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Abstract :

A game is a rule-based environment that is responsive to the player's
actions, offers an appropriate challenge to the player, and keeps a cumulative
record of the player's actions while an educational computer game is a
technology-supported game that is intended to result in a desirable change in the
player's. Educational games serve the primary purpose of being a game, and a
secondary goal of teaching something. Games have clear goals or objectives
which are divided into "short-term achievable goals that give a seamless
progression to players by providing frequent rewards that act as external
motivators.

Games have been shown to be effective for learning partly because
learning takes place within a meaningful context which allows for application
and practice. Effective games must be "motivating, addictive, and provide
encouragement through very short-term goals, so that the player can fail and try
again until they succeed. However the commercially available games be
identified and incorporated into the classroom for learning due to the cost-
effectiveness and quality of commercially available games.
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Finally, we can say that educational games it’s an important addition to
modern educational methods if we know how to use them.
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