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Abstract: In this paper, we conducted a literature review to explore international related studies of educational board
games from 1993 to 2014, a total of 15. The purpose is to point out the directions of research of educational board
games and to summrize results at current stage. Framework of the analysis are the followings: “psychological

o«

variables”, “participants”, “research methods” and “keywords”. The content analysis was applied in this study, we

found that most studies of educational board games were applied in medical care programs and mainly to quantitative
studies.
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