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Part I: From Building Blocks to Augmented Reality Glasses -
Technologies for Gaming -- The Metaverse: Changing the Landscape of
Media Education -- Application of Phygital Games at the University in
the Context of Digitalization -- An EON-XR Augmented Reality
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Master’s Degree Students Majoring in Civil Engineering -- Game
Technologies and High-Fidelity Patient Simulation in the field of
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Experience of Non-linguistics Students Creating Online Games on
Foreign Language Grammar -- Part Il: Games in Various Educational
Environments -- Using Game Practices to Identify Teams Capable of
Generating Entrepreneurial Ideas -- The Phenomenon of "Social
Responsibility" as a Construct of the Humanitarian Educational
Ecosystem for the Training of Future Engineers: Perspectives, Forms,
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Approaches -- The Use of Gamification Elements for the Development
of Creativity in Engineering -- Designing Tabletop Games for
Individuals with Disabilities through Student Project activity --
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Formative Role of "Model UN" in the Development of the Professional
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Assessment of the Creative Freedom of Students Trained in the Acting
Technique "Demidov Etudes" -- The Development of Ethno-Cultural
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Language : Developing Professional Competencies through a Business
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use of role-playing games to develop the skills of constructive
communication of healthcare professionals -- The Use of Games in
English Language Lessons as a Means of Communication.

This book reflects the various dimensions of play. It gathers together
experience with role-play, tabletop, and online games and develops
and assesses tools. It also reflects the human condition in this world of
games as it becomes a digital world. We are living in a World of Games
where every game is a world through which we learn about the world. A
World of Games is fun and engaging, but it also provides deceptive
pleasures. What may seem like fun is far from harmless. And then there
are the many ways of learning in the mode of play.



