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Nearly all early learning happens during play, and new technology has
added video games to the list of ways children learn interaction and new
concepts. Although video games are everywhere — on Web sites, in stores,
streamed to the desktop, on television — they are absent from the class-
room. Computer-based simulations, a form of computer games, have
begun to appear, but they are not as wide-spread as email, discussion

“[...] a great compilation of threads, and blogs.

foundational readings on the

topic of online games and Games and Simulations in Online Learning: Research and

simulations!” Development Frameworks examines the potential of games and
simulations in online learning, and how the future could look as develop-

-Lisa Dawley, Ph.D., Boise ers learn to use the emerging capabilities of the Semantic Web. It presents

State University, USA a general understanding of how the Semantic Web will impact education

and how games and simulations can evolve to become robust teaching
resources.
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well as all those required to create a planned teaching/learning experience
that uses a wide spectrum of technologies, mainly Internet or computer-
based, to reach learners. Practicing teachers, academic administrators,
education technology specialists, researchers, educators, and students in a FITE1599 043043
full range of education and IT-related fields will find this reference

invaluable.
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