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Systematic review (27 studies): board-game programs improved knowledge, interpersonal
interaction, and motivation—core enablers for SEL.
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Cooperative and competitive games both elicited prosocial behaviors; cooperative games
were enjoyed more—useful for climate-building and inclusion.
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Across 2011-2024 studies, board games supported emotion talk, reduced problem
behaviors, and enhanced prosociality (emotion regulation/social awareness).
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RCT of EC-targeted board games: positive play experiences; links between emotional
competences and lower perceived task difficulty—feasible SEL design.
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Cluster-RCT during school time: modern board-game sessions improved cognitive flexibility
and boosted some academic skills—SEL self-management/decision-making.
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Quadruple-blind RCT with at-risk children: targeted modern board/card games improved
executive functions (inhibition, updating, flexibility) underpinning SEL.
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Repeated-measures study in inclusive classrooms: board-game play significantly increased
social communication during intervention—scaffold for Relationship Skills.

Carceral & Community Justice Settings (SEL, wellbeing, re-entry)
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In-prison classroom board game (“Previna”) produced significant knowledge gains retained
at follow-up—supports decision-making/self-management.
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Methodological paper validating the “Previna” board game for incarcerated
women—feasibility and pedagogical value in secure settings.
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A scoping review protocol. PLOS ONE, 19(2), e0298728.
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Protocol mapping board-game interventions for life skills/well-being in prisons—useful
framework for program design and evaluation.
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competencies of young adults in probation: A one-sample trial. BMC Psychology, 12, 797.
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Probation-site program grounded in CASEL: structured group games improved
social-emotional competencies and mental wellbeing.
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game (TTRPG) as psychological intervention: Potential benefits and future directions.
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Across clinical/educational contexts, TTRPGs support empathy, communication, and
coping—transferable SEL mechanisms for low-cost, discussion-driven groups.
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Case study of Italy’s “Giocare Dentro” program: tabletop play facilitated communication,
conflict management, and personal agency within carceral constraints.
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