
352  

Index

3D-CAD technology 22, 36

A
ad-hoc mentality 220
Aesthetic Engagement 67
Aesthetic Experience 65, 74
Affinity 46, 53-54
American Association of University Professors 

(AAUP) 289, 302
American Psychological Association (APA) 43, 55, 

252
asynchronous JavaScript and XML (Ajax) 218
Augmentation 268-269, 284
augmented education 268-269, 280

B
Bachelor of Science in Nursing (BSN) 285-286, 

288-292, 298, 300-301
behaviorism 235, 237, 253, 257
blended learning 4, 14, 143
Bloom’s Taxonomy 270-271, 275, 278, 284
BluePrints 255, 259, 263-264
BOTs 151-152
brain-computer interface (BCI) 172
BSN@Home 285-286, 288-292, 298, 300-301

C
CAI - See Computer-Assisted Instruction.
central executive 117
Co-creation 145, 149, 217
Co-existence 145, 149
cognitive activity 202, 245-246, 248-250, 263, 276, 

278, 284
Cognitive Demand 114
cognitive gestalts 194
cognitive load theory 115, 117, 119-120, 123

Cognitive Processes 45-46, 50, 63, 189, 197, 204, 
250, 268, 270, 275-276, 280-281, 284

cognitive psychology 43, 61, 115-116, 121-122, 
228, 252

Cognitive resources 115-117
Cognitive Workload 103, 107, 114
cognitivism 168, 235, 237, 253, 257
Collaboration 14, 27, 32, 34, 37, 82-83, 89-91, 98, 

142-145, 149, 187, 257, 270, 279, 281, 286-
287, 297, 300-301

collaborative learning 22, 35, 55, 206, 256, 269, 278
Collaborative Nursing Program (CNP) 285
Collaborative Virtual Environments 30, 77-79, 81, 

83, 88-90
communication/information processes 249
competence-based 258
Computer-Assisted Instruction 2
Computer-Based Training (CBT) 2, 258
Conceptual Model 94, 100-102, 105-108, 114, 222
Constant variable value vignettes 214
Construction of Knowledge 43-44, 53-54, 187-188, 

270
Constructivism 51, 150, 152, 197, 206, 269-270, 

302
constructivist pedagogy 269
content analysis 16, 21, 23, 26
Content Assembler Agent 165
Content creation 156-158, 161, 164, 166-168, 218
content resources 260
content-ware 159-161, 163, 169
Context of Learning 43-44, 53-54, 59, 95
cooperative learning 230
course content 9, 95, 204, 257, 261, 289-290, 292, 

294-295, 297, 301
criterion-referenced 258
crowd sourcing 147, 153
CSpray 78, 91
CVEs - See Collaborative Virtual Environments.
CVVV - See Constant variable value vignettes.



  353

Index

cybernetics 207, 242-243

D
Data Collection module 179, 181
Decision Making 50, 52-54, 140, 213, 219-220, 297
decontextualise 196
Desire to Learn (D2L) 287-288, 291, 293, 295-296, 

298, 302
DEVA3 78-79, 91
Distributed Interactive Simulation (DIS) 78-79, 91

E
Educational Prediction Rules (EPRules) 98
EDUCAUSE 29, 34, 142, 155
e-learning content 168-169
electronic textbook (ET) 11, 17-19, 22-25, 28, 33, 

35, 45-46, 48, 52, 61-64, 71, 77-80, 91, 93-99, 
102, 105, 107-109, 114, 116-119, 124-125, 
127-128, 132-135, 137, 143, 145, 156, 175-
176, 209-214, 226, 228, 230-232, 236-237, 
240-241, 243-249, 254, 258, 270, 272, 290-291

Engaged Interaction 60, 75
Environmental aesthetics 65, 72, 75
episodic buffer 117, 121
Ergonomics 43, 57, 100-105, 107-108, 113-114, 

128, 138-140, 182-183, 215, 243
Experience Design 63, 71, 73-75
Expert Users 97, 132, 288

F
Familiarity 46, 52-54
Feedback 50-52, 57, 94-95, 97-98, 128, 135-137, 

174, 180-183, 186, 212, 216, 229, 233, 238, 
241, 243, 248-250, 256-260, 263-264, 273, 
275, 288, 291-294, 299, 301

Focal Entity 162-163
Functional Job Analysis 47-48
functional magnetic resonance imaging (fMRI) 116, 

121

G
GAE paradigm 237, 239
global educational system 236
globalisated learning environment 242
Globalisation Anthropology Existentialism (GAE) 

236-237, 239
globalization 4, 221, 231, 233, 236, 239, 242
global positioning systems (GPS) 233

Goals, Operators, Methods, and Selection Rules 
(GOMS) 55

Graphical User Interface (GUI) 96, 145, 149, 237
Graphic organizers 228
group engagement 296

H
head-mounted display (HMD) 64, 66-67
Higher Education Institutes 268-269
High-Level Architecture (HLA) 79
Human-Centred Design Processes for Interactive 

Systems 128
Human-Computer Interaction 11, 55, 57-58, 60-61, 

71, 73-75, 90, 99, 111-113, 138-141
Human Computer Interaction (HCI) 2, 12, 43, 

60-63, 70-75, 81, 111, 113-114, 138-140, 282, 
290-291

human-human interaction (HHI) 125, 132-137
human-machine interaction (HMI) 125
human-ware 159-163, 168
hyperlinks 2, 14, 192, 195, 197, 199, 202, 237

I
IEEE standards 79
Immersive Learning 29, 142, 144, 147, 150-152, 

256, 282
information literacy 14, 189, 303
Instructional Design 45, 49, 56, 100, 122-123, 142-

143, 148, 150-152, 226, 237-239, 251, 253-
257, 265-266

Instruction Modulator 180
instructivist 196
intelligent networks 200
Intelligent software 35, 231-234
Intelligent Tutoring Systems (ITS) 58, 97
Interaction Effort (IE) 272
Interaction Technique (IT) 72, 79, 88, 143, 184, 290
Interactive Cooperative Objects (ICO) 80-81, 86-87
Interagent Communication Language (ICL) 86
Interplay Performer Agent 165

K
key segment linguistically significant nation 156
knowledge construction 185, 187, 189, 192, 194-

195, 202
Kolb Learning Style Inventory 232



354  

Index

L
LabVIEW 280
learnability 62, 251, 291
Learner Centered Design 270-274, 279-282, 284
learning management systems (LMSs) 2, 112-113, 

148, 262, 264
Learning materials 43, 96, 192, 195, 204, 226-228, 

230-234, 295
learning/performance outcomes 256, 260
LEGO Mindstorms 271, 281-282, 284
Likert-style scoring 292
locomotion interface 171-177, 179-180, 182-183
Low Error Rate 291

M
Main Controller 85, 178
massively multi-player role-playing games (MMRP-

Gs) 29, 268
massively multi-user online learning environment 

(MMOLE) 28
memorability 62, 251, 291
Mental Model 102-103, 105-108, 114, 125
metacognition 186, 205, 240, 243, 252
metacognitive thinking 185-186, 201
meta-structure 195
metasystems 236-237, 239, 241-243, 251, 253-254
metasystems learning design (MLD) 236-237, 239, 

242-243, 251
middleware 76-79, 83-86, 88, 91
mobile learning 12, 226-235
mobile learning interface 227
mobile technologies 154, 227, 230, 234-235
modality effect 117-119
Multi-Agent Systems (MAS) 83-84, 170
multiple representations 115, 118, 121
multi-versity 268-269

N
Naïve users 132
natural language processing (NLP) 170
non-visual virtual learning environment (NVLE) 

172-174
NXT 271, 273-275, 280, 282-283

O
Object Petri nets 81, 87
omni-directional treadmill (ODT) 175, 182, 184
Online Gaming - See massively multi-player role-

playing games.

Online Social Capital 222, 225
Ontologies 77, 157-163, 165, 198, 204, 207
Ontology Web Language (OWL) 77
Open Agent Architecture (OAA) 84-86, 90
OpenSim 142, 279, 284
open systems 198, 240, 243
organizational task 156, 161-162, 165, 169
Outcome-based assessment 258, 265-266

P
Path Planning module 179
pedagogical 7, 57, 98, 187-188, 201, 205, 227-228, 

236-238, 241-242, 244-246, 248-250, 254, 269, 
287, 300, 302

pedagogical / didactical goals 245
performance-based 258
Perishability 47-48, 51-54
Persistence 13, 142, 145, 147-153
Personal engagement 296
personalization 46, 97, 105, 111, 113, 170, 212, 218, 

232, 235, 243, 246, 250-251
personalized learning 110, 229
personalized learning environments (PLE) 110
Petit Content Generator Agent 165
Physical Fidelity 33, 42, 45, 59
Position Analysis Questionnaire (PAQ) 47, 49, 56
press-to-talk (PTT) 137
Psychological Fidelity 45-46, 56, 59
Psychomotor 45, 49, 59, 244, 246, 250
PsycINFO 47

R
Real Time Tracking Controller 179
recommender systems (RS) 92-98, 100-102, 105-

106, 108-113, 178-179
remote Human-Machine Interaction (r-HMI) 125
Resistance 209-225
resistance literature 209, 211-212
Rotation Controller 180

S
savoir-dire 243, 245
savoir-faire 243, 245
Scalable Persistence 142
Sciencedirect 18, 20, 23, 26
Second Life 2, 17, 20, 23, 25-30, 32-33, 36-37, 142, 

144, 148, 154-155, 212, 268, 272, 275, 279, 
282-283, 288

self-contextualise 195



  355

Index

Semantic Educational RS (SERS) 96
Sensory Mode Requirement 50, 52
Simulation Controller 179
Small and Medium Enterprises (SMEs) 217
social capital 210, 214, 217, 221-222, 225
social cues 209-211, 213-221
Split-attention effect 117-120, 122
stakeholders 8, 95, 101, 127, 167-168, 209-213, 

217, 220
stickiness 147-149
Subsumption Theory 241, 252

T
Tams Analyzer 275, 278
Task Effectiveness (TE) 272, 280
Task Flow 102, 106-108, 114
Task Retention Models 47, 51-52
Technology Informatics Guiding Educational Re-

form (TIGER) 287
techno-ware 159-161
Territoriality 211-212, 215, 220
Theory of Metasystem Transition 242-243
the phonological loop 117
TORMES Methodology 92-94, 99-100, 105-106, 

108, 112, 114
Transana software 278

U
uniform resource identifier (URI) 197
universal resource locator (URL) 197
University of Wisconsin (UW) 285-287, 295, 298-

300, 302-303
Usability 10, 14, 46, 55-56, 58, 61-63, 71, 73-74, 

77, 79, 92, 95, 98, 101, 108, 111-114, 118, 122, 
228, 237, 251, 289-291, 303

Usability Professionals’ Association (UPA) 101, 112
User-Centered Design (UCD) 3, 72, 92, 94-95, 100-

101, 106, 108-109, 112-114
UserInterfaceAgents 85-88
user interface (UI) 2-4, 12-13, 41-46, 48-50, 54-55, 

57, 80-81, 92, 94-96, 98-100, 102-103, 105-
109, 112, 115-122, 138, 142-143, 145, 209-
210, 226, 234, 237, 251, 290, 298

US/EU standards 221

V
Versatility 46, 53-54, 128
Virtual Environment Development Structure 

(VEDS) 127, 138
virtual environments (VEs) 1-4, 12-13, 17-18, 22, 

24, 30, 33, 36-37, 56, 60-61, 64, 66, 72-74, 76-
79, 83-84, 88-91, 95, 100, 124-129, 131-132, 
134-138, 140-141, 171-174, 176, 180-184, 241-
242, 255, 275, 278, 282, 284, 298

Virtual Learning Center (VLC) 287
Virtual Learning Environments (VLEs) 2-4, 7-8, 10-

14, 28, 33, 37, 60, 92-101, 108-109, 114, 144, 
150, 172-173, 237, 287, 297

Virtual Reality (VR) 15, 18, 22, 32-34, 36, 58, 60, 
62-67, 70-71, 73, 75, 89-91, 124, 126-128, 132-
137, 139-140, 172-173, 179, 181-184, 302

virtual student meetings (VSMs) 288, 303
Virtual worlds (VWs) 2, 13, 16-18, 20, 22-33, 35, 

63, 142-155, 182, 255-257, 261-262, 265, 268-
270, 278-279, 281-282, 284, 302

visuospatial sketch pad 117
VR CAVEs 127
VR design 62-64, 71
VR Experience 66, 75
VR/VE attributes 127

W
Web 3.0 221
Web-Based Instruction (WBI) 2, 4, 12-14, 43, 55
Web-Based Training (WBT) 2, 4, 12-15, 56, 58, 144
Web Content Accessibility Guidelines Overview 

(WCAG) 10, 101, 112
Web Developer 215, 225
Web Site Designer 225
website interface 212, 214, 220
Wisconsin Technology Enhanced Collaborative 

Nursing Education (WI-TECNE) 287, 290-291
working memory mode 115
World of Warcraft 2, 23, 27, 32, 37, 268


