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1. Active learning methodologies have been widely celebrated as pedagogical processes that engage students in activities to excite cognitive abilities and promote deep learning.
2. Game-based learning is a method of using game design elements in a non-game setting to motivate students to engage in class activities.
3. This article focuses on the use of games and gameplay without the use of technology, and examines the importance of interactivity, communication, and social belonging through the deployment of game-based teaching techniques.
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May be slightly imbalanced: The article presents the information in a generally reliable way, but there are minor points of consideration that could be explored further or claims that are not fully backed by appropriate evidence. Some perspectives may also be omitted, and you are encouraged to use the research topics section to explore the topic further.
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The article “Game On: Exploring the Effectiveness of Game-Based Learning” provides an overview of game-based learning as an active learning methodology for engaging students in classroom activities. The article cites several studies that demonstrate the effectiveness of active learning methods over traditional approaches, as well as research exploring the coalescence of games and pedagogy. The authors also discuss how game design patterns can be used to motivate continued behavior and engagement among learners. 
The article is generally reliable and trustworthy, citing relevant sources throughout its discussion on game-based learning. It does not appear to be biased or one-sided, presenting both sides equally with regards to its discussion on active learning methods versus traditional approaches. Furthermore, it provides evidence for its claims by citing relevant studies from reputable sources such as Freeman et al., Kotval, Hollander & Thomas, Deterding et al., Bogost, Lewis et al., Swink, Gee, Zichermann & Cunningham, Lee & Hammer, Richter et al., D’Mello & Graesser, Linnenbrink, Pekrun et al., Lobo and Gaber. 
The only potential issue with this article is that it does not explore any counterarguments or alternative perspectives on game-based learning or other active learning methods. While it does provide evidence for its claims regarding the effectiveness of these methods over traditional approaches, it does not consider any potential drawbacks or risks associated with them. Additionally, while it discusses various technologies that can be used for game-based learning (e.g., computers and handheld devices), it does not explore any potential issues related to access or affordability when using these technologies in educational settings.
[bookmark: _Toc5]Topics for further research:
· Game-based learning drawbacks
· Active learning methods risks
· Affordability of educational technologies
· Counterarguments to game-based learning
· Alternative perspectives on active learning
· Accessibility of educational technologies
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