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Material and method

Sample
N=177 children
(3 excluded; Experimental group: 95, Control group: 79)
Age range: 8-12 years old
No significant differences between groups in age, gender, socio-
economic status, or EC (emotion recognition, emotion
differentiation, reappraisal).
Measures
§ Emotion Recognition test: Geneva Emotion Recognition Test-

Short (GERT-S1).
§ Emotion Differentiation subscale: Emotion Awareness

Questionnaire (EAQ2).
§ Reappraisal subscale: Emotion Regulation Questionnaire

(ERQ3).
§ Perceived game experience (i.e., positive and negative

affect, flow/immersion, difficulty, effort): board game
experience questionnaire adapted from the Game Experience
Questionnaire (GEQ4).

Board Game Sessions

Results

Conclusions

Game Session 1 Game Session 2 Game Session 3
Recognition Game

vs.
MimtooTM

Differentiation Game
vs.

CodenamesTM

Reappraisal Game
vs.

Once Upon A 
TimeTM

Recognition Game 
vs. MimtooTM

Differentiation Game 
vs. CodenamesTM

Reappraisal Game vs. 
Once Upon A TimeTM

Po
sit

ive
 A

ffe
ct

Flo
w,

 Im
m

er
sio

n
Ne

ga
tiv

e 
Af

fe
ct

Di
ffi

cu
lty

Ef
fo

rt

Po
sit

ive
 A

ffe
ct

Flo
w,

 Im
m

er
sio

n
Ne

ga
tiv

e 
Af

fe
ct

Di
ffi

cu
lty

Ef
fo

rt

Po
sit

ive
 A

ffe
ct

Flo
w,

 Im
m

er
sio

n
Ne

ga
tiv

e 
Af

fe
ct

Di
ffi

cu
lty

Ef
fo

rt

Game Experience. No significant differences between EC board
games vs. off-the-shelf board games:

EC predict perceived game experience (difficulty and effort)
in two of the board games (separate linear regressions):
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The current findings suggest that:
§ Two EC games succeeded to challenge the intended EC.
§ Children’s EC level accounts for their game experience, in

particular for the perceived difficulty and effort during play.
The Recognition and Differentiation Games have demonstrated
their potential to be used as ludic tools for assessing and
training EC.
Future research should examine the effect of playing the EC
games in interventional designs aiming at improving EC.

Board games represent a particular type of play with the
potential to train and promote the development of emotional
competences (EC).
The study aimed at designing and testing three theory-driven
board games for children. Each board game focused on one of
the following EC: emotion recognition, emotion differentiation,
and emotion regulation (here referred to as reappraisal).
We have investigated:
1) Players’ game experience during EC vs. off-the-shelf games.
2) The association between children’s EC and the perceived

game experience during play.

After each session: Board Game Experience Questionnaire
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