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This journal subline serves as a forum for stimulating and disseminating innovative research ideas, theories, emerging technologies, empirical investigations, state-of-the-art methods, and tools in all different genres of Edutainment, such as Game-based Learning and Serious Games, Interactive Storytelling, Virtual Learning Environments, VR-based Education, and related fields. It will cover aspects from Educational and Game Theories, Human-Computer Interaction, Computer Graphics, Artificial Intelligence, and Systems Design. 

The first volume of this series contains a selection of outstanding contributions from Edutainment 2008, the 3rd International Conference on E-Learning and Games which took place in Nanjing, China, in June 2008. These papers are complemented by individual contributions from international experts in this field.
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An Introduction to Analog and Digital CommunicationsJohn Wiley & Sons, 2006

	An introductory course on analog and digital communications is fundamental to the undergraduate

	program in electrical engineering. This course is usually offered at the junior level.

	Typically, it is assumed that the student has a background in calculus, electronics, signals

	and systems, and possibly probability theory.
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Symbolic and Quantitative Approaches to Reasoning with Uncertainty: 11th European ConferenceSpringer, 2011

	This book constitutes the refereed proceedings of the 11th European Conference on Symbolic and Quantitative Approaches to Reasoning with Uncertainty, ECSQARU 2011, held in Belfast, UK, in June/July 2011. The 60 revised full papers presented together with 3 invited talks were carefully reviewed and selected from 108 submissions. The papers are...
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Effective Functional Verification: Principles and ProcessesSpringer, 2006
Effective Functional Verification is organized into 4 parts. The first part contains 3 chapters designed appeal to newcomers and experienced people to the field. There is a survey of various verification methodologies and a discussion of them.
The second part with 3 chapters is targeted towards people in management and...
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LINQ QuicklyPackt Publishing, 2007
This book gets you started with LINQ and shows how it will make your programming life easier by making use of new features from the .NET Framework 3.0. This book is split into seven chapters, each of which is dedicated to presenting a feature of LINQ and its usage in real-life scenarios.     Language Integrated Query (LINQ) is a new feature in...
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An Introduction to RNetwork Theory, 2009

	This tutorial manual provides a comprehensive introduction to R, a software package for statistical computing and graphics. R supports a wide range of statistical techniques and is easily extensible via user-defined functions. One of R's strengths is the ease with which publication-quality plots can be produced in a wide variety of...
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Digital Video: Moving Images and Computers (The Digital World)Chelsea House Publications, 2010

	With the development of easy-to-use video-editing software, inexpensive camera equipment, and a worldwide audience courtesy of the Internet, creating and watching digital video has become a popular pastime among average computer users. The growth of digital video has changed the way movies and television programs are produced and distributed...
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