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Abstract:
Based on the Technology Acceptance Model 2 (TAM2) and the Unified Theory of
Acceptance and Use of Technology (UTAUT), this study explored the acceptance and
experience of using Chinese language learning games among international students, taking
Pakistani students as an example, through the qualitative interview method. The study found
that learners generally agreed that educational games help Chinese language learning,
especially for beginners, but also pointed out the shortcomings of the games in terms
of technical implementation, user interface design and personalized learning support. The
findings provide empirical support for the design and improvement of Chinese language
educational games, which is instructive for international Chinese language education
practice, and point out the direction for the development and optimization of future
educational games, demonstrating the potential for the application of educational games
in international Chinese language education.

1. Introduction
With the continued advancement of globalization, the de-

mand for learning Chinese as a second language is growing
rapidly, given that Chinese is one of the most widely spoken
languages in the world (Gong et al., 2018). Meanwhile, The
rise of China’s economy and the expansion of its cultural
influence have further driven the global demand for Chinese
language proficiency (Chen et al., 2022). However, Chinese
presents numerous learning challenges for non-native speakers
due to its unique language structure, tonal system, and writing
system. These challenges include memorizing Chinese char-
acters, understanding grammatical structures, and achieving
fluency in spoken communication (Hong & Chen, 2016).

To address these challenges, educators and technology
developers have begun exploring innovative teaching methods,
with educational games gaining widespread attention as an
emerging tool. Digital game-based learning (DGBL) is also
known as game-based learning (GBL)(Daniela, 2019; Daniela

& Lytras, 2018). DGBL is the combination of serious learning
and interactive entertainment and can be regarded as a new
paradigm of education (de Freitas & Liarokapis, 2011; Pren-
sky, 2007). Several studies have provided measurable evidence
that DGBL can improve learning outcomes (Clark et al., 2016;
Fokides, 2020; Gee, 2008). Additionally, research highlights
that critical skills such as communication, collaboration, and
creativity developed through gaming are essential for 21st-
century education (Kaimara & Deliyannis, 2020; Kaimara
& Deliyannis, 2019). DGBL’s interactive and engaging na-
ture can spark learners’ interest and provide a flexible, di-
verse learning environment. Moreover, game-based learning
can simulate real-world scenarios, helping learners practice
language skills and enhance discourse comprehension. The
importance of fostering learning engagement through game
experiences is well established (Ongoro & Fanjiang, 2024).

Despite the significant potential of educational games in
language learning, further research is needed to assess their
effectiveness and application. Qualitative research methods,

Vandy 

Scientific 

Press 

∗Corresponding author.
E-mail address: deasy c@bupt.edu.cn (Y. Cheng); 409568279@qq.com (M. Feng);
zhanglu1176@163.com (L. Zhang).
3006-9599 © The Author(s) 2025.
Received December 9, 2024; revised January 10, 2025; accepted February 15, 2025; available online March 6, 2025.

https://orcid.org/0009-0004-7264-2034
https://doi.org/10.46690/elder.2025.01.01


2 Feng, M., et al. Education and Lifelong Development Research, 2025, 2(1): 1-10

such as interviews, observations, and case studies, can provide
deeper insights into learners’ experiences and perspectives.
This study aims to explore the motivations, experiences, and
challenges of international students using educational games
to learn Chinese. The goal is to understand how educational
games influence language learning processes and how to opti-
mize their design to better meet learners’ needs. The findings
will offer empirical support for the application of educational
games in international Chinese education and provide guidance
for educational practice and game design.

2. Theoretical framework

2.1 Educational game theory
Goal-Setting Theory: Goal-setting theory emphasizes that

goals provide individuals with a clear direction and measurable
outcomes, thereby helping to define the tasks that need to be
completed (Kapp, 2014). Research shows that specific, direct,
and moderately challenging goals are more likely to motivate
individuals than abstract, vague, or inappropriate goals (Locke
et al., 1981). In addition, the provision of immediate feedback,
such as reward mechanisms commonly found in gamification
practices, enables participants to assess their progress towards
goals and determine whether they need to adjust strategies to
achieve goals more effectively (Locke & Latham, 2002).

Self-Efficacy Theory: Self-efficacy theory states that indi-
viduals’ beliefs in their ability to cope with future situations,
that is, self-efficacy, will affect the effort and persistence they
put into overcoming difficulties (Bandura, 1982). By success-
fully completing a series of tasks that gradually increase in
difficulty, individuals’ self-efficacy is enhanced. In gamifica-
tion practices, starting with smaller and less difficult tasks
helps build users’ self-efficacy. In addition, the use of elements
such as point systems, badges, and progress bars, by providing
direct progress feedback and performance evaluations, can also
motivate individuals’ self-efficacy (Gnauk et al., 2012).

Self-Determination Theory: Self-determination theory sug-
gests that autonomy, relatedness (or sociality), and compe-
tence are three intrinsic psychological needs of humans that
can drive individuals to participate in or withdraw from an
activity (Ryan & Deci, 2000). Gamification practices provide
individuals with the autonomy to choose activities they prefer
through different levels of difficulty, thereby satisfying the
need for autonomy. This autonomous choice can enhance
participants’ behavioral and emotional engagement (Skinner
et al., 2008). The need for relatedness involves the connection
or interaction between individuals and others. The cooperation
and competition mechanisms in gamification practices can
meet this need, enhance individuals’ sense of belonging, and
increase engagement (Ryan & Deci, 2000). The satisfaction
of competence is related to individuals’ pursuit of mastery
or learning. Gamification practices that provide progress indi-
cators and immediate feedback help cultivate users’ sense of
competence (Sailer et al., 2017).

Flow Theory: Flow theory describes the experience of
individuals when they are completely engaged in an ac-
tivity (Csikszentmihalyi, 1990; Nakamura & Csikszentmiha-
lyi, 2009). Conditions that promote flow include clear and

challenging goals, immediate feedback on performance and
progress, and appropriate levels of challenge (Nakamura &
Csikszentmihalyi, 2009; Shernoff et al., 2003). Gamification
practices, such as providing feedback through rewards and
setting different levels of difficulty for users to choose from,
can help promote flow experiences (Hamari & Sjöblom, 2017).

2.2 TAM2 and UTAUT models
UTAUT model: The UTAUT model, proposed by

Venkatesh et al. (2003), integrates several seminal theories,
including the Theory of Reasoned Action (TRA), the Tech-
nology Acceptance Model (TAM), the Motivation Model
(MM), the Theory of Planned Behavior (TPB), the Innova-
tion Diffusion Theory (IDT), and Social Cognitive Theory
(SCT). The UTAUT model aims to provide a comprehensive
framework for a more thorough explanation and prediction of
user acceptance and technology usage behaviors. The model
comprises four core constructs: Performance Expectancy (PE),
Effort Expectancy (EE), Social Influence (SI), and Facilitat-
ing Conditions (FC). Performance Expectancy refers to the
degree to which users believe that using a technology will
enhance their work performance; Effort Expectancy denotes
the perceived ease of use of the technology; Social Influence
pertains to the impact of others or social groups on users dur-
ing the technology adoption process. Facilitating Conditions
refer to the presence of external resources and support that
enable users to successfully utilize the technology. Venkatesh
& Davis (2000) further proposed four moderating variables:
Gender, Age, Experience, and Voluntariness of Use. These
variables significantly affect the relationship between core con-
structs and usage intentions and behaviors. Specifically, Per-
formance Expectancy, Effort Expectancy, and Social Influence
directly influence users’ intentions to use technology, which in
turn affects their technology usage behavior. Facilitating Con-
ditions exert a direct influence on technology usage behavior
without the intermediary role of usage intentions. Moderating
variables (Gender, Age, Experience, and Voluntariness) affect
the relationship between core constructs and usage intentions
and behaviors, thereby further influencing user technology
acceptance and usage behaviors.

TAM2 model: The TAM2 model is an extension of the
Technology Acceptance Model (TAM) proposed by Venkatesh
& Davis (2000) based on Davis’s (1986) model. The core idea
of the TAM model is that users’ acceptance of an information
system is mainly determined by Perceived Usefulness (PU)
and Perceived Ease of Use (PEU). The TAM2 model builds
upon this foundation by introducing Social Influence and
Cognitive Instrumental Processes, which further explain the
factors that influence Perceived Usefulness, making the model
more comprehensive. Perceived Usefulness refers to the extent
to which users believe that using a particular technology or
system can enhance their job performance; Perceived Ease of
Use refers to the degree to which users believe that using
a particular technology or system is easy. Social Influence
refers to the impact that others or social groups have on users
when using technology, including subjective norms, social
image, etc.; Cognitive Tools involve the cognitive processes by
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Fig. 1. The UTAUT model framework.

Fig. 2. The TAM2 model framework.

which users improve their work performance or effectiveness
through technology, including work relevance, output quality,
etc. Specifically, Social Influence and Cognitive Tools directly
affect Perceived Usefulness, while Perceived Ease of Use
directly affects both Perceived Usefulness and Behavioral In-
tention. Perceived Usefulness and Perceived Ease of Use work
together to influence users’ Behavioral Intention, which in
turn determines their technology usage behavior. Meanwhile,
Cognitive Tools indirectly influence Behavioral Intention and
behavior by enhancing users’ perception of the usefulness of
the technology.

3. Research methods

3.1 Research design: Qualitative research
method and interview method

This study uses qualitative research methods to deeply
understand the experiences, feelings, and attitudes of inter-
national students in the process of using educational games
to learn Chinese, taking Pakistani students as an example.
Qualitative research allows researchers to explore and explain
individuals’ subjective experiences, revealing the underlying
meanings and connections. This study uses interviews as the
main data collection method, guiding participants to share
their true feelings and specific experiences through open-
ended questions. Open-ended interviews allow participants to
freely express their ideas and views without being limited
to fixed-choice answers. This method helps to obtain richer

and deeper data, enabling researchers to capture participants’
subtle reactions and complex emotions to various aspects of
educational games.

The interview guide is based on the Technology Accep-
tance Model 2 (TAM2) and the Unified Theory of Acceptance
and Use of Technology (UTAUT) and aims to cover the key
factors that affect learners’ acceptance and use of educational
games. The variables in the TAM2 and UTAUT models
provide a clear framework for interview design, ensuring that
researchers can comprehensively analyze learners’ acceptance
and usage behaviors regarding educational games, focusing
on key factors such as Performance Expectancy, Effort Ex-
pectancy, Social Influence, and Facilitating Conditions. This
approach allows for an in-depth understanding of international
students’ real experiences and attitudes when using educa-
tional games to learn Chinese. For example, in the context
of a Chinese learning game, Performance Expectancy reflects
learners’ views on whether the game can effectively improve
learning outcomes. The interview design evaluates learners’
expectations about the game’s utility through questions like
”How relevant is the Chinese learning content provided by
the game to your exams or study needs?” to uncover how
they perceive the game’s impact on enhancing learning effec-
tiveness.

The interview outline is divided into four sections: Learn-
ing Background, Perceived Usefulness, Perceived Ease of Use,
and Influencing Factors. The Influencing Factors section in-
cludes Subjective Norm, Image, Job Relevance, Voluntariness,
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Table 1. Specific content of the ”Influencing Factors” section in the interview outline.

Category Question

(1)Subjective norm

What percentage of your friends and classmates use this game? How do their opinions
influence you?
Has your teacher ever recommended using this type of learning tool? Please provide examples.
Is it common to use similar learning tools to study Chinese in your social circle? Please
provide examples.
Would you recommend this game to others who want to learn Chinese? Why?

(2)Image
Does using this game make you appear more innovative in learning within your social circle?
Do you think this game can enhance your social or professional image?

(3)Job relevance
How relevant is the Chinese learning content provided by the game to your exams or study
needs?
Can you apply the Chinese knowledge you learned from this game in your studies or exams?

(4)Voluntariness Do you use this game to learn Chinese voluntarily, or because of external pressure or
requirements? If voluntarily, what are your reasons?

(5)Result demonstrability

How do you demonstrate to others the improvement in your Chinese skills through this game?
Have you felt the effects of learning through this game in actual communication?
How do you think you should demonstrate the results of your Chinese learning through this
game?

and Result Demonstrability.

3.2 Participant selection: Five international
students from pakistan

The selection of participants was based on the principle
of convenience to ensure the accessibility of the sample.
This study invited five international students from Pakistan to
participate in interviews, each coming from different majors
and possessing unique learning motivations. This diversity
allows researchers to gain a deeper understanding of the
use of educational games from multiple perspectives, as well
as how varying professional backgrounds influence learners’
acceptance of educational games and their learning outcomes.
All five participants had experience using educational games
to learn Chinese, and the research team recorded their back-
ground information and learning motivations in detail prior to
the interviews. By selecting participants with diverse learning
experiences and attitudes, the researchers were able to obtain
a comprehensive perspective on the use of educational games.

3.3 Data collection and analysis: Open
interviews and content analysis

Data collection was conducted through one-on-one open
interviews, and the interview time for each participant was
determined according to the richness of their shared content
to ensure that the views and experiences of each participant
were fully captured. During the interviews, the researcher
followed a standardized interview outline to ensure that the
responses from each participant could be compared hori-
zontally. Researchers recorded the audio data of face-to-face
interviews through Tencent Conference and organized them
into transcripts after the interview to facilitate subsequent
analysis. Content analysis was used for data analysis, which
is a process of systematically decomposing text data into
meaningful units to identify patterns, themes, and categories.

Researchers first independently read all interview records,
opened coding of the data, and marked key concepts and
statements. Subsequently, through discussion and comparison,
researchers classified these open codes into more abstract
concepts to form themes and subthemes.

Table 2. Participant demographic information.

Game
ID

Major Age Experience with
educational games

105 Electronic department 31 Yes

106 Electronic department 32 Yes

107 Electronic department 32 Yes

109 Electronic department 30 Yes

114 Management 29 Yes

4. Findings

4.1 Analysis of learning motivation in
educational games
4.1.1 Motivation for learning chinese

Learning motivation is the intrinsic and extrinsic factors
that drive individuals to engage in learning activities. In the
context of international students learning Chinese, this study
reveals a variety of motivations, mainly including academic
requirements, career development, interest in Chinese culture,
social needs, and the accessibility of learning tools brought
about by technological progress.

Academic requirements are a significant motivation for
many international students learning Chinese. For many stu-
dents, learning Chinese is not only to fulfill degree require-
ments but also closely linked to their career goals. In in-
terviews, some participants mentioned that the HSK (Hanyu
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Shuiping Kaoshi, Chinese Proficiency Test) is a necessary
requirement in their study programs, and they must pass
a specific level of the HSK to graduate successfully. For
example, Participant 105 stated that their primary reason for
learning Chinese was to pass the HSK Level 3 exam, as
it was part of their degree program. This indicates that the
integration of Chinese language learning with academic goals
is an important driving factor for students to learn Chinese.

Furthermore, with the advancement of globalization, more
and more international students realize that mastering Chi-
nese will give them a competitive advantage in their future
careers. Both Participant 107 and Participant 115 mentioned
that learning Chinese is not only for academic purposes but
also enhances their competitiveness in the global job market.
With the rise of China’s economy and the increasing influence
of Chinese culture, fluency in Chinese, especially in fields
such as business, diplomacy, or international relations, has
become an advantage for job seekers. Many students believe
that strong Chinese language skills will not only open more
career opportunities but also help them achieve greater success
in cross-cultural communication.

Interest in Chinese culture and social needs Interest in
Chinese culture and social needs are other key factors driving
international students to learn Chinese. Many students stated
that their reason for learning Chinese is not only academic
but also stems from a strong interest in Chinese culture.
Participant 114 mentioned in an interview that they have had
a deep interest in China’s history, art, and philosophy since
childhood and hope to gain a deeper understanding of Chinese
culture through language learning. For them, Chinese is not
just a communication tool but an important key to exploring
and immersing themselves in Chinese culture. By learning
Chinese, they can experience Chinese society, customs, and
lifestyle more directly and authentically, thus gaining a deeper
cultural experience.

In addition, social needs are also an important driving
force for language learning. With the increase in international
exchanges, many international students expressed a desire to
establish deeper social connections with Chinese friends and
classmates. Participant 107 discussed that one of their main
reasons for learning Chinese was to communicate effectively
with Chinese friends, thus enhancing their social ties. Being
fluent in Chinese not only strengthens their social network
but also provides more opportunities for language practice,
allowing them to better integrate into Chinese social circles.
Social needs are closely linked to learning motivation, espe-
cially in today’s world where cross-cultural communication is
increasingly important. Language has become a key tool for
building connections and expanding networks.

Technological progress and accessibility of learning tools
In recent years, rapid technological advancements have

greatly driven innovation in educational tools, making Chinese
language learning more convenient and diverse, especially in
the context of globalization, where access to learning resources
has significantly increased. The popularity of online learning
platforms, language learning apps, virtual classrooms, and
educational games has allowed students to learn Chinese in
more flexible and personalized ways. Technology not only

breaks the time and space limitations of traditional education
models but also provides learners with more interactive and
enjoyable learning experiences.

Participant 106 mentioned that they use online courses and
language learning apps to assist with Chinese learning, as
these tools provide abundant learning resources and interactive
opportunities. In addition to textbook learning, they can ex-
change languages with other learners through online platforms,
watch Chinese movies, and participate in Chinese discussions,
thereby improving their language skills more comprehensively.
More importantly, the accessibility and flexibility of these
tools and platforms allow students to customize their learning
plans based on their own schedules and progress. For example,
some students can study Chinese anytime through mobile
apps, even with a busy academic or work life, improving
learning efficiency and motivation. With continuous techno-
logical development, AI-driven language learning assistants,
speech recognition technology, and adaptive learning systems
have further enhanced the learning experience, providing more
personalized learning and immediate feedback, which in turn
strengthens learning motivation and effectiveness.

4.1.2 Analysis of learning motivation

Learning motivation is an intrinsic psychological charac-
teristic that motivates and maintains learners’ learning drive.
American psychologist Deci & Ryan and others, through
research on the degree of autonomy of human behavior,
proposed the self-determination theory (Self-determination
Theory, SDT), which classifies learning motivation into three
categories according to the strength of learning motivation
autonomy or the degree of self-determination of learners:
intrinsic motivation (Intrinsic Motivation), extrinsic motivation
(Extrinsic Motivation) and no motivation (Amotivation) (Ryan
& Deci, 2000).

Intrinsic motivation refers to engaging in learning activities
for the intrinsic satisfaction of the activity itself, focusing
on learning fun, interest, and sense of fulfillment; extrinsic
motivation refers to individual behavior being determined by
external factors, such as gaining recognition, avoiding punish-
ment, or avoiding a sense of guilt (Ryan & Connell, 1989),
which can be further subdivided into external regulation,
introjected regulation, identification regulation, and integrated
regulation. The main difference between intrinsic and extrinsic
motivation lies in whether learners participate in learning for
their own internal interest or are driven by external forces. Ap-
plying the self-determination motivation theory to the virtual
community learning environment, community learners driven
by intrinsic motivation participate in community learning out
of interest or learning fun to obtain psychological pleasure;
Community learners driven by extrinsic motivation participate
in community learning to conform to external requirements.

Participant 105’s learning of Chinese is more for the pur-
pose of passing the HSK3 level examination through studying
abroad, which shows that this participant’s educational game
learning language is driven by external motivation to a greater
extent. And participant 114 and participant 107 are more
interested in internal motivation.

Previous research has proposed that both intrinsic and
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extrinsic motivation of learners will affect their learning
investment in the learning process. It is generally believed
that intrinsic motivation can positively predict online learning
investment (Kui et al., 2006). When learners mainly participate
in learning out of interest and fun, they have stronger self-
drive and are more willing to participate in learning. The
relationship between extrinsic motivation and online learning
investment has not been determined. Some scholars believe
that learners driven by extrinsic motivation are more likely to
show escape tendency in learning activities, thereby reducing
learning investment (Moon & Michele, 2015); Some scholars
believe that external motivation can enhance learning invest-
ment to a certain extent, and certain external incentives need
to be implemented (Hidi & Harackiewicz, 2000). Combining
the characteristics of virtual community learners, when the
autonomy of community learners is higher, they often join
the learning community out of interest or fun factors, which
can strengthen learning investment; When community users
mainly participate in community learning driven by external
factors, they are more likely to have a sense of resentment,
but external incentives and constraints can also make learners
improve learning investment to a certain extent.

4.2 Perceived usefulness of educational games
The perceived usefulness of educational games refers to

learners’ overall evaluation of the role played by educational
games in the process of learning Chinese. This study learns
through interviews that international students have different
perceptions and expectations of the usefulness of educational
games when using educational games to learn Chinese.

4.2.1 Learning Chinese as an auxiliary tool

In the interview, most participants believe that educational
games are a beneficial auxiliary tool. For example, participant
105 pointed out that this game is very useful in repetitive
practice, and they believe that if these defects are improved, it
will help beginners learn Chinese faster. In addition, partici-
pant 107 mentioned that this game is very helpful for learners
with a certain foundation in Chinese, especially those who
are preparing for the HSK3 level examination. However, for
beginners, since all the content in the game operation process
is presented in Chinese, they may feel difficult.

4.2.2 Comparison with traditional cultural teaching

In comparison with traditional teaching methods, some
participants believe that educational games provide a more
flexible and interactive learning method. For example, par-
ticipant 106 mentioned that the game-based way of learning
Chinese can make learning Chinese more interesting, and
AI assistants can provide personalized feedback and support.
However, there are also participants, such as participant 105,
who believe that traditional classroom learning is sometimes
more effective because it can directly communicate with
teachers and students, while software has limitations in com-
munication.

4.2.3 Learners’ perception of the relevance of game
content

Content relevance significantly influences learners’ percep-
tion of usefulness. Participant 106 suggested including basic
vocabulary and phrases at the start to improve comprehension.
Participant 107 recommended designing games to reflect real-
life scenarios, helping learners apply Chinese in practical
contexts. In summary, international students have a complex
view of the perceived usefulness of educational games. On the
one hand, they recognize the potential of educational games in
providing interactive learning experiences, increasing learning
motivation, and assisting language practice; on the other hand,
they also pointed out the shortcomings of educational games in
terms of content design, technical implementation, and meet-
ing learners’ needs. These findings provide valuable feedback
for educational game designers and Chinese language teachers,
helping them to improve the game and better meet the needs
of learners. Through an in-depth analysis of the interview
content, researchers can provide the following suggestions
for game design: enhancing the interactivity and personalized
feedback of educational games to adapt to the needs of
learners at different levels, for example, providing appropriate
English subtitles for low-level Chinese learners; designing
game content based on real-life contexts to help learners better
understand and apply Chinese, which is beneficial for learners
to set goals in the game-playing process and improve self-
efficacy; incorporating cultural elements into the game to help
learners gain a deeper understanding of Chinese culture, and
promote the transformation of learners’ external motivation
to internal motivation; combining with traditional teaching
methods to form a complementary teaching model, giving
full play to the advantages of both and improving learning
outcomes.

4.3 Perceived ease of use of educational games
Perceived ease of use refers to the user’s subjective

judgment of the ease of using a technology or system. In
educational games, perceived ease of use directly affects the
user’s learning experience and learning outcomes.

4.3.1 Operation experience and technical issues

Operation experience is a key component of perceived ease
of use. According to the interview content, some learners
encountered operational difficulties when using educational
games. For example, participant 105 mentioned that for be-
ginners, the game has a high repetition, and they need to
start over if they answer a question incorrectly, which is not
only frustrating but also affects learning efficiency. In addition,
technical issues also have a negative impact on the operation
experience, such as the software translation issue reflected by
participant 105, and the noise interference issue mentioned by
participant 114.

4.3.2 Interface design and user guidance

Interface design is another important factor affecting users’
perceived ease of use. Good interface design can improve
user learning efficiency and satisfaction. However, according
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to the interview results, some learners believe that there is
room for improvement in the game’s interface design. For
example, participant 106 suggested that some basic vocabulary
and sentences should be provided at the beginning of the game
to help beginners better understand the content of the dialogue.
In addition, participant 109 pointed out that the design of
game options needs to be improved to more clearly distinguish
between correct and incorrect options.

4.3.3 Learners’ suggestions for game design improvements

Learners have made some specific suggestions for game de-
sign improvements. Participant 105 suggested that the software
should provide immediate feedback and translation of correct
answers to help learners quickly understand. Participant 107,
on the other hand, hopes that the game will have English trans-
lations to reduce language barriers. Participant 106 suggested
that the game should customize personalized learning strate-
gies based on learners’ weaknesses and strengths. In addition,
participant 109 emphasized the importance of interpersonal
interaction, believing that although AI can be helpful in some
ways, it cannot completely replace communication between
people.

Based on the interview results, learners have complex
feelings about the perceived ease of use of educational games.
Some learners think that the game is interesting and helpful for
learning, but they also pointed out the difficulties in operation,
technical issues, insufficient interface design, and lack of user
guidance. In order to improve the perceived ease of use of
educational games, designers need to consider the follow-
ing aspects: simplify the operation process, reduce repetitive
operations caused by errors; optimize technical performance,
ensure smooth game operation, and reduce technical issues;
improve interface design to make it more intuitive and easy
to understand, and easy for users to get started quickly;
provide effective user guidance and feedback mechanisms to
help learners better understand and use the game; consider
learners’ personalized needs and provide customized learning
experiences.

4.4 Social and cultural integration
Educational games, as an emerging learning tool, can not

only improve language skills but also help learners achieve
significant results in terms of social and cultural integration.

4.4.1 The role of educational games in cultural adaptation

Educational games, by simulating real-life situations, pro-
vide learners with a safe and interactive learning environment,
helping them better understand and adapt to the cultural back-
ground of the target language. For example, participant 105
mentioned that educational games are a comfortable learning
method for beginners due to their interesting social activities
and environmental design, which helps them adapt to Chinese
social culture more quickly. In addition, educational games
often contain cultural elements such as festivals, customs,
and history, which can enhance learners’ understanding and
understanding of Chinese culture. Participant 114 stated that
learning Chinese is very important for understanding Chinese

culture, and learning Chinese through games helps them gain
a deeper understanding and experience of Chinese culture.

4.4.2 Improvement of learners’ Chinese communication
skills

Educational games can improve learners’ social commu-
nication skills through elements such as role-playing and
interactive dialogue. For example, participant 107 believes that
the situations designed in the game, such as the dialogue
between students and receptionists or classmates, can help
learners practice how to communicate in real-life situations.
In addition, educational games can enhance learners’ language
confidence, making them more willing to use Chinese in real
social situations. Participant 106 pointed out that educational
games, in an innovative way through dialogue, help learners
learn Chinese, and this learning method helps improve their
social image and allows them to better communicate with other
Chinese people.

4.4.3 Impact of educational games on image and
professional development

Educational games can not only improve learners’ language
skills and social skills but also have a positive impact on their
personal image and professional development. Participant 105
believes that learning Chinese can make it easier for them to
communicate with people in China, which is beneficial to their
social and career development. In addition, educational games,
due to their innovation and technology, can make learners
appear more innovative in their social circles. Participant 109
believes that for the international learner community, using
educational games to learn Chinese is an innovative and
novel way, which not only improves their social image but
also demonstrates their adaptability to new technologies and
learning innovation.

5. Discussion

5.1 The relationship between learning
motivation and learning outcomes

According to the interview data, learning motivation is
a key factor driving international students to learn Chinese.
There is a significant correlation between learning motivation
and learning outcomes. For example, interviewee 105 stated
that they mainly learn Chinese because they need to pass the
HSK3 level examination, and this clear academic requirement
has become a strong driving force for their learning. “Actually,
we try to learn the Chinese language, because f irst o f all, we
have to clear the HSK level 3. So that ′s why we have to learn
the Chinese language, because we don′t have any knowledge
be f ore this one so during this one that ′s why we want some
so f tware or any other person. T hat will hel p us o learn the
Chinese. ”The strength of learning motivation directly affects
learners’ participation in educational games and learning in-
vestment, thereby affecting learning outcomes. Those learners
with clear learning goals and intrinsic motivation, such as
interviewee 114, “I think that was I want to learn Chinese,
because everybody think about the bright f uture......Yeah,
because I think Chinese language is very important to know
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about the Chinese culture. So this is, also f rom the game,
we have learned about language and conversation, or history
and art”, usually achieve better results in language learning.

5.2 The potential and limitations of educational
games in international Chinese language
education

Educational games have shown great potential in inter-
national Chinese language education. Interviewees 107 and
109 emphasized the advantages of educational games in
improving learning interest and providing cultural exchange
opportunities. “Yes, because the designed game just like a
student or a boy go to reception and asked f rom him, and
he said it could. T he next step, he goes to the ground
and ask a girl. T he two guys can communicate with each
other, ‘How are you?’ ’Where are you going?′ ′Are you
f ine?′ ′May I?′ and phrases like ′Please tell me how to get
to the subway,′ or something similar. T hat ′s why I think
this game is interesting and good f or communicating with
Chinese people.” However, there are also limitations. Some
interviewees pointed out that educational games need to be
improved in terms of technical implementation, user inter-
face design, and personalized learning support. For example,
interviewee 106 mentioned the difficulties at the beginning
of the game and suggested adding the introduction of basic
vocabulary and sentences to help beginners better integrate
into the game learning process. “First, I will tell that i f
you learned by gaming what that advantages. Like by game,
like f ormat, make Chinese engaging and f un. And, I′d have
an AI assistant in my inclusion. It can provide personalized
f eedback and support. Secondly, f or this speci f ic game, I
think it ′s. It does not teach where to start. And how to start
like being and new. So, i f you start, like, I just gave one out
at the school. It should give some words at the start. T hat we
will use these words in this dialogue or in this game, a f ter
memorizing and understanding their words. T hen i f you play
the dialogue, I think it will be more hel p f ul. For you, yeah.
Like, i f you open the game, it starts the dialogue between two
person, and you have to select the right and wrong options.
So that ′s why I′m thinking it needs some improvement, like.
I f at the start o f the game, there is some list o f words
and along with their English meaning and opinions. It will
be more hel p f ul in learning Chinese with the hel p o f the
scheme.”

5.3 Suggestions for the design and application of
educational games

Based on the feedback from interviewees, educational
game designers should consider several key aspects to enhance
the effectiveness of the games and improve the learning
experience. First, it is crucial to incorporate more guidance
for beginners and introduce vocabulary, as this can help
learners gradually adapt to the game content and operations,
reducing the learning burden and boosting their confidence.
Second, improving the user interface and interaction design
is essential to ensure the interface is simple, intuitive, and
easy to understand, which will help learners quickly get started

and enjoy a positive user experience. A clear design not only
enhances engagement but also reduces the frustration caused
by difficult operations, thereby promoting sustained learning.
In addition, integrating artificial intelligence (AI) technology
to provide personalized feedback and learning strategies can
allow the game to adapt in real-time to the needs of learners
at different levels, offering more tailored guidance throughout
the learning process and improving overall learning outcomes.
Finally, incorporating cultural elements and simulating real-
life contexts can closely link language learning with practical
applications, enhancing both its usefulness and relevance. By
integrating Chinese culture and everyday life scenarios, learn-
ers can not only improve their language skills but also deepen
their understanding and experience of Chinese culture, making
the language learning process richer and more comprehensive.

6. Conclusion
The study found that learning motivation is an important

factor influencing the effectiveness of Chinese language learn-
ing. In modern education, educational games, as an emerging
learning tool, have garnered increasing attention due to their
significant advantages in stimulating learning interest, promot-
ing cultural exchange, and providing flexible learning methods.
However, despite these advantages, educational games still
have certain limitations in design and application, which need
to be further optimized to better meet the diverse needs of
learners. Based on this, the study offers several important
insights for international Chinese language education practice.

First, clear learning goals and requirements, such as stan-
dardized exams like the HSK, can serve as a key motivating
factor for learners, helping them maintain a sense of purpose
and accomplishment throughout the learning process. Second,
combining educational games with other teaching methods can
create a more diverse learning environment, thereby meeting
the needs of learners at different levels. For instance, beginners
can engage in language input through simple games, while ad-
vanced learners can practice language output and gain deeper
cultural experiences through more complex games. Lastly,
educational games not only promote language learning but also
address learners’ cultural adaptation and social needs. By de-
signing educational games that incorporate cultural elements,
learners can practice language skills in a relaxed and enjoyable
environment, while also enhancing their understanding and
experience of Chinese culture. Therefore, the application of
educational games in international Chinese language teaching
can not only enhance learning motivation and interest but
also provide learners with a more comprehensive and flexible
learning experience.

Funding: This research was supported by the following
projects: ”Virtual Simulation of the HSK Examination Based
on Intelligent Digital Technology”, funded by the 2024 Brand
Course Development Program for International Students at
Beijing University of Posts and Telecommunications; ”Explor-
ing Pathways to Cultivate Critical Thinking in Graduate Aca-
demic Training Based on Generative Artificial Intelligence”,
supported by the Graduate Education Reform Project at Bei-
jing University of Posts and Telecommunications (Project No.



Feng, M., et al. Education and Lifelong Development Research, 2025, 2(1): 1-10 9

2024Y068); and the 2022 Collaborative Research Project on
International Chinese Education by Chinese and Overseas
Scholars, ”The Creation and Empirical Research of the In-
ternational Chinese Blended Teaching Model from the Per-
spective of Learner Satisfaction” (Project No. 22YH27ZW).

Conflict of interest
The author declares no conflict of interest.

Open Access This article is distributed under the terms and conditions of
the Creative Commons Attribution (CC BY-NC-ND) license, which permits
unrestricted use, distribution, and reproduction in any medium, provided the
original work is properly cited.

References
Bandura, A. (1982). Self-efficacy mechanism in human

agency. American Psychologist, 37(2), 122-147.
Chen, X., Dewaele, J.-M., & Zhang, T. (2022). The sustain-

able development of EFL/ESL learners’ willingness to
communicate: The effects of teachers and teaching styles.
Sustainability, 14(1), 396.

Clark, D. B., Tanner-Smith, E. E., & Killingsworth, S. S.
(2016). Digital games, design, and learning: A system-
atic review and meta-analysis. Review of Educational
Research, 86(1), 79-122.

Csikszentmihalyi, M. (1990). Flow: The psychology of opti-
mal experience. Harper & Row.

Daniela, L. (2019). Didactics of smart pedagogy: Smart ped-
agogy for technology-enhanced learning. Springer Inter-
national Publishing.

Daniela, L., & Lytras, M. (2018). SMART pedagogy:
(Re)defining pedagogy. In L. Daniela & M. Lytras (Eds.),
Learning strategies and constructionism in modern edu-
cation settings (pp. 1-15). IGI Global.

Davis, F. D. (1986). A technology acceptance model for
empirically testing new end-user information systems:
Theory and results [Doctoral dissertation, Massachusetts
Institute of Technology].

de Freitas, S., & Liarokapis, F. (2011). Serious games: A new
paradigm for education? In M. Ma, A. Oikonomou, & L.
Jain (Eds.), Serious games and edutainment applications
(pp. 9-23). Springer, London.

Fokides, E. (2020). Digital educational games in primary ed-
ucation. In L. Daniela (Ed.), Epistemological approaches
to digital learning in educational contexts (pp. 54-68).
Routledge.

Gee, J. P. (2008). Learning and games. In K. Salen (Ed.), The
ecology of games: Connecting youth, games, and learning
(pp. 21-40). The John D. and Catherine T. MacArthur
Foundation Series on Digital Media and Learning.

Gnauk, B., Dannecker, L., & Hahmann, M. (2012). Leveraging
gamification in demand dispatch systems. Paper pre-
sented at the proceedings of the 2012 joint EDBT/ICDT
Workshops, Berlin, Germany.

Gong, Y., Lyu, B., & Gao, X. (2018). Research on teaching
Chinese as a second or foreign language in and outside
mainland China: a bibliometric analysis. Asia-Pacific
Educ. Res. 27, 277-289.
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