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Currently, the application of educational games is becoming a hot topic, but the application of educational games in college
English learning is scarcely explored. To explore the integration of educational games into the college English teaching and
learning process, this study adopted a rapid evidence evaluation review (Yu et al. 2020). Since the literature review is an important
approach in qualitative sampling techniques, we have conducted a review to identify and synthesize the literature. It analyzed
high-quality journal articles published internationally and nationally. We found that educational games were effective in en-
hancing students’ college English proficiency and learning attitudes. Meanwhile, playful experiences created by educational games
could decrease cognitive loads in college English learning. ,is research provided some support for further implementation of
educational games in the college English teaching and learning process.

1. Introduction

,e 21st century has witnessed the rapid development of
computer science and network technology, which has given
birth to a new type of popular entertainment: computer
games [1]. In recent years, computer games have developed
rapidly and have formed a new industry [1]. With the rise of
the digital game industry, many games software have been
developed and available on the market. ,ere was “a mad
rush” to integrate educational content into games “in an ad
hoc manner” and video games were used for educational
purposes [2].

Educators have studied how to combine school educa-
tion and games to relax students and make it possible to
acquire the required knowledge and academic skills. ,us,
freeing students from traditional computer games makes
computer games play a positive role in their growth and
positively impact them. Computer games could be applied to
the teaching and learning processes. At the same time,
learning elements could contain the outstanding magic el-
ements of computer games. It is a question worthy of
consideration in the current education strategy [3], which
advocates the transformation from examoriented to quality
education.

,e study mainly focuses on the integration of educa-
tional games into college English teaching and learning
process to improve students’ attitudes and their learning
effectiveness. For further explanation, we mainly explore the
relationship between educational games and college English
teaching from three dimensions: English proficiency,
learners’ attitude, and cognitive loads.,e study explores the
relationships between educational games and college English
proficiency, the connection between educational games and
learners’ attitudes to college English learning, and the
correlation between playful experiences created by educa-
tional games and cognitive loads.

2. Literature Review

Educational games, also called serious games, digital-
learning games, educational video games, or digital edu-
cational games, take educational content as the design theme
and core to enhance learning [4]. As a sort of digital media,
educational games incorporate the content of knowledge
into games and are increasingly popular [5]. More recent
attention has focused on computer games as the optimal tool
for education [6]. A relatively small body of literature is
concerned with the integration of educational games into
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college English teaching and learning process to improve
students’ attitudes and their learning effectiveness, such as
English proficiency, learners’ attitudes, and cognitive
loads [7].

2.1. College English Proficiency. College English learning
proficiency is a comprehensive evaluation and feedback to
assess students’ English abilities. College English proficiency
could be described in numerous dimensions. However,
according to the EF EPI-s (English Proficiency Index for
Schools), a study of the acquisition of English skills by
secondary and tertiary students (https://www.ef.com/ca/epi/
about-epi/proficiency-bands/), there are five proficiency
bands: very high proficiency, high proficiency, moderate
proficiency, low proficiency, and very low proficiency
(https://www.ef.com/ca/epi/about-epi/proficiency-bands/).
Chinese learners have moderate proficiency in English (a
proficiency level merely indicates the “average” person’s
level) (https://www.ef.com/ca/epi/about-epi/proficiency-
bands/). To the author’s knowledge, almost every college
student has learned English at least nine years old, ranging
from elementary school, middle school, and high school
[8–10]. ,e overall national pass rate for CET-4 is about
40%, and the pass rate for the second exam is almost 60%
(What is the pass rate of college English test-4 [11], and its
embarrassing results?). Existing studies present the impact
of educational games on college English proficiency. As a
methodological solution, educational games could promote
personalized English learning, especially in CET-4 vocab-
ulary mastery [6, 12]. Improving English scores and profi-
ciency is more accessible through gamified instruction than
through the traditional teaching method [6]. Educational
games could bring students magical English learning ex-
periences, making English listening, speaking, and grammar
courses readily accepted.

Educational games could help achieve learning goals,
develop English reading skills, and improve language pro-
ficiency [13]. Some studies claim that serious games could
significantly impact students’ English level and proficiency (
e.g., [14] video games could impact learning effects in
contrast with no educational game teaching [15] and are
precious learning methods for learning English idioms [16]).
Educational games provided an excellent platform to show
English level in language pragmatics [17] and linguistic
competencies [18].

However, some studies showed educational games had
an insufficiently significant effect on English learning pro-
ficiency. It could be estimated that there is no consensus on
the utility of educational games in college English learning.
Under certain circumstances (suppose there is little in-
structional support or an inappropriate choice of educa-
tional games in the English language), the educational
games’ effects could be significantly reduced [19]. In addi-
tion, some authors addressed that learning needs joyfulness,
whether there are learning outcomes or not [20].

Taken together, previous studies provided essential in-
sights into educational games used to support learners’
college English proficiency. Educational games could

promote students’ language learning proficiency overall and
positively affect English learning [3, 21]. ,ese statements
have to be further demonstrated in educational contexts.
,us, we have raised the following research question:

RQ1: Can educational games positively impact college
English proficiency?

2.2. Attitude and Acceptance in College English Learning.
Learners’ attitude and acceptance are other essential factors
that influence the efficiency of game-based learning, which
shapes the game-based learning model and influences their
self-awareness, acceptance degree of technology, and
learning [22]. Gamification experiences correlated with
learners’ attitudes in a case study of English vocabulary
learning [23]. Educational games influence learners’ atti-
tudes, promote self-awareness and self-regulated learning,
which intrinsically motivates learners compared to tradi-
tional classrooms, and learners are active and do not merely
listen [24, 25].

However, there is a lack of remarkable compatibility or
similarity between the groups in educational games and the
group in nongame situations regarding attitudes towards
English courses. Learners’ English academic achievement
tests based on game-based learning performed better than
those without game situations [26]. ,e study attempted to
explore the connection between educational games and
learners’ attitudes to acceptance of college English learning.

Positive learners’ acceptance of technology-based En-
glish learning could be significantly improved [27]. Learners’
acceptance of technology increases, and their learning ability
becomes robust. [28–30]. Serious games could improve
student learning effects; empower learners’ acceptance of
learning [31]. Learning in a game environment and through
immersive experiences is critical and meaningful [32]. ,us,
educational games are more effective for student enjoyment,
contributing to learners’ acceptance of game-based learning
[33].

It could be found that educational games could change
learners’ attitudes towards and acceptance of college English
learning generally through past studies. Gamification pos-
itively impacts successful technique adoption and overall
learning attitude [34]. Moreover, educational games will
help the teachers strategically motivate the students to learn
English better [35]. Learners’ awareness of applying
knowledge in educational games to practical interaction
could indicate the acceptance of gamified experiences in
terms of knowledge application [36]. So we have raised the
following research question:

RQ2: Can educational games enhance learners’ atti-
tudes towards and acceptance of college English
learning?

2.3. Playful Experiences andCognitive Loads inCollegeEnglish
Learning. Serious games can provide playful experiences
full of entertainment, motivating learners to explore the
joyful way of learning tasks [20], since they can supply
enough freedom for students [37]. Additionally, research has
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indicated that joyful experiences from playing video games
could improve cognitive abilities and emotional and social
problem solving [21]. ,is study investigated the correlation
between educational games and playful experiences and
cognitive loads in college English learning.

,e playful purposes of educational games could ef-
fectively decrease learners’ cognitive load rate [38]. Game-
like experiences are mixed with playful aspects in English
learning activities [39]. Exciting experiences are rewarding
for reducing the cognitive load in college English learning.
Learners address “English is not easy, but I like it!” [40].
Meanwhile, the adverse effect of foreign language listening is
an increase in anxiety [41]. Educational games could reduce
learning anxiety and offer a relaxed and comfortable
learning atmosphere [18].

In most cases, we found some correlations between the
playful experiences created by educational games and
cognitive loads by reviewing comparative studies. Here
cognitive loads were only discussed in the general sense. So
we have raised the following research question:

RQ3: Can playful experiences created by educational
games decrease cognitive loads in college English
learning?

3. Methods

3.1. Research Design. ,e research design adopted a rapid
evidence evaluation review [42]. We selected journal articles
published internationally and nationally. We analyzed
several main viewpoints from two dimensions based on
specific criteria by searching and extracting keywords about
educational games and college English learning [43]. We
carried out an analysis of the results.

3.2. Research Corpus. ,e study included three steps of
selecting academic journals ( Figure 1), i.e., academic journal
searching, keyword clustering, and results extracting.

,e author searches literature using All Fields to ensure
all papers are related to the same field.,e author got 19,939
results by keying in (educat∗) AND (gam∗) AND (learn∗)
AND (English) as All Fields in Web of Science database.

By limiting theWeb of Science Categories to Educational
Research, keying in (college) as All Fields in the Web of
Science database, searching nearly three years closely rele-
vant to the research subject and removing lower quality
papers, the author finally limited papers to 481 results. We
researched through the bibliographic network by the pro-
gram VOSviewer and obtained a data map drawing from the
Web of Science database,

By selecting co-occurrence as the analysis type, choosing
total count as the counting method, and selecting all key-
words as the analysis unit, we set the minimum number of
occurrences of a keyword at 2. Of the 246 keywords, 41 meet
the thresholds. For each of the 41 keywords, the total
strength of the co-occurrence links with other keywords was
calculated.,e keywords with the greatest total link strength
were selected ( Figure 2). For each of the 41 keywords, we
calculated the total strength of co-occurring links with other

keywords and chose the keyword with the greatest total link
strength ( Figure 2). Keywords were divided into seven
categories and forty-one items ( Table 1; Figure 2).

,e total link strength (N� 43) of education is the top
item. ,e second item is computer games with a strong link
strength (N� 38). ,e link strengths of English learning
(N� 30) and impact (N� 28) are also highly ranked. ,e
clustering process thus demonstrated that game-based En-
glish learning, computer games, system, impact, and mo-
tivation were significant research themes in recent decades
(Figure 3).

3.2.1. Sampling Strategy. We retrieved as many high-quality
academic papers as possible and obtained purposive samples
further to refine the results to educational game-based
college English learning.

3.2.2. Type of Studies. ,e author selected rigidly designed
studies using qualitative, quantitative, or mixed methods.

3.2.3. Approach. ,e author retrieved the data using a hand
search method. ,rough the Boolean search method, the
study chose the terms educational games, satisfaction, col-
lege English learning, effect, character, and attitude as All
Fields. To refine the results, the author limited the results via
the following approaches.

3.2.4. Range of Years. ,e author selected results ranging
from January 2008 to September 2021. ,e year 2008 wit-
nessed the commencement of studies on game-based
learning in some disciplines, remaining a lower level until
2015 when the studies surged up, arriving at the peak in
2019. ,e years 2020 and 2021 saw a decline (Figure 4). ,e
data was retrieved in September 2021. Relevant studies in
2021 were thus not thoroughly revealed.

,e author selected the results from January 2008 to
September 2021. In 2008, gamified learning research was
carried out in some academic areas and kept at a low level
until the surge in research in 2013, reaching the top in 2019.
,ere will be a decline in 2020 and 2021 (Figure 4). ,e data
was retrieved in September 2021, and the relevant research in
2021 was not fully revealed.

3.2.5. Inclusions and Exclusions. Both inclusion and ex-
clusion criteria were used to refine the results and to obtain
high-quality publications. ,e inclusion criteria were as
follows: (1) the study time ranged from January 2008 to

Literature
search

19,939 results

Clustering of 
keywords

246 keywords

Refined
results

481 results

Figure 1: Process of literature selection.
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September 2021; (2) the study shed light on the educational
game, serious game, college English learning, teaching, and
learning effects; (3) the study investigated educational game,
serious game, college English learning, teaching, and
learning effects in the game-based college English learning
context compared with other contexts; and (4) the research
methods of the selected studies were qualitative, quantita-
tive, or mixed.

,e exclusion criteria were as follows: (1) the study
conducted before January 2008 and after September 2021;
(2) the study did not investigate educational game, serious
game, college English learning, teaching, and learning effects
in the game-based college English learning context; (3) the
study was book chapters, reports, or unpublished works; and
(4) the study did not compare the game-based college En-
glish learning context with other contexts.

Figure 2: Cluster of keywords.

Table 1: Cluster of keywords.

Category Item
Cluster 1 Computer games, system, students, motivation, performance, digital game, English vocabulary, and meta-analysis
Cluster 2 Education, anxiety, environment, self-efficacy, digital game-based learning, instruction, and interactive learning environments
Cluster 3 Game-based learning, knowledge, vocabulary, EFL students, English grammar, and game
Cluster 4 English learning, gamification, serious games, design, language learning, and model
Cluster 5 English, language, technology, learning, educational game, and ICT
Cluster 6 Impact, games, mobile learning, and English language learning
Cluster 7 Educational games, college English teaching, English proficiency, and strategies

Figure 3: Keywords and total link strength.
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3.2.6. Terms Used. ,e search terms include educational
game, serious game, college English learning, teaching, and
learning effects.

3.2.7. Electronic Sources. ,e sample was sourced from the
Web of Science (core collection).

4. Results

,e study explores the relationships between educational
games and college English proficiency, the connection be-
tween educational games and learners’ attitudes towards and
acceptance of college English learning, and the correlation
between playful experiences created by educational games
and cognitive loads. We found a significant positive cor-
relation between educational games and college English
teaching and the learning process.

4.1. RQ1: Can Educational Games Positively Impact College
English Proficiency? ,e study with qualitative research
found that educational games support English language
learning, positively impacting college English proficiency
[44]. From assessment systems’ information feedback on the
degree of English learning performance, the result found
that educational games enhance learning performance and
actual English level [45].

Current studies present that educational games could
provide helpful input. Game-based learning could improve
students’ academic performance, especially language skills
[46], and promote language fluency. An investigation
showed that the English proficiency of undergraduate
learners was greatly enhanced with a game-based learning
approach. At the same time, game-based learning could
effectively reduce interference from traditional classrooms
[47].

Computer game-assisted English learning could lead to
better academic achievements than in a nongame context
and improve students’ language proficiency [26]. Educa-
tional games were remarkably effective in English learning,
especially vocabulary acquisition [48]. Gaming charac-
teristics and game availability were beneficial to vocabulary
learning [44]. Educational games could be applied to
sound feedback vocabulary capacity in paper examination
[49]. “Serious games played a leading role in promoting

English vocabulary learning” [50]. ,rough pedagogical
practices, educational games greatly affect language
teaching and proficiency. Accordingly, game-based
learning could directly influence learners’ spoken English
proficiency [51].

,us, educational games positively impact language
learning [52]. Some studies claim that educational games
have negative impacts. Furthermore, there was no sufficient
empirical evidence confirming that educational games im-
prove language capability and proficiency [21]. Although
there are debates over educational games, numerous studies
have proved that educational games could positively impact
college English proficiency [53].

4.2. RQ2: Can Educational Games Enhance Learners’ Attitudes
towards and Acceptance of College English Learning? Some
literature suggested that language learners’ attitude could
be significantly improved while educational game goals
were achieved [54]. Educational games molded learners’
attitudes and promoted self-regulated learning [55]. Ed-
ucational games also enhance language learners’ attitudes
to English learning. Some surveys reported that Chinese
college students majoring in English or English translation
were able to provide thoughtful insights into their language
learning during game-based teaching and learning pro-
cesses ( e.g., [1] language learners’ attitudes towards
learning goals and materials could be more confident and
ambitious, and they could motivate themselves to learn
further on purpose) [48].

Some studies suggested that educational games were
readily accepted due to game-like formats, visual materials,
and enjoyment [56]. Researchers addressed that educational
games could be helpful for students’ online or classroom
learning, alone or in groups [57]. At the same time, edu-
cational games might present prizes, rewards, and practical
feedback to activate learners to enhance their English
learning. Educational games “put the learner in a decision-
making role” [58]. In addition, some interventions in ed-
ucational games might be specially designed to improve
learners’ learning attitudes [59].

,e ever-increasing popularity of educational games has
a strong positive impact on learners’ attitudes [60] towards
and acceptance of college English learning. English learners
could be more confident and optimistic in educational
games.,en, their positive attitudes could inspire learners to
improve their English learning, for educational games are
paced to learners’ aptitudes [61]. ,us, the study supports
the idea that educational games can enhance learners’ at-
titudes towards and acceptance of college English learning.

4.3. RQ3: Can Playful Experiences Created by Educational
Games Decrease Cognitive Loads in College English Learning?
When we inquire into the English outcomes based on ed-
ucational games, students’ playful experiences and cognitive
loads cannot be ignored. Entertaining gaming familiarity
seems to be an essential aspect of English success, especially
for second language learners [38]. Joyful gaming familiarity
as a factor for English proficiency in game-based learning
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Figure 4: ,e number of publications on game-based learning.
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could not be avoided. Gaming experience might significantly
improve English level and reduce cognitive load with ed-
ucational games [38]. ,e empirical study revealed that all
students’ language skills were almost the same in the pretest,
but the gaming group performed significantly better than the
opposite pattern. Surprisingly, learning outcomes were
negatively correlated with overall cognitive load [62].

English learning is usually accompanied by anxiety
[63]. Anxiety levels negatively correlate with learning
performance [64]. Game-assisted English learning revealed
that gaming performance affected anxiety levels and
resulted in participants’ performance accordingly. Existing
literature demonstrates high-anxiety students performed
worse in traditional classroom teaching; high-anxiety and
low-anxiety students performed at a similar level in gaming
performance [64]. Digitally-oriented learning is particu-
larly beneficial to high-anxiety learners, for educational
games are helpful to reduce the level of anxiety, signifi-
cantly to ease the level of high-anxiety students in language
learning.

However, some researchers express some concerns about
educational games. Suppose the element of fun is taken out,
then educational games are “chocolate-covered broccoli”
[21]. Some competitive games could frustrate students who
have poor English academic performance and are unmo-
tivated [64]. To some degree, game users and designers
balance the educational aspects and the entertainment [65].
However, educational games are generally still a playful
supplement tool to college English learning.

Overall, playful experiences mediate educational games’
effects on decreasing cognitive loads with college English
learning.,e study found that playful experiences created by
educational games can lower cognitive loads in college
English learning.

5. Discussion

,e study emphasized three issues: educational games can
positively impact college English proficiency; educational
games can enhance learners’ attitudes towards and accep-
tance of college English learning; and playful experiences
created by educational games can decrease cognitive loads in
college English learning. We have discussed the directive
functions of educational games for language learning and
teaching in the future.

5.1.:eRole of English Proficiency inCollege English Learning.
College English learners are usually regarded as having
moderate English proficiency, and some are even lower [50].
Meanwhile, as one of the most commonly used languages
globally, English is a communication tool. English profi-
ciency plays a crucial role in evaluating college English
learning success. One of the goals of college English learning
is to improve proficiency. Educational games should be
thoroughly combined with the characteristics of the English
language to enhance learners’ language proficiency. On the
other hand, it is necessary to improve the interaction

between learners and educational games and maximize the
value of educational games for learners to improve English
outcomes.

5.2. Changes in Learners’ Attitudes towards and Acceptance of
Game-Based Education. Educational games could positively
affect learners’ attitudes to learning [66]. Learners were more
motivated to prepare for exams but put much more effort
into the game-based learning experiment [67] than in the
traditional classroom. Learners’ outstanding performances
could demonstrate effective game-based learning and foster
English proficiency. ,e study has revealed that learners
have positive attitudes towards and acceptance of game-
based approaches in English learning. Educational games
have significant influences on learners’ attitudes, intrinsi-
cally and extrinsically.

5.3. Playful Experiences and Cognitive Loads. A playful and
joyful affordances model of educational games created a
model of authentic learning, which might combine
immersive English learning with active pedagogy [68]. In
contrast to classroom learning that could aggravate cognitive
loads, game-based learning could comfortably facilitate
English learning. A game environment provides learners
with a safe and nonthreatening environment. It minimizes
the threat from the traditional classroom, which may result
from being afraid of making mistakes and lower cognitive
load ratings [41].

6. Conclusion

6.1. Major Findings. ,e study mainly focuses on the in-
tegration of educational games into college English teaching
and learning process to improve students’ attitudes and their
learning effectiveness. We found a strong relationship be-
tween educational games and college English learning.
,rough further exploration, we found that educational
games could positively impact students’ college English
proficiency, enhancing students’ attitudes towards and ac-
ceptance of college English learning. Accordingly, playful
experiences created by educational games can decrease
cognitive loads in college English learning.

Regarding the overall positive effects of educational
games on college English proficiency, we found that edu-
cational games can positively impact college English pro-
ficiency in all aspects of English. We should apply
educational games to English learning and teaching.

Additionally, we found that educational games greatly
influence learners’ attitudes towards and acceptance of
college English learning both intrinsically and extrinsically.
Henceforth, we should apply educational games to college
English teaching and learning.

Lastly, we found that educational games could create a
relaxing and comfortable environment, and learners with
playing experience could alleviate cognitive loads in English
learning activities. We should reasonably apply educational
games to college English teaching and learning.

6 Education Research International



,e main conclusions of this study are that educational
games have overall positive impacts on college English
proficiency and that educational games can enhance
learners’ attitudes towards and acceptance of college English
learning. ,at playful experiences created by educational
games can decrease cognitive loads in college English
learning.

6.2. Limitations. ,ere are still several limitations to this
study.,e sample is limited to research papers from theWeb
of Science (core collection), excluding book chapters, re-
ports, or unpublished works, leading to inadequate re-
sources. An additional uncontrolled factor is the possibility
that the selection of the publications is based on the author’s
scope field. ,e inclusion criteria might have been narrowed
so that we might have missed some critical academic articles.
Moreover, we retrieved the publications mainly in English in
this study, possibly resulting in publication bias. Finally, the
study carried out qualitative research without statistic col-
lection, so the reliability of the results might have been
reduced.

6.3. Future Research Directions. ,is study could provide
guides and recommendations for the potential use of
game(s) in college English courses. ,ese statements have
presented the following directions for future research: we
could conduct experiments examining the correlation be-
tween learners’ acceptance of online device-supported
classes and English proficiency. Additionally, we could
conduct studies on the correlation between cognitive load
and English proficiency.
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[25] H. Tüzün, M. Yılmaz-Soylu, T. Karakuş, Y. İnal, and
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