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[bookmark: _Toc232161098]Type and Format of the Project
This project will be a crucial literature review in which pre-existing research on educational games and their impact on the education of children and young people's mental health and emotional wellbeing will be considered. A critical literature review is suitable for this topic as it will enable the researcher to analyse, compare and synthesise findings from the existing literature, as well as identify trends, strengths, limitations and gaps in the evidence base (Connolly et al., 2012; Boyle et al., 2016). 
The review will be based on peer-reviewed journal articles, academic books, policy reports, as well as empirical studies on educational games, digital learning, child and adolescent mental health, emotional development and therapeutic interventions. The project will mainly highlight the changes of emotional regulation, social development, cognitive function, motivation and psychological well-being in children and young people through the use of educational games (Granic et al., 2014; Zeng et al., 2017). This is a secondary research project, which means that there will be no primary data collection or recruitment of participants. The study will instead critically examine and synthesise literature to gain a deeper understanding of the connections between educational games and providing mental health support for children and youth. 
[bookmark: _Toc232161099]Rationale and Background
The issue of children's and young people's mental health problems is a growing global concern. An increase in anxiety, depression, behavioural issues, attention problems and emotional dysregulation has called for interventions that help children and adolescents stay well, effective and accessible (UNICEF, 2021; World Health Organisation [WHO], 2022). Meanwhile, digital technologies and educational games have proliferated in the field of education and therapy (Prensky, 2001; Whitton, 2014). The reasons for using an educational game are its educational value, emotional engagement, problem-solving, and social interaction, by means of fun, as well as its entertainment value (Salen & Zimmerman, 2004). Recent studies indicate that these games can have a positive impact on children's and youth's motivation, engagement, emotional expression, coping skills, and social connectedness (Ryan et al., 2006; Connolly et al., 2012). 
Educational games can also offer children opportunities for safe and supportive exploration of their emotions, practice of social skills, and learning about resilience (Granic et al., 2014). Research with children with attention-deficit/hyperactivity disorder (ADHD), autism spectrum disorder (ASD), anxiety and social-emotional problems shows that play is effective at helping with attention, communication and emotional regulation (Kato, 2010; Zeng et al., 2017). Yet, although educational technology is increasingly becoming a topic of interest, the connections between educational games and mental health are under-researched in the literature on child and adolescent mental health. The existing research has concentrated broadly on the educational outcomes or issues of screen time rather than possible mental health outcomes of educational games (Granic et al., 2014). Evidence often is inconsistent, and there is a need to conduct a structured critical review of the evidence (Boyle et al., 2016). This project aims to do this by critically reviewing the existing research on educational games and their impact on the mental health and emotional well-being of children and young people. The review will inform mental health dialogue, discussions on digital interventions, and child wellbeing. 
[bookmark: _Toc232161100]Research Aim and Objectives
Aim
To critically examine how educational games may contribute to the mental health and emotional well-being of children and young people through a review of existing literature.
Objectives
1. To review current research on educational games and children’s mental health.
2. To examine the psychological, emotional, social, and cognitive benefits associated with educational games.
3. To explore how educational games may support children and young people experiencing mental health difficulties.
4. To identify limitations, challenges, and gaps in the existing literature.
5. To discuss implications for future research and professional practice in child and adolescent mental health services.
[bookmark: _Toc232161101]Research Questions
· What does the current literature suggest about the relationship between educational games and the mental health of children and young people?
· How do educational games influence emotional well-being, social development, and psychological support?
· What gaps and limitations exist in the research on educational games and mental health care for children and young people?
[bookmark: _Toc232161102]Literature Overview
Recent literature has focused attention on the growing significance of mental health in children and young people's lives. Mental health is about emotional, psychological and social wellbeing and how people think, feel and act. Academic achievement, interpersonal relations, and quality of life may be impaired by challenges like anxiety and depression, emotional distress, and behavioural issues (UNICEF, 2021; WHO, 2022). The use of educational technologies and game-based learning strategies has become the focus of interest as a means of supporting learning and wellbeing (Prensky, 2001). According to some studies, the use of educational games has been shown to improve motivation, concentration, emotional control, and social interaction, as well as to make learning more fun and less stressful (Connolly et al., 2012; Boyle et al., 2016; Whitton, 2014). 
Studies conducted with children with ADHD, those with ASD, anxiety, and learning difficulties suggest that educational and therapeutic games can positively affect the children's attention, communication skills, problem-solving skills, and sense of belonging (Kato, 2010; Zeng et al., 2017). There are some theoretical arguments that can be cited for using educational games in this context. According to constructivist learning theory, the most important characteristic of learning is to engage in active interaction with the environment (Vygotsky, 1978). Gamification theory indicates that motivational and/or participation can be boosted through rewards, feedback and achievement systems (Deterding et al., 2011; Ryan et al., 2006). 
Theories in psychology also emphasise the significance of play as a means to develop emotional skills, resilience, and wellbeing (Granic et al., 2014). Although positive results have emerged, there are concerns regarding the overuse of screens and the quality of digital content. There are other studies suggesting that poorly designed games can offer little educational or psychological benefit, while others indicate that the long-term effects of educational games on mental well-being have yet to be determined (Granic et al., 2014; Boyle et al., 2016). This means that a thorough critical review is needed to appraise the current evidence and determine what areas there are for further research.
[bookmark: _Toc232161103]Project Approach / Methodology
The methodology used in this project will be a qualitative critical literature review. The databases used to gather the relevant academic literature are Google Scholar, PsycINFO, PubMed, Scopus and the resources of the universities. The review will be based on published research papers on the link between the mental health/emotional well-being of children and adolescentsand educational games. The project will adopt a critical literature review method, which will include analysing, comparing, and synthesising current evidence and identifying important conclusions, limitations, and gaps in the literature.
[bookmark: _Toc232161104]6.1Inclusion Criteria
The review will include peer-reviewed scholarly articles, studies involving children and young people, and research related to educational games, game-based learning, serious games, mental health, emotional well-being, and digital interventions. To achieve a full understanding of the topic, both empirical studies and literature from relevant theoretical and/or policy sources will be taken into account.
1.2 [bookmark: _Toc232161105]Search Strategy
A systematic search strategy will be used to ensure transparency and repeatability of the search strategy as part of the review process. Literature search will be carried out with the keywords and keyword combinations: educational games; game-based learning; serious games; mental health; emotional wellbeing; children; adolescents; young people. Boolean operators such as AND and OR will be employed to narrow and broaden searches and increase the relevance of studies found. The reference lists of some of the articles will also be checked to find any additional relevant sources that were not found in the initial search of the database.
[bookmark: _Toc232161106]6.3 Data Analysis
The chosen literature will be critically assessed for methodological quality, sample characteristics, experimental design and credibility of findings. The data will be analysed using thematic analysis, which will involve identifying and synthesising themes from the data, such as cognitive development, motivation and engagement, emotional regulation, social interaction, therapeutic uses of educational games, and possible risks or limitations. Results will be analysed and contrasted by age group, educational environment, type of game and the mental health context to determine the strengths, weaknesses, gaps in the current evidence and the need for additional research.
[bookmark: _Toc232161107]6.4 Ethical Considerations
This study is secondary research-based and so does not involve primary data collection from the participants, which reduces the ethical risk involved in this project. But ethical academic practice will be observed all along the project. All the sources will be properly quoted and cited as per the APA 7th edition guideline to avoid plagiarism and maintain academic integrity. The literature will be fairly and critically represented, and findings will not be misinterpreted, nor out of context. Research into child mental health, neurodevelopmental disorders, and vulnerable groups will be especially considered (American Psychiatric Association, 2022; WHO, 2022).
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