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Section 2
Chapter 7 - Videogames as educational tools

References

Becker, K., & Gopin, L. (2016) Selection Criteria for Using Commercial Off the Shelf Games
(COTYS) for Learning, (Ch. 2) in Learning, Education and Games Vol. 2: Bringing Games into
Educational Contexts, edited by Karen Schrier, ETC Press.

Crawford, C. (1982). The Art of Computer Game Design. Osborne/McGraw-Hill, Berkeley, CA.

Darvasi, P. (2014). Prologue: A Video Game’s Epic-ish Journey to a High School English Class.
Blog Ludic Learning: http://www.ludiclearning.org/2014/03/05/gone-home-in-education/

Gopin, E. (2014). Finding and Evaluating Great Educational Games. In Z. Yang, H. H. Yang, D.
Wu & S. Liu (Eds.), Transforming K-12 Classrooms with Digital Technology (pp. 83-97): 1GI
Global.

Lowther, D., & Morrison, G. (1998). The NTeQ model: A framework for technology integration.
TechTrends, 43(2), 33-38. DOI: 10.1007/bf02818173.

Miller, M., & Hegelheimer, V. (2006). The SIMs meet ESL: Incorporating authentic computer
simulation games into the language classroom. Interactive Technology & Smart Education, 3(4),
311-328.

Morrison, G., & Lowther, D. (2005). Integrating computer technology into the classroom. Upper
Saddle River, NJ: Prentice Hall.

Prensky, M. (2003). Digital game-based learning, Computers in Entertainment (CIE), v.1 n.1,
October 2003. DOI: 10.1145/950566.950596

Ranalli, J. (2008). Learning English with the SIMs: Exploiting authentic computer simulation
games for L2 learning. Computer Assisted Language Learning, 21(5), 441-455.

x* % Co_fu nded by ‘the TheEurppez?I(':Iti)smmission suzponforthe .
*

loes not

an endorsement of the contents which reflects the
by b ErasmUS+ PrOg ramme viws only of the authors, and the Commission
cannol

t be held responsible for any use which may

. y
Of the E u ropean U NiQN bemade of the information contained therein.


http://www.ludiclearning.org/

UIDEDGAMES
FOR TEACHERS

2017-1-E501-KA203-038370
Ritzhaupt, A. D., & Gunter, E. (2010). Survey of commercial off-the-shelf video games, benefits
and barriers in formal educational settings. In Proceedings of the Association of Educational
Communication and Technology (pp. 255-262). Anaheim, CA: AECT.

Sandford, R., Ulicsak, M., Facer, K., & Rudd, T. (2006). Teaching with Games: Using commercial
off-the-shelf computer games in formal education. Research report. NESTA Futurelab. Retrieved

from: https://www.nfer.ac.uk/publications/FUTL49

Solomon, D. (2016), Homeschooling and Gameschooling, (Ch. 2) in Learning, Education and
Games Vol. 2: Bringing Games into Educational Contexts, edited by Karen Schrier, ETC Press.

Van Eck, R. (2006). Digital game-based learning: It's not just the digital natives who are restless.
Educause Review, 41(2), 16-30.

Van Eck, R. (2008). COTS in the classroom: A teacher’s guide to integrating commercial off-the-
shelf (COTS) games. In R. Ferdig (Ed.) Handbook of Research on Effective Electronic Gaming in
Education, Hershey, PA: Idea Group.

Van Eck, R. (2012). Bringing ‘discipline’ to the study of games and learning. Information Design
Journal, 19(2), 181-187. DOI: 10.1075/idj.19.211eck.

x* % Co_fu nded by ‘the TheEurppez?I(':Iti:»smmission suzponforthe .

ooooo t

*
an endorsement of the contents which reflects the
by b ErasmUS+ PrOg ramme viws only of the authors, and the Commission
cannol

t be held responsible for any use which may

Of the E u ropean U n io [ bemade of the information contained therein.



