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ClassCraft in the primary school classroom
[bookmark: _GoBack]The e-book focuses on the application of ClassCraft in a class setting in a primary school. The introduction of the ClassCraft to the children was used to determine their behavior. ClassCraft application as a role-playing game in this classroom setting was a motivator and a reward for the kids. The children create avatars within the game uniquely customized and equipped in terms of power and properties. The children are then placed in teams of fives or sixes. The teacher randomly rewards points in terms of achievements or behavior in the game and is visibly done. The main focus is to determine the appropriateness of the game-based learning technique in a classroom setting. It incorporates several gamification features from a technical and practical viewpoint (Bretherton et al., 2016).
The e-book’s strengths lie in the step-by-step demonstration of applying the ClassCraft technique to the children in the classroom using images or pictures of how the ClassCraft user interface looks. It has headings and subheadings that make the reading easy. The e-book shows the effects the technique has on the children upon its introduction as a learning program. The descriptions and evidence provided give sufficient information that is convincing enough that the technique successfully achieves its objectives. It also guides how to incorporate it slowly but gradually to the children without interrupting the normal school-based curriculum. Its inclusion of both the teachers and parents ensures sufficient control of the gaming rules from both ends. Also, the e-book has the authors' contact information by sharing their email details and has a list of references. The weakness of the e-book is that it does not highlight and explain the disadvantages of the use of the game-based learning technique. The spacing used makes it harder to read. It only expounds on the pros of the technique and fails to explain whether or not the use of the technique is addictive and how its addiction can impact a child's behavior both at school and at home. 
The technique is appropriate for incorporation in a classroom learning setting as a behavior determinant. However, it proves to be addictive because the children may prefer to use it as their learning guide instead of their initially stipulated curriculum instead of incorporating a mix of different learning activities.
Exploring a game-based learning system to enhance student learning
The site is on the importance of using game-based learning and how to use it in Kahoot. It lays instruction on how teachers and students can use Kahoot. It gives instructions for first-time users on how to use the learning application. The learning application has a free account option. Thus, it is easy to register and log in without any complications. For first users, it is better to try it out with two or more friends to a taste of how the learning applications. Also, a person can use it solo to get a sense of how the learning application operates. The site states the importance of using game-based learning since it motivates and engages children. Hence, it improves children's learning experience. Besides, Kahoot helps teachers in teaching technical concepts with ease (Graham, 2015).
The strengths of this site are demonstrated in how it explains how first-time users can use the learning platform. Also, it has paragraphs and headings in bold, which makes it easy to read. It clearly outlines the steps to be followed from registration till the creation of a quiz. It also explains how a teacher can access how teachers can get feedback from their students to know whether the game-based learning is working or not. Besides, the site uses images (with captions) from Kahoot to illustrate how the user interface looks. The site's weaknesses are shown in how it only gives the advantages of using Kahoot but does not give the downsides of using Kahoot. Also, it does not give the rate at which teachers are using Kahoot to indicate the popularity of the game-based learning platform. Besides, it does not provide contact information or a list of references used.
Kahoot seems like a good learning platform since students can team up to compete against each other. Besides, students can discuss topics they have difficulty in understanding. However, it may lead to students being reluctant to research certain topics since they know other students will help them get the information they need. 
Incorporating E-assessment tools in teaching for effective and authentic assessment.
The journal is on an electronic assessment by teachers on students since the traditional pen-paper method is ineffective. This is because the pen-paper approach takes lots of the teacher's time during analysis and may result in wrong output. The journal proposes using e-assessment methods such as Edpuzzle to get feedback from students since they are effective, efficient, authentic, and engaging (Sangle et al., 2020).
The journal comes with its strengths and weaknesses. The journal gives the date of publication, the name of the authors, and a list of references. It provides images of various game-based learning techniques. The images are used to illustrate how the game-based learning techniques operate. Besides, it has graphs and charts. The spacing of words is good, making it easier to read. Also, it has subheadings and captions which give more information of images used. The journal clearly states the application of the gaming-based learning technique and its appropriateness in details that include shreds of evidence. It furthers to explain its advantages and limitation when considering incorporating the technique as a learning program. However, the journal does not provide alternatives or solutions if the technique adoption does not prove productive. The journal fails to address the age-appropriateness of the technique application and how often it should be substituted with the normal curriculum programs.
Despite the technique working as per its intended course, it is slow in yielding results. This is because the Edpuzzle takes a lot of time to establish whether it is working or not. Moreover, its feedback generation takes a while before its effects are seen on the students who have been introduced to the technique.
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