Chapter 9 Educational Extension

Educational Games
Chutes and Ladders, checkers, Old Maid, Nintendo, UNO, Game Boy, Wii, solitaire, chess -- most students today have grown up playing games in their leisure time.  What many teachers might not realize, however, is that educational games can be powerful instructional tools in the classrooms as well. When used effectively, games enrich the classroom environment by building a sense of community, providing opportunities to simulate solving problems in a safe environment, developing students’ social skills, reviewing academic content, motivating interpersonal learners, and actively engaging students in the learning process. 
Types of Games

Educational games fall into three basic categories: (1) board and card games, (2) role-playing games, and (3) competitive games.  Teachers select the format the fits the subject and the educational purpose of the game. Board and card games help students review basic facts independently or in small groups. Students follow a “snail trail” on a board game while working their way through fact cards and various hazards. They develop categorization and/or mathematical skills while playing Authors, Go Fish, memory, or solitaire-style games using content area facts or information. Board and card games work particularly well for center activities. During role-playing games, students assume roles while enacting teacher-created simulations. These role-playing games teach the processes of negotiation, bargaining, collaboration and compromise; in general, human interaction.  Competitive games are cooperative competitions among student groups. Teachers can convert almost any sporting event (e.g. football, basketball, baseball) or game show (e.g. Jeopardy, Who Wants to Be a Millionaire, Hollywood Squares) into a competitive event. To increase student learning, have students prepare multiple choice and true-false questions about a selected topics. 

Games can be effective at developing or refining student thinking skills.  For example, a good science thinking skills game for all ages is “Five Alive.”  The object of the game is for players to guess the name of the plant or animal using clues.  The leader thinks of a plant or animal and holds up five fingers, saying “Five Alive.” Players ask questions that can be answered by yes or no. The player who guesses correctly becomes the new leader. This game could be adapted to almost any subject area. To sharpen math skills, the leader thinks of a number and says the range (e.g. between 150-300). Each time a player guesses a number, the leader says higher or lower. Students narrow the range of numbers through careful guessing until they guess the number. The correct “guesser” becomes the new leader. 

Role-playing games also include offline role-playing video games in which players control avatars, characters, or teams who undertake quests.  Role-playing games are fundamentally different from most other types of games in that they stress social interaction and collaborative storytelling.  Students participate in various venues ranging from spoken pen-and paper forms, to physically acting out the event, to virtual in digital media. 
Benefits of Educational Games

Games have many educational benefits. They address multiple learning styles and develop students’ critical-thinking and social skills while helping students review, process, and demonstrate what they have learned. Educational games make the job of teaching much easier.  What student doesn’t want to have fun while they learn?  Indeed, a good classroom curriculum should have a mix of teacher presentations, discussions, and fun activities.  In our entertainment-based society, games are increasingly important. Some examples of how students can benefit from educational games are:
· Motivates students
· Develops self-confidence
· Increases academic skills (content and process)
· Improves social skills
· Develops problem-solving skills
· Encourages lateral thinking
· Reinforces convergent thinking
· Stimulates critical thinking
· Sharpens fine  motor skills
Numerous websites exist to help teachers and parents supplement classroom instruction with games. Search the Web for special templates for game show-style templates. Additional game sites include:

http://pbskids.org/games

www.primarygames.com

www.gameideasforkids.com/classroom_games.htm

www.eslkidstuff.com/Classroomgamesframe.htm 

www.funbrain.com

www.educationalearninggames.com
Teachers will find that educational games can be a useful supplement to classroom instruction, and can even be an effective motivator for reluctant or struggling learners.
POINTS TO PONDER
1. Have any of your teachers used games? Which game formats did they use? How did you feel about these experiences?
2. Select a content area topic that you plan to teach one day. Create a board game or card game to help students process what they’ve learned about the topic. Be ready to share.
3. Work with one or two friends to create a competitive or role-playing game that will help your classmates process information you’ve learned in Chapter 9.  Be ready to “play.”
