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#r

AR I HRA

(1. kFZAF ZFFHRFANFELHE, L7 100871;2. FEHFAF HF 5
FRFHF R, F ik 999077)

(HE] 4t 4% & 0 % LA HF 58 6 2 AR 22 A 3 4 b BOR, AR R R Xk it B, R A 0] U8R
BEdRHERARFZFAKEE WA 0 11 A SSCL# T, #3124 B 20 F I & EIEHF R0 X, ST o4k X &
FEEEANY BOEHFRAEREBRAMX K75 RIA, THRERREFERTIEATGRE XA N
BoME RRBBEHRMANFRS FRPELTE, FEERTTL AEER BEMN AETHEE
A, B TERAERRELEATNLEER. ARAI: DEREHEEAY L, # XHEEZRFHHRE,
R ZF £ E % (Computers & Education) ; 2) A O EHFEXB X L, AU EH L XEEARLE L L,
PESGE EE PEHABSERAX RS D EFH FRITH, FHARATELETEEST BF DE . GEH
REWTHNETR, EK- D2 GFERLTNENA RS ;OELAE R E, ZHEEF] A AFT QRMNEE
ZHI(ARCS) BB AFE R ) ) EFEA T L, cEHENARS, BT EEZRE; OEHEN
BELEBEXERIFAL AR FHEZ AV ERX AT IEERLTE
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PEFEE B TR R G . 1 —F A2
ML B HERHE AR R
(Sung & Hwang, 2018) . i iz A1 PRI E ke 75 b 45
B, BB R RENS 2 > B R AL LS Y ) B e b

s, AMEA B TR 2F 2 A B HH 2 3 (B 56 2022;
Tsai et al., 2016) , 3B REAS 55 77 %4 4 1Y SCHERE /7 (Hou
etal., 2021), Wk %% > & W NTESI L, fE A %0F
>J(Zeng et al., 2020) . F3 4, #H ik & w2 2= 4
IR 19 B 207 20 TR (Wu et al,, 2020), 7837
R Ak 27 20 FOL A 22 B85 Oy T Al EL 0 O S5
5 (Fu et al., 2019; Hooshyar et al., 2021) ,
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AR FE ANWTTT BB 2R WK, BB Y 2
ST NI A R HeE AR, (AR ERE
Ui R 2 A A0 G, A B RN S B2 THE T3 R AR
Ho BAARE(2022) 45, 3R EZE EK R & SR
IR SRR S R, I AE s Sl R AR
()RR AR, T BOH DG 5T 22 R 4l e T 5% 5 0 1
S, B AR BB 4Nl A7 B

kM e R SE G e T T L R R AR
FNBRIE E ], AR 256 I FH SCHER T I R 4547
Bk, BEICR2E 5 | ORI P h 3808 BR S i8 3,
RSB 2018—2022 4 [a] [ Prig & iE K SLUE T,
R FNGE IR FE N 25 B R R a5, D Y T A 4
WS N BRI AR KL RIEMLE R

= R T ik

(—) Lk kR
A B 5 LA BE 27 51 3C K3 %2 (Web of Science,
WOS) AR “At 2B 2251 30K 5] (Social
Sciences Citation Index, SSCI) £ v 3 ik 3 ¥, #1
R 2018 4F 1 H 1 H & 20224 12 A 31 H, K
“educationalgame” “gamebasedlearning” “learning

in game”  “gaming for education” “educational use

of game”  “integrating the game and education” 5§
S S, A F KA SCHR 6857 K, AR LI 1.

JELT WOS 1) SSCT %l 22, LA

% CHE WA R, %R

| 2018-2022 S [EIR R AT
ik (N=6857)

WA ETULE
T ARSESCHIFI

v 13 (N=5960)

PR 5 B FE 08 SCI
HARTIY) (N=877)

_

mﬁ‘ R ANH 2 LA R 2% 1R
I 3T ) WF 55 45y
HH WA b) W
P AL B (I 9T
i AT TR
‘AL S BT SCE B 9 i) R J J& T IR FE (N=753)

Sl

: THEHNE (N=124)

1 XHERTHIE R AZ
58 AR [ PR i g HL20H T Ml 52 4

SCHEEZH M SC T (E DHF, HFIRER
AT SCHk 877 i o

F1 11 HECETZRERMEF

E; u ]

Fe | BA&%RED) HITI & AR (R 30) ;;

1 Computers & Education CHEILSHE) 8.538

) British Journal of Educational CEREE B AT E) 4929
Technology

3 eaming, Media and CE MK SHEA) | a6
Technology

Interactive Learnin § o
4 ¢ (EHR¥ ) 3.928
Environments

Journal of Computer Assisted N N
5 P GHAPUEIE T E) | 3.862

Learning

Educational Technolo, e b e
6 & (BEHARTREGKE) | 3.565

Research & Development

Educational Technology & s
7 cenmolosy (HEHARGHE) | 352
Society

Journal of Educational s .
8 (BHEIAIRRE) 3.088

Computing Research

Australasian Journal of .
9 QRAFTHFHEARRE) | 3.067

Educational Technology

Education and Information N
10 (BHSHELEAR) 2917

Technologies

Journal of Science Education - N .
11 (Bl2r8E SHORRE) | 2315

and Technology

(=) i AR 3

WEFE N DL ARSEXT 877 J SCHR I LA 3 , 4K 48
T2 1) B ST A0 R 2 ik s i kA 2 T 5 2) f
HF R A AF 5 ) BRIV 5, J SRR 9 o el X e
B, B . WIS IR) A DY S R A, B ST R X
AT 124 B SCHR, fea L “Aic 551 S %
k7 P Al SCA SO T 3, DL TR S0 HT

(Z) LRI 7 ik

A5 2R FH 5 [ 15 7R FE IR K 2F Bk 36 A1 BA T
%% B A WAL 43 7 T L CiteSpace(Chen, 2006) , 45 &
FLogifih, NARREE ., LRTY . AEE . BHKE
M DX, RS T A K ) SR 2 N 28 B i) 4 X 124
T SCHRIEAT e 3150 M 5 o] AL S B, IR FH N 2845
Mrik, @S MriESE, MR B 501 & e
PSR S R R ERIE AT WM O ik
WAL A — S, FARYE SR N AR 0 — R AR bR,
IYMEA 2 H B A T L

= P RAY LG5S

(=)t F A E 5 2 &AM

1. & K B AR 1) AR Ak A0 45 a5

R BN, TUAF ) & SCECR AR 22 /s M UL b,
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S S Y A, 2021 4F ik 28 R (ILIET 2) .
X UL B Ui ISR [ B B RS2 KT

2021—2022 471y & SC A I T B, v BRI B B
EERZ A E N ik .
— 24 25 28 25
@30 2
itz 20
§ 10
>0
2018 2019 2020 2021 2022
A (4F)
E2 ER#EEFRZIEARCBMELETS

2. AR K S

R CH R e 2 1 = A W ) A (Computers &
Education) { Interactive Learning Environments)
{Education and Information Technologies ) ( "L € 3) .
H v, {Computers & Education) &% X & £, N
28 ji o {Interactive Learning Environments ) & S 4{
20 o Hofth M) PRI~ 340 ) 3 20 ) ke R Ui K

==

=) 5

SCUERRSY, SRR A RRER T

() BSAEH Fo b o B R 5 30 K 57

AMWFFERE 124 55 SCHR T A CiteSpace, 5 5E B[]
2018 4F 1 H—20224F 12 H, BHE I R 8 1, &
HLL “Author” F1 “Country” A7 fi S, % -
index i 45 HE (k=25), Geit o I V5 KL BT )@
SR I Hi DX H A CRT ] ARG SR (UL 4 AR S) o
FLAETE], 11 ARECE H AR SSCI ) & 3¢ ik K LA
fI1EE 47 DUf; . Hwang Gwo-Jen, Dai Chih-Pu, Rahimi
Seyedahmad #1 Smith Ginny; & SC# = F M VL 1)
E#H 1400, KCEEENANTEEE ., LEMp
EEpN AN I A s Lok sE O AN Gt ord = A AR NS
A BENIEER2EAR B VEM 45 .

(=) K518 L0 5 21 50 3 &

A G B CiteSpace B4+, 5 %2 I [8] A 2018
AE 1 H—2022 4F 12 A, WA 1, L “Keyword”
AT 5257, top N=50, T 124 J SCHR 1) 5 HE ] 45
YR A o 1, 15 3] “N=88, E=511" . Sk

i’ﬂ"E\ 30 28
I 55 24
= 20
'H - 15 14
15
9 8
10 7
0 |
Computers & Interactive  Educational ~ Journal of Journal of  Education British Educational Australasian
Education Learning ~ Technology = Computer  Educational and Journal of  Technology  Journal of
Environments Research & Assisted Computing  Information Educational & Society  Educational
Development  Learning Research  Technologies Technology Technology
LURRIE i
E 3 ERRHE SISk T & 23T 3 76
(#é} p
. @ ®
B [ ] @
@ @ )
®
@
® ®
UTH KOREA
® g‘i‘;ﬁ; O\V‘.(I‘vihﬁzé ® G) ® LAND&RMANY
S e @ WAN ¢
& & '@ EOPLES R CHINA
: : ®
Huemg, Gwo-Jen o
‘\:(g . @% ® @ g OJRKEY ° .
, Rahimi %ﬁfgymxmm 3 @ ° @ °
®e ° ° ¢ ® o
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“game” “education” “game-basedlearning” “

cational game” 4§ JCHETA], 8 ICAT 4 i I G B 1]

edu-

®2 HERBT10 (IR S 8K &

Fs XA HE R (R)
(W4 2)JF S0, 201820226 RBRELF HptkFoE | s 5
\ R gy " W ~ 2 1 HL (motivation) 27
E TR ST H A S R 2T H LS A
3 F 3 (performance) 26
fﬁlﬁ@?%%ﬁﬂ%fﬁ&ﬁ\ *"I’%ﬁﬁ%iﬂﬁo 4 # A (engagement) 26
AHIF 5T SR DG R] K {H R 253 B 3R SC ], > %uiiimpam -
. . o 6 # it (design) 20
SR LRI 6) . Hoh, BRI [ e .
Q=0.4432, 21 % BR{H S=0.7525, X BK 554 B 8 FH2% (science) 18
e e — WL I T e N 9 JL43 # (meta analysis) 16
FHHAE . LRI, BB R WA 5T i S Ty et
10 | 28 H.%% ) 3155 (interactive learning environment) 15
ST S K-12 Br B i B4R R L S
Bt AT R AN A
2018 - 2020 2022
o “ *—9 #0 early years educ...
. “e"i:?fe;‘i"a‘nce == = % * - - 5 #1 game-based learn...
:M:fmﬁts & > N #2 elementary educa...
@ = —~ - #3 computational th...
m!:nsm m;::é: :‘ 6 —@ + o #4 digital game-bas...

#5 sequential analy...

#6 interdependence

Ele <HIABALR

(v9) R HLIA o 47 5 BF 50 A B

2% P J3E A 3R SR 1 P 5 | AT ) 72 A (R
HIEAE, 2009) o AHEFEAE B CiteSpace #0414, 51 B
FHF K2 0], BEHCE BUSRE 1.2 & LL I Ay i) 3t
BE 1243 3) . R, A, /i a8
TR F N | 2T E IR AR R L 5
HIREERAT Ik A B | ) SRR S R R
W R AR IR R MR A 2] A

X 12 037 58 B A #4 B ] HE 3 o] DL, B 58
HOE =B 2018—2019 4F, FH R HEH FKIES
L H AR TS 2019—2021 4, CiE:
2] FHH R R R SRR R WML 2021 458, ek
A A AT TR it I P 70 A e A A A7 7 IR

(B)FEREFH

1. 2B

AT 5 38 5 T T G A5 R A5 45 2 B SOk ER (L
F4) . A MR SCEG I FE N 2 55 15~30 5 S
H5#, ANEL EAE—B BOE A “HAl” A2

I 58 4 B, K-12 1 e 45 280 2 25 i G T Y 2
Mo WFIEE ADOR B T #OF e R T2~ R
lb S, aE B R A R, A
A HOR AT TR CRE o AL, RRERAER SZ B OGHE,

=3 HERB 12 A RIIA

Fe e m | o

(%)
1 He g (skills) 2.82 2019
2 % >] % (learners) 2.28 2021

A8 H. 2% 2] 31855 (interactive learning

3 environment) 168 2018
4 H13H (knowledge ) 1.68 2018
5 AL (model) 1.59 2021
6 £ 2] Z# (learning motivation) 1.47 2018
7 5 2% 2 F (higher education) 1.47 2018
8 B} (science) 1.43 2019
9 )45 %7 (elementary education) 1.43 2020
10 48 (simulation) 1.4 2020
11 5k (achievement) 1.39 2018
12 R W& (strategy ) 12 2018
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R4 MRXBMBFRSTERIT

25 XEHBEE)
INE 37
i 35
[EE T & 34
FRRAE 7
EHAE 5
Bk FH 2
WAHE 2
Hofth 2

PO Ui BT S B KA DA RE AR B
PR X 1 ] 52 e 0 2 L P 28 40 0 5 A R AR 1) 27 >
ik, AL PEAL 27 ) S SR

2. W R

122 F SCHREE W] T 22 Bk o 8T W N A2 R o3
KA, vl /D] o3 v 22, A58 R AT LT g
1) O B SCHR HH BE A AR 2 B sl Ll Ak IR R AR A
HLORBERE B4 RO M, i RS
2)ZH EARE L T, IE5 6 SCRIN A, 5 <Rl
RGN W A A2 Ahex; 3) Al i4s
K EBENEIIA IR K HET
#5 1 BV BE R HEAN R, s g TR A
SEE R AR BRI SCERIA A “IH LS 5 B
HOR” 5 5) BT HRFIR A REA B MR, A HH
ABMRERZE A, )8 “RRIREE 7 25 6) MELIR
Oy REH B e 5 SR AR R E G RE/ R IR/ 4R ST
BRI “HAl” 26,

BT PLEAR e, BF 5T DL GETT 4% A B SCRR AR
(W35 5) BB, U Ui xR Tl (2306 L 8o

R5 MRIXEMBFERSAEIT

F## RE(H) 28 BE(E)
HE 23 Eak: | 2
&S 20 i 7 1
L7E: 16 b 1
LRSS E R AR 12 K3 1
Et7] 9 TR 1
FRRHE 7 2% 1
WL 5 AR 1
iy 3 BERE 1
LR 2 NGRS 1
e 1 Foft 14
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(20 5) . 16 5 HRAALSFEEHAR(125)
SRR G AR . BE AR A A B
il 2R SRR i S B SRR, 32 325 3 1Y 7 R,
BN &g A R R B ST R R
RETH, HLZ T, K3, MR, w35 K%
R

W TR IELL R L

(—)BBAER 5 #5547

X 31 e SCHRER S i) i R W 48 1153 A 2
(W3R 6) R, B 55 5 AT Z 14K R 5 38
(75 Lim A (6 F ) . B far BLIR (6 J ) Al
WEZSIHL(ARCS) IR (555 ) . HULvl A, #HFE
Ui X S TR A 53 0 T A 2 ) 3 4R A B DU B )
READLEC S B B 0 A5, DI 2 27 > Zh AL A
LR, YEINAE N, FE RS A, AR
SCE RS (ADDIE) A7 3% 1 I % 8% sl iife xk Al
AU ISR

W AT 55 5 R e =L A B 1y A 52
B OCERHTEIL . INHTEA B8 (Cognitive Evalu-
ation Theory) % T4~ N8 J1F1 H £ 4%, B il F
55 G AN X N AR B LIS I o et H AR S
& HAMATE RO A 5 BA AR Y B A4 (Ames &
Archer, 1988) . VL B MR IT AN IUNIE 2 H124
> B FRAE X XK A 2 2 2 e B T PRI SRR
H Y 2% > (915 B AL B BS (Information Process-
ing Theory of SRL)¥-2% > 43 A A HARKAT . AH H. 521
AN B B, SRR U AR Ak 2 2T o S TR A R
FIF T 0 BB . 5 RS SR (Model of Affective
Dynamics) 4 i, 2742 2 54T 55 sl ok () RAER, 13 20
I 1R A 5 B IR AR TR B 2 ) A ALER b
(D’Mello & Graesser, 2012), S 2 & I 4% 00 15 AT
FEDTER TR A

()RR T ik s Al 5 547

FE AT N Tk, I 22 DL S AN S g
A, i PAIR BRIE BE (Teng et al., 2021) | JixiH, (Wu et
al., 2020) . T 02 1% IR 51 (Taub et al., 2020) 55 4= Bl
{55 500t LR 5% ] (Moon & Ke, 2020) Fl 4%
HUE (Ke, 2019) 2005 1 g i (DLIEL 7) o B DTIR
W52 485 78 1 7 ¥ i A S 5 TR G F 58 (Akman &
Cakair, 2020) .32 #7715 21 1 H
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x6 ERBE UK TRBRIER IR
HRER R X#s5IA
(%)
SR ) RG22 R 4 3D DA N B/ 22 A 2 ST AN Chang et al. (2018); Javora et al. (2019); Ninaus et al. (2019); Tapingkae et al. (2020);
RIS /2 R A 2T 1 25 D AT IR 2 7 Javora et al. (2021); Kuba et al. (2021); Hong et al. (2022)
R . Chen et al. (2018); Gorgen et al. (2020); k
Zou et al. (2021); Bressler et al. (2021); Chou et al. (2021); Wang et al. (2023")
U . Chang et al. (2018); Fiorella et al. (2019); Wu et al. (2020); Es‘—Sajjade & Paas (2020);
Magana et al. (2022); Wang et al. (2023")
VY22 E S L (ARCS) £ #Y 5 Wu (2018); Wu et al. (2020) ; Tapingkae et al. (2020); Hao (2021); Hao & Lee (2021)
17 55 2 2 1 T B ek Y 4 2 4 Fuetal. (2019); Hwang & Chang (2023"); Tapingkae et al. (2020); Lin et al. (2020)
ADDIE % i1 14 2 Samur (2019) ; Akman & Cakir(2020)
FI 3R F e 3 Sun etal. (2018); Park etal. (2019); Rahimi et al. (2021)
1 Ik Bh A A 2 Magana et al. (2022); Taub et al. (2020)
Flt & R X i 2 Lennon et al. (2022); Sun et al. (2018)
R R 1 Kuba et al. (2021)
) FEWRFE 4 2] SRS 1 Wau & Sung (2021)
BRI 1 Wu & Sung (2021)
Serrd g #H 1 Denham (2018)
FhoxE o #ig 1 Lennon et al. (2022)
A LE SR 0 PR 1 Park et al. (2019)
Uk H AR e 1 Yang et al. (2022)
JH T 2R3 1 Chen & Tang (2023")
N6 e 1 Park et al. (2019)

SRL A9 {7 B AL 2L B i

Taub et al. (2020)

MR RCRIL I 2020—2022 S ) A KK AP, SURIR 2023 SR A .

08

& 'Y

s 60

ES) ‘2‘8 18

£

2 0 : ‘- L L
EE RE HFEIr ZHIEHT
5% T BRI Wk

E7 ERBEBERSEIERRNABNG A

A PR AL 4 5

BTGB 5T K e I HTSCR | S
HRETE AT W B i XRPPAG 1A — 2
2R FF SCRRBEAT — YR G 5 70 Hr, 300 0 3807 10 0 S ik
WFFERY —Z38HR, AR A SHER T (WA 7).

(—)ikit 5%

W5 I R A8 AR — o R W s /e, AR
T = i At B o AR GEXT 33 e B O W 1 T
ARG BT TEAB T  SCEREEA T Y
BT, AR IR EE R AR T 5 T & T 1] (R R

KT ABEEBEFHER
—RIEER Z i8R BH it (&)
i 3rdns 6
Rkt 7
Wit 5K WEE KT 11 33
APEAL/ B 3 B B 6
HL B 3
o R 28
EEITEEVE S 40
HrETH 12
2 ) B E 12
STV 14
S [ R T 36
e 4
L ESEE 6
WAk 28 1. 3
W5 EZEH 1
11 R B 41 8
22T H 1
FTH 3
) PEAG T /A5 R 4 gt 4
HE A 7
Uie XA APV Al 3
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1. R SFLAY T SR M ATS R AF 5 T 55

SRR B AE RSOk P 2 2 Bl
i *k i) %5 5 (Brezovszky et al., 2019), H PU#E &
LG O WEIS AN TESIPLIE S (Malone, 1981)
PR K. Hean, ®(Wu, 2018) T DU 2 K shHl
SIHLERIE T T 3 F ek PB4 S R %, &
UL 2 ] S A E 1 R 5. A EE TN
ENHLALGL IS, AT R T —8 b (R
184 51 (School Scene Investigators ) ) fit) 5 B Bl 2%
EXE, 3 & 2% A 0 i A B AL (Bressler et al., 2021) o
FEWR, e A A AR S v A 2 — o ER A, AR
28 (Lin et al., 2018) K518 55 2% > FUBHFE I 4 027 0K
WA 45 G, S B oE o) TR B A . A A
(Chou et al., 2021) 4 H B FINHN B IR HLE], B 76
PETF ) B D2 2 o s S ST IR |
RIS 5 = FNAIRE ST o T3 Ak, A ek b 38 B
WEE, MIRT AR B RE . IR, MYERE IR AL &
P, AW A BTG I S . N, B AR E TR
& T % (A B 4k (AutoThinking) YA [ 33 W 20 E
Tk, 30 o AP Ak B YR Dok & R 2k A i T S 4

(Hooshyar et al., 2021) . 3% /K 32 i} %5 (Elsom et al.,

2021) A RAFF AT AT — 305 A S By T *k (B
BR 2% 4 (The Universal Student) ), #5 Bl H: 20 & A% 72l
WEIF 2508,

2. RAEH T 55 ) R

B Ui AR AR AR WO A AR 0 R R
REM I RE, BRI PR LA h e T iknyiz S
2RISR R MR R — . DIRTHEF 2
2 35 2l Rt B 22 T T, N B %F (Kuba et al.,
2021) iz FH 55— 205 I SR 22 A 2 2] JEN, B3t
T Wy B %) 2 2] SRR, JF 36 IE 1 R ARy =X
TR AR . B % (Liang et al., 2021) FF &
TSR T DTRR A DM 1, R A A TR
REFN ) B 22 ] 265 R0 dmf figp oA [) Y RE T o 2) R
Pt 27 ) N R R A Ty S 2R ST R, N

4% (Hwang et al., 2021) $2 Hef 24564 25 A% (multidi-

mensional repertory grids) 1f K I TE 20 40 i F T i

o PR AR, FR PR LT R T — 3R, SE R IE B %

J7 iR B 2E AR n 2R ) LG, R 2 Bl A

ARG ICINAEZ N . 155 (Fuetal., 2019) 42 i

FE T TR T G B U R i, B AR T R A
S 112 -

R, R EIE S ERE T

3. R G TCER, fii2E X PR AR B AL

Bt 5 i AL T ZR BE R R RS, BT R i A
NHARY R R B R R F AR R,
WMk 2 538 WA ST AT R 3R B, 7407 i
AL BT I F . %8 (Tsai, 2018) & T35
UL P BRAR ST AR “RE2= iR /MK (Science
Detective Squad) , ¥ #5322 F01 i i ML il 55 %
MACTC R i AT, fE AR A HE ARG AT BE R AR
(Y g TR, Dh2g ) B i . i R 81, oA
PRI 5 T R AHSS & A B TRF#22 2 o a5
%% (Park et al., 2019) Jy KA A 30T T4 B AR B
37 Xk 1k 2 45 GAMESIT, 569 1% 2 4t g 5 ok 3 4
M 2E G5 RAE @ %A WA EHERT T
T RIS FFOE B W AL R AR 27 2 B b . i 38
BERATR G | ARG HEATRS L BEREE AR fB B BRARAE
TUE, AFEAE B2 TR S E B HEARR
#2192 5 (Pakinee & Puritat, 2021) .

4. R E AR AL Sy

2B IR N TR BRI, S B A HE . IR
MRE | B REEGE 4% 7 DL 0 T B | 5] 12 s
3 B DR FBAE N BT A AR A3 Ak, S
fR35 . 275 (Cai et al,, 2018) 4 [ HE JLE &
T — 3T F UK . ik o 5 L T R
i8] B WL Y 22 B, 5 Bl AR A Al i 3l R AR )
AE 1o BE X SR I 4 R v JRUAE B 2 45 4 i A A
& BEfit (dysarthria) [ ZFE N, A& L T1EF I
R “ F S N7 (Treasure Hunters) . Bt M
P —21, DA Sk 32 i i =X 40 5 8, AR A 7 2 g
JFEFNE = A R4S SAst, 38 58 Ak A IR 1 2R 42
155 5 W T BB BE (Ganzeboom, 2018) o ¥4 2% & BT
T —diERK, B B S BRAA A AR 7—9 %
JL 2 v iz Be] 52 #0155 A IR HfE(EL Kah & Lakhouaja,
2018) .

5. B DR A B IR

HOE We kB OR A 2 A B2 0.0 i N TE D
PL, LL AR, VR, 3D S5 AR AR, H Q85 EA
UL R TR R 06 Rk 1) 22 B R B R I T 2 R (Lin &
Hou, 2022) . f%%% (Hou et al., 2021) &5 AR i R,
Tk T HA Z 46 F 22 D) fig i 2 AC 3 S 4 (Lost
in Space) , #7124 2] F 125 B FLZHAE J1 . BRACHL
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5127 XK, (alternate reality game ) f& Bl il 15 5% . ik i
TR AR L R 5, o LSS (AL 55 5 10 X N 5 i
BUE—lE, MR EERA A INE ., WAFE
I VR F AR T & 56T w0 i 2o > BREE, 35
Bl L A o AR 4 v R SR 2 2] S AL (Shi et al.,
2022) . #](Ke, 2019)JF % 1 3D AL HLIE AR, ik
2k 5 B T B, H vy LR R R e R
O FiE % (mental rotation) BE /1 o

(=) AR

P I FH IR 2 U R SR G 7 i R geis
THEEAEE, e ) W R e I ROR . AR
FHNZS 53 BT 43 B 40 T 108 XK B 15 2805 U 0RITiE Xk
VR #eE T BB SCHR, & PR T/ 2802 0 AR
LR (I

1. BRITEE Wk VR AT S A 9 2 A

IR 5T 3 B IR AR T HOF e AT 22 2 5
BERRIMEHEERAZm, DESGSSEN
T, A W5 & Rk CRUAT BLAS A (Lightbot) ) JT
JRAG BHREE, BERE T HAFEHAENE B
AR A B4, B A i LR AR S B (Yallihep &
Kutlu, 2020) o 55— EFXF 4R g 22 A 9 iF o th
BH, AR 21 24 A AE T U5 it AL, (R LR R A
& 5 2% 41 T0 o % 25 5 (Yesilbag, 2020) . 2) fig
J1O7 10, A W & BLEE TN SRR Y B ik
{Penguin Go (AFEEMEIL) ), HAELE T E R K42
fo /N2 A A B 4E B BE(Liu & Jeong, 2022) .
3) 1% 45 IO T, AT R AT X L T BREE T R i
R NI IR ] RS H ORI AR 7, RBP4
EANANG A W 22 5, 0 — 8 5 SE 00 41 i 1 ek
17 R FIARA T A B B 3 15 (Janakiraman et al., 2021) .
A (Wu et al,, 2020) R4 THR B0 O3 i 555
A BT, R BT B BOR PG R 2R Nk Ae
PHURFR 2 ) B 1 T I AR I8 FA 17 ey, e R
TiE AR A7 (A FAAE T2 2 27 2] 35 11 &5 it B A
HRE I

2. WA LAY LA

WA L (media comparison) 48 1 2 & iE &k 5
1 e BT A SFIE A 07 X T, A6 0 25 T Ul xK 1Y
HOFPETE A S A RERE o AN, A 2 X LR AR
Ui XA ML 2 25 & B0, RRAT i ke ot v 2 A 3
IR 4 H R N B ALY B2 ) SR B 4F (Garneli &

Chorianopoulos, 2018) o 55 —JUX} L #4314 A 11
AL A B, AR GNP 35 25 5,
E i XK 4 4K 45 3 32 5 19 1 K 56 (Magana et al.,
2022) o FETF WAL LA LR 52 R WL
22 00 A S 1 9 I R 3 P U0 AR B R I, PR
#eEJy O 2 ST ROR A W R, (H 3T U2
12X R W 1 U ok e A R D B 4B I (Yang & Lu,
2021) . ULAh, AR T HEEHM . A%
B DIRE AU AR R L T B T RE A TE R,
R HE DI HE r UK R4 T 2 i T L E A
23 fE 1, B AR H: £ 8 0 I 1k /K S (Fang et al.,
2022)

(Z)#mBAEFRR

R0 R 28 R0 T A R TR R AL 2% > i HE AT
2. RISERESANE. AN E S
BTk 4307 36 f Bl 4825 2 5 FRAE . AR TR | B
M U SRR SRR, & BT I 3 ) R 2 4R
FEMRE AT

1. 2 2] F 0 A SR P R IE XA

S E AR L ML T 248 AL,
T AR 05 TG RS SRR AR R 22 57, 7T g BUiF
Al 2 O R] o X A 2 B2 S H
H R @ PERRRAE XA . B SR J@ P T, A AR R B
T8k (R B 1H B (Minecraft) Y, 55 20 A4 7EWME 5%
T B B 2 BE AN 220l 1 B AS [R] (Baek & Touati,
2020) o FRAE KRS Ty T A BIF 5T 32 OG0 A
HIRALRE | 15 28 R 50 SO 4F SF R . B BR A
UL FE ST 1 KT R XA 5, B T RERZ M 2 >
B AEWE AL IR P A 15 RS R ) R B, A
IR, Se 50 J K AN [ 1) 22 A= ZE T 32 3l B
INFIRE J7 . ek R A AL S Lt A B E R
(Yang & Kuo, 2022) . 7E [n] # fif P J7 11, =5 56 46 R
TN PR 2 B0 40 B A € 19 3 0 4 ol R i A 3O
M (Wang et al., 2022) . H TR 2L BB I A 1 F1 A7 Jek
A EESL, A 2 R B TR BRI T T AL
2 2 SE R v R B 2 T ) R R B (Hsu et
al., 2019) . 75 25 1R 56 J2 Wit 0k Ak 27 > 1) B BLRRAE .
A K BER, B bk PliEak (Humunology
(ARG gig22) ) B2 A 3 S 4, JHE rh A 6 15 245 AR
e 18 24 A4 J5 I B 45 B 5 (Cheng et al., 2020) o AL
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s def- ot AR B8 27 > 25 68 0 J R At ), o Ly 3R
PR 2 31 8 24 2] & (performance-approach learners) £l
2 B[R] 35 AR 2% 3] 2% (performance-avoidance learners) .
¥ %5 (Yang et al., 2022) #ff 58 & BR, 32 SR 530 AU 22 )
H RN 2R ) R AR .

2. iR TT F A e B 5 IR AL ik T

AR T 22 2 AU B @B LT R, o F
ey FFH I HEA TR BT, DASEIIE TR (1) 2% >
F B89 (Clark et al., 2015) o IT4Fk, HEBFFT T2 H
BT RBALH L SERHLE] . KB PLE T
STV

PREBE T 7 T B G % B T e S RN o 38
RRCAS B 6, & R e W SR RRUAS 132 5 %, (B g4
T2 3] 45 B (Javora et al., 2019) o ¥ X% 5z i 5 45 1l
HLH A 23 5 e 2 2 ROR o A S350 T T 45 R I it
FEEAN S 5t BRI, e B, B R 45 Ay ] 152 PRI v JL 28
Wk a2 2 i 25 TF K (Vasalou et al., 2021) . P i
2 (Taub et al., 2020) LA [ 389075 2% 27 (147 8 A0 BB
W R B B A B AL Ry BRI HE B, A Tk OK & 5
(Crystal Island) ) 1 3 1 my AC B | KA B A0 TG AR B
SRR E A, AR B SRR R 2 A 2 S U RS B
1, I H B R TR S S PR BE N R A
HEIE 4 % 45 A PR R

A U O R0 5 32 RTE . A E T
T RGBT RN B M B ik X A A A
2520 2x2 Z2 R S0, R A Bolif ki B A
= YRR 2 5 B (Ruipérez-Valiente & Kim, 2020) .
4845 (Zou et al., 2021) &I, PMERL XS 22 2] & (5
BRI GRS - T L, 58 R0 A
A HE AT Tl o BR5E (Chen et al., 2018) T L1 FE
2 5e 4 AR 2 5w AR A0 ARG AR sl )
M RE I, & BTN 2 ) BB A Bk 2 25 5, (HIEE A A
Al T R R B ) A eE ) BERIE .
AT UL, K20 R AR S e e =X
(e R N = W (S LK (T o DA £ s € O =
PR 07 H s R KUA

2 il AL 2 it R R T R 27 35 IOl B DG A
R A RB, BCEEFHE TR P AR LA R TR e
M 2 5 2 A B RN, (HAS 52 M 2 2] 1% 45 ( Ballci
etal, 2022) . W5 45 (2019) 3 T A 5P BEE A1
H I e BS, FFA T 58 AR 122 il Fn 26 B AR R 2
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JihiiERR, KRS ZS 5 E B SIPLE A
PRI 2, JF4E 8 AR — R ARG T 2K
RIFAMHEFICR SR OHLRIAESS G, SE T 3
WKt

3 AN[A] A 2] SRR BT RS A

HF W AR AT A — A~ E B ] U, AT AR g 2
> B KARFEAE | G 1 A FIAE 5516 301, 45 746 24
(4R ISR, 5 v A e e P R 5 JA T 55 o
D 2 ¥ Ky, A 05 R E T O 3R OR
(progressive prompting) % W& Xt 27 A= B 2 1% &1 0.0
AR 6 (4 41 HE 75 T (Yang et al., 2018) o 1% 5 Mg 4K
P27 2] e T e 23 By, B SR AL BLR R S B .
[% 5% (Chen et al., 2020) & BK, B [ Wi X848 26 — 185
T OCHE TR RE 05 4 v 2B L Y 2 A AUR
2) SZHEFSAITT I, 0N (Sun et al., 2018) 7EE# ik
(Ho 2 #2 (Professor Sudoku) ) HiE il 7 = FJE X
A IITE28, e 0B 2R A AL i e 4 5 2 2T RICR,
VD PEIMURE . #55 (Yang et al., 2021) 78 () PRI &
3 (Physics Playground) )i x& s in 17 = Fha 2 52
R, K B RAH SC 1Y 27 ] SRR B 32 00, W2 51
TR A B 2% 2] L RFRE A B2 AR S N 25 MR R
Bk Z R, WD B I8 3) SRR L
J7 1, 54/ i} (Denham, 2018) %& IH B i Xk /i #2252 45
R EE SRR SIS PR TS
T e A 4 B X SR, TR S S B N A SRR AT
RE A 2% (1 1 it (Rahimi et al., 2022) .

4. RSG5 7 i, TR BARAE

14 18 (value-added) A4 & B by X [] — i Xk ik
A7 ek 4, 38 3 %) b R IR R — e R A E R A
Yrf . A, B (Chen, 2019) 5% H 2x2 N E &3t
TIE “3agr” M OC[EAE” R B, K I R AR
AT A F 2% ) B RS A B AR . RIS AR
I B R Y SR AR R R . AR R
TN E H B HE (customization) AN AR FR N2 | B HE
1A Wik (Javora et al., 2021), R 5T H N 2¢ ) FH 1%
TEBIHLAN A 2] G5 R Y5200 A SR LA 38 B
PR AR G N S5 AT iR A 2% > 02 i L R K
V52 1Y) 22 5+ ( Vanbecelaere et al., 2020)

(v9) 4T A B X 57

AT B b7 A oA AR T R Y

T R R, 7R 2% 2 5 AT R R | R
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1R & AR . ASHEFE R N 2850 B s 4 B/
RN H M SERE S 8 TR, 2
170 B SCHR & B, 208 Ui Xk AT M 2840 B 9 4 A5
wr.

SRR K 22k =5 J5 43 H7 (post hoc analysis),

i 2 Al 3 A B S AT O I R R DT v o AR
K, BEFE 7 AT EOR B, BESE N B RERE SR
Bl 9k 3 i 7 2, 78T AR KT B OCTE RN 43 A
SR B ASAT O, AP AR T A e ST B AR

USRI, TRARE IS Z A C R,

B O B & B 2 (cluster) . JF 51 43 B (sequential
analyses) 55 %7 ] 0 B HR , 845 A IR BRGB ER R |
g B AR | TS I 2 U A5 AR S R

R 48 ML 2 2B R B0 AR ARl RN 2 S 1
3 B E RST80T, TRIE 2 B TE
W 2k (2 W0 R (Bio Detective) YH Y R B, & BT
12K [R) 4 2 A JFC T 0 it e 30 23 A [ R e e
1 [ (Hsu & Cheng, 2021) . JF 51 43 #r 45 i B
17 R KA B B TE) I Gy, DAk B 22 AT R &
A= i S 2 P AN AR L OB T R A R )
TR0 H B o A o 2 57 S il AL AT A 4 27
A AE = Y 7 7 4% (E-Rebuild (H, 7 8 ) ) o % B
B, JF R T 5 404 5 E R, R BEE A B Ui
XRAT R BEE 5 3 T LR AR AR B, AN [R] 7Y
2 AR AT R vt 2 20 5 A AR AR TS ]
(Moon & Ke, 2020) . F 1/ (Wang & Xing, 2022)
K FH S BRHL I 2 4 (association rule mining) J5 X, kb
BT SR i B TH A SR AR & 11 1% 3D DI
KG 8, LI H PAEE T DA k17 i e
EER, WHFERMEESIINE, 45618
BAE . A7 H AR AEE B R A 0 2 87 IS B, T
2F ) B 1E A Wi %k (Humunology ) 1 4 1T 12 Jg% AR
e 13 B2 [H K &R (Teng et al., 2021) .

(Z)HFH T

Bl 50T R R AT Az Al AT A
W AR VAL AR & 27 2 BE 1 7= A TR IE DGR . TETF
MACE SRR, i A SRR T NES L LR R
(R SRV IUE S SACIR i RN s i UES G=Rli S AW
AP T H . SRS, A OCEE T SR
FEAFEWAS I DA R e R, iR
P — 22 15 A5 VEAE 20 XK S B9 R R S M (E

2) P HE I TR A HE SR | BEAL B R 4, I 2e A A
TR R IR AT R AR A AR L
T AH G SCRE AT NS o0 AT, A5 U T X PE AL Y

HOE WA AR PEAR 5 T, — 2L 2 B e
B W 5% 2= B, i F JiF 2% (Meister Cody-Namagi
(Bl KA ) Y RENE P& T+ 4% T B 52 HE J7, B0 ik 1 Ak
B9 % (Gorgen et al., 2020) . 37X LLC iR FRIS
g, WPk R, BB E L DUR FTRE
YAl ] 52 e A )L 8o O AR 396 T BBCAS: 5 A 1 1 6 G
% (Sweetser & Wyeth, 2005) . % 4F %5 (Shute et al.,
2021) FE IR CHY BRI AR 37 ) h B vk P Al T 2% )
TEARRIDCRHES S5 S ) R0 R PR A 2 B2, SoriiE
THE WA B TR, R T HT
TR B PR PPAL T vk AT AT

BT Ue i VAl 2R 58 5 T, T ER R A R 25 A6
M2 FBHOR, A0 2 & & T i 4% {Chemo-o-
crypt ), 7E Btk A B S5 R A A Al L, F S N
b A gt 4R Be i DA UG L 2= ) 35 B9 Ak 22 UK R
SRS, WOR B R 2R, PR A 2E o) Sy
(Vermaetal., 2022) . B2 77% (Emerson et al., 2020)
AR A AR SR OK b ) 3¢ B R A 3 X B
5. MR BRAE 5 0T AR R 1% 55 2 B EE , A A0
i 2 F EI B 5 B TR A 4R, LUK 3 s
T U AR R Y H Y, SRS YR AR e
il fhae > S Hf .

o

%25 RE

~
7N N/

(—) %%

SCHk R R, 2018—2022 4F ], 27 Wtk 5L
EAFSE B S B AR B a3, Horp R e i 2 1 =
A # ) & (Computers & Education) { Interactive
Learning Environments ) #1 { Education and Information
Technologies ), VU 2% & & SC ik fifks X UL b, h

B REME KR A CRE . B, K-
12 PR SR 2E B sz RUE . oAb, o ReiR A HE FL
NFE IR AFA XA R A Ui 3% AL 35 )1 &R 48 A
MR BEMAEZ CE ., #R T, 165 8. W
Ry B HOF WA DR 22l
RS, B AT S | B A A R R R R T
fE, PAS DB 58 30 0 15 B BOR 515
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G, PETE ) T R | Ak R 2 A e
J1o ARGEBIE T I, Z2 AR R B BIE | A6 A BE
WAL RIS N H 2, DU 2RSS 1S
TR R SR A8 T U e AL PR 05 R R A 1Y BT K
Ve FWT 5Tk T I, S RO R L, HLZ2 R S
Bk, TP IR OB (T 5 . BER BOARF-BL
PR IRA WIS IR IR 2 B R

C A B9 ORI R BT & L 0
BOR RN R IRIE L A7 B MR A
DB IF A T5 1, AL A i 32 2R 5 B il ke

PEBETT A g B 032 235 R, AP AFSEE 1R B 3D,

VR, AR FH A, AZ 5 FRUETE A QG AR
RIS HIAEE o 2) B RO T T, SR 322
WSS M A LA . AR SR, B9 3 R 22
RETHENREZ, HBARE  IAHS 1T
SRR, INTEAT . 200 RY A BE AR e X
ROR . 3) 52 R R Dy T, WF5E 3 [a] I 5C i 2 )
FHH A REERA NRRE, IR AR R L=
SRR AR B, JF T R ISR 5, IRA
24 A [ de Ak oo 2 A o SLFRPIE S E . 4)
17 R M 7 T, BRdE 3K Bl 1 27 > 43 b R A%
SRR I £ IS R A A W A (0 R B, SR R A it
T T SRR, RS N2 A BEAZ R I AR AT Sy AT 1
AN M R AR E I . SHEFH
VEAK D7 T, 5 T 7 A48 R W A PR AG | T
T ROE IR Rk 2. W e KRS A
TR RE . 2B TS T B, AL 22 ) B9t
FE . TAERFRNG | I BV AL 455

(=) R&

L B F WAV ARG N8 T, UhR B
H 5573k H Ar

HE WA R 2T PR R 3 A U A A R 1A
IFAERRAiR TR SN . A Y B ICER TR ANIE XK
Wi, AT R (2 AR AN B ey o 2, {7 R AL T
E S 2. I, TR LRSS N S,
IR B ENE ] RIS BB A L HeE N
BRMBEANGEE, 456 5 21 3 WS FRIE F 2 2] KOF,
PEPE A TE O UF RIS AL | Ui Xk T RS T AL, i H:
REAN 23 e 2 2] 35 B A 47 g FIE B 3R 17 4, L
RELE 2 B b R 5 e KAE L, S22 ) 5 R BB
PN 32 SRR () e AP A
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2. SRR IV S AR BRI 5, SR R
HHFE

M BT HEAT B ARy, R S AR R
JINHE 3, REAE I A 2 > X4 51 R BRI |
iISS AN S G WP S ek S S SR I B
AL 27 ST HOR RS2 AT R, N RE B AT 2
SCHY 27 2 RS o BIFSE R TT AT LA TRk i
R AL 7 3K, A R AR T NS BLI
KRBT, G A AR AR A A B TR R
EERTE M A RE b Ak, BA WK AE
i 7= FE A T SO AT, I B SR TE S BRI H
PRI, INAAE B SR T ST A S 52 2] i

3. TiF XRBCIE BRIV DL LR 58 5 o ) B RRAIE

Wk Bk nl 45 & B I BRI 2] B R AL, %
ARIZRBIR) 2 2T 36 3l . Hetn, LS sse e 554 H
b, B AR DIOT IR R N H R, P n]
AE S A o (7] 3f J5 ~ ~J 385 fh ) T ek Pz I A LAl 2> A
FITEAT, T Ry B 0N sl P 45 55 5 4 PR B8 L
I/ b F 8 s HE B~ o) AN T RN RE T AZRAS AN
WEAT, IO HAR s S PR B AR T H S lh AR B
PRV R oMb ST I O Y MR B R A
RIW ML ML Z R, e 4 BBe 7~ & ¢
TE A B 5927 2] 9 B A, B2 7T A R ALRE R, 7 A
W VE L, Bt 2x ik o] 35 0 22 A TR R 4G R
i JEE fof P AT BB i Al AR, R B ROR

4. 27 2] SERF IR GE MR 8 20 A B e 4% 2 > 5
%5 S

o o SORFS s RS R 25 68 T RERS 2 35 1
o E AL 2 R MACR o BRI S0 B Bk
PS5 B 7 Bl TR R, A8 e sl i e T B, AT AR
B 5 25 Mk 2 L 0 DR AT 55 M DR A5 TR, g = A 4
PR 1 SCRFPREE o AR, AR 7 2] SCREANSE T
JER]RE 22 b 1t B R R R SR . AR L
SRR RAG T 2 15 ) SCRFERN A N, AUk
i AR R, 3 23 BRI 7 A2 9 B SRR, S K S LA
WG RS ), BT B U S N O A
Az PRAIAT b A TR 114 SR DA R ] by 2 A R A S
— il BE A R, UiE )T IR T o ) 2 B A
Bk 4 SCHF, WAl R PR AL AR SC Y B4,
17T e Aot e R B Ui XA A A AR5 B0 SR, AT
R R B2 M S B 0 P14
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5. FORFITEN Tz 405 ) H s B2

WITHE W HIOR, bR TR A HOER
773, 3] L2 SRR AT T B D3, K e T Xk 2
REEL T2 AT KB A rh 23 25 1R, ke BRI R M B
il FIASHT A4 H 84, 353t S BEAR T SRR 258
BeAh, 5 R D7 ORIk i 208 o3 B 4 2R
REAS D SCUEAT ST P I B AR S 85

Ir AT B RN, SERTAT ST R 2 R AR D
i) 36 ] £ 45 2 5 2 M 7 5K, ok JB R 2 ) 3 1 X
s ST BRI AR o A X — I Ay ] iy X
FIAS: A b 5 A T T30k, S B v 2L
KPR 27 ) 3 0 A, AP 5 e A P A S
], T 527 > ATy, P SR AN 5 M
SFFEY S 2 B AT ORI SR A B > R B)
I EEL TR A S R, S R A
FIE AR TG o X BE R Oy 3 T4l xR ) 20 SR8 0T
B AEAEE 2] SERFARN A OE N2 BT SR 2T 8k
BB IS SR BE T A T SOfe, BT NI 4xii
KA A R IR Ui )R R 1) T 5%

6. HOH W PPl I OG5 ) B IR SRS S

A Ui R s S E AT T S it T i
i 5 B 3l R R M DAl A D 2 BRI 27 > S 7
AE, A B T IR A AL 75 2 R 4 25 1l A A
SO, SCRFITEA 8 I I8 LAST 5 Bt R 5 RE 7K
o RS ) AR R AR AR, O ik
S — A B0 25 ST A, AN AU 27 > 25 1Y
T JEOPR S, -t 10 9% By Ak 814 155 45 9 R, By s
Fr AR B A T AW R, W RSFEIER
AR 28 REXT 7 A1 R = A e A o I, FEAN R
Wi 272 > PLERFIREAR 7~ MRS B0 T, TF R NG AT
PABCTHF BRI 45 B9 TC 3R, 1k > B PRI S = T 1
[CEREEuR N
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D 2022 4E SSCI W T K 1,
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A Literature Review of Empirical Studies on Educational
Games (2018—2022): Based on Bibliometric and
Contetnt Analysis

ZHAO Yueying', SUN Daner? & SHANG Junjie’

(1. Lab of Learning Sciences, Graduate School of Education, Peking University, Beijing 100871,
China; 2. Department of Mathematics and Information Technology, The Education University of
Hong Kong, Hong Kong 999077 )

Abstract: To address the issue of lacking of the latest in-depth analysis of empirical studies on

educational games, this study screened 11 influential SSCI journals in the field of educational

technology based on WOS database, and selected 124 articles reporting the empirical studies on

educational games from 2018 to 2022. Using bibliometric method, the study examined publication year

and journals, core authors and research countries/regions, keywords and burst terms to obtain the

research hotspots. Content analysis was employed to analyze the research fields and disciplines,

theories and methods, and the article content to reveal their trends. The findings are as follows:

1) Publication year and journals: basically showing an increasing trend over the years, with

(Computers & Education ) making significant contributions; 2) Core authors and countries/regions: 4

authors have published 5 or more articles, with the highest number of publications coming from Taiwan,

the United States, and China, 3) Research stages and applied disciplines: K-12 and higher education

are the fields received considerable attention, with disciplines mainly concentrated in areas such as

language, mathematics, physics, information technology and computer science; 4) Research theory:

multimedia learning, cognitive load, flow, and ARCS are most commonly used; 5) Methodology:

quantitative research is extensively applied, while mixed methods are also received significant attention;

6) Research content include design and development, application effect, influencing factors, behavior

mode, and educational assessment.

Key words: educational games; bibliometrics; content analysis; empirical studies; research review
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