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“the smallest bookstore still contains more 
ideas of worth than have been presented in 
the entire history of television.  ”   

~Andrew roSS
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Visit the online therapy institute’s Book Store to purchase featured books and more! 
 http://www.onlinetherapyinstitute.com/bookstore/ 

learnIng onlIne wITh games, sImulaTIons, 
and vIrTual worlds: sTraTegIes for onlIne 
InsTrucTIon 
CLARK ALDRICH

Higher education institutions are increasingly delivering content 
online, but the content is often not sufficiently engaging. Learning 
online with Games, Simulations, and Virtual Worlds provides a simple 
and practical guide to identifying when and what kind of games, 
simulations, and virtual environments should be used, how to get 
them, how to deploy them, and how to measure their effectiveness. 
Using frameworks, tips, case studies, real examples, and resources, 
this cutting-edge tool will help faculty members and instructional 
designers comfortably use games, simulations, and virtual 
environments to enhance learning.

BUY NOW

undersTandIng vIrTual realITy: InTerface, 
applIcaTIon, and desIgn  
WILLIAM R. SHERMAN  AND ALAN B. CRAIG 

Understanding Virtual Reality arrives at a time when the technologies 
behind virtual reality have advanced to the point that it is possible 
to develop and deploy meaningful, productive virtual reality 
applications. The aim of this thorough, accessible exploration is to 
help you take advantage of this moment, equipping you with the 
understanding needed to identify and prepare for ways VR can be 
used in your field, whatever your field may be.  By approaching VR 
as a communications medium, the authors have created a resource 
that will remain relevant even as the underlying technologies 
evolve. You get a history of VR, along with a good look at systems 
currently in use. However, the focus remains squarely on the 
application of VR and the many issues that arise in the application 
design and implementation, including hardware requirements, 
system integration, interaction techniques, and usability. This 
book also counters both exaggerated claims for VR and the view 
that would reduce it to entertainment, citing dozens of real-world 
examples from many different fields and presenting (in a series of 
appendices) four in-depth application case studies. 

BUY NOW
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