managerial competencies
enabled instructors:

. To clearly define educational goal for
each lesson (seminar, lecture, etc.),

B To make the development of compe-
tencies more understandable and desirable
by helping student see them as essential for a
successful professional life,

B To stimulate the development of stu-
dent motivation to explore various relations
that their chosen specialization has with
other fields,

. To organize an effective way to trans-
mit and receive feedback in the course of each
lesson through the use of interactive methods
and assessment practices.

6. CONCLUSIONS

Both theoretical and experimental work
carried out under this research project does
not highlight all the issues related to the for-
mation and development of managerial com-
petencies of future specialists; rather it outli-
nes the issues that require further theoretical
analysis and methodological provision.

The future prospects for this study include
the application of its findings to develop stu-

dents’ managerial competencies in the cour-
se of interactive learning. This would involve
further investigation of the structure of ma-
nagerial competencies (including those that
can be developed at later stages of education);
designing new approaches, forms, methods,
innovative technologies and new levels for
the development of managerial competencies;
creating new educational materials and tea-
ching guides focused specifically on manage-
rial issues.
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