My thoughts about Game-based learning
There is a whole debate about using games to improve education, but are games the response to the problems that the educational system is facing today? Personally, I believe that good lessons can still be developed without the use of technology or games, but why not use games as an important part of the curriculum? Using something that is familiar for students encourage them to explore, experiment, and make connections with the topic being studied. “As Prensky pointed out, games are good for two things. First, there are particular techniques or attributes of games that can help [students] learn complex material faster and understand material better. Second, games can increase the level of engagement of the [students] so that they want to learn how successfully complete the game” (Michael & Chen, 2006, p. 176). When teachers use games to support their lessons, they give students the opportunity to tap into their gaming skills to master complex concepts. 
Although gaming is an important part of most students' lives outside school, games are not important for many teachers.  Sometimes, teachers think that games waste precious time that may be better used to cover the different concepts for standardized tests. Although “not every subject can be fascinating to all students at all times” (Slavin, 2006, p. 279), it is essential to include activities to provide students with ways to engage them in learning. Games provide students who are struggling in a subject with the means to become academically successful.            Instead of rote memorization, teachers need to engage students in learning and exploring concepts. Though playing is not direct teaching, it is valuable for students because it allows them to acquire knowledge without worrying if they are answering questions wrong or right.
Today's schools are not keeping up with students’ way of learning because school systems are mostly designed to teach the same standardized curriculum to all the students. Although most of the students in our educational system have been raised using some type of technology such as cell phones, iPods, computers, and most importantly, video games, many  teachers are not using these technological skills to improve students' education.
[bookmark: _GoBack]Definitively, Game-based learning will change the landscape of education as we know it, especially, when the new Common Core State Standards are implemented in the educational system. 
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