"A compelling and deeply informative book that should be read by anyone who cares
about the future of learning, and for those who seek to build a sustainable model."

--Jonathon D. Levy, vice president, Online Learning Solutions, Harvard Business School Publishing
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Recent research is proving what many have suspected all
along— our children are actually learning new ways to learn
when they spend hours with their Game Boy, PlayStation 2,
Xbox, or other video game console. Just imagine what it is
like for this generation to go from the immersion and hands-
on interactivity of The Sims to a classroom lecture. Now this
same generation is entering the corporate workforce and our
higher education institutions. Are our trainers and educators
prepared to meet the escalating needs and potential of this
next generation?

Simulations, innovative and engaging tools for learning, are at
the very heart of any sustainable educational solution. This
book, written by the leading expert of simulations, is designed
for training managers, chief learning officers, educators, even
policy-makers and futurists. Readers will learn the design
principles and critical decisions around any simulation's
development, including how to repurpose content, leverage
computer game and military approaches, and to integrate

simulations with broader learning options.

Clark Aldrich is one of e-learning's most influential "Like a legendary explorer, Aldrich details his quest
leaders. Analyst, columnist, author, speaker, (successes and failures) to build a great leadership
entrepreneur, consultant, he recently lead the simulator. We are left with a breezy and entertaining tale,
international team that created SimuLeam’s Virtual along with a valuable map to this tricky terrain. The next

Leader, a learning experience that redefines e-
learning's boundaries, and the first ever to follow the
development cycle of a modern computer game.
Aldrich was the former research director at the
Gartner Group where he was responsible for
launching and building their e-learning coverage. He
has been called out as an e-learning guru by Fortune
and chosen as one of both Training magazine's and
ASTD's visionaries of the industry.

generation of learning professionals will view this book as
the birth of ‘the new wave’ of e-learning.”

-- Kevin Kruse, CLO Magazine

"Insightful and instructive. Any organization that is serious
about developing human capital must become serious

about simulations. If you are about to embark on a

simulation project, you should not do a single thing until

you have read this book."

-- Tony O'Driscoll, IBM Center for Advanced Learning

ISBN: 0-7879-6962-1 U.S. $50.00 Available: September 2003

Pre-Order now at: Pre-Order now at:
. PFEIFFER
www.pfeiffer.com %) A Wiley Imprint amazon.com.



http://www.amazon.com/exec/obidos/ASIN/0787969621

“Essential reading. This text will be considered one of the early beacons to shed light on
how and when simulations will shape the learning revolution.”

-- Dylan Schmorrow, Ph.D., Defense Advanced Research Projects Agency (DARPA)

“A must-read primer for anyone intending to build or buy simulations. After reading this
book, training decision-makers and developers, even those who have never experienced
a simulation themselves, will gain the confidence to dive into the field of virtual learning.”

-- Peg Maddocks, Learning & Development Business Process, Cisco Systems Inc
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