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Abstract: The information gap between generations due to the development of science and technology
and the separation between generations due to nuclear families are leading to a breakdown in
communication between families, causing various problems. A way to solve problems is through
constant communication between generation members. This can lead to concessions and consideration
from the other party based on understanding through communication, and can reduce the gap caused by
communication breakdown, reducing conflict between generations. It can be reduced. Board games have
been loved since around 3,000 BC as games that anyone can easily learn, are familiar with, and can
accompany communication with others, regardless of whether they are East or West. Board games have
played a variety of roles for purposes such as leisure, strategy simulation, brain development, and play.
In modern times, they are provided as a variety of programs to promote cognitive and social
development in the elderly with dementia, the intellectually disabled, infants, and children. This can be
confirmed through previous research at home and abroad. This study focused on the fact that board
games are mainly used in programs for social and cognitive development by the elderly, who are the
grandparents' generation, and the preschoolers, who are the grandchildren's generation, with the largest
gap between generations among the members of the generation, and it became familiar to the relevant
members. As board games produce positive results in improving cognitive ability and social skills, we
would like to investigate the possibility that they can be used as a communication tool between
generations.

Keywords: Board Games, Cognitive Development, Dementia Prevention, Generation Gap,
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2012 0 4 0 0 0 1 5 2.8
2013 1 4 0 1 0 1 7 3.9
2014 1 4 1 0 0 1 7 3.9
2015 2 8 1 1 0 1 13 7.2
2016 3 3 4 1 0 1 12 6.7
2017 3 11 5 0 1 1 21 11.7
2018 2 8 4 0 1 0 15 8.3
2019 2 6 2 0 1 1 12 6.7
2020 1 8 7 0 0 0 16 8.9
2021 2 6 3 0 1 2 14 7.8
2022 0 2 3 0 1 3 9 5.0
2023 2 10 2 0 0 0 14 7.8
AN) 24 85 36 4 7 24 180 100.0
) 133 472 20.0 22 3.9 133 100.0

42 FYAES WE FE Lo

f
o)
oy
off
0&1‘
M
2

w AT Tk mE dAyede TEAASY. BA2YE Ay, wEd
10430(54.7%) 0.2 7Fd a1, ARSI e 209 (10.5%), <l=AS 19%(10.0%), A 73t
15H0(7.9%), &3t 14H(7.4%), <13 9 (4.7%), AA#3 9 (4.7%), HH3F 0%(0.0%)
TOoR UERTh Shr wopd AT WS aFs Foph fdEAoR w

[e] I~ =
Rl = - T =
UERRT BREAS #d A7 g 1S4 HAHoRE FIPHI IS ¢ 7 Y
B AT wadEd e drEd AL (% 49 2
[ 4] TAAZ] whE Kt 2oF A5
[Table 4] Research Trends in Academic Fields According to Publication Year
AT
A% .
e . A+E] of| <& . sl = e ==
wge | o | oge | QRS e | g | F [ EHES | AN | o
2003 0 0 1 0 0 0 1 0 2 1.1
2004 1 0 1 0 0 0 1 0 3 1.6
2005 0 2 0 0 0 1 0 0 3 1.6
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2012 5 0 0 1 0 0 0 0 6 32
2013 6 1 0 0 0 0 0 0 7 3.7
2014 6 2 0 0 0 0 0 0 8 42
2015 11 1 1 1 2 0 0 0 16 8.4
2016 4 4 2 2 0 0 0 0 12 63
2017 9 2 3 0 3 3 1 0 21 11.1
2018 8 2 0 3 2 2 0 0 17 8.9
2019 7 1 3 0 1 0 1 0 13 6.8
2020 9 1 1 1 4 0 1 0 17 8.9
2021 7 2 3 1 0 1 1 0 15 7.9
2022 5 0 3 0 1 0 0 0 9 47
2023 11 1 0 0 1 1 1 0 15 7.9
AI(N) 104 20 19 9 15 9 14 0 190 100.0
) 54.7 105 10.0 47 7.9 47 74 0.0 100.0
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