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Abstract 

This thesis, entitled “The Impact of Board Games on the Development of Social Skills in 

Primary School Students”, aims to investigate how the purposeful use of board games 

influences the development of emotion regulation skills among third-grade students. The 

study was conducted using a design-based research methodology and included problem 

diagnosis, intervention planning, implementation, and evaluation. The results of the initial 

diagnostic phase revealed that students experienced difficulties in identifying emotions, 

verbalizing their emotional states, controlling impulses, and managing emotional reactions 

during interactions with peers. 

Based on the collected data, a series of board game-based interventions was designed and 

implemented. These interventions aimed to develop students’ abilities to recognize and express 

emotions, enhance self-regulation, and promote cooperative behavior. To assess the 

implementation process and effectiveness of the interventions, an evaluation rubric was 

developed in advance and used to systematically monitor students’ progress. 

The post-intervention assessment demonstrated that students significantly improved their 

ability to recognize and name emotions, became more capable of verbalizing their feelings, 

showed better control of emotional reactions in conflict situations, and displayed more 

cooperative behavior when interacting with peers. To ensure the validity of the findings, 

observations were conducted in both formal (classroom) and informal settings, revealing the 

sustainability of the achieved changes and the transfer of acquired skills across different 

contexts. 

The findings of the study confirm that the purposeful and systematic use of board games 

represents an effective educational strategy for supporting the development of students’ 

emotion regulation and social skills. 

 

 


