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Sociodemographic Of The Sample Under Study, The Dimensions Of The Emotional Com-

petence Profile
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Maria Augusta Romao Da Veiga Branco - Instituto Politécnico de Braganca
Maria José Gomes - Instituto Politécnico de Braganca

Olga Moura Ramos - Hospital Pedro Hispano

Diana Filipa Mendes Machado - Instituto Politécnico de Braganca

Abstract:

Aim: To analyze the relationship between the sociodemographic characteristics of nursing stu-
dents, the dimensions of the Emotional Competence (EC) profile and the overall ec.

Methods: a quantitative, descriptive, cross-sectional and correlational study was developed,
from the application of the Emotional Competence Veiga Scale (ECVS), to a sample of 103 nur-
sing students at an institution in the northeast of portugal. mostly female (n=82; 79.6%), and in
the marital status of single (n=96; 93.2%) and between 19 and 23 years old (n=79; 76.6%). the
data were subjected to statistical analysis using the statistical package for the social sciences®.
Results: It appears that the sample is in the 4th year of the degree (n=55; 53.4%); 3rd year of
degree (n= 35; 34%) and 2nd year of degree (n=13; 12.6%). The average household consists of
three members, including the respondent himself. Regarding the weekly workload, it appears
that only 17 individuals are working students (16.5%) and that, on average, they work 25.6
hours/week. The analysis of these sociodemographic variables and the dimensions of the EC
and the global EC allows to verify that there is no correlation between them.

Conclusions: It is concluded that these variables are not decisive in the EC profile, therefore ce
must be developed through specific training. it is therefore not expectable that any life context
variables can be determinant, alone, in the acquisition of skills in this matter.

Palavras chave: Social Demographic Variables; Emotional Competence; Nursing Students.

Review Quizzes VS. Gamified Review Quizzes: Some Similarities And Differences
Fatima Faya - University of Santiago de Compostela

Abstract:

The introduction of gamification in the classroom since the early 2010s (Deterding et al, 2011)
has been accompanied in the last few years by a plethora of apps and websites that have made
the design and implementation of interactive quizzes easier than ever.

Taking advantage of one these tools, namely Socrative, with two groups of university students
taking similar courses in Education degrees: one of them at Master's level and one of them with
undergraduates in their last year.

In both courses the methodology included different review activities using Socrative to check
contents regularly, following a simple quiz format. A new review quiz was designed, adding ga-
mified elements, such as badges, challenges, and team competitions, among others.

The aims of this piece of research are to check whether there are differences (i) in students’ ove-

33



	CONTENTS
	LECTURES
	Serious Games for Nursing Students: Developing Emotional Competence
	Embedding emotions between science and art: how to reshape illness and health
	PANELS
	Panel “Emotional Education and Health Care Professionals”
	Emotional education for future health practitioners
	Academic burnout as a predictive factor of suicidal risk in nursing students?
	Panel “Outcomes of an Emotional Competence Program”
	Developing an Emotional Intelligence Course for Nursing Students
	Nurses With Emotional Competence Succeed In Activating A Positive Nurse-Patient Care Relationship
	A Report of an Evaluative Focus Group Discussion Intervention with Program Participants
	Panel “Serious Games and Gamification Promoting People Well-Being”
	Gamification for children with dyscalculia
	Physioland - A serious game for rehabilitation of patients with neurological diseases
	POSTERS
	SGECHI-19412
	Development, Application And Validation Of The Lean Cards Game For Production Engineering Students
	SGECHI-20403
	Use of serious games applied to the electrical engineering teaching
	SGECHI-33318
	Clinical Practices – An Unoccultation Of “Everything Is Fine”
	SGECHI-59633
	Emotional Regulation And Competence Among Nursing Students: Exploring The Relationship Between Emotions And Academic Satisfaction
	SGECHI-87345
	Emotional Competence Profile Of Nursing Students In Clinical Practice
	ORAL COMMUNICATIONS
	SGECHI-11093
	Sociodemographic Of The Sample Under Study, The Dimensions Of The Emotional Competence Profile
	SGECHI-12068
	Review Quizzes VS. Gamified Review Quizzes: Some Similarities And Differences
	SGECHI-28449
	Investor’s Profile and the Level of Emotional Competence – is there any relationship?
	SGECHI-40555
	Veiga Emotional Competence Scale Short Version In Italian Language: A Validation Study
	SGECHI-41658
	The Contribution Of Innovative Technology To The Development Of Students' Emotional Competence In Higher Education
	SGECHI-51662
	The Experience Of Playing A Game To Learn About Oneself: A Qualitative Study
	SGECHI-57196
	Developing Of Two Problem-Based Learning Scenarios To Implement Emotional Competencies
	SGECHI-69687
	Expression of Emotions in Musical Visits in a Palliative Care Unit
	SGECHI-70848
	Perfil dos Empresários do Distrito de Bragança e Competência Emocional – estudo correlacional
	SGECHI-71476
	Developing Emotional Competence for Nursing Students through a VR Serious Game
	SGECHI-75130
	The AppyBrain app and its uses
	SGECHI-79726
	Results Of A Public Event On The Emotional Intelligence: An Online Survey
	SGECHI-82125
	The Experience Of Nursing Students In A Virtual Reality Game: A Qualitative Study
	SGECHI-84224
	Relationship Between The Dimensions Of The Emotional Competence Profile And Emotional Competence

