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EMOTIONAL INTELLIGENCE IN GAME ELEMENTS FOR FORMING HIGHER
FEELINGS IN ACTIVE AND DEEPER LEARNING

Abstract. This study aims to investigate the model of emotional intelligence and its use in computer
games. Video games can be used to enhance emotional intelligence through active and deep learning.
This article explores how emotional intelligence and gaming intersect, offering insights into how
higher feelings can be formed through active and deeper learning. The analysis of existing scientific
literature highlights the growing interest in creating emotional intelligence models, particularly
within the realm of serious games. As part of this investigation, the author introduces a classification
of emotional intelligence models that demonstrates their conceptuality. This work proposes the
integration of emotional intelligence into game dynamics to enrich the landscape of emotional
intelligence assessment and development. One key aspect of this approach is viewing emotional
intelligence as a means to cultivate higher-order feelings, such as moral, aesthetic, social,
intellectual, and the joy of knowledge and empathy. These emotions are integral elements of a “hot”
system, emphasizing their relevance to authentic, non-digital cultural experiences. The dynamic
emotional intelligence model introduced here serves to nurture essential skills, including situational
cognitive reassessment and “emotional work”, leading to congruence in felt and expressed emotions.
This model identifies the interplay of game aesthetics, mechanics, and dynamics as pivotal zones
for the formation of higher feelings. The article argues that games intended to stimulate emotional
intelligence should not induce a flow state that narrows the player's cognitive scope and inhibits
critical thinking. To counteract this, the author suggests incorporating pauses, live communication,
and reflective analysis of one's emotions within the gaming experience. The article explores the
transformation of impersonal emotional intelligence test questions into game components
encompassing mechanics, dynamics, and aesthetics. It outlines strategies for active and deeper
learning, facilitating an enriched understanding of emotional intelligence through gaming. The
recommendations derived from this discussion can be applied to an array of games under the
dynamic emotional intelligence model, making it a valuable resource for educational game design.
The proposed dynamic model of emotional intelligence within computer games emerges as a
universal and versatile tool. It can function as a pedagogical framework for the development of
student's emotional intelligence, enabling educators to harness the power of games for emotional
growth. This model serves as a canvas for game designers, offering creative possibilities for the
development of new computer-based educational games that target emotional intelligence. This
article demonstrates that playing games can indeed stimulate emotional intelligence by fostering
active and deeper learning. By incorporating emotional intelligence into gaming dynamics, it is
possible to create more engaging and effective learning experiences, ultimately promoting the
formation of higher feelings and a deeper understanding of emotional intelligence.

Keywords: emotional intelligence model; educational computer games; game design; serious
games; humanization computer games; emotions; higher feelings; active and deeper learning

Statement and substantiation of the urgency of the problem. Higher Education
Standards of Ukraine (Higher Education Standards, 2021) currently state such integrated
competence. This is especially true for humanities applicants because the humanities and
professions under the influence of the techno-digital age are subject to radical reassessment and
thus must develop clear axiological, spiritual, moral, and humanitarian guidelines. Modern
knowledge management (Nonaka & Takeuchi, 1995) emphasized emotions importance.
Therefore the key to the career success of humanities graduates’ soft skills, including emotional
intelligence (EI). Under such conditions, emotional intelligence becomes a fundamental
competence for the effective resolution of environmental demands (Bar-On, 1997).

The digital age technological progress is significant, but we should not overestimate them.
According to Jean Baudrillard’s concept, technology refers to the “cool” phase (Baudrillard,
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1987). Thus, the “cool” includes a modern system of labor, money as self-worth, the “whole
structural assemblage in general”. The classic production and labor process are “hot”. But they
gave way to unlimited economic growth and thus became a “cool” process. “Coolness is the
pure play of the values of discourse and the commutations of writing. It is the ease and aloofness
of what now only really plays with codes, signs and words, the omnipotence of operational
simulation. <...> Any “message” keeps us in the hot. We enter the cool era when the medium
becomes the message” (Baudrillard, 2016). This thesis reveals the problem of the quality of
modern education - substitution of the education content by its form. Under these conditions,
the learning process becomes “an electronic cool game with an impersonal computer”, and the
“binary cool world” of test tasks “absorbs the world of metaphors and metonymy” of living
knowledge (Luhova & Melnyk, 2012).

Austrian psychiatrist V.E. Frankl wrote that “Every age has its own collective neurosis,
and every age needs its own psychotherapy to cope with it” (Frankl, 2017). Such therapy can
be creativity “as overcoming despair” (Bentley, 1969), spiritual values, live communication,
and the game as a “hot” reality conductor. The challenges of the digital society and civilization's
self-saving need in the higher feelings as part of the system “hot”.

Literature Review. The theoretical basis for emotional intelligence models is significant.
Among all the variety of theories, the most scientifically made up are the following:

—  Ability models: “The ability model of emotional intelligence” (Mayer, Caruso, &
Salovey, 2016), (Daus & Ashkanasy, 2005).

—  Process models: “Organizational emotional intelligence” (Daus & Ashkanasy, 2005),
(Giorgi, 2013); “The process model of emotion representation and regulation” (Barrett
& Gross, 2001); “The cascading model” (Joseph & Newman, 2010).

—  Adaptive models: (1zard, 2001).

—  Multi-level and complex structural models: “The layered model on emotional
intelligence” (Drigas & Papoutsi, 2018); “The five-factor model of personality”
(McCrae, 2000); “The multi-level investment model” (Zeidner, Matthews, Roberts, &
MacCann, 2003).

- Target models: “The emotional leadership” (Caruso, Mayer, & Salovey, 2002);
“Emotional intelligence through conflict management strategies” (Rahim, et al., 2002);
“The gender-specific model of organizational variables” (Petrides & Furnham, 2006).

- Tool models: “The emotional intelligence test” (Mayer & Salovey, Mayer-Salovery-
Caruso emotional intelligence test, 2007).

We offer a dynamic model of emotional intelligence, which is based on popular flow
theories. Playing video games can create a flow experience that promotes mindfulness and
relaxation, with the player becoming engrossed in the activity without feeling tired. Educational
games can motivate individuals and foster positive psychology and well-being. We draw on
works on game and motivational flows and the state of immersion (Cruea), (Csikszentmihalyi,
2014), (Song & Zhang, 2008). And we also use psychological works on adaptation and a sense
of well-being (Moreno-Ger, Burgos, Martinez-Ortiz, Sierra, & Fernandez-Manjon, 2008),
(Chen, 2007), (Flett, Hein, Riordan, Thompson, & Conner, 2019), (Rybak, 2013).

The concept of emotional intelligence is also being explored in the realm of serious
games. For instance, researchers have studied the use of serious games to develop emotional
intelligence skills (Almeida, 2020) and to train crisis managers to use emotional intelligence
effectively (Mackinnon, Bacon, Cortellessa, & Cesta, 2013). Other studies have looked at the
role of serious games in facilitating deeper learning and emotional engagement (Graesser,
Chipman, & Leeming, 2009), and how they can be used to create immersive experiences that
foster emotional intelligence (Raybourn, 2011), (Raybourn, 2014).

Meditation games are a special trend in the gaming industry. Their aim is to overcome
anxiety, anxiety, depression, stress disorders, etc. to achieve mindfulness (Kowal, Conroy,
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Ramsbottom, Smithies, Toth, & Campbell, 2021), (Pine, Fleming, McCallum, & Sutcliffe,
2020), (Poppelaars, Lichtwarck-Aschoff, Otten, & Granic, 2021), (Carras, et al., 2018); (Jones,
Scholes, Johnson, Katsikitis, & Carras, 2014); (Sliwinski, Katsikitis, & Jones, 2015), (Fish,
Russoniello, & O’Brien, 2018); (Pine, Sutcliffe, McCallum, & Fleming, 2020), (Siegel,
Germer, & Olendzki, 2009).

Researchers are currently examining the potential impact of digital games on emotional
well-being, as well as the benefits of mindfulness practices (Johannes, Vuorre, & Przybylski,
2021), (Jagoda & McDonald, 2019), (Agrawal, Duggirala, & Chanda, 2018), (Sliwinski,
Katsikitis, & Jones, 2015).

It's worth highlighting the impact of game-based learning (Gee, 2003) on the emotional
state of students. It can lower levels of emotional burnout and aggression while promoting a
sense of well-being, empathy, and joy in learning. These findings can inform the development
of educational game algorithms (Winn, 2009). Our studies thoroughly investigate this topic:
(Luhova, Melnyk, 2012), (Luhova T. A., 2020), and (Luhova & Kolot, 2023).

Identifying aspects of the problem that are still studied. Research is being conducted
on the influence of digital games in creating a positive emotional state and mindfulness.
However, game developers and researchers mainly focus on the relaxing effects of video games,
and the impact on higher emotional and volitional processes is not fully investigated. There is
also a lack of research on how video games can help deal with aggressive reactions and burnout.

In the field of intelligent tutoring and environment system development, games are being
integrated into smart infotainment systems equipped with emotional intelligence and affective
computing models for recognizing student emotional states. This approach to game-based
learning is being explored by researchers who are studying the potential of emotional triggers
to improve learning outcomes (Raybourn, 2014), (Lester, Ha, Lee, Mott, Rowe, & Sabourin,
2013).

The cultural value of emotional technology is a matter of concern. Our focus should be
on people rather than technology. We should make efforts to preserve their emotional health
and provide proper education on emotional intelligence for both individuals and society. It is
therefore important to highlight the ability of this game-based model to influence players'
emotional state positively. This can help reduce emotional burnout and aggression, and promote
a sense of well-being, empathy, and the joy of learning the joy of learning.

This study explores emotional intelligence models and their potential application in
computer games for forming higher feelings in active and deeper learning.

The methodology for this research includes a literature review to understand the current
state of research on the topic and determine the originality of the study. It also involves a
comparison of different models of emotional intelligence to establish a connection between
emotional characteristics and game design components, as well as pedagogical strategies.
Cultural analysis is used to understand educational system issues through J. Baudrillard, and A.
Bakanurskyi. Finally, the research findings will be generalized to provide recommendations to
game designers and teachers in higher humanities educational institutions. This will help in
creating effective teaching strategies and improving emotional intelligence in students.

Presentation of the main material with justification of the obtained results.

Emotions as game dynamics. In our previous publication, we presented a table that
transforms impersonal tests of emotional intelligence into dynamic components as an active
learning strategy (Zinovieva, Kolot (2023). We discussed the issue of subjectivity in self-
assessment tests of emotional intelligence and suggested using game situations to obtain
objective data using behavioral tests. The result of transforming impersonal questions into a
game should show the relationship between emotions and decisions and have some influence
on pedagogical strategies (Blazhko, Gdowska, Gawel, Dziabenko, & Luhova, 2017). This led
to considering the relationship between emotions and decisions as an algorithmic formula.
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The feelings structure “two or more emotions and a logical algorithm-link” can be
compared with combinations of game mechanics components responsible for the rules of the
game. E.g. the envy feeling comprises the emotions of anger, resentment, and contempt, and
the connecting algorithm is a comparison with a person who has achieved success in values
(material or spiritual) that are significant for the envious person, a wish to be in his place. Game
mechanics combinations look like this: “killer” = “shoot” + “destroy”; “driver” = “move” +
“avoid” (Djaouti, Alvarez, Jessel, Methel, & Molinier, 2008).

To create the player's emotional reactions and experience, the combination of game
esthetic components produces the basic game emotions, or “fun”, according to the MDA model
(Hunicke, LeBlanc, & Zubec, 2004). E.g. for charades, this combination is: Fellowship,
Expression, Challenge. For the game Quake it is: Challenge, Sensation, Competition, Fantasy.
The Sims: Discovery, Fantasy, Expression, Narrative. Final Fantasy: Fantasy, Narrative,
Expression, Discovery, Challenge, Submission. Game dynamics “the influence of time and the
enemy” create a “Challenge” aesthetic. The “Fellowship” perception can be designed by
sharing information between specific team members or providing winning conditions that are
harder to achieve alone. A sense of “Expression” is formed via dynamic actions that encourage
users to leave their mark on the game, based on the processes of buying or receiving in-game
items, designing, building, and changing game-levels or worlds, and creating new unique
characters (Djaouti, Alvarez, Jessel, Methel, & Molinier, 2008). We can identify the game fun
with emotions that arise concerning the situation. They attach feelings to objects. In humans,
emotions give rise to experiences of pleasure, displeasure, fear, timidity, etc. Emotions play the
role of orienting subjective signals. Thus, the game aesthetics and mechanics combination creates
various game fun. This creates the conditions for designing students' emotions in game learning.

Emotions are different in content. They reflect different meaning aspects of the situations
that caused them. The MDA component “Aesthetics” offers eight types of emotional reactions.
These are game “funs” or the game use subcategories (Djaouti, Alvarez, Jessel, Methel, &
Molinier, 2008): Sensation, Fantasy, Narrative, Challenge, Fellowship, Discovery, Expression,
Submission. It is difficult to reduce the game fun types to basic emotional states: happiness,
anger, disgust, surprise, sadness, and fear. Because the vast majority of computer games
classifications focus on the activity approach (action, simulation, strategy, role-playing games,
adventure, puzzle, etc. And only one games genre has a clear focus on emotions - Survival horror,
Horrors. The basic aim of the game aesthetics “Fellowship” is creating cooperative
relationships, and empathy sense, teamwork, leadership, emotional management. But, as a rule,
it does not consider deep ethical dilemmas. E.g., the “Total Domination” game (Total Domination
Cheats, Tips & Guides) has a strong clan tradition that can manipulate a player’s emotions.

Emotions and the volitional sphere are intricately connected. Volitional processes involve
the emergence of needs, motives, or reasons to act in a certain way, decision-making, and their
implementation (Petrovskii, 1976, p. 56). The volitional sphere comprises self-control,
composure, endurance, and constructive activity. “Need” is the foundation for emotional and
volitional expression. According to A.V. Petrovskii, a “need” is a state of an individual that
expresses dependence on specific conditions of existence. The “need” serves as a source of
personal activity (Petrovskii, 1976, p. 104)

In a game's environment, the needs of the player become the driving force. These needs
lead to the creation of game artifacts, which are significant objects in the game's world. This
principle of personality consciousness development is important in educational games, where
the focus should be on emotional and meaningful content that addresses cognitive, cultural, and
spiritual needs. In contrast, mass video games tend to focus more on natural and material needs,
as seen in games like Snake, which satisfy the need for absorption (consumerism). Games with
stories, riddles, and simulators of professions are more mental in nature. For educational games,
the teacher should create objects that are of real importance for learning success, with stable
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significance and positive emotion. “This is one of the essential ways to increase the learning
productivity” (Petrovskii, 1976, p. 109).

It is important to differentiate between the concepts of need and motive because most models
of emotional intelligence emphasize the flow of motivation (Christie, Jordan, Troth, & Lawrence,
2007), (Sobhi-Gharamaleki, 2012), (Magnano, Craparo, & Paolillo, 2016), as in the educational
game models (Song & Zhang, 2008). A.V. Petrovskii defines motives as stimulus for activities
related to certain needs’ satisfaction. “If the needs to make up the essence, the mechanism of
many human activities, then motives act as concrete manifestations of this essence” (Petrovskii,
1976, p. 109). To game design, the needs will embody game artifacts and resources. Then the
motives are game mechanics and dynamics: rules, goals, strategies for achieving goals, time
pressure, community influence, etc.

All serious games are educational (Ratan & Ritterfeld, 2009), important to clarify the
essence of the cognitive processes involved in the game, their connection with emotions and
behavior (Izard, Kagan, & Zajonc, 1984). Cognitive mental processes include (Petrovskii, 1976,
p. 56): sensations and perceptions as a reflection of objects, and stimuli directly acting on the sense
organs; memory as a renewable reflection of reality; imagination and thinking as a generalized and
processed reflection in the human consciousness of the reality properties that are inaccessible to
direct cognition. And also attention - the selective, directed nature of mental activity; the
orientation of the psyche (consciousness) to certain objects that have a stable or situational
significance for the individual, the psyche (consciousness) concentration, suggesting an
increased level of sensory, intellectual or motor activity (Petrovskii, 1976, p. 187). Game
researchers emphasize “attention processes” as a practice that promotes self-awareness and
positively affects psycho-physical health (Rybak, 2013).

Interests are the emotional expression of a person's cognitive needs. Meeting these needs
helps bridge gaps in knowledge, and improves orientation, understanding, and familiarity with
significant facts. For the individual, interests evoke positive emotions, which enhance the
learning process by fostering the desire to learn more about the object of importance and better
comprehend it (Petrovskii, 1976, pp. 110-111). The purpose of educational games design,
considering the model of emotional intelligence, is the formation of cognitive interest.

Creating game algorithms that promote empathy formation is a challenging task that
requires sensitivity to the emotional states of others, awareness, cognitive structuring of
emotional aspects, and a motivating attitude to help the needy. American psychologist C.R.
Rogers said: “To be in a state of empathy means to perceive the inner world of another while
maintaining emotional and semantic nuances” (Rogers, 1975, p. 17). Ukrainian psychologist
L. Zhuravlova noted that the empathic process development depends on many factors, i.e.:
social, age, individual psychological, gender differences and other (Zhuravlova, 2008, p. 42).
To the determining factors of the empathy genesis, she includes (Zhuravlova, 2008, p. 154):
psychophysiological (sensitivity, emotional lability of the nervous system, the first signaling
system development, neuroticism), individual psychological (sensitivity, depression, reactive
aggression, shyness, openness, loneliness, self-esteem, “I-concept”, needs, values), typological
(social type, character accentuation: emotionality, meticulousness, anxiety, cyclothymic,
demonstrative, exalted, personality orientation) and sociocultural (socialization conditions,
parenting type). Such a variety of these factors show that the issues of empathy programming
in the game deserve a separate study. As a result, the game must achieve the goal of forming
charity - a sense of readiness to provide selfless help, forgiveness, practical realization of
kindness.

We agree with the thesis of the Ukrainian theater researcher A.G. Bakanurskyi, that
“empathy is a creative process, not a state” (Bakanurskyi, 2015, p. 17). He noted the essential
empathy creation conditions: the “another life” sens, borders and freedom, “catholicity” and
“looking-glass self”.

26



DOI: 10.28925/2414-0325.2024.162 ISSN: 2414-0325. Open educational e-environment of modern University, Ne 16 (2024)

The “another life” sens (virtuality experience) isolates the personality from social
negatives and thus turns the game into a “psychotherapeutic laboratory with many existential
options for realized” (Bakanurskyi, 2015, pp. 17-18).

Awareness of the boundary “as if” is a condition for the freedom of a person in the game.
Freedom, as an empathy element, requires the “gap” in a player’s mind between his feelings
and the emotional background of the game itself. Otherwise, as the C.R. Rogers, the recipient-
player “becomes no longer a prisoner, but a slave” of the game system, which is facilitated by
his identification with the game image, which cuts off the possibility of free fantasy and
operating with his own emotions (Rogers, 1975, p. 2).

Empathy has a “cathedral” character. It is an impulsive ability for emotional empathy
with another person reaction (Bakanurskyi, 2015, p. 18). To the “looking-glass self” theory,
proposed by C. Cooley (Cooley, 2011), a person forms his behavior according to his idea of
himself through other people and depends on the authority of the one who provokes this
emotional response.

If the game resource is filled with mental values, then the player will develop cognitive
needs. Game storytelling and combinations of game tasks form the motivational component of
the game. It develops the player’s motivation through the principle of “revealing the hero in
action” (Luhova T. A., 2020).

Why games shouldn’t be flow? We separate the concepts of “flow” and “state
dynamics” since the first does not correlate with the tasks of developing emotional intelligence,
awareness, and management of emotions.

The motivation flow state described by (Csikszentmihalyi, 2014) is an important part of
the inspiration, the game excitement, “work with pleasure”, the specific activity success. But,
the flow state implies complete activity immersion and causes a state of “narrowing of
consciousness”, reduces criticality, and increases attention selectivity.

As akind of trance state, the game flow is close to affective states - pronounced emotional
reactions that occur when faced with extreme situations that can slow down other mental
processes (e.g., rational thinking), imposing a method of “emergency” overcoming the situation
fixed by evolution “hit, run, freeze”. The main game rules which determine the goal involve the
noted reactions.

We emphasize that a “living object” concept is identical to a “moving object” within the
game. The border “alive - not alive” for the player’s awareness is blurred (Luhova T. A., 2020).
Thus, the mental reaction “Beat” as an aggressive behavior aimed at eliminating the threat
corresponds to the “Destroy” game rule. It invites the player to destroy, collect or catch game
objects for their further accumulation or destruction. E.g., “eaten objects” or checkpoints in a
racing game, etc.

The “Avoid” game rule (Djaouti, Alvarez, Jessel, Methel, & Molinier, 2008) prompts the
player to sidestep collision with obstacles, opponents. We related this rule to the psychological
reactions “Run” and “Freeze”. Psychologists understand the “Run” reaction as psychomotor
agitation, a “motor storm”, non-purposeful, poorly comprehended actions that might help
“break out of the situation”. The “Freeze” response suggests a motor stupor (immobility),
“imaginary death” when emotions “paralyze” the activity necessary to avoid imminent danger.

Therefore, it is necessary to design the game not as a “flow”, but as meaningful transitions
of emotional states, including pauses for self-reflection, criticality, and switching to live
communication. It will also help to focus on such game rules as “Create” (the player compiles,
builds, or creates virtual game values) and “Match” (the player sets or holds one or more objects
in a certain state).

Simulation of a serious team game. The ability to reason with emotions and reinforce
thoughts (MSCEIT™) concerns emotional intelligence. Therefore, important to connect
emotions and thinking as a decision-making process.
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Three blocks of characteristics that determine the input and output parameters and
features of managing emotions can represent the model of a serious team game as emotional
work (Fig. 1).

EMOTIONATL WORK
ANTECEDENTS Deep action - modification of RESULTS /
Game rules feelings CONSEQUENCES
Situation Superficial action-modification of
expressiveness Individual

Individual factors 21 a1 | Satisfactionwith the
Level of emotional = = game
intelligence Affective-cognitive choice Level of emotional
Individual emotional of strategy intelligence
experience : : Emotional burnout
Garme results waiting Psychological attitude Lﬁ
T P Team
ﬁcm Emotional consonance Producti.vity .
devel . (high ET) 9 Appropriate behavior

cvelopmen L Emotional dissonance L Replenishment or

(low EI) expenditure of
TCsourCes
Decision-making ‘t_

Fig. 1. Model of the serious game as emotional work (Kolot, Khristich, & Polik, 2020),
(Kolot, Khrystych, & Chernaya, 2019)

The emotional dynamics of team games are influenced by crucial factors such as the
emotional experience of each team member, their emotional intelligence level, performance
expectations, game rules, team norms, role behavior requirements, team development level, and
situational events. Individual emotional experience is the most significant factor that affects all
other inputs. It determines the variety, modality, and expressiveness of the presented emotions,
regulated and adjusted by the game rules, and team norms for effective team environment
formation. Positive experience contributes to the emotional awareness expansion, the
interpersonal relationships’ establishment through the coordination and exchange of emotional
resources, as well as their replenishment under situational changes, levels out negative
situational events, which reflects the functional purpose of EI (Kolot, Khristich, & Polik, 2020).

We aim for interpersonal relationships with mutual understanding formation and team
cohesion as the basis for effective role-playing behavior and achieving team results. Negative
experience impedes interaction and becomes the basis for correcting the indicators of emotional
resources and emotional intelligence of team members. The control unit functioning of team
emotional work during the game is determined by the processes of deep acting, surface action,
and control strategies. Their use contributes to the optimization of the interpersonal relationship
and allows you to regulate the emotional climate in the team. All these form the team's
emotional experience thesaurus as a condition for effective teamwork/game. It expresses
feedback from deep action processes as a positive change in the input characteristics of team
emotional work and reflects its dynamics. Using superficial action processes by team members
characterizes their unpreparedness, which manifests itself in the discrepancy between team
norms and individual emotional experience with the game rules, as well as team expectations
about individual behavior. The emotional dissonance, which shows the need to establish a
positive emotional environment based on deep action processes, reflects such unpreparedness.
The likelihood of transitioning from dissonance to consonance, where the displayed emotions
align with the actually experienced emotions, depends on the ability to achieve high levels of
satisfaction with the game. It also depends on the effectiveness of improving individual
emotional experience and emotional intelligence indicators, as well as fostering team
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interpersonal understanding and interaction (Kolot, Khristich, & Polik, 2020), (Kolot,
Khrystych, & Chernaya, 2019).

During the game, emotional dissonance moves along the “emotional dissonance-emotional
consonance” axis, under the change in the emotional work strategy used. For the pole on the axis,
which is characterized by the maximum value of dissonance, emotional work-play is associated
with the energy expenditure for experiencing a game loss and illustrates the inconsistency of
emotional behavior with the rules of the game.

The output block of the model contains individual and team consequences and the results
of the emotional work within the game. Individual results: negative - burnout, dissonance;
positive - consonance and congruent emotional experience, a higher level of EI, personal
satisfaction with the results of the game (work). Team results: a favorable team social and
emotional environment that contributes to the team's effective interpersonal interaction
development within and outside the team, the team EI and role behavior of team members;
ensures the effectiveness of the result of the team. The factors’ coincidence state the large results’
achievement in the emotional management implementation for the personal and command
levels of management. Managing emotions during the game at the team level contributes to the
job satisfaction and game success that are significant for each individual and the team. The
effectiveness of team emotional management leads to increased cooperation and the quality of
interaction, a favorable social and emotional environment. It is a promising way to improve the
functioning efficiency of optimizing team management by a rational and emotional approaches
combination.

Conclusion.

1. The analysis of the scientific literature gave an opportunity to state considerable interest
in creating emotional intelligence models, including for serious games. This made it possible
not only to present the author’s classification of EI models. It was found that most of the models
of emotional intelligence proposed by scientists are characterized by coherence and
conceptuality. We suggested considering emotional intelligence in-game dynamics.

2. It is proposed to consider emotional intelligence via the purpose of forming in players
higher feelings (moral, aesthetic, social, intellectual, especially the joy of knowledge and
empathy) as elements of a “hot” system (alive, natural, non-digital culture). The dynamic EI
model serves to form the situation cognitive reassessment skill and the so-called “emotional
work”, the congruence achievement when felt and expressed emotions coincide in nature. The
EI game model defines zones of the higher feelings' formation as game aesthetics, mechanics,
and dynamics combinations.

3. The hypothesis the game flow model is close to the emotional intelligence model made
it possible to establish that games with emotional intelligence should not be flowing, trance,
and therefore narrowing the mind (critical thinking). For this, it is advisable to use pauses, live
communication, and analysis of one’s own feelings.

5. The proposed dynamic model of emotional intelligence in computer games is universal.
It can be used as a pedagogical attitude for educational games, to develop students’ emotional
intelligence, and as a canvas for creating new computer educational games for game designers.

6. Playing games can stimulate emotional intelligence by facilitating active and deeper
learning.

Prospects for further research. It is interesting to study the using specifics of the
“Fellowship” games aesthetics, with a player’s emotional burnout under the symptom
“Emotional alienation” (Boiko, 1999). Detailed the game plots for the emotional intelligence
development and the higher feelings' formation needs a separate study. Experimental studies of
the impact on the emotional sphere of different genres of games are also promising. Also
favorable are further detailed studies of emotional intelligence models as a basis for formation
in players' higher feelings: moral, aesthetic, social, intellectual, especially the joy of knowledge,
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and empathy.

We see the prospect of developing educational video games as psychodrama, which
allows players (students) to construct their own plots, filling gaps in life, in which a real person
coincides with a fictional character, and the gameplay becomes more real than the surrounding
reality that makes life, according to Leotard, “unstable, elusive, ephemeral”. Conversely, to
develop such pedagogical influence points that help the player get out of virtuality, realize the
line between imaginary and real (human is not just a game moving object, but the highest value),
analyze their emotions, reveal implicit deep emotions and be able to work with them.
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EMOIIMHUAM IHTEJEKT B EJIJEMEHTAX ITPH JIJISI ®OPMYBAHHS BUIIIAX
MNOYYTTIB BAKTUBHOMY TA IN'IHBUHHOMYHABYAHHI
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AHoTanisi. MeToro 1bOro IOCHi/PKeHHsT Oylo JOCTIAUTH MOJENb eMOIIHHOro iHTENeKTy Ta ii
MOTEHIIHE 3aCTOCYBaHHSI B KOMIT FOTEPHUX irpax s (JopMyBaHHS BUIIKX TOYYTIB Y HABYAHHI.
CTBepIKYEThCS, NIO IrpH MalOTh OyTH HE JHIIe 3acO00M po3Bark, a i CHOCOOOM PO3BHUTKY
eMolliitHoro iHTenekTy. JlocmipKy€eThesl IEPEeTHH eMOLIHOrO 1HTENEeKTy Ta irpu. Y Mexax IbOoro
JIOCITIJKEHHS Tpe/icTaBieHa Kiacuikallisi MoJieliei eMOIIHHOro IHTEIEKTY, sIKa JEMOHCTPYE iXHIO
CTaTHYHICTh Ta KOHIENTYaJbHiCTh. LI poOoTa MpOMoHye IHTErpalilo eMOI[IIHOro HTENEeKTy B
JIUHAMIKY TpH, 100 30aratut jJaHmmadT OLIHKK Ta PO3BUTKY eMOLIWHOro iHTenekty. OqHuM i3
KIIIOYOBHX aCMEKTIB IIBOr0 MiIXOIy € PO3IJIST eMOIIMHOrO 1HTENEeKTY sIK 3ac00y KYJIbTHBYBaHHS
MOYYTTIB BUILOrO MOPSJKY, TAKUX K MOPaJbHI, €CTETUYHI, COIialbHI, IHTEICKTyalbHi, a TAKOX
PamoCTi 3HaHHS Ta criBrepexxuBanHs. LI eMollii € HeBiI’EMHUMHU eIEMEHTaMU «TrapsyoD) CUCTEMH
3a K. BogpiitsipoM, mo migKpecitioe IXHIO BiANOBIIHICTH ABTEHTUYHOMY, HEIU(PPOBOMY
KyJIBbTYpHOMY JOCBidy. JWHaMiuHa MOJENh EMOLIHOTO IHTENEKTY CIYXHTh I BHUXOBaHHS
OCHOBHHX HABHYOK, BKIIFOUAIOUYH CHUTYaTUBHY KOTHITHBHY TIEPEOI[IHKY Ta «EMOLIHHY poOOTY», 0
NPU3BOAUTE [0 Y3TOHKCHOCTI BIUYTHX 1 BUpaXKeHUX eMoliid. Ll Mozens BH3HAYaE B3aEMOIIIO
irpoBOi €CTETHKHU, MEXaHIKU Ta TUHAMIKH SIK KITFOUOBHX 30H JUIsl pOPMYBaHHS BHIIUX MOYYTTIB. Y
CTATTi CTBEP/IKYEThCS, LIO irpu, MpPU3HAYCHI AJIS CTUMYIIOBAHHS EMOL[MHOrO IHTENEKTY, HE
MOBUHHI BUKJIMKATH CTaH MOTOKY, SIKMH 3BY)KY€ KOTHITUBHI MOITHBOCTI I'PaBLs Ta MEPEIIKOIKAE
KpUTHYHOMY MucieHH. [[06 NpoTHCTOATH LBOMY, HPOMOHYETHCS BKJIIOYATH MAy3H, XKHUBE
CIUIKYBaHHS Ta pe(hICKCHBHUMN aHAi3 BIIACHUX EMOIIil IpaBIs-CTY/ICHTA B irpOBOMY JOCBIII.

VY crarTi [oCHiIKyEThCs TpaHCHOpMAITist 3HEOCOOICHIX TECTOBUX IMUTaHb EMOIIHOTO 1IHTEICKTY B
irpOBi KOMIIOHEHTH, IO OXOIUTFOIOTh MEXaHIKy, TUHAMIKY Ta €CTETHKY. 3alpOoroHOBaHa TaOIUI
OKPECITIOE CTparerii 1y aKTUBHOI'O Ta TTHOIOr0 HABYAHHSI, CIPHAIOUN 30araueHOMY PO3YMiHHIO
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eMOIiIIHOr0 iHTeNeKTy uepe3 irpu. PexoMennaiii, oTpuMaHi B pe3yJbTari IIbOr0 OOrOBOpPEHHS,
MOXYTh OYTH 3aCTOCOBaHI JI0 HU3KH Irop 3a MOJIEIUII0 AWHAMIYHOTO €MOIIMHOIO IHTEJIEKTY, IO
poOHTh HOro IWIHHUM pEecypcoM [Uis MPOCKTYyBaHHS HaBUAIbHUX irop. JluHamiuHa Mojuenb
€MOI[IITHOr0 IHTENIEKTY B KOMIT IOTEPHUX Irpax MOCTAa€ YHIBepCalbHUM i OaraTo(yHKI[iOHAIEHUM
iHCTpyMeHTOM. BoHa Moe (yHKIIIOHYBaTH sIK MEaroriyHa OCHOBA JUIS PO3BHTKY €MOLIIHHOTO
IHTEJIEKTY Y4HIB, JO3BOJISIFOUH TIeJJaroraM BUKOPHCTOBYBATH CUITY irop JJIsl eMOLIIMHOTO 3pOCTaHHS.
I{s Mozenb CIyXUTh TMOJOTHOM JJjisi PO3POOHHUKIB irop, MPOIMOHYKOYU TBOPYI MOMIITUBOCTI ISt
PO3pOOKM HOBHX KOMIT FOTEPHUX HABYATBHHX irop, HALIICHUX Ha PO3BUTOK EMOLIIHOTO IHTENICKTY.
LIst cTaTTst AEMOHCTPYE, IO irpH CIPaBAi MOXKYTh CTUMYITIOBATH EMOLIIWHHUIN IHTEIEKT, CIPHIOYN
aKTHBHOMY Ta TTTHONIOMY HAaBYaHHIO. 3aB/SKH BIPOBA/DKCHHIO €MOLIHHOrO iHTEJIEKTY B irpoBY
JIMHAMIKy MOJKHAa CTBOPHTH OUIBII 3aXOIUIIOIOUMHA Ta €()eKTHBHHUI JIOCBIJI HaBYaHHSI, 3pEIITOI0
crpusitour (opMyBaHHIO BHIUX MTOYYTTIB i IIHOMIOMY PO3YMIHHIO €MOLIIHOIO iHTENEKTY.

Karo4uoBi ci10Ba: Mozellb eMOLIIMHOIO 1HTENIEKTY;, HaBYAJIbHI KOMII IOTEPHI ITPH; IPOBUN IH3aliH;
2 2 b

cepiio3Hi irpw; TymaHi3alis KOMIT'IOTEpHHX irop; eMolii; BUINI MOYYTTS; aKTUBHE Ta TIJIHOIIe
HaBYaHHS
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