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EDUCATIONAL GAMES
Educational games are games explicitly designed with educational purposes, or which have incidental or secondary educational value. All types of games may be used in an educational environment. Educational games are games that are designed to teach people about certain subjects, expand concepts, reinforce development, understand an historical event or culture, or assist them in learning a skill as they play. 

It is important to emphasize how video games interact with the learning process of adolescents and children. As early as 1978 research was started relating video games to the motivational effects involved in learning as well as their cognitive potential. In the 1980s, with spread of video games, research grew and became more diversified. Most finding has consistent with the claims stating that the visual and motor coordination of game players was better than that of non-players. Initial research also indicated the importance of electronic games for children who proved to have difficulty learning basic subjects and skills. Authors have proved that video games helped students to identify their deficiencies and attempt to correct them. The adaptability of video games and the control that players have over them motivate and stimulate learning, and in cases where students have difficulty concentrating can be highly useful. The instant feedback given by video games helps to arise curiosity and in turn allows for greater chances of learning.

Video games can be highly useful in education in the sense that they create a simulation effect while not having any apparent danger involved. For instance, when the Air Force trains their pilots to fly a multi-million dollar plane, obviously they are not going to just send them up straight away. The Air Force uses piloting simulations in order to prepare their pilots for the real thing. These simulations are meant to prepare the training pilot for the real world while at the same time preventing any damage or loss of life in the process. A pilot could crash in the simulation, learn from the mistake and then reset and try again. This process leads to distinct levels of mastery over the simulation and in turn the plane they will also be flying in the future [4].
The benefits of using educational games are the following:
· Meaningful situations.

For the application of mathematical skills are created by games.
· Motivation.

Children freely choose to participate and enjoy playing.
· Positive attitude.

Games provide opportunities for building self-concept and developing positive attitudes towards mathematics, through reducing the fear of failure and error.
· Increased learning.

In comparison to more formal activities, greater learning can occur through games due to the increased interaction between children, opportunities to test intuitive ideas and problem solving strategies.
· Different levels.

Games can allow children to operate at different levels of thinking and to learn from each other. In a group of children playing a game, one child might be encountering a concept for the first time, another may be developing his/her understanding of the concept, a third consolidating previously learned concepts.
· Assessment.

Children's thinking often becomes apparent through the actions and decisions they make during a game, so the teacher has the opportunity to carry out diagnosis and assessment of learning in a non-threatening situation.
· Independence.

Children can work independently of the teacher. The rules of the game and the children's motivation usually keep them on task.

· Few language barriers.
An additional benefit becomes evident when children from non-English-speaking backgrounds are involved. The basic structures of some games are common to many cultures, and the procedures of simple games can be quickly learned through observation. Children who are reluctant to participate in other mathematical activities because of language barriers will often join in a game, and so gain access to the mathematical learning as well as engage in structured social interaction [2].
The following hints for successful classroom games can be suggested:
· Make sure the game matches the mathematical objective

· Use games for specific purposes, not just time-fillers

· Keep the number of players from two to four, so that turns come around quickly

· The game should have enough of an element of chance so that it allows weaker students to feel that they have a chance of winning

· Use five or six “basic” game structures so the children become familiar with the rules ( vary the mathematics rather than the rules

· Send an established game home with a child for homework

· Invite children to create their own board games or variations of known games [1].

There are several educationally useful ways of incorporating games into mathematics lessons. Games can be used as lesson or topic starters that introduce a concept that will then be dealt with in other types of activities. Some games can be used to explore mathematical ideas or develop mathematical skills and processes and therefore be a main component of a lesson. Perhaps the most common use of games is for practice and consolidation of concepts and skills that have already been taught. Yet another way to use games is to make them the basis for mathematical investigations.
Thus, the challenges to bringing game play and development into the classroom should be mentioned:

· Obtaining buy-in from the administration and parents as the perception society has on games revolves around them either being “a waste of time” or “a negative influence on our youth”.

· Securing resources and support.
· Other teachers may oppose adopting this method, because they have been taught to be, and are most comfortable with being, the authority on information acquisition [3]. Many teachers are afraid to try something out of the realm of their knowledge and experience because they believe they must have all of the answers for their students. Teachers need to be trained on how to assist student growth by working along-side them, guiding them when needed, and learning along with students.

We do believe in using game play and development as learning tools in the classroom. However, the games students play in the classroom need to be evaluated for content and learning goals to ensure their effectiveness. Game development offers higher pedagogical application, engages and motivates students to be active participants in their learning (as games are a regular part of today’s society), and encourages students to take responsibility for their learning.
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