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By Dr Ryan L Schaaf, MS Nicky Mohan

Solution Tree, United States, 2016. Paperback. Condition: New. Language: English . Brand New Book.
Discover how digital gaming can improve learning and prepare students for successful futures. The
authors both experienced educators and enthusiastic gamers contend that students of the 21st
century communicate and learn differently than previous generations. By incorporating digital
games into lessons, student learning will more accurately reflect the interactive, engaging reality
students experience outside the classroom and better prepare them for college and careers.
Benefits Explore learning theory and research that supports why students of the digital generation
require different learning and teaching methods than previous generations. Discover the benefits of
classroom gamification for educational and professional development purposes, which include
making students active participants in their learning. Gain consistent, clear definitions for terms
related to gaming in education, and learn how to incorporate digital games into lesson design.
Access lists of suggested digital games, and learn for what purposes the games are most useful.
Consider how digital games can address students diverse learning needs and can be used for
assessment. Contents Foreword by Ian Jukes Introduction: The Gamer in Us All Chapter 1: From
Entertainment to Education 3.0 Chapter 2: The Arcade of Education Chapter...
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This book may be worth purchasing. It typically fails to expense excessive. It is extremely di;icult to leave it before concluding, once you begin to read the
book.
-- K en Wa tsica-- K en Wa tsica

The book is great and fantastic. It is probably the most remarkable pdf i have got read through. You can expect to like the way the article writer compose
this ebook.
-- Mr . Ethel Schm eler-- Mr . Ethel Schm eler
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