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Serious Play is a comprehensive account of the possibilities and challenges of
teaching and learning with digital games in primary and secondary schools.
Based on an original research project, the book explores digital games’ capacity
to engage and challenge, present complex representations and experiences,
foster collaborative and deep learning and enable curricula that connect with
young people today. These exciting approaches illuminate the role of context in
gameplay as well as the links between digital culture, gameplay and identity in
learners’ lives, and are applicable to research and practice at the leading edge of
curriculum and literacy development.
This anthology advances a radical agenda for higher education, arguing that
teaching activities should focus not primarily on knowledge acquisition but
behavior. Noting that today’s students face the double challenge of having to
survive organizations and having to help organizations survive, this work
discusses how these students will be called upon to help organizations find and
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realize innovative strategies for a sustainable future. Consequently, this works
posits, higher education curricula must focus on key components of professional
behavior and experiential learning must be central to this strategy.
"This book covers theoretical, social, and practical issues related to educational
games and simulations, contributing to a more effective design and
implementation of these activities in learning environments"--Provided by
publisher.
Games and simulations have emerged as new and effective tools for educational
learning by providing interactivity and integration with online resources that are
typically unavailable with traditional educational resources. Design, Utilization,
and Analysis of Simulations and Game-Based Educational Worlds presents
developments and evaluations of games and computer-mediated simulations in
order to showcase a better understanding of the role of electronic games in
multiple studies. This book is useful for researchers, practitioners, and
policymakers to gain a deeper comprehension of the relationship between
research and practice of electronic gaming and simulations in the educational
environment.
Presenting original studies and rich conceptual analyses, this volume reports on
theoretical issues involved in the use of simulations and games in educational
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assessment. Chapters consider how technologies can be used to effectively
assess, modify, and enhance learning and assessment in education and training.
By highlighting theoretical issues arising from the use of games and simulations
as assessment tools for selection and classification, training, and evaluation
across educational and workplace contexts, the volume offers both broad
conceptual views on assessment, as well as rich descriptions of various, contextspecific applications. Through a focus that includes both quantitative and
qualitative approaches, policy implications, meta-analysis, and constructs, the
volume highlights commonalities and divergence in theoretical research being
conducted in relation to K-12, post-secondary, and military education and
assessment. In doing so, the collection enhances understanding of how games
and simulations can intersect with the science of learning to improve educational
outcomes. Given its rigorous and multidisciplinary approach, this book will prove
an indispensable resource for researchers and scholars in the fields of
educational assessment and evaluation, educational technology, military
psychology, and educational psychology.
If you find traditional lectures and course material ineffective for teaching
students how to develop a sensitivity to cultural differences and apply “home
grown” technologies to foreign situations, Business Simulations, Games and
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Experiential Learning in International Business Education is the guide to help you
remedy this predicament! Helpful and easy-to-use, this text teaches you how to
use computer-based games and experiential learning exercises to teach
international business. You’ll learn how to place students in realistic situations
where they can experiment with new behaviors and receive immediate,
constructive feedback and then take what they have learned beyond the
classroom. Business Simulations, Games and Experiential Learning in
International Business Education helps you introduce students to global
competition and business cultures as you explore important ethical, political, and
social issues with them. You can better prepare your students for the challenges
of international business if you pay particular attention to the book’s discussions
of: different levels of power-sharing alternatives to traditional international
business course materials and methods changing the norms and behaviors of
organizations and institutions the role gender plays in effective gaming
environments simulating a European Works Council within a classroom
environment promoting decisionmaking and flexibility in management style
understanding business rules and regulations of different countries Academics
teaching and researching in international business will find Business Simulations,
Games and Experiential Learning in International Business Education an
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immensely useful tool as you struggle with the challenges of readying students
for the international work environment. As you know, it is not enough that
students be schooled in the latest developments and technologies. Use this
book’s games and learning techniques to emphasize to your students that
international businessmen and women must not only know their field, but also be
respectful of others’cultures and values, be linguistically flexible, and be aware of
foreign business rules and regulations.
Designed for learning professionals and drawing on both game creators and
instructional designers, Learning by Doing explains how to select, research,
build, sell, deploy, and measure the right type of educational simulation for the
right situation. It covers simple approaches that use basic or no technology
through projects on the scale of computer games and flight simulators. The book
role models content as well, written accessibly with humor, precision, interactivity,
and lots of pictures. Many will also find it a useful tool to improve communication
between themselves and their customers, employees, sponsors, and colleagues.
As John Coné, former chief learning officer of Dell Computers, suggests,
“Anyone who wants to lead or even succeed in our profession would do well to
read this book.”
In an increasingly scientific and technological world the need for a knowledgeable
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citizenry, individuals who understand the fundamentals of technological ideas
and think critically about these issues, has never been greater. There is growing
appreciation across the broader education community that educational three
dimensional virtual learning environments are part of the daily lives of citizens,
not only regularly occurring in schools and in after-school programs, but also in
informal settings like museums, science centers, zoos and aquariums, at home
with family, in the workplace, during leisure time when children and adults
participate in community-based activities. This blurring of the boundaries of
where, when, why, how and with whom people learn, along with better
understandings of learning as a personally constructed, life-long process of
making meaning and shaping identity, has initiated a growing awareness in the
field that the questions and frameworks guiding assessing these environments
should be reconsidered in light of these new realities. The audience for this book
will be researchers working in the Serious Games arena along with distance
education instructors and administrators and students on the cutting edge of
assessment in computer generated environments.
"This book set unites fundamental research on the history, current directions, and implications
of gaming at individual and organizational levels, exploring all facets of game design and
application and describing how this emerging discipline informs and is informed by society and
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culture"--Provided by publisher.
Serious Educational Games: From Theory to Practice focuses on experiences and lessons
learned through the design, creation and research in the Serious Education Games Movement.
Serious Games is a term coined for the movement that started in 2003 for using commercial
video game technology for teaching and learning purposes.
In recent years, there has been growing interest in the use of digital games to enhance
teaching and learning at all educational levels, from early years through to lifelong learning, in
formal and informal settings. The study of games and learning, however, takes a broader view
of the relationship between games and learning, and has a diverse multi-disciplinary
background. Digital Games and Learning: Research and Theory provides a clear and concise
critical theoretical overview of the field of digital games and learning from a cross-disciplinary
perspective. Taking into account research and theory from areas as varied as computer
science, psychology, education, neuroscience, and game design, this book aims to synthesise
work that is relevant to the study of games and learning. It focuses on four aspects of digital
games: games as active learning environments, games as motivational tools, games as
playgrounds, and games as learning technologies, and explores each of these areas in detail.
This book is an essential guide for researchers, designers, teachers, practitioners, and policy
makers who want to better understand the relationship between games and learning.
Short Sims: A Game Changer explores the design concepts, dialogue, and formatting of
interactive simulations. Interactivity is the key to effective educational media in schools,
corporations, the military, and government. However, challenges like ineffective linear content
or expenses can derail the product. This book provides a proven methodology to guide anyone
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through the steps of quickly creating highly engaging and responsive content. The process
combines decades of research and implementations with leading organizations (Bill & Melinda
Gates Foundation, Harvard Business School Publishing, Visa, State Department) with new
tools that have just emerged. Key Features This book provides numerous code examples to
illustrate how to put the techniques into practice. It includes expanded introductions to
mathematics fundamental to computer graphics and game development. Graphics and physics
are covered in introductory overviews. Author Bio Clark Aldrich is an education technology
thought leader—the author of six books and developer of patent and award-winning projects. He
currently builds custom Short Sims for organizations using a revolutionary methodology he has
pioneered, or helps them build their own, through www.shortsims.com. He is also the host of
an audio series called Education X Media (www.edbymedia.com) about evolving pedagogy in
academics, corporations, and the military. ? He has been called a "guru" by Fortune Magazine
and a "maverick" by CNN. Aldrich and his work have been featured in hundreds of other
sources, including CBS, ABC, The New York Times, USA Today, the Associated Press, Wall
Street Journal, NPR, CNET, Business 2.0, BusinessWeek, and U.S. News and World Report.
He has written monthly columns for Training Magazine and Online Learning Magazine.
Previously, he was the founder and former director of research for Gartner’s e-learning
coverage. Earlier in his career, he worked on special projects for Xerox' executive team. He
also served for many years as the Governor's representative on the education task force Joint
Committee on Educational Technology, volunteered on several non-profit organizations aimed
at child advocacy, and has served on numerous boards. He earned from Brown University a
degree in cognitive science (during which he also taught at a leading environmental education
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foundation). He grew up in Concord, Massachusetts, and is the ninth great-grandson of
Governors John Winthrop and Thomas Dudley, first and second governors of the
Massachusetts Bay Colony, and Captain Walter Neale, the first colonial governor of lower New
Hampshire.
We live in a time of educational transformations towards more 21st century pedagogies and
learning. Games and Education explores new designs in and for learning and offer inspiration
to teachers, technologist and researchers interested in changing educational practices.
Gaming has long been a means for humans to share knowledge, learn new concepts, and
escape the constraints of reality. Interdisciplinary Advancements in Gaming, Simulations and
Virtual Environments: Emerging Trends investigates the role of games and computer-mediated
simulations in a variety of environments, including education, government, and business.
Exploring psychological, social, and cultural implications of games and simulations, as well as
policies related to their design and development, this reference aims to support the work of
researchers in this growing field, as well as bridge the gap between theory and practice in the
application of electronic games to everyday situations.
"This book examines the potential of games and simulations in online learning, and how the
future could look as developers learn to use the emerging capabilities of the Semantic Web. It
explores how the Semantic Web will impact education and how games and simulations can
evolve to become robust teaching resources"--Provided by publisher.
At a time when scientific and technological competence is vital to the nation's future, the weak
performance of U.S. students in science reflects the uneven quality of current science
education. Although young children come to school with innate curiosity and intuitive ideas
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about the world around them, science classes rarely tap this potential. Many experts have
called for a new approach to science education, based on recent and ongoing research on
teaching and learning. In this approach, simulations and games could play a significant role by
addressing many goals and mechanisms for learning science: the motivation to learn science,
conceptual understanding, science process skills, understanding of the nature of science,
scientific discourse and argumentation, and identification with science and science learning. To
explore this potential, Learning Science: Computer Games, Simulations, and Education,
reviews the available research on learning science through interaction with digital simulations
and games. It considers the potential of digital games and simulations to contribute to learning
science in schools, in informal out-of-school settings, and everyday life. The book also
identifies the areas in which more research and research-based development is needed to fully
capitalize on this potential. Learning Science will guide academic researchers; developers,
publishers, and entrepreneurs from the digital simulation and gaming community; and
education practitioners and policy makers toward the formation of research and development
partnerships that will facilitate rich intellectual collaboration. Industry, government agencies
and foundations will play a significant role through start-up and ongoing support to ensure that
digital games and simulations will not only excite and entertain, but also motivate and educate.
Using Games and Simulations for Teaching and Assessment: Key Issues comprises a
multidisciplinary investigation into the issues that arise when using games and simulations for
educational purposes. Using both theoretical and empirical analyses, this collection examines
cognitive, motivational, and psychometric issues with a focus on STEM content. Unlike other
research-based volumes that focus solely on game design or the theoretical basis behind
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gaming, this book unites previously disparate communities of researchers—from civilian to
military contexts as well as multiple disciplines—to critically explore current problems and
illustrate how instructionally effective games and simulations should be planned and evaluated.
While computer-based simulations and games have the potential to improve the quality of
education and training, Using Games and Simulations for Teaching and Assessment: Key
Issues shows how the science of learning should underlie the use of such technologies.
Through a wide-ranging yet detailed examination, chapter authors provide suggestions for
designing and developing games, simulations, and intelligent tutoring systems that are
scientifically-based, outcomes-driven, and cost-conscious.
Simulation and Gaming for Mathematical Education: Epistemology and Teaching Strategies
provides leading research on ways for various learning environments to be created referring to
math didactics through redefinition and reassessment of teaching experiences.
A comprehensive review of the research literature on history education with contributions from
international experts The Wiley International Handbook of History Teaching and Learning
draws on contributions from an international panel of experts. Their writings explore the growth
the field has experienced in the past three decades and offer observations on challenges and
opportunities for the future. The contributors represent a wide range of pioneering, established,
and promising new scholars with diverse perspectives on history education. Comprehensive in
scope, the contributions cover major themes and issues in history education including: policy,
research, and societal contexts; conceptual constructs of history education; ideologies,
identities, and group experiences in history education; practices and learning; historical
literacies: texts, media, and social spaces; and consensus and dissent. This vital resource:
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Contains original writings by more than 40 scholars from seven countries Identifies major
themes and issues shaping history education today Highlights history education as a distinct
field of scholarly inquiry and academic practice Presents an authoritative survey of where the
field has been and offers a view of what the future may hold Written for scholars and students
of education as well as history teachers with an interest in the current issues in their field, The
Wiley International Handbook of History Teaching and Learning is a comprehensive handbook
that explores the increasingly global field of history education as it has evolved to the present
day.
"Ready to blow your mind? Spend 15 seconds reading Clark Aldrich's The Complete Guide to
Simulations and Serious Games. Witty, fast-paced, and non-linear -- it's Spock meets Alton
Brown." -- Lynne Kenney, Psy.D., The Family Coach This exciting work offers designers a new
way to see the world, model it, and present it through simulations. A groundbreaking resource,
it includes a wealth of new tools and terms and a corresponding style guide to help understand
them. The author -- a globally recognized industry guru -- covers topics such as virtual
experiences, games, simulations, educational simulations, social impact games, practiceware,
game-based learning/digital game based learning, immersive learning, and serious games.
This book is the first of its kind to present definitions of more than 600 simulation and game
terms, concepts, and constructs.
Presenting original studies and rich conceptual analyses, this volume explores how cognitive
and affective metrics can be used to effectively assess, modify, and enhance learning and
assessment outcomes of simulations and games used in education and training. The volume
responds to the increasing use of computer-based simulations and games across academic
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and professional sectors by bringing together contributions from different research
communities, including K-12 and postsecondary education, medical, and military contexts.
Drawing on empirical results, the chapter authors focus on the design and assessment of
educational simulations and games. They describe how quantitative and qualitative metrics
can be used effectively to evaluate and tailor instructional resources to the cognitive and
affective needs of the individual learner. In doing so, the volume enhances understanding of
how games and simulations can intersect with the science of learning to improve educational
outcomes. Given its rigorous and multidisciplinary approach, this book will prove an
indispensable resource for researchers and scholars in the fields of educational assessment
and evaluation, educational technology, military psychology, and educational psychology.
Simulation and game-based learning are essential applications in a learning environment as
they provide learners an opportunity to apply the course material in real-life scenarios.
Introducing real-life learning allows the learner to make critical decisions at different points
within the simulation providing constructive education that leads to a cognitive understanding
of the material. The use of simulations provides the learner with the ability to cognitively store
and recall learning in real-life experiences. Therefore, it is crucial to not only provide course
material but to have students apply what they have learned in simulations that replicate real-life
scenarios. These learned skills are essential for students to be marketable and thrive in a
career field where decision making, problem solving, and critical thinking are job requirements.
Simulation and Game-Based Learning in Emergency and Disaster Management is a cuttingedge research book that examines the best practices and holistic development when it comes
to simulation learning within emergency and disaster management as well as global security.
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Drawing upon the neuroscience of learning, classroom instruction can be enhanced to
incorporate active-experiential learning activities that positively impact a learner with long-term
information retention. Each simulation project is carried out in different environments, with
different goals in mind, and developed under various constraints. For these reasons, this book
will provide insight into the simulation planning and development process, provide examples of
online simulations and game-based learning activities, and provide insight on simulation
development and implementation that can be used across disciplines in educational and
training settings. As such, it is ideal for academicians, instructional designers, curriculum
designers, education professionals, researchers, and students.
"This book explores new models of interaction and human-computer interaction paradigms as
applied to learning environments"--Provided by publisher.
Computer simulation, a powerful technological tool and research-proven pedagogical
technique, holds great potential to enhance and transform teaching and learning in education
and is therefore a viable tool to engage students in deep learning and higher-order thinking.
With the advancement of simulation technology (e.g., virtual reality, artificial intelligence,
machine learning) and the expanded disciplines where computer simulation is being used
(e.g., data science, cyber security), computer simulation is playing an increasingly significant
role in leading the digital transformation in K-12 schools and higher education institutions, as
well as training and professional development in corporations, government, and the military.
Teaching, Learning, and Leading With Computer Simulations is an important compilation of
research that examines the recent advancement of simulation technology and explores
innovative ways to utilize advanced simulation programs for the enhancement of teaching and
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learning outcomes. Highlighting a range of topics such as pedagogy, immersive learning, and
social sciences, this book is essential for educators, higher education institutions, deans,
curriculum designers, school administrators, principals, IT specialists, academicians,
researchers, policymakers, and students.
This book includes more than twenty computer games and simulations for use in teacher
training. Each of these simulations is innovative and presents an opportunity for pre-service
teachers to have hands-on experience in an area of need prior to teaching in the classroom.
Information on the simulation origins, including theoretical underpinnings, goals,
characteristics, relevant research/program evaluation results, discussion of benefits and
limitations as well as dissemination, recommended use, scope of practice, etc. of each game
or simulation are included. Pre-service and new teachers will gain a number of useful skills
through completion of these simulations and higher education faculty and administrators will
gain a plethora of research-based and effective training tools for use in their teacher training
programs.
Simulations and the Future of Learning offers trainers andeducators the information and
perspective they need to understand,design, build, and deploy computer simulations for this
generation.Looking back on his recent first-hand experience as lead designerfor an advanced
leadership development simulation, author ClarkAldrich has created a detailed case study of
the creation anddeployment of an e-learning simulation that had the developmentcycle of a
modern computer game. With this book Aldrich, a leaderin the e-learning field, has created an
intriguing roadmap for thefuture of learning while taking us along on an
entertainingrollercoaster ride of trial and error, success and failure.Simulations and the Future
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of Learning outlines the designprinciples and critical decisions around any
simulation'scomponents— the interface, the physics and animation systems,the artificial
intelligence, and sets and figures. Using thisaccessible resource, readers will learn how to
create and evaluatesuccessful simulations that have the following characteristics:authentic and
relevant scenarios; applied pressure situations thattap user's emotion and force them to act; a
sense of unrestrictedoptions; and replayability.
Game Science in Hybrid Learning Spaces explores the potential, implications, and impact of
game-based approaches and interventions in response to the blurring of boundaries between
digital and physical as well as formal and informal learning spaces and contexts. The book
delves into the concept, opportunities, and challenges of hybrid learning, which aims to reduce
the barriers of time and physical space in teaching and learning practices, fostering seamless,
sustained, and measurable learning experience and outcomes beyond the barriers of formal
education and physical learning contexts. Based on original research, Game Science in Hybrid
Learning Spaces establishes trans-disciplinary and holistic considerations for further
conceptual and empirical investigation into this topic, with the dual goals of a better
understanding of the role of game-based approaches in a blended environment and of the
possible structural and cultural transformation of formal education and lifelong learning. This
book is an essential guide for researchers, designers, teachers, learners, and practitioners who
want to better understand the relationship between games and learning that merges digital and
physical experiences and blends formal and informal instructions.
This book introduces state-of-the-art research on simulation and serious games for education.
The major part of this book is based on selected work presented at the 2014 Asia-Europe
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Symposium on Simulation and Serious Games held in Windesheim University of Applied
Sciences, the Netherlands (Oct 1–2, 2014). It covers three major domains of education
applications that use simulation and serious games: Science, Technology, Engineering and
Mathematics (STEM) Education; Special Needs Education and Humanity and Social Science
Education. Researchers and developers in simulation and serious games for education benefit
from this book, and it also offers educators and professionals involved in training insights into
the possible applications of simulation and serious games in various areas.
Technology-enabled simulations are increasingly used for students in K-12 education and have
the potential to improve teaching and learning across domains. Across five chapters, this book
explores the psychological foundation of simulation use in instruction, guiding readers through
individual differences among learners and contexts while addressing theory, pedagogy,
cognitive processes, and more. This concise volume is designed for any education course that
includes simulations in the curriculum and will be indispensable for student researchers and
both pre- and in-service teachers alike.
"Quite simply, Thiagi is the most prolific and creative designer of games and simulations in the
world." - Glenn Parker, author of Cross-Functional Teams and Team Players and Teamwork
Wholly revised to celebrate its 25th anniversary, Barnga is the classic simulation game for
exploring communication challenges across cultures. While playing Barnga, participants
experience the shock of realizing that despite their good intentions and the many similarities
amongst themselves, people interpret things differently, one from the other, in profoundly
important ways, especially people from differing cultures. Players learn that they must
understand and reconcile these differences if they want to function effectively in a crossPage 17/24
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cultural group. The "game" is deceptively simple: participants, broken up into several small
groups, play a simple card, never knowing that each group has been given a subtly different
set of rules to play by, nor that those rules will change yet again as the game develops and
groups of players are reconfigured. Conflicts quickly begin to occur as players move from
group to group, simulating real cross-cultural encounters, where people initially believe they
share the same understanding of the basic rules and learn to their dismay and confusion that
they do not. In discovering that the rules are different, players undergo a mini culture shock
similar to actual experience when entering a different culture. They then must struggle to
understand and reconcile these differences to play the game effectively in their "cross-cultural"
groups. Difficulties are magnified by the fact that players may not speak to each other but can
communicate only through gestures or pictures. In struggling to understand why other players
don't seem to be playing correctly, and with the aid of the facilitator, participants gain insight
into the dynamics of cross-cultural encounters. Participant instructions are provided in French,
German, and Spanish as well as English. The 25th anniversary edition of Barnga introduces
new features: - Now, as few as 2 and as many as 40 people can play! - Revised, play-tested
rules provide optimal jolt to players. - Improved game design helps those with limited
experience playing card games. - Partnership play enables players to comprehend the impact
of peer support. - Different tournament formats raise new types of communication challenges. For trainers - an expanded debriefing section that takes less than an hour.
The popularity of entertainment gaming over the last decades has led to the use of games for
non-entertainment purposes in areas such as training and business support. The emergence
of the serious games movement has capitalized on this interest in leisure gaming, with an
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increase in leisure game approaches in schools, colleges, universities and in professional
training and continuing professional development. The movement raises many significant
issues and challenges for us. How can gaming and simulation technologies be used to engage
learners? How can games be used to motivate, deepen and accelerate learning? How can
they be used to greatest effect in learning and teaching? The contributors explore these and
many other questions that are vital to our understanding of the paradigm shift from
conventional learning environments to learning in games and simulations.
Games and simulations are an effective way of supporting the curriculum. This handbook
demonstrates how to develop and use games and simulations in schools. It provides practical
advice and guidance on how and when to use these as well as illustrative cases from nursery
schools to secondary level.

Despite the growing number of books designed to radically reconsider the
educational value of video games as powerful learning tools, there are very few
practical guidelines conveniently available for prospective history and social
studies teachers who actually want to use these teaching and learning tools in
their classes. As the games and learning field continues to grow in importance,
Gaming the Past provides social studies teachers and teacher educators help in
implementing this unique and engaging new pedagogy. This book focuses on
specific examples to help social studies educators effectively use computer
simulation games to teach critical thinking and historical analysis. Chapters cover
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the core parts of conceiving, planning, designing, and implementing simulation
based lessons. Additional topics covered include: Talking to colleagues,
administrators, parents, and students about the theoretical and practical
educational value of using historical simulation games. Selecting simulation
games that are aligned to curricular goals Determining hardware and software
requirements, purchasing software, and preparing a learning environment
incorporating simulations Planning lessons and implementing instructional
strategies Identifying and avoiding common pitfalls Developing activities and
assessments for use with simulation games that facilitate the interpretation and
creation of established and new media Also included are sample unit and lesson
plans and worksheets as well as suggestions for further reading. The book ends
with brief profiles of the majority of historical simulation games currently available
from commercial vendors and freely on the Internet.
The book "Simulation and Gaming" discusses the following topics and research
areas: game-based methods of problem solution and data processing, analysis,
and information mining; educational games and game features, including game
characteristics, story, mechanics, and methodology; development of integrated
games tasked with helping students in interpreting, translating, and manipulating
the field of kinematics through formal presentations; possibility of research
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integration through real and practical examples and games as well, in the field of
physics; analysis of game engines from various aspects such as modularity,
performance, and usability; virtual reality (VR) and interaction mechanisms used
for three-dimensional (3D) game development; analysis, development, design,
implementation, and evaluation of the simulation model in the field of engineering
and metallurgy, according to ADDIE model; concept of computational thinking,
with an accent on its inclusion in compulsory education; overview of the current
prominence of AI simulation based in the gaming leisure industry, mainly for
research purposes in the context of gambling and forecasting of online casino
patron's churn behavior; innovative modeling and simulation approach using
newly proposed advanced game-based mathematical framework, unified gamebased acquisition framework, and a set of war-gaming engines to address the
challenges for acquisition of future space systems; modification of simulation of a
complex system and a physics model through programming, achieved with a
block-based programming language.
"This book presents research on the most recent technological developments in
all fields of knowledge or disciplines of computer games development, including
planning, design, development, marketing, business management, users and
behavior"--Provided by publisher.
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Games, Simulations and Playful Learning in Business Education takes a fresh,
insightful look at original and innovative ways of incorporating games, simulations
and play to enhance the quality of higher education learning and assessment
across business and law disciplines. Chapters cover wide-ranging business
areas such as marketing, accounting and strategy and include practical advice,
tips and thoughts on how to strengthen existing learning techniques to include a
fun element.
Jossey-Bass Guides to Online Teaching and Learning Learning Online with
Games, Simulations, and Virtual Worlds Strategies for Online Instruction Clark
Aldrich Learning Online with Games, Simulations, and Virtual Worlds The
infusion of games, simulations, and virtual worlds into online learning can be a
transforming experience for both the instructor and the student. This practical
guide, written by education game expert Clark Aldrich, shows faculty members
and instructional designers how to identify opportunities for building games,
simulations, and virtual environments into the curriculum; how to successfully
incorporate these interactive environments to enhance student learning; and how
to measure the learning outcomes. It also discusses how to build institutional
support for using and financing more complex simulations. The book includes
frameworks, tips, case studies and other real examples, and resources. Praise
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for Learning Online with Games, Simulations, and Virtual Worlds "Clark Aldrich
provides powerful insights into the dynamic arena of games, simulations, and
virtual worlds in a simultaneously entertaining and serious manner as only he
can. If you are involved with educating anyone, from your own children to
classrooms full of students, you need to devour this book." — Karl Kapp, assistant
director, Institute for Interactive Technologies, Bloomsburg University "At a time
when the technologies for e-learning are evolving faster than most people can
follow, Aldrich successfully bridges the perceptual gap between virtual worlds,
digital games, and educational simulations, and provides educators with all they
really need to use this technology to enhance and enrich their e-learning
experiences." — Katrin Becker, instructor, Department of Computer Science and
Information Systems, Mount Royal College, and adjunct professor of education,
University of Calgary "I consider this a must-read for anyone engaged in or
contemplating using these tools in their classrooms or designing their own tools."
— Rick Van Sant, professor of learning and technology, Ferris State University
"A series of well argued but surprisingly entertaining articles go far to set the very
foundations ofthe field of digital game based learning. This book is absolutely
essential reading for anyone interested in games and learning and will be for
years to come." - James Paul Gee, Mary Lou Fulton Presidential Professor of
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