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Edward Packard Choose Your Own Adventure: Pioneering Interactive Storytelling

edward packard choose your own adventure is a phrase that immediately brings
to mind a revolutionary form of storytelling that transformed how readers
engage with books. Edward Packard is widely recognized as one of the creative
minds behind the Choose Your Own Adventure series, a groundbreaking
collection of interactive books that allowed readers to become active
participants in the narrative. This innovative approach not only redefined
reading for children and young adults but also laid the foundation for
interactive storytelling in various media formats today.

In this article, we’ll explore the fascinating history of Edward Packard’s
contributions, the unique structure of Choose Your Own Adventure books, their
lasting impact on literature and entertainment, and why these books continue
to captivate audiences decades after their initial release.

The Origins of Edward Packard’s Interactive
Storytelling

Before the Choose Your Own Adventure series became a household name, Edward
Packard was already experimenting with unconventional narrative techniques.
The idea of branching storylines came from his desire to create stories where
readers could influence outcomes, making the reading experience more
immersive and personalized.

How the Concept Was Born

The concept originated in the late 1960s when Packard wrote a story called
“Sugarcane Island” for his children. Unlike traditional linear stories,
“Sugarcane Island” offered multiple endings depending on readers’ choices.
This approach sparked interest among publishers, but it took several years
before it evolved into a full-fledged series.

Packard’s vision was to empower readers to make decisions that would affect
the plot, characters, and ultimately, the ending of the book. This idea was
revolutionary because it transformed reading from a passive activity into an
interactive adventure.



Collaboration with Bantam Books

In the late 1970s, Edward Packard teamed up with Bantam Books and author R.A.
Montgomery to launch the Choose Your Own Adventure series. The first official
book, “The Cave of Time,” written by Packard himself, was published in 1979
and set the tone for the series. It invited readers to step into the
protagonist’s shoes and make choices that would send them on wildly different
journeys.

The series quickly gained popularity, spawning dozens of titles that covered
genres ranging from mystery and fantasy to science fiction and historical
fiction. The interactive format proved to be a hit with young readers,
educators, and parents alike.

What Makes Edward Packard’s Choose Your Own
Adventure Unique?

The hallmark of Edward Packard’s Choose Your Own Adventure books lies in
their branching narrative structure. Unlike traditional novels, these books
are designed with multiple decision points that lead readers down different
paths, creating a personalized storyline each time.

The Mechanics of Choose Your Own Adventure

Each book is divided into numbered sections or “paragraphs.” At the end of
each section, readers are presented with choices that direct them to
different numbered pages, leading to alternative story arcs. This format
encourages rereading, as readers can explore all possible endings by making
different choices.

This structure not only enhances engagement but also develops critical
thinking and decision-making skills in readers. It invites them to weigh
options, consider consequences, and experience cause-and-effect storytelling
firsthand.

Engaging Readers with Empowerment

One of the reasons Edward Packard’s Choose Your Own Adventure books resonate
so deeply is because they place readers in control. By giving readers the
power to determine the story’s direction, the books foster a sense of agency
and involvement rarely found in traditional literature.

This empowerment appeals especially to young readers, who often appreciate
the ability to influence outcomes and feel like co-creators of the narrative.



It also broadens the appeal of reading by combining the excitement of games
with the richness of storytelling.

The Enduring Legacy of Edward Packard’s Choose
Your Own Adventure

Even decades after their inception, Edward Packard’s Choose Your Own
Adventure books continue to influence storytelling across various platforms.
Their impact is evident not only in literature but also in video games,
interactive films, and digital media.

Influence on Modern Interactive Media

The branching narrative design pioneered by Edward Packard has become a
standard in interactive media today. Video games like “The Witcher” series
and “Detroit: Become Human” employ similar choice-based storytelling, where
player decisions affect plotlines and character fates.

Likewise, streaming platforms such as Netflix have experimented with
interactive films, like “Black Mirror: Bandersnatch,” which allow viewers to
select story paths, a direct descendant of the Choose Your Own Adventure
concept.

Educational Benefits and Classroom Use

Educators have embraced Choose Your Own Adventure books for their ability to
engage reluctant readers and promote literacy. These books encourage active
participation, improve comprehension, and help students understand narrative
structure.

Teachers often use these interactive stories to spark discussions about
decision-making, consequences, and storytelling techniques. The format
supports differentiated learning by allowing students to explore texts at
their own pace and interest level.

Tips for Enjoying Edward Packard’s Choose Your
Own Adventure Books

If you’re new to the world of Choose Your Own Adventure or revisiting these
classics, here are some tips to get the most out of the experience.



1. Embrace Multiple Readings

Don’t be afraid to reread the book multiple times. Each choice can lead to
vastly different outcomes, so exploring alternate paths uncovers new twists
and endings.

2. Take Notes on Key Decisions

Keeping track of choices and their consequences can deepen your appreciation
for the complex narrative web. It’s like mapping your own unique adventure.

3. Share the Experience

Reading with friends or family members can be fun. Take turns making
decisions and compare which paths each reader took. This social aspect adds a
new dimension to interactive storytelling.

4. Experiment with Writing Your Own

Inspired by Edward Packard’s creativity? Try crafting your own branching
story. It’s a great way to understand narrative structure and unleash your
imagination.

Where to Find Edward Packard’s Choose Your Own
Adventure Books Today

Although the original series ceased publication in the late 1990s, Edward
Packard’s Choose Your Own Adventure books remain available through various
channels.

Libraries and Bookstores

Many libraries still carry copies of classic Choose Your Own Adventure books.
Bookstores, especially those specializing in children’s literature and
vintage titles, may offer these books either in print or as part of
collections.



Digital Versions and Apps

The digital age has made it easier to access Choose Your Own Adventure
stories. Several apps and eBook platforms offer interactive versions,
sometimes enhanced with multimedia elements.

Collector’s Editions and Reprints

Publishers periodically release reprints and special editions, often with
updated artwork or bonus content. Collectors and fans can find these editions
through online retailers or specialty shops.

The Cultural Impact of Edward Packard’s
Innovation

Beyond being just a series of books, Edward Packard’s Choose Your Own
Adventure has become a cultural phenomenon. It inspired generations to think
creatively and engage actively with stories.

Encouraging Creativity and Imagination

By enabling readers to influence story outcomes, these books nurture
creativity and imagination. Readers are encouraged to envision multiple
possibilities and embrace uncertainty, valuable skills both in literature and
life.

Shaping the Future of Storytelling

The legacy of Edward Packard’s Choose Your Own Adventure is seen in the
evolution of storytelling itself. Today’s interactive narratives owe a debt
to the groundwork laid by these books, which proved that stories need not be
linear and passive.

From immersive video games to interactive theater and augmented reality
experiences, the spirit of choice-driven storytelling thrives, inviting
audiences to become active participants rather than mere observers.

---

Edward Packard’s vision of interactive storytelling fundamentally changed how
we think about books and narratives. The Choose Your Own Adventure series not
only entertained millions but also opened the door to new ways of engaging



with stories—ones where readers hold the reins and shape their own
adventures. Whether you’re a longtime fan or discovering these books for the
first time, stepping into Edward Packard’s world is an invitation to explore
endless possibilities and enjoy the thrilling power of choice.

Frequently Asked Questions

Who is Edward Packard in relation to the Choose Your
Own Adventure series?
Edward Packard is the creator and original author of the Choose Your Own
Adventure book series, which popularized interactive storytelling where
readers make choices that affect the story's outcome.

What inspired Edward Packard to create the Choose
Your Own Adventure books?
Edward Packard was inspired to create the Choose Your Own Adventure books
after telling his children interactive stories during car trips, where they
could choose different paths and endings.

How did Edward Packard's Choose Your Own Adventure
books influence literature?
Edward Packard's Choose Your Own Adventure books introduced a new format of
interactive storytelling, influencing both children's literature and
gamebooks, encouraging reader engagement and decision-making within
narratives.

Are Edward Packard's Choose Your Own Adventure books
still popular today?
Yes, Edward Packard's Choose Your Own Adventure books remain popular today,
with many titles still in print and new interactive digital versions being
developed to engage modern readers.

Did Edward Packard write all the Choose Your Own
Adventure books?
No, Edward Packard wrote several of the original Choose Your Own Adventure
books, but the series also included works by other authors under the same
format and brand.



What is a notable book written by Edward Packard in
the Choose Your Own Adventure series?
One notable book by Edward Packard is "The Cave of Time," which was the first
book published in the Choose Your Own Adventure series and introduced readers
to branching storylines.

How can readers experience Edward Packard's Choose
Your Own Adventure books today?
Readers can experience Edward Packard's Choose Your Own Adventure books
through physical copies, e-books, and interactive apps available on various
platforms, preserving the choose-your-path storytelling style.

Additional Resources
Edward Packard Choose Your Own Adventure: The Pioneer of Interactive
Storytelling

edward packard choose your own adventure is a phrase synonymous with the
genesis of interactive narrative books that revolutionized the way readers
engage with literature. As the creative mind behind the Choose Your Own
Adventure (CYOA) series, Edward Packard introduced a novel storytelling
format that empowered readers to influence the plot by making choices at
critical junctures. This innovation not only expanded the boundaries of
traditional reading but also laid the groundwork for interactive
entertainment across multiple media.

This article delves into Edward Packard’s contribution to the Choose Your Own
Adventure phenomenon, examining the origins, mechanics, and cultural impact
of this unique literary format. It also explores how Packard’s pioneering
work continues to influence contemporary storytelling and educational
approaches.

Edward Packard and the Origins of Choose Your
Own Adventure

The Choose Your Own Adventure concept traces back to the late 1960s and early
1970s, a period when Edward Packard, a former lawyer turned writer, began
experimenting with branching narratives. His initial motivation was to create
stories that mirrored the decision-making process of real life, offering
multiple pathways and endings based on reader choices.

Packard’s first prototype, titled “Sugarcane Island” (1969), set the
foundation for this model. Although initially self-published, it caught the
attention of publishers eager to capitalize on the interactive format.



Subsequently, Packard collaborated with the publishing company Bantam Books,
which launched the Choose Your Own Adventure series in 1979. The series
rapidly gained popularity among young readers, igniting a new genre within
children’s and young adult literature.

The Mechanics Behind the Choose Your Own Adventure
Format

At the core of the Choose Your Own Adventure books are branching narratives
where readers encounter decision points that direct them to different pages.
Each choice can lead to success, failure, or unexpected twists, creating a
highly personalized reading experience. This structure contrasts sharply with
conventional linear storytelling, offering the following features:

Multiple Endings: Unlike traditional books with a single conclusion,
CYOA books contain numerous possible outcomes, enhancing replayability.

Reader Agency: Readers become active participants, influencing the
storyline rather than passively consuming content.

Non-linear Progression: The narrative can loop back or diverge widely,
encouraging exploration and critical thinking.

This approach not only engages readers on a deeper level but also fosters
decision-making skills and narrative comprehension.

The Cultural and Educational Impact of Edward
Packard’s Work

Edward Packard’s Choose Your Own Adventure series resonated strongly with a
generation of readers, influencing both popular culture and educational
paradigms. By the mid-1980s, more than 250 million copies of CYOA books were
sold worldwide, underscoring their widespread appeal.

Popular Culture and Media Influence

The interactive storytelling style pioneered by Packard inspired various
adaptations and spin-offs. Video games, interactive movies, and digital
storytelling platforms often drew upon the CYOA framework, emphasizing
branching storylines and player choice. Notably, many game developers cite
the Choose Your Own Adventure books as a foundational influence on narrative



design.

Moreover, the series’ ability to blend adventure, mystery, and fantasy genres
attracted a diverse readership. Titles such as “The Cave of Time” and
“Journey Under the Sea” became iconic, often referenced in discussions of
innovative children’s literature.

Educational Applications

Educators recognized the potential of Choose Your Own Adventure books for
enhancing literacy and critical thinking. The format encourages active
engagement with text, prompting readers to analyze consequences and predict
outcomes. This interactivity can improve comprehension and retention in ways
that traditional textbooks may not.

Several schools and libraries incorporated CYOA books into curricula and
reading programs, using them as tools to motivate reluctant readers.
Additionally, the format inspired educators to develop interactive writing
exercises, fostering creativity and narrative skills among students.

Comparative Analysis: Edward Packard’s Approach
vs. Other Interactive Narratives

While Edward Packard is often credited with popularizing interactive fiction
for young readers, the concept of branching narratives predates and extends
beyond his work. Comparing the Choose Your Own Adventure series with other
interactive storytelling forms highlights its unique qualities and
limitations.

Choose Your Own Adventure vs. Fighting Fantasy
Series

The Fighting Fantasy series, launched in the early 1980s, combined Choose
Your Own Adventure-style branching with role-playing game elements such as
dice rolling and character stats. In contrast, Packard’s CYOA books focused
primarily on narrative choice without complex mechanics.

Simplicity: CYOA books are accessible due to straightforward choices and
no additional gameplay elements.

Depth: Fighting Fantasy offers deeper immersion through RPG mechanics
but can be less approachable to casual readers.



Both series contributed significantly to interactive fiction but targeted
slightly different audiences.

Digital Interactive Stories and Packard’s Legacy

Modern digital platforms have embraced and expanded upon the Choose Your Own
Adventure concept. Interactive apps, visual novels, and story-driven video
games often utilize branching narratives similar to Packard’s model but
incorporate multimedia elements such as sound, visuals, and player stats.

While technology has enhanced interactivity, the core appeal remains
consistent: empowering the audience to shape the story. This enduring legacy
highlights Edward Packard’s foundational role in evolving narrative
engagement.

Pros and Cons of the Choose Your Own Adventure
Format

Understanding the strengths and limitations of the Choose Your Own Adventure
model provides insight into its enduring popularity and areas for potential
evolution.

Advantages

Engagement: Active reader participation boosts interest and immersion.

Replayability: Multiple endings encourage rereading and exploration.

Educational Value: Enhances critical thinking and decision-making
skills.

Accessibility: Simple structure suits a broad age range and reading
levels.

Challenges

Narrative Depth: Branching can limit the development of complex
characters and themes.



Continuity Issues: Non-linear paths may confuse readers if not carefully
designed.

Production Complexity: Writing and editing multiple storylines demand
considerable effort.

Despite these challenges, Edward Packard’s Choose Your Own Adventure books
remain a benchmark for interactive storytelling.

The Enduring Influence of Edward Packard Choose
Your Own Adventure

Decades after their inception, Edward Packard’s Choose Your Own Adventure
books continue to captivate new generations. The series has seen reprints,
digital adaptations, and inspired countless creators across literature,
gaming, and education. Its pioneering emphasis on reader choice has reshaped
narrative consumption, emphasizing interactivity and personalization.

For those interested in exploring literature where the reader truly holds the
reins, Edward Packard’s Choose Your Own Adventure series offers a compelling
entry point. Its blend of simplicity, engagement, and innovation ensures its
status as a landmark in storytelling history.

Edward Packard Choose Your Own Adventure

  edward packard choose your own adventure: Return to the Cave of Time Edward Packard,
2012-03-06 There are some strange things about time, and readers are about to learn what they are.
Walk into the Cave of Time and don't turn back. Illustrations.
  edward packard choose your own adventure: The Cave of Time Edward Packard, 1981 The
reader enters a mysterious cave and by following the instructions on each page can have several
different adventures backward and forward in time.
  edward packard choose your own adventure: Through the Black Hole Edward Packard,
2012-08-21 The reader's decisions control the course of an adventure in which two spaceships travel
to investigate a black hole. Illustrations.
  edward packard choose your own adventure: The Worst Day of Your Life Edward Packard,
1990 You're headed for your worst vacation ever: while the rest of your family is vacationing in
Hawaii, you have to work on your uncle Norbert's pig farm raising money to replace the roof you
accidentally destroyed with your gunpowder rocket. Suddenly the bus you are on sputters to a halt,
and it's still six miles away from the farm! You're hot, hungry, tired, and thirsty, and big, dark clouds
are building up on the horizon. It'll take hours before a tow truck arrives and gets you going again. If
you decide to get off the bus and walk, turn to page 56. If you decide to try to get some sleep until
the tow truck comes, turn to page 9. But be careful! This bad day could get a lot worse -- you might
get caught in the middle of a terrible storm, sucked up into a tornado! Or you may finally make it to
your uncle's pig farm -- where your adventures really begin! What happens next in the story? It all

https://stage.support.buyingbuddy.com/archive-th-142/edward-packard-choose-your-own-adventure.pdf


depends on the choices you make. How does the story end? Only you can find out! And the best part
is that you can keep reading and rereading until you've had not one but many incredibly daring
experiences!
  edward packard choose your own adventure: The Forbidden Castle Edward Packard,
2013-04-30 Choose your fate—and multiple endings—as you quest for medieval gold in this
custom-made adventure. U-Ventures®: Edward Packard’s classics, revised and expanded for today’s
readers! The best in interactive adventure fiction—challenging, stimulating, and tremendous good
fun! Also at the App Store on iTunes. In The Forbidden Castle, The Cave of Time has brought you
back to medieval England. Can you solve the riddle of the Forbidden Castle? Riches await, but the
king wants the fortune for himself—and his army is right behind you. Will you be able to get away?
Or should you stay for the gold? In the U-Ventures series, you decide how the story ends. And the
more choices you make, the more endings there can be!
  edward packard choose your own adventure: Hyperspace Edward Packard, 1983 After
watching Professor Zinka disappear into another dimension, the reader must determine what
happens next by choosing from fifteen possible endings.
  edward packard choose your own adventure: Twisty Little Passages Nick Montfort,
2005-02-11 A critical approach to interactive fiction, as literature and game. Interactive fiction—the
best-known form of which is the text game or text adventure—has not received as much critical
attention as have such other forms of electronic literature as hypertext fiction and the
conversational programs known as chatterbots. Twisty Little Passages (the title refers to a maze in
Adventure, the first interactive fiction) is the first book-length consideration of this form, examining
it from gaming and literary perspectives. Nick Montfort, an interactive fiction author himself, offers
both aficionados and first-time users a way to approach interactive fiction that will lead to a more
pleasurable and meaningful experience of it. Twisty Little Passages looks at interactive fiction
beginning with its most important literary ancestor, the riddle. Montfort then discusses Adventure
and its precursors (including the I Ching and Dungeons and Dragons), and follows this with an
examination of mainframe text games developed in response, focusing on the most influential work
of that era, Zork. He then considers the introduction of commercial interactive fiction for home
computers, particularly that produced by Infocom. Commercial works inspired an independent
reaction, and Montfort describes the emergence of independent creators and the development of an
online interactive fiction community in the 1990s. Finally, he considers the influence of interactive
fiction on other literary and gaming forms. With Twisty Little Passages, Nick Montfort places
interactive fiction in its computational and literary contexts, opening up this still-developing form to
new consideration.
  edward packard choose your own adventure: Adventure Games Aaron A. Reed, John Murray,
Anastasia Salter, 2020-02-20 The genre of adventure games is frequently overlooked. Lacking the
constantly-evolving graphics and graphic violence of their counterparts in first-person and
third-person shooters or role-playing games, they are often marketed to and beloved by players
outside of mainstream game communities. While often forgotten by both the industry and academia,
adventure games have had (and continue to have) a surprisingly wide influence on contemporary
games, in categories including walking simulators, hidden object games, visual novels, and
bestselling titles from companies like Telltale and Campo Santo. In this examination of heirs to the
genre's legacy, the authors examine the genre from multiple perspectives, connecting technical
analysis with critical commentary and social context. This will be the first book to consider this
important genre from a comprehensive and transdisciplinary perspective. Drawing upon methods
from platform studies, software studies, media studies, and literary studies, they reveal the genre's
ludic and narrative origins and patterns, where character (and the player's embodiment of a
character) is essential to the experience of play and the choices within a game. A deep structural
analysis of adventure games also uncovers an unsteady balance between sometimes contradictory
elements of story, exploration, and puzzles: with different games and creators employing a multitude
of different solutions to resolving this tension.



  edward packard choose your own adventure: A Guide to Designing Curricular Games Janna
Jackson Kellinger, 2016-10-19 This book is a guide to designing curricular games to suit the needs of
students. It makes connections between video games and time-tested pedagogical techniques such
as discovery learning and feedback to improve student engagement and learning. It also examines
the social nature of gaming such as techniques for driver/navigator partners, small groups, and
whole class structures to help make thinking visible; it expands the traditional design process
teachers engage in by encouraging use of video game design techniques such as playtesting. The
author emphasizes designing curricular games for problem-solving and warns against designing
games that are simply “Alex Trebek (host of Jeopardy) wearing a mask”. By drawing on multiple
fields such as systems thinking, design theory, assessment, and curriculum design, this book relies
on theory to generate techniques for practice.
  edward packard choose your own adventure: Through the Black Mirror Terence
McSweeney, Stuart Joy, 2019-07-26 This edited collection charts the first four seasons of Black
Mirror and beyond, providing a rich social, historical and political context for the show. Across the
diverse tapestry of its episodes, Black Mirror has both dramatized and deconstructed the shifting
cultural and technological coordinates of the era like no other. With each of the nineteen chapters
focussing on a single episode of the series, this book provides an in-depth analysis into how the show
interrogates our contemporary desires and anxieties, while simultaneously encouraging audiences to
contemplate the moral issues raised by each episode. What if we could record and replay our most
intimate memories? How far should we go to protect our children? Would we choose to live forever?
What does it mean to be human? These are just some of the questions posed by Black Mirror, and in
turn, by this volume. Written by some of the foremost scholars in the field of contemporary film and
television studies,Through the Black Mirror explores how Black Mirror has become a cultural
barometer of the new millennial decades and questions what its embedded anxieties might tell us.
  edward packard choose your own adventure: Neverending Stories R. Lyle Skains,
2022-12-29 Winner of the 2023 N. Katherine Hayles Award for Criticism of Electronic Literature
Digital fiction has long been perceived as an experimental niche of electronic literature. Yet
born-digital narratives thrive in mainstream culture, as communities of practice create and share
digital fiction, filling in the gaps between the media they are given and the stories they seek.
Neverending Stories explores the influences of literature and computing on digital fiction and how
the practices and cultures of each have impacted who makes and plays digital fiction. Popular
creativity emerges from subordinated groups often excluded from producing cultural resources,
accepting the materials of capitalism and inverting them for their own carnivalesque uses. Popular
digital fiction goes by many different names: webnovels, adventure games, visual novels, Twitter
fiction, webcomics, Twine games, walking sims, alternate reality games, virtual reality films,
interactive movies, enhanced books, transmedia universes, and many more. The book establishes
digital fiction in a foundation of innovation, tracing its emergence in various guises around the
world. It examines Infocom, whose commercial success with interactive fiction crumbled, in no small
part, because of its failure to consider women as creators or consumers. It takes note of the brief
flourish of commercial book apps and literary games. It connects practices of cognitive and
conceptual interactivity, and textual multiplicity-dating to the origins of the print novel-to the
feminine. It pushes into the technological future of narrative in immersive and mixed realities. It
posits the transmedia franchises and the practices of fanfiction as examples of digital fiction that will
continue indefinitely, regardless of academic notice or approval.
  edward packard choose your own adventure: Instructor and Teacher , 1981
  edward packard choose your own adventure: Playing to Learn David Hutchison, 2007-05-30
Playing to Learn: Video Games in the Classroom is one of first practical resources that helps
teachers integrate the study of video games into the classroom. The book is comprised of over 100
video game related activity ideas appropriate for Grades 4 to 12. Virtually every subject area is
addressed. The book is augmented with several discussion articles contributed by scholars,
journalists, and bloggers who routinely write about video games. In addition, the book includes



dozens of activity modification and extension ideas, Web links, data tables, and photos.
  edward packard choose your own adventure: Publishers, Readers, and Digital
Engagement Marianne Martens, 2016-06-15 This book demonstrates how the roles of “author,”
“marketer,” and “reviewer” are being redefined, as online environments enable new means for
young adults to participate in the books they love. Prior to the expansion of digital technologies
around reading, teachers, parents and librarians were the primary gatekeepers responsible for
getting books into the hands of young people. Now publishers can create disintermediated digital
enclosures in which they can communicate directly with their reading audience. This book exposes
how teens contribute their immaterial and affective labor as they engage in participatory reading
experiences via publishers’ and authors’ interactive websites and use of social media, and how in
turn publishers are able to use such labor as they get invaluable market research, peer-to-peer
recommendations, and even content which can be used in other projects all virtually free-of-charge.
  edward packard choose your own adventure: Healthy Presentations Emily P. Green,
2021-07-13 This book is a practical guide for busy clinicians and educators within the biomedical
sciences on how to improve their presentations. It includes specific, practical guidance on crafting a
talk, tips on incorporating interactive elements to facilitate active learning, and before-and-after
examples of improved slide design. Chapters discuss all aspects of exceptional presentations such as
the identification of main concepts, organization of content, and best practices for creating lectures
that are focused on the facilitation of learning rather than on passive information transfer. The
examples provided are grounded in the biomedical sciences where presentations are necessarily
dense and rich with critical content, making this book an essential read for anyone who lectures
within a biomedical curriculum or presents at professional conferences. This book also addresses hot
topics in medical education such as presenting on virtual platforms, and reviewing teaching
materials for diversity, inclusion, and bias. These topics are not addressed in any other books on the
market, and they address real gaps in medical and health professions training. Written from the
perspective of an educator with over 20 years of experience in medical education, Healthy
Presentations: How to Craft Exceptional Lectures in Medicine, the Health Professions, and the
Biomedical Sciences recognizes the importance of high-quality, inclusive, and learner-centered
presentations, and it provides essential guidance and support to the faculty who create them.
  edward packard choose your own adventure: Emerging Perspectives on the Mobile
Content Evolution Aguado, Juan Miguel, 2015-09-21 In less than a decade, mobile technology has
revolutionized our cultures, societies, and economies by impacting both personal and professional
aspects of human life. Mobile technology has therefore become the fastest diffusing technology in
history, expanding and transforming existent possibilities by making technology accessible and
ubiquitous. Emerging Perspectives on the Mobile Content Evolution seeks a better understanding of
the centrality of mobile content in the recent and coming evolution of both the ICT ecosystem and
the media industry. This publication appeals to a broad audience within the interdisciplinary field of
media studies, covering topic areas such as journalism, marketing and advertising, broadcasting,
information management, media management, media economics, media- and technology-related
public policies, media sociology, audience/consumption studies, and arts. This publication presents a
multi-disciplinary discussion through a collection of academic chapters covering topics such as
mobile communications and entrepreneurship, reflection on wearables and innovation, personal and
mobile healthcare, mobile journalism and innovation, and behavioral targeting in the mobile
ecosystem.
  edward packard choose your own adventure: The Stuff of Science Fiction Gary Westfahl,
2022-10-07 While students and general readers typically cannot relate to esoteric definitions of
science fiction, they readily understand the genre as a literature that characteristically deals with
subjects such as new inventions, space, robot and aliens. This book looks at science fiction in
precisely this manner, with twenty-one chapters that each deal with a subject that is repeatedly
addressed in science fiction of recent centuries. Based on a packet of original essays that the author
assembled for his classes, the book could serve as a supplemental textbook in science fiction classes,



but also contains material of interest to science fiction scholars and others devoted to the genre. In
some cases, chapters offer thorough surveys of numerous works involving certain subjects, such as
imagined vehicles, journeys beneath the Earth and undersea adventures, discovering intriguing
patterns in the ways that various writers developed their ideas. When comprehensive coverage of
ubiquitous topics such as robots, aliens and the planet Mars is impossible, chapters focus on major
themes referencing selected texts. A conclusion discusses other science fiction subjects that were
omitted for various reasons, and a bibliography lists additional resources for the study of science
fiction in general and the topics of each chapter.
  edward packard choose your own adventure: Digimodernism Alan Kirby, 2009-05-01 A bold
new challenge to postmodern theory The increasing irrelevance of postmodernism requires a new
theory to underpin our current digital culture. Almost without anybody noticing, a new cultural
paradigm has taken center stage, displacing an exhausted and increasingly marginalized
postmodernism. Alan Kirby calls this cultural paradigm digimodernism, a name comprising both its
central technical mode and the privileging of fingers and thumbs inherent in its use. Beginning with
the Internet (digimodernism's most important locus), then taking into account television, cinema,
computer games, music, radio, etc., Kirby analyzes the emergence and implications of these diverse
media, coloring our cultural landscape with new ideas on texts and how they work. This new kind of
text produces distinctive forms of author and reader/viewer, which, in turn, lead to altered notions of
authority, 'truth' and legitimization. With users intervening physically in the creation of texts, our
electronically-dependent society is becoming more involved in the grand narrative. To clarify these
trends, Kirby compares them to the contrasting tendencies of the preceding postmodern era. In
defining this new cultural age, the author avoids both facile euphoria and pessimistic fatalism,
aiming instead to understand and thereby gain control of a cultural mode which seems, as though
from nowhere, to have engulfed our society. With new technologies unfolding almost daily, this work
will help to categorize and explain our new digital world and our place in it, as well as equip us with
a better understanding of the digital technologies that have a massive impact on our culture.
  edward packard choose your own adventure: Video in the Age of Digital Learning Jonas
Köster, 2018-08-28 Although video is now ubiquitous in education, its full potential is oftentimes not
fully understood, nor is it used to utmost potential. This timely volume seeks to address this gap by
providing educators and instructional designers with a comprehensive and in-depth understanding
of video production processes and methods for designing effective instructional videos. From its
discussion of the significance of digital learning and impact of instructional video to its unique focus
on the best design and production techniques that make video an effective teaching tool, this book
offers applicable and tested strategies for creating quality instructional video. The accompanying
website, which allows readers to see sample videos and access additional online resources,
underscores the book’s practitioner focus. Among the topics covered: · Instructional videos for
teaching and learning · Design and interactivity of instructional videos · Production, distribution, and
integration of instructional videos · The future of instructional video Video in the Age of Digital
Learning is an important, practical contribution to the scholarship exploring methods for sharing
and acquiring knowledge in the digital age. It promises to be a valuable resource for educators,
instructional designers, instructional media producers, and educational technology professionals.
  edward packard choose your own adventure: Saving the Celtics: A Be the General Manager
Book Bryant T. Jordan, 2014-06 Saving the Celtics: A Be the General Manager Book, is a
game-changer in every sense of the word! This book could literally revolutionize the field of sports
publishing by creating two new genres, namely Be the General Manager books as well as Choose
Your Own Ending Sports Adventure books for adults! In Saving the Celtics, you the reader have the
opportunity to try and convince Celtics CEO Wyc Grousbeck to hire you as the new Celtics General
Manager, draft the best available prospect (Julius Randle, Dante Exum, etc, etc.), use your available
cap space to re-sign former Celtics or new free agents, hire a new coach, make trades, and
ultimately win the NBA championship at the end of the 2014-15 season. Saving the Celtics is a 172
page adventure that is a hilarious and fun read, as well as a workout for your brain. Stat-geeks,



hoops junkies, die-hard Celtics fans and casual basketball fans alike could read and re-read this book
and never get bored. It's literally like a video-game on paper!
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