
IJARSCT  ISSN (Online) 2581-9429 

    

 

       International Journal of Advanced Research in Science, Communication and Technology (IJARSCT) 

  

 Volume 2, Issue 3, January 2022 
 

Copyright to IJARSCT                343 

www.ijarsct.co.in 

Impact Factor: 6.252 

Are Educational Games Worth the Effort? 

A Review of the Literature on the Usefulness of 

Serious Games 
Priya Biyani1 and Jaikumar Dhurai2 

Assistant Professor, BSC IT, Suman Education Society’s LN College, Borivali East, Mumbai, India1 

Student, BSC IT, Suman Education Society’s LN College, Borivali East, Mumbai, India2 

 

Abstract:  Educational games have grown in popularity during the previous decade. There are numerous 

instructional games available, as well as a variety of other games. Educational games that have been 

effectively used as entertainment. The goal of the EduGameLab initiative is to encourage the usage of 

games in the classroom. This research gives a meta-analysis of the efficacy of game-based learning, with an 

emphasis on empirical data from the previous decade on the usefulness of employing games in education. 

Furthermore, the research focuses on structured school environments, such as pre-school, elementary 

school, secondary school, high school, and higher education. 

 

Keywords: Games; Education; Literature Survey; Effectiveness. 

 

REFERENCES 

[1]. S. Tobias, J. D. Fletcher, D. Y. Dai, and A. P. Wind, ‘Review of research on computer games’, Computer 

games and instruction, pp. 127–222, 2011.  

[2]. J. J. Vogel, D. S. Vogel, J. Cannon-Bowers, C. A. Bowers, K. Muse, and M. Wright, ‘Computer gaming and 

interactive simulations for learning: A meta-analysis’, Journal of Educational Computing Research, vol. 34, 

no. 3, pp. 229–243, 2006.  

[3]. J. Kirriemuir and A. McFarlane, ‘Literature review in games and learning’, 2004.  

[4]. K. Salen and E. Zimmerman, Rules of play: Game design fundamentals. MIT press, 2003. 

[5]. M. Prensky, ‘Digital natives, digital immigrants Part 1’, On the horizon, vol. 9, no. 5, pp. 1–6, 2001.  

[6]. M. Zyda, ‘From visual simulation to virtual reality to games’, Computer, vol. 38, no. 9, pp. 25–32, 2005.  

[7]. T. Marsh, ‘Serious games continuum: Between games for purpose and experiential environments for purpose’, 

Entertainment Computing, vol. 2, no. 2, pp. 61–68, 2011.  

[8]. R. T. Hays, ‘The effectiveness of instructional games: A literature review and discussion’, DTIC Document, 

2005.  

[9]. S. Egenfeldt-Nielsen, ‘Overview of research on the educational use of video games’, Digital kompetanse, vol. 

1, no. 3, pp. 184–213, 2006. 

[10]. F. Ke, ‘A qualitative meta-analysis of computer games as learning tools’, Handbook of research on effective 

electronic gaming in education, vol. 1, pp. 1–32, 2009. 

 


