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Review of Studies on Game-based Learning
from the Perspective of Cognitive Neuroscience

SHANG Junjie, ZHANG Lu
(Lab of Learning Sciences, Graduate School of Education, Peking University, Beijing 100871)

[Abstract] In recent years, game—based learning is attached much importance to, and many researches
prove the educational functions of games from different perspectives. As an important branch in learning
science, cognitive neuroscience promotes the exploration of the learning mechanism of human brain, and
provides vital support for the design and study of game —based learning. This paper reviews the
understanding of learning process in cognitive neuroscience, introduces the research tools used in brain
science for educational researches and research findings of Math and Reading in cognitive neuroscience as
well. Then, the proved studies about the effects of game—based learning on cognition, emotions and subject
learning in brain science are investigated. What’s more, this paper points out the great value of cognitive
neuroscience for game—based learning and forecasts the future prospect of game—based learning based on
cognitive neuroscience.
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