Running head: DESIGN OF LEARNING ENVIRONMENTS	1

DESIGN OF LEARNING ENVIRONMENTS		4










      Design of Learning Environments
                       	 Name
      Institutional Affiliation











                            Abstract
The paper is a summary of how computer games affect cerebral processes of students in   a learning environment. It will also discuss how intellectual processes are enhanced through the video games. In addition to that, there will be a look at the effects the agents   found   in the games have in the studying process. Time is also a key factor that needs to be looked at in playing video games. The paper will discuss on how time spent in video gaming plays a role in the learning processes. Different students will also have   different perspectives as well as             different attitudes when it comes to computer games which will be discussed later on this paper.  Finally, there will be recommended ways that can   be used to improve games for effective learning since it has been proven that gaming is another method of learning other than the instructional way in a classroom-based setting.












 	Design of Learning Environments
	Computer games have been popular over the years 40% of the gamers being female (S & J.D, 2011). Other than playing video games for fun, they are used for learning purposes which is increasingly becoming widespread. This mainly occurs in the form of stimulation games. Games that   are relatively the same to real world thereby requiring same cognitive processes, often lead to transfer from video games to peripheral errands. One of the examples being, games that need the player to multitask often lead to good skills in piloting. Games that demand fast action according to research are an added advantage as they advance mental processes, devotion and insight. Every game has to have instructions that help a player to know how to play the game. The agents used in delivering instructions may not have any effect since they are most likely ignored. Therefore, they do not interfere with learning and transfer from computer games to exterior errands. According to research it was also found that gaming is    an effective way of learning compared to class since the students tend to enjoy learning with a gaming element   more than the basic classroom setting where instructions are passed on. Besides, time   spent on gaming is more than the time spent on instructional methods. Gaming is attractive and more fun due to the enticing friendly user graphical interface. However, as much as computer games maybe seem to be   effective in facilitating learning, it also has its repercussions. This is because some students prefer playing fun games to   educative games. This	often	may	lead	to poor performance	in school. Another factor that may pose a challenge to computer games as a tool for learning is the fact that at times students do not necessarily find   educative games that suit    their need for learning.  This can   be resolved by doing a game research   and involving subject   matter experts to help develop educative games that suit the needs for    all (Hamari, Shernoff, & Rowe, 2016).
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