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The concept of teaching has evolved in the past century from using chalkboards to electronic smartboards and from paper tests to computer based tests. Through this evolution the styles of teaching have also developed into a versatile art that an abundance of individuals who enter the field profess in.

There is one particular teaching style that should really start being a primary focus in every school not only in the United States, but all over the world. It is an idea I would like to call Gaming Style Teaching. 

Gaming itself has long been a misunderstood subject since its introduction in the 1980s. It has only grown to be one of the biggest trends in the world today with tournaments, online and even learning. There are many people who downplay the impact and importance of gaming, mainly due to the fact that they never bothered to give it a chance and just view it as a waste of time. These individuals are mostly from an era where technology was in a primitive state, and they chose not to develop with it in the succeeding decades. This is not to criticize but it is to highlight how out of touch the older generation is within the modern era, and why gaming is the future.

When it comes to Gaming Style Teaching the first step is having skills with the computer. In 2026, this is a very technology focused generation with kids, teens and young adults being very proficient in this area. The former in particular are the most impressionable with their fascination in the Nintendo Switch, Playstation 5, and Xbox One. Along with games like Roblox, Fortnite, Call of Duty and Mario. This is undoubtedly the thing they enjoy the most. Therefore, teachers today, both veteran and rookie, should implement this into their instruction plan. As well as administrators commissioning gaming in the classroom management criteria. 

The behavior of students has been a longstanding issue in schools everywhere in America. Many people are unwilling to go into teaching or quitting the profession due to burnout because students are disrespectful, undisciplined, unmotivated, and energetic. On top of administrators who do not support teachers in disciplining students, and criticize their classroom management to the point of threatening to terminate employment at the school when they are trying their best to maintain control.

Ever since mainstreaming surged in the past decade it has become an achilles heel for classrooms and schools themselves. ESE classes have gradually faded over the years in favor of mainstreaming. This is due to the idea that all children should be instructed on equal footing and not feel inferior. In a way,I agree with this philosophy, because Helen Keller, who was blind and deaf was able to learn to read and write thanks to her teacher Anne Sullivan. However, since that time there are people who are not willing to teach kids with learning disabilities and extreme behavior problems at the risk of damaging their physical and mental health. 

People in this era are choosing to reject and leave teaching because of students’ lack of willingness to learn. It shows in low exam results, unawareness of basic concepts like the Parts of Speech and severely low reading skills. The old ways of teaching have proven to be ineffective for the new generation of students. This is mainly because of the lack of interest in the way the subjects are taught. Which is why technology needs to become the central focus in classrooms in order to get more impressive results and rectify the frustration amongst teachers.

By using online learning games like Kahoot, Jeopardy and Blooket, teachers can capture the attention of students. Most schools issue personal chromebooks to students. That way accomplishing gaming style teaching is made easier. 
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Kahoot is a trivia designed learning platform that allows teachers to create quizzes based on their subject and the section they are currently going over with students. 


●  The teacher creates a Kahoot account, makes a number of trivia questions centered on the section, and hosts a game with a PIN number.

●  This can be used for any of the Big 4 subjects (English, Math, Science and Social Studies).

●  Kahoot allows customization by allowing teachers to add images and videos to their questions. This is effective for students who are visual learners and adds a more eccentric approach to teaching.

●  Set a time limit for each question ( 30-45 seconds recommended). This will give students a sense of urgency.

●  Host the game and make sure every student is logged in using the PIN number. (Some will try to be sneaky and play a regular, non educational computer game so use GoGuardian to monitor their computers and lock it when necessary).

●  Teachers can set the Kahoot game for two modes. 

Single: Which motivates the students to use critical thinking and exercise their analytical skills to find the answer. 

Teams: Which encourages cooperation, brainstorming and problem-solving between students to find the answer. As well as enhancing social skills for more introverted kids.

●  Teachers themselves can play also and challenge the students by acting as a final boss for the winning student(s).

●  The winning individual or team gets a prize at the end (supplies, extra credit for the next test, championship belt, non allergic treat etc).
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●  Review & Assessment: Use for quick reviews and in depth comprehension checks by going over the results of each question. 

●  Engagement: Boost classroom participation and morale by making learning fun.

●  Evaluation: Test the students on the subject by having the same question from the Kahoot game to examine their understanding and memory.
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●  Using a combination of Jeopardy style teaching can make lessons into an engaging and dynamic trivia centered game.

●  For Jeopardy: This style boosts student motivation, collaboration and content organization by utilizing specific categories to reinforce key facts and critical thinking through interactive team play.

●  Just like the game show itself, teachers can modify an online Jeopardy program with themed categories for any subject from reading to math to classroom rules.

●  Category setup and point system: Construct 5 to 6 categories related to the lesson (e.g., History events, Vocabulary words, Match terms) with 5 questions each that increase in difficulty and points (100 for easiest and 500 for hardest).

●  Team arrangement: Divide students into 4-5 teams; mix skills and proper team building. Another option can be Boys vs Girls to encourage participation and bragging rights for the winning gender.

●  Clue selection: One team chooses a category and point value.

●  Answer revelation: Showcase the clue (which is actually the answer in Jeopardy style).

●  Time based answer format: Teams brainstorm to find the correct question (e.g., “Who is Abraham Lincoln?” or “What is evaporation?”) with a 60 second time limit.

●  Collecting points: Correct= The team gains the points. Wrong= The question transfers to the next team to solve.

●  Keeping score: In case there is no automatic point chart. Use a score chart or digital tool to keep track of points.

●  Final Jeopardy: End the game with a highly difficult question for all teams to wager points and really test the students' knowledge.
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