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Games and projects are two sources of information that can be useful to both the students and the researchers themselves. Like novels, films, plays and even other media, games and projects can also be of a higher quality that can be applied in a learning context. Games can be used by the teachers to enable the learners to access the curriculum and many other learning materials. Effective game-based learning environment comprises components that are meant to foster this kind of learning (Organization for Economic Co-operation and Development, 2013). On the other hand, the project-based learning refers to a model that organizes learning around projects, and this is the uniqueness that the criteria possess.  
How are these environments connected?
Project-based learning refers to a model that organizes learning around projects; this is the uniqueness that the criteria possess.  While in game-based learning, the learners or the employees are exposed to learning through different games that imparts some sort of knowledge in the people who are playing the games (Larmer, 2015). The game-based theory is experiencing an undeniable boom at the corporate level.
In both environments, that is, in game-based and project-based, the learning is built on a constructivist type of learning. The environments posit the need to provide the learners with the necessary tools so that they can build their procedures so that they can solve a problem. It means that the students have to participate in the process so that can solve the issues or problem at hand.  This kind of learning is likely to increase the motivation and gives the learners a sense of satisfaction. Once the students have been left on their own to carry out the experiments, they get to encounter challenges that help them in expanding their thoughts towards the question or practical that they were carrying out (Organization for Economic Co-operation and Development, 2013). The students are exposed to situations which help them develop deep, integrated understanding of the content and process. Project-based learning helps bring students together to join hands in solving problems, and it promotes responsibility and independent learning. It also serves in bringing the learners close to their professional world.
In a game-based learning environment, the students are not exposed to the threat. They interact in such a way that they are not exposed to the real threats, but they learn through the threats that they come across in the games (European Conference on Games Based Learning, 2015). The students are exposed in such a way that they acquire knowledge through practice and social interaction. The students may interact with their peers or with the environment within which the setup is exposed to. On the other hand, the project-based learning exposes the learners to the real thing, if it is a chemistry experiment requires the students to perform it using the reagents. This makes the students acquire knowledge based on their observation which makes them have great knowledge following what they have seen during the experiments (Yang, 2014).  This makes the learners understand the theory that they had been taught earlier in a different version that sticks in their minds.  The role that is played by their professors is normally directing the students on what ought to be done, and then he watches as they practically perform the practical. This kind of environment helps the students to understand the project problem, come up with potential solutions, and apply the same solutions to meet criteria and specifications when possible to develop new knowledge. In reality, when a student is exposed to practical, he or she can come up with knowledge and findings that the peers have not yet developed (Yang, 2014). This serves the whole society with a chance of coming up with new inventions that will help us deal with the issues that we are facing on a daily basis.
Besides motivation, both project-based and game-based learning, they both layout situations that require reflection and decision making on the part of the learners so that they can be in a position to solve a problem. In both scenarios the learners, through participation in the sessions acquire knowledge and absorbs concepts that are got through thinking, analyzing reality and conflicting ideas. When looking at a certain game-based theory, the learner who is playing the game reaches a point where his or her thinking will determine the success of the game (European Conference on Games Based Learning, 2015). He or she thinks critically while analyzing the situation since he or she does not want to lose and at the end, if he or she thinks critically he emerges correct and possibly goes to the next level.  The same case applies when it comes to the project-based learning; it reaches a point where the student is required to analyze the situation so that he or she gets the desired result. It is through this kind of thinking and analysis that the students come up with innovations in a certain field of study. 
Why and how might educators engage with these environments?
The educators should engage in these environments since they are filled with active and engaged learning.  It is through this that the students get inspired to get a deeper knowledge of the subjects that they are being taught by their educators (Information Resources Management Association, 2015). Through the project-based learning, the students are thought to retain the knowledge that they gain by far more readily than when they go through the textbooks. Besides, the students have also proved to have gained confidence and self-direction as they sail through both independent work and team-based work. 
If the students are through with their projects they refine their organization and research skills, develop better communication skills, and in most cases, they work within their society while seeing the positive impact of their work. Assessment of project-based work is more meaningful to both the educators and students. In this case, this is different from the ones that are evaluated by the narrow rubrics defined by the exams, written reports and essays. Through project-based learning, the students are in a better position to quickly and easily connect what they are learning to real-life issues (Gender and diversity in a problem and project-based learning environment, (n.d.)).  It is at this point that the learners may even get inspired to pursue a career that is linked to the project that they were doing and possibly they might have already developed it fully.
The educators can easily make use of project-based learning to integrate technology into the curriculum.  A typical project might require the use of computers and the internet or any other kind of technology such as global-positioning system devices, cameras, associated editing equipment and interactive whiteboards so that it can be executed (Fukai, 2004).  Through the adoption of the project-based learning approach, it can create a stimulating the learning environment, understanding of the real world, sparking the student's desire to explore and energizing the curriculum with real-world relevance. 
In a game-based learning environment, the learning results are clearly defined. Game-based learning does not restrict learning to textbooks; it avails different learning modes that include; augmented reality, simulations, and virtual reality. The game-based learning balances both play and enables students to apply what they have learnt in real life scenarios. Game-based learning draws its inspiration from Eduventure that takes into consideration adventure games and education. It goes an extra mile to tap the motivating and engaging abilities of the digital modes to assist the learners to become active participants in the learning process (Fukai, 2004). The program also is careful in incorporating the realistic and authentic tools that are believed to be relevant to the learners. For instance, through the use of simulation videos, the human anatomy is well presented and explained.  Therefore the medium that is used during learning process matters. 
Through the use of technology, the learning experience has been made to be thrilling.  For instance, through game-based learning, it has been found out that the game offers a virtual reality that makes all the students interested in their lessons all through. Simulation of videos provides a representation of knowledge in different modalities, and they help in forming links between concepts, thus facilitates knowledge and their applicability in real life. Also, most of the simulating laboratory work is carried out in groups; it develops a collaborative attitude among the learners. It also presents the learners with an opportunity of handling data and providing its interpretation. It is through this data interpretation that the learners get more profound knowledge pertaining a particular experiment. 
With the current technology such as the augmented reality (AR), there can be the provision of an enriching multimodal experience by manipulating the spatial aspect of physical objects thus catering for the visual-motor learning skills. The student can move around objects to alter perspective, the experience concerning a particular object of interest. However, apart from the advantages that have been seen above, many educators have often been suspicious of the usefulness of game-based learning. Their point of view is based on the common assumption that play is frivolous and often considered as a less serious activity. They have an assumption that the game-based lessons will never be taken seriously by the learners and can easily end up not reaching their intended objectives. But, the best thing about the game-based learning is that it takes away the stress that prevails in a classroom setup and hence creates a positive learning atmosphere, memories which in turn lead to better retention of the concepts.
The power has enabled the applicability of the prevailing technology in the education sector it has in bringing real-life experience in the classrooms (Information Resources Management Association, 2015). Virtual reality offers wonder and engagement that makes every learner interested in the lessons. It can also boost a learner's creativity. This makes the students interested in learning. For example, coding entails a lot of creative and analytical skills.  The learner who is coding is thus required to be creative enough to add details and attain the requirements that are needed for the project. 
The educators have compared the experience of playing games to taking a class on a field trip. When it comes to a field trip, the educators let the students know what to expect and then allow them to explore the surroundings freely. When they go back to the classroom, they facilitate the connections to the curriculum (Fukai, 2004). The educators also make use of the games as models. The games can be remade so that it brings out a different experience which ultimately makes the learners come out with something new. Remaking a game is about different content and engages the educators and the learners at the same time.  The students are then made by the educators to have an opportunity for deeper learning.
Why and how might researchers engage with these environments?
In reality, the classification of serious games is yet to be set. However, game-based learning has got serious games that deal with applications that have resulted in strongly defining learning outcomes. The success of the game-based learning owes to the active participation of the researchers and the students together with their coaches. This kind of interaction has further shown that the current education methods have not been engaging the learners enough.  More and more researchers are getting concerned with game-based learning. They want to take the experience with which it comes with to the next level. Among the people who have happened so far to enter into the education or the workforce, they have experienced the affinity for games as a learning tool.
Researchers who are concerned with researching game-based learning, it is essential for them to understand and know how they will utilize the learner's desire for power because it is one of the chief reasons why many of them are enticed by the games. The researchers can be engaged with the game-based learning through ensuring that the games contain motivation. The researchers can design the games in such a way that it entails levels and scores. Once a student starts the game they will always want to score more and more simply because they want to go to the next level which will be determined by the scores that a learner scores (Krauss, 2013). If it happens that the students get attracted to a certain area in a game possibly, they will research more and more on that particular area, and at the end, they might come up with new findings.  The information concerning that area can be got from online, documentaries, and going through books that have information touching on it. 
The researchers can engage in both game-based and project-based learning to facilitate peer sharing.  The researchers bring together their skills, knowledge and ideas towards a certain topic.  They help in enriching each other with new ideas, knowledge and skills that they earlier lacked.  Different people have in possession different ideas, knowledge and skills concerning a certain subject (In Kennedy-Clark, 2014). Once they bring their different capabilities together, they enhance the possibility of reaching for whatever they desire or are working towards attaining. The students can also be part of the collaborating groups which will enhance the sense of purpose as they will get to know that they belong to a bigger group. This interaction between the members of the group will be enabled by the creation of a social media group where they will be sharing their thoughts and support each other through this system.
The researchers engage in both project-based and game-based learning to build intellectual.  For instance, games provide the researchers with challenges that make them think about how they can be achieved. This makes the researchers come up with something that has been critically thought about. The experience that they get when they are learning more concerning the games and projects makes them keep on digging for more and more details that can keep on developing the project or the game in question (In Kennedy-Clark, 2014).
The world is full of problems that are yet to be solved.  Due to these unsolved problems, the researchers have a task that urges them to keep on working on new ways of solving the situations. When it comes to games, they are referred to as educational tools, and they can demonstrate the complexity and interlinking of the lying issues (Krauss, 2013).  This makes the researchers feel challenged and experience an urge of solving the issues. They hence, develop the motivation to solve the game and project-based issue and consequently end up learning from it.
How might ideas that inform one of these literature bases help the other?
Game-based learning encourages the learners' social, emotional, language and cognitive for a collaborative play. Game-based learning comes with it a context that allows the learners to be deep themselves into a complex, problem-solving task. Complex problem-solving needs expertise and the learners to have a collaborative spirit so that together they bring together their efforts and thoughts in solving the problem.  The gamers can rapidly analyze new situations, interact with characters they do not really know and solve problems independently (In Kennedy-Clark, 2014). The same case applies to the project-based learning. The students are expected to go through projects on their own or in groups.  Each of this kind of learning helps the other in that they all rely on the students being collaborative and sometimes working independently.
Gaming-based learning comes up with a situation where the learners are needed to make use of signs and symbols. The interpretations of the text found in the video games portray the significance of the signs and symbols. When it comes to project-learning, there can be an interpretation of signs that need to be done by the students (Pivec, 2004). The video-based learning requires active learning. This refers to a situation whereby where the students are actively engaged in learning, and they are thinking what they are doing at the same time. The same thing applies when it comes to project-learning; the learners have to be actively involved in thinking what they are supposed to do in the next step. The two disciplines help each other in that they train the students to always think about what they are doing. 
Project-based learning can be helped by game-based learning in that, game-based learning requires the students to be collaborative, open-minded, organizational skilled, creativity and negotiators.  All these factors are at the same required in project-based learning since they are working in a group in most cases and they are required to collaborate to reach their set forth goals and objectives (Pivec, 2004). There is also a need for organizational skills since the projects need to be put down in an organized manner so that it can bear meaning to whoever it will be presented to. 
In conclusion, Project-based learning refers to a model that organizes learning around projects; this is the uniqueness that the criteria possess.  While in game-based learning, the learners or the employees are exposed to learning through different games that imparts some knowledge in the people who are playing the games. The two types of learning are connected in some way. In both environments, that is, in game-based and project-based, the learning is built on a constructivist type of learning. The environments posit the need to provide the learners with the necessary tools so that they can build their procedures so that they can solve a problem. This means that the students have to participate in the process so that can solve the issues or problem at hand (Pivec, 2004).  This kind of learning is likely to increase the motivation and gives the learners a sense of satisfaction. The educators should engage in these environments since they are filled with active and engaged learning.  It is through this that the students get inspired to get a more in-depth knowledge of the subjects that they are being taught by their educators. Through the project-based learning, the students are thought to retain the knowledge that they gain by far more readily than when they go through the textbooks. Besides, the students have also proved to have gained confidence and self-direction as they sail through both independent work and team-based work. The two types of learning also help each other when it comes to learning (Bender, 2012). For instance, Project-based learning can be helped by game-based learning in that, game-based learning requires the students to be collaborative, open-minded, organizational skilled, creativity and negotiators. During project-based learning, all these factors are required to bring out meaningful results.
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