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                                     Abstract
Experiential Education is an educational approach not primarily concerned with knowledge acquisition but focusing on the training of behavioural skills in order to increase social and personal competencies in its participants. While the roots of this approach can be traced back as far as the philosophers of ancient Greece, it is currently experiencing a wave of mainstream popularity, due to its proven success. Adventure initiative games are a form of intervention frequently applied in experiential education settings in order to promote and refine social and personal skills. Some key elements of this game category are presented along with explanations on how they integrate virtual worlds to enhance creativity and engagement in the players. It is argued that for educational as well as evaluation purposes, it appears valuable to augment initiative games through mobile digital devices. A suggestion for a game design including specific details as well as an evaluation procedure is presented. Thus, the chapter aims to merge a theoretical contribution from the field of computing with practical considerations of a trained pedagogue and educational field researcher.
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	1.The authors feel that the politically correct “he/she” will only impact the readability of the chapter and have chosen to use the male version only.





 References
	Bacon, S.: The Conscious Use of Metaphor. Outward Bound, Denver, CO (1983)

                        Google Scholar 
                

	Bieligk, M.: Erlebnispädagogische Ansätze im Sportunterricht. Zeitschrift für Erlebnispädagogik 7/8/9 (2005)

                        Google Scholar 
                

	Bitterberg, T., Hildmann, H., Branki, C.: Using resource management games for mobile phones to teach social behaviour. In: Proceedings of Techniques and Applications for Mobile Commerce (TAMoCo08), Glasgow, Scotland, pp. 77–84. IOS Press, Amsterdam, Netherlands (2008)

                        Google Scholar 
                

	Bogdanowicz, A.: Augementing your reality – ieee members are changing the way we look at the world. The Insitute – IEEE.org pp. 6–7 (2011)

                        Google Scholar 
                

	Brooker, D., Carey, T., Warren, I.: Middleware for social networking on mobile devices. In: Software Engineering Conference (ASWEC), 2010 21st Australian, pp. 202–211 (2010). doi 10.1109/ASWEC.2010.13

                        Google Scholar 
                

	Centrum für Erlebnispädagogik Volkersberg: Erlebnispädagogisches Denken und Handeln I und II - Skript zum gleichnamigen Modul der Weiterbildung zum erlebnispädagogischen Kompetenztrainer. CEP, Bad Brückenau, Germany (2010)

                        Google Scholar 
                

	Connolly, T., Boyle, E., Hainey, T.: A survey of students’ motivations for playing computer games: A comparative analysis. In: Proceedings of 1st European Conference on Games-based Learning (ECGBL), Paisley, Scotland (2007a)

                        Google Scholar 
                

	Connolly, T., Boyle, E., Stansfield, M., Hainey, T.: A survey of students’ computer game playing habits. J. Adv. Technol. Learn. 4(4) (2007b)

                        Google Scholar 
                

	Connolly, T., Stansfield, M., Josephson, J., Lzaro, N., Rubio, G., Ortiz, C., Tsvetkova, N., Tsvetanova, S.: Using alternate reality games to support language learning. In: Proceedings. Web-Based Education WBE 2008, Innsbruck, Austria (2008)

                        Google Scholar 
                

	diSessa, A.: Changing Minds: Computers, Learning and Literacy. MIT Press, Cambridge, MA (2000)
Book 
    
                    Google Scholar 
                

	Fischer, T., Ziegenspeck, J.: Handbuch Erlebnispädagogik. Von den Ursprüngen bis zur Gegenwart. Klinkhardt, Bad Heilbrunn/Obb, Germany (2000)

                    Google Scholar 
                

	Gass, M.: Adventure Therapy: Therapeutic Implications of Adventure Programming. Kendall & Hunt, Dubuque, IA (1993)

                    Google Scholar 
                

	Gee, J.: What Video Games Have to Teach Us About Learning and Literacy. Palgrave Macmillan, New York, NY, USA (2003)

                        Google Scholar 
                

	Gee, J.: Situated Language and Learning: A Critique of Traditional Schooling. Routledge, New York, NY, USA (2004)

                        Google Scholar 
                

	Gee, J.: Why Video Games are Good For Your Soul: Pleasure and Learning. Common Ground (2005)

                        Google Scholar 
                

	Gilsdorf, R., Kistner, G.: Kooperative Abenteuerspiele 1 & 2. In: Praxishilfe für Schule, Jugendarbeit und Erwachsenenbildung, vol. 12. Kallmeyer, Germany, Seelze-Velber (2003)

                        Google Scholar 
                

	Healy, A.: Does game based learning, based on constructivist pedagogy, enhance the learning experience and outcomes for the student compared to a traditional didactic pedagogy? Master’s thesis, University of Paisley, Paisley, Scotland (2006)

                    Google Scholar 
                

	Heckmair, B.: Erlebnisorientierte Lernprojekte. Szenarien für Trainings, Seminare und Workshops, vol. 3. Beltz, Weinheim, Germany and Basel, Switzerland (2008)

                        Google Scholar 
                

	Heckmair, B., Michl, W.: Erleben und Lernen. Einführung in die Erlebnispädagogik. Reinhardt, München, Germany (2004)

                    Google Scholar 
                

	Hildmann, H., Hildmann, J.: A critical reflection on the potential of mobile device based tools to assist in the professional evaluation and assessment of observable aspects of learning or (game) playing. In: 3rd European Conference on Games Based Learning. API, Academic Publishing International, Graz, Austria (2009a)

                        Google Scholar 
                

	Hildmann, H., Hirsch, B.: Raising awareness for environmental issues through mobile device based serious games. In: 4th Microsoft Academic Days, Berlin, Germany (2008)

                        Google Scholar 
                

	Hildmann, H., Branki, C., Pardavila, C., Livingstone, D.: A framework for the development, design and deployment of customisable mobile and hand held device based serious games. In: Proceedings of 2nd European Conference on Games Based Learning (ECGBL08), Barcelona, Spain. API, Academic Publishing International (2008a)

                        Google Scholar 
                

	Hildmann, H., Hainey, T., Livingstone, D.: Psychology and logic: design considerations for a customisable educational resource management game. In: The Fifth Annual International Conference in Computer Game Design and Technology, Liverpool, England (2007)

                        Google Scholar 
                

	Hildmann, H., Uhlemann, A., Livingstone, D.: A mobile phone based virtual pet to teach social norms and behaviour to children. In: The 2nd IEEE International Conference on Digital Game and Intelligent Toy Enhanced Learning (Digitel 2008), Banff, Canada (2008b)

                        Google Scholar 
                

	Hildmann, H., Uhlemann, A., Livingstone, D.: An (artificial) neural network driven behavioural model for virtual pets on mobile phones. Comput. Inform. Syst. 13(2) (2009). School of Computing Journal, University of the West of Scotland.

                        Google Scholar 
                

	Hildmann, H., Uhlemann, A., Livingstone, D.: Simple mobile phone based games to adjust the player’s behaviour and social norms. Int. J. Mobile Learn. Organ. (IJMLO), Special Issue on Emerging Mobile Learning Environments for Industries and Pedagogies 3(3), 289–305 (2010)

                        Google Scholar 
                

	Hildmann, J.: SimpleThings. Erlebnispädagogik mit Alltagsgegenständen. erleben & lernen 3/4, 45–47 (2008)

                    Google Scholar 
                

	Hildmann, J.: Problems are chances in disguise – promoting social and personal skills through experiential education in the classroom. Ph.D. thesis, Ludwig-Maximilians-Universität, Munich, Germany (2010)

                    Google Scholar 
                

	Hildmann, J., Hildmann, H.: Promoting social skills through initiative games in the classroom and assessing their success. In: 3rd European Conference on Games Based Learning. API, Academic Publishing International, Graz, Austria (2009b)

                        Google Scholar 
                

	Hoppe, H.: Spiele finden und erfinden. Ein Leitfaden für die Spielpraxis. No. 3 in Forum SpielTheaterPädagogik. LIT, Berlin, Germany (2006)

                    Google Scholar 
                

	Ketamo, H., Kiili, K.: New teachership in game worlds. In: 3rd European Conference on Games Based Learning. API, Academic Publishing International, Graz, Austria (2009)

                        Google Scholar 
                

	Lee, R., Kwon, Y.J., Sumiya, K.: Layer-based media integration for mobile mixed-reality applications. In: Next Generation Mobile Applications, Services and Technologies, 2009. NGMAST ’09. Third International Conference on, pp. 58–63 (2009). doi 10.1109/NGMAST.2009.90

                        Google Scholar 
                

	Longstaff, B., Reddy, S., Estrin, D.: Improving activity classification for health applications on mobile devices using active and semi-supervised learning. In: Pervasive Computing Technologies for Healthcare (PervasiveHealth), 2010 4th International Conference, pp. 1–7, Munich, Germany (2010)

                        Google Scholar 
                

	Luckner, J., Nadler, R.: Processing the Experience. Strategies to Enhance and Generalize Learning. Kendall & Hunt., Dubuque, IA (1997)

                    Google Scholar 
                

	Malone, T., Lepper, M.R.: Making learning fun: a taxonomy of intrinsic motivations for learning. In: Aptitude, Learning and Instruction, vol. 3: Conative and Affective Process Analysis, pp. 223–235. Routledge, New York, NY, USA. ISBN 0898597218, 9780898597219 (1987)

                        Google Scholar 
                

	Motiwalla, L.F.: Mobile learning: a framework and evaluation. J. Comput. Educ. 49(3), 581–596 (2007)
Article 
    
                    Google Scholar 
                

	Quinn, C.: Computer-Based Simulations: Principles of Engagement, The Handbook of Experiential Learning. Pfeiffer, San Francisco, CA (2007)

                    Google Scholar 
                

	Rehm, M.: Evaluationen erlebnispädagogischer Programme im englischsprachigen Raum. Eine Übersicht über 65 Studien. Wissenschaftliche Forschung in der Erlebnispädagogik. Tagung Hochschulforum Erlebnispädagogik. Ziel, Augsburg, Germany (1999)

                        Google Scholar 
                

	Reiners, A.: Erlebnis und Pädagogik. Sandmann, München, Germany (1995)

                    Google Scholar 
                

	Reiners, A.: Praktische Erlebnispädagogik. Neue Sammlung motivierender Interaktionsspiele, Vol. 6. Ziel, Augsburg, Germany (2003)

                    Google Scholar 
                

	Rohnke, K.: Cowstails and Cobras II. A Guide to Games, Initiatives, Ropes Courses, & Adventure Curriculum. Kendall & Hunt, Dubuque, IA (1989)

                    Google Scholar 
                

	Rohnke, K., Butler, S.: Quicksilver. Adventure Games, Initiative Problems, Trust Activities and a Guide to Effective Leadership. Kendall & Hunt/MIT Press, Dubuque, IA (1995)

                    Google Scholar 
                

	Schmidt, A., Langheinrich, M., Kersting, K.: Perception beyond the here and now. Computer 44(2), 86–88 (2011). doi 10.1109/MC.2011.54
Article 
    
                    Google Scholar 
                

	Sherstyuk, A., Vincent, D., Treskunov, A.: Toward natural selection in virtual reality. Comput. Graph. Appl. IEEE 30(2), 93–96,C3 (2010). doi 10.1109/MCG.2010.34
Article 
    
                    Google Scholar 
                

	Sonntag, C.: Abenteuer Spiel – Handbuch zur Anleitung kooperativer Abenteuerspiele. Ziel, Augsburg, Germany (2002)

                        Google Scholar 
                

	Spencer, P., Hafer, J.: Play as “window” and “room”: assessing and supporting the cognitive and linguistic development of deaf infants and young children. In: Psychological Perspectives on Deafness (eds. M. Marschark and D. Clark), vol. 2, pp. 131–152. Lawrence Erlbaum Associates, Hillsdale, NJ (1998)

                        Google Scholar 
                

	Tiotuico, N., Kroll-Peters, O., Stelter, T., Odry, D.: Game design: motivation for mobile gaming created by new technologies. In: Hegering, H.-G., Lehmann, A. (eds.) GI Jahrestagung, Vol. 133, pp. 505–506. Lecture Notes in Informatics, BI Bonn, Germany (2008)

                        Google Scholar 
                

	Want, R.: iphone: Smarter than the average phone. Pervasive Comput. IEEE 9(3), 6–9 (2010). doi 10.1109/MPRV.2010.62

                    Google Scholar 
                

	Weber, H., Rammsayer, T.: Handbuch der Persönlichkeitspsychologie und Differentiellen Psychologie. In: Schriftenreihe Handbuch der Psychologie (eds. H. Weber and T. Rammsayer), Vol. 2. Hogrefe, Göttingen, Bern, Wien, Toronto, Seattle, Oxford, Prag (2005)

                        Google Scholar 
                


Download references




 Author information
Authors and Affiliations
	Centrum für Erlebnispädagogik Volkersberg, Volkersberg, Germany
Jule Hildmann

	Etisalat BT Innocation Centre (EBTIC), Khalifa University, Abu Dhabi, United Arab Emirates
Hanno Hildmann

	University of the West of Scotland (UWS), Scotland, UK
Hanno Hildmann


Authors	Jule HildmannView author publications
You can also search for this author in
                        PubMed Google Scholar



	Hanno HildmannView author publications
You can also search for this author in
                        PubMed Google Scholar





Corresponding author
Correspondence to
                Jule Hildmann .


 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
Hildmann, J., Hildmann, H. (2011).  Augmenting Initiative Game Worlds with Mobile Digital Devices.

                     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_8
Download citation
	.RIS
	.ENW
	.BIB

	DOI: https://doi.org/10.1007/978-1-4471-2161-9_8

	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
						
						
					


		
	
	
		
			
				
					
					54.85.210.15
				

				Not affiliated

			

		
	
	
		
			
		
	
	© 2024 Springer Nature




	





    

    
    
    


