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• “edutainment” (Michael and Chen 2006)

• five claims for using games for learning purposes:
development of cognitive, practical, physiological and social skills, and motivation
(Mishra + Foster 2007)

• Academic event examples, all in 2018:
- International Academic Conference Meaningful Play (Michigan, USA 2018)
- International Association of Smart Learning Environments conference

(Texas, USA 2018)
- IEEE TALE, Engineering Next Generation Learning (New South Wales,

Australia 2018)
- Games and Learning Alliance (GALA) conference (Palermo, Italy 2018)
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