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Virtual Reality 1.0 – The 90's Jul 01 2022 Did you ever wonder who built the first head-mounted display? Who first detailed a coherent theory of Cyberspace? Who wrote about cybersex and the
challenges it creates? Who worried about addiction to VR? Did anyone ever cure cyber-sickness? From 1991 to 1996, CyberEdge Journal covered these stories and hundreds more. CEJ was read in
more than 40 countries by thousands of VR investors, researchers, entrepreneurs, vendors, and aficionados. Appreciated for its "No VR Hype" attitude, CyberEdge Journal was the publication of
record for the VR industry in the 90's. Author Ben Delaney was the Publisher and Editor of CyberEdge Journal, and was one of the most respected commentators and presenters in the field, and
went on to publish the industry-defining multi-year market study, The Market for Visual Simulation/Virtual Reality Systems until 2004. Now that VR is enjoying a renaissance, it's time to
understand where it came from, and avoid making the same mistakes that were made in the first golden age of VR, the 1990's. It's also a good time to remember the excitement and sense of
adventure, as well as the people, that characterized those time. Virtual Reality 1.0 describes not just some of the hot topics of VR, but also the origins, issues, and solutions that were chronicled in
the pages of CyberEdge Journal. Complemented by over 100 photos and drawings, there is a surprisingly contemporary feel to these old articles. In addition, more than a dozen VR pioneers have
contributed new reminiscences of their work in VR. Another treat, the book is introduced by one of the acknowledged leaders of VR research and industry, Dr. Thomas Furness, Founding Director
of the world-famous Human Interface Technology Laboratory at the University of Washington. This book is a re-issue of Sex Drugs and Tessellation, with minor edits.
Perspectives and Trends in Education and Technology Mar 17 2021 This book presents high-quality, peer-reviewed papers from the International Conference in Information Technology &
Education (ICITED 2021), to be held at the ESPM – Higher School of Advertising and Marketing, Sao Paulo, Brazil, between the 15th and the 17th of July 2021. The book covers a specific field
of knowledge. This intends to cover not only two fields of knowledge – Education and Technology – but also the interaction among them and the impact/result in the job market and organizations.
It covers the research and pedagogic component of Education and Information Technologies but also the connection with society, addressing the three pillars of higher education. The book
addresses impact of pandemic on education and use of technology in education. Finally, it also encourages companies to present their professional cases which is discussed. These can constitute
real examples of how companies are overcoming their challenges with the uncertainty of the market.
Radical Solutions and eLearning Mar 05 2020 Educational Technology is the right couple to a radical innovation. Thanks to the appropriate technology in the right context with the best fit to the
target audience, education can be drastically improved, meaning a better performance, competence achievement, match with the user’s expectations and with the market needs. Serious games,
Virtual reality, Augmented reality, Remote labs, Online learning, Blockchain, Mobile learning and many other key technologies allow for a better explanation of so many subjects, and even more:
for a complete student involvement and a full teacher engagement into the educational system. Technology gives another angle to the same content, provides the user with a personalised experience
and pushes the limits of knowledge a little further, every time. This book presents a number of radical innovations through technology, from experienced cases studies, to be replicated and inspired
by; a powerful resource handbook for cutting-edge education.
Proceedings of 3rd International Conference on Machine Learning, Advances in Computing, Renewable Energy and Communication Sep 30 2019 This book gathers selected papers
presented at International Conference on Machine Learning, Advances in Computing, Renewable Energy and Communication (MARC 2021), held in Krishna Engineering College, Ghaziabad,

India, during 10 – 11 December, 2021. This book discusses key concepts, challenges and potential solutions in connection with established and emerging topics in advanced computing, renewable
energy and network communications.
Multi-agent system for simulation of land-use and land cover change Feb 13 2021 Land-use/cover change is one of the most disturbing human-induced changes of the natural environment.
This study presents a multi-agent model to simulate spatiotemporal land-use changes and community dynamics in forest margins, emerging from household interactions and land-use policies. The
study integrates calibrated models of land-use decision making and relevant ecological processes into structures of household agents and land automata, providing a coupled human-landscape
system. The operational model allows the systematic generation of integrated land-use change scenarios resulting from changes in policy and, once validated, will provide a scientific basis for
optimizing the management of land and forest resources.
Information Computing and Applications May 07 2020 The two-volume set, CCIS 243 and CCIS 244, constitutes the refereed proceedings of the Second International Conference on Information
Computing and Applications, ICICA 2010, held in Qinhuangdao, China, in October 2011. The 191 papers presented in both volumes were carefully reviewed and selected from numerous
submissions. They are organized in topical sections on computational statistics, social networking and computing, evolutionary computing and applications, information education and application,
internet and web computing, scientific and engineering computing, system simulation computing, bio-inspired and DNA computing, internet and Web computing, multimedia networking and
computing, parallel and distributed computing.
Revolutionizing K-12 Blended Learning through the i²Flex Classroom Model Aug 02 2022 Blended learning has gained significant attention recently by educational leaders, practitioners, and
researchers. i²Flex, a variation of blended learning, is based on the premise that certain non-interactive teaching activities, such as lecturing, can take place by students without teachers’ direct
involvement. Classroom time can then be used for educational activities that fully exploit teacher-student and student-student interactions, allowing for meaningful personalized feedback and
scaffolding on demand. Revolutionizing K-12 Blended Learning through the i²Flex Classroom Model presents a well-rounded discussion on the i²Flex model, highlighting methods for K-12 course
design, delivery, and evaluation in addition to teacher performance assessment in a blended i²Flex environment. Emphasizing new methods for improving the classroom and learning experience in
addition to preparing students for higher education and careers, this publication is an essential reference source for pre-service and in-service teachers, researchers, administrators, and educational
technology developers.
America's Lab Report Jan 03 2020 Laboratory experiences as a part of most U.S. high school science curricula have been taken for granted for decades, but they have rarely been carefully
examined. What do they contribute to science learning? What can they contribute to science learning? What is the current status of labs in our nationÃ¯Â¿Â½s high schools as a context for
learning science? This book looks at a range of questions about how laboratory experiences fit into U.S. high schools: What is effective laboratory teaching? What does research tell us about
learning in high school science labs? How should student learning in laboratory experiences be assessed? Do all student have access to laboratory experiences? What changes need to be made to
improve laboratory experiences for high school students? How can school organization contribute to effective laboratory teaching? With increased attention to the U.S. education system and
student outcomes, no part of the high school curriculum should escape scrutiny. This timely book investigates factors that influence a high school laboratory experience, looking closely at what
currently takes place and what the goals of those experiences are and should be. Science educators, school administrators, policy makers, and parents will all benefit from a better understanding of
the need for laboratory experiences to be an integral part of the science curriculum-and how that can be accomplished.
CCNA Virtual Lab, Titanium Edition 2.0 Nov 05 2022 This virtual network simulator is ideal for candidates studying for the new CCNA exam (640-802) who cannot afford thousands of dollars
to set up their own Cisco home lab. Offering hands-on practice with routers and switches is critical for success on the CCNA exam, and this simulator uses drag-and-drop technology to create a
simulated lab using an unlimited number of routers and switches. Also included are lab exercises and guidance to help students experiment with hundreds of configuration commands built into the
simulator. Plus, 250 hands-on labs zero in on skills that are critical for exam success and an extensive Help menu is available to guide you through complex tasks.
Technological Developments in Networking, Education and Automation Dec 02 2019 Technological Developments in Networking, Education and Automation includes a set of rigorously reviewed
world-class manuscripts addressing and detailing state-of-the-art research projects in the following areas: Computer Networks: Access Technologies, Medium Access Control, Network
architectures and Equipment, Optical Networks and Switching, Telecommunication Technology, and Ultra Wideband Communications. Engineering Education and Online Learning: including
development of courses and systems for engineering, technical and liberal studies programs; online laboratories; intelligent testing using fuzzy logic; taxonomy of e-courses; and evaluation of
online courses. Pedagogy: including benchmarking; group-learning; active learning; teaching of multiple subjects together; ontology; and knowledge management. Instruction Technology:
including internet textbooks; virtual reality labs, instructional design, virtual models, pedagogy-oriented markup languages; graphic design possibilities; open source classroom management
software; automatic email response systems; tablet-pcs; personalization using web mining technology; intelligent digital chalkboards; virtual room concepts for cooperative scientific work; and
network technologies, management, and architecture. Coding and Modulation: Modeling and Simulation, OFDM technology , Space-time Coding, Spread Spectrum and CDMA Systems. Wireless
technologies: Bluetooth , Cellular Wireless Networks, Cordless Systems and Wireless Local Loop, HIPERLAN, IEEE 802.11, Mobile Network Layer, Mobile Transport Layer, and Spread
Spectrum. Network Security and applications: Authentication Applications, Block Ciphers Design Principles, Block Ciphers Modes of Operation, Electronic Mail Security, Encryption & Message
Confidentiality, Firewalls, IP Security, Key Cryptography & Message Authentication, and Web Security. Robotics, Control Systems and Automation: Distributed Control Systems, Automation,
Expert Systems, Robotics, Factory Automation, Intelligent Control Systems, Man Machine Interaction, Manufacturing Information System, Motion Control, and Process Automation. Vision
Systems: for human action sensing, face recognition, and image processing algorithms for smoothing of high speed motion. Electronics and Power Systems: Actuators, Electro-Mechanical

Systems, High Frequency Converters, Industrial Electronics, Motors and Drives, Power Converters, Power Devices and Components, and Power Electronics.
Emerging Computation and Information teChnologies for Education May 19 2021 The 2012 International Conference on Emerging Computation and Information teChnologies for Education
(ECICE 2012) was held on Jan. 15-16, 2012, Hangzhou, China. The main results of the conference are presented in this proceedings book of carefully reviewed and accepted paper addressing the
hottest issues in emerging computation and information technologies used for education. The volume covers a wide series of topics in the area, including Computer-Assisted Education, Educational
Information Systems, Web-based Learning, etc.
ECEL 2021 20th European Conference on e-Learning Mar 29 2022
Materials Science and Engineering: Concepts, Methodologies, Tools, and Applications Oct 31 2019 The design and study of materials is a pivotal component to new discoveries in the various
fields of science and technology. By better understanding the components and structures of materials, researchers can increase its applications across different industries. Materials Science and
Engineering: Concepts, Methodologies, Tools, and Applications is a compendium of the latest academic material on investigations, technologies, and techniques pertaining to analyzing the
synthesis and design of new materials. Through its broad and extensive coverage on a variety of crucial topics, such as nanomaterials, biomaterials, and relevant computational methods, this multivolume work is an essential reference source for engineers, academics, researchers, students, professionals, and practitioners seeking innovative perspectives in the field of materials science and
engineering.
Innovative Technology-based Solutions for Primary, Secondary and Tertiary STEM Education Sep 03 2022 This book presents innovative technology-enhanced learning solutions for STEM
education proposed by the EU Horizon 2020-funded NEWTON project by first highlighting the benefits and limitations of existing research work, e- learning systems and case studies that
embedded technology in the teaching and learning process. NEWTON’s proposed innovative technologies and pedagogies include adaptive multimedia and multiple sensorial media, virtual reality,
fabrication and virtual labs, gamification, personalisation, game-based learning and self-directed learning pedagogies. The main objectives are to encourage STEM education among younger
generations and to attract students to STEM subjects, making these subjects more appealing and interesting. Real life deployment of NEWTON technologies and developed educational materials in
over 20 European educational institutions at primary, secondary and tertiary levels demonstrated statistical significant increases in terms of learner satisfaction, learner motivation and knowledge
acquisition.
CCNA: Cisco Certified Network Associate Study Guide Jun 07 2020 Here's the book you need to prepare for Cisco's CCNA exam, 640-801. This Study Guide was developed to meet the
exacting requirements of today's Cisco certification candidates. In addition to the engaging and accessible instructional approach that has earned author Todd Lammle the "Best Study Guide
Author" award in CertCities Readers' Choice Awards for two consecutive years, this updated fifth edition provides: In-depth coverage of every CCNA exam objective Expanded IP addressing and
subnetting coverage More detailed information on EIGRP and OSPF Leading-edge exam preparation software Authoritative coverage of all exam objectives, including: Network planning &
designing Implementation & operation LAN and WAN troubleshooting Communications technology
Laboratory Manual for Exercise Physiology Dec 14 2020 Laboratory Manual for Exercise Physiology, Third Edition With HKPropel Access, provides guided lab activities for in-person or
virtual settings that allow students to translate their scientific understanding of exercise physiology into practical applications
Innovative Techniques in Instruction Technology, E-learning, E-assessment and Education Jul 09 2020 Innovative Techniques in Instruction Technology, E-Learning, E-Assessment and
Education is a collection of world-class paper articles addressing the following topics: (1) E-Learning including development of courses and systems for technical and liberal studies programs;
online laboratories; intelligent testing using fuzzy logic; evaluation of on line courses in comparison to traditional courses; mediation in virtual environments; and methods for speaker verification.
(2) Instruction Technology including internet textbooks; pedagogy-oriented markup languages; graphic design possibilities; open source classroom management software; automatic email response
systems; tablet-pcs; personalization using web mining technology; intelligent digital chalkboards; virtual room concepts for cooperative scientific work; and network technologies, management,
and architecture. (3) Science and Engineering Research Assessment Methods including assessment of K-12 and university level programs; adaptive assessments; auto assessments; assessment of
virtual environments and e-learning. (4) Engineering and Technical Education including cap stone and case study course design; virtual laboratories; bioinformatics; robotics; metallurgy; building
information modeling; statistical mechanics; thermodynamics; information technology; occupational stress and stress prevention; web enhanced courses; and promoting engineering careers. (5)
Pedagogy including benchmarking; group-learning; active learning; teaching of multiple subjects together; ontology; and knowledge representation. (6) Issues in K-12 Education including 3D
virtual learning environment for children; e-learning tools for children; game playing and systems thinking; and tools to learn how to write foreign languages.
Educating Engineers for Future Industrial Revolutions Aug 29 2019 This book contains papers in the fields of engineering pedagogy education, public–private partnership and entrepreneurship
education, research in engineering pedagogy, evaluation and outcomes assessment, Internet of Things & online laboratories, IT & knowledge management in education and real-world experiences.
We are currently witnessing a significant transformation in the development of education and especially post-secondary education. To face these challenges, higher education has to find innovative
ways to quickly respond to these new needs. There is also pressure by the new situation in regard to the Covid pandemic. These were the aims connected with the 23rd International Conference on
Interactive Collaborative Learning (ICL2020), which was held online by University of Technology Tallinn, Estonia from 23 to 25 September 2020. Since its beginning in 1998, this conference is
devoted to new approaches in learning with a focus on collaborative learning. Nowadays the ICL conferences are a forum of the exchange of relevant trends and research results as well as the
presentation of practical experiences in Learning and Engineering Pedagogy. In this way, we try to bridge the gap between ‘pure’ scientific research and the everyday work of educators. Interested
readership includes policymakers, academics, educators, researchers in pedagogy and learning theory, school teachers, learning industry, further and continuing education lecturers, etc.

Synthetic Worlds Nov 24 2021 Synthetic Worlds, Virtual Worlds, and Alternate Realities are all terms used to describe the phenomenon of computer-based, simulated environments in which
users inhabit and interact via avatars. The best-known commercial applications are in the form of electronic gaming, and particularly in massively-multiplayer online role-playing games like World
of Warcraft or Second Life. Less known, but possibly more important, is the rapid adoption of platforms in education and business, where Serious Games are being used for training purposes, and
even Second Life is being used in many situations that formerly required travel. The editors of this book captures the state of research in the field intended to reflect the rapidly growing yet
relatively young market in education and business. The general focus is set on the scientific community but integrates the practical applications for businesses, with papers on information systems,
business models, and economics. In six parts, international authors – all experts in their field – discuss the current state-of-the-art of virtual worlds/alternate realities and how the field will develop
over the next years. Chapters discuss the influences and impacts in and around virtual worlds. Part four is about education, with a focus on learning environments and experiences, pedagogical
models, and the effects on the different roles in the educational sector. The book looks at business models and how companies can participate in virtual worlds while receiving a return on
investment, and includes cases and scenarios of integration, from design, implementation to application.
Proceedings of International Conference on Communication and Artificial Intelligence Sep 10 2020 This book is a collection of best selected research papers presented at the International
Conference on Communication and Artificial Intelligence (ICCAI 2021), held in the Department of Electronics & Communication Engineering, GLA University, Mathura, India, during 19-20
November 2021. The primary focus of the book is on the research information related to artificial intelligence, networks, and smart systems applied in the areas of industries, government sectors,
and educational institutions worldwide. Diverse themes with a central idea of sustainable networking solutions are discussed in the book. The book presents innovative work by leading academics,
researchers, and experts from industry.
Handbook of Research on User Interface Design and Evaluation for Mobile Technology Feb 25 2022 "This book compiles authoritative research from scholars worldwide, covering the issues
surrounding the influx of information technology to the office environment, from choice and effective use of technologies to necessary participants in the virtual workplace"--Provided by
publisher.
Smart Education and e-Learning 2016 Jan 15 2021 This book contains the contributions presented at the 3rd international KES conference on Smart Education and Smart e-Learning, which took
place in Puerto de la Cruz, Tenerife, Spain, June 15-17, 2016. It contains a total of 56 peer-reviewed book chapters that are grouped into several parts: Part 1 - Smart University: Conceptual
Modeling, Part 2 – Smart Education: Research and Case Studies, Part 3 – Smart e-Learning, Part 4 – Smart Education: Software and Hardware Systems, and Part 5 – Smart Technology as a
Resource to Improve Education and Professional Training. We believe that the book will serve as a useful source of research data and valuable information for faculty, scholars, Ph.D. students,
administrators, and practitioners - those who are interested in innovative areas of smart education and smart e-learning.
Computer Supported Education Oct 24 2021 This book constitutes the thoroughly refereed proceedings of the 11th International Conference on Computer Supported Education, CSEDU 2019, held
in Heraklion, Crete, Greece, in May 2019. The 30 revised full papers were carefully reviewed and selected from 202 submissions. The papers cover wide research fields including authoring tools
and content development, AV-communication and multimedia, classroom management, e-Learning hardware and software, blended learning, critical success factors in distance learning.
Blended Learning in Engineering Education Apr 05 2020 Blended Learning combines the conventional face-to-face course delivery with an online component. The synergetic effect of the two
modalities has proved to be of superior didactic value to each modality on its own. The highly improved interaction it offers to students, as well as direct accessibility to the lecturer, adds to the
hitherto unparalleled learning outcomes. "Blended Learning in Engineering Education: Recent Developments in Curriculum, Assessment and Practice" highlights current trends in Engineering
Education involving face-to-face and online curriculum delivery. This book will be especially useful to lecturers and postgraduate/undergraduate students as well as university administrators who
would like to not only get an up-to-date overview of contemporary developments in this field, but also help enhance academic performance at all levels.
AECon 2020 Apr 29 2022 The 6th Asia Pasific Education and Science Conference (AECON ) 2020 was conducted on 19-20 December 2020, at Universitas Muhammadiyah Purwokerto,
Purwokerto, Indonesia. The Theme of AECON 2020 is Empowering Human Development Through Science and Education. The goals of AECON 2020 is to establish a paradigm that emphasizes
on the development of integrated education and science though the integration of different life skills in order to improve the quality of human development in education and science around Asia
Pacific nations, particularly Indonesia.
Crime Classification Manual Jul 21 2021 Praise for Crime Classification Manual "The very first book by and for criminal justice professionals in the major case fields. . . . The skills, techniques,
and proactive approaches offered are creatively concrete and worthy of replication across the country. . . . Heartily recommended for those working in the 'front line' of major case investigation."
—John B. Rabun Jr., ACSW, Executive Vice President and Chief Operating Officer, National Center for Missing and Exploited Children "[CCM] is an outstanding resource for students pursuing
forensic science degrees. It provides critical information on major crimes, which improve the user's ability to assess and evaluate." —Paul Thomas Clements, PhD, APRN-BC, CGS, DF-IAFN
Drexel University Forensic Healthcare Program The landmark book standardizing the language, terminology, and classifications used throughout the criminal justice system Arranged according to
the primary intent of the criminal, the Crime Classification Manual, Third Edition features the language, terms, and classifications the criminal justice system and allied fields use as they work to
protect society from criminal behavior. Coauthored by a pioneer of modern profiling and featuring new coverage of wrongful convictions and false confessions, the Third Edition: Tackles new
areas affected by globalization and new technologies, including human trafficking and internationally coordinated cybercrimes Expands discussion of border control, The Bureau of Alcohol,
Tobacco, Firearms and Explosives (ATF), and Homeland Security Addresses the effects of ever-evolving technology on the commission and detection of crime The definitive text in this field,
Crime Classification Manual, Third Edition is written for law enforcement personnel, mental health professionals, forensic scientists, and those professionals whose work requires an understanding

of criminal behavior and detection.
Digital Universities V.5 (2018) n. 1-2 Jan 27 2022 XIII International GUIDE Conference Education in the fourth Industrial Revolution, Rome, Italy, May 3 – 4 2018 PROCEEDINGS What is
called thinking in the fourth industrial revolution? Igor Val Danilov The fourth industrial revolution in higher education The age of learning management systems Pamela Allen Personal branding
and Job Hunting in the era of Industry 4.0 Open Educational Resources for trainers and students Susanna Correnti EU policies and new professional skills for the industry 4.0 Educational strategies
for smart manufacturing, preparing for future growth and innovation Massimo Forti Design pedagogy in the 4th industrial revolution Prototyping in architectural education Vasiliki Geropanta,
Antonios Papamanolis An academic virtual laboratory for the design of steel structures Ernesto Grande MOOCs development – action thriller, romantic comedy or film noir? Krzysztof Gurba
Virtual laboratories, an authentic learning in engineering education at the Technical University of Madrid José Manuel Hedo, Consuelo Fernández Jimenez, Laura Hernando Guadaño The new
triangle of knowledge, technology and education An Italian perspective Rainer Masera Alternative reality learning education Mock-trials & Crisis-simulation games for political sciences at Saint
Leo University, 2010-2018 Frank Orlando, Marco Rimanelli New teaching paradigms and new skills for the new machine age revolution Michele Petrocelli Interdisciplinary education to optimize
student learning in the area of human robot interaction Robert Pucher Analysis of adult learner sense of community in online classes Jorgianne Robinson, Kim R. Manturuk, Mine ÇetinkayaRundel, Dorian A. Canelas Smart approach for the future of interdisciplinary education in business and engineering Christian-Andreas Schumann, Julia Kauper, Helge Gerischer, Claudia Tittmann
Knowledge work in aircraft maintenance Ralf Tenberg, Eileen Sobbe The evolution of digital competence models in a 4.0 era Francesco Claudio Ugolini Creating the ripple effect: applying
student generated OER to increase engagement in distance education and enhance the OER community Joy Yaeger, Terrance James Wolfe Uso de recursos alternativos como estrategia educativa
en la educación a distancia, aplicados a la carrera de Ingeniería Informática Ariana Acón Matamoros, Percy Cañipa Valdez Paridad de competencias independiente de la modalidad de estudio, una
realidad del siglo XXI. Caso CEIPA, Business School Antonio Boada, Diego Mauricio Mazo Cuervo, Giovanny Cardona Montoya Uso del software estadístico Minitab como apoyo para la
resolución de problemas, análisis de datos, autoevaluación y discusión de resultados en la educación a distancia Caso Ingeniería Industrial UNED Heylin Díaz Jiménez, Gabriela Garita González
Modelo de gestión de la configuración para recursos educativos abiertos generados en repositorios institucionales Estrategias educativas para optimizar la producción del futuro: hacia el
crecimiento y la innovación Liliana María García Aguirre Digital educational resources for the improvement of reading processes and writing in elementary school students Denis Milena GuerraBurbano, Lina María Rojas-Barrera, Sergio Andrés Zabala-Vargas
Handbook of Research on Virtual Workplaces and the New Nature of Business Practices May 31 2022 "This book compiles authoritative research from scholars worldwide, covering the
issues surrounding the influx of information technology to the office environment, from choice and effective use of technologies to necessary participants in the virtual workplace"--Provided by
publisher.
Online Science Learning: Best Practices and Technologies Feb 02 2020 The continued growth in general studies and liberal arts and science programs online has led to a rise in the number of
students whose science learning experiences are web-based. However, little is known about what is actually going on in web-based science courses at the level of the disciplines within liberal arts
and sciences or the corresponding course design features. Online Science Learning: Best Practices and Technologies reviews trends and efforts in web-based science instruction and evaluates
contemporary philosophies and pedagogies of online science instruction. This title on an emergent and vital area of education clearly demonstrates how to enrich the academic character and quality
of web-based science instruction.
Smart Education and e-Learning 2017 Nov 12 2020 This book gathers the contributions presented at the 4th International KES Conference on Smart Education and Smart e-Learning (KESSEEL-17), which took place in Vilamoura, Algarve, Portugal, June 21–23, 2017. Smart education and smart e-Learning are emerging and rapidly growing areas. They represent the innovative
integration of smart systems, technologies and objects, smart environments, smart pedagogy, smart learning and academic analytics, various branches of computer science and computer
engineering, and state-of-the-art smart educational software and/or hardware systems. It contains a total of 48 peer-reviewed book chapters that are grouped into several parts: Part 1 – Smart
Pedagogy, Part 2 – Smart e-Learning, Part 3 – Systems and Technologies for Smart Education, Part 4 – Smart Teaching, and Part 5 – Smart Education: National Initiatives and Approaches. The
book offers a valuable source of research data, information on best practices, and case studies for educators, researchers, Ph.D. students, administrators, and practitioners—and all those who are
interested in innovative areas of smart education and smart e-Learning.
Educational Data Mining Aug 22 2021 This book is devoted to the Educational Data Mining arena. It highlights works that show relevant proposals, developments, and achievements that shape
trends and inspire future research. After a rigorous revision process sixteen manuscripts were accepted and organized into four parts as follows: · Profile: The first part embraces three chapters
oriented to: 1) describe the nature of educational data mining (EDM); 2) describe how to pre-process raw data to facilitate data mining (DM); 3) explain how EDM supports government policies to
enhance education. · Student modeling: The second part contains five chapters concerned with: 4) explore the factors having an impact on the student's academic success; 5) detect student's
personality and behaviors in an educational game; 6) predict students performance to adjust content and strategies; 7) identify students who will most benefit from tutor support; 8) hypothesize the
student answer correctness based on eye metrics and mouse click. · Assessment: The third part has four chapters related to: 9) analyze the coherence of student research proposals; 10)
automatically generate tests based on competences; 11) recognize students activities and visualize these activities for being presented to teachers; 12) find the most dependent test items in students
response data. · Trends: The fourth part encompasses four chapters about how to: 13) mine text for assessing students productions and supporting teachers; 14) scan student comments by statistical
and text mining techniques; 15) sketch a social network analysis (SNA) to discover student behavior profiles and depict models about their collaboration; 16) evaluate the structure of interactions
between the students in social networks. This volume will be a source of interest to researchers, practitioners, professors, and postgraduate students aimed at updating their knowledge and find

targets for future work in the field of educational data mining.
Practical Principles of Instructional Design, Media Selection, and Interface Design with a Focus on Computer-based Training / Educational Software Aug 10 2020 This book is intended for
students, instructional designers, professors, instructors, teachers, trainers, software developers, and development team leaders who: • are taking a course on creating computer-based
training/educational software applications • are or will be working on a computer-based training/educational software development team • need to expand their skills into the multimedia technology
field • are excited about the possibilities of teaching with multimedia • have worked on their own and unsuccessfully tried to do it all • may have created mediocre computer-based
training/educational software • want to do it right the first time • need a practical reference • need practical guidelines for creating computer-managed presentations This book focuses on the
practical principles of creating computer-based training/educational software applications and computer-managed presentations. In computer-based training/educational software applications, the
computer assumes the teaching role. In computer-managed presentations, you maintain the responsibility for teaching the learners and use what is contained in the presentation as a resource. In a
sense, computer-managed presentations are a subset of computer-based training/educational software applications. Their differences will be highlighted throughout this book. This book will not
make you an expert in designing computer-based training/educational software applications. Expertise comes through years of experience and continual learning. However, this book will provide
you with the foundations for creating professional, instructionally-effective products. To gain support for your computer-based training/educational software applications and computer-managed
presentations and to silence the critics, it is important to create excellent products. People will notice quality much more than quantity. This is especially true for your first project. This book, with
its numerous practical hints, will help you do it right from your first project onward.
Cross Reality and Data Science in Engineering Apr 17 2021 Today, online technologies are at the core of most fields of engineering and society as a whole . This book discusses the
fundamentals, applications and lessons learned in the field of online and remote engineering, virtual instrumentation, and other related technologies like Cross Reality, Data Science & Big Data,
Internet of Things & Industrial Internet of Things, Industry 4.0, Cyber Security, and M2M & Smart Objects. Since the first Remote Engineering and Virtual Instrumentation (REV) conference in
2004, the event has focused on the use of the Internet for engineering tasks, as well as the related opportunities and challenges. In a globally connected world, interest in online collaboration,
teleworking, remote services, and other digital working environments is rapidly increasing. In this context, the REV conferences discuss fundamentals, applications and experiences in the field of
Online and Remote Engineering as well as Virtual Instrumentation. Furthermore, the conferences focus on guidelines and new concepts for engineering education in higher and vocational
education institutions, including emerging technologies in learning, MOOCs & MOOLs, and open resources. This book presents the proceedings of REV2020 on “Cross Reality and Data Science
in Engineering” which was held as the 17th in series of annual events. It was organized in cooperation with the Engineering Education Transformations Institute and the Georgia Informatics
Institutes for Research and Education and was held at the College of Engineering at the University of Georgia in Athens (GA), USA, from February 26 to 28, 2020.
The Learning Grid Handbook Jun 27 2019 Grid technologies are rising with the next generation of Internet by defining a powerful computing paradigm. Grid could be used as a technology
‘glue’ providing users with a uniform way to access resources by means of several devices. These technologies can provide a support for Technology Enhanced Learning (TEL) by enabling new
learning environments based on collaboration, real direct experience, personalization, ubiquity, accessibility and contextualization. Nevertheless, to be effectively used in TEL, Grid must be
complemented with other elements like semantics and educational modelling; leading to the concept of ‘Learning Grid’ as defined in the homonymous Special Interest Group (SIG) of the
European Network of Excellence ‘Kaleidoscope: Shaping the Scientific Evolution of Technology Enhanced Learning’. The key challenge that Kaleidoscope is facing is the scientific and structural
integration of the European TEL research. In this context, the Learning Grid SIG aims at contributing to the achievement of an improvement in TEL practices through the definition of open,
distributed and pervasive environments for effective human learning taking into account that effective learning requires an active attitude of learners and that learning is a social and collaborative
activity so requiring a technology that allows for active and realistic experiments, personalization, knowledge creation and evolution, as well as autonomous and dynamic creation of communities.
The first section of the book is about the concept of Learning Grid and related technologies. The second chapter analyses and compares existing languages for the dynamic composition of
distributed learning resources and services in a Learning Grid.
Social Information Access Jul 29 2019 Social information access is defined as a stream of research that explores methods for organizing the past interactions of users in a community in order to
provide future users with better access to information. Social information access covers a wide range of different technologies and strategies that operate on a different scale, which can range from
a small closed corpus site to the whole Web. The 16 chapters included in this book provide a broad overview of modern research on social information access. In order to provide a balanced
coverage, these chapters are organized by the main types of information access (i.e., social search, social navigation, and recommendation) and main sources of social information.
E-Learning Networked Environments and Architectures Oct 12 2020 This book provides state-of-the-art e-learning networked environments and architectures carried out over the last few years
from a knowledge management perspective. It contains a comprehensive discussion of e-learning concepts, models, experiments and best practices. Presenting a wide-ranging survey of methods
and applications from contributors from around the world, this book will be a valuable resource for researchers, practitioners and graduates.
Best Practices in Engaging Online Learners Through Active and Experiential Learning Strategies Dec 26 2021 Best Practices in Engaging Online Learners Through Active and Experiential
Learning Strategies, Second Edition, is a practical guide for all instructors, instructional designers, and online learning administrators designing, developing, teaching, and leading online, hybrid
and blended learning courses and programs, who seek to provide supportive, engaging, and interactive learner experiences. This book explores the integration of active and experiential learning
approaches and activities including simulations, gamification, social media integration, project-based learning, scenario-based learning, virtual tours, and online micro-credentialing as they relate to
the development of authentic skill-building, communication, problem-solving, and critical-thinking skills in learners. New and emerging learning technologies of virtual and augmented reality

along with artificial intelligence are included in this updated edition with examples of how instructors can actively use them in online courses to engage learners in experiential experiences.
Readers will find guidelines for the development of participatory and peer-learning, competency-based learning, field-based experiences, clinical experiences, and service-learning opportunities in
the online classroom. In addition, the authors provide effective learning strategies, discipline-specific examples, templates, and additional resources that align learner engagement with assessment
practices and course outcomes.
Where Parallels Intersect Jun 19 2021
Intelligent Tutoring Systems Sep 22 2021 This book constitutes the proceedings of the 14th International Conference on Intelligent Tutoring Systems, IST 2018, held in Montreal, Canada, in
June 2018. The 26 full papers and 22 short papers presented in this volume were carefully reviewed and selected from 120 submissions. In the back matter of the volume 20 poster papers and 6
doctoral consortium papers are included. They deal with the use of advanced computer technologies and interdisciplinary research for enabling, supporting and enhancing human learning.
K-12 STEM Education: Breakthroughs in Research and Practice Oct 04 2022 Education is vital to the progression and sustainability of society. By developing effective learning programs, this
creates numerous impacts and benefits for future generations to come. K-12 STEM Education: Breakthroughs in Research and Practice is a pivotal source of academic material on the latest trends,
techniques, technological tools, and scholarly perspectives on STEM education in K-12 learning environments. Including a range of pertinent topics such as instructional design, online learning,
and educational technologies, this book is an ideal reference source for teachers, teacher educators, professionals, students, researchers, and practitioners interested in the latest developments in K12 STEM education.
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