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“Education is not filling a bucket, but
lighting a fire.”

William Butler Yeats
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How this book is set up

 This book has been set up as if the
reader was going through a fictional school day. The book is
divided into sections that are similar to high school periods. The
sections are as follows:

Art

Computers

Math

Science

Social Studies

Other

Reference

Tools







Authors/Publishers Legal Disclaimers

 The publisher and
author are not responsible for data loss, equipment damage, or any
calamity (Including loss of sanity) arising from using the
information in this book. This book is for informational purposes
only. No companies, persons, or websites mentioned in this book are
affiliated with the author or publisher. All characters, logos, and
trademarks of any third party mentioned are the property of that
party, and no rights are given or received. Every attempt has been
made to make sure the information is true and accurate. The
internet is a fluid entity; website addresses, companies, and the
products these websites offer can change quickly without notice.
The author is not affiliated with any websites listed in this
book.







System requirements


	
 A PC made within the last 10 years



	
A Windows operating system



	
An active internet connection.





My Rating Scale

 All ratings were a sum of five criteria:


	
How fast the game could be learned



	
How many subject areas are covered in the game



	
Quantity of game mechanics



	
Amount of multimedia and polish at the time of
release.



	
Uniqueness either in design, content delivery or some
other feature.





Some games were extremely high in one of the
above categories and low in another, and that would balance out to
achieve the final score.

Rating

Description
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No games in the book received this
rating.
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The games that received this rating were
below average. Examples of factors that affected a game's rating
may have included:


	
The game could take several hours or weeks to
learn



	
The game covered many subjects or one subject area at
an average or substandard level



	
There were poor game mechanics



	
The game had a low amount of multimedia and polish at
the time of release



	
The game was not Unique in one or two areas, either
in design, content delivery, or some other feature was low or
nonexistent
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The games that received this rating were
Average.

Examples of factors that affected a game's
rating may have included:


	
The game could be learned and understood in 30
minutes to an hour



	
The game covered many subject areas or covered on
subject area well



	
There were average game mechanics



	
The game had an average amount of multimedia and
polish at the time of release



	
The game was Unique in one or two areas, either
design, content delivery, or some other feature was low
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The games that received this rating were
excellent. Examples of factors that affected a game's rating may
have included:


	
The game could be learned and understood in 15
minutes



	
The game covered subject areas very well



	
There were a few quality mechanics



	
The game had a moderate amount of multimedia and
polish at the time of release



	
The game was unique in several areas, including
design, content delivery, and other features
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The games that received this rating were
excellent. Examples of factors that affected a game's rating may
have included:


	
The game could be learned and understood in less than
five minutes



	
The game covered many subject areas or covered on
subject area well



	
There were several quality game mechanics



	
The game had a high amount of multimedia and polish
at the time of release



	
The game was unique in many areas, including design,
content delivery, and other features





Not Rated

Games sometimes were not rated for the
following reasons:


	
The author did not have the technical know-how



	
The author did not have the required hardware



	
The game would take longer to learn than the author
wanted to invest



	
The game was only on Steam






Introduction


Hello, dear reader. Since this book is about educational games, I
thought it would be fitting to front-load any questions you, dear
reader, may have in the style of Frequently Asked Questions, better
known back in the day as a FAQ.



Frequently Asked Questions (FAQ)

 Purpose of this book

The purpose of this book is to help foster
two concepts in students. The first is that learning can be fun.
The second is to help promote critical thinking and problem-solving
in today's young and old students.

Who should use this book?

Better Education Through Gaming was designed
to be used by teachers and parents in either the classroom or
homeschooling setting.

What types of games are in this book?

There are four types of games in Better
Education Through Gaming: games that directly instruct students in
teaching a new skill, games that reinforce an existing skill, and
games that enrich a topic being taught. Very few games in Better
Education Through Gaming directly teach a skill like Mavis Beacon
Teaches Typing, but the reader will find more games that reinforce
skills like Math Blaster and Mind Castle: Spell of The Word Wizard.
However, most games in Better Education Through Gaming fall under
the enrichment category and are meant to compliment a student’s
learning of a particular subject area. For example, classic games
like The Oregon Trail and newer games like Pendragon are
included.

What grade levels does this book cover?

Better Education Through Gaming was designed
primarily for children in grades 4 through 12. The reason for this
is a saturation of educational games for grades K through 3.

How do I use this book?

Better Education Through Gaming is set up by
subject, and in each subject, the reader will see what subject
areas the author covered in each game. For example, if a student is
studying censorship as a subject area under social studies, the

Is there anything else the reader should know?
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