



































































































































































































































	Cover
	Title Page
	Table of Contents
	Chapter 1: Introduction and Terminology
	Chapter 2: Computerized Conferencing and the Model Building Process
	Chapter 3: The Gestalt Communication Process
	Chapter 4: Potential Impact of Computerized Conferencing on Simulation-Games
	Chapter 5: Current Work in Using Computer Communications in Simulation-Games
	Chapter 6: Mathematical Model for Designing Conferencing-Based Simulation-Games
	Chapter 7: A Higher Level Language for Describing a System from a Communications Point of view
	Chapter 8: Conclusions and Recommendations
	References

	Preface

