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Game Tools

Sawblade Software http://www.sawbladesoftware.com/
Machinima.com: http://www.machinima.com/article.php?article=428
Create Machinima!

Neverwinter Nights: http://nwn.bioware.com/builders/

For Builders

Organizations & Links to Research

DiGRA - Digital http://www.digra.org/
Games Research
Association

ISAGA - International | http://isaga.pm.it-chiba.ac.jp/events.htm
Simulation Gaming
Association

NASAGA - North http://www.nasaga.org/index.htm
American Simulation
Gaming Association

Sagsaga - Welcome to | http://www.sagsaga.org/index.php?newlang=eng&name=EZCMS&page id=14
the SAGSAGA -
Swiss Austrian
German Simulation
And Gaming
Association

Game Culture - http://www.game-culture.com/
thinking about
computer games




Ludology

www.ludology.org

Social Impact Games

http://www.socialimpactgames.com/

Capitalism II

http://www.enlight.com/capitalism?2/

Department of Defense
Game Developers'

http://www.dodgamecommunity.com/

Community
Social Impact Games | http://www.socialimpactgames.com/
International http://www.iager.org/

Association for Game
Education & Research

Serious Games
Summit

http://www.seriousgamessummit.com/home.html

WIGI: Women in
Games International

http://www.womeningamesinternational.org/

LIC Sunshine Coast -
Games in Learning

http://www.learningplace.com.au/deliver/content.asp?pid=24029

Project

Game Research http://www.game-research.com/

Liquid Narrative http://liquidnarrative.csc.ncsu.edu/projects.html
Games in School/Serious Games

Virtual U http://www.virtual-u.org/)

Education Arcade: http://www.educationarcade.org/video/ED-small.mov

Environmental

Detectives

PIXELearning - http://www.pixelearning.com/

Games-based business
& management skills
development

Power Politics 11

https://registration.kelloggcreek.com/pp3/Teachers/default.asp

WPFP Foodforce - The
Game

http://www.food-force.com/index.php/game/

SimSchool http://www.simschool.org/

America's Army http://info.americasarmy.com/home.php
Platform

BBC - Jamie Kane http://www.bbc.co.uk/jamiekane/index.shtml
GAMES THAT http://gamesthatwork.com/

WORK: Recent Work

GamesParentsTeachers | http://www.gamesparentsteachers.com/
Silversprite http://silversprite.blogspot.com/

Haileybury Edrington | http://online.haileybury.vic.edu.au/sites/edrington/computerclub/index.html
Computer Club

Second Life: http://secondlife.com/education

Educational

Possibilities




