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Abstract: Advances in technology and changes in the way people entertain themselves have made 
video games a cultural agent on a par with more traditional games. In addition, the use of video 
games in education is becoming increasingly common and numerous benefits associated with their 
use have been discovered. The aim of this article is to analyze the search trends in studies dealing 
with the use of video games in language learning. To this end, a bibliometric analysis was carried out 
by applying the traditional laws of bibliometrics (exponential growth law, Bradford’s law of 
concentration, Lotka’s law, Zipf’s law, etc.) to documents published in journals indexed in the Core 
Collection of the Web of Science (WoS). Annual publications between 2009 and 2022 show an 
exponential growth R2=86%. The journals with the most publications are Computer assisted language 
learning (Taylor & Francis) and Computers and Education (Elsevier). Jie Chi-Yang and Gwo Jen-
Hwan were the most cited authors. The United States and Taiwan were the countries with the highest 
scientific output. The use of video games in language learning has been of particular interest in recent 
years, with benefits found for students who use them in their classes, although more research is 
needed to establish criteria and requirements for each video game for its intended purpose. 

Keywords: digital game-based learning; language acquisition; foreign language; L2; online game 
 

1. Introduction 

In today’s digital age, video games have become an indispensable part of our daily lives, 
providing an interactive and engaging platform for entertainment. However, their importance goes 
beyond mere entertainment and they have become innovative educational tools. Video games, with 
their ability to immerse players in real and compelling language scenarios, play a central role in the 
process of language learning. This research explores the usage of video games as a powerful channel 
for language learning, challenging conventional methodologies and opening up new avenues for 
language acquisition. 

Several studies have investigated the relationship between video games and second language 
learning. For example, [1] examined how the use of video games affects motivation for language 
learning. Others like [2] argue that the use of video games at an early age promotes second language 
acquisition. Other authors claim that they are useful for increasing foreign language knowledge [3]. 
However, there are studies that suggest that the possibilities for language learning with video games 
are very diverse and that a guiding role of the teacher is desirable [4]. Others show that good 
pedagogical planning is necessary for the use of video games for language learning to be really useful 
[5]. 

Despite the growing popularity of video games as an educational tool, there is a notable gap in 
the scientific literature on their use in second language learning, as most existing studies have focused 
on the motivational and cognitive aspects of video games. Furthermore, existing literature has rarely 
focused on the bibliometrics of the field, which limits our understanding of trends and patterns in 
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the existing literature. In doing so, this study will not only provide a more complete picture of the 
current state of research in this area, but also identify areas that require further investigation. 

This study was supported by “PIT+: Innovation and Talent Program” from the Education and 
Employment Department from Junta de Extremadura and European Union and the Erasmus+ Project 
“BABO: Bilingual and Bicultural Outlook” from the European Union (Ref.: 2021-1-ES01-KA220-SCH-
000027950). 

Bibliometric analysis is a quantitative method used to assess scientific production and its impact 
on a given field of knowledge. Based on the examination of scientific publications and their citations, 
such an approach provides a thorough understanding of the state of research in a given field, derived 
from the analysis of scientific publications and their citations. As a result, such studies can identify 
research trends, help researchers make informed decisions, and assess the performance of 
researchers, institutions and countries in terms of scientific output and impact [6]. Given that no 
bibliometric analysis of the intersection between video games and language learning has been carried 
out to date, nor has any study been conducted using conventional bibliometric laws, the present 
study aims to evaluate publications related to video games and language learning, identifying the 
most prominent journals, the most prolific and prominent authors, the most relevant papers and the 
most recurrent keywords. 

2. Materials and Methods 

The bibliometric analysis was carried out using publications from journals indexed in the Web 
of Science (WoS) database from Clarivate Analytics (WoS importance citation). The search was 
carried out in the WoS Core Collection database within the Science Citation Index Expanded (SCI-E), 
Social Sciences Citation Index (SSCI) and Emerging Sources Citation Index (ESCI) editions. For this 
search, the command “TI” was used to find the term only in the titles of the documents; the command 
“AB” was used to find it in the abstracts of the documents; and the command “AK” was used to find 
it in the author keywords of the document. The next search was performed on 15 November 2023, 
using the following vector: 

(TI=(“video game*” OR “videogame*” OR “online game*” OR “mobile game” OR “digital 
game” OR “online gaming” OR “videojuego*” OR “exergames”) OR AB=(“video game*” OR 
“videogame*” OR “online game*” OR “mobile game” OR “digital game” OR “online gaming” OR 
“videojuego*” OR “exergames”) OR AK=(“video game*” OR “videogame*” OR “online game*”OR 
“mobile game” OR “digital game” OR “online gaming” OR “videojuego*” OR “exergames”)) AND 
(TI=(“second language” OR “language learning” OR “foreign language” OR “linguistic skill*” OR 
“english learning” OR “spanish learning” OR “chinese learning” OR “french learning” OR 
“portuguese learning” OR “language education” OR “language acquisition” OR “language 
develop*” OR “linguist* develop*”) OR AB=(“second language” OR “language learning” OR “foreign 
language” OR “linguistic skill*” OR “english learning” OR “spanish learning” OR “chinese learning” 
OR “french learning” OR “portuguese learning” OR “language education” OR “language 
acquisition” OR “language develop*” OR “linguist* develop*”) OR AK=(“second language” OR 
“language learning” OR “foreign language” OR “linguistic skill*” OR “english learning” OR “spanish 
learning” OR “chinese learning” OR “french learning” OR “portuguese learning” OR “language 
education” OR “language acquisition” OR “language develop*” OR “linguist* develop*”)) 

Papers that did not have video games or language learning as the main subject of study were 
excluded from the search. The sample was exported from WoS in .xslx and plain text (.txt) formats 
for further processing using Microsoft® Excel® for Microsoft 365 for Business and Vos Viewer 
(version 1.6.20). 

Descriptive analysis was used to examine the patterns of annual publications. DeSolla-Price’s 
law, which postulates the exponential growth of science [7,8], was used. The estimation involved 
determining the coefficient of determination (R2) adjusted to an exponential growth rate. The 
purpose of this adjustment was to determine whether the annual publications corresponded to a 
phase of exponential growth. 
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In order to analyse the WoS categories into which the documents were classified, the WoS tool 
“Analysis of results” was used to select the main categories, to check who were the authors who 
contributed the most documents to each subject, and which journals and publishers accumulated the 
most documents in these categories. 

Lotka’s Law [9] was used to identify the cohort of prolific authors. This statistical framework 
involves estimating prolific authors using the square root of the total number of authors who have 
contributed to a selected subset of the sampled papers. Furthermore, this estimation is validated by 
adjusting the power law that governs the relationship between prolific authors and the resulting 
number of published papers. This adjustment is made by examining the coefficient of determination 
(R2), a statistical measure calculated using Microsoft Excel. The most cited documents on the topic 
were then examined using the Hirsch index [10], which specifies a set of “n” documents with “n” or 
more citations. Those with the most citations were considered to be the most productive. To select 
prominent authors, prolific authors were cross-referenced with the most cited papers, with prolific 
authors with papers among the most cited being considered prominent authors. 

In order to identify the journals that are characterised by a significant amount of published work 
on video games and language learning, a concentration analysis was carried out using Bradford’s 
law [11–14]. Applying this law, the journals are grouped into terciles according to the number of 
publications, with the core of journals in this field being the journals that make up the first publication 
tercile. A descriptive analysis of the journals making up this core was carried out using the WoS tool 
“Analysis of results”. 

Zipf’s law [11,15] was used in the study of scientific production areas. This law facilitates the 
identification of the most frequently used author keywords within a given document set, and their 
estimation is achieved by the square root of the total number of author keywords. 

The countries that co-authored the documents found were analysed, highlighting the countries 
that contributed the most documents, using co-authorship analysis in VOSViewer software. 

3. Results 

A total of 268 papers were found, but after checking whether these papers met the inclusion and 
exclusion criteria, 238 papers were included in this bibliometric analysis. 

The 238 documents were published from 2005 to 2023. From the first paper [16], no continuity 
in annual publications was found until 2009. From 2005 to 2009, sporadically published papers were 
found (2), but from 2009 to 2022 (2023 was excluded as it was not finalised and not having complete 
data) annual publications were found to be uninterrupted and followed an exponential growth trend 
with a goodness of fit at an exponential growth ratio of R² = 0.8621 (Figure 1). 
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Figure 1. Trends in annual publications between 2009 and 2022. 

The 238 papers were found to be distributed by WoS in 39 categories. Among categories, 
Education Educational Research (169 papers), Linguistics (70 papers), Language Linguistics (51 
papers) and Computer Science Interdisciplinary Applications (16 papers) stood out. Table 1 shows 
the descriptive analysis of the main categories, including the number of documents, the most 
productive author in the subject area and the journals and publishers that contributed the most 
documents. 

Table 1. Main WoS Categories (Top 4), most prolific co-authors and journals with most documents by 
category. 

WoS Categories Doc. Main co-authors (Affiliation) Doc. 
Main Journals 

(Publisher) Doc. 

Education Educational 
Research 

169 
Gwo-Jen Hwang (National 

Taiwan University of Science & 
Technology) 

5 
Computer assisted 
language learning 
(Taylor & Francis) 

14 

Linguistics 70 
Julie M. Sykes (University of 

Oregon) 3 
Computer assisted 
language learning 
(Taylor & Francis) 

14 

Language Linguistics 51 Dongping Zheng (Shanxi 
Medical University) 

3 
Computer assisted 
language learning 
(Taylor & Francis) 

14 

Computer Science 
Interdisciplinary 

Applications 
16 

Gwo-Jen Hwang (National 
Taiwan University of Science & 

Technology) 
3 

Computers and 
Education (Elsevier) 9 

Doc. = Documents. 

When analysing the authors, 490 authors were found, after standardisation and elimination of 
duplicates. These authors had a publication range between 1 and 6 papers. Applying Lotka’s law, it 
was estimated that the prolific authors should be the 22 (square root of total authors, 22.13) with the 
highest number of publications. When performing the discrete count of authors and their papers we 
found that 10 authors had published 4 or more papers and 29 authors 3 or more papers, the latter 
being considered prolific authors (Figure 2). 

 

Figure 2. Ratio of authors to number of documents. 

Twenty-nine prolific authors were identified, including Jie Chi-Yang (6 papers and 233 
citations), Ricardo Casan-Pitarch (5 papers and 12 citations) and Gwo-Jen Hwang (5 papers and 217 
citations). 
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Figure 3 shows three large clusters: the first, in red, includes the 6 authors with the highest level 
of production; the second, in green, includes 4 prolific authors; and the third, in blue, another group 
of 3 prolific authors. In addition, we find some smaller relationships between other authors 
producing in pairs (yellow, purple, light blue and orange clusters) and another 8 authors producing 
individually. 

 

Figure 3. Graph of collaboration between prolific authors. (Method: Fractionalization, Attraction: 5; Repulsion: 
-2). 

When analysing the citations of the set of documents, it was found that these documents had a 
range of citations between 0 and 417. When applying the h-index, there were found 35 documents 
with 38 number of citations, these being the most cited documents. 
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Figure 4. Relationship between number of citations and number of documents (h-index). 

Among the 35 most cited papers, [17] stood out with 417 citations and [18] with 267 citations. 
Table 2 shows the 35 most cited papers, the number of citations, the journal and publisher in which 
they were published, the subject category assigned to them and the index in which they were indexed. 

Table 2. H-index documents (38 or more citations). 

Authors 
Journal ISO 

Abbreviation 
Publication 

Year 

Times 
Cited 

in 
WoS 
Core 

Web of 
Science 
Index 

WoS Categories 

Young et al. Rev. Educ. Res. 2012 417 SSCI 
Education & Educational 

Research 

Thorne et al. Mod. Lang. J. 2009 267 SSCI 
Education & Educational 

Research; Linguistics 

Mayer 
Annu. Rev. 

Psychol 
2019 139 

SCIE; 
SSCI 

Psychology; Psychology, 
Multidisciplinary 

Duch et al. 
Int. J. Behav. 
Nutr. Phys. 

Act. 
2013 134 

SCIE; 
SSCI 

Nutrition & Dietetics; 
Physiology 

Hung et al. Comput. Educ. 2018 121 
SCIE; 
SSCI 

Computer Science, 
Interdisciplinary 

Applications; Education & 
Educational Research 

deHaan et al. Lang. Learn. 
Technol. 

2010 120 SSCI Education & Educational 
Research; Linguistics 

Suh et al. 
J. Comput. 

Assist. Learn. 
2010 115 SSCI 

Education & Educational 
Research 

Berns et al. Comput. Educ. 2013 107 SCIE; 
SSCI 

Computer Science, 
Interdisciplinary 
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Applications; Education & 
Educational Research 

Rama et al. ReCALL 2012 102 SSCI 
Education & Educational 

Research; Linguistics; 
Language & Linguistics 

Sundqvist & 
Sylvén 

ReCALL 2014 96 SSCI 
Education & Educational 

Research; Linguistics; 
Language & Linguistics 

Reinders & 
Wattana 

Lang. Learn. 
Technol. 

2014 95 SSCI 
Education & Educational 

Research; Linguistics 

Hwang et al. 
Comput. 

Assist. Lang. 
Learn. 

2016 89 SSCI 
Education & Educational 

Research; Linguistics; 
Language & Linguistics 

Zou et al. 
Comput. 

Assist. Lang. 
Learn. 

2021 87 SSCI 
Education & Educational 

Research; Linguistics; 
Language & Linguistics 

Chik 
Lang. Learn. 

Technol. 
2014 84 SSCI 

Education & Educational 
Research; Linguistics 

Zhang & 
Zou 

Comput. 
Assist. Lang. 

Learn. 
2022 83 SSCI 

Education & Educational 
Research; Linguistics; 

Language & Linguistics 

Chen & Hsu 
Comput. 

Assist. Lang. 
Learn. 

2020 78 SSCI 
Education & Educational 

Research; Linguistics; 
Language & Linguistics 

Reinders & 
Wattana ReCALL 2015 75 SSCI 

Education & Educational 
Research; Linguistics; 

Language & Linguistics 

Thorne et al. ReCALL 2012 75 SSCI 
Education & Educational 

Research; Linguistics; 
Language & Linguistics 

Piirainen-
Marsh & 

Tainio 
Mod. Lang. J. 2009 73 SSCI Education & Educational 

Research; Linguistics 

Godwin-
Jones 

Lang. Learn. 
Technol. 

2014 71 SSCI Education & Educational 
Research; Linguistics 

Lim & Holt Cogn. Sci. 2011 71 SSCI Psychology, Experimental 

Chen & Hsu Comput. Educ. 2020 68 
SCIE; 
SSCI 

Computer Science, 
Interdisciplinary 

Applications; Education & 
Educational Research 

Acquah & 
Katz Comput. Educ. 2020 67 

SCIE; 
SSCI 

Computer Science, 
Interdisciplinary 

Applications; Education & 
Educational Research 

Yang et al. Comput. Educ. 2020 65 
SCIE; 
SSCI 

Computer Science, 
Interdisciplinary 

Applications; Education & 
Educational Research 

Chiu et al. Br. J. Educ. 
Technol. 

2012 64 SSCI Education & Educational 
Research 

Tsai & Tsai Comput. Educ. 2018 63 
SCIE; 
SSCI 

Computer Science, 
Interdisciplinary 
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Applications; Education & 
Educational Research 

Purushotma Lang. Learn. 
Technol. 

2005 63 SSCI Education & Educational 
Research; Linguistics 

Chen & 
Yang 

Interact. Learn. 
Environ. 

2013 54 SSCI 
Education & Educational 

Research 

Zheng et al. ReCALL 2012 51 SSCI 
Education & Educational 

Research; Linguistics; 
Language & Linguistics 

Wu J. Comput. 
Assist. Learn. 

2018 49 SSCI Education & Educational 
Research 

Chen et al. ReCALL 2019 46 SSCI 
Education & Educational 

Research; Linguistics; 
Language & Linguistics 

Yang et al. 
J. Comput. 

Assist. Learn. 2018 46 SSCI 
Education & Educational 

Research 
Piirainen-
Marsh & 

Tainio 

Scand. J. Educ. 
Res. 2009 46 SSCI 

Education & Educational 
Research 

Wu & 
Huang 

Educ. Technol. 
Soc. 2017 41 SSCI 

Education & Educational 
Research 

Xu et al. ETR&D-Educ. 
Tech. Res. Dev. 

2020 38 SSCI Education & Educational 
Research 

When crossing the prolific authors with the most cited papers, 14 authors stood out, with 3 or 
more papers with some paper among the most cited papers, considering these as prominent authors. 
Table 3 shows the prominent authors. 

Table 3. Prominent co-authors. 

Co-Authors Affiliation Documents Most cited 
documents 

Sum of 
cites 

yang, jie chi 
National Central 

University 6 4 233 

hwang, gwo-jen 
National Taiwan 

University of Science 
& Technology 

5 3 217 

berns, anke Universidad de Cadiz 4 1 136 
chen, hao-jan 

howard 
National Taiwan 

Normal University 
4 2 150 

zheng, dongping 
Shanxi Medical 

University 4 1 109 

zou, di Lingnan University 4 3 240 

chen, sherry y. 

National Central 
University Research 

Center for Science and 
Technology for 

Learning 

3 2 60 

dehaan, jonathan 
w. 

University of 
Shizuoka Graduate 

School of 
International 

Relations Faculty of 

3 1 152 
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International 
Relations 

kao, chian-wen Chihlee University of 
Technology 

3 1 97 

reinders, hayo 
King Mongkuts 

University of 
Technology Thonburi 

3 1 181 

reynolds, barry 
lee University of Macau 3 1 97 

shadiev, rustam Zhejiang University 3 1 107 

sykes, julie m. University of Oregon 3 1 324 

wattana, sorada 
University of 
Canterbury 

3 1 181 

124 journals were found with a publication range between 1 and 14 papers. Applying Bradford’s 
law, these journals were distributed into three zones: Bradford’s publication core consisted of 11 
journals publishing 36% of the papers (86 papers, 36.13%), Zone I consisted of 25 journals (65 papers, 
27.31%) and Zone II consisted of 87 journals (87 papers, 36.55%) (Table 4). 

Table 4. Bradford Zones. 

Zone Number of documents  Journals (%)  Bradford Multi Journals  
Core 86 36,13% 11 8,94%  11x(n0) 11 

Zone I 65 27,31% 25 20,33% 2,27 11x(n1) 31,64 
Zone II 87 36,55% 87 70,73% 3,48 11x(n2) 133,2144 
Total 238  123  2,88  175,8544 

      Error (%) -42,97% 
The Bradford core of journals in this subject area was made up of the journals shown in Table 4, 

with Computer Assisted Language Learning being the journal that published the highest number of 
papers (14), followed by Recall (12 papers). 

Table 5. Core of Bradford journals ordered by number of papers. 

Zone Journal Acc. Documents Citations WoS  
Category 

JIF JCR %OA 

Core 

Computer 
Assisted 

Language 
Learning 

5,88% 14 479 

Linguistics; 
Education & 
Educational 

Research 

7,0 Q1 6,38% 

Recall 5,04% 12 521 

Linguistics; 
Education & 
Educational 

Research 

4,5 Q1 29,85% 

Computers & 
Education 

3,78% 9 523 
Education & 
Educational 

Research 
12,0 Q1 19,36% 

Language 
Learning & 
Technology 

3,78% 9 516 

Linguistics; 
Education & 
Educational 

Research 

3,8 Q1 0,00% 

Interactive 
Learning 

Environments 
3,36% 8 114 

Education & 
Educational 

Research 
5,4 Q1 4,79% 
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Foreign 
Language 

Annals 
2,94% 7 86 

Linguistics; 
Education & 
Educational 

Research 

2,7 Q1 5,88% 

British Journal 
of Educational 

Technology 
2,52% 6 89 

Education & 
Educational 

Research 
6,6 Q1 19,21% 

Calico Journal 2,52% 6 48 
Education & 
Educational 

Research 
2,0 Q2 0,00% 

Arab World 
English Journal 

2,10% 5 25 Linguistics 1,0 Q2 97,61% 

Education and 
Information 
Technologies 

2,10% 5 51 
Education & 
Educational 

Research 
5,5 Q1 16,30% 

Journal of 
Computer 
Assisted 
Learning 

2,10% 5 239 
Education & 
Educational 

Research 
5,0 Q1 23,97% 

When analysing the co-authored countries, 48 countries were found with a range of documents 
between 1 and 48, with the USA being the country with the most documents (48 documents), followed 
by Taiwan (36 documents) and Spain (33 documents). The USA (1966 citations) was also the country 
with the most citations, followed by Taiwan (1076 citations) and China (548 citations), (Figures 5 and 
6). 

 
Figure 5. Number of documents per country. 
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Figure 6. Number of citations per country. 

After normalising and eliminating duplicates, 574 author keywords were found, with a range of 
co-occurrence from 1 to 49. Applying Zipf’s law, it was estimated that the most prominent or most 
used keywords by authors should be 24 (square root of total author keywords, 23.95). 

When performing the discrete count of author keywords and the documents in which they 
appeared, we found 21 keywords with 7 or more occurrences and 25 keywords with 6 or more, the 
latter being considered the most relevant keywords for the authors. 

In Figure 7 we can observe four distinct clusters: green, focusing on language learning, video 
games, foreign language and serious games; blue, collecting terms such as digital game-based 
learning, motivation and vocabulary learning; red, with game-based learning as the main focus and 
encompassing digital games, English language learning and second language learning; and yellow, 
focusing on second language, game and technology. 
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Figure 7. Author keywords co-occurrence chart. (Method: Fractionalization, Attraction: 4; Repulsion: -2). 

4. Discussion 

This bibliometric analysis is the first to be carried out on terms related to video games and 
language learning and includes 238 documents. Unlike other bibliometric analyses on similar topics 
[19–24], it follows the traditional laws of bibliometrics, is unprecedented in terms of the subjects 
studied, and demonstrates the international interest in this topic, so it could be considered a pioneer 
in the field of study. We found an exponential growth trend in the number of papers found, with 
continuity of publication between 2009 and 2022, similar to other bibliometric studies related to video 
games and education [23], augmented reality and language learning [22] or serious games and 
education [24]. However, although there are papers published since 2005, there is no continuity until 
2009, with only two papers remaining from that period [16,25], which represents less than 1% of the 
publications collected in this study, indicating that it is a current, relevant and growing topic of 
interest. 

The documents found were classified in 39 WoS categories, among which Educational Research 
(71%), Linguistics (29%) and Language Linguistics (21%) stand out, which makes sense as the search 
terms are related to language learning and it is in these areas of knowledge that efforts are being 
made to improve, innovate and explore new methodologies and didactics. 

In the analysis of authors, we were able to find 490 authors, of which 29 were considered prolific, 
those with three or more papers. The authors with the highest number of published papers were Jie 
Chi Yang [26–29], Ricardo Casan-Pitarch [30–34] and Gwo-Jen Hwang [35–39]. Both the first and 
second focus their publications on new methodologies for second or foreign language teaching and 
the use of digital media for this purpose. The third, however, has a wider range of publications related 
to educational technology. These authors contrast drastically with the other bibliometric analyses 
compared, with the exception of G.-J. Hwang et al. (2023), where he himself appears. 

For the analysis of the most cited papers, the h-index was used to select the 35 papers with more 
than 38 citations. Among these, the paper by Young et al. (2012) published in the Review of 
Educational Research with 417 citations and the paper by Thorne et al. (2009) published in The Model 
Language Journal with 267 citations stand out. Both were published in the first years of publication 
continuity (2009 and 2012) and served as a reference for future publications related to the objects of 
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study. If we look at the authors with the highest number of citations, we can see that two of the three 
authors with the highest number of citations are prominent: Yang, with 4 of the most cited papers 
(233 citations in total), and Hwang, with 3 of the most cited papers (217 citations in total), 
consolidating their position as a reference in the field. 

When analysing the journals, Bradford’s law was applied to verify that the distribution of the 
journals corresponded to the three differentiated zones: Core (36.13%), Zone I (27.31%) and Zone II 
(36.55%). Within Core, the journals with the highest number of published documents are Computer 
Assisted Language Learning (14 documents) and Recall (12 documents). 

When analysing the countries of origin of co-authors, 48 countries were found, including the 
United States (48 papers), Taiwan (36 papers) and Spain (33 papers). Similarly, when analysing the 
countries with the highest number of citations, the United States (1966 citations), Taiwan (1076 
citations) and China (548 citations) again stand out. These results partly coincide with studies that 
also find the USA to be the country with the most documents and citations [20,22,24], although they 
differ in the countries that follow; others coincide in some of the three countries with the most 
publications or citations [19,21], although in a different order. This result is understandable, since the 
three countries with the most publications and citations are three of the most widely spoken 
languages in the world (English, Spanish and Chinese), but which also have other languages spoken 
in their territories (Spanish, Catalan, Basque, Galician, Taiwanese...). 

On the other hand, in the analysis of the keywords provided by the authors, we highlight 25 
keywords with more than 6 occurrences as the most relevant for the authors, among which we find 
terms such as “digital game-based learning” (49 occurrences), “game-based learning” (32 
occurrences), “language learning” or “video games” (both 29 occurrences). As can be seen, the first 
two refer to pedagogical methods used to integrate video games into educational practice and the 
last two refer to the main study terms of this bibliometric analysis. In this part of the analysis, we 
found some coincidences with the keywords of the most relevant authors of other studies [20,21], in 
which “game-based learning” predominates, as both have a perspective oriented towards the 
didactic methodology of game-based learning. 

In this bibliometric analysis we have identified the core journals and the most cited journals, 
highlighting the most prolific and prominent authors, the most relevant articles and the keywords 
most used by the authors. All of this provides us with very valuable information to carry out the 
analysis and facilitates the search for the most relevant authors with a view to possible future 
collaborations. 

On the other hand, limitations were found in the collection of documents, as only the Web of 
Science database was used, so for future research or analyses of the same type, it would be advisable 
to include another database to include more documents and have a broader perspective of the results, 
in order to have a more complete analysis. 

From a practical point of view, it would be useful to carry out research in the field of language 
learning in which video games are used as a didactic tool, regardless of whether they are commercial, 
serious or educational. 

Finally, in terms of possible lines of future research, it would be interesting to analyse only 
experimental studies from different countries to see what types of methodologies are used to 
implement video games in the classroom with the aim of promoting language learning, whether it is 
a mother tongue, second and/or foreign language, and whether the results are really successful or 
not. 

5. Conclusions 

The USA was the country with the most papers and citations; Jie Chi Yang, Ricardo Casañ-
Pitarch and Gwo-Jen Hwang were the most prolific co-authors; ’Our Princess Is in Another Castle: A 
Review of Trends in Serious Gaming for Education” was the most cited paper; Computer Assisted 
Language Learning was the most productive journal in the JCR ranking. The most used author 
keyword was “digital game-based learning”. 
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Looking at the data collected and seeing the exponential growth until 2023, and knowing that 
this year had not yet ended at the time of the document search, it can be concluded that there is a 
current interest among academics in video games and language learning as a whole. The research 
trend in educational sciences on the use of technology as a teaching tool is not new, but the increasing 
accessibility and supply of video games on the market opens up a huge range of possible video games 
that can be used in the classroom to teach any content and, of course, language learning, which does 
not have to appear as content, but learning can appear in a transversal or vehicular way. This interest 
comes from the field of educational science and language teaching research, not from the field of 
video games or technology. 
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