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PARADE OF GAMES IN POWERPOINT  
(16 game templates, Games Decision Matrix, Article “Games that Teach”) 
http://facstaff.uww.edu/jonesd/games/
GAMES WEB SITES 
http://www.marcprensky.com/
Marc Prensky: Game Developer and Author on Games
http://www.thiagi.com/pfp/IE4H/january2003.html#ToolKit
Thiagi Web-based Games
http://www.thiagi.com
Thiagi Activities 
http://www.thiagi.com/games.html
Thiagi Games 
http://www.thegamegroup.com/
The Game Group: Fun with Purpose 
http://reviewing.co.uk  
Roger Greenway's site on Active Reviewing Techniques 
http://edweb.sdsu.edu/courses/edtec670/Cardboard/cardboardCognition.html
Cardboard Cognition: Ideas for Education Card and Board Games 
http://thinks.com/webguide/wordpuzzles.htm
Word Puzzles 
http://www.quia.com/
Learning Activities 
http://www.mbagames.com/default.htm  
MBA Games: Business Games on the Web 
http://edweb.sdsu.edu/courses/edtec670/Cardboard/board/b/big6/index.html
Problem Solving Game 
http://www.funbrain.com/teachers/index.html
Fun Brain Teacher Resources 
http://games.funschool.com/games.php
Fun School Games and Activities 
http://search.teach-nology.com/web_tools/games/
Teach-nology Educational Games 
http://www.primarygames.com/
Primary Games-The Fun Place to Learn! 
http://www.cogcon.com/gamegoo/gooey.html
Game GOO: Learning that Sticks 
http://www.eduplace.com/edugames.html
Edugames 
http://www.kidwizard.com/
Educational Games for Kids 
http://www.terragame.com/educational/index_1_sort2.html
Play Educational Games 
http://www.primarygames.co.uk/
Primary Games 
http://www.scugog-net.com/room108/starflight/games1.html
Educational Games 
http://www.eduplace.com/kids/games.html
Educational Games 
http://www.learningplanet.com/
Learning Games 
http://cbc.ca/smartask/index.jsp
Smart Ask 
http://web.uvic.ca/hrd/hotpot/
Hot Potatoes- Freeware to develop games
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