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Abstract:

The rapid evolution of information and communication technology opens a wide spectrum
of opportunities to change our surroundings into an Ambient Intelligent (Aml) world. Aml is
a vision of future information society, where people are surrounded by a digital environment
that is sensitive to their needs, personalized to their requirements, anticipatory of their
behavior, and responsive to their presence. It emphasizes on greater user friendliness, user
empowerment, and more effective service support, with an aim to bring information and
communication technology to everyone, every home, every business, and every school, thus
improving the quality of human life. Aml unprecedentedly enhances learning experiences by
endowing the users with the opportunities of learning in context, a breakthrough from the
traditional education settings. In this survey paper, we examine some major characteristics
of an Aml learning environment. To deliver a feasible and effective solution to ambient
learning, we overview a few latest developed enabling technologies in context awareness
and interactive learning. Associated practices are meanwhile reported. We also describe our
experience in designing and implementing a smart class prototype, which allows teachers to

simultaneously instruct both local and remote students in a context-aware and natural way.
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5|=""in the future, the success of learning and teaching will be measured by how seamlessly it
weaves itself into our daily lives, with the greatest success paradoxically occurring at the point where
we don’t recognize it as learning at all” Naismith et al. said. §y iR THAVERE » it BB BAVsE S 4 E 2
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Presentation:

¢ Advantage
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Abstract:

The concept of Simulation refers to different spheres and has different aims. According to the area it
may concern, it relates to several concepts and definitions. Our research helped us to single out some
distinctive characteristics of simulation, of games (as a key subject) and of their connections.
Elaborating the subject was useful to indicate a set of typologies with specific objects and applications.
We hope the taxonomy we presented will contribute to a shared vision of the topic, being the first

step towards a more systematic schematization than the ones studied and developed so far.
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