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BACKGROUND

In nursing students, do learning outcomes differ 
significantly for students who participate in educational 
games versus lecture teaching alone?

This chart displays the types of educational games that were used 
in the research that was conducted for this presentation. 

►The systematic review (level I) showed that students who 
completed educational games had improved reasoning, 
communication, and technology competencies as a result (Nasiri
et al., 2019).

►Three authors completed randomized controlled trials (level II)  
which revealed that the students who participated in the 
educational games scored better on related assessments than 
those in the control group (Wang et al., 2015; Tan et al., 2017; 
Bayram & Caliskan, 2019).

► In the quasi-experimental study (level III) students reported 
having a better understanding of patient goals, conditions, and 
communication after the completion of their educational game 
(Paige et al., 2014).

►The descriptive and qualitative studies (level VI) that were 
reviewed all contained surveys from the students which reported 
that they believed the use of the educational games were 
beneficial in furthering their knowledge of the topics.

►Regarding the information that has been presented, there is 
enough evidence to incorporate this into current practice. 

According to the evidence, the learning outcomes among 
nursing students were improved with the use of 
educational games when compared to didactic teaching by 
itself. 
► In class, students will learn a topic through their lectures 

and then complete an educational game to reinforce the 
information and enhance what was learned.

►By including these into practice, there will be a variety of 
methods in which students can learn the content, 
understand what is being taught, and practice skills.

►Educational games can be incorporated into any nursing 
class curriculum as supplemental activities for the 
students and will be an asset in improving student 
learning outcomes.

►The professors can create their own educational games 
or use pre-existing ones that have been proven to help 
students understand the material.

SYNTHESIS OF LITERATURE
One of the most important aspects learned throughout 
nursing school is the ability to understand various 
concepts and apply them to real world scenarios.  
Today’s nursing students are coming into their classes 
with expectations for engagement in learning (Forneris, 
2018).  The National League for Nursing (n.d.) suggests 
that the use of simulation activities can provide realistic 
experiential learning that allows for promotion of 
professional development and improved learning 
outcomes. By using a variety of educational games in 
classes, students can improve educational outcomes 
while also being engaged in relevant activities.
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A literature search was conducted using Medline, 
CINAHL, and Cochrane Library for the past 5 years 
(2015-2020).  A variety of key word combinations were 
searched including- escape rooms, educational games, 
simulation games, nursing simulation, nursing student, 
and nursing games.  The sources that resulted were 
limited to peer reviewed journal articles in English that 
focused on the use of educational games in nursing 
student courses and simulation, as well as the effects 
that the games had on their educational outcomes.  15 
journal articles met the criteria and were reviewed in 
order to create this presentation.

Educational Games for Improved Learning Outcomes in Nursing Students

This chart displays the learning outcomes discussed in the research 
articles that were collected for this study.


