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A Literature Review on the Impact of Educational Games on Social Mindfulness
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Abstract: Educational games are widely used in character education, but systematic research on social mindfulness
remains scarce. This paper integrates domestic and international literature on educational games and moral education
through thematic analysis, examining their types of influence, theoretical foundations, and mechanisms of action. The
study finds that situational experiences, rule-based guidance, and repeated decision-making can indirectly support social
mindfulness at the cognitive, motivational, and behavioral levels; however, interventions and empirical research based
on the SoMi paradigm remain limited. This paper proposes a multi-level pathway through which educational games

influence social mindfulness, providing a theoretical framework for research oriented toward traditional culture.
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