
Increasing Student Engagement and Retention
Using Immersive Interfaces: Virtual Worlds,
Gaming and Simulation: 6C (Cutting-edge

Technologies in Higher Education)
Charles Wankel, Patrick Blessinger

Click here if your download doesn"t start automatically

http://zonebook.me/go/read.php?id=B00E9ZQZME
http://zonebook.me/go/read.php?id=B00E9ZQZME
http://zonebook.me/go/read.php?id=B00E9ZQZME


Increasing Student Engagement and Retention Using
Immersive Interfaces: Virtual Worlds, Gaming and
Simulation: 6C (Cutting-edge Technologies in Higher
Education)

Charles Wankel, Patrick Blessinger

Increasing Student Engagement and Retention Using Immersive Interfaces: Virtual Worlds, Gaming
and Simulation: 6C (Cutting-edge Technologies in Higher Education) Charles Wankel, Patrick
Blessinger
Increasing Student Engagement and Retention Using Immersive Interfaces: Virtual Worlds, Gaming, and
Simulation uses case studies, surveys, and literature reviews to critically examine how gaming, simulation,
and virtualization are being used to improve teamwork and leadership skills in students, create engaging
communities of practice, and as experiential learning tools to create inter-cultural, multi-perspective, and
global experiences. Chapters include how to increase learner engagement using serious games, using game
features for classroom engagement, using client-based peer assessment in multi-role, whole-enterprise
simulations, using virtual worlds to develop teacher candidate skills, enhancing leadership skills through
virtual simulation, using online video simulation for educational leadership, using augmented reality in
education, using open source software in education, using educational robotics laboratories to enhance active
learning, and utilizing the virtual learning environment to encourage faculty reflection. This volume will also
discuss a framework for deploying and assessing these technologies.
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From reader reviews:

Joyce Coolidge:

Book is written, printed, or created for everything. You can realize everything you want by a guide. Book
has a different type. To be sure that book is important matter to bring us around the world. Alongside that
you can your reading talent was fluently. A e-book Increasing Student Engagement and Retention Using
Immersive Interfaces: Virtual Worlds, Gaming and Simulation: 6C (Cutting-edge Technologies in Higher
Education) will make you to become smarter. You can feel a lot more confidence if you can know about
almost everything. But some of you think which open or reading some sort of book make you bored. It isn't
make you fun. Why they may be thought like that? Have you searching for best book or appropriate book
with you?

Maria Lacher:

Now a day individuals who Living in the era where everything reachable by connect to the internet and the
resources inside it can be true or not involve people to be aware of each details they get. How many people
to be smart in receiving any information nowadays? Of course the answer is reading a book. Reading
through a book can help persons out of this uncertainty Information specially this Increasing Student
Engagement and Retention Using Immersive Interfaces: Virtual Worlds, Gaming and Simulation: 6C
(Cutting-edge Technologies in Higher Education) book because this book offers you rich info and
knowledge. Of course the data in this book hundred per-cent guarantees there is no doubt in it you may
already know.

Cheryl Fisher:

The knowledge that you get from Increasing Student Engagement and Retention Using Immersive Interfaces:
Virtual Worlds, Gaming and Simulation: 6C (Cutting-edge Technologies in Higher Education) could be the
more deep you looking the information that hide inside the words the more you get interested in reading it. It
doesn't mean that this book is hard to know but Increasing Student Engagement and Retention Using
Immersive Interfaces: Virtual Worlds, Gaming and Simulation: 6C (Cutting-edge Technologies in Higher
Education) giving you joy feeling of reading. The copy writer conveys their point in a number of way that
can be understood by simply anyone who read this because the author of this reserve is well-known enough.
That book also makes your current vocabulary increase well. Therefore it is easy to understand then can go
along, both in printed or e-book style are available. We suggest you for having this kind of Increasing
Student Engagement and Retention Using Immersive Interfaces: Virtual Worlds, Gaming and Simulation: 6C
(Cutting-edge Technologies in Higher Education) instantly.

Jerry Bonner:

Hey guys, do you really wants to finds a new book to study? May be the book with the concept Increasing



Student Engagement and Retention Using Immersive Interfaces: Virtual Worlds, Gaming and Simulation: 6C
(Cutting-edge Technologies in Higher Education) suitable to you? Often the book was written by famous
writer in this era. The particular book untitled Increasing Student Engagement and Retention Using
Immersive Interfaces: Virtual Worlds, Gaming and Simulation: 6C (Cutting-edge Technologies in Higher
Education)is a single of several books that will everyone read now. This specific book was inspired many
men and women in the world. When you read this book you will enter the new age that you ever know just
before. The author explained their strategy in the simple way, consequently all of people can easily to
understand the core of this e-book. This book will give you a large amount of information about this world
now. So that you can see the represented of the world in this particular book.
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