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Overall Purpose 
During this past year, much time has been spent completing the required coursework for our Masters in Literacy Education. GLIT 6756 and 6757 are obviously no exception to the rule, as we have become actively engaged in, and are learning about a ‘New Literacy’.  In our group, machinima seemed to be of mutual interest. Although all three members of our group teach at different levels; primary, elementary, and high school, we all agree that machinima could be a valuable learning tool that we could incorporate into our very own classrooms. In addition to wanting to share machinima as a new literacy with our students, we learned from the course syllabus that the task for machinima is to create a short narrative movie using virtual world (ie, Second Life) or video game characters and settings, which does not need video cameras in order to create footage. Everything is done directly on the computer. This information was quite intriguing, which spiked our curiosity. We wondered, “How could you make a movie without a video camera, using just a computer?” And so, our journey began… 

Actual Task
While other groups who were doing Machinima used Second Life to create their movie, we did not. On the first day of class we were given a piece of software called The Movies. We were rather oblivious to the goal at the beginning of this research process, but it soon became apparent that our task was to play a game and become the most successful movie studio in the world. Not only were we challenged to recruit and nurture the best stars and keep them happy, we also had to build up the most impressive studio lot, win awards, and make as much money as we possibly could. In doing so, we had to hire the best actors/actresses and manage them effectively, so that we could release hit films and gain studio recognition and prestige (The Movies Premiere Edition, 2002,  p. 2).
Initially, as the players of this game we did not have a whole lot of control over the types and quality of movies being made. We selected star wannabes and script writers, producers and directors who basically created the movies for us. However, over time The Movies proved to be interesting and even a little addictive. As years passed and more movies were cast, we earned more gaming options until we were eventually introduced to the Advanced Movie Maker mode, the key to creating our own movie. We were finally in control of our movie, not just the characters in the game and our studio ratings could climb! We were now on the right track to achieving our goal of creating our machinima video.
Task Product Description – “The Technical Stuff”
Monday, July 9th, 2007

Our task to create a three minute machinima video at first was confusing.  We began by installing a game given to us by Michele, called The Movies. During the installation process we were asked to register with Lionhead Studios which would allow us online access to aspects of the game we were playing.  To do this, Tanya was to be e-mailed an activation code, which she didn’t actually receive until the following day.  We initially had difficulty installing the game, but with a little help from Colin, we did so successfully.  On Monday afternoon, our group started playing the game.  When we opened the game we realized that there were four options available to us:  1. Learn the Basics, 2. New Game, 3. Sandbox, and 4. Load Game.  We skimmed through the manual and decided to try Learn the Basics, as this was a tutorial built into the game. The tutorial directed us to follow ‘bubbles’ that gave pointers on how to play the game.  We went through the tutorial process and actually played the game by adding buildings to our studio, creating actors/actresses, creating movie crews and studio maintenance crews.  We reviewed the tutorial for an hour and then decided to try a game of our own.  We selected the New Game option from the main menu.  We progressed through the game by adding new characters and buildings as we played and often checked the manual to help us make decisions about what to do next.   We were still not sure if we were on the right track after playing the new game for about an hour so we decided that reading the manual would be a good option to give us an idea of where to go next.  

Tuesday, July 10th, 2007
On Tuesday we decided to try to Learn the Basics again.  After playing this option for several hours, we realized key features of the game.  Here are several key features of playing The Movies we learned from the tutorial.

· The Movies starts in the year 1920.  Only the technology that was available in that year was available to us in The Movies.  Ie., Our first movies were made in black and white.  The actors/actresses received a very low annual salary of $6000 per year, typical of what they would receive in 1920.

· As we played the game, our movie advanced in years, but very slowly.

· The more we played the game, the more buildings became available to us.  In the beginning of the game, the sets we created were very simple.

· It was our responsibility to keep our movie crew (actors, directors, etc.) happy.  We could do this by giving them a break from the movie, giving them a snack or drink, or giving them a make over.  Later in the game we would have the option of giving them plastic surgery, but we didn’t advance that far in the game.  Actors, actresses or directors that were unhappy were capable of giving a poor performance and this could affect the movie studio ratings.  It was our responsibility to keep them happy to promote a good performance.
· Actors and actresses often became addicted to food/drink and we had to place them in rehab.  Rehabilitation was a very slow process and this could affect the production time of the movie, but it was worth it in the end.

· The more movies we produced, the more capital our studio gained, thus allowing us more options to attract top movie stars and to gain more buildings.  Gee refers to these as “affordances”.  As he states in Chapter 4 of his article, “An ‘affordance’ is a feature of the world (real or virtual) that will allow for a certain action to be taken, but only if it is matched by an ability in an actor who has the wherewithal to carry out such an action.” (Gee, 2007,  p. 25)

· The more attractive our studio, the more capital we gained. We had to keep our studio attractive by hiring janitors and maintenance people, by creating an attractive landscape, i.e. flora, walkways; by adding decorations, ie. light poles, fountains, etc.

· It was our goal to produce as many movies of good quality with the goal of winning an award at a ceremony that occurred every five years.

· Playing the game for several hours on Tuesday advanced us a number of years into the game and added the following buildings to our movie set:  casting office, stage building, stage set, staff office, production office, and a crew facility.  It was at this time that we had created several short movies and our studio was gaining in capital.

Wednesday, July 11th, 2007
We started this day by beginning a new game.  We realized that we could create our own stars by creating them in Star Maker, another aspect of The Movies.  Advancement in the game gave us the affordance of importing these new stars.  We continued to play the game gaining a Script Writing Office and the Advanced Movie Maker.  We discovered that the Advanced Movie Maker was what we needed to create our own machinima movie.
We began by watching the tutorial in the Advanced Movie Maker.  We had to choose one of the sets we had gained by playing the game, so we chose to have a Wild West action set.  We chose our three main actors.  We placed each of our main actors into ‘The Makeover Room’ to choose the costumes they would wear on the set.  We also realized we could change these at any point by simply dragging them from a scene into the Makeover Room.    We had several scenes to choose from, including fighting scenes, love scenes, and so on.  Throughout the movie making process we could move scenes by dragging them, or we could delete scenes by dragging them into the trash can.  We were given options that allowed us to change the lighting, weather effects, etc. of each scene.  Options were available in certain scenes that allowed us to change the mood of the scene by using ‘sliders’.  For example, when our bartender poured the drink, we were given the option of having him being ‘neutral’, ‘sad’, ‘happy’ or ‘impressive’. 
Thursday, July 12th, 2007
We went back into Advanced Movie Maker and continued to add scenes to our short movie.  We had fun trying different characters in different scenes.  Once our movie was completed, we had to take it back to the casting office where we had to fill empty roles, rehearse and shoot the movie.  This was a very slow process, but was worthwhile in the creation of our machinima movie.
Friday, July 13th, 2007
Actors and actresses were in the wrong positions in two scenes of our movie so we had to take the movie back to the Advanced Movie Maker to make the necessary adjustments.  Once our movie was completely filmed we then had to take it to the Post Production Office, where we could further edit our movie.  While in the editing stage we decided we wanted to add our own audio segments to the movie.  We downloaded ‘Audacity Audio Editor’.  We choose the segment of the song we wanted to import, and at first had difficulty discovering which file to save the song in.  We did this by running a search and thus located the appropriate folder.  Once our sound was imported and we were happy with the editing process, we exported our movie to a format that could be accessed outside of the game.  We exported our film and saved it in a file format that could be used in Windows Media Player.  We finally reached our goal of creating a three minute machinima movie by using a computer game, The Movies.
Data Collection
Our data were collected using three main methods: observed data, written data and spoken data.  Our data were collected mainly through the use of field notes, double entry notepads, and post data analysis.  We recorded chunks of spoken data, for example, on Wednesday, July 11th, Joy said, “[W]e need to think in that time frame” (Seaward, J10), in referring to how to play the game.  We also recorded field notes, ‘in the heat of the moment’ as we played the game. (Lankshear and Knobel, 2004, p. 229) Basically, we recorded aspects of the game as we moved through the game, identifying key moments or stages of the game, any strategies we used, any new strategies that we learned, and points where we felt frustration.  We also recorded points in the game where we were not sure what to do and we had to try something different. We used various methods for organizing our observed data, such as chronological files, and event or activity files.  (Lankshear and Knobel, 2004, p.302).
	Type of Data Collected


	Description of Data Collected
	Means of Group’s Data Collection

	1. Spoken Data
	· “…any stretch of oral language recorded in some durable or lasting format that can be revisited as desired” (Lankshear and Knobel, 2004, p. 173). 
	· Sound file stored on a CD-ROM (The Movies CD)

· The Movies Manual and Advanced Hint Guide

	2. Observed Data
	· “…pieces of information collected by means of systematically watching…events as they unfold” (Lankshear and Knobel, 2004, p. 175). 
	· Collection of field notes from three group members. (Coded them as T1-T9,  J1-J20,  S1-S11)

· Indirect records of observations. Reflection post observation period ended.  

	3. Written Data
	· “…includes a wide range of pre-existing texts that the researcher collects as part of the study” (Lankshear and Knobel, 2004, p. 175).
	· The Movies manual and Advanced Movie Making Hint Guide. 

· The Movies Website (www.lionhead.com/themovies/ ) FAQs section. 


Data Analysis
Our data analysis generated two main categories: the first is ‘Jumping in and Mucking Around’ and the second is ‘Collaboration’.  We further sub-divided these two categories into sub-categories in order to identify learning patterns in our data.  
We used open coding to develop the categories.  According to Lankshear and Knobel, “The aim of open coding is to develop conceptual categories and sub-categories that helped describe and explain phenomena observed during a field-based research study.”  (Lankshear and Knobel, 2004, p. 310)  We revisited the data to further hone and refine the main categories and sub-categories. We then went through our data and located significant examples for each of these categories in order to refine them. 
The main categories identified in our analysis emerged from the data, but resonant strongly with concepts found in the academic literature.  In what follows, we define each category, link its significance to relevant literature and provide examples from our data to further clarify what each category means within the context of this study.
1. Jumping in and Mucking Around:

We engaged in this learning process by playing around with the game for a number of days to familiarize ourselves with the game.  We explored and attempted to discover for ourselves how to play the game.  We did so by ‘jumping in’ and attempting to ‘learn the ropes’ of the game.  We discovered that we didn’t progress quickly through the game and we had to spend a substantial amount of time learning the basics, before the game would allow us to advance to higher levels.  Gee supports our discovery regarding what he refers to as horizontal learning.  “‘Horizontal’ learning experiences are experiences where one does not make a lot of progress up the ladder of skills, but stays on the initial rungs awhile, exploring them and getting to know what some of the rungs are and what the ladder looks like.  Horizontal learning experiences look like mucking around, but they are really ways of getting your feet wet, getting used to the water, and getting ready, eventually, to jump in and go swimming.”  (Gee, 2007, p. 49)  We ‘mucked around’ in our game by trying different strategies, learning from our mistakes, and familiarizing ourselves with the game.   We found that in playing the game, our frustrations and motivations aided our learning experience. These became sub-categories in our analysis and are described below.
Sub-category 1: Frustrations:

“Frustrations” as a sub-category within this study are defined as an overwhelming feeling of not being able to accomplish the goal that we set out to do. These frustrations are obstacles, often short-term, that slowed us down in completing our task.  We identified three kinds of frustrations pertinent to our learning. We further sub-divided these frustrations into three categories: (i) technical, (ii) negative and   (iii) positive  frustrations. These are described in turn below.
(i).
Technical:  Our technical frustrations neither helped nor hindered us in our learning experience.  They were just ‘bumps’ in the road to completing our final project.  Some examples of our technical frustrations were:

· When we attempted to register at “lionheadstudio.com”, we didn’t receive an activation code through e-mail.  (Monday, July 9th, 1:40pm, T1)  We later found that this registration code was not necessary for playing the game.
· We only had one computer and one copy of the game to share in our group.  (Tuesday, July 10th,  11:10am, S6)

· Mouse was difficult to maneuver in the game.  (Monday, July 9th,  2:35pm, S5)
(ii.)  Negative Frustrations:    At first, the negative frustrations were overwhelming and we felt like we were not making any progress. As we persisted in the game (we decided to do so to fulfill the requirements of the course) the negative frustrations encouraged us to try different strategies, thus leading to positive learning experiences.  Some negative frustrations we experienced were:

· We were unable to keep the actors happy.  “A lot of characters unhappy”  (Thursday, July 12th,  2:05pm, J20) Sometimes our characters were bored, lonely or stressed.  Other times they were hungry, tired or not happy with their appearance.  For example, when bored we had to provide them with the opportunity to form social relationships by placing them next to other characters in the game, ie. give them an ‘entourage’. 
· The game itself slowed us down.  In realizing our goal of making a machinima video, we actually had to play the game.  We had to play the game to allow certain aspects-like sets and props-to become available and ‘unlocked. Thus, several factors affected the ‘affordances’ we were allowed, such as: the year the game was being played in (i.e., the game defaults to the 1920s initially; in three full days of game play, we advanced only to the 1940s), how much money our studio made, which affected who we could hire etc., the actors/actresses we acquired, etc.  
· Lack of direction in the beginning of creating our machinima video.  This was opposite to what most of our learning experiences have been as learners or as Gee describes, “[A]lien to [our] taken-for-granted ways of thinking.”  (Gee, 2007, p. 47)  As a group, we have been accustomed to direct instruction throughout our primary, elementary, high school and post secondary education.  This left us with a feeling of being overwhelmed and not knowing how to approach our task.
(iii.) Positive Frustration:  Within several days of playing the game our negative frustrations transformed into positive learning experiences.  We learned that frustrations spurred us to use different strategies which led to positive learning experiences.  This is supported in Gee’s article, Good Video Games, The Human Mind, and Good Learning, “Learning works best when new challenges are pleasantly frustrating in the sense of being felt by learners to be at the outer edge of, but within, their “regime of competence”.  That is, these challenges feel hard, but doable.”  (Gee, 2007, p. 36)  Some positive frustrations we experienced were:
· We were not sure of the direction the game was taking after playing the game on the first day  (Monday, July 9th, 2:55pm, T4)  It motivated us to start a new game.  (T5)

· Tried to make a movie but we weren’t successful.  Feeling very overwhelmed and confused, but decided to attempt ‘tutorial’ once again. (Tuesday, July 10th, 11:30am – 12:00pm, S6)  Completing the tutorial again gave us further insight into playing the game.

· We weren’t sure how to add characters, so we tried the tutorial to seek information.  (Thursday, July 12th, 10:30am, T9)

· “Learning from mistakes & experiences – we know how to keep things in each scene the same.”  (Thursday, July 12th, 1:15pm, J19)
In addition to the sub-category of ‘Frustrations’, we also identified ‘Motivations’ as a sub-category of ‘Jumping in and Mucking Around.’

Sub-category 2: Motivations:  
Motivations are positive influences that encouraged us to continue in the game and made us realize that we were within reach of attaining our goal. There were many intrinsic and extrinsic motivations throughout the process of playing this game and creating our machinima movie.

· Once we played the game for 1 ½ days, we finally realized that we needed to actually play the game in order to create our own movie.  This was motivating because we realized that we were completing a different task from other machinima groups who were using different software ie. Second Life to create their machinima video.  (Tuesday, July 10th, 12:30pm, J4)
· “The more progress we made, the happier we were and things ran more smoothly.” (Tuesday, July 10th, 3:00pm, J6)
· The computer-generated review of our pre-scripted movie was not good, which motivated us to do better with the next movie.  (Tuesday, July 10th, 3:15pm, J7)
· In the Award Ceremony we didn’t receive an award, but we received positive feedback.  This boosted our morale which we needed in order to gain confidence in the movie making process.  (Wednesday, July 11th, 11:55am, J12)  Later in the game we received our first award for ‘Most Prolific Star’.  Joy quoted this as a “Star Moment”.  (Thursday, July 12th, 11:15am, J18)
· Custom Writing Script became available to us, which gave us more control over the movies we produced and from this we were able to improve the quality of the film, and in turn we received an award. (Wednesday, July 11th, 12:00pm, S8)  The overall enthusiasm and mood of our group improved at this time.  Joy wrote “finally” and “yes”, expressing her satisfaction with the progress we had made.  (Wednesday, July 11th, 12:00, 1:00pm, J12)
· We found that our progress was determined by the game, the better we got the more we could do.  The information bubbles and continuous instruction provided by the game narrator encouraged us to explore the different aspects of the game.  (Wednesday, July 11th, 12:55pm, S8, J12)
· We finally made it to the Advanced Movie Maker level where we could begin to make our own machinima video.  This is one of the “A-Ha!” moments in realizing our goal of creating our machinima video.  (Wednesday, July 11th, 1:30pm, S9, T8)
Thus, our first category, ‘Jumping in and Mucking Around’ is comprised of two sub-categories: ‘Frustrations’ and ‘Motivations’. The second category, ‘Collaboration’ has four sub-categories, and are discussed in detail below.

2.
 Collaboration:  
From the beginning of our research process we used collaboration both within and outside our group as a means of advancing in our game and creating the machinima movie.  The sub-categories of collaboration that we identified are:  think alouds, tutorials in the game, accessing the manual, and obtaining help from others.
Sub-category 1: Think Alouds: 
It is our opinion that ‘think alouds’ entail verbally discussing, as a group, ideas for solving problems or simply explaining our thought processes with regards to advancing in the game.  In the Handbook for Teacher Research, Lankshear and Knobel identify think alouds as ways,  “… to generate spoken data by engaging speakers in completing a task, solving a problem or gathering information and asking them to talk through the thinking and decision making processes they are consciously bringing to bear on the task, process or problem.”  (Lankshear and Knobel, 2004, p. 215)  Using this technique is a useful strategy because it allows individuals to verbalize their thought processes and overcome obstacles in the problem solving task.  We identified the following as examples of think alouds in our data.
· All three members asked the same question of “Why is only 1 character appearing in the movie when we cast several actors?”  This prompted us to discuss why this was happening and to solve the problem by trying another strategy.  (Wednesday,  July 11th, 10:10am, T8, J10, S7)  We attempted to take the movie back to the Advanced Movie Maker and referred to the manual once again.
· We talked amongst ourselves and tried to come up with a solution to the problem.  (Tuesday, July 10th, 10:30am, J2)

· We talked aloud as we played.  For example, both Tanya and Joy said, “We need to think in the time frame of the game.”  (Wednesday, July 11th, 10:10am, T8, J10)  An instance where this occurred in the game was in 1923 when  we had a female director in our movie, but she didn’t get good reviews.  After talking this through, we realized that the director didn’t fit the gender role of that time period.
Sub-category 2: Tutorial:  
Tutorials were available throughout the game through ‘Learn the Basics’, ‘Advanced Movie Maker’, ‘Post Production’ and an ‘i’(information) icon that would appear on the screen that gave details about how to advance in the game.

· The first option we chose when we played the game was ‘Learn the Basics’, a tutorial built into the game.  (Monday, July 9th, 1:55, S2, T2)

· We followed the game through by using following information ‘bubbles’ and ‘sparkling streams’.  (Monday, July 9th, 1:55, T2, S3)

· After playing the game for 1 ½ days, we decided to stop and revisit the tutorial again.  (Tuesday, July 10th, 12:00, T4, S6, J4)

Sub-category 3: Manual:  
We frequently read the manual that accompanied the software.  We had two manuals available to us:  The Advanced Movie Maker Hint Guide, and The Movies Premiere Edition.

· Read the Advanced Movie Making Hint Guide  (Monday, July 9th, 8:00 PM, S5)

· Tried ‘Sandbox’ option.  Read the manual to decide if we should use it.  (Monday, July 9th, 3:05, T5)

· Read the manual on The Movies.  (Tuesday, July 10th, 11:50, J4)  We needed to figure out how to ‘keep’ things.  Joy read the manual and discovered that ‘F9’ would allow us to quick save.  (Wednesday, July 11th, 2:35, J13)


Sub-category 4: Asking For Help:   

When we couldn’t come up with a solution to our problem, we enlisted help from 
others outside of our group. 
· At first we couldn’t install the game, The Movies.  Colin helped us to install the program.  (Monday, 1:20, T1)
· We had difficulty saving an edited version of the song we wanted to import into our video.  John helped us by editing and saving the file for us on Tammy’s computer.  (Friday, July 13th, 1:45, T10, J20)

· We couldn’t locate the correct folder to save our song file in, so Michele and Colin helped us by suggesting we run a ‘search’ of a song already in our game.  We successfully located the folder and imported the song into our movie.  (Friday, July 13th, 1:45, T10)
Significant Moments

We identified three significant moments throughout our learning process.  These moments were considered significant because they contributed to the progress of achieving our goal.  These moments were identified as “A-Ha” moments as we analyzed our data.  We will identify and explain each of these moments in turn.

1.
We obtained various buildings through playing the game.  Several buildings became ‘unlocked’ as we played the game.  The first building that was of significance to us and we later identified as an “A-Ha” moment was when we obtained the ‘Script Writing Office’.  This building was important because it allowed us to create our own scripts, which would ultimately increase the ratings our studio would receive, further promoting us in the game.  This was noted as a monumental moment by all members of our group and was stated in Joy’s field notes on Wednesday, July 11th, at 12:00pm, “Custom Writing Script Facility.  Finally offered to us.  10 years waiting for this….new script writing office available-higher quality scripts and better quality movies.  Better we get – more becomes available to us.” (J12)

2.
The Advanced Movie Making Facility became available to us on Wednesday, July 11th, at 1:30pm.  This was considered an “A-Ha” moment because this facility was essential in creating our own machinima video.  (S9, J13, T8)

3.
The Advanced Movie Maker improved the quality of our movies, thus creating an opportunity for another “A-Ha” moment.  This moment came when we received an award at the next Award Ceremony.  We received an award for the ‘Most Prolific Star’ for Actor 1, and we also received a nomination for ‘Highest Climbing Studio’.  (Thursday, July 12th, 11:15am, J18)
These “A-Ha” moments were significant to our group because they gave us the encouragement to persevere in the game.  It made us realize that our goal was within reach and that we were finally on the right track to creating a machinima video.  It was at this point during our learning process that we started having fun completing our task.  Tanya and Sherry stated, as recorded in their field notes, “[F]inally having fun!”  (Thursday, July 12th, 11:30am, T9, S10)  At this point we realized that learning how to make a machinima video actually required us to become engaged in the game for an extended period of time, which for us was about 2 ½ days of learning the principles of the game.  Gee makes reference to this by saying, “What has to come before is motivation for an extended engagement with the game. Without a commitment to an extended engagement no deep learning of a complex domain can happen.” (Gee, 2007, p. 48)
Implications for Teaching and Learning
Throughout this process we identified several key aspects that require a learner to learn a ‘new literacy’.  First of all, for us as a group, we feel that learning involves participation in the activity and that we learned much more about the task of creating a machinima video by ‘jumping in and getting our feet wet’.  We were given very little direct instruction on how to go about solving our problem, but were encouraged to try to figure it out for ourselves.  This is supported in academic literature as Gee and Lankshear make reference to The Acquisition Principle of Learning.  In their article they state, “Discourses are mastered through acquisition, not through learning.  That is, Discourses are not mastered by overt instruction, but by enculturation (apprenticeship) into social practices through scaffolded and supported interaction with people who have already mastered the Discourse.”  (Gee & Lankshear, 1996, p. 139)  
We also discovered that authentic learning allows each individual to use their own learning style in acquiring a new skill.  We each found that the ‘hands-on’ approach was valuable to each of us in creating a machinima video.  We found this to be more beneficial than the traditional methods of direct instruction that we were all accustomed to as learners.  This type of learning will be long-lasting and memorable to us rather than having someone tell us how to complete our task or simply reading about it in a book.  As Gee states in his article, one of the key aspects of learning requires that learners are actively engaged in producing knowledge, not just passive recipients of information.  (Gee, 2007, p. 30)  This activity provided a multimodal means of learning, through the use of various forms of media such as video, audio, written and spoken text, thus satisfying a range of learning styles.
Throughout this learning process we discovered that collaborative learning is important to obtaining a new literacy.  Collaboration allows learners to draw upon each other’s strengths and weaknesses.  We found such activities as ‘think alouds’ beneficial in allowing individuals to explain their thought processes, thus opening different avenues for exploration.  Although we didn’t initially understand the task at hand, we were able to build upon our previous experience and prior knowledge to make sense of what we were doing. We brought our understanding of Hollywood and star lifestyles to the task of playing the game, which eventually aided us in the completion of our machinima video.  For example, in the game our stars often became addicted to food and drink and had to be rehabilitated.  We have each had prior knowledge of this through various entertainment media of many Hollywood stars.  This helped us play the game more effectively and make the game more meaningful.
We discovered that motivation is a powerful learning tool and we heavily relied on our small successes to encourage us to persevere in the completion of our task.  Gee states that this is not only a quality of good video games, but also needs to be incorporated into the classroom.  Good games should feel highly challenging, but ‘doable’ (Gee, 2007, p. 36).  Giving students tasks they can complete, which are neither too difficult nor too easy, allows students to experience success and gives them a feeling of accomplishment and encourages them to move on to a more challenging task.
Conclusion
When we started the task of learning a ‘new literacy’, specifically machinima, we were at first unsure of what our learning process would entail.  In the beginning we experienced many different emotions and anxieties about the possibility of completing something totally unfamiliar to us.  However, as we progressed through the task, we experienced many valuable learning strategies that made us familiar with how students approach learning in general.  We became self-aware of how various learning styles contribute to a student’s success.  Throughout our data analysis we also became aware of how we worked collaboratively and the strategies we used to help us as learners when problem-solving.  The data indicated to us that several strategies were prominent in our approach to our task.  The first strategy, ‘Jumping in and Mucking Around’, involved looking at the frustrations and motivations we encountered; the second strategy, ‘Collaboration’ involved think alouds, manual, tutorials, and seeking outside help.  
The process of learning a new literacy and engaging in this research has enabled us to gain insight into how the previously mentioned strategies transfer to students learning in the classroom.  We understand that meaningful learning does not necessarily involve direct instruction, but can involve students being actively engaged, using their own learning styles, and relying on prior knowledge and experience.  

We now realize that mastery of the game was insignificant in learning a new literacy.  The research process in itself helped us to become self-aware as learners.  We realize that this is something we need to encourage more of in our own classrooms.  We need to provide more time and opportunity for self-directed learning which would be more meaningful and lasting to the students.  We further realize that this type of learning is not necessarily chaotic and in the long-run reaps more reward for students and teachers.
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