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Cool Math Games This Is Not a Game: Exploring Educational Fun Beyond Entertainment

cool math games this is not a game might sound like a paradox at first, but it perfectly captures
the essence of a unique category of online puzzles and challenges that blend learning with
entertainment. While the name might suggest a contradiction, these games are designed to engage
players in mathematical thinking without feeling like traditional drills or worksheets. Instead, they
offer a playful environment where problem-solving skills, logic, and critical thinking take center
stage, proving that math can be enjoyable and far from boring.

If you’ve ever found yourself or your children reluctant to practice math, these “not a game” math
activities might just change your perspective. They cleverly disguise educational content within
captivating gameplay, making it an ideal approach for parents, teachers, and anyone looking to
sharpen their math skills in a relaxed, game-like setting. Let’s dive deeper into what makes cool
math games this is not a game so appealing and explore some standout examples and strategies to
maximize their benefits.

What Makes Cool Math Games This Is Not a Game
Different?

When we think about math games, the mind often jumps to flashcards, quizzes, or repetitive
exercises. However, cool math games this is not a game break this stereotype by focusing on
interactive experiences that emphasize exploration and creativity. Unlike conventional games that
prioritize winning or scoring points, these games emphasize learning through trial and error,
puzzles, and open-ended challenges.

Learning Through Play Without Pressure

A key feature that sets these math activities apart is the lack of pressure or competitive stress.
Players are encouraged to experiment, fail, and try again without the fear of losing or being judged.
This approach nurtures a growth mindset, where mistakes are seen as stepping stones rather than
setbacks. By removing the "game" label in the traditional sense, these activities become more about
discovery and less about competition.

Focus on Logic and Reasoning

Many cool math games this is not a game rely heavily on logic puzzles, pattern recognition, and
spatial reasoning rather than just arithmetic. This helps develop a well-rounded mathematical
foundation, which is crucial for problem-solving in real life. For example, games that involve
arranging shapes, solving sequences, or decoding patterns engage the brain in different ways than
simple calculation drills.



Popular Examples of Cool Math Games This Is Not a
Game

To better understand how these games function and why they are effective, let’s explore some
popular titles and platforms where you can find them. Each offers a unique take on learning math
without the traditional “game” pressure.

1. DragonBox Series

DragonBox is a series of educational apps that teach algebra concepts through fun puzzles. The
gameplay cleverly introduces variables and equations as visual elements that players manipulate to
solve problems. While it feels like a puzzle game, it’s grounded in real math principles, making it an
ideal example of cool math games this is not a game.

2. Lightbot

Lightbot combines programming concepts with math logic as players guide a robot through levels by
sequencing commands. It promotes computational thinking and problem-solving, skills that are
increasingly relevant in today’s digital world. Although it looks like a puzzle game, it subtly
reinforces mathematical logic and sequencing.

3. Math Playground

Math Playground offers a wide variety of interactive activities that blend math skills with puzzles
and challenges. Its "thinking blocks" and logic puzzles stand out by encouraging players to reason
through problems rather than memorize formulas. It’s a perfect example where cool math games
this is not a game meets practical learning.

4. Set Game

Set is a card game that focuses on pattern recognition and logical deduction. It’s not a traditional
video game but is often used in classrooms and online versions to help players develop quick-
thinking and visual discrimination skills, which are foundational in math.

How to Use Cool Math Games This Is Not a Game for
Maximum Learning

Simply playing these games is fun, but to get the most out of them, it’s helpful to approach them
strategically. Here are some tips for parents, educators, and learners themselves.



Encourage Exploration and Curiosity

One of the biggest benefits of these math activities is their open-ended nature. Encourage players to
try different approaches and strategies without worrying about the “right” answer immediately. This
fosters creativity and deeper understanding.

Discuss the Math Behind the Game

After playing, take a moment to talk about the math concepts involved. For example, if a puzzle
involved recognizing patterns or solving a simple equation, discuss how these skills apply in other
areas of math or everyday life. This connection helps solidify learning.

Integrate with Real-World Problems

Link the skills practiced in these games to real-world scenarios. For instance, if a game focuses on
spatial reasoning, relate it to tasks like packing a suitcase or arranging furniture. This makes math
more relevant and engaging.

The Benefits of Cool Math Games This Is Not a Game
for Different Age Groups

These types of math games are versatile and can be tailored to suit different age groups and
learning levels, making them a valuable resource for a broad audience.

For Younger Children

Younger kids benefit from games that develop number sense, shape recognition, and basic logic.
Simple puzzles and visual games help build foundational skills without overwhelming them with
complex concepts.

For Middle School Students

At this stage, games that introduce algebraic thinking, fractions, and problem-solving strategies
become more relevant. Games like DragonBox or logic puzzles challenge middle schoolers in an
engaging way that traditional methods might not.



For High School and Beyond

Older students can use these games to enhance higher-level thinking skills such as abstract
reasoning, graph interpretation, and algorithmic thinking. Lightbot or more advanced puzzle games
support the development of skills useful for STEM careers.

Why Cool Math Games This Is Not a Game Are Gaining
Popularity

In an era where screen time is often seen as a negative, these math activities stand out by making
digital experiences productive and educational. Their rise in popularity can be attributed to several
factors:

Engagement: They keep learners interested through interactive challenges.

Accessibility: Many are available online or as apps, making them easy to access anytime.

Adaptability: They often adjust difficulty based on player progress.

Positive Reinforcement: They reward problem-solving rather than speed or rote
memorization.

Teachers appreciate these games as tools to complement classroom learning, and parents find them
useful for homework help or enrichment activities.

Final Thoughts on Cool Math Games This Is Not a
Game

Embracing cool math games this is not a game means recognizing that learning math doesn’t have
to be a chore. By integrating play, logic, and creativity, these games transform math into an
adventure rather than a task. Whether you’re a student struggling with traditional methods or a
parent looking for engaging educational tools, exploring these games can open up new pathways to
enjoy and understand math deeply.

With the right balance of fun and challenge, cool math games this is not a game will continue to
redefine how we approach math education—one puzzle at a time.

Frequently Asked Questions



What is 'This is Not a Game' on Cool Math Games?
'This is Not a Game' is a popular puzzle and logic game on Cool Math Games that challenges players
with unconventional and mind-bending tasks, encouraging creative problem-solving.

How do you play 'This is Not a Game' on Cool Math Games?
To play 'This is Not a Game,' follow the on-screen instructions and use logic and critical thinking to
solve puzzles that often break traditional game rules and expectations.

Why is 'This is Not a Game' popular on Cool Math Games?
It is popular because it offers unique and unexpected puzzles that engage players in a fresh way,
combining humor and challenging brain teasers that differ from typical math games.

Are there tips to succeed in 'This is Not a Game' on Cool Math
Games?
Yes, players should think outside the box, pay close attention to clues, and be willing to experiment
with different approaches since the game often defies conventional logic.

Can 'This is Not a Game' help improve critical thinking skills?
Absolutely, the game's puzzles require players to analyze situations carefully and approach problems
creatively, which can enhance critical thinking and problem-solving abilities.

Is 'This is Not a Game' suitable for all ages on Cool Math
Games?
Yes, it is designed to be family-friendly and suitable for children and adults alike, offering fun and
challenging puzzles without inappropriate content.

Where can I find 'This is Not a Game' on Cool Math Games?
'This is Not a Game' can be found by searching for it directly on the Cool Math Games website or
browsing their puzzle game section.

Additional Resources
Cool Math Games This Is Not a Game: An Analytical Review of an Educational Paradox

cool math games this is not a game is a phrase that has intrigued many users navigating
educational websites and digital learning platforms. This paradoxical statement reflects the unique
positioning of the "This Is Not a Game" series within the broader Cool Math Games ecosystem. As
educational technology increasingly blends entertainment with learning, understanding the nuances
of such platforms has become critical for educators, parents, and learners alike. This article offers a
professional, in-depth examination of the "This Is Not a Game" titles featured on Cool Math Games,



exploring their educational value, gameplay mechanics, and overall contribution to the digital math
learning landscape.

The Evolution of Cool Math Games: From Play to
Learning

Cool Math Games has long been a staple website offering free online games that combine fun and
educational content, particularly focusing on mathematics. With over a decade of presence, it has
successfully attracted millions of users by providing interactive math challenges disguised as
engaging puzzles and games. The emergence of the "This Is Not a Game" series within this platform
introduces an intriguing twist—it is touted as an experience rather than a traditional game,
emphasizing critical thinking over mere entertainment.

This shift reflects a broader trend in educational gaming, where the objective is less about scoring
points and more about cognitive development. The "This Is Not a Game" series leverages this
approach by integrating complex problem-solving tasks that require players to engage deeply with
mathematical concepts, logic, and strategy.

Understanding "This Is Not a Game" on Cool Math Games

At first glance, "This Is Not a Game" might seem like a misnomer on a site famous for casual games.
However, this series is designed explicitly to challenge the player's perception of what constitutes a
game. Unlike traditional Cool Math Games titles that focus on speed, reflexes, or score
accumulation, these games emphasize narrative, puzzle-solving, and logic.

The gameplay often revolves around deciphering codes, solving riddles, and interpreting clues that
demand mathematical reasoning. For example, players might need to apply principles of algebra,
geometry, or number theory to progress. This approach aligns with educational objectives that
prioritize conceptual understanding and application over rote memorization.

Educational Value and Cognitive Engagement

One of the standout features of the "cool math games this is not a game" series is its ability to foster
higher-order thinking skills. Educational psychologists often categorize problem-solving and logical
reasoning at the apex of Bloom's taxonomy, highlighting their significance in cognitive development.
These games encourage players to:

Analyze patterns and relationships between numbers

Apply mathematical rules in unfamiliar contexts

Develop persistence and attention to detail through iterative problem-solving



Enhance memory recall by integrating prior knowledge

Such engagement positions these games as valuable tools in both classroom and self-directed
learning environments. Compared to more straightforward math drills, "This Is Not a Game"
challenges can lead to deeper comprehension and retention.

Comparisons with Other Educational Math Games

When evaluating Cool Math Games' "This Is Not a Game" series, it is essential to consider how it
compares to other popular math education platforms. Websites like Khan Academy, Prodigy, and
Math Playground offer extensive math practice through interactive lessons and games. However,
most of these platforms prioritize curriculum alignment and progressive skill building.

In contrast, "This Is Not a Game" shifts focus toward lateral thinking and puzzle-solving, which can
complement traditional math instruction. While platforms like Khan Academy emphasize step-by-
step learning, these Cool Math Games titles encourage players to synthesize knowledge creatively.

Pros and Cons of "This Is Not a Game" Series

Pros:

Encourages critical thinking and problem-solving beyond rote calculations

Engaging puzzles stimulate curiosity and persistence

Accessible for various age groups without strict curriculum constraints

Minimal reliance on time pressure reduces anxiety often associated with math tests

Cons:

Less structured progression might confuse learners seeking systematic skill
development

Limited feedback mechanisms compared to adaptive learning platforms

Potentially challenging for younger children without guided support

May lack alignment with standardized testing requirements



These factors illustrate that while the "cool math games this is not a game" series excels in
promoting analytical thinking, it is best used as a supplementary tool alongside more structured
math instruction.

Technical Features and User Experience

The user interface of "This Is Not a Game" titles maintains the simplicity characteristic of Cool Math
Games, ensuring accessibility across devices and browsers. The minimalist design reduces
distractions, allowing players to focus on the puzzles. Additionally, the games often incorporate
narrative elements, which increase immersion and contextualize the mathematical challenges.

Analytics from user engagement indicate that players typically spend longer periods on these
puzzles compared to standard arcade-style math games. This suggests higher engagement levels and
possibly deeper cognitive involvement.

Integration with Educational Curricula

While not explicitly designed for curriculum integration, educators have found creative ways to
incorporate "This Is Not a Game" into lesson plans. For instance, teachers use these puzzles to:

Introduce concepts through problem-based learning1.

Encourage group collaboration and discussion2.

Assess students' application of math concepts in novel scenarios3.

This flexibility enhances its appeal as a resource that complements traditional teaching methods
rather than replacing them.

Impact on Digital Learning and Future Prospects

The "cool math games this is not a game" concept reflects a growing recognition that gamified
learning must evolve beyond simple drills and scores. By blending narrative, puzzles, and math,
these games represent a hybrid model that resonates with learners seeking intellectual challenge
and engagement.

As artificial intelligence and adaptive learning technologies advance, future iterations of such games
may incorporate personalized difficulty adjustments, real-time feedback, and even multi-player
collaboration features. These enhancements could further solidify their role in the educational
technology ecosystem.

In sum, while the "This Is Not a Game" series on Cool Math Games defies traditional definitions of



gaming, it effectively bridges the gap between entertainment and education. Its emphasis on critical
thinking and problem-solving marks it as a valuable asset in the ongoing effort to make math
learning both engaging and meaningful.

Cool Math Games This Is Not A Game

  cool math games this is not a game: Step by Step Solution to Your Computer Problems
Dr. Ashad Ullah Qureshi, 2022-06-01 Step by Step Solution to Your Computer Problems
  cool math games this is not a game: Math Games with Bad Drawings Ben Orlin,
2022-04-05 Bestselling author and worst-drawing artist Ben Orlin expands his oeuvre with this
interactive collection of mathematical games. With 70-plus games, each taking a minute to learn and
a lifetime to master, this treasure trove will delight, educate, and entertain. From beloved math
popularizer Ben Orlin comes a masterfully compiled collection of dozens of playable mathematical
games.This ultimate game chest draws on mathematical curios, childhood classics, and soon-to-be
classics, each hand-chosen to be (1) fun, (2) thought-provoking, and (3) easy to play. With just paper,
pens, and the occasional handful of coins, you and a partner can enjoy hours of fun—and hours of
challenge. Orlin’s sly humor, expansive knowledge, and so-bad-they’re-good drawings show us how
simple rules summon our best thinking. Games include: Ultimate Tic-Tac-Toe Sprouts Battleship
Quantum Go Fish Dots and Boxes Black Hole Order and Chaos Sequencium Paper Boxing Prophecies
Arpeggios Banker Francoprussian Labyrinth Cats and Dogs And many more.
  cool math games this is not a game: Voices and Visions from Ethnoculturally Diverse Young
People with Disabilities Amanda Ajodhia-Andrew, 2015-12-22 Many Canadian children from minority
status groups experience long-term academic complexities, influencing their sense of school
belonging and engagement. Research demonstrates children with intersecting differences of race,
ethnicity, language, and disability, and those in their middle years (10–13 years old), undergo
heightened academic challenges. Yet, what are children with disabilities’ personal schooling
experiences, and how may these insights support inclusive learning, teaching, and sense of
belonging? Within Toronto, one of the most diverse Canadian cities, this book explores the stories
and experiences of six middle years children with intersecting differences of race, ethnicity,
language, and disabilities (particularly autism). Through narrative and critical discourse analysis
research methods the children’s views were accessed via a mosaic multi-method data collection
approach, including their own photography, drawings, journal writings, imaginative story games,
and interview texts. The children’s narratives illustrate their understandings of differences, learning,
and inclusion. This book presents innovative insights highlighting the voices of children with
disabilities as they navigate through complex issues of diversity and share how these impact their
understandings and experiences of school inclusion and exclusion. The author advocates inviting the
voices of children with intersecting differences into educational conversations and research
processes, as they may adeptly advance areas of inclusion and diversity.
  cool math games this is not a game: MOOD Nye-Cye A. Wells, 2019-02-03 MOOD is a
non-fiction book told from teen author Nye-Cye Wells' point of view! From slamming into lockers,
fights in the bathroom and malfunctioning vending machines, MOOD is the ultimate tell-all book
about life in high school. Learn about common teen slang, popular teen fashion, memes and Vines,
music, makeup and much more. Dive into the world of a generation Z teenager with MOOD!
  cool math games this is not a game: Shaking Up Special Education Savanna Flakes,
2020-11-23 Shaking Up Special Education is an easy-to-use instructional guide to the essential
things you need to know about working with students with exceptionalities. Interactive,
collaborative, and engaging, this go-to instructional resource is packed with the top instructional
moves to maximize learning for all students. Featuring sample activities and instructional resources,
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chapters cover topics ranging from specially designed instruction, to co-teaching, to technology, to
social-emotional learning and self-care. Designed with special educators in mind, this book is also
ideal for any general educator looking to increase student achievement and revitalize their practice.
Shake up your teaching and learn how to build a more inclusive classroom!
  cool math games this is not a game: A Guide to Teaching Elementary Science Yvette F.
Greenspan, 2015-12-21 Nationally and internationally, educators now understand the critical
importance of STEM subjects—science, technology, engineering, and mathematics. Today, the job of
the classroom science teacher demands finding effective ways to meet current curricula standards
and prepare students for a future in which a working knowledge of science and technology will
dominate. But standards and goals don’t mean a thing unless we: • grab students’ attention; •
capture and deepen children’s natural curiosity; • create an exciting learning environment that
engages the learner; and • make science come alive inside and outside the classroom setting. A
Guide to Teaching Elementary Science: Ten Easy Steps gives teachers, at all stages of classroom
experience, exactly what the title implies. Written by lifelong educator Yvette Greenspan, this book
is designed for busy classroom teachers who face tough conditions, from overcrowded classrooms to
shrinking budgets, and too often end up anxious and overwhelmed by the challenges ahead and their
desire for an excellent science program. This book: • helps teachers develop curricula compatible
with the Next Generation Science Standards and the Common Core Standards; • provides
easy-to-implement steps for setting up a science classroom, plus strategies for using all available
resources to assemble needed teaching materials; • offers detailed sample lesson plans in each
STEM subject, adaptable to age and ability and designed to embrace the needs of all learners; and •
presents bonus information about organizing field trips and managing science fairs. Without
question, effective science curricula can help students develop critical thinking skills and a lifelong
passion for science. Yvette Greenspan received her doctorate degree in science education and has
developed science curriculum at all levels. A career spent in teaching elementary students in an
urban community, she now instructs college students, sharing her love for the teaching and learning
of science. She considers it essential to encourage today’s students to be active learners and to
concentrate on STEM topics that will help prepare them for the real world.
  cool math games this is not a game: Mega-Fun Math Games and Puzzles for the Elementary
Grades Michael S. Schiro, 2009-02-24 Make developing basic math skills fun and painless With this
great collection of over 125 easy-to-use games, puzzles, and activities, teachers and parents can help
kids comprehend fundamental math concepts, including addition, subtraction, multiplication,
division, place value, fractions, and more. All games and puzzles use easy-to-find household items
such as paper and pencil, playing cards, coins, and dice. The activities also help children develop
problem-solving skills, such as testing hypotheses, creating strategies, and organizing information,
as well as spatial relations skills, part-to-whole skills, and memory. Michael Schiro, EdD (Chestnut
Hill, MA), is an associate professor at the School of Education at Boston College. He is the author of
several books on teaching and learning math and is a frequent presenter at local and national math
conferences.
  cool math games this is not a game: Integrating Technology into the Curriculum 2nd Edition
Kathleen N. Kopp, 2015-01-01 This updated edition provides teachers with practical information and
the support they need to navigate the ever-changing advancements in technology which affects the
learning environment for students. Featuring great tips, suggestions, and lesson ideas, this resource
supports the purposeful infusion of technology into instruction across all content areas. Teachers
will find resources and websites with free tools to help every educator navigate the
often-intimidating technological landscape. A useful guide for all grades, this book will cut through
the clutter and get the essential information needed to capitalize on the benefits technology has to
offer 21st Century classrooms.
  cool math games this is not a game: Cool Math Christy Maganzini, 1997 Describes
mathematics from zero to infinity with stops along the way for ancient puzzles, awesome math
tricks, tantalizing math trivia, incredible shortcuts, and mysterious number magic.



  cool math games this is not a game: Game On! Dustin Hansen, 2016-11-22 A middle-grade
nonfiction book about the history and impact on pop culture of video games--
  cool math games this is not a game: Game Balance Ian Schreiber, Brenda Romero,
2021-08-09 Within the field of game design, game balance can best be described as a black art. It is
the process by which game designers make a game simultaneously fair for players while providing
them just the right amount of difficulty to be both exciting and challenging without making the game
entirely predictable. This involves a combination of mathematics, psychology, and occasionally other
fields such as economics and game theory. Game Balance offers readers a dynamic look into game
design and player theory. Throughout the book, relevant topics on the use of spreadsheet programs
will be included in each chapter. This book therefore doubles as a useful reference on Microsoft
Excel, Google Spreadsheets, and other spreadsheet programs and their uses for game designers.
FEATURES The first and only book to explore game balance as a topic in depth Topics range from
intermediate to advanced, while written in an accessible style that demystifies even the most
challenging mathematical concepts to the point where a novice student of game design can
understand and apply them Contains powerful spreadsheet techniques which have been tested with
all major spreadsheet programs and battle-tested with real-world game design tasks Provides
short-form exercises at the end of each chapter to allow for practice of the techniques discussed
therein along with three long-term projects divided into parts throughout the book that involve their
creation Written by award-winning designers with decades of experience in the field Ian Schreiber
has been in the industry since 2000, first as a programmer and then as a game designer. He has
worked on eight published game titles, training/simulation games for three Fortune 500 companies,
and has advised countless student projects. He is the co-founder of Global Game Jam, the largest
in-person game jam event in the world. Ian has taught game design and development courses at a
variety of colleges and universities since 2006. Brenda Romero is a BAFTA award-winning game
director, entrepreneur, artist, and Fulbright award recipient and is presently game director and
creator of the Empire of Sin franchise. As a game director, she has worked on 50 games and
contributed to many seminal titles, including the Wizardry and Jagged Alliance series and titles in
the Ghost Recon, Dungeons & Dragons, and Def Jam franchises.
  cool math games this is not a game: Latinos in Libraries, Museums, and Archives Patricia
Montiel-Overall, Annabelle Villaescusa Nuñez, Verónica Reyes-Escudero, 2015-12-17 Written by
three experienced LIS professionals, Latinos in Libraries, Museums, and Archives demonstrates the
meaning of cultural competence in the everyday work in libraries, archives, museums, and special
collections with Latino populations. The authors focus on their areas of expertise including
academic, school, public libraries, health sciences, archives, and special collections to show the
importance of understanding how cultural competence effects the day-to-day communication,
relationship building, and information provision with Latinos. They acknowledge the role of both
tacit and explicit knowledge in their work, and discuss ways in which cultural competence is integral
to successful delivery of services to, communication with, and relationship building with Latino
communities.
  cool math games this is not a game: Automation, Communication and Cybernetics in Science
and Engineering 2015/2016 Sabina Jeschke, Ingrid Isenhardt, Frank Hees, Klaus Henning,
2016-11-15
  cool math games this is not a game: K-12 STEM Education: Breakthroughs in Research and
Practice Management Association, Information Resources, 2017-10-31 Education is vital to the
progression and sustainability of society. By developing effective learning programs, this creates
numerous impacts and benefits for future generations to come. K-12 STEM Education:
Breakthroughs in Research and Practice is a pivotal source of academic material on the latest
trends, techniques, technological tools, and scholarly perspectives on STEM education in K-12
learning environments. Including a range of pertinent topics such as instructional design, online
learning, and educational technologies, this book is an ideal reference source for teachers, teacher
educators, professionals, students, researchers, and practitioners interested in the latest



developments in K-12 STEM education.
  cool math games this is not a game: Handbook of Research on Transforming
Mathematics Teacher Education in the Digital Age Niess, Margaret, Driskell, Shannon,
Hollebrands, Karen, 2016-04-22 The digital age provides ample opportunities for enhanced learning
experiences for students; however, it can also present challenges for educators who must adapt to
and implement new technologies in the classroom. The Handbook of Research on Transforming
Mathematics Teacher Education in the Digital Age is a critical reference source featuring the latest
research on the development of educators’ knowledge for the integration of technologies to improve
classroom instruction. Investigating emerging pedagogies for preservice and in-service teachers,
this publication is ideal for professionals, researchers, and educational designers interested in the
implementation of technology in the mathematics classroom.
  cool math games this is not a game: New Digital Technology in Education Wan Ng,
2015-04-25 This book addresses the issues confronting educators in the integration of digital
technologies into their teaching and their students’ learning. Such issues include a skepticism of the
added value of technology to educational learning outcomes, the perception of the requirement to
keep up with the fast pace of technological innovation, a lack of knowledge of affordable educational
digital tools and a lack of understanding of pedagogical strategies to embrace digital technologies in
their teaching. This book presents theoretical perspectives of learning and teaching today’s digital
students with technology and propose a pragmatic and sustainable framework for teachers’
professional learning to embed digital technologies into their repertoire of teaching strategies in a
systematic, coherent and comfortable manner so that technology integration becomes an almost
effortless pedagogy in their day-to-day teaching. The materials in this book are comprised of original
and innovative contributions, including empirical data, to existing scholarship in this field. Examples
of pedagogical possibilities that are both new and currently practised across a range of teaching
contexts are featured. ​
  cool math games this is not a game: Instructor , 2007
  cool math games this is not a game: Mathematics Education for a New Era Keith Devlin,
2011-02-25 Stanford mathematician and NPR Math Guy Keith Devlin explains why, fun aside, video
games are the ideal medium to teach middle-school math. Aimed primarily at teachers and education
researchers, but also of interest to game developers who want to produce videogames for
mathematics education, Mathematics Education for a New Era: Video Games as a Med
  cool math games this is not a game: Gaming and Simulations: Concepts,
Methodologies, Tools and Applications Management Association, Information Resources,
2010-11-30 This book set unites fundamental research on the history, current directions, and
implications of gaming at individual and organizational levels, exploring all facets of game design
and application and describing how this emerging discipline informs and is informed by society and
culture--Provided by publisher.
  cool math games this is not a game: Design, Utilization, and Analysis of Simulations and
Game-Based Educational Worlds Ferdig, Richard E., 2013-05-31 Games and simulations have
emerged as new and effective tools for educational learning by providing interactivity and
integration with online resources that are typically unavailable with traditional educational
resources. Design, Utilization, and Analysis of Simulations and Game-Based Educational Worlds
presents developments and evaluations of games and computer-mediated simulations in order to
showcase a better understanding of the role of electronic games in multiple studies. This book is
useful for researchers, practitioners, and policymakers to gain a deeper comprehension of the
relationship between research and practice of electronic gaming and simulations in the educational
environment.
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