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ABSTRACT 

This article explores the pedagogical and psychological characteristics of games aimed at 

developing emotional intelligence, their significance in the educational and upbringing process, 

and their potential to foster children's skills in recognizing, expressing, and regulating their 

emotional states. The main components of emotional intelligence are analyzed, including self-

awareness, emotional regulation, understanding others' feelings, empathy, and the ability to 

establish and maintain effective social relationships. The article also examines the 

methodological aspects of incorporating role-playing, situational, communicative, and creative 

games into educational practice. Recommendations are proposed for developing children's 

emotional stability, empathy, communication skills, and cooperation through the purposeful 

organization of play-based activities. 

 

Keywords: Emotional intelligence, emotional development, play-based learning technologies, 

empathy, emotional regulation, self-awareness, social skills, pedagogical process, role-playing 

games, psychological development. 

 

INTRODUCTION 

In the modern education system, alongside developing an individual's intellectual potential, 

fostering emotional awareness, the ability to engage in social relationships, and the skills 

necessary to regulate one's own behavior are also considered important pedagogical objectives. 

This is because a learner's success is determined not only by the level of knowledge acquired 

but also by the ability to recognize one's emotions, remain composed in challenging situations, 

understand the feelings of others, and cooperate effectively within a group. 

Emotional intelligence encompasses an individual's ability to recognize their own emotional 

states, understand the factors that cause them, regulate emotions in accordance with a given 

situation, and perceive the emotional experiences of other people. The development of these 

qualities is particularly important in children's interactions with peers and adults, their ability 

to resolve conflicts, express their thoughts, and participate in collaborative activities. 

Games play a special role in the development of emotional intelligence. For children, play is not 

merely an enjoyable activity but also a natural developmental environment that enables them 

to understand various social situations, express emotions, comprehend other people’s 

perspectives, and experiment with different patterns of behavior. Through play, children learn 

to recognize emotional states such as joy, surprise, sadness, excitement, trust, and empathy, 

express them verbally, and take them into account when interacting with others. 
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From this perspective, the scientific and pedagogical investigation of the content of games 

aimed at developing emotional intelligence, the criteria for selecting such games, and the 

methods of their application in the educational process is of considerable relevance. 

 

Literature Review 

The theoretical foundations of the concept of emotional intelligence have been systematically 

explored in the works of P. Salovey and J. Mayer. The authors define emotional intelligence as a 

set of abilities related to perceiving emotions, using them to facilitate thinking, understanding 

emotional processes, and regulating emotions. This approach makes it possible to examine 

emotional intelligence as an individual's ability to recognize information associated with 

emotional states and use it appropriately in different situations. 

D. Goleman emphasizes the aspects of emotional intelligence associated with interpersonal 

relationships, self-regulation, motivation, and empathy. This approach serves as an important 

theoretical foundation for substantiating the significance of educational activities aimed at 

helping children understand their emotional states and establish effective relationships with 

others. 

The role of play in child development is also central to the theoretical perspectives of L. S. 

Vygotsky and D. B. Elkonin. Their scholarly approaches interpret play as an environment in 

which children's social experience, imagination, speech, and ability to regulate their own 

behavior develop. In particular, role-playing games create important opportunities for 

emotional and social development by enabling children to assume specific social roles, follow 

rules, and coordinate their actions with other participants. 

A systematic review published in 2025 by V. A. Veraksa and co-authors examined the potential 

of play activities for developing emotional regulation and the components of emotional 

intelligence in children aged 3–7. By qualitatively synthesizing 33 scientific studies, the authors 

demonstrated the developmental potential of various forms of play, including pretend and role-

playing games, rule-based games, digital games, and outdoor activities. Particular emphasis 

was placed on imaginative play as an important means of enriching children's emotional 

experiences and enhancing their understanding of social situations. 

These scholarly perspectives provide a theoretical basis for substantiating the importance of 

play in developing emotional intelligence. However, the developmental impact of play is 

determined not merely by its name or format. Its content, the age-related characteristics of 

participants, the teacher’s guidance, and the reflection process following the activity are also 

important factors. 

 

Research Methodology 

In preparing this article, the following methods were employed: theoretical analysis of 

scientific, psychological, and pedagogical literature on emotional intelligence and play 

activities; comparative examination of scholarly perspectives; and the generalization and 

systematization of relevant findings. The components of emotional intelligence were examined 

in relation to the developmental potential of play activities. In addition, examples of games 

suitable for use in educational settings were described in terms of their objectives, 

implementation procedures, and expected pedagogical outcomes. 
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The article is theoretical and analytical in nature. It does not present the results of independent 

experimental studies or statistical data concerning the effectiveness of the games discussed. 

 

Results and Discussion 

The main characteristic of games designed to develop emotional intelligence is that they 

encourage children to recognize their emotional experiences and express them in socially 

appropriate ways. In this process, the teacher’s role extends beyond classifying particular 

emotions as positive or negative. Rather, it involves helping children understand the causes of 

their emotions, identify and name their emotional states, and select appropriate responses to 

different situations. 

For example, feeling disappointed after losing a game is a natural emotional response for a 

child. Instead of dismissing this feeling or criticizing the child, the teacher should provide 

opportunities for the child to express the emotion verbally, accept the situation, and plan what 

to do next. This approach teaches children not to suppress their emotions but to recognize and 

regulate them constructively. 

Several important components of emotional intelligence can be developed through play. The 

first is emotional self-awareness, which involves recognizing one's mood, emotional 

experiences, and the reasons behind them. The second is emotional self-regulation, or the 

ability to respond appropriately in situations involving excitement, disappointment, or anger. 

The third is empathy, which refers to understanding another person's emotional state and 

taking their perspective into account. The fourth component involves social relationship skills, 

including cooperation, resolving disagreements through communication, and providing mutual 

support. 

Furthermore, games aimed at developing emotional intelligence can support children's 

language development. Acquiring vocabulary related to emotions enables children to describe 

their feelings more precisely, listen to others, and reduce misunderstandings. Thus, play 

activities serve as a pedagogical tool that connects emotional, cognitive, and social 

development. 

When selecting games for educational purposes, teachers should consider children's ages, 

interests, language abilities, individual characteristics, and emotional needs. Games should not 

be used to force children to participate or compel them to disclose their personal emotional 

experiences. It is advisable to give each participant the opportunity to express their thoughts, 

participate as an observer, or temporarily decline to answer a question. 

The “World of Emotions” Game 

The primary objective of this game is to develop children's ability to distinguish between 

different emotional states and identify them by name. To conduct the activity, the teacher 

prepares pictures or cards representing emotions such as joy, sadness, surprise, fear, calmness, 

and excitement. 

The teacher shows the cards to the children and asks them to identify the emotional state 

depicted in each image. Participants are then invited to consider the situations in which these 

emotions might arise. Questions such as “When do you feel happy?” and “How can you support 

your friend when they feel sad?” help activate children's emotional experiences and encourage 

them to reflect on their feelings and those of others. 
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This game helps enrich children's emotional vocabulary, improve their ability to distinguish 

between emotions, and develop their capacity to express feelings verbally. It is important to 

explain that children do not necessarily experience the same emotion in the same situation and 

that individual emotional responses may differ. 

 

The “My Mood” Game 

This game aims to help children recognize their current emotional states and communicate 

them to others in an understandable way. At the beginning of the activity, the teacher presents 

symbols or cards representing different moods. Each participant may select the symbol that 

best reflects their current emotional state and, if they wish, explain the reason for their choice. 

For example, a child may describe themselves as feeling calm, happy, tired, or slightly anxious. 

The teacher should acknowledge every response respectfully and avoid demanding that 

children conceal or change their feelings. If a child does not wish to talk about their emotional 

state, their decision should also be respected. 

This game helps develop self-awareness, the ability to express emotional states, and respect for 

other people's feelings. Using it regularly at the beginning of a session can also help teachers 

understand the overall emotional climate within the group. 

 

The “If I Were in Their Place...” Game 

The aim of this game is to develop empathy, the ability to understand another person's 

perspective, and the capacity to evaluate situations from different points of view. The teacher 

presents children with simple scenarios drawn from everyday life. 

For example, a new child joins the group but has not yet made any friends. Alternatively, a 

structure built by one child is accidentally knocked down. Participants are asked to consider 

what the character might be feeling in each situation and how they could offer help. 

After the children share their ideas, the teacher helps them compare their responses and 

understand that people may experience different emotions in the same situation. For instance, 

a newly arrived child may feel shy, nervous, or happy about meeting others. 

Through this game, participants learn to recognize other people's emotional states, express 

empathy, and suggest ways of offering support. Its key purpose is not to find a single correct 

answer but to encourage children to understand different perspectives. 

 

The “Theater of Emotions” Game 

“Theater of Emotions” is a role-playing and creative activity designed to develop children's 

emotional expression, their ability to interpret facial expressions and gestures, and their verbal 

communication skills. 

The teacher presents participants with scenarios involving different emotional states, such as 

meeting a long-awaited friend, discovering something new, or encountering difficulties while 

completing a task. Children express the character's emotional state through facial expressions, 

gestures, and speech. 

In the next stage, participants are asked why the character might be experiencing a particular 

emotion and what actions could help improve the situation. This process helps children 

recognize emotions through external cues and understand their possible causes. 



IB
M

S
C

R
 |

 V
o

lu
m

e
 2

, I
ss

u
e

 8
, A

u
g

u
st

 
N

E
X

T
 S

C
IE

N
T

IS
T

S
 C

O
N

F
E

R
E

N
C

E
S

  

 

83 

INTERNATIONAL CONFERENCE ON MULTIDISCIPLINARY ADVANCES IN 
RESEARCH, INNOVATION AND TECHNOLOGY 

 
Published Date: - 30-10-2026 Page No: - 79-85 

However, teachers should bear in mind that the outward expression of emotions does not 

always fully reflect a person's internal state. Therefore, rather than drawing definitive 

conclusions about a character's feelings, it is more appropriate to discuss several possible 

interpretations. 

 

The “Let's Solve the Problem Together” Game 

This game aims to develop children's cooperation, negotiation, respectful self-expression, and 

ability to resolve conflicts peacefully. 

The teacher presents participants with a problem that requires a collective solution. For 

example, several children may want to use the same toy, or members of a group may need to 

divide responsibilities for a shared project. Children suggest different ways to solve the 

problem and attempt to reach a mutual agreement. 

Throughout the activity, the teacher supports children in listening to one another, comparing 

suggestions, taking turns, and considering the interests of others. If a disagreement arises, 

children should be involved in finding a solution rather than having the issue immediately 

resolved through a predetermined decision by an adult. 

This game makes it possible to develop emotional self-regulation and social relationship skills 

in an integrated manner. Its primary criterion for success is not simply whether the task is 

completed, but also how effectively participants cooperate throughout the process. 

 

The “Ways to Calm Down” Game 

The purpose of this game is to teach children to select simple and safe strategies for helping 

themselves when experiencing excitement, disappointment, or frustration. 

The teacher discusses different situations with the children, such as facing a difficult task, 

waiting for a turn during a game, or failing to achieve an expected outcome. For each situation, 

the children suggest possible responses. These may include taking a short break, breathing 

slowly, talking to a trusted adult, asking for help, or reconsidering the situation. 

The suggested strategies are practiced together with the children. The teacher emphasizes that 

each child may choose the approach that works best for them. Children are also helped to 

understand that regulating emotions does not always happen immediately and that seeking 

support from others is a natural and appropriate response when needed. 

The game helps children recognize their emotional states, become familiar with self-regulation 

strategies, and develop the ability to ask for help when necessary. 

The effective use of games aimed at developing emotional intelligence depends on their content 

and the conditions under which they are organized. First and foremost, it is essential to create 

a psychologically safe and supportive environment for children. Participants' emotions should 

not be ridiculed, their responses should not be compared with those of others, and they should 

never be forced to disclose their personal emotional experiences. 

The second important condition is the suitability of games for children's developmental stages. 

For preschool children, it is advisable to use pictures, puppets, movement-based activities, and 

simple storylines. For school-age children, teachers can make greater use of problem-solving 

situations, group discussions, and role-playing scenarios. 

The third condition is the organization of post-game reflection. After the activity, the teacher 

should give children opportunities to express what they felt, identify which situations they 
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found difficult, explain what they learned from other participants' perspectives, and consider 

how they might respond in similar situations in the future. Such discussions help connect the 

experiences gained through play with everyday life. 

The fourth condition is the consistency and systematic implementation of games. A single 

session may help children become familiar with emotional concepts, but regular practice in 

different situations is necessary to reinforce these skills. Furthermore, consistent and 

respectful attitudes toward children's emotions among teachers and parents help strengthen 

the developmental environment. 

The analysis indicates that games designed to develop emotional intelligence can fulfill several 

pedagogical functions simultaneously. First, they help children identify and distinguish 

between emotions. Second, they encourage children to understand the causes of their 

emotional experiences. Third, they create practical opportunities to consider other people's 

perspectives, cooperate with others, and resolve disagreements in social situations. 

The developmental potential of these games varies according to their content. For example, 

games focused on emotion recognition support the development of emotional vocabulary and 

self-awareness, whereas role-playing games help children model social situations and imagine 

the experiences of other people. Group games based on problem-solving scenarios, in turn, 

provide opportunities to practice communication, negotiation, and self-regulation skills. 

At the same time, play does not automatically guarantee the development of emotional 

intelligence. If participants' emotional states are disregarded, children are punished for losing, 

or they are compared with one another in negative ways, achieving the intended developmental 

goals becomes more difficult. Therefore, the teacher's guiding role, post-game discussion, and 

consideration of each child's individual needs are essential. 

Observable indicators can be used to evaluate the effectiveness of these games, including 

children's ability to name emotions, explain their emotional states, listen to others, ask for help, 

and use different strategies to resolve disagreements. Such assessment should focus not on 

comparing children with one another but on identifying each participant's individual 

developmental progress. 

This approach demonstrates the need to integrate the development of emotional intelligence 

into everyday educational activities, peer interactions, and group work rather than limiting it 

to separate sessions. 

 

Conclusion 

Games designed to develop emotional intelligence are important pedagogical tools that support 

children's emotional and social development. Their developmental value is reflected in 

children's ability to recognize their own emotions, express them verbally, seek to understand 

other people's feelings, and select appropriate behavioral responses in different situations. 

Games focused on recognizing emotions, expressing moods, acting out role-playing scenarios, 

solving problems collaboratively, and practicing calming strategies provide opportunities to 

develop various components of emotional intelligence. Their developmental potential can be 

further enhanced when the activities are adapted to children's age-related and individual 

characteristics and when mutual respect and psychological safety are maintained throughout 

the play process. 



IB
M

S
C

R
 |

 V
o

lu
m

e
 2

, I
ss

u
e

 8
, A

u
g

u
st

 
N

E
X

T
 S

C
IE

N
T

IS
T

S
 C

O
N

F
E

R
E

N
C

E
S

  

 

85 

INTERNATIONAL CONFERENCE ON MULTIDISCIPLINARY ADVANCES IN 
RESEARCH, INNOVATION AND TECHNOLOGY 

 
Published Date: - 30-10-2026 Page No: - 79-85 

In pedagogical practice, it is important to use these games regularly, organize reflective 

discussions after the activities, and connect children's emotional experiences with everyday 

life. The primary objective of efforts to develop emotional intelligence is not to prevent children 

from expressing particular emotions, but to teach them to recognize their emotional 

experiences, express them safely, and establish relationships with others based on mutual 

respect. 

Thus, the purposeful and systematic use of play-based technologies creates theoretical and 

practical opportunities to foster emotional literacy, strengthen a collaborative environment, 

and support children's social adjustment within the educational process. 
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