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Abstract

In the wake of the global pandemic that disrupted all aspects of life—including edu-
cation—significant changes have reshaped teaching and learning practices. The crisis 
acted as a catalyst for rapid digital adaptation among instructors, administrators, and 
learners; consequently, many adopted Information and communication technologies

(ICT) tools out of necessity, even those who were previously hesitant due to tradi-
tional pedagogical norms or skepticism about technology’s value. This shift was espe-
cially notable in higher and vocational education, and it has led to changes that now 
appear largely irreversible.

ICT tools have proven effective for knowledge- and fact-based learning; however, 
a critical challenge has emerged: the increasing reliance on digital technologies risks 
limiting the development of interpersonal and emotional intelligence (EI) competen-
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cies. These soft skills are indispensable in law enforcement, where professionals must 
navigate high-pressure and emotionally charged contexts, yet they remain underrepre-
sented in existing curricula.

The aim of this study is to examine how gamified ICT tools can be integrated into 
vocational education and training (VET) to enhance the emotional intelligence and 
communication skills of law enforcement students. To achieve this aim, the research 
pursued the following objectives: (1) to analyse theoretical foundations of EI and its 
relevance to law enforcement; (2) to explore gamification as a pedagogical strategy for 
EI development; (3) to assess VET students’ perceptions and experiences with gamified 
ICT environments; and (4) to provide recommendations for incorporating gamification 
into training curricula.

The KA220-VET Pol-Com project was launched to address this gap by designing a 
digital platform with gamified tools aimed at fostering EI and communication compe-
tencies. The project unfolded in several phases: identification of EI as an underexplored 
domain (Q1 2024), trainer feedback confirming its importance (Q2 2024), and student 
feedback from higher education (Q4 2024) and VET cohorts (Q1–Q2 2025). This paper 
presents the findings from VET students, offering insights into how ICT-based gami-
fied tools can support the development of emotional and social skills in law enforce-
ment education.
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Introduction
In an era marked by rapid technological advancement and unprecedented 

global challenges, the intersection of digital innovation and emotional intel-
ligence education has, therefore, emerged as a critical frontier for enhancing 
professional competencies. Moreover, as educational paradigms shift towards 
immersive and interactive methodologies, the integration of gamified ICT tools 
offers transformative potential for cultivating nuanced emotional and social 
skills, which are essential for effective performance in high-stakes environments.

In recent years, global education systems have undergone profound trans-
formations; notably, many of these changes have been accelerated by the 
COVID-19 pandemic. As Dhawan (2020) highlights, “The COVID-19 pandemic 
has created an unprecedented challenge for education systems worldwide, 
accelerating the adoption of online learning and ICT tools at a scale and speed 
never seen before” (p. 5). Consequently, this rapid shift compelled educators 
across various fields to adopt and integrate information and communication 
technology (ICT) tools, both to ensure continuity of instruction and to main-
tain student engagement in largely remote learning environments.

While these technological tools have demonstrated effectiveness in sup-
porting cognitive and knowledge-based learning, important questions never-
theless remain about their capacity to foster the development of soft skills—
such as emotional intelligence (EI)—which are crucial for holistic personal 
and professional growth. Recent scholarship underscores this unresolved gap 
particularly starkly. Gutierrez, Rojas-Barahona, and Hernández (2025) argue 
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that “most current systems focus exclusively on static cognitive adaptation or 
incorporate superficial emotional responses, without dynamically modifying 
pedagogical strategies in response to detected emotional states.” This observa-
tion highlights that, despite advances in digital education, many ICT-based 
solutions continue to lack the emotional attunement and adaptive pedagogical 
design essential for developing competencies such as EI.

Accordingly, the challenge for contemporary educators is not only to lever-
age ICT for cognitive knowledge transfer but also to harness its potential to 
strengthen intrapersonal and interpersonal skills. It is precisely this challenge 
that frames the central concern of the present study.

Problem of the Research. Emotional intelligence (EI) is widely recognised 
as a critical determinant of professional effectiveness and organisational resil-
ience in high-pressure contexts such as law enforcement (Goleman, 1995; 
Mayer et al., 2016). In fact, empirical research demonstrates that EI supports 
stress management, adaptive decision-making, and effective interpersonal 
communication (Salovey & Grewal, 2005; Petrides et al., 2016). However, 
despite this well-documented importance, vocational education and training 
(VET) programmes have historically afforded limited attention to the deliber-
ate and systematic development of EI competencies. Instead, current curricula 
predominantly emphasise cognitive and technical skills, while intrapersonal 
and interpersonal capabilities remain underdeveloped.

Furthermore, the integration of innovative, technology-enhanced 
approaches to EI training within formal law enforcement education remains 
scarce. On the one hand, digital tools and gamification have been shown to 
enhance learner engagement, motivation, and immersive learning experiences 
(Deterding et al., 2011; Hamari et al., 2019). On the other hand, empirically 
validated gamified solutions specifically designed to address the unique emo-
tional, social, and professional requirements of future law enforcement officers 
are still notably lacking. Taken together, this gap highlights the pressing need 
for evidence-based, ICT-driven pedagogical frameworks that can effectively 
facilitate EI development within VET contexts, thereby aligning both academic 
and professional imperatives.

Aim and Objectives of the Study. The aim of this study is, therefore, to inves-
tigate how gamified ICT tools can be effectively integrated into VET programmes 
in order to foster the development of emotional intelligence and communication 
skills among law enforcement students. To achieve this, the research will:

•	 Analyse the theoretical foundations of emotional intelligence and its rel-
evance to law enforcement education;

•	 Explore the role of gamification as a pedagogical strategy for promoting 
emotional and social skill development;

•	 Evaluate the perceptions and experiences of VET students (in law enforce-
ment, pre-service) regarding IT-based gamified learning environments 
focused on EI;

•	 Provide recommendations for incorporating gamification into law enforce-
ment training curricula to support EI development.
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Research Context. Emotional intelligence encompasses vital intraper-
sonal and interpersonal competencies, such as self-awareness, empathy, and 
emotional regulation, which are indispensable for professionals operating in 
stressful and emotionally charged environments (Goleman, 1995). Specifically, 
law enforcement officers must develop resilience and adaptive communica-
tion skills in order to manage complex real-world interactions (Andersen & 
Papazoglou, 2015).

In response to this challenge, the KA220-VET project was initiated to 
address the identified gap in vocational training by creating a gamified educa-
tional platform tailored to enhance EI and communication skills. Gamification, 
which can be defined as the application of game-design elements in non-game 
contexts, has already shown promise in increasing learner engagement and 
motivation (Deterding et al., 2011). Moreover, it offers immersive experiences 
that simulate social interactions conducive to EI growth.

Accordingly, through empirical data collection with VET students in Lith-
uania, this study seeks to contribute to the growing body of knowledge on 
digital innovation in vocational education. Therefore, the central research 
question guiding this inquiry is as follows: how, and to what extent, can 
ICT-based gamification support the development of emotional intelligence 
competencies in law enforcement education from the perspective of VET 
students?

Integrating Emotional Intelligence Techniques with ICT

Over the past two decades, gamification through ICT has become a promi-
nent subject within academic discussions, primarily due to the vast potential 
unlocked by technological advances. This trend is understandable, consider-
ing the expansive opportunities ICT has offered for enhancing educational 
practices. Nevertheless, it is crucial to emphasise that while digital gamifica-
tion has only recently become widely accessible and cost-effective, the use of 
games as educational instruments has a much longer history. As Teresevičienė 
et al. (2006) note, thinkers and pedagogical theorists from Ancient Rome and 
Greece already advocated for educational activities that were both motivating 
and aligned with children’s developmental needs. Later, during the Renais-
sance and Enlightenment, figures such as Comenius in the 17th century and 
Pestalozzi in the 18th century further emphasised developmentally appro-
priate education, promoting the use of illustrated textbooks and practical 
exercises.

Importantly, the feasibility of implementing these pedagogical ideas has 
always been closely tied to available technologies. For example, the invention 
of the printing press in the 15th century revolutionised education by enabling 
the mass production of books, thereby lowering costs and facilitating wide-
spread access to learning materials (Teresevičienė et al., 2006). Fast forward 
five centuries, and digital technologies have expanded these opportunities 
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exponentially. Yet, as contemporary educators integrate ICT into teaching, 
they often overlook the privilege of having such abundant resources at their 
disposal.

Today, gamification can be applied in diverse ways—from simple elements 
embedded in lessons to complex, team-based games designed for specific 
learning purposes (Deterding et al., 2011). Over the last twenty years, research 
has consistently demonstrated gamification’s effectiveness in education. For 
instance, Houtari and Hamari (2012) defined gamification as “the process 
by which certain activities gain the same attractiveness as games” (p. 10), 
while Hamari et al. (2014) highlighted its three key components: motivational 
affordances, psychological outcomes, and behavioural effects. Taken together, 
these factors foster motivation through positive emotional experiences, ulti-
mately leading to sustained desirable behaviors.

When applied to law enforcement education, gamification has been ana-
lysed primarily in terms of its motivational impact and learning outcomes. 
For example, Gehring and Marshall (2023) found that gamification elements 
in criminal law studies enhanced student motivation, producing effects com-
parable to popular video games among youth. Similarly, Fantazir and Bartley 
(2021), who used Classcraft—a role-play-based video game—in a criminal jus-
tice course, reported improvements in teamwork, motivation, and problem-
solving. Moreover, Bernardes, Amorim, and Moreira (2022) advocate for the 
use of educative games in in-service training, including in law enforcement, 
noting positive effects on knowledge retention. While these studies collec-
tively highlight promising outcomes, it is worth noting that structured, large-
scale research in this field remains limited.

Beyond law enforcement, gamification has been systematically applied to 
develop a range of competencies. For example, it has been used to improve 
writing (Bharamgoudar, 2018), problem-solving (Černikovaite, 2023), and 
creativity (Kalinauskas, 2014). Empirical findings consistently report that 
gamified approaches not only increase student motivation but also enhance 
personalised learning (Zeybek & Saygı, 2024). For instance, Smiderle et al. 
(2020) observed that gamification particularly benefits students who might 
otherwise hesitate to participate, as it provides a supportive and engaging 
environment.

Within the scope of this paper, however, the focus shifts to the question 
of whether IT-based gamification can effectively support the development of 
emotional intelligence (EI) among future law enforcement officers. While pre-
vious studies (Ares et al., 2018; Jun & Lim, 2018) show that gamification has 
proven highly effective in STEM education, its applicability in social sciences 
and professional training—especially in law enforcement—requires further 
exploration. At the same time, researchers warn against superficial or “rhe-
torical” gamification, which may fail to deliver meaningful outcomes or even 
backfire (Landers, 2019). Therefore, as Hassan et al. (2021) stress, gamification 
must be carefully integrated by skilled educators who are mindful of diverse 
learning styles and pedagogical strategies.
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Turning to emotional intelligence itself, the concept has a rich philosophical 
and psychological foundation. From Plato’s reflections on reason and emo-
tion to modern theories of intelligence (Naudužienė, 2023), scholars have long 
debated the interplay of cognition and emotion. The 20th century marked sig-
nificant progress, with Terman focusing on cognitive intelligence, Thorndike 
(1920) introducing the notion of social intelligence, and Guilford (1967) expand-
ing the idea of intelligence as a multifaceted construct. Nevertheless, the rec-
ognition of emotional and social components gained prominence only later.

The formal concept of EI emerged in the 1960s (Davitz, 1976) and gained 
global attention with Goleman’s seminal work in 1995. Goleman (1998) defined 
EI as a cluster of competencies essential for leadership, including self-motiva-
tion, impulse control, mood regulation, and empathy. He later expanded this 
framework to include 25 competencies such as political awareness and achieve-
ment drive. Since then, three dominant models have shaped EI research: Mayer 
and Salovey’s (1997) ability model, Bar-On’s (1997) mixed model, and Petrides 
et al.’s (2018) trait model.

Each of these models conceptualies EI differently. Bar-On (2006) framed 
it as a collection of non-cognitive skills—such as stress management, adapt-
ability, and interpersonal competence—that predict life success more reliably 
than traditional IQ. Mayer and Salovey (1997), meanwhile, described EI as a 
hierarchy of four abilities: perceiving, facilitating, understanding, and manag-
ing emotions. Petrides et al. (2018) further highlighted the link between strong 
EI and positive psychological, academic, and relational outcomes.

These theoretical insights are particularly relevant for law enforcement, 
where officers frequently face high-stress and emotionally charged situations. 
Black (2022) emphasises that EI is not innate but can be cultivated through 
targeted training. Indeed, skills such as self-regulation are fundamental for 
de-escalation, as they allow officers to control their emotions and replace 
impulsive reactions with rational judgment. Therefore, enhancing emotional 
intelligence and communication skills has the potential to make officers more 
resilient, better communicators, and ultimately more effective in managing 
conflict and building positive community relations.

The Study Design and Results
To empirically explore these propositions, the research was structured as a 

three-phase study. Phase 3 itself was divided into two parts: part A focused on 
gathering baseline data regarding students’ general learning experiences and 
attitudes toward gamified ICT tools, while part B examined how these tools 
intersect with the development of emotional intelligence (EI). Specifically, the 
present paper concentrates on part B of phase 3, which was conducted during 
the spring semester of 2025. In this phase, the focus is on investigating how 
theoretical EI concepts manifest in the actual educational experiences of VET 
students preparing for careers in law enforcement.
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Methodology
Study Design and Implementation: An empirically grounded, multi-phase 

investigative study was systematically designed and implemented with the 
aim of eliciting complex and contextually rich feedback regarding whether—
and in what specific modalities—information technology (IT)-based gamifi-
cation could serve as an effective pedagogical strategy for enhancing emo-
tional intelligence (EI) competencies. Moreover, this longitudinal research 
unfolded across several iterative phases during the academic years 2024 
and 2025, thereby ensuring both temporal depth and methodological rigour. 
Importantly, the present manuscript focuses specifically on the third phase 
(Part B), which sought to investigate how theoretical EI concepts are reflected 
in real educational experiences. Thus, this phase provides the most practice-
oriented insights into the applicability of gamification in law enforcement 
education.

The participants were pre-service Vocational Education and Training 
(VET) students specialising in law enforcement, all of whom were enrolled in 
full-time study programmes across Lithuania. In order to operationalise the 
research objectives, students were invited to engage with selected curriculum 
components, which included gamification methodologies, interactive audio-
visual learning modules, and self-assessment quizzes. Collectively, these activ-
ities accounted for approximately two European Credit Transfer and Accumu-
lation System (ECTS) credits, thereby representing a substantial though not 
overwhelming component of their study load. In addition, participants were 
instructed to prepare detailed written reflections on the potential of these cur-
ricular elements to foster EI-related skills. At the same time, they were encour-
aged to provide constructive recommendations for improving both peda-
gogical strategies and structural design. Consequently, the dual emphasis on 
reflection and recommendations not only supported critical thinking but also 
generated practically relevant feedback.

Procedure: To ensure ecological validity, curriculum components were 
integrated directly into the “Police Tactics” course at the Lithuanian Police 
School, a nationally recognised VET institution. Within this authentic train-
ing environment, students interacted with gamification exemplars, explored 
interactive video content, and completed self-administered diagnostic quizzes. 
Following this experiential engagement, a dedicated reflection session was 
organised to facilitate analytical discussion. Furthermore, students were delib-
erately organised into 17 collaborative groups ranging from three to eleven 
members, a structure specifically chosen to foster open dialogue. Importantly, 
the group format also created a psychologically safe and anonymous environ-
ment, thereby encouraging participants to express their views honestly and 
without fear of reprisal. In other words, the procedure was carefully designed 
to balance experiential engagement with reflective depth.

Data Collection and Analysis: Building on the structured procedure, a 
comprehensive qualitative content analysis was conducted on both the writ-
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ten reflections and the recorded outcomes of group discussions. Crucially, the 
reported numerical data should be interpreted as representing distinct the-
matic categories or evaluative perspectives, rather than individual respondent 
counts. This is because groups frequently contributed multiple—and occasion-
ally divergent—insights within a single submission. Consequently, the analy-
sis aimed less at quantifying opinions and more at capturing the richness and 
complexity of students’ perspectives.

Respondent Characteristics: Altogether, the study cohort comprised 92 pre-
service VET students, including 48 females and 44 males, with ages ranging 
from 19 to 45 years. The majority of participants were between 19 and 22 years 
old; however, the presence of older students added valuable diversity to the 
dataset, thereby broadening the scope of perspectives considered. Thus, the 
sample reflects both the typical demographic profile of VET programmes and 
the additional insights contributed by non-traditional students.

Study Limitations: At the same time, it is essential to acknowledge the 
limitations inherent in the research design. Recognising the subjective and 
interpretive nature of qualitative inquiry, multiple safeguards were imple-
mented to mitigate potential biases. For instance, anonymity was maintained 
throughout data collection in order to encourage honest and uninhibited 
feedback. Moreover, although the relatively robust sample size strengthens 
the credibility and transferability of the findings, it must be emphasised that 
thematic counts were shaped by the multiplicity of perspectives emerging 
within individual groups. Consequently, the data should be read as reflec-
tive of group-level dynamics rather than as precise individual-level tallies. 
Nevertheless, these limitations do not diminish the value of the findings; 
rather, they highlight the interpretive depth and contextual sensitivity that 
qualitative research can bring to emerging fields such as gamified EI devel-
opment in law enforcement training.

The preponderance of student participants were within the age range of 19 
to 22 years; nevertheless, a subset of respondents were appreciably older, con-
tributing to a broader age distribution within the cohort. The calculated mean 
ages for the sample were 22.1 years for female participants and 22.3 years for 
male participants, respectively.

Results: All students—as substantiated by the cumulative content of the 
written reflections provided by all 17 small groups—expressed consensus 
regarding the perceived value and applicability of the curriculum compo-
nents, which encompassed illustrative examples of gamification, interac-
tive audiovisual content, and self-directed assessment tools. These elements 
were consistently recognised as beneficial for cultivating competencies asso-
ciated with emotional intelligence, particularly those relevant to the stu-
dents’ anticipated professional functions within the field of law enforcement  
(refer to Fig. 1).
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Figure 1.
VET students on whether the curriculum for learning the aspects related to emotional 
intelligence in their future profession in law enforcement may be useful (Number of 
small groups)

Among the 17 small groups, the dominant sentiment expressed was unequiv-
ocally positive; furthermore, several groups contributed particularly detailed, 
analytically rich, and contextually grounded reflections, as illustrated in Figure 1.

In addition to indicating their general stance, students were explicitly 
encouraged to articulate the reasoning that informed their affirmative evalua-
tions—namely, to elucidate the specific grounds upon which they judged the 
curriculum to be effective and valuable.

Following a systematic and rigorous content analysis of the collected writ-
ten reflections submitted by all 17 groups, an aggregate of 26 discrete thematic 
categories or evaluative perspectives was identified. These emergent catego-
ries, which encapsulate the diverse dimensions of perceived curriculum use-
fulness, are comprehensively depicted in Figure 2.

Figure 2
VET students in 17 small groups on why the elements of the curriculum may be useful 
(No of categories/ perspectives after Content analysis)
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The comparative analysis of findings derived from higher education (HE) 
students in Part A and vocational education and training (VET) students in 
Part B reveals a number of noteworthy parallels and distinctions. Both HE and 
VET participants acknowledged that gamification elements were particularly 
effective in introducing more practice-oriented learning tasks.

However, the reflections offered by VET students were substantially more 
elaborate, incorporating a broader spectrum of arguments supporting the per-
ceived usefulness of the curriculum. These included categories such as “foster-
ing empathy,” “recognising one’s own emotional states,” and “emotional self-
regulation.” In contrast, HE students frequently emphasised that comparable 
elements had been entirely absent from their existing academic programmes, 
thus rendering any innovative pedagogical tool especially welcome.

This divergence in perspectives may be partially attributed to the disparity 
in sample sizes—with 92 VET students participating in Part B compared to 32 
HE students in Part A—which could have influenced the breadth and depth 
of reflections.

Overall, it was observed that students across both groups demonstrated a 
high level of openness and critical engagement in evaluating their educational 
experiences, as evidenced in Table 1.

Table 1. Students on why the elements of curriculum may be useful in their studies.
Category/perspective (No of 
contributions, allocated to a 
specific category)

Some examples of contributions within a category/perspec-
tive

Is helpful for fostering empa-
thy (9)

<...> especially video materials are useful to recognise what 
a person is going through, for example, what a police officer 
must be going through in a particular situation ...

More effective to  learn to re-
cognise emotions (4)

<...> these tasks are helpful to learn to recognise the emo-
tions of involved parties, because this is important for mana-
ging stressful or conflict situations...

Is helpful for personal/pro-
fessional development (3)

<...> this is important and useful because it helps to get re-
ady for future professional activities better and in a more 
effective way...

More effective to decode real 
situations, involving recogni-
sing emotion, including own 
emotions(3)

<...> materials using different media, not just text or slides, 
help us to see better what we may encounter in real life <...> 
practical help to understand what we may be feeling in some 
stressful situation...  

Is helpful, because it is more 
practical (2)

The tasks and videos are good, because we can do things in 
class, not just listen <...>

Is helpful to learn regulation 
(2)

Police officers work in stressful situations. The materials, ta-
sks are good to learn to manage out own emotions, to stay 
on top of things< ...>

Students also articulated a range of recommendations for enhancing the 
curriculum aimed at developing competencies in emotional intelligence, par-
ticularly within the context of their prospective roles in law enforcement.
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It was emphatically underscored in the reflection of one small group that 
the pedagogical competence of instructors is paramount to the overall effec-
tiveness of the curriculum. For instance, one group commented: “These ele-
ments may ultimately have no impact whatsoever – especially if the instructor lacks 
expertise in specific facets of emotional intelligence, or if the learning tasks are exces-
sively simplistic or monotonous.” Another group observed: “<...> analysing 
actual events, particularly through real-life footage, is significantly more effective 
than merely engaging with artificial, scripted scenarios.” Additionally, one group 
emphasised: “Conversations with active-duty police officers – hearing firsthand how 
they handle complex, emotionally charged situations – is perhaps the most impactful 
learning method available...”

Furthermore, yet another group offered a reflective caveat: “<...> it is unre-
alistic to expect that training will encompass every conceivable situation we might 
face; not everything can be anticipated or practiced in advance...”

The empirical data reveals that all VET student participants (N = 92, across 
17 small groups) expressed a uniformly positive attitude toward the inclusion 
of gamified curriculum elements—such as interactive videos, self-assessment 
quizzes, and other examples of technology-enhanced learning tools – for the 
purpose of fostering emotional intelligence relevant to their future law enforce-
ment careers.

Several key benefits were cited, including the development of empathy and 
the enhancement of emotional self-regulation. The practical applicability of 
gamified learning tasks was also highlighted. Nevertheless, students collec-
tively stressed that authentic, unscripted engagement—particularly through 
interactions with professionals currently in service—was considered more 
impactful and credible than pre-constructed simulations for advancing emo-
tional intelligence competencies.

Conclusions
Drawing upon the empirical evidence presented in this study, it can be con-

cluded that emotional intelligence (EI) constitutes a core dimension of both 
personal development and professional competence, as it underpins psycho-
logical well-being, life satisfaction, and overall mental health. The findings 
reaffirm the theoretical assertion that EI is not merely an ancillary skill but a 
critical determinant of effective professional functioning, particularly in high-
pressure contexts such as law enforcement.

Although games have historically been integrated into educational prac-
tices for centuries, the contemporary emphasis on gamification is primarily 
driven by rapid advancements in information and communication technolo-
gies (ICT). While the authors maintain a critical perspective on the potential 
overemphasis of gamification in modern educational discourse, the study 
acknowledges the enduring pedagogical value of games in enhancing learner 
motivation, engagement, and active participation.
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The empirical findings from Part B, which focused on pre-service VET stu-
dents in law enforcement, indicate a consistently positive orientation towards 
the implemented curricular components—gamified tasks, interactive video 
content, and self-assessment quizzes—designed to foster emotional intelli-
gence. Students reported a range of valuable outcomes, including:

•	 Promotion of empathy, enabling students to better understand and 
respond to the emotional states of others;

•	 Improvement in emotional self-regulation, equipping students to manage 
stress and respond constructively in complex situations;

•	 Enhanced ability to recognise and interpret emotions, both in themselves 
and in others;

•	 Development of professional communication skills and heightened sensi-
tivity to non-verbal cues, which are essential in law enforcement practice.

Despite the generally positive feedback, several critical observations 
emerged. Participants emphasised the pivotal role of instructor competence, 
noting that the effectiveness of the curriculum is contingent upon the expertise, 
facilitation skills, and contextual knowledge of educators. Moreover, students 
highlighted the importance of authentic, unscripted interactions, particularly 
with active-duty practitioners, as being especially effective in fostering realis-
tic and applicable EI competencies.

In summary, the study substantiates the pedagogical potential of ICT-based 
gamification for EI development within vocational education while simulta-
neously emphasising the need to address specific qualitative dimensions of 
instructional design, including:

Educator expertise and facilitation skills, which are crucial for translating 
gamified materials into meaningful learning experiences;

Integration of realistic, experiential learning contexts, which enhance the 
applicability and transferability of EI competencies to professional settings;

Balanced deployment of technology, ensuring that gamification supple-
ments rather than overshadows reflective and practice-based learning. 

These insights will be instrumental in the final development of the cur-
riculum for the KA220-VET Cooperation Partnerships in Vocational Education 
and Training project, which aims to establish an advanced educational plat-
form incorporating gamified tools. This platform is intended to prepare future 
law enforcement professionals and similar practitioners in both communica-
tion and emotional intelligence, ensuring that they are equipped to navigate 
complex interpersonal and professional challenges effectively.

References
Ares, A. M., Bernal, J., Nozal, M. J., Sánchez, F. J., & Bernal, J. (2018, July). Results of the use of 

Kahoot! gamification tool in a course of Chemistry. In 4th International Conference on Higher 
Education Advances (HEAD’18) (pp. 1215–1222). Editorial Universitat Politècnica de València. 
http://dx.doi.org/10.4995/HEAd18.2018.8179



159e-methodology 2025 (12)

Bar-On, R. (1997). BarOn emotional quotient inventory (Vol. 40). Multi-Health Systems.
Bernardes, O., Amorim, V., & Moreira, A. C. (Eds.). (2022). Enablers and barriers of integrating 

game-based learning in professional development programmes: Case study of child witness 
interview simulation in the police sector. In Handbook of research on cross-disciplinary uses of 
gamification in organizations. IGI Global.

Bharamgoudar, R. (2018). Gamification. The Clinical Teacher, 15(3), 268–269. https://doi.
org/10.1111/tct.12787

Black, D. (2022). The role of emotional intelligence in public safety. Cordico. Lexipol Team. 
https://www.lexipol.com/resources/blog/role-of-emotional-intelligence-in-public-safety/

Cernikovaite, M. (2023). Gamification methods for adult learning. In L. Gómez-Chova, G. González-
Martínez, & J. Lees (Eds.), ICERI2023 16th International Conference of Education, Research and 
Innovation (pp. 8261–8269). IATED Academy. https://doi.org/10.21125/iceri.2023.2114

Davitz, J. R., & Beldoch, M. (1976). The communication of emotional meaning. Greenwood Press.
Deterding, S., Dixon, D., Khaled, R., & Nacke, L. (2011, September). From game design ele-

ments to gamefulness: Defining “gamification.” In Proceedings of the 15th International Aca-
demic MindTrek Conference: Envisioning Future Media Environments (pp. 9–15). https://doi.
org/10.1145/2181037.2181040

Fantazir, K., & Bartley, M. (2021). Role-playing gamification technologies with adult learners. 
Imagining SoTL, 1, 3–24. https://doi.org/10.29173/isotl520

Gehring, K. S., & Marshall, E. (2023). Ready Player One: Gamification of a criminal justice course. 
Journal of Criminal Justice Education, 34(4), 573–597.

Goleman, D. (1995). Emotional intelligence: Why it can matter more than IQ. Bantam Books.
Goleman, D. (1998, November–December). What makes a leader? Harvard Business Review. https://

hbr.org/1998/11/what-makes-a-leader
Gutierrez, C., Rojas-Barahona, L. M., & Hernández, C. (2025). The integration of emotional intel-

ligence in conversational educational AI: A critical review. Frontiers in Computer Science, 7, 
1628104. https://doi.org/10.3389/fcomp.2025.1628104

Hamari, J., Koivisto, J., & Sarsa, H. (2014, January). Does gamification work? — A literature review 
of empirical studies on gamification. In 2014 47th Hawaii International Conference on System Sci-
ences (pp. 3025–3034). IEEE. https://doi.org/10.1109/HICSS.2014.377

Hamari, J., Koivisto, J., & Sarsa, H. (2019). Does gamification work? – A literature review of empiri-
cal studies on gamification. Computers in Human Behavior, 71, 59–69. https://doi.org/10.1016/j.
chb.2016.03.030

Hassan, M. A., Habiba, U., Majeed, F., & Shoaib, M. (2021). Adaptive gamification in e-learning 
based on students’ learning styles. Interactive Learning Environments, 29(4), 545–565. https://
doi.org/10.1080/10494820.2019.1623267

Huotari, K., & Hamari, J. (2012, October). Defining gamification: A service marketing perspective. 
In Proceedings of the 16th International Academic MindTrek Conference (pp. 17–22). https://doi.
org/10.1145/2393132.2393137

Jo, J., Jun, H., & Lim, H. (2018). A comparative study on gamification of the flipped classroom in 
engineering education to enhance the effects of learning. Computer Applications in Engineering 
Education, 26(5), 1626–1640. https://doi.org/10.1002/cae.21968

Kalinauskas, M. (2014). Gamification in fostering creativity. In Social transformations in contem-
porary society 2014: International scientific conference for young researchers (pp. 13–14). Mykolas 
Romeris University.

Landers, R. N. (2019). Gamification misunderstood: How badly executed and rhetorical gami-
fication obscures its transformative potential. Journal of Management Inquiry, 28(2), 137–140. 
https://doi.org/10.1177/1056492618803167

Mayer, J. D., & Salovey, P. (1997). Positive psychology in practice. In P. Salovey & D. Sluyter 
(Eds.), Emotional development and emotional intelligence: Implications for educators (pp. 3–31). Basic 
Books.

Mayer, J. D., Caruso, D., Ciarrochi, J., Freedman, J., Gardner, K. J., Hetley, R., Landy, F., 
Michela, J., & Salovey, P. (2012). Emotional intelligence information: Site dedicated to 
communicating scientific information about emotional intelligence, including relevant 
aspects of emotions, cognition, and personality. Emotion Review, 4(4), 363–370. https://doi.
org/10.1177/1754073912451505



160 PROJECTS AND PROFESSIONAL PRACTICE

Mayer, J. D., Salovey, P., & Caruso, D. R. (2016). The ability model of emotional intelligence: Prin-
ciples and updates. Emotion Review, 8(4), 290–300. https://doi.org/10.1177/1754073916639667

Nauduziene, G. (2023). Emocinio intelekto plėtojimas praktikuojant dėmesingą įsisąmoninimą (Doctoral 
dissertation, Mykolas Romeris University).

Petrides, K. V., Pérez-González, J. C., & Furnham, A. (2016). On the criterion and incremental 
validity of trait emotional intelligence. Journal of Personality and Individual Differences, 99, 12–16. 
https://doi.org/10.1016/j.paid.2016.04.079

Petrides, K. V., Sanchez-Ruiz, M. J., Siegling, A. B., Saklofske, D. H., & Mavroveli, S. (2018). Emo-
tional intelligence as personality: Measurement and role of trait emotional intelligence in edu-
cational contexts. In Emotional intelligence in education: Integrating research with practice (pp. 
49–81). Springer. https://doi.org/10.1007/978-3-319-17879-2_3

Salovey, P., & Grewal, D. (2005). The science of emotional intelligence. Current Directions in Psycho-
logical Science, 14(6), 281–285. https://doi.org/10.1111/j.0963-7214.2005.00381.x

Smiderle, R., Rigo, S. J., Marques, L. B., Peçanha de Miranda Coelho, J. A., & Jaques, P. A. (2020). The 
impact of gamification on students’ learning, engagement and behavior based on their person-
ality traits. Smart Learning Environments, 7(1), 3. https://doi.org/10.1186/s40561-020-00117-8

Tereseviciene, M., Gedviliene, G., & Zuzeviciute, V. (2006). Andragogika. Kaunas: VMU.
The report on the research of learning needs of law-enforcement officers. (2024). KA220-VET - 

Cooperation partnerships in vocational education and training project: A developmental and 
educational platform and gamified tools for training police officers and similar professionals, 
with respect to communications. https://misehero.cz/pc/

Zeybek, N., & Saygı, E. (2024). Gamification in education: Why, where, when, and how? — A sys-
tematic review. Games and Culture, 19(2), 237–264. https://doi.org/10.1177/15554120221084248

Zuzeviciute, V., & Nauduziene, G. (2021). Emotional intelligence in the era of Covid: Lessons 
to consider. In Соціальні інновації в контексті реформаційних змін: зб. матеріалів Міжнар. 
наук.-практ. конф. (pp. 36–40). Chernihiv Polytechnic. https://repository.mruni.eu/
handle/007/18078

Zuzeviciute, V., Jatautaite, D., & Butrime, E. (2025). Students on learning emotional intelligence 
techniques via ICT and gamification: Some findings of the POL-COM.


