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This comprehensive guide, now in its 4th edition, delves into the transformative power of simulation 
games for education and training, offering practical insights for effective learning. It also meticulously 
explores advanced simulation algorithms crucial for computational systems biology, providing a deep 
understanding of modeling complex biological systems and processes.

Each file is designed to support effective teaching and structured learning.

The authenticity of our documents is always ensured.
Each file is checked to be truly original.
This way, users can feel confident in using it.

Please make the most of this document for your needs.
We will continue to share more useful resources.
Thank you for choosing our service.

This document is widely searched in online digital libraries.
You are privileged to discover it on our website.
We deliver the complete version Training Simulations Algorithms to you for free.

The Guide to Simulations/games for Education and Training

The first computer simulation book for anyone designing or building a game Answering the growing 
demand for a book catered for those who design, develop, or use simulations and games this book 
teaches you exactly what you need to know in order to understand the simulations you build or 
use all without having to earn another degree. Organized into three parts, this informative book first 
defines computer simulations and describes how they are different from live-action and paper-based 
simulations. The second section builds upon the previous, with coverage of the technical details of 
simulations, a detailed description of how models are built, and an explanation of how those models are 
translated into simulations. Finally, the last section develops four examples that walk you through the 
process from model to finished and functional simulation, all of which are created using freely available 
software and all of which can be downloaded. Targets anyone interested in learning about the inner 
workings of a simulation or game, but may not necessarily be a programmer or scientist Offers technical 
details on what simulations are and how they are built without overwhelming you with intricate jargon 
Breaks down simulation vs. modeling and traditional vs. computer simulations Examines verification 
and validation and discusses simulation tools Whether you need to learn how simulations work or it's 
something you've always been curious about but couldn't find the right resource, look no further. The 
Guide to Computer Simulations and Games is the ideal book for getting a solid understanding of this 
fascinating subject.

The Guide to Simulations/games for Education and Training

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 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, 
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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.

The Guide to Computer Simulations and Games

This invaluable text/reference reviews the state of the art in simulation-based approaches across 
a wide range of different disciplines, and provides evidence of using simulation-based approaches 
to advance these disciplines. Highlighting the benefits that simulation can bring to any field, the 
volume presents case studies by the leading experts from such diverse domains as the life sciences, 
engineering, architecture, arts, and social sciences. Topics and features: includes review questions 
at the end of every chapter; provides a broad overview of the evolution of the concept of simulation, 
stressing its importance across numerous sectors and disciplines; addresses the role of simulation in 
engineering design, and emphasizes the benefits of integrating simulation into the systems engineering 
paradigm; explains the relation of simulation with Cyber-Physical Systems and the Internet of Things, 
and describes a simulation infrastructure for complex adaptive systems; investigates how simulation is 
used in the Software Design Life Cycle to assess complex solutions, and examines the use of simulation 
in architectural design; reviews the function and purpose of simulation within the context of the scientific 
method, and its contribution to healthcare and health education training; discusses the position of 
simulation in research in the social sciences, and describes the simulation of service systems for 
simulation-based enterprise management; describes the role of simulation in learning and education, 
as well as in in military training. With its near-exhaustive coverage of disciplines, this comprehensive 
collection is essential reading for all researchers, practitioners and students seeking insights into the 
use of various modeling paradigms and the need for robust simulation infrastructure to advance their 
field into a computational future.

Learning Science Through Computer Games and Simulations

During the last few years, a large number of science-based games, simulations and case studies have 
been developed, and these are now starting to be built into the curricula of our schools, colleges 
and universities. The use of such exercises seems certain to increase as more and more teachers, 
lecturers and curriculum designers become aware of their great potential. Until now, however, these 
developments have been hampered by the fact that there has been no basic text on science-based 
games, and no source book to whcih potential users could refer to find out what exercises were available 
in their particular field. This book has been written in an attempt to fill both these gaps. - Introduction.

Guide to Simulation-Based Disciplines

This book presents the state of the art technology in Serious Games which is driven extensive by 
applications and research in simulation. The topics in this book include: (1) Fashion simulation; (2) 
Chinese calligraphy ink diffusion simulation; (3) Rehabilitation (4) Long vehicle turning simulation; 
(5) Marine traffic conflict control; (6) CNC simulation; (7) Special needs education. The book also 
addresses the fundamental issues in Simulation and Serious Games such as rapid collision detection, 
game engines or game development platforms. The target audience for this book includes scientists, 
engineers and practitioners involved in the field of Serious Games and Simulation. The major part of 
this book comprises of papers presented at the 2012 Asia-Europe Workshop on Serious Games and 
Simulation held in Nanyang Technological University, Singapore (May 9, 2012). All the contributions 
have been peer reviewed and by scientific committee members with report about quality, content and 
originality.

The Guide to Simulations/games for Education and Training

This book provides tips to teachers for moving toward active learning by using simulation and gaming. 
The book is a rare reference for teachers who wish to initiate active learning by applying many real expe-



riences from world experts in simulation and gaming. This cumulative wisdom comes from cutting-edge 
trials reported at the 49th International Simulation and Gaming Association’s annual conference in 
Thailand 9–13 July 2018. The importance of changing teachers’ one-way lecture approach to that of 
active learning has been commonly understood for several decades and has been promoted especially 
in recent years in Asian universities. Simulation and gaming meets the requirements of such teaching 
programs, especially for active learning, but there are few books or references on how to gamify a 
lecture. This book serves as a guide to facilitate that change. The author recognizes the duty to provide 
readers with fixed directions toward simulation and gaming in the next generation, which have still not 
been fully elucidated. Developing a simulation and gaming culture and making it sustainable in the next 
decade are the purpose of this book.

Games and Simulations in Science Education

"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.

Games and Simulations to Enhance Quality Learning

The purpose of this unique book is to outline the core of game science by presenting principles 
underlying the design and use of games and simulations. Game science covers three levels of 
discourse: the philosophy of science level, the science level, and the application or practical level. 
The framework presented will help to grasp the interplay between forms of knowledge and knowledge 
content, interplay that evolves through the action of the players.

Simulations, Serious Games and Their Applications

"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 culture"--Provided by 
publisher.

Neo-Simulation and Gaming Toward Active Learning

From modeling and simulation to games and entertainment With contributions from leaders in systems 
and organizationalmodeling, behavioral and social sciences, computing andvisualization, and gaming 
and entertainment, OrganizationalSimulation both articulates the grand vision of immersiveenviron-
ments and shows, in detail, how to realize it. This bookoffers unparalleled insight into the cutting edge 
of the field,since it was written by those who actually researched, designed,developed, deployed, 
marketed, sold, and critiqued today's bestorganizational simulations. The coverage is divided into four 
sections: * Introduction outlines the need for organizational simulation tosupport strategic thinking, 
design of unprecedented systems, andorganizational learning, including the functionality and tech-
nologyrequired to enable this support * Behaviors covers the state of knowledge of individual, group, 
andteam behaviors and performance, how performance can best besupported, how performance 
is affected by national differences, andhow organizational performance can best be measured * 
Modeling describes the latest approaches to modeling andsimulating people, groups, teams, and 
organizations, as well asnarrative contexts and organizational environments within whichthese entities 
act, drawing from a rich set of modeling methods andtools * Simulations and Games illustrates a wide 
range of fieldedsimulations, games, and entertainment, including the methods andtools employed for 
designing, developing, deploying, and evaluatingthese systems, as well as the social implications for 
theassociated communities that have emerged Addressing all levels of organizational simulation ar-
chitecturewith theories and applications, and enabling technologies for each,Organizational Simulation 
offers students and professionals thepremier reference and practical toolbox for this dynamic field.

The Complete Guide to Simulations and Serious Games



This book introduces state-of-the-art research on simulation and serious games for education. Based 
partially on work presented at the 3rd Asia-Europe Symposium on Simulation and Serious Games 
(3rd AESSSG) held in Zhuhai, China as part of the 2016 ACM SIGGRAPH International Conference 
on Virtual-Reality Consortium and Applications in Industry (VRACI 2016), it includes a selection of 
the best papers from both. The book is divided into 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. A valuable resource 
for researchers and developers in simulation and serious games for education benefit from this book, 
it also offers educators and professionals involved in training insights into the possible applications of 
simulation and serious games in various areas.

The Magic Circle: Principles of Gaming & Simulation

"With an increasing use of vido games in various disciplines within the scientific community, this book 
seeks to understand the nature of effective games and to provide guidance for how best to harness the 
power of gaming technology to successfully accomplish a more serious goal"--Provided by publisher.

The Guide to Simulations/games for Education and Training: Business

This book constitutes the refereed post-conference proceedings of the 44th International Simulation 
and Gaming Association Conference, ISAGA 2013, and the IFIP WG 5.7 Workshop on Experimental In-
teractive Learning in Industrial Management, held in Stockholm, Sweden, in June 2013 The 30 revised 
full papers were carefully reviewed and selected for inclusion in the book. The papers are organized in 
topical sections on frontiers in gaming simulation for education; frontiers in gaming simulation for design 
and experimentation; frontiers in gaming simulation for transportation and logistics; and professionalism 
and business in gaming simulation.

Gaming and Simulations: Concepts, Methodologies, Tools and Applications

The eighth volume in the "Simulation and Gaming Research Yearbook" series brings together topical 
and authoritative contributions from international professionals involved in the use of games and 
simulations. There are examples drawn from a wide range of countries.

Organizational Simulation

Simulation-Based Engineering and Science (SBE&S) cuts across disciplines, showing tremendous 
promise in areas from storm prediction and climate modeling to understanding the brain and the 
behavior of numerous other complex systems. In this groundbreaking volume, nine distinguished 
leaders assess the latest research trends, as a result of 52 site visits in Europe and Asia and hundreds 
of hours of expert interviews, and discuss the implications of their findings for the US government. 
The authors conclude that while the US remains the quantitative leader in SBE&S research and 
development, it is very much in danger of losing that edge to Europe and Asia. Commissioned by 
the National Science Foundation, this multifaceted study will capture the attention of Fortune 500 
companies and policymakers.

VR, Simulations and Serious Games for Education

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 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 game-based 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.

Serious Game Design and Development: Technologies for Training and Learning

How to create a simulation where participants have a sense of freedom and personal control while still 
maintaining the structure necessary for an effective story is a difficult task indeed. This book examines 
how to create an engaging, effective story (necessary to teach participants), while relating practical 
considerations of building a simulation. It also looks at stories as classic ways of teaching and gathering 
knowledge and considers other theories of interactive narrative design such as synthetic story creation 
and management and participant-generated story experiences. It also discusses enabling technologies 
in artificial intelligence, synthetic characters design and development, speech recognition technology, 
3D modelling, and the future of story-driven games. Story Driven Simulations reviews the existing efforts 
in this field as well as focusing on the recent efforts of Paramount Pictures and The Institute for Creative 
Technologies at the University of Southern California, where this expert author team created successful 
simulations for the U.S. Army, Department of Defense, as well as other educational simulations.

Frontiers in Gaming Simulation

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 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.

Handbook of Simulation Gaming in Social Education

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 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.

The Guide to Simulations/games for Education and Training

First published by Penguin in 1972 as Simulation in the classroom.

The International Simulation & Gaming Research Yearbook

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 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 As-
sessment: 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.

International Assessment of Research and Development in Simulation-based Engineering and Sci-
ence

This book addresses two disciplines that have traditionally occupied completely different realms: 
quantum information and computation, and game theory. Helping readers connect these fields, it 
appeals to a wide audience, including computer scientists, engineers, mathematicians, physicists, 
biologists or economists. The book is richly illustrated and basic concepts are accessible to readers 
with basic training in science. As such it is useful for undergraduate students as well as established 
academicians and researchers. Further, the didactic and tutorial-like style makes it ideal supplementary 
reading for courses on quantum information and computation, game theory, cellular automata and 
simulation.

Simulation and Gaming

This text brings together topical contributions from figures in the field of games and simulations, 
representing the current international thinking and best practice.

Simulation and Games

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 in-
creasing use of computer-based simulations and games across academic 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.

Story and Simulations for Serious Games

This book/software package brings the tools and excitement of modeling to pre-college teachers, 
to researchers involved in curriculum development, and to software developers interested in the 
pre-college market.

Simulation and Serious Games for Education

Human Factors in Simulation and Training: Theory and Methods covers theoretical concepts on human 
factors principles as they apply to the fields of simulation and training in the real world. This book 
discusses traditional and nontraditional aspects of simulation and training. Topics covered include 
simulation fidelity, transfer of training, limits of simulation and training, virtual reality in the training 
environment, simulation-based situation awareness training, automated performance measures, per-
formance assessment in simulation, adaptive simulation-based training, and scoring simulations with 
artificial intelligence This book will be a valuable resource for professionals and graduate students in the 
fields of ergonomics, human factors, computer engineering, aerospace engineering and occupational 
health and safety.

Learning Science Through Computer Games and Simulations



An authoritative guide to computer simulation grounded in a multi-disciplinary approach for solving 
complex problems Simulation and Computational Red Teaming for Problem Solving offers a review of 
computer simulation that is grounded in a multi-disciplinary approach. The authors present the theo-
retical foundations of simulation and modeling paradigms from the perspective of an analyst. The book 
provides the fundamental background information needed for designing and developing consistent 
and useful simulations. In addition to this basic information, the authors explore several advanced 
topics. The book’s advanced topics demonstrate how modern artificial intelligence and computational 
intelligence concepts and techniques can be combined with various simulation paradigms for solving 
complex and critical problems. Authors examine the concept of Computational Red Teaming to reveal 
how the combined fundamentals and advanced techniques are used successfully for solving and 
testing complex real-world problems. This important book: • Demonstrates how computer simulation 
and Computational Red Teaming support each other for solving complex problems • Describes the 
main approaches to modeling real-world phenomena and embedding these models into computer 
simulations • Explores how a number of advanced artificial intelligence and computational intelligence 
concepts are used in conjunction with the fundamental aspects of simulation Written for researchers 
and students in the computational modelling and data analysis fields, Simulation and Computational 
Red Teaming for Problem Solving covers the foundation and the standard elements of the process of 
building a simulation and explores the simulation topic with a modern research approach.

Simulation Games in Learning

45 edited articles, originally presented at the 38th edition of the International Simulation and Gaming 
Association conference 2007.

Learning and the Simulation Game

Simulations are frequently used techniques for training, performance assessment, and prediction 
of future outcomes. In this thesis, the term “human-centered simulation” is used to refer to any 
simulation in which humans and human cognition are integral to the simulation’s function and purpose 
(e.g., simulation-based training). A general problem for human-centered simulations is to capture the 
cognitive processes and activities of the target situation (i.e., the real world task) and recreate them 
accurately in the simulation. The prevalent view within the simulation research community is that 
cognition is internal, decontextualized computational processes of individuals. However, contemporary 
theories of cognition emphasize the importance of the external environment, use of tools, as well as 
social and cultural factors in cognitive practice. Consequently, there is a need for research on how 
such contemporary perspectives can be used to describe human-centered simulations, re-interpret 
theoretical constructs of such simulations, and direct how simulations should be modeled, designed, 
and evaluated. This thesis adopts distributed cognition as a framework for studying human-centered 
simulations. Training and assessment of emergency medical management in a Swedish context using 
the Emergo Train System (ETS) simulator was adopted as a case study. ETS simulations were studied 
and analyzed using the distributed cognition for teamwork (DiCoT) methodology with the goal of 
understanding, evaluating, and testing the validity of the ETS simulator. Moreover, to explore distributed 
cognition as a basis for simulator design, a digital re-design of ETS (DIGEMERGO) was developed 
based on the DiCoT analysis. The aim of the DIGEMERGO system was to retain core distributed 
cognitive features of ETS, to increase validity, outcome reliability, and to provide a digital platform for 
emergency medical studies. DIGEMERGO was evaluated in three separate studies; first, a useful-
ness, usability, and facevalidation study that involved subject-matter-experts; second, a comparative 
validation study using an expert-novice group comparison; and finally, a transfer of training study 
based on self-efficacy and management performance. Overall, the results showed that DIGEMERGO 
was perceived as a useful, immersive, and promising simulator – with mixed evidence for validity – 
that demonstrated increased general self-efficacy and management performance following simulation 
exercises. This thesis demonstrates that distributed cognition, using DiCoT, is a useful framework for 
understanding, designing and evaluating simulated environments. In addition, the thesis conceptualizes 
and re-interprets central constructs of human-centered simulation in terms of distributed cognition. In 
doing so, the thesis shows how distributed cognitive processes relate to validity, fidelity, functionality, 
and usefulness of human-centered simulations. This thesis thus provides a new understanding of 
human-centered simulations that is grounded in distributed cognition theory.

Using Games and Simulations for Teaching and Assessment



The first comprehensive, systematic, illustrated guide to designing games and simulations for use in 
teaching, training, policy-making and research. Greenblat covers both model development and how 
to translate a model into a game format. She covers such practical steps as: setting up objectives; 
making decisions about representation; how to construct, field test and modify the game/simulation; 
how to prepare it for use by others - including preparation of an operator's manual and arranging its 
publication. The key element of Designing Games and Simulations is the extensive set of illustrative 
materials. Four case studies of design are described at length; more than 70 games and simulations 
are used as examples and 9

Quantum Game Simulation

This book provides the state of the art in the simulation and gaming study field by systematically 
collecting excellent papers presented at the 46th International Simulation and Gaming Association 
annual conference held in Kyoto 17–25 July 2015. Simulation and gaming has been used in a 
wide variety of areas ranging from early childhood education and school-age children, universities, 
and professional education, to policy exploration and social problem solving. Moreover, it now been 
drastically changing its features in the Internet Of Things (IOT) society while taking over a wide variety 
of aliases, such as serious games and gamification. Most of the papers on which this book’s chapters 
are based were written by academic researchers, both up-and-coming and well known. In addition, 
simulation and gaming is a translational system science going from theory to clinical cross-disciplinary 
topics. With this book, therefore, graduate students and higher-level researchers, educators, and 
practitioners can become familiar with the state-of-the-art academic research on simulation and gaming 
in the network society of the twenty-first century.

International Simulation and Gaming Yearbook

Using Cognitive and Affective Metrics in Educational Simulations and Games
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