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The Educational Values of Games Research
Jun Jieshang' & Morris Siu Yung Jong?
(1 Graduate School of Education, Peking University, Beijing 100871;2.Centre for the Advancement of Information

Technology in Education, The Chinese University of Hong Kong, Hong Kong)

[ Abstract ] Based on the analysis of games and the related literature, this paper discusses computer and online games’ educa-

tional values, in terms of (1) learning motivation, (2) learning effectiveness, (3) learning mode, and (4) learning environment. Results

showed that not only games can stimulate the students’  leaning motivation;

it also can help them to acquire knowledge and enhance

their generic skills, and cultivate the positive affection and attitudes. Apart from that, we found that the games can promote the self-reg-

ulated learning and other learning mode as well as help to construct the attractive game—based constructivist learning environment etc.

[ Keywords ] Game, Education, Educational game, Educational value
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