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social communication during intervention—scaffold for Relationship Skills. 
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In‑prison classroom board game (“Previna”) produced significant knowledge gains retained 
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Methodological paper validating the “Previna” board game for incarcerated 
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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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Probation‑site program grounded in CASEL: structured group games improved 
social‑emotional competencies and mental wellbeing. 
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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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