Recently, Game-based learning is getting a lot of attention. Games are an excellent resource to engage today’s students in learning important 21st century skills and ultimately make subject matter relevant to them. Game-based learning is not just using games in the classroom, but it is about designing lessons that incorporate games to challenge students to explore deeply concepts that are being taught.  Although games such as Show and Tell, Everyday Spinner Game, Equate, the equation thinking game, and Uno, a flash card game are used in today’s classroom, those games are mainly used  for Fun Friday activities, but not as an important part of the curriculum. According to the 2010 Horizon Report, “Game-based learning is an expansive category, ranging from simple paper-and-pencil games like word searches all the way up to complex, massively multiplayer online (MMO) and role-playing games” (Johnson, L., et al. 2010. P. 18). Games can be divided in three categories: Non digital games which include games as the ones already used in classrooms as a supplement to the educational activities; “Digital games include games designed for computers, for console systems like the Nintendo Wii, and online games accessed either through a special game client (like IBM’s Power Up) or through a web interface (like Whyville)” (Johnson, L., et al. 2010.p.18).
Gaming is an important part of most students' lives outside school, so it is important to bring this gaming experience into the classroom to make the lessons more relevant to students. In addition, games provide an excellent way of differentiating instruction and introducing productive competition between students.  Most importantly, Gee (2008) states that “Games are pleasantly frustrating: Good games adjust challenges and give feedback in such a way that different sorts of players feel the game is challenging, but doable and that their effort is paying off.” As we can see, games give students the possibility of visualizing and exploring concepts in a relaxing atmosphere. 
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