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With headlines full of scandals involving CEOs and billion dollar deals, names such as Enron, WorldCom, and Qwest echo through Wall
Street where investors are more than a little skittish. So what happens on the other side of the business world the world of startup companies
and entrepreneurs? Computer scientist and author Michael Neal provides a glimpse into this world as two young entrepreneurs navigate their
way through the complex maze of venture capitalists and professional managers.
Writing Interactive Fiction with Twine: Play Inside a Story If you’ve ever dreamed about walking through the pages of a book, fighting
dragons, or exploring planets then Twine is for you. This interactive fiction program enables you to create computer games where worlds are
constructed out of words and simple scripts can allow the player to pick up or drop objects, use items collected in the game to solve puzzles,
or track injury in battle by reducing hit points. If you’ve clicked your way through 80 Days, trekked through the underground Zorkkingdom, or
attempted to save an astronaut with Lifeline, you’re already familiar with interactive fiction. If not, get ready to have your imagination
stretched as you learn how to direct a story path. The best part about interactive fiction stories is that they are simple to make and can serve
as a gateway into the world of coding for the nonprogrammer or new programmer. You’ll find expert advice on everything from creating vivid
characters to building settings that come alive. Ford’s easy writing prompts help you get started, so you’ll never face a blank screen. Her
“Try It Out” exercises go way beyond the basics, helping you bring personal creativity and passion to every story you create! · Get familiar
with the popular Twine scripting program · Learn how to design puzzles · Build your own role-playing game with stat systems · Maintain an
inventory of objects · Learn game design and writing basics · Change the look of your story using CSS and HTML · Discover where you can
upload your finished games and find players
Integrate interactive whiteboard technology into your instruction using SMART Notebook software and engage your Grade 5 students with fun
activities that feature touch-screen technology! Designed to support existing content-area lessons with standards-based, interactive activities,
this resource is teacher-friendly, based on research, and easy to use. The 128-page book includes 30 easy-to-follow activities and a
Resource CD with templates and examples.
This first book in a new vocabulary series makes vocabulary fun and accessible by incorporating interactive exercises and high interest
reading, with topics ranging from movies to books and from personalities to politics. The readings keep readers interested while showing how
vocabulary is used in the context of a larger reading passage. An accompanying interactive CD-ROM features an audio component to aid in
pronunciation and interactive exercises. Thematic readings open every chapter, making the material interesting and engaging. In addition,
two of the chapters focus on word parts. For English majors and anyone interested in vocabulary.
Are you a drama student looking for other ways to practice in your field? Do you teach drama students, or, as a teacher, want to enliven your
lessons? Are you an actor who wants to diversify your role repertoire? Are you a therapist who uses active approaches to promote your
clients' creative potentials? Are you wanting to be involved in a meaningful form of social action? This is the book for you!Thirty-two
innovators share their approaches to interactive and improvisational drama, applied theatre, and performance, for education, therapy,
recreation, community-building, and personal empowerment. You are holding the only book that covers the full range of dynamic methods
that expand the theatre arts into new settings where many more people can participate in and enjoy the process of non-scripted
drama.Drama is a great field! There are many ways to enjoy this activity other than by having to memorize scripts and preparing a
performance for an audience. There are ways that are more playful, and types of drama in which the audience become co-actors. This
present book is unique in offering ways for participants to become more spontaneous and involved.
Martin Wilde's cutting-edge exploration of the creative potential of game audio systems addresses the latest working methods of those
involved in creating and programming immersive, interactive and non-linear audio for games. The book demonstrates how the game
programmer can create an software system which enables the audio content provider (composer/sound designer) to maintain direct control
over the composition and presentation of an interactive game soundtrack. This system (which is platform independent) is described step-bystep in Wilde's approachable style with illuminating case studies, all source codes for which are provided on the accompanying CD-Rom
which readers can use to develop their own audio engines. As a programmer with experience of developing sound and music software
engines for computer game titles on a multitude of platforms who is also an experienced musician, Martin Wilde is uniquely placed to address
individuals approaching game audio from various levels and areas of expertise. Game audio programmers will learn how to achieve enable
even better audio soundtracks and effects, while musicians who want to capitalise on this shift in roles will gain a greater appreciation of the
technical issues involved, so enhancing their employment prospects. Students of game design can practice these skills by building their own
game audio engines based on the source code provided. * Learn from an expert: the author brings a unique perspective to this subject from
his experience as both a programmer and a musician * Develop your own game audio engines: the book and accompanying CD-ROM
provide easy-to-follow instructions and coding which you can apply to your own game and multi-media projects * Keep up with the latest
working practices in this rapidly evolving industry with this essential guide for both game audio programmers and audio artists
First published in 2000. Routledge is an imprint of Taylor & Francis, an informa company.
As an industry, interactive is different. The work entails elements of software development, marketing, and advertising, yet it’s neither purely
technical nor traditional “agency” work. Delivery methods are different, and because the industry is relatively new, the gap in understanding
between the clients buying the work and the teams building it is often wide. Enter the geek girls guide. Nancy Lyons and Meghan Wilker
don’t just tell you how to deliver digital work, they demonstrate how to think about it. Interactive Project Management: Pixels, People, and
Process helps clients, agencies, and industry professionals better understand the critical role of interactive project management, and
presents a collaborative, people-focused approach to delivering high-quality digital work. In this book, the authors: Define the unique
characteristics of interactive projects Explain the importance of emotional intelligence in the workplace Discuss communication techniques
that help teams work together more efficiently Outline a process and specific deliverables that clarify how to think about critical aspects of a
project Provide questions, tasks, tips, and advice that effectively move teams from initiation to launch
Video games have become the world's largest leading cultural product. Though disputed in the past, the narrative qualities of video games
have finally secured distinction in the realm of art. This is especially true for interactive games. Writing an Interactive Story will help the reader
in navigating the creation process of interactive scripts, in addition to discovering behind the scenes narrative choices of renowned games,
and will help you to harness your inner creativity. Guided by master interactive scriptwriters, the text presents its content in the form of a
unique writing workshop. With interactive game writing, the player becomes the star of the work. Thanks to this method of storytelling, the
morals of the game become resonant. This is because the weight of the narrative’s choices and consequences rest fully upon the player. It's
the ultimate narrative. Whether you are a video game enthusiast, student, or professional, discover how to create a more immersive
personalized experience than ever before and give your players the opportunity to write their own destiny through their choices. The methods,
strategies, and secrets of this new art await you. Features exclusive interviews with: David Cage – BAFTA Award for Best Story – Heavy Rain
Jean-Luc Cano - BAFTA Award for Best Story – Life Is Strange Joe Penny, David Bowman – Telltale’s The Wolf Among Us, The Walking
Dead Benjamin Diebling – Beyond Two Souls, Detroit: Become Human Erwan Le Breton – Ubisoft Thomas Veauclin– The Council Fibre Tigre
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– Out There
This book draws on theories of second language acquisition (SLA) to illustrate how interactive white board technology can be exploited to
support language acquisition. It examines interaction, collaboration and negotiation of meaning and focus on form in the communicative
language classroom in primary, secondary and vocational schools. In recent years new technologies have been incorporated into second and
foreign language education as tools for implementing teaching methodologies. IWBs have established their role in the field of computerassisted language learning (CALL) and are an effective and inspiring tool which motivates both teachers and learners. Although the number
of IWBs in classrooms has rapidly increased over the past decade in many parts of the world, teacher training materials and pedagogical
support for the design, evaluation and implementation of IWB-based materials in the foreign language classroom has not kept pace.
Research also shows that language teachers do not always use IWBs in pedagogically sound ways. There is a real need for the development
of training models and examples of good practice which can support teachers in developing the necessary competencies for exploiting the
IWB in ways consistent with current theories of language teaching pedagogy.This book provides that best practice and gives a full account of
in-depth research in an accessible manner.
Interactive storytelling is the basis for any game, and Twine gives users the tools to make their own choose-your-own-path games. Starting
with the basics of storytelling, moving to Parsely games, and finally exploring Twine, readers will learn the ins and outs of making fun and
engaging story-based games. The hands-on activities in this remarkable resource are uniquely designed to teach readers the basics of
computational thinking, variables, and the Harlowe programming language, all while having fun making a game online.
Make role plays, games, discussions, and other interactive exercises effective in distance learning. Case studies and an action list with
resources get you started.
Increase student learning in the inquiry-based science classroom! Interactive notebooks allow students to record observations, reflect on
learning, and self-assess their work. Packed with student examples, this detailed guide explains the unique features that make interactive
notebooks more effective tools than conventional notebooks for science classrooms. This resource: Describes the nuts and bolts of
implementing interactive notebooks, including execution, time management, and grading Uses the 5E Learning Cycle as the framework for
science instruction Emphasizes the importance of writing in science and provides strategies for modeling effective writing Explores strategies
to encourage collaborative student inquiry and foster whole-class discussions
This publication presents the papers discussed at the Latin American Forum on Ensuring Transparency and Accountability in the Public
Sector that took place on 5-6 December 2001. The Forum approved policy recommendations that reflect the shared experience of Member
countries of the OECD and the OAS.

This book provides the practical information you need to make the transition from traditional "vocational" education programs to
the new approaches to career and technical education. It shows you how to organize your schools around relevant career majors
using a variety of evolving school formats such as Career Major programs, Tech Prep programs, Academies, and Magnet Schools.
-- Descriptions of actual programs in action give teachers exposure to real situations in real settings.
Moving you from job seeker to job finder, Owens/Kadakia's bestselling YOUR CAREER: HOW TO MAKE IT HAPPEN, 10th
edition, equips you with the tips, tools and step-by-step instructions to land an ideal job now and at every stage of your career.
Marketing yourself to prospective employers can be overwhelming, so the authors break it down into small chunks that build your
skills -- and confidence -- one chapter at a time. Real-life stories help you relate to chapter content, while clear instructions guide
you through self-assessment, employer research, networking, resume writing, successful interviewing and more. Helping you build
a strong foundation for current and future job searches, YOUR CAREER gives you the tools to stand out as a strong candidate for
jobs, gain a competitive advantage in the workplace and reach your career potential. Important Notice: Media content referenced
within the product description or the product text may not be available in the ebook version.
Provides an analysis of virtual communities, explaining their lifecycle in terms of maturity-based models and workflows.
With the Adobe Creative Suite 6 release, Adobe has transformed InDesign into a layout program not only just for print, but also for
the web and for tablet devices like the iPad. ADOBE INDESIGN CS6 INTERACTIVE: DIGITAL PUBLISHING FOR THE
INTERNET AND THE IPAD is a brand new text that goes the full distance to teach readers how to use InDesign's newest
interactive features. Filled with in-depth lessons that teach readers how to create real web sites with video, sound, hyperlinks,
animation and complex interactivity, this text gives a hands-on lessons approach to demonstrate the process of registering a URL,
purchasing hosting, and uploading files to create a web site. In addition to the web, this revolutionary book teaches readers how to
create layouts for the iPad, upload to the iPad, and create unique downloadable apps. Using ADOBE INDESIGN CS6
INTERACTIVE, any designer who is proficient with InDesign can create publications for the entire interactive world to see! The
Data Files used to complete the projects found in the book are now available online. For access information please refer to the
directions available in the preface of the book. Important Notice: Media content referenced within the product description or the
product text may not be available in the ebook version.
This book constitutes the refereed proceedings of the 5th International Conference on Entertainment Computing, ICEC 2006. The
17 revised full papers, 17 revised short papers and 28 poster papers presented together with one keynote paper were carefully
reviewed and selected. The papers are organized in topical sections on agents, cultural and psychological metrics, transforming
broadcast experience, culture, place, play, display technology, authoring tools, object tracking, edutainment, and network games.
Integrate interactive whiteboard technology into your instruction and engage your students with fun activities that are designed
using Promethean ActivInspire software and perfect for touch-screen technology! Designed to support existing content-area
lessons with standards-based, interactive activities, this resource is teacher-friendly, based on research, and easy to use. The
128-page book includes 30 easy-to-follow activities and a Resource CD with templates and examples. This resource is correlated
to the Common Core State Standards, is aligned to the interdisciplinary themes from the Partnership for 21st Century Skills, and
supports core concepts of STEM instruction. 128pp. + CD

This book is about conscious learning, the kind of learning that enables students to assess the current level and quality of
their language performance and then work to improve that performance deliberately, enthusiastically, and with
commitment.
Team Leaders, facilitators, managers and anyone that leads teams will appreciate the ease in which this book is
organized and written. Checklists, tables and illustrations are interwoven with Tony's practical experiences and
observations making this book extremely relevant to the dynamics of team leadership in 2011.
Universal Design, Design for All and Inclusive Design are all aimed at dismantling physical and social barriers to inclusion
in all areas of life. Engagement in universal design is on the increase worldwide as practitioners and researchers explore
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creative and desirable solutions to shape the future of universal design products and practices. This book is a collection
of the papers presented at UD2014, the International Conference on Universal Design, held in Lund, Sweden, in June
2014. The conference offered a creative and diverse meeting place for all participants to exchange knowledge,
experiences and ideas, and to build global connections and creative networks for future work on universal design. The
themes of UD2014 span many aspects of societal life, and the papers included here cover areas as diverse as
architecture, public transport, educational and play environments, housing, universal workspaces, and the Internet of
things, as well as designs and adaptations for assistive technology. The book clearly demonstrates the breadth of
universal design and its ongoing adoption in societies all over the world, and will be of interest to anyone whose work
involves building a more inclusive environment for all.
You've taken your introduction to evaluation course and are about to do your first evaluation project. Where do you
begin? Interactive Evaluation Practice: Managing the Interpersonal Dynamics of Program Evaluation helps bridge the gap
between the theory of evaluation and its practice, giving students the specific skills they need to use in different
evaluation settings. Jean A. King and Laurie Stevahn present readers with three organizing frameworks (derived from
social interdependence theory from social psychology, evaluation use research, and the evaluation capacity building
literature) for thinking about evaluation practice. These frameworks help readers track the various skills or strategies to
use for distinctive evaluation situations. In addition, the authors provide explicit advice about how to solve specific
evaluation problems. Numerous examples throughout the text bring interactive practice to life in a variety of settings.
This cutting-edge sourcebook for teachers provides a comprehensive vision of effective second language teaching and
explores ways to create meaningful interaction leading to emergent participatory language teaching. The fourth edition of
Making It Happen presents a cyclic approach to theory and practice, in which theory and practice constantly inform each
other. Features Strategies for teaching children, adolescents, and adults from beginning to advanced levels Am
emphasis on peer- and self-evaluation in simulated and real classrooms A practical reservoir for teachers as they
develop their own methodologies and local practice Discussions of issues critical to program development, lesson
design, materials selection, video use, teacher research, and professional development (including SIOP) Case studies
from kindergarten through university level to stimulate professional dialog New to This Edition Separate chapters on
implicit/explicit teaching and on sociocultural/cognitive synthesis Sections on form-focus strategies, World Englishes,
research directions, corpus analysis, dialogical assessment, and the Acoma heritage language program Updated
research that reflects influential thinking for the 21st century Also by Patricia A. Richard-Amata (with Marguerite Ann
Snow): Academic Success for English Language Learners: Strategies for K-12 Mainstream Teachers
Integrate interactive whiteboard technology into your instruction using SMART Notebook software and engage your
Grade 5 students with fun activities that feature touch-screen technology! Designed to support existing content-area
lessons with standards-based, interactive activities, this resource is teacher-friendly, based on research, and easy to use.
The 128-page book includes 30 easy-to-follow activities and a Resource CD with templates and examples. This resource
is correlated to the Common Core State Standards, is aligned to the interdisciplinary themes from the Partnership for
21st Century Skills, and supports core concepts of STEM instruction.
Designed for students who want to move beyond the theoretical discussion of community and become effective agents of
change, PROMOTING COMMUNITY CHANGE, 6th Edition addresses the real-world issues facing professionals in social
work, human services, and community health. By emphasizing the role a strengthened community can play in preventing
and solving the problems commonly experienced by individuals and families, the author gives students the tools they
need to improve the lives of individual clients as well as entire communities. Students will learn to identify the issues
related to change so that they can bring clients, families, and other community members together to build a healthier
community for themselves, their families, and their neighbors. Important Notice: Media content referenced within the
product description or the product text may not be available in the ebook version.
"This book analyzes different types of virtual communities, proposing Knowledge Management as a solid theoretical ground for approaching
their management"--Provided by publisher.
The Stephen R. Covey Interactive Reader includes The 7 Habits of Highly Effective People and First Things First, explained through
infographics, videos and excerpts of teachings from his co-authored books Great Work Great Career and Predictable Results in
Unpredictable Times. For 25 years, Stephen R. Covey’s step-by-step lessons have helped millions from all walks of life lead successful and
satisfying lives. A new collection of Stephen R. Covey’s most famous work, supported with videos, explanatory infographics, self-tests and
more, is here to continue those valuable lessons.
Take control of your past, your memory, your emotions, your life! While in medical school, Dr. Augusto Cury became fascinated with the
impact a healthy mind can have on emotions and life. After many years of research and founding The Intelligence Institute, he concluded:
Every person is a genius because everyone has the power to think. Harnessing "mind power" has been scientifically proven to enhance a
person's physical, mental, and spiritual well-being. The human act of thinking is the greatest wonder of the universe. In Think, and Make It
Happen, Dr. Cury unveils the multifocal intelligence process showing readers how to master their emotions, stress, thoughts, and
relationships, as well as how to become creative thinkers and revolutionary leaders. Complete with a 12-week program, participants will learn
to apply the universal laws for quality of life to their own lives: authorship, beauty, creativity, sleep, thoughts, emotions, memory, listening,
dialogue, drive, and spirituality and celebration and start experiencing the life they desire.
South Africa has achieved a lot on its path of socio-economic transformation since the end of Apartheid in 1994. While many challenges
remain to foster inclusive growth to address the triple challenges of unemployment, poverty, and inequality, some innovative approaches
have been used to build more inclusive public institutions. These have helped to expand service delivery, strengthen quality, and improve the
lives of millions of South Africans. Although much is known about the motivation and nature of the policies and institutional changes that
drove this transformation, very little is known of the manner in which they were executed. With this book, Making It Happen, From Policies to
Implementation, we offer a selection of twelve case studies to illustrate how policies and institutions were developed and implemented to
improve specific public services. Done through interviews with senior policy makers, the book captures the how to of executing these policies
in a variety of areas including increasing budget transparency, developing an intergovernmental fiscal system, strengthening tax
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administration, developing a modern performance monitoring and evaluation system, expanding HIV/AIDS treatment, reforming the social
transfer system, strengthening statistics, creating a modern national identity system, developing a system for the management of biodiversity,
modernizing the national road network management, developing the framework for renewable energy, and the formulation of the country’s
much lauded constitution. Tracing a twenty year journey of transformation, this book places particular emphasis on recording the design of
these reforms and endeavors to shed some light on the decision-making processes. In particular, it attempts to provide insight on the tradeoffs policy makers faced, and the sequencing and complementarities among the various reforms. It finds leadership at different levels,
adoption of pragmatic and innovative solutions, and the focus on results as among the key drivers in implementing these changes. This book
is primarily intended to enhance knowledge exchange by exporting South Africa’s development experience to the world. It is a product of the
country’s Knowledge Hub, developed in partnership with the World Bank Group, to provide evidence-based solutions for enhancing service
delivery.
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