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IL RACCONTO DELLA SCIENZA. DIGITAL STORYTELLING IN CLASSE
Armando Editore

DIGITAL STORYTELLING
A CREATOR'S GUIDE TO INTERACTIVE ENTERTAINMENT
CRC Press Digital Storytelling shows you how to create immersive, interactive narratives across a multitude of
platforms, devices, and media. From age-old storytelling techniques to cutting-edge development processes, this book
covers creating stories for all forms of New Media, including transmedia storytelling, video games, mobile apps, and
second screen experiences. The way a story is told, a message is delivered, or a narrative is navigated has changed
dramatically over the last few years. Stories are told through video games, interactive books, and social media. Stories
are told on all sorts of diﬀerent platforms and through all sorts of diﬀerent devices. They’re immersive, letting the
user interact with the story and letting the user enter the story and shape it themselves. This book features case
studies that cover a great spectrum of platforms and diﬀerent story genres. It also shows you how to plan processes
for developing interactive narratives for all forms of entertainment and non-ﬁction purposes: education, training,
information and promotion. Digital Storytelling features interviews with some of the industry’s biggest names,
showing you how they build and tell their stories.

CONCORSO A CATTEDRA 2020 SCUOLA PRIMARIA – VOLUME 1. MANUALE INTEGRATO PER LA PREPARAZIONE:
PROVA PRESELETTIVA, PROVA SCRITTA, PROVA ORALE
goWare & Guerini Associati Questo manuale oﬀre un contributo alla preparazione del concorso per l'accesso
all'insegnamento nella scuola primaria attraverso un itinerario articolato, al termine del quale il futuro docente è posto
in grado di collocare l'azione delle istituzioni scolastiche e la propria progettazione didattica nel quadro ordinamentale
di riferimento e di coglierne la relazione con le Indicazioni nazionali, di disporre degli strumenti psicopedagogici e
metodologici per costruire una lezione eﬃcace, declinata sugli speciﬁci bisogni educativi degli alunni e delle alunne, e
di comprendere a pieno il ruolo che egli stesso può giocare nell'ottica del miglioramento dell'istituzione scolastica. In
questa prospettiva, professionisti della scuola - dirigenti scolastici e docenti -, docenti universitari e ricercatori
analizzano il contesto organizzativo nel quale il futuro docente sarà inserito, ne delineano il proﬁlo professionale,
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forniscono lo strumentario psicopedagogico che costituisce presupposto fondamentale della progettazione dell'attività
didattica, portano l'attenzione sulle modalità di gestione eﬃcace della classe e sulla creazione di un buon clima
relazionale prevenendo l'insorgere del fenomeno del bullismo, illustrano le metodologie più innovative in grado di
rendere gli alunni e le alunne protagonisti del loro apprendimento, fornendo altresì spunti concreti per un proﬁcuo
utilizzo delle tecnologie nel processo di insegnamento/apprendimento.

IO, DIGITAL PROF PRESENTE E FUTURO
PRONTUARIO PER IL DOCENTE PROFESSIONISTA COMPETENTE NELLE DIDATTICHE DIGITALI
Youcanprint La pubblicazione è dedicata a tutti i colleghi docenti ed è centrata e focalizzata sul ruolo rilevante del
docente, sulle sue signiﬁcative ed eﬃcaci competenze digitali e sugli aiuti che deve avere e possedere per essere in
grado di svolgere con sempre maggiore professionalità il proprio compito. Premesso che gli autori sono tutti docenti
"entusiasti" del mondo digitale e che il loro curricolo formativo si è distinto negli ultimi 20 anni principalmente in
questa area anche grazie agli incarichi ministeriali e ad una organizzazione di formazione alla quale si sono associati
per migliorare la professionalità (OPPI di Milano). Lo scopo di questa pubblicazione è di stimolare, incoraggiare e
mettere a buon frutto lo sforzo fatto in tutti questi anni da un'equipe di docenti che oltre al loro ruolo d'insegnamento
scolastico agli studenti, hanno arricchito il loro percorso formativo professionale studiando, ricercando e svolgendo
attività formative rivolte anche agli altri colleghi per far apprendere a loro volta nuove abilità e migliorare le
competenze metodologiche per agire didatticamente nel mondo dell'apprendimento tramite le risorse digitali via via
disponibili. Nella pubblicazione, come si evince dal sommario dei capitoli sono declinati molti argomenti che possono
dare ai colleghi docenti una prospettiva sicuramente operativa consentendo, con l'aiuto delle risorse digitali, di
sviluppare una didattica costruttivista e un apprendimento eﬃcace e attuale nei confronti dei nostri alunni nativi
digitali.

DIGITAL STORYTELLING
CAPTURING LIVES, CREATING COMMUNITY
Routledge Listen deeply. Tell stories. This is the mantra of the Center for Digital Storytelling (CDS) in Berkeley
California, which, since 1998 has worked with nearly 1,000 organizations around the world and trained more than
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15,000 people in the art of digital storytelling. In this revised and updated edition of the CDS's popular guide to digital
storytelling, co-founder Joe Lambert details the history and methods of digital storytelling practices. Using a "7 Steps"
approach, Lambert helps storytellers identify the fundamentals of dynamic digital storytelling--from seeing the story,
assembling it, and sharing it. As in the last edition, readers of the fourth edition will also ﬁnd new explorations of the
applications of digital storytelling and updated appendices that provide resources for budding digital storytellers,
including information about past and present CDS-aﬃliated projects and place-based storytelling, a narrative-based
approach to understanding experience and landscape. A companion website further brings the entire storytelling
process to life. Over the years, the CDS's work has transformed the way that community activists, educators, health
and human services agencies, business professionals, and artists think about story, media, culture, and the power of
personal voice in creating change. For those who yearn to tell multimedia stories, Digital Storytelling is the place to
begin.

LABORATORIO DI INFORMATICA ED ELETTRONICA LE NUOVE METODOLOGIE DIDATTICHE
STORYTELLING, TINKERING, GAMIFICATION, INQUIRY, HACKATHON, STEAM
Youcanprint Spunti di studio/lavoro per Istituti della Scuola Secondaria di Secondo Grado con esercitazioni di
laboratorio, complete di coding in VBA Excel, C++, Html5. Le esercitazioni vengono proposte con riferimento alle nuove
metodologie didattiche.

MEDIA EDUCATION IN ITALIA
OGGETTI E AMBITI DELLA FORMAZIONE
FrancoAngeli 1096.1.6

STORYTELLING
BEWITCHING THE MODERN MIND
Verso Books The narrative spell cast over politics and society Politics is no longer the art of the possible, but of the
ﬁctive. Its aim is not to change the world as it exists, but to aﬀect the way that it is perceived. In Storytelling Christian
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Salmon looks at the twenty-ﬁrst-century hijacking of creative imagination, anatomizing the timeless human desire for
narrative form, and how this desire is abused by the marketing mechanisms that bolster politicians and their products:
luxury brands trade on embellished histories, managers tell stories to motivate employees, soldiers in Iraq train on
Hollywood-conceived computer games, and spin doctors construct political lives as if they were a folk epic. This
“storytelling machine” is masterfully unveiled by Salmon, and is shown to be more eﬀective and insidious as a means
of oppression than anything dreamed up by Orwell.

A PEDAGOGY OF MULTILITERACIES
LEARNING BY DESIGN
Springer The concept of 'Multiliteracies' has gained increasing inﬂuence since it was coined by the New London Group
in 1994. This collection edited by two of the original members of the group brings together a representative range of
authors, each of whom has been involved in the application of the pedagogy of Multiliteracies.

BEGINNING BLENDER
OPEN SOURCE 3D MODELING, ANIMATION, AND GAME DESIGN
Apress A new world of creative possibilities is opened by Blender, the most popular and powerful open source 3D and
animation tool. Blender is not just free software; it is also an important professional tool used in animated shorts,
television commercials, and shows, as well as in production for ﬁlms like Spiderman 2. Lance Flavell's Beginning
Blender will give you the skills to start shaping new worlds and virtual characters, and perhaps lead you down a new
professional path. Beginning Blender covers the Blender 2.5 release in-depth. The book starts with the creation of
simple ﬁgures using basic modeling and sculpting. It then teaches you how to bridge from modeling to animation, and
from scene setup to texture creation and rendering, lighting, rigging, and ultimately, full animation. You will create
and mix your own movie scenes, and you will even learn the basics of games logic and how to deal with games physics.
Whether you are new to modeling, animation, and game design, or whether you are simply new to Blender, this book
will show you everything you need to know to get your 3D projects underway.
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PROFESSIONALS IN EARLY CHILDHOOD EDUCATION AND CARE SYSTEMS
EUROPEAN PROFILES AND PERSPECTIVES
Barbara Budrich In a context of widespread expansion of education and care provision for young children, the staﬃng
of early childhood services in Europe is a critical quality issue. However, systematically assembled data across
countries on the education/training and structure of the early years workforce are limited. Who works in education and
care settings for young children? What professional studies are required? How similar or how varied are the
qualiﬁcation proﬁles and ﬁelds of work? This book provides answers to these questions. With funding from the German
Federal Ministry for Family Aﬀairs, Senior Citizens, Women and Youth, the SEEPRO project based at the State Institute
of Early Childhood Research (IFP) in Munich/Bavaria worked closely with country experts to develop the 27 country
proﬁles. In addition, cross-national perspectives and key workforce issues are highlighted which will be of interest for
those engaged in early years professional education/training as well as for researchers, practitioners and policy
makers.

SIMPLEXITY
SIMPLIFYING PRINCIPLES FOR A COMPLEX WORLD
Odile Jacob “Simplexity, as I understand it, is the range of solutions living organisms have found, despite the
complexity of natural processes, to enable the brain to prepare an action and plan for the consequences of it. These
solutions are simplifying principles that enable the processing of information or situations, by taking into account past
experience and anticipating the future. They are neither caricatures, shortcuts, or summaries. They are new ways of
asking questions, sometimes at the cost of occasional detours, in order to achieve faster, more elegant, more eﬀective
actions.” A. B. As Alain Berthoz demonstrates in this profoundly original book, simplicity is never easy; it requires
suppressing, selecting, connecting, thinking, in order to then act in the best way possible. And what if we, in turn, are
inspired by the living world to process the complexity that surrounds us? Alain Berthoz is professor at the Collège de
France where he is co-director of the Laboratoire de physiologie de la perception et de l’action. [Laboratory for the
physiology of perception and action]. He is a member of the French Academy of Sciences, and is the author of Le Sens
du mouvement [The Brain's Sense of Movement] and La Décision [Emotion and Reason].
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CRITICAL CALL – PROCEEDINGS OF THE 2015 EUROCALL CONFERENCE, PADOVA, ITALY
Research-publishing.net The theme of the conference this year was Critical CALL, drawing inspiration from the work
carried out in the broader ﬁeld of Critical Applied Linguistics. The term ‘critical’ has many possible interpretations, and
as Pennycook (2001) outlines, has many concerns. It was from these that we decided on the conference theme, in
particular the notion that we should question the assumptions that lie at the basis of our praxis, ideas that have
become ‘naturalized’ and are not called into question. Over 200 presentations were delivered in 68 diﬀerent sessions,
both in English and Italian, on topics related speciﬁcally to the theme and also more general CALL topics. 94 of these
were submitted as extended papers and appear in this volume of proceedings.

FLIPPING 2.0
PRACTICAL STRATEGIES FOR FLIPPING YOUR CLASS
Bretzmann Group LLC "Flipping 2.0--Practical Strategies for Flipping Your Class seeks to answer your questions. And it
opens the dialogue for us to continue to learn together. In this book, you will follow practicing classroom teachers as
they walk you through their ﬂipped classroom journey; why and how they made the change, what obstacles they
overcame, the technology they used, and where they are heading next."--P. 4 of cover.

CREATIVITY IN PRE-SCHOOL EDUCATION
Sern Creativity in pre-school education contributes to the understanding of creativity in early childhood education and
care. The volume is the result of a three-year-research process that has involved an experienced team of researchers
and a large number of practitioners. The volume provides the reader with comprehensive array of perspectives on the
topic, starting oﬀ from the speciﬁcities which characterize early childhood education and care in 10 diﬀerent European
countries. The book is organized in four sections: (1) the national literature reviews on creativity; (2) the transnational
literature review and thematic analysis of creativity in pre-school education; (3) the perspective of the teachers on
creativity; (4) creativity and pre-school education practices.
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BEYOND TECHNOLOGY
CHILDREN'S LEARNING IN THE AGE OF DIGITAL CULTURE
John Wiley & Sons Beyond Technology oﬀers a challenging new analysis of learning, young people and digital media.
Disputing both utopian fantasies about the transformation of education and exaggerated fears about the corruption of
childhood innocence, it oﬀers a level-headed analysis of the impact of these new media on learning, drawing on a wide
range of critical research. Buckingham argues that there is now a growing divide between the media-rich world of
childrens lives outside school and their experiences of technology in the classroom. Bridging this divide, he suggests,
will require more than superﬁcial attempts to import technology into schools, or to combine education with digital
entertainment. While debunking such fantasies of technological change, Buckingham also provides a constructive
alternative, arguing that young people need to be equipped with a new form of digital literacy that is both critical and
creative. Beyond Technology will be essential reading for all students of the media or education, as well as for
teachers and other education professionals.

TALIS TEACHING PRACTICES AND PEDAGOGICAL INNOVATIONS EVIDENCE FROM TALIS
EVIDENCE FROM TALIS
OECD Publishing This new informative publication clearly identiﬁes and arranges proﬁles in relation to two connected
areas of professional teacher practices: classroom teaching practices and participation in professional learning
communities.

EDUCARE AI PROCESSI E AI LINGUAGGI DELL'APPRENDIMENTO
FrancoAngeli 1169.1

LEARNING IN VIRTUAL WORLDS
RESEARCH AND APPLICATIONS
Athabasca University Press Three-dimensional (3D) immersive virtual worlds have been touted as being capable of
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facilitating highly interactive, engaging, multimodal learning experiences. Much of the evidence gathered to support
these claims has been anecdotal but the potential that these environments hold to solve traditional problems in online
and technology-mediated education—primarily learner isolation and student disengagement—has resulted in
considerable investments in virtual world platforms like Second Life, OpenSimulator, and Open Wonderland by both
professors and institutions. To justify this ongoing and sustained investment, institutions and proponents of simulated
learning environments must assemble a robust body of evidence that illustrates the most eﬀective use of this powerful
learning tool. In this authoritative collection, a team of international experts outline the emerging trends and
developments in the use of 3D virtual worlds for teaching and learning. They explore aspec ts of learner interaction
with virtual worlds, such as user wayﬁnding in Second Life, communication modes and perceived presence, and
accessibility issues for elderly or disabled learners. They also examine advanced technologies that hold potential for
the enhancement of learner immersion and discuss best practices in the design and implementation of virtual worldbased learning interventions and tasks. By evaluating and documenting diﬀerent methods, approaches, and strategies,
the contributors to Learning in Virtual Worlds oﬀer important information and insight to both scholars and
practitioners in the ﬁeld.

FLOTSAM
Andersen Press Limited A bright, science-minded boy goes to the beach equipped to collect and examine ﬂotsamanything ﬂoating that has been washed ashore. Bottles, lost toys, small objects of every description are among his
usual ﬁnds. But there's no way he could have prepared for one particular discovery: a barnacle-encrusted underwater
camera, with its own secrets to share . . . and to keep.

DIGITAL STORYTELLING IN THE CLASSROOM
Corwin Press Harness digital storytelling as a powerful tool to teach traditional and 21st-century literacy skills to help
students reach deeper understandings in all areas of the curriculum!

ATLANTE DELL’ABITARE VIRTUALE
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IL DISEGNO DELLA CITTÀ VIRTUALE, FRA RICERCA E DIDATTICA
Gangemi Editore Spa L’immagine di copertina è la rappresentazione visiva del progetto multipiattaforma Atlante
dell’Abitare Virtuale, qui pubblicato e in rete all’indirizzo www.lineamenta.it/avc/ È un disegno-manifesto che mappa la
struttura generale della ricerca, rappresentandola metaforicamente come una “città nuova in multicolor pixel”
composta e strutturata dai principali temi aﬀrontati. Una città virtuale – urbanizzata su un reticolo planimetrico di base
– a cui si accede da un portale-indice volumetrico (in basso a destra del disegno), varcato il quale si entra in una
caleidoscopica interconnessione di spazi abitabili in rete, alla ricerca del modus vivendi dei cittadini senza età della
“post-modernità liquida”; spazi ideali, utopici, radicali, visionari, fantasy, eﬃmeri, eccetera. Il disegno di base, così
come la ricerca che rappresenta, è un organismo aperto e implementabile, che consente molteplici approfondimenti e
visualizzazioni: architettura disegnata per comporre uno spazio-mondo abitabile virtualmente, trasformabile in rete, in
continua evoluzione. L’immagine della città che abbiamo messo in scena è di ordine metalinguistico e in continuità con
la storia ideale, utopica e radicale del disegno di architettura. Fra il simbolico e l’iconico, in un continuo rimando di
metafore visive, citazioni e riferimenti concettuali e visivi, la rappresentazione espone idee e progetti liberamente
tratti dalla ricerca svolta e dai suoi principali esiti didattici. Per il metodo di rappresentazione scelto (assonometria
ortogonale isometrica), per la tecnica graﬁca utilizzata (collage, manipolazione digitale e tecniche miste), per l’estetica
complessiva della composizione – ma anche per i colori, nella saturazione, nell’opacità, per le opzioni di fusione e
sovrapposizione, ecc. –, l’immagine si inserisce nel caleidoscopico mondo della “Pixel Architecture”. Maurizio Unali
(Roma 1960), architetto, è professore ordinario di Disegno dell’Architettura presso il Dipartimento di Architettura
dell’Università degli Studi “G. d’Annunzio” di Chieti-Pescara. Ha svolto attività di ricerca e didattica presso l’Università
degli Studi di Roma “La Sapienza”, il Politecnico di Milano, l’Università degli Studi “G. d’Annunzio” di Chieti-Pescara.
Tra le pubblicazioni si ricordano: Acqua & Architettura (2011); Architettura eﬃmera (2010); New Lineamenta (2009);
Abitare virtuale signiﬁca rappresentare (2008); Show design, tra architettura e cultura rock (2007); Lo spazio digitale
dell’architettura italiana (2006); La Città Virtuale (2005); Il disegno della scuola romana degli anni Venti (2003);
Architettura e cultura digitale (2003); Pixel di architettura (2001); Il disegno per il progetto dell’architettura (1996). Ha
scritto, inoltre, per l’Enciclopedia di Roma edita da Franco Maria Ricci e per l’Istituto della Enciclopedia Italiana fondato
da G. Treccani.
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LEARNING THROUGH STORYTELLING
USING REFLECTION AND EXPERIENCE IN HIGHER EDUCATION CONTEXTS
THE FOX AND THE STORK
Pelangi ePublishing Sdn Bhd This book is suitable for children age 4 and above. “The Fox and the Stork” is a story
about a stork that goes to a fox’s house for dinner. The fox decides to make fun of a stork by treating it to a plate of
soup. The stork is unable to drink the soup and leaves the fox’s house hungry. The stork decides to teach the fox a
lesson. The next day when the fox goes to the stork’s house for dinner, the stork treats the fox to a tall jar of soup.
The fox goes home hungry and realises its mistake.

THE WILEY INTERNATIONAL HANDBOOK OF HISTORY TEACHING AND LEARNING
John Wiley & Sons A comprehensive review of the research literature on history education with contributions from
international experts The Wiley International Handbook of History Teaching and Learning draws on contributions from
an international panel of experts. Their writings explore the growth the ﬁeld has experienced in the past three decades
and oﬀer observations on challenges and opportunities for the future. The contributors represent a wide range of
pioneering, established, and promising new scholars with diverse perspectives on history education. Comprehensive in
scope, the contributions cover major themes and issues in history education including: policy, research, and societal
contexts; conceptual constructs of history education; ideologies, identities, and group experiences in history
education; practices and learning; historical literacies: texts, media, and social spaces; and consensus and dissent.
This vital resource: Contains original writings by more than 40 scholars from seven countries Identiﬁes major themes
and issues shaping history education today Highlights history education as a distinct ﬁeld of scholarly inquiry and
academic practice Presents an authoritative survey of where the ﬁeld has been and oﬀers a view of what the future
may hold Written for scholars and students of education as well as history teachers with an interest in the current
issues in their ﬁeld, The Wiley International Handbook of History Teaching and Learning is a comprehensive handbook
that explores the increasingly global ﬁeld of history education as it has evolved to the present day.
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OVERVIEW OF INFORMATION LITERACY RESOURCES WORLDWIDE
UNESCO "A bibliography of print and online materials available in Albanian, Amharic, Arabic, Bengali, Bosnian,
Bulgarian, Chinese, Croatian, Czech, Dutch, English, Estonian, Filipino, Finnish, French, German, Greek, Hindi,
Hungarian, Icelandic, Indonesian, Italian, Japanese, Korean, Laotian, Latvian, Lithuanian, Norwegian, Polish,
Portuguese, Russian, Shona, Slovak, Spanish, Swedish, Thai, Turkish, Turkmen, Uzbek, and Vietnamese concerning
information literacy."--Résumé de la notice dérivée.

TEACHING EVERY STUDENT IN THE DIGITAL AGE
UNIVERSAL DESIGN FOR LEARNING
Assn for Supervision & Curriculum Draws from brain research and advances in digital technology to explore the
concept of universal design for learning and how it can help meet educational standards while addressing the unique
needs of each student.

PERSON-CENTRED DEMENTIA CARE, SECOND EDITION
MAKING SERVICES BETTER WITH THE VIPS FRAMEWORK
Jessica Kingsley Publishers What is person-centred dementia care, and how can it be used to improve care for people
from diagnosis to end of life? How can we improve services in people's own homes, in care homes, in supported
housing and in hospitals? This substantially updated second edition considers recent developments in person-centred
care, presenting refreshed guidelines for practice. Dawn Brooker and Isabelle Latham explain the evolution of the key
principles of person-centred care that comprise the VIPS model. They describe how it has been applied in diverse
service settings, and show how to put the model into practice. A new chapter dedicated to culture of care will help
service managers to get to grips with this slippery concept, and includes important information on how to guard
against neglectful practice. Case studies from the CHOICE programme, a research project on culture of care,
demonstrate the key factors that are important for people living with advanced dementia and complex needs to live
well.
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TECHNOLOGICAL PEDAGOGICAL CONTENT KNOWLEDGE
EXPLORING, DEVELOPING, AND ASSESSING TPCK
Springer Technological pedagogical content knowledge (TPCK) reﬂects a new direction in understanding the complex
interactions among content, pedagogy, learners and technology that can result in successful integration of multiple
technologies in teaching and learning. The purpose of this edited volume is to introduce TPCK as a conceptual
framework for grounding research in the area of teachers’ cognitive understanding of the interactions of technology
with content, pedagogy and learner conceptions. Accordingly, the contributions will constitute systematic research
eﬀorts that use TPCK to develop lines of educational technology research exemplifying current theoretical conceptions
of TPCK and methodological and pedagogical approaches of how to develop and assess TPCK.

THE HOUSE OF MAKE-BELIEVE
CHILDREN'S PLAY AND THE DEVELOPING IMAGINATION
Harvard University Press An attempt to cover all aspects of children's make-believe. The authors examine how
imaginative play begins and develops and provide examples and evidence on the young child's invocation of imaginary
friends, the adolescent's daring games and the adult's private imagery and inner thought.

THE RESEARCH ON PROGRAMMED INSTRUCTION
AN ANNOTATED BIBLIOGRAPHY
PRETEND PLAY AS IMPROVISATION
CONVERSATION IN THE PRESCHOOL CLASSROOM
Psychology Press Everyday conversations including gossip, boasting, ﬂirting, teasing, and informative discussions are
highly creative, improvised interactions. Children's play is also an important, often improvisational activity. One of the
most improvisational games among 3- to 5-year-old children is social pretend play--also called fantasy play,
sociodramatic play, or role play. Children's imaginations have free reign during pretend play. Conversations in these
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play episodes are far more improvisational than the average adult conversation. Because pretend play occurs in a
dramatized, fantasy world, it is less constrained by social and physical reality. This book adds to our understanding of
preschoolers' pretend play by examining it in the context of a theory of improvisational performance genres. This
theory, derived from in-depth analyses of the implicit and explicit rules of theatrical improvisation, proves to
generalize to pretend play as well. The two genres share several characteristics: * There is no script; they are created
in the moment. * There are loose outlines of structure which guide the performance. * They are collective; no one
person decides what will happen. Because group improvisational genres are collective and unscripted, improvisational
creativity is a collective social process. The pretend play literature states that this improvisational behavior is most
prevalent during the same years that many other social and cognitive skills are developing. Children between the ages
of 3 and 5 begin to develop representations of their own and others' mental states as well as learn to represent and
construct narratives. Freudian psychologists and other personality theorists have identiﬁed these years as critical in
the development of the personality. The author believes that if we can demonstrate that children's improvisational
abilities develop during these years--and that their fantasy improvisations become more complex and creative--it
might suggest that these social skills are linked to the child's developing ability to improvise with other creative
performers.

NETWORKED COLLABORATIVE LEARNING
SOCIAL INTERACTION AND ACTIVE LEARNING
Elsevier The sustainability of Networked Collaborative Learning (NCL) is a key topic of discussion amongst the
institutions where it has been or may potentially be introduced. In order to determine the extent of NCL's
sustainability, the added value university education may yield by adopting collaborative learning strategies must be
quantiﬁed. In turn, an understanding of the implications NCL produces in terms of design and management is gained.
After comparing NCL with other Technology Enhanced Learning (TEL) approaches and discussing the possible reasons
for adopting it, a multidimensional model for the sustainability of NCL is proposed. The model is characterized by four
dimensions: pedagogical approaches, e-teacher professional development, instructional design models and
valuation/assessment approaches. Each of these dimensions is examined on the basis of the author’s direct experience
gained through applying NCL to his university teaching. Delineates a framework for NCL sustainability Provides an
instructional design model for NC Describes an original approach to the evaluation of collaborative learning processes
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INTERACTIVE STORYTELLING
11TH INTERNATIONAL CONFERENCE ON INTERACTIVE DIGITAL STORYTELLING, ICIDS 2018, DUBLIN, IRELAND,
DECEMBER 5–8, 2018, PROCEEDINGS
Springer This book constitutes the refereed proceedings of the 11th International Conference on Interactive Digital
Storytelling, ICIDS 2018, held in Dublin, Ireland, in December 2018. The 20 revised full papers and 16 short papers
presented together with 17 posters, 11 demos, and 4 workshops were carefully reviewed and selected from 56,
respectively 29, submissions. The papers are organized in the following topical sections: the future of the discipline;
theory and analysis; practices and games; virtual reality; theater and performance; generative and assistive tools and
techniques; development and analysis of authoring tools; and impact in culture and society.

THE PROCESS OF EDUCATION, REVISED EDITION
Harvard University Press Jerome Bruner shows that the basic concepts of science and the humanities can be grasped
intuitively at a very early age. Bruner's foundational case for the spiral curriculum has inﬂuenced a generation of
educators and will continue to be a source of insight into the goals and methods of the educational process.

LEARNING TO SOLVE PROBLEMS
AN INSTRUCTIONAL DESIGN GUIDE
John Wiley & Sons Learning to Solve Problems is a much-needed book thatdescribes models for designing interactive
learning environments tosupport how to learn and solve diﬀerent kinds of problems. Using aresearch-based approach,
author David H. Jonassen?a recognizedexpert in the ﬁeld?shows how to design instruction to supportthree kinds of
problems: story problems, troubleshooting, and caseand policy analysis problems. Filled with models and job aids,
thisbook describes diﬀerent approaches for representing problems tolearners and includes information about
technology-based tools thatcan help learners mentally represent problems for themselves.Jonassen also explores
methods for associating diﬀerent solutionsto problems and discusses various processes for reﬂecting on theproblem
solving process. Learning to Solve Problems alsoincludes three methods for assessing problemsolvingskills?performance assessment, component skills; and argumentation.
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TEACHERS FOR THE FUTURE
Trentham Books Limited Examines the policies and procedures in 17 teacher education institutions and identiﬁes the
practices that exclude or discourage black students

TELL ME A STORY
NARRATIVE AND INTELLIGENCE
Northwestern University Press How are our memories, our narratives, and our intelligence interrelated? What can
artiﬁcial intelligence and narratology say to each other? In this pathbreaking study by an expert on learning and
computers, Roger C. Schank argues that artiﬁcial intelligence must be based on real human intelligence, which
consists largely of applying old situations - and our narratives of them - to new situations in less than obvious ways. To
design smart machines, Schank therefore investigated how people use narratives and stories, the nature and function
of those narratives, and the connection of intelligence to both telling and listening. As Schank explains, "We need to
tell someone else a story that describes our experiences because the process of creating the story also creates the
memory structure that will contain the gist of the story for the rest of our lives. Talking is remembering." This ﬁrst
paperback edition includes an illuminating foreword by Gary Saul Morson.
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