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Professor Toto: A multi-media system
to teach children French or Spanish

Information technologies in medicine,
Volume 1: Medical simulation and
education
Editors: Metin Akay, Andy Marsh
Publisher: Wiley-IEEE Press
Pages: 252
ISBN: 0471388637
Price: $89.50

The Language Workshop for Children
has published a new progressive multimedia software package titled Professor
Toto. Professor Toto is a system of lively,
colorful animated characters who engage
children through appealing foreign
language stories and lively play that
encourages students to sing songs and
answer questions in French or Spanish.
German, Italian and other languages
are planned to be introduced later. The
Language Workshop for Children believes
humor is an ideal focusing method for
children and that it increases the chances
for learning to occur.
Professor Toto is available at an
affordable price of $188 for the DVD
or $170 for the VHS. Starter kits have
also just been released: Sing & Learn,
and Watch & Learn. Sing & Learn
is available to teach children either
Spanish or French and includes a song
CD, a full color picture book, coloring
activity book and Parent Guide. Watch
& Learn also helps teach children either
Spanish or French and includes a DVD
of Professor Toto's program Part I, a
script in the target language and a Parent
Guide. Sing & Learn is now available for
$24.95 and Watch & Learn for $29.95.
The Language Workshop for
Children has been offering their
Thibaut Technique classes exclusively
to students in Manhattan, the New York
area and Greater Boston for more than
30 years.
For more information, visit http://
www.professortoto.com or contact (877)
444-9595 / email: info@professortoto.
com.
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Medicine and the biological sciences have long relied on visualizations to
illustrate the relationship between anatomic structure and biologic function.
The new multidimensional imaging
capabilities are powerful counterparts
to traditional forms of observation. VR
technologies have reached unimagined
levels of sophistication and utility, giving physicians and students new avenues for planning and practicing surgery and diagnostics.
The two volumes of Information
Technologies in Medicine thoroughly
explore the use of VRtechnology in threedimensional visualization techniques,
realistic surgical training prior to
patient contact and actual procedures in
rehabilitation and treatment, including
telemedicine and telesurgery. Editors
Akay and Marsh have brought together
all the available information on the
subject of VR technologies in medicine
and medical training to create the first
comprehensive guide to the state of
the art in medicine for use by students,
doctors and researchers.
Volume I is devoted to the fundamentals of these new information technologies and their many applications in
medical education and practice, especially in the area of medical and surgical
simulations. Coverage includes:
9 Virtual environment technologies
9 The future of VR technologies in the
twenty-first century
9 Perceptualization of biomedical data
9 Visualization in teaching anatomy
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Gender inclusive game design:
Expanding the market
Author: Sheri Graner Ray
Publisher: Thomson Delmar Learning
Pages: 192
ISBN: 1-58450-239-8
Price: $39.95
Women and girls of today are more
tech savvy than ever before and research
shows that they currently make up over
52% ofinternet users and 70% of casual
online garners. Why, then, is the game
industry still producing computer
games that primarily target males ages
13-257 The games industry is currently
growing faster than the target market. To
keep the industry strong and growing,
game developers must start looking at
expanding their market, which means
designing titles that are accessible to
the female audience.
Successful entertainment industries have sustained growth for decades
because they have considered the diversity of their audiences. By understanding the issues and barriers connected to
gender, the game industry can benefit
from a similar growth strategy. Gender Inclusive Game Design: Expanding
the Market addresses issues that help
designers and developers understand
the real differences between how the
genders approach and resolve conflicts,
and what their entertainment criteria
and responses are. It also explores the
differences in reward systems, game
play preferences and avatar selection
criteria, and how these issues all apply to game design, regardless of genre.
By understanding these differences,
designers can apply this knowledge to
the traditional genres that make up the
contemporary computer game industry
and begin tapping the future market.
Perhaps the real question developers
need to be asking themselves is, "but
what if the player is female?"
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