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Electronic Arts Innovation Playground

Featured Exhibitors

Logging Into the Playground: How Digital Media Are Shaping Children’s Learning
The Joan Ganz Cooney Center at Sesame Workshop Inaugural Symposium

Sponsored by Technology provided by

Amazon Kindle from Amazon
Amazon Kindle is a revolutionary portable reader that wirelessly downloads books,
blogs, magazines and newspapers to a crisp, high-resolution electronic paper display
that looks and reads like real paper, even in bright sunlight. More than 115,000 books
are now available in the Kindle Store, including 101 of 112 current New York Times Best
Sellers and New Releases, which are $9.99, unless marked otherwise. Books can be
downloaded in less than a minute and magazines, newspapers, and blogs are delivered
to subscribers automatically via the Kindle wireless delivery system, Amazon
Whispernet. Kindle customers can wirelessly shop the Kindle Store, and download new
content—all without a PC, Wi-Fi hot spot, or syncing. Amazon pays for the wireless
connectivity so there are no monthly wireless bills, data plans, or service commitments
for customers.

Kindle uses a high-resolution display technology called electronic paper that provides a
sharp black and white screen that is as easy to read as printed paper. It reflects light
like ordinary paper and uses no backlight, eliminating the eyestrain and glare associated
with other electronic displays such as computer monitors or PDA screens. At 10.3
ounces, Kindle is lighter and thinner than a typical paperback, yet its built-in memory
stores more than 200 titles, and hundreds more with an optional SD memory card.
Additionally, a copy of every book purchased is backed up online on Amazon.com so that
customers can make room for new titles on their Kindle knowing that Amazon.com is
storing their personal library of purchased content.

Animal Crossing from Nintendo
This utterly unique new game begins with a train trip to a charming country village
populated by animals. While on the train, a friendly cat prompts you to choose an
appearance and name for your character and set a clock. Once in town, your character
gets a job and a house and begins an utterly absorbing round of quaint activities,
including fishing, running errands, planting crops, digging up fossils, playing music and
decorating your house. Some events are only timed to occur at certain times of the day
or days of the week. Familiar holidays only occur at certain times of the year.
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Animal Crossing is even more fun when the entire family joins in. As many as four
players can take turns building their own lives and visiting each other’s village. Players
can even send letters back and forth to each other. Now that’s communication! Animal
Crossing comes with a Memory Card 59 that has replicas of two classic Nintendo
Entertainment System games pre-programmed onto it. These games can be played on
the Nintendo GameCube.

Apple Learning Interchange from Apple Professional Development
Supporting the creation of a 21st century environments through rigorous and relevant
staff development is the mission of Apple Professional Development. Explore the wealth
of high quality workshops, such as Language Acquisition and the iPod, Digital
Storytelling, Documentary Filmmaking, and Podcasting in Your Classroom at
apple.com/education

The Apple Learning Interchange (ALI) is a social network for educators. Find a wealth of
free content ranging from simple lesson ideas to in-depth curriculum units for K-12
educators as well as a new channel for Higher Education faculty showcasing campus
projects, research and more. Additionally any member can submit projects as simple as
classroom snapshots or as complex as multi-page abstracts for assessment,
enhancement, and peer review. Explore podcasts produced by teachers for teachers at
apple.com/ali

Center for Applied Special Technology (CAST)
Founded in 1984 as the Center for Applied Special Technology, CAST has earned
international recognition for its development of innovative, technology-based
educational resources and strategies based on the principles of Universal Design for
Learning (UDL). CAST staff includes specialists in education research and policy,
neuropsychology, clinical/school psychology, technology, engineering, curriculum
development, K-12 professional development, and more. By defining UDL and exploring
its practical applications, CAST is pushing the boundaries of education research,
practice, and policymaking. Achievements include: Creation or codevelopment of
innovative software such as Thinking Reader, WiggleWorks, and Bobby; Leadership of
federally funded initiatives to develop and promote a National Instructional Materials
Accessibility Standard (NIMAS). NIMAS will guide the production and electronic
distribution of curricular materials in accessible, student-ready versions, including
Braille and Digital Talking Books; and Provision of support for school teachers and
administrators through professional development, consultation, publications, and online
resources. This work is generously funded by private foundations, government agencies,
and individual supporters--all partners in the effort to make education accessible and
rewarding for learners of all kinds.

Classmate from Intel
Without question, the Internet has transformed the way we communicate. Through
glimpses into the future, we have seen how technology can change the way we live and
work. Preparing students to manage and maximize what technology has to offer is a
high priority for Intel and education systems worldwide. One of the greatest challenges
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Gamestar Mechanic from Gamelab, the Institute of Play, and the Games, Learning,
and Society research group
Gamestar Mechanic is an online experience for youth in which the core experience is
creating games, learning principles of game design, and participating in a community of
fellow player-designers. Gamestar Mechanic allows young people to design digital
games—to be game designers—not in order to train them for game industry jobs, but to
give them a platform on which to build technical, technological, artistic, cognitive, social,
and linguistic skills suitable for our current and future world. Gamestar Mechanic is a
collaboration between Gamelab, the Institute of Play, and the Games, Learning, and
Society academic research group. Gamestar Mechanic was funded through a grant from
the Digital Media and Learning division of the MacArthur Foundation.

Google Earth from Google
Google Earth, Google's free satellite imagery-based mapping product, represents, in
essence, the whole world on a teacher's or student's computer. It enables users to "fly"
from space to street level to find geographic information and explore places around the
world. Google Earth is more immersive than a search engine – it's basically a 3D model
of the entire planet that lets you grab, spin and zoom down into any place on Earth.
Google Earth offers tools for measuring, drawing, saving, printing, and GPS device
support. Teachers across the country use Google Earth demonstrations to get students
excited about geography and all of the Earth sciences. For instance: you can use real-
time coordinates to demonstrate distance calculations and verify the results using
measurement tools; view tectonic plate-shift evidence by examining whole continents,
mountain ranges and areas of volcanic activity; study impact craters, dry lake beds and
other major land forms. In addition to browsing the Earth, Google Sky allows you and
your students to leave the planet and view stars, constellations, galaxies, planets and
the Earth's moon. The only limit to Google Earth's classroom uses is your imagination.

Global Kids Island in Second Life from Global Kids
Global Kids Island in Second Life is the center for a series of programs, both face to face
and distance learning, that aim to foster global issue awareness and leadership
development among teens. The Global Kids programs utilizing Second Life range
include teen social entrepreneurship (The D.I.D.I. Initiative), global issue related film
(The Virtual Video Project) and peer education on global issues (The Power of Citizenry in
SL), amongst many others.

Handheld Augmented Reality Project from the Technology, Innovation & Education
(TIE) office of the Harvard Graduate School of Education
The Handheld Augmented Reality Project is responsible for the implementation and
testing of an augmented reality simulation game. This game involves participants
moving around the physical environment and using GPS-enabled handheld computers to
interact with virtual characters or objects. As participants move around the physical
space, they are tracked by a representation of themselves moving around a virtual map
of that space. Within the virtual map, their avatar triggers characters, objects and
events that provide information that is necessary to progress through the game. Each






