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System model, dynamics of, 143

Take-Two, 31

Tamagotchi, 43–44, 197–203, 219

Tamagotchi Connections, 198
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enabled to direct activities, not the

technology, 72, 82–83, 222

unlikely to promote process-oriented

games, 25–26

Team approach, 57, 140, 144, 148
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Information technologies (IT)

anticipating, 7, 11

in the classroom, 68–71

client-server, 133, 228

immersive, 92–93

Technology Forum, The, 182

Testing, emphasis on standardized,

18

Tetris, 38, 46

Thinking

expert, 6, 8, 11, 175

‘‘higher order,’’ 4, 26, 39, 225

‘‘Thinking games,’’ 32

Thinking Tags. See Badge platform

3D worlds

high-definition graphics, 53

immersive, 53

Time flexibility, 222, 225

Tit for Tat, 86

Tools

for collaboration, 12

ecology of, 12, 221

in-game, 169

motivational, 30

for porting across platforms, 46

Touch! Generations, 55

Tough Choices or Tough Times, 5

Training

for applied tasks, 28

in collaborative problem solving, 153–

157

Transferable skills

challenge to education, 56, 227

demanded in today’s world, 20, 223

promoting greater, 56, 103

Triangler, 48

‘‘Trojan mouse,’’ 12

Turkle, Sherry, 202

Typing of the Dead, The, 25–26

Ubiquitous gaming, 93

Uncle Roy All Around You, 50

United Kingdom, biggest initiative in

educational games in, 31

U.S. government, research into the

impact of games on education, 30

U.S. military

Army releases, 28–29

serious games by, 28

Variables, testing, 81–82

Video, chats using, 107

Video games. See also Educational games;

Games

award-winning, 53–60

potential in education, 8, 227

violent, 17

Violence. See Video games

Virtual characters. See Role playing

Virtual communication, improvements

in, 107

Virtual equipment, 164, 184

Virtual information, 92, 121

Virtual interviews, 96

Virtuality, augmented, 92

Virtual pets, 44–45, 197–203

players’ attachment to, 217–220

Web sites for, 201–202

Virtual responsibility, 43–44

Virtual samples, 96

Virtual U, 29

Virtual worlds, 12, 53, 85, 89–90, 102–

107

avatar-based, 100

immersive, 53

Virus, 82, 84–86, 133, 177

Voice over Internet Protocol (VoIP), 222

Walkie-talkies, 153, 156

Webkinz, 200–201

Where in the World Is Carmen

Sandiego, 26

Wi-Fi networks used in games, 33, 52,

134, 163–164, 168, 208, 227

Wii, 54
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Wikis, 12

Williams, Donna, 199

Windows Mobile platform, 9

Wiz Company, 197

Woodrow Wilson International Center

for Scholars, 28

Word games, 14

Workforce, requiring remedial educa-

tion, 4, 30

Working together. See Team approach

World Is Flat, The, 5

World of Warcraft, 54

Writing instruction, 173–196

principles guiding, 173–174

XBox platform, 33, 48

Yokoi, Akihiro, 197

Yoon, Susan, 177, 181

Zelda, 36–37, 54

‘‘Zone of Proximal Development,’’ 150
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