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                                     Abstract
The way people have been learning and living is constantly evolving. Whereas, a couple of decades ago, society required a workforce dominated primarily by the ‘production-line’ paradigm, nowadays the balance has tipped towards the necessity of a work-force which is dynamic, innovative, creative, and able to deal with problems in the most efficient manner. These characteristics are most often inherent of ‘Gamers’ or that section of the work-force which society is harbouring. This chapter will explore some of the characteristics, which games are capable of extracting and extrapolate them to a learning continuum shifting from the individual to the more collaborative framework. Ultimately this chapter aims to show why a shift in the mentality needs to occur when it comes to education and learning, as we move forward in the same steps which games have successfully undertaken.
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                             Notes
	1.Figures as registered through the Inside Social Games metric service on the 3rd March 2011; Available online: http://www.insidesocialgames.com/.


	2.EVOKE was developed by the World Bank Institute, the learning and knowledge arm of the World Bank Group, and directed by alternate reality game master Jane McGonigal. [Online] Accessed 2001: http://blog.urgentevoke.net/2010/01/27/about-the-evoke-game/



	3.Crowdsourcing is a term coined by Jeff Howe (2006) to describe the “outsourcing of the job to the crowd” (McGonigal, 2011)





 References
	Aldrich, C.: Learning Online with Games, Simulations, and Virtual Worlds. Wiley, Chichester/GB (2009a)

                    Google Scholar 
                

	Aldrich, C.: The Complete Guide to Simulations and Serious Games: How the Most Valuable Content Will be Created in the Age Beyond Guttenberg to Google. Wiley, Chichester/GB (2009b)

                    Google Scholar 
                

	Barab, S., Scott, B., Siyahhan, S., Goldstone, R., Ingram-Goble, A., Zuiker, S.: Transformational play as a curricular scaffold. J. Sci. Educ. Technol. 18, 305–320 (2009)
Article 
    
                    Google Scholar 
                

	Baribeau, T.: Cities, Cars, and Board Games Leading This Week’s List of Fastest-Growing Facebook Games by DAU. Inside Social Games: Tracking Innovation at the Convergence of Games and Social Platforms. http://www.insidesocialgames.com/2011/03/02/cities-cars-and-board-games-leading-this-week%E2%80%99s-list-of-fastest-growing-facebook-games-by-dau/ (2011). Accessed

	Charsky, D: From edutainment to serious games: A change in the use of game characteristics. Games Cult. 5, 177–198 (2010)
Article 
    
                    Google Scholar 
                

	Chou, S., Min, H.: The impact of media on collaborative learning in virtual settings:The perspective of social construction. Comput. Educ. 52, 417–431 (2009)
Article 
    
                    Google Scholar 
                

	Crawford, C.: The Art of Computer Game Design. University Vancouver Library, Vancouver (1997)

                    Google Scholar 
                

	Csìkszentmihàlyi, M.: Flow: The Psychology of Optimal Experience. HarperCollins, New York (1991)

                    Google Scholar 
                

	Csìkszentmihàlyi, M., Rathunde, K.: The measurement of flow in everyday life: Toward a theory of emergent motivation. In: Jacobs, J. (ed.) Nebraska Symposium on Motivation, 1992: Developmental Perspectives on Motivation, Current Theory and Research in Motivation, Vol. 40, pp. 57–97. University of Nebraska Press, Lincoln, NE, xiii, 299 pp (1992)

                    Google Scholar 
                

	de Freitas, S., Mharg, P.: Modelling learning experiences. In: de Freitas, S., Mharg, P. (eds.) Digital Games and Learning, pp. 1–41. Continuum International Publishing Group, London (2001)

                    Google Scholar 
                

	de Freitas, S., Oliver, M.: (2006) How can exploratory learning with games and simulations within the curriculum be most effectively evaluated? Comput. Educ. 46, 249–264.

                    Google Scholar 
                

	Entertainment Software Association: Essential Facts about the Computer and Video Game Industry. Entertainment Software Association. http://www.theesa.com/facts/pdfs/ESA_Essential_Facts_2010.PDF (2011). Accessed 2011

	Gee, J.: ‘Learning and games.’ The ecology of games: Connecting youth, games, and learning. In: Salen, K. (ed.) TheJohn D. and Catherine T. MacArthur Foundation Series on Digital Media and Learning, pp. 21–40. The MIT Press, Cambridge, MA. doi:10.1162/dmal.9780262693646.021 (2008a)

                    Google Scholar 
                

	Gee, J.P.: Big Thinkers: James Paul Gee on Grading with Games. (Edutopia, Interviewer) (2008b)

                    Google Scholar 
                

	Hamlen, K.R.: Children’s choices and strategies in video games. Comput. Hum. Behav. 27, 532–539 (2011)
Article 
    
                    Google Scholar 
                

	Hayes, B., Games, I.: Making computer games and design thinking: A review of current software and strategies. Games Cult. doi: 10.1177/1555412008317312 (2009). Accessed 2011

                        Google Scholar 
                

	Howe, J.: The Rise of Crowdsourcing. Wired. 14.06. http://www.wired.com/wired/archive/14.06/crowds.html. Accessed Feb 2011 (2006, June)

	Hrastinski, S.: A theory of online learning as online participation. Comput. Educ. 52, 78–82 (2009)
Article 
    
                    Google Scholar 
                

	Lave, J., Wenger, E.: Situated Learning: Legitimate Peripheral Participation. Cambridge University Press, Cambridge (1991)
Book 
    
                    Google Scholar 
                

	LittleBigPlanet 2 review:. GamesTM: http://www.gamestm.co.uk/reviews/littlebigplanet-2-review/ (2011). Accessed Feb 2011

	Mack, D.: Top 25 Facebook games for March 2011. Inside social games: Tracking innovation at the convergence of games and social platforms. http://www.insidesocialgames.com/ (2011). Accessed 2011

	McGonigal, J.; Reality Is Broken. Joanthan Cape, London (2011)

                    Google Scholar 
                

	Michael D, Chen, S.: Serious Games. Cengage Learning, Inc, Boston, MA (2005)

                    Google Scholar 
                

	MMORPG: MMORPG Gamelist – All Listed Games. MMORPG. http://www.mmorpg.com/gamelist.cfm/show/all/sCol/genreUC/sOrder/asc (2011). Accessed 2011

	Nonaka, I., Takeuchi, H.: The Knowledge Creating Company: How Japanese Companies Create the Dynamics of Innovation. Oxford University Press, New York (1995)

                    Google Scholar 
                

	Oblinger, D.: Games and learning: Digital games have the potential to bring play back to the learning experience. Educ. Q. 3, 5–7 (2006)

                    Google Scholar 
                

	Oikita S, Bailenson, J., Schwartz, D.L.: The mere belief of a social interaction improves learning. Twenty-ninth meeting of the Cognitive Science Society. Nashville, TN (2007)

                    Google Scholar 
                

	Papert, S.: Does easy do it? Children, Games and Learning. Game Dev. Mag. 88 (1998)

                        Google Scholar 
                

	Reeves, B., Read, J.: Total Engagement: Using Games and Virtual Worlds to Change the Way People Work and Businesses Compete. Harvard Business Press, Boston, MA (2009)

                    Google Scholar 
                

	Reviews – Game Spot: http://www.gamespot.com/ (2011). Accessed 2011

	Robinson, K.: Out of Our Minds: Learning to Be Creative. Wiley, Oxford (2001)

                    Google Scholar 
                

	Seely Brown, J.: Digital Media – New Learners Of The 21st Century. Episode: Extended Interview: Dr. John Seely Brown. PBS Video (2011)

                        Google Scholar 
                

	Vygotsky, L.S.: Mind in Society: The Development of Higher Psychological Processes, xi, 159 pp. Harvard University Press, Cambridge, MA (1978)

                    Google Scholar 
                

	Wenger, E.: Communities of Practice: Learning, Meaning, and Identity. Cambridge University Press, New York (1998)
Book 
    
                    Google Scholar 
                

	World of Warcraft. Blizzard Entertainment: World of Warcraft: http://www.worldofwarcraft.com/index.xml (2011). Accessed 2011


Download references




 Author information
Authors and Affiliations
	University of Malta, Msida, Malta
Vanessa Camilleri, Leonard Busuttil & Matthew Montebello


Authors	Vanessa CamilleriView author publications
You can also search for this author in
                        PubMed Google Scholar



	Leonard BusuttilView author publications
You can also search for this author in
                        PubMed Google Scholar



	Matthew MontebelloView author publications
You can also search for this author in
                        PubMed Google Scholar





Corresponding author
Correspondence to
                Vanessa Camilleri .


 Editor information
Editors and Affiliations
	, Digital Design Studio, The Glasgow School of Art, The Hub, Glasgow, G51 1EA, United Kingdom
Minhua Ma 

	E514, School of Computing and Mathematics, University of Derby, Kedleston Road, Derby, DE22 1GB, United Kingdom
Andreas Oikonomou 

	, School of Electrical and Information, University of South Australia, Adelaide, SA 5095, South Australia, Australia
Lakhmi C. Jain 




 Rights and permissions
Reprints and permissions


 Copyright information
© 2011 Springer-Verlag London Limited


 About this chapter
Cite this chapter
Camilleri, V., Busuttil, L., Montebello, M. (2011).  Social Interactive Learning in Multiplayer Games.

                     In: Ma, M., Oikonomou, A., Jain, L. (eds) Serious Games and Edutainment Applications. Springer, London. https://doi.org/10.1007/978-1-4471-2161-9_23
Download citation
	.RIS
	.ENW
	.BIB

	DOI: https://doi.org/10.1007/978-1-4471-2161-9_23

	Published: 13 October 2011

	
                            Publisher Name: Springer, London

	
                                Print ISBN: 978-1-4471-2160-2

	
                                Online ISBN: 978-1-4471-2161-9

	eBook Packages: Computer ScienceComputer Science (R0)


Share this chapter
Anyone you share the following link with will be able to read this content:
Get shareable linkSorry, a shareable link is not currently available for this article.


Copy to clipboard

                                Provided by the Springer Nature SharedIt content-sharing initiative
                            







 Publish with us
Policies and ethics



                            
                            
    

                        

                    
                
                
                    
                        
                            
                                
                                    
                                        
                                            Access via your institution
                                            
                                                
                                            
                                        
                                    

                                
                            
                        
                        
                            
                        


                        
                            
                        


                        
                            

                                
                                    
                                        
                                            
 
  
   Buying options

   
    
     	
       
        Chapter
      
	
       
        USD   29.95
       

      
	
       Price excludes VAT (USA)
      


             
      	Available as PDF
	Read on any device
	Instant download
	Own it forever

Buy Chapter
     

    

    
     	
       
        eBook
      
	
       USD   79.99
      
	
       Price excludes VAT (USA)
      


        
      	Available as EPUB and PDF
	Read on any device
	Instant download
	Own it forever

Buy eBook
     

    

    
     	
       
        Softcover Book
      
	
       USD   99.99
      
	
       Price excludes VAT (USA)
      


        
      	Compact, lightweight edition
	Dispatched in 3 to 5 business days
	Free shipping worldwide - see info

Buy Softcover Book
     

    

    
     	
       
        Hardcover Book
      
	
       USD   139.99
      
	
       Price excludes VAT (USA)
      


        
      	Durable hardcover edition
	Dispatched in 3 to 5 business days
	Free shipping worldwide - see info

Buy Hardcover Book
     

    

   

  

  
   Tax calculation will be finalised at checkout

   Purchases are for personal use only
Learn about institutional subscriptions
  

 

 
 


                                        

                                    
                                

                                

                                

                                

                            

                        

                    
                

            
    

        
    


    
        
            Search

            
                
                    
                        Search by keyword or author
                        
                            
                            
                                
                                    
                                
                                Search
                            
                        

                    

                
            

        

    



    
        Navigation

        	
                    
                        Find a journal
                    
                
	
                    
                        Publish with us
                    
                
	
                    
                        Track your research
                    
                


    


    
	
		
			
			
	
		
			
			
				Discover content

					Journals A-Z
	Books A-Z


			

			
			
				Publish with us

					Publish your research
	Open access publishing


			

			
			
				Products and services

					Our products
	Librarians
	Societies
	Partners and advertisers


			

			
			
				Our imprints

					Springer
	Nature Portfolio
	BMC
	Palgrave Macmillan
	Apress


			

			
		

	



		
		
		
	
		
				
						
						
							Your privacy choices/Manage cookies
						
					
	
						
							Your US state privacy rights
						
						
					
	
						
							Accessibility statement
						
						
					
	
						
							Terms and conditions
						
						
					
	
						
							Privacy policy
						
						
					
	
						
							Help and support
						
						
					


		
	
	
		
			
				
					
					3.238.243.16
				

				Not affiliated

			

		
	
	
		
			
		
	
	© 2024 Springer Nature




	





    

    
    
    


