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Gaming and learning.
A game is a form of play in which participants adhere to defined rules and deliberates on educational games as the use of games to aid teaching as well as learning. Games are usually used to complement conventional teaching techniques to better the learners' learning experience and equipping them with other skills like following rules, interaction, creativity, adaptation, teamwork, problem-solving, critical thinking, and good sportsmanship (Houghton et al., 2013). Teachers may utilize innovative thinking and the energy presented through technology for learning to enhance student performance.
The term instructional software refers to computer applications and programs specifically useful for delivering instructions or supporting the delivery of a topic using demonstrations, illustrations, and explanations (Roblyer & Hughes, 2019). 
There are several benefits of gaming in the classroom. Use of games enables the teacher to increase the contents of study past the textbook, allowing students to learn from different channels. It also enhances enthusiasm to the learner, motivates and keeps learners engaged throughout the class, minimizes monotony in the learning methods, and enables them to remain focused, boosting their self-esteem and memory capacity. There does not exist an agreed definition of learning styles; therefore, utilizing games and other technological apparatuses, educators can have more learning techniques to help students succeed (Jonassen, 2008). 
However, several challenges may arise if the benefits are not effectively and correctly applied. Games can positively contribute to distractions in the classroom and cause disruptions during the learning period (Spiegelman & Glass, 2008). Games are also viewed as inappropriate when the teacher introduces a new learning concept using them, as they could distract students and hinder them from learning the material intended. A regular lesson period is also usually limited to enough experimentation. Other open-source applications that the teachers could use for demos have a limited amount of time, and after its expiry, all the data reset. Use of games is also not a guaranteed method to ascertain learning and could even result in wasted time, efforts and resources.
Some of the strategies a teacher can use to make gaming productive include using the little competition. Since students generally like competing, the teacher may arrange the students into teams for the game and reward at the end of a specified unit period. The teacher could also rearrange the groups to experience winning and losing to learn at the end of the term. The games should focus on relevant academic content to ensure valuable class time and still achieve much. The educator could also allow the learners to examine the critical learning content in the gaming environment, evaluate their level of understanding, and address the questions they raise (Haystead & Marzano, 2009). Lastly, the teacher should direct the learners to revise previous notes after the end of the game to improve their understanding, address any misconceptions, and add any new information they deem necessary.
Some of the factors that could make gaming inappropriate for learning are: situations where games are not meeting the learning intention. When the games are not educational or not competence-based, then they should be excluded (Boulder, 2005). The games should also meet the age and understanding of the learner's criteria to be effective.
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