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This special issue of On the Horizon focuses on strategies for applying
games, simulations and interactive experiences in learning contexts. A
facet of this issue is the interactive and collaborative method in which it
was created. Instead of separated individual articles, the authors and
editors have orchestrated the articles together, reading and writing as a
whole so that the concepts across the articles resonate with each other.
It is the intention that this special issue will serve as the basis of many
more discussions across conference panels, online forums and
interactive media that in



