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China is at the crux of reforming, professionalising, and internationalising its cultural and creative industries. These industries are at the
forefront of China's move towards the status of a developed country. In this comprehensive Handbook, international experts including leading
Mainland scholars examine the background to China's cultural and creative industries as well as the challenges ahead. The chapters
represent the cutting-edge of scholarship, setting out the future directions of culture, creativity and innovation in China. Combining
interdisciplinary approaches with contemporary social and economic theory, the contributors examine developments in art, cultural tourism,
urbanism, digital media, e-commerce, fashion and architectural design, publishing, film, television, animation, documentary, music and
festivals.
Makey Makey is a kit that helps you turn everyday objects into touchpads that control your computer's keyboard. With this book, students
learn the art of innovation through detailed explanations and hands-on activities built to foster creativity and problem solving. Fun, engaging
text introduces readers to new ideas and builds on maker-related concepts they may already know. Additional tools, including a glossary and
an index, help students learn new vocabulary and locate information.
Westerners tend to equate political action with revolution and open criticism, leading to concerns that the less outspoken citizens of nonliberal
societies are brainwashed, complicit, or paralyzed by fear. Jing Wang shatters this myth, showing how online activists in China are quietly
building powerful coalitions for incremental social change.
This book will offer ideas on how robots can be used as teachers' assistants to scaffold learning outcomes, where the robot is a learning
agent in self-directed learning who can contribute to the development of key competences for today's world through targeted learning - such
as engineering thinking, math, physics, computational thinking, etc. starting from pre-school and continuing to a higher education level.
Robotization is speeding up at the moment in a variety of dimensions, both through the automation of work, by performing intellectual duties,
and by providing support for people in everyday situations. There is increasing political attention, especially in Europe, on educational
systems not being able to keep up with such emerging technologies, and efforts to rectify this. This edited volume responds to this attention,
and seeks to explore which pedagogical and educational concepts should be included in the learning process so that the use of robots is
meaningful from the point of view of knowledge construction, and so that it is safe from the technological and cybersecurity perspective.
The digital transition of our economies is now entering a phase of broad and deep societal impact. While there is one overall transition, there
are many different sectoral transformations, from health and legal services to tax reports and taxi rides, as well as a rising number of
transversal trends and policy issues, from widespread precarious employment and privacy concerns to market monopoly and cybercrime.
They all are fertile ground for researchers, as established laws and regulations, organizational structures, business models, value networks
and workflow routines are contested and displaced by newer alternatives. This Research Handbook offers a rich and interdisciplinary
synthesis of some of the current thinking on the digital transformations underway.
Zero to Maker is part memoir and part how-to guidebook for anyone who is having thoughts like these: I feel like all I can do is write emails. I
wish I had more hands-on skills even though I don't know what I would build... I have this one idea I've always wanted to make, but I don't
know how to build it... I keep hearing about the "maker movement" but I'm not sure what that means or how I can join in... The book follows
author David Lang's headfirst dive into the maker world and shows how he grew from an unskilled beginner to be a successful entrepreneur.
You'll discover how to navigate this new community of makers, and find the best resources for learning the tools and skills you need to be a
dynamic maker in your own right. The way we make things has changed. A new generation of tinkerers have emerged through online
communities and powerful digital fabrication tools, and their creations are changing the world. This book follows the author's personal journey
of transformation into a maker-entrepreneur. It is everyone's guide to combining inspiration and resources to effectively navigate this exciting
new world. Lang reveals how he became a maker pro after losing his job and how the experience helped him start OpenROV, a DIY
community and product line focused on underwater robotics. It all happened once he became an active member of the maker movement.
Ready to take the plunge into the next Industrial Revolution? This guide provides a clear and inspiring roadmap. Take an eye-opening
journey from unskilled observer to engaged maker Learn how to join this community, get access to tools and experts, and pick up new skills
Use a template for building a maker-based entrepreneurial lifestyle and prepare yourself for the careers of the future This book is for
everyone who dreams of becoming a successful maker-entrepreneur. It not only satisfies the aspirational aspect but shows newcomers to the
maker movement exactly how to join in. First published in 2013, this new edition features full-color photos and shares David's latest insights
and experiences as he continues to grow as a maker entrepreneur and citizen scientist.
Makeology introduces the emerging landscape of the Maker Movement and its connection to interest-driven learning. While the movement is
fueled in part by new tools, technologies, and online communities available to today’s makers, its simultaneous emphasis on engaging the
world through design and sharing with others harkens back to early educational predecessors including Froebel, Dewey, Montessori, and
Papert. Makerspaces as Learning Environments (Volume 1) focuses on making in a variety of educational ecosystems, spanning nursery
schools, K-12 environments, higher education, museums, and after-school spaces. Each chapter closes with a set of practical takeaways for
educators, researchers, and parents.
This book is an essential overview of what it means to be a library and information professional. Hirsh provides a broad overview of the
transformation of libraries as information organizations, why these organizations are more important today than ever before, and the various
career opportunities available for information professionals.

This two-volume set LNCS 12205 and LNCS 12206 constitutes the proceedings of the 7th International Conference on Learning
and Collaboration Technologies, LCT 2020, held as part of the 22nd International Conference, HCI International 2020, which took
place in Copenhagen, Denmark, in July 2020. The total of 1439 papers and 238 posters included in the 37 HCII 2020 proceedings
volumes was carefully reviewed and selected from 6326 submissions. The papers in this volume are organized in the following
topical sections: designing and evaluating learning experiences; learning analytics, dashboards and learners models; language
learning and teaching; and technology in education: policies and practice. As a result of the Danish Government's announcement,
dated April 21, 2020, to ban all large events (above 500 participants) until September 1, 2020, the HCII 2020 conference was held
virtually.
This book provides a broad overview of a number of game-changing paradigms that are anticipated to reshape 21st century
product development. Topics including cloud computing-based design, cloud manufacturing, crowd-sourcing and mass
collaboration, open source and social product development will be discussed in the context of advanced distributed and
collaborative product creation. The purpose of the book is threefold: (1) to provide decision makers in industry with a solid base for
strategic design and manufacturing-related process re-organization; (2) to provide researchers and scientist with the state-of-theart from an academic perspective as well as a research agenda aimed at advancing the theoretical foundations of the field and (3)
to serve as supplementary reading in design and manufacturing-related courses at universities and technical colleges.
This book gathers papers presented at the 22nd International Conference on Interactive Collaborative Learning (ICL2019), which
was held in Bangkok, Thailand, from 25 to 27 September 2019. Covering various fields of e-learning and distance learning, course
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and curriculum development, knowledge management and learning, real-world learning experiences, evaluation and outcomes
assessment, computer-aided language learning, vocational education development and technical teacher training, the
contributions focus on innovative ways in which higher education can respond to the real-world challenges related to the current
transformation in the development of education. Since it was established, in 1998, the ICL conference has been devoted to new
approaches in learning with a focus on collaborative learning. Today, it is a forum for sharing trends and research findings as well
as presenting practical experiences in learning and engineering pedagogy. The book appeals to policymakers, academics,
educators, researchers in pedagogy and learning theory, school teachers, and other professionals in the learning industry, and
further and continuing education.
Makers, Crafters, Educators brings the do-it-yourself (DIY) ethos of maker and crafter movements into educational environments,
and examines the politics of cultural change that undergird them. Addressing making and crafting in relation to community and
schooling practices, culture, and place, this edited collection positions making as an agent of change in education. In the volume’s
five sections—Play and Hacking, Access and Equity, Interdependence and Interdisciplinarity, Cultural and Environmental
Sustainability, and Labor and Leisure—authors from around the world present a collage of issues and practices connecting object
making, participatory culture, and socio-cultural transformation. Offering gateways into cultural practices from six continents, this
volume explores the participatory culture of maker and crafter spaces in education and reveals how community sites hold the
promise of such socio-cultural transformation.
This book includes papers presented at the International Conference "Educational Robotics in the Maker Era -- EDUROBOTICS
2020", Online, February 2021. The contributions cover a variety of topics useful for teacher education and for designing learning
by making activities for children and youth, with an emphasis on modern low-cost technologies (including block-based
programming environments, Do-It-Yourself electronics, 3D printed artifacts, the use of intelligent distributed systems, the IoT
technology, and gamification) in formal and informal education settings. This collection of contributions (17 chapters and 2 short
papers) provides researchers and practitioners the latest advances in educational robotics in a broader sense focusing on science,
technology, engineering, arts, and mathematics (STEAM) education. Teachers and educators at any school level can find insights
and inspirations into how educational robotics can promote technological interest and 21st-century skills: creativity, critical thinking,
team working, and problem-solving with special emphasis on new emerging making technologies.
This book includes papers presented at the International Conference “Educational Robotics 2016 (EDUROBOTICS)”, Athens,
November 25, 2016. The papers build on constructivist and constructionist pedagogy and cover a variety of topics, including
teacher education, design of educational robotics activities, didactical models, assessment methods, theater robotics,
programming & making electronics with Snap4Arduino, the Duckietown project, robotics driven by tangible programming, Lego
Mindstorms combined with App Inventor, the Orbital Education Platform, Anthropomorphic Robots and Human Meaning Makers in
Education, and more. It provides researchers interested in educational robotics with the latest advances in the field with a focus on
science, technology, engineering, arts and mathematics (STEAM) education. At the same time it offers teachers and educators
from primary to secondary and tertiary education insights into how educational robotics can trigger the development of
technological interest and 21st century skills in STEAM education (creative thinking, team working, problem solving).
One of the most important issues businesses face is how to adapt to changing operational and administrative processes.
Globalization and high competition highlight the importance of technological innovation and its contribution to the organizational
performance of businesses. Technological Developments in Industry 4.0 for Business Applications is a collection of innovative
research on the methods and applications of developing new services related to industrial processes in order to improve
organizational well-being. It also looks at the technological, organizational, and social aspects of Industry 4.0. Highlighting a range
of topics including enterprise integration, logistic models, and supply chain, this book is ideally designed for computer engineers,
managers, business and IT professionals, business researchers, and post-graduate students seeking current research on the
evolution and development of business applications in the modern industry era.
This is an ideal resource for joining the maker movement, no matter the size of your public library or resource level. • Explains why
the maker movement and libraries are a perfect match • Includes makerspace ideas and programs for all ages, not just teens •
Written by authors with personal experience creating maker programming in a short amount of time with a limited budget •
Supplies ideas and anecdotes from makerspaces and innovators across the United States that will inspire staff at all levels
Over the last few years, increasing attention has been focused on the development of children’s acquisition of 21st-century skills
and digital competences. Consequently, many education scholars have argued that teaching technology to young children is vital
in keeping up with 21st-century employment patterns. Technologies, such as those that involve robotics or coding apps, come at a
time when the demand for computing jobs around the globe is at an all-time high while its supply is at an all-time low. There is no
doubt that coding with robotics is a wonderful tool for learners of all ages as it provides a catalyst to introduce them to
computational thinking, algorithmic thinking, and project management. Additionally, recent studies argue that the use of a
developmentally appropriate robotics curriculum can help to change negative stereotypes and ideas children may initially have
about technology and engineering. The Handbook of Research on Using Educational Robotics to Facilitate Student Learning is an
edited book that advocates for a new approach to computational thinking and computing education with the use of educational
robotics and coding apps. The book argues that while learning about computing, young people should also have opportunities to
create with computing, which have a direct impact on their lives and their communities. It develops two key dimensions for
understanding and developing educational experiences that support students in engaging in computational action: (1)
computational identity, which shows the importance of young people’s development of scientific identity for future STEM growth;
and (2) digital empowerment to instill the belief that they can put their computational identity into action in authentic and
meaningful ways. Covering subthemes including student competency and assessment, programming education, and teacher and
mentor development, this book is ideal for teachers, instructional designers, educational technology developers, school
administrators, academicians, researchers, and students.
The roles that media play in the lives of children and adolescents, as well as their potential implications for their cognitive,
emotional, social and behavioral development, have attracted growing research attention in a variety of disciplines. The Routledge
International Handbook of Children, Adolescents and Media analyses a broad range of complementary areas of study, including
children as media consumers, children as active participants in media making, and representations of children in the media. The
handbook presents a collection that spans a variety of disciplines including developmental psychology, media studies, public
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health, education, feminist studies and the sociology of childhood. Essays provide a unique intellectual mapping of current
knowledge, exploring the relationship of children and media in local, national, and global contexts. Divided into five parts, each
with an introduction explaining the themes and topics covered, the handbook features 57 new contributions from 71 leading
academics from 38 countries. Chapters consider vital questions by analyzing texts, audience, and institutions, including: the role of
policy and parenting in regulating media for children the relationships between children’s’ on-line and off-line social networks
children’s strategies of resistance to persuasive messages in advertising media and the construction of gender and ethnic
identities The Handbook’s interdisciplinary approach and comprehensive, international scope make it an authoritative, state of the
art guide to the nascent field of Children’s Media Studies. It will be indispensable for media scholars and professionals, policy
makers, educators, and parents.
Computers and electronic technology have gotten so small and portable that they can be woven into the fabric we wear. Readers
will discover new processes, integrate visual information with text, and learn technical word meanings as they find out how makers
are creating interesting new inventions from e-textiles. They will also discover how to make their own e-textile devices with a
variety of fun activities.
From a general perspective, as well as in scientific practice, technology and society are viewed as two distinct entities. Related to
this view are the assumption that technology and human experience are quite different and unconnected and the idea that
modernity has uprooted, de-contextualised, and disembodied technical rationality. Adopting a contrary approach, this book
represents a theoretical exploration to show that, in the domain of technological development, there are significant margins for
manoeuvre in which to recuperate and valorise human and social action, in order to envisage a better democratisation of
technology. Primary focus is placed on open source, as potentially paving the way to a new participatory model of technology. This
model makes so-called ‘technical code’ an open entity in which it is possible to realise creative processes, including those of reappropriation designed to re-invent used technologies.
The integration of technology has become so deeply rooted into modern society that the upcoming generation of students has
never known a world without such innovations. This defining trait calls for an examination of effective methods in which to support
and motivate these learners. The Handbook of Research on Engaging Digital Natives in Higher Education Settings focuses on the
importance of educational institutions implementing technology into the learning and teaching process in order to prepare for
students born into a digital world. Highlighting relevant issues on teaching strategies and virtual education, this book is a pivotal
reference source for academicians, upper-level students, practitioners, and researchers actively involved in higher education.
"This 10-volume compilation of authoritative, research-based articles contributed by thousands of researchers and experts from all
over the world emphasized modern issues and the presentation of potential opportunities, prospective solutions, and future
directions in the field of information science and technology"--Provided by publisher.
Index - Indice OPENING SESSION Welcome address Alessandra Briganti Universities: the twin challenges of fiscal austerity and
technological change Rainer Masera The impact of the crisis on the structure of higher education systems Andrea Gentile
Adoption of good practices in bad economic times: support of workplace learning of electronics engineering students through
social web George Liodakis, Ioannis O. Vardiambasis, Nikos Lymberakis, Ioannis A. Kaliakatsosa MOOCS: A REVOLUTION IN
THE MAKING How MOOCs present massive opportunities for research on learning Gary W. Matkin MODERNIZING NATIONAL
AND REGIONAL POLICY FRAMEWORKS Analytical study on online communication tools within e-learning systems Mohammad
Khair Abu Qdais, Jehad Al-Sadi Beyond the tipping point: American higher education in transition Craig D. Swenson
PEDAGOGICAL INNOVATION IN COURSE DESIGN AND DELIVERY Mobile MBA: Attempting to improve learning outcomes and
reduce length of studies through an integrative approach Wolfram Behm Teaching algorithm in adaptive e-learning Blanka
Czeczotkova, Tatiana Prextová Digital video, presence and pedagogy Patrick Carmichael Ontology based learner-centered smart
e-learning system Yeong-Tae Song, Kyungeun Park, Yongik Yoon HIGHER EDUCATION IN A TIME OF ECONOMIC CRISIS
UCD Flexible third level education for unemployed in a time of economic crisis Eleni Mangina, Paul Evans, Lorraine McGinty
Individualisation and diversification of higher education systems for mastering the challenges of the critical issues of the
globalization Helge Gerischer, Christian-Andreas Schumann, Claudia Tittmann, Jana Weber, Feng Xiaoo Challenging the firewalls
of the mind: opportunities for universities to overcome the constraints of austerity Charlotte Fregona AUGMENTED REALITY
APPLICATIONS: ENGAGING MINDS Antigravitational rotate live-scene as tridimensional, multiagent and cognitive educational
space Maria D'Ambrosio SOCIAL IMPLICATIONS OF DISTANCE LEARNING Mentoring teaching skills within the context of open
distance learning Hettie Van Der Merwe SOCIAL NETWORKING TOOLS FOR DISTANCE LEARNING: WORTHWHILE OR
WORTH FORGETTING? Using a social computing platform to train cultural mediators Achilles Kameas The implementation
framework of social media for distance learners in Africa Nazarene University Mary Ooko, Collins Oduor THE IMPORTANCE OF
IMPROVING QUALITY WHILST REDUCING COSTS Quality in online education: using a formal quality model Robert W.
Robertson Quality Assurance in times of crisis: example of Croatian Agency for Science and Higher Education Jasmina Havranek,
Sandra Bezjak OPEN EDUCATIONAL RESOURCES AS TOOL TO EQUALIZE ACCESS TO KNOWLEDGE Open education:
commercial or social model Sergio Martinez Martinez MODERNIZING NATIONAL AND REGIONAL POLICY FRAMEWORK
Competency-based education: leveraging educational technology to support emerging economic demands Margaret Korosec,
Paul Bacsich CONCLUSIONS GUIDE towards the future Laura Ricci CONTRIBUTORS GENERAL INDICATIONS FOR THE
AUTHORS
The COVID-19 pandemic has shed light on how much humans rely, more than ever before in our history, on technology. While
technology in its simplest definition is the use of a tool for a practical purpose, in the last three decades, educators can confidently
say it has revolutionized how information is communicated and accessed. Most importantly, educators who had to recently shift
their classes online understood the important role of technology to stay connected and instruct students remotely. There are many
different facets of technology in today's classrooms and ideas on where educators are headed in preparing their students for a
technology-rich world. With new technologies being constantly developed and new scenarios rising to the surface in the
educational environment, the future of technology in the classroom is widespread, consistently growing, and always advancing
with more technological reliance. Emerging Realities and the Future of Technology in the Classroom provides an understanding on
how technology is integrated into today's classroom and how institutions can be further informed of the importance of technology in
today's world. This book examines a variety of pertinent topics that look at the present and future potential roles of technology in
the classroom. While highlighting topics such as STEM in online education, leadership and technology, new instructional models in
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online learning, and gaming in education, this book is essential for teachers across all disciplines and in higher education and
K-12, school administrators, principals, instructional designers, librarians, media specialists, educational software developers,
educational technologists, IT specialists, practitioners, researchers, academicians, and students interested in the current status of
technology in the classroom and its potential role in education for the years ahead.
This book presents research on the effects and effectiveness of ICT applications in lifelong learning in relation to digital competences of
educators. It sketches recent and future evolutions in higher education, explores whether universities have adjusted policies and business
models in line with the rapid development of ICT technologies, and analyses whether the adjustments made are merely cosmetic or truly
future-proof. The book specifically deals with such topics as digital competencies of teaching staff, the development and implementation of
MOOCs and other E-learning tools, virtual classrooms, online tutoring, and collaborative learning. It presents case studies of innovative
master’s programmes, projects and methods, and processes of standardization and validation used in various countries as illustrations. The
book explains the rapid transition of the knowledge society to the "society of global competence" and shows the necessity of an active
implementation of innovative forms and effective methods of education, and above all, distance learning at all levels of education.
How to optimize educational spaces and teaching practices for more effective learning Author David Thornburg, an award-winning futurist
and educational consultant, maintains that in order to engage all students, learning institutions should offer a balance of Campfire spaces
(home of the lecture), Watering Holes (home to conversations between peers), Caves (places for quiet reflection), and Life (places where
students can apply what they've learned). In order to effectively use technology in the classroom, prepare students for future careers, and
incorporate project-based learning, all teachers should be moving from acting as the "sage on the stage" to becoming the "guide on the side."
Whether you are a school administrator interested in redesigning your school or a teacher who wants to prepare better lessons, From the
Campfire to the Holodeck can help by providing insight on how to: Boost student engagement Enable project-based learning Incorporate
technology into the classroom Encourage student-led learning From the Campfire to the Holodeck is designed to help schools move from
traditional lecture halls (Campfires) where students just receive information to schools that encourage immersive student-centered learning
experiences (Holodecks).
What is a 21st Century Brand? How is it changing? What is critical now? What are the new mantras and principles? What are the new ideas
for how to do it? What do you believe and what would you do therefore? This book features 20 of the best papers produced during the 10
years of The IPA Excellence Diploma. Each is a fresh, original and uniquely personal perspective from the new generation of leaders across
creative, media and digital agencies. Produced in partnership with internationally recognised advertising body, the IPA, they are accompanied
by commentary from leading industry thinkers including Stephen Woodford, Mark Earls, David Wilding and Ian Priest, and edited by Nick
Kendall. Together they offer you multiple perspectives and the opportunity for you to challenge yourself to consider what you believe.
Structured as 20 provocations written in the form of 'I believe... and therefore...', the essays are organised into three sections: - What is a
brand? - How should we engage to build them? - How should we organise to deliver? Highlighting that today's most successful agencies are
those which are embracing the new ways in which we consume content, What is a 21st Century Brand? delivers cutting-edge thinking across
all areas of advertising practice. If you want to take time to think about the real fundamentals of what we do as a business -create and build
brands- this book will be all the stimulation you would want.
The book presents a discussion on education of sciences, through a technological view shown in the works of a variety of authors from
different countries. It's a differentiated conception of scientific education bringing renowned authors who discuss from teacher formation to the
inclusion of new technologies into education. We are proud to say that the themes discussed in the book are up to date and also of scientific
interest in many countries, as seen by the collaborating authors who come from many parts of the world. The scientific discussion becomes
evident through the effort of the authors in participating in this book that will serve as a reference for future research for those who want to
develop modern educational approaches.
The Arduino is a small inexpensive computer that can be used to build and program almost anything a maker can imagine. Readers will
discover new processes, integrate visual information with text, and learn technical word meanings as they read the history of the Arduino and
see how makers have put it to use in their inventions. They will also find out how to set up and program their own Arduino devices.
The book includes studies presented at the ATEE Spring Conference 2017 on emerging trends in the use of technology in educational
processes, the use of robotics to facilitate the construction of knowledge, how to facilitate learning motivation, transformative learning, and
innovative educational solutions. Chapters here are devoted to studies on the didactic aspects of technology usage, how to facilitate learning,
and the social aspects affecting acquisition of education, among others. This volume serves as a basis for further discussions on the
development of educational science, on topical research fields and practical challenges. It will be useful to scientists in the educational field
who wish to get acquainted with the results of studies conducted in countries around the world on emerging educational issues. Moreover,
teachers who need to implement into practice the newest scientific findings and opinions and future teachers who need to acquire new
knowledge will also find this book useful.
This book brings together researchers from Israel and Canada to discuss the challenges today's teachers and teacher?educators face in their
practice. There is a growing expectation that the 21st century STEM teachers re?examine their teaching philosophies and adjust their
practices to reflect the increasing role of digital technologies. This expectation presents a significant challenge to teachers, who are often
asked to implement novel technology?rich pedagogies they did not have a chance to experience as students or become comfortable with. To
exacerbate this challenge, the 21st century teachers function not only in a frequently?changing educational reality manifested by continuous
reforms, but are also bombarded by often contradictory and competing demands from the legislators, administrators, parents, and students.
How do we break the vicious circle of reforms and support STEM teachers in making a real change in student learning? This book is unique
for at least three reasons. First, it showcases research situated in Israel and Canada that examines the challenges today's teachers and
teacher?educators face in their practice. While the governments of both countries emphasize STEM education, their approaches are different
and thus provide for interesting comparisons. Second, in addition to including research-based chapters, prominent scholars discuss the
contributions in each of the book sections, problematizing the issues from a global perspective. Third, technology has a potential to empower
teachers in this era of change, and this book provides the unique insights from each country, while allowing for comparisons, discussing
solutions, and asking new questions. This book will be of interest to all involved in STEM teacher education programs or graduate programs
in education, as well as to educational administrators interested in implementing technology in their schools.
While the growth of computational thinking has brought new awareness to the importance of computing education, it has also created new
challenges. Many educational initiatives focus solely on the programming aspects, such as variables, loops, conditionals, parallelism,
operators, and data handling, divorcing computing from real-world contexts and applications. This decontextualization threatens to make
learners believe that they do not need to learn computing, as they cannot envision a future in which they will need to use it, just as many see
math and physics education as unnecessary. The Handbook of Research on Tools for Teaching Computational Thinking in P-12 Education is
a cutting-edge research publication that examines the implementation of computational thinking into school curriculum in order to develop
creative problem-solving skills and to build a computational identity which will allow for future STEM growth. Moreover, the book advocates
for a new approach to computing education that argues that while learning about computing, young people should also have opportunities to
create with computing, which will have a direct impact on their lives and their communities. Featuring a wide range of topics such as
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assessment, digital teaching, and educational robotics, this book is ideal for academicians, instructional designers, teachers, education
professionals, administrators, researchers, and students.
Dimensions and Emerging Themes in Teaching Practicum establishes a forum to identify the characteristics of good practices of teaching
practicum and debates key concepts and emerging themes in the field. The book takes a closer look at practicum from various dimensions
and aims to obtain a deeper understanding of how it is perceived and whether the stakeholders in the practicum triad –university based
teacher educators, pre-service teachers and school-based mentor teachers – share a common view in the same context. It provides
opportunities for personal and professional growth for teacher candidates and an increased familiarity with international employment settings.
With contributions throughout from the USA, UK, Germany, Australia, Finland, Norway and Turkey, the book begins with a critical review of
teaching practicum studies and goes on to consider such important topics as: pre-service teachers’ views of developing professional
practice, virtual tools for teacher training, internationalization and creativity in teacher education programs. The book clarifies these key
issues from the lens of research and practice by taking a closer look at practicum from various angles including new trends and practices as a
response to changing needs in teacher education. Dimensions and Emerging Themes in Teaching Practicum will be of great interest to
researchers and students in the teacher education field and will also appeal to teacher educators, policy makers in education and pre-service
teachers.
Aging populations are a major consideration for socio-economic development in the early 21st century. This demographic change is mainly
seen as a threat rather than as an opportunity to improve the quality of human life. Aging population is taking place in every continent of the
world with Europe in the least favourable situation due to its aging population and reduction in economic competitiveness. Economic
Foundations for Creative Aging Policy offers public policy ideas to construct positive answers for ageing populations. This exciting new
volume searches for economic solutions that can enable effective social policy concerning the elderly. Klimczuk covers theoretical analysis
and case study descriptions of good practices, to suggest strategies that could be internationally popularised.
"...a must-read text that provides a historical lens to see how ubicomp has matured into a multidisciplinary endeavor. It will be an essential
reference to researchers and those who want to learn more about this evolving field." -From the Foreword, Professor Gregory D. Abowd,
Georgia Institute of Technology First introduced two decades ago, the term ubiquitous computing is now part of the common vernacular.
Ubicomp, as it is commonly called, has grown not just quickly but broadly so as to encompass a wealth of concepts and technology that
serves any number of purposes across all of human endeavor. While such growth is positive, the newest generation of ubicomp practitioners
and researchers, isolated to specific tasks, are in danger of losing their sense of history and the broader perspective that has been so
essential to the field’s creativity and brilliance. Under the guidance of John Krumm, an original ubicomp pioneer, Ubiquitous Computing
Fundamentals brings together eleven ubiquitous computing trailblazers who each report on his or her area of expertise. Starting with a
historical introduction, the book moves on to summarize a number of self-contained topics. Taking a decidedly human perspective, the book
includes discussion on how to observe people in their natural environments and evaluate the critical points where ubiquitous computing
technologies can improve their lives. Among a range of topics this book examines: How to build an infrastructure that supports ubiquitous
computing applications Privacy protection in systems that connect personal devices and personal information Moving from the graphical to
the ubiquitous computing user interface Techniques that are revolutionizing the way we determine a person’s location and understand other
sensor measurements While we needn’t become expert in every sub-discipline of ubicomp, it is necessary that we appreciate all the
perspectives that make up the field and understand how our work can influence and be influenced by those perspectives. This is important, if
we are to encourage future generations to be as successfully innovative as the field’s originators.
This book focuses on selected best practices for effective active learning in Higher Education. Contributors present the epistemology of active
learning along with specific case studies from different disciplines and countries. Discussing issues around ICTs, collaborative learning,
experiential learning and other active learning strategies.
Technology has dramatically changed the way in which knowledge is shared within and outside of traditional classroom settings. The
application of fuzzy logic to new forms of technology-centered education has presented new opportunities for analyzing and modeling learner
behavior. Fuzzy Logic-Based Modeling in Collaborative and Blended Learning explores the application of the fuzzy set theory to educational
settings in order to analyze the learning process, gauge student feedback, and enable quality learning outcomes. Focusing on educational
data analysis and modeling in collaborative and blended learning environments, this publication is an essential reference source for
educators, researchers, educational administrators and designers, and IT specialists. This premier reference monograph presents key
research on educational data analysis and modeling through the integration of research on advanced modeling techniques, educational
technologies, fuzzy concept maps, hybrid modeling, neuro-fuzzy learning management systems, and quality of interaction.
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