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Using games in the classroom.
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Using digital and non-digital games, game-based learning is a way to acquire new
knowledge and abilities (Grace, 2019). Learning and educational results can both
be significantly improved by the use of games in the classroom (Kula, 2021;
Syafii, 2021). Boctor (2013) states that the method by which the two steps make
up the game-based learning strategy, which facilitates learning: First, games can
inspire pupils to integrate information from different fields and apply it to
decision-making; second, students can evaluate how their decisions and choices
affect the way the game turns out. Also, it enables pupils to talk to other players
and debate strategies for the game; this improves coordination, which in turn,
enhances the ability to associate socially.The best way to help students develop
problem-solving skills, which are crucial for adjusting to society, is through game-
based learning. Han (2015) discovered that interactive learning increases students'
learning and enhances their cognitive capacity for problem-solving. Learning via
games, by Integrating multiple skills into the learning process is seen to have the
potential to boost students' participation Additionally, kids who engage in
educational gaming demonstrate, in comparison to those who avoid playing these
kinds of games, you will improve your academic performance across the board,
particularly in understanding the Language: English (Boctor, 2013). Therefore,
combining education with a game-based methodology can be a successful ways to
balance the preferences of teachers and pupils. To put it briefly, learning through
games helps enhancing the participation, synchronization, and creativity of
students

Benefits and Drawbacks of Online Game-Based Education

Board games, Lego, and card games were the mainstays of game-based learning in

the past, but as technology has advanced, digital games are now used in
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classrooms all over the world. Turn, has had both favorable and unfavorable
effects on pupils (Lester et al., 2017). Teachers overseeing digital game-based
learning should implement best practices in order to maximize the benefits and
minimize the drawbacks of this approach. Bundick et al. (2014) state that whereas
many individuals in. Studies have shown that although video games are seen as
idle hobbies in today's society, digital game-based learning has lots of favorable
attributes. Additionally, Schaaf and Mohan (2016) determined that digital play
formats are equally important as play physically in.

Benefit 1: Student Engagement and Motivation

The strongest arguments for using digital learning are probably those centered
around student motivation and involvement. Engaging in classroom games. The
games encourage player reaction by utilizing sounds, graphics, and colors; also,
The games are set up to draw in as much player attention as possible.

2) Cooperation

Over the past few decades, the use of personal computers has increased. These
days, nearly all pupils can buy a laptop or tablet for use in the classroom, making
it possible to use widely available digital game-based Dipev and Dicheva (2017)
discuss learning. Additionally, the development of Internet technology has made
possible the integration of devices in educational settings, giving instructors
remote access to their students' gadgets. Teachers are now able to give groups of
students challenging games to play so they can collaborate.

Lateral Thinking and Creativity

Li (2017) asserts that, in spite of the widespread perception held by parents and
guardians that youth gaming is a waste of time, young people engage in a great
deal of creative decision-making when playing modern games. Sandbox games, in
which the player controls an avatar with unrestricted access to a virtual world and
decision-making abilities, are the greatest illustration of games that encourage this
kind of decision-making (Hwang et al., 2015). These games provide players a
sense of adventure and give them the freedom to make their own decisions. This

lets players learn from their mistakes and keep from making
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the same ones again. Tutors can provide rules for pupils to follow when playing
these games in order to encourage creativity and ingenuity.

3) Risk-taking and Experimentation

Learning thru computer-simulated worlds approves college students to envision
the real-world feasibility of certain choices, ideas, and structures. For instance,
some computer-simulation software program approves customers to create
bridges, houses, and other structures. Such environments permit students to take
dangers when designing these simulated structures, as there is no risk of incurring
vast poor effects. If a decision does no longer work as anticipated, the pupil can
certainly use the “undo” device or reset the design. This gives the scholar the
chance to take dangers and experiment, and additionally lets in them to study from
their errors (Marti-Parreno et al., 2016). It is recommended, however, that the
trainer balance laptop simulations and truth to keep away from twisting students’
perceptions of authentic elements and unrealistic elements.

Disadvantages

1) Hindrance of Physical Play

One criticism of digital game-based getting to know is that it ought to make
contributions to a lack of bodily exercise. While digital games can current many
mental exercises, they fail to provide physical exercise. Playing video games is a
mostly passive activity, in contrast to physical playing (Li, 2017). Therefore,
instructors and dad and mom need to restrict the time students spend taking part in
video games to a most of 1-2 hours per day. They have to additionally make sure
that physical play and sports activities stay the core of students’ activities (Boctor,
2013); in the lengthy term, this can stop health issues related with physical
Inactivity.

2) High Equipment Costs

Although digital science has emerge as an increasing number of less expensive in
current years, it still prices a lot of money. A school’s capability to come up with
the money for digital tools depends on its economic resources. This can create a

digital divide, with some college students from financially poorer establishments

www.tadgiqotlar.uz 1-to’plam noyabr 2023



http://www.pedagoglar.uz/

Yangi O'zbekiston taraqqgiyotida tadgigotlarni o'rni va rivojlanish omillari

lacking get entry to technological tools that students at wealthier establishments
can afford. Through this, a technological ability distinction can develop between
college students from different institutions. Students from better-off colleges can
subsequently be higher prepared for future technology-related jobs than these from
poorer schools, such as faculties in developing nations. This digital divide could
even be current among college students in the same classroom.
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