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Our purpose in the beginning of this study was the hope of becoming  proficient at playing a computer/video game which we have never played before and did not have any prior knowledge. We also wanted to be better able to relate to our students and to increase personal confidence in dealing with the children and their technical abilities. In doing so, we hoped to gain a better appreciation and value for the interests and strengths of our students, including their technological knowledge of computer role-playing (CRP) video games and other software programs. We wanted to be able to show value for their lifeworld as well as to improve relationships between teacher and students. 



Purpose 
Initially our general purpose was to become familiar with a new technology on a personal level; we were all aware of computer games to some extent. Many of our students and children are often engaged in playing such games, however, it was our concern that we did not have sufficient background knowledge to partake in worthwhile dialogue with them. Nor did we have a true understanding or appreciation of what our students were engaged in. We set off on a journey to investigate this new, unknown literacy in which so many are so heavily involved. The goal of our specific task was to learn a new computer (video) game and to try to become a "community of experts" or even an affinity group.  This was the intent of our group; to become comfortable and adept in the new literacy or Discourse of the computer role-playing game (CRPG).  “A computer role-playing game (CRPG) is a widely encompassing video game genre originally developed for personal computers and other home computers. These games include having at least one avatar with quantified characteristicshttp://en.wikipedia.org/wiki/Statistic_%28role-playing_games%29 which change over the course of the game in predictable ways and take the place of the gamer's own skill in determining in game outcomes, and having a well developed fictional setting.”(retrieved 07/13/2007 from http://en.wikipedia.org/wiki/Computer_role-playing_game). 

Data Collection and Analysis
        We began the data collection process early in the afternoon of our first day. We realized we would be collecting a great deal of observed data. As Lankshear and Knobel note on page 175, (text) “Observed data are pieces of information collected by means of systematically watching (observing) people going about their daily lives, or watching events as they unfold.” We decided as a group we would be using “heat of the moment” field notes, in the form of a double entry journal; at least to begin. As we continued, it became obvious we were involved in concepts noted by Lankshear and Knobel (text, Ch.11) “full and explicit participation with unstructured observation”, as we were all aware we were recording one another’s actions and vocalizations and  conversations. Each group member was involved in both roles, as an observer and a participant and we recorded the data in context as it unfolded. We used in the heat of the moment field notes, headnotes, and post facto field notes, in addition to some secondary observation data; all as suggested in chapter 11 of the text by Lankshear and Knobel. 


As we prepared to analyze our data, it became very evident we would need to “tidy it up” (Lankshear and Knobel, p. 301). This meant some of us would need to type our field notes before we could share them, so they were legible and free from short hand abbreviations. From the onset of our data collection, we had noted the importance of “time-stamping” our field notes; at the very least, it makes referencing and locating much simpler. See appendix for table of data collection. We read and re-read our field notes, as suggested on page 272 (amongst numerous other places throughout chapter 13 and 14) “...read them repeatedly, until groups of similar data that appeared significant for their research question began to appear.” Upon close scrutiny, we have found we used categorical analysis by coding the data. As noted on page 271 of the text, “Categorical analysis is an iterative process. It aims in the first instance to identify semantic and other kinds of relationships between data items and to then identify logical relationship among categories of items in order to refine the number of categories being used in writing up the study.” This process was made much simpler by having previously agreed upon definitions amongst our group members for the categories we thought began to emerge, as well as using colour coding for our data. Once we “spun out” our data, we found we had moved from 4 possible categories to a single one.

Categorical Analysis

[image: image1.wmf]Clearly, as we analyzed our data, we saw the importance of our group dynamics, our collaboration emerge as being both central and significant to our learning.


As noted by Lankshear and Knobel (New Literacies Sampler, p.6), “..literacies are “socially recognized ways of generating, communicating and negotiating meaningful content through the medium of encoded texts within the context of participating in Discourses (or as members of Discourses).” One of the socially recognized ways of performing our task, included doing basic searches on the Internet, so we could successfully understand how we could play the game; i.e. what each key function was, who the characters were, and so forth. We quickly found our group dynamics provided us an invaluable opportunity to support one another in our newest learning endeavor. We were very successful in learning about various essential components which were pertinent to game play. We discovered through research, as well as beginning game play what various components, such as EXP (experience points, which are needed to increase our avatar’s level) and HP (health points) meant. In order to work on our project, we required several physical items, including, the use of several laptop computers and access to the wireless Internet. We also required the use of an application, entitled Direct X; available for free (by way of a link) on the Nexon website, (http://www.nexon.net/NX.aspx?PART=/Main), in addition to the client software of the game Maple Story. Thereafter, we individualized our learning a little, as we all took opportunity to explore various websites, some which had been tagged in delicious (http://del.icio.us/) by group members, others of which we found by just “mucking-around”. As group members found what they considered to be pertinent information, it was noted and shared. We all pooled our learning and new information together to provide each of us the best playing experience.  

Task Process Description 
 
It was our hope to have created reliable, respectable characters with which to play the game. When we began, we quickly realized we would not have access to an actual finished product to display in the final presentation; as the game has endless possibilities and directions your avatar can follow and would take many hundreds (perhaps thousands) of hours to complete all the quests; to complete the challenge. Our expectation was to become literate in this new literacy, and to be able to converse and use the discourse of this new literacy. The learning curve was a little steeper for some members of our group, however all members persevered, cooperated, collaborated and applied “communal” skills to overcome tough challenges and troubleshoot to aid one another.


We began our process by discussing our options in regard to the number of games which were available both online (for free and at cost) as well as the options offered to us by one of our instructors; her personal collection. At this time we began collecting heat of the moment field notes. We briefly discussed possibilities, such as those suggested in the course syllabus; Maple Story, Kingdom of Loathing, as well as Grand Theft Auto (Vice City), Harry Potter, and so forth. Eventually we concluded we would pursue Maple Story; a MMORPG (massive multiplayer online role-playing game), as it appeared to be appropriate for school aged children, who we are all involved with and we thought because it is a MMORPG we would all be able to play together. We wanted general, background information about the game before we attempted to play; so as to improve our understanding. We sought the “story line” from the general web page and read to understand what exactly the game was about; Error! Hyperlink reference not valid. and Error! Hyperlink reference not valid. proved helpful.

Once we felt we had a good foundation of background information, we went about trying to download the game. There were a few group members who did not have previous knowledge of the technical requirements or how to go about downloading and installing new programs. Those with the knowledge and understanding led the other group members through the process. In order for the game to be able to run on each individual computer, we needed a piece of software entitled “DirectX”, which had a link available on the Nexon website (http://www.microsoft.com/downloads/details.aspx?FamilyID=7f54ebd3-00d1-47bc-81db-3157fba4c3a7&displaylang=en); Nexon is the company who produced the game Maple Story. Although downloading appeared simple enough, we actually encountered a great deal of difficulty and our troubleshooting began. While some computers were able to download Direct X with little difficulty, we were nearly at our wits end with another computer. We used self-talk, read aloud for brainstorming, and trial and error to attempt to resolve the problem we were having with the download; changing the modem speed, changing firewall settings and so forth. It became very frustrating for some members of the group, as they vocalized and expressed their frustration with the lack of progress being made in the download to just one computer. 

It was a very slow connection, shared amongst many users and as such even the computers which were downloading with little difficulty, were quite slow and we seized the opportunity to visit the main homepage for Kingdom of Loathing (another MMOPRG) which we had previously discussed. We began to make comparisons between Kingdom of Loathing (KOL) and Maple Story. While KOL appeared to be an enjoyable game, it was filled with humour not appropriate to primary/elementary aged children. It appeared KOL takes a very sarcastic and cynical view of the typical MMORPG found online. It provided a few comical moments and a little stress relief as we struggled to work through technical difficulties. For our purposes, we all readily agreed Maple Story was the more appropriate of the two. 

Finally, in consultation with an instructor, we realized we were attempting to download using a different web browser than the browser we used for the other two computers and as such, this was causing our distress. Immediately we changed our web browser to that which we had used for the other computers and began the download too. After changing our browser from Mozilla Firefox to Internet Explorer, we were successful and all members began the process of downloading the client software necessary to run the game Maple Story. While the modem speed was quite poor at the location, one computer did complete the download, another was nearing completion and it was decided the owner of the third computer would download the client software at home on a personal modem. We agreed for the following morning all computers would have the game in a complete, playable version and all group members would have created accounts and registered, so all group members would be able to log into the game. 

While some members had difficulty logging in (with their previously attained registration code), with a few suggestions and a little more troubleshooting we were all able to log in. Immediately there were concerns we were perhaps ill-prepared to play, we did not understand all the language being used and we did not know specifics about the game play; i.e. keyboard controls, as well as functions and purposes of items and characters in the game. Again, we wanted to seek more information and we wondered if our students would be so extraordinarily cautious or if they would simply “dive” in and begin play; learn as they went. We wanted to exit the game screen without leaving the game, as we would have to go through the process of logging in again if we left the game. One group member could recall something from her siblings (who are gamers) about being able to minimize the game screen without exiting the game. Several key combinations were tried with no success. A phone call to a sixteen year old sibling was placed and the result was ALT + TAB together would minimize without leaving the game. We used the delicious website to access tags we had created and we reviewed several unofficial websites, including Error! Hyperlink reference not valid. (Global), Error! Hyperlink reference not valid., Error! Hyperlink reference not valid.. We learned more about the selection of avatars, the various characters and jobs they can have (i.e. Warrior, Magician, Bowman and Thief), the importance of experience points (EXP), the importance of health points (HP), a greater understanding of the various keyboard functions, how to actually get your character to respond to even begin the game (double-click on it); to name but a few points. Although we did not feel we had all the answers or were completely prepared, we felt it best to begin trying to play the game, as the information available was becoming quite overwhelming as they were simply static facts, which had little to no real meaning or application or understanding for us. Armed with this abundance of new information we all returned to our previous screens (where we had already logged in). We selected a world and then a channel. We all began individual play in the world and channel of our choice. Initially you must begin by selecting your avatar and seeking approval of your game name (it must be available, meaning no one else has it and it must not contain inappropriate/foul language). Once complete, Maple Administration displays a large diagram of the various keys which are pertinent to game play and a brief reminder of what the functions are. We all decide to enter training before entering the “real game”; as is suggested to us by the first non-playing character (NPC) we met in the very first screen. We spend the remainder of the afternoon learning to apply our knowledge and play the game, while increasing our HP and EXP so we can level up (the more EXP you gain, the more levels you gain, which in turn means the stronger, more agile, etc. you become). The wireless connection was lost and we assigned tasks related to the game to prepare for the following morning. 

On Wednesday our group sought an alternate work location.  The previous two days we struggled with awkward seating arrangements and noise problems.  With our three computers online, “playing” began.  One person was working independently while the other two computers each had two users who took turns or played together.  However as a computer from another group became available we attempted to set this computer up playing Maple Story.  The borrowed computer asked for Windows XP cd.  The owner informed us she “may have deleted files last night”, so we went back to our original arrangement of sharing.

We had created new characters and were in training camps which would prepare us for real gaming. One player commented on feeling stressed to play fast and “right” and scribe field notes at the same time. Group members reassured her and she stayed on task gaining EXP. A member asked aloud how to move the character but as the reply was given he finished it himself, obviously remembering the information from yesterday. As prompts and messages appeared on the screen it was noted there are typographical errors that may be accounted for by the fact this game is translated from Korean. Some people commented the messages from the NPC’s  are not on the screen long enough to be read and understood. This posed some difficulty for a member who reads aloud as a learning strategy.  

Control of one computer went to a member who has played video games while in high school. It was evident her hand-eye coordination was superior to the previous player. She moved quickly, talked out loud to characters and used the function keys to give her character facial expressions. She was also an excellent multi-tasker as she answered questions from colleagues while she watched the screen to track her characters movements and at the same time used her fingers on the keyboard to control her character’s movements.  

Players learned and shared new information. It was not necessary to press Alt to jump.  The up arrow will do the same thing. Press “S” to check the status of your ability points before leveling up. Also “E” will open the equipment window, “I” will open the items window, and “K” will open the skills window. Three group members carried on with Maple Story while the remaining two searched www.YouTube.com for interesting or informative videos that could be useful in our presentation.

Before lunch we had a brief discussion with one of the course facilitators around the  boundaries of real and virtual worlds not being clearly defined and the question of the connection between video games and violence. These were issues and concerns we could not ignore.  But through our research we may be better able to inform parents and colleagues of the benefits of “good” video games. The server connection was lost so we break for lunch.

When we returned, one group member who had been working quietly on her own had left training for the “real world” and investigated the world map (on screen); this can be accessed by pressing “W”. For no apparent reason her entire computer screen inverted. She was flabbergasted! We all had to see it to believe it. She asked for suggestions as to what to do. A group member helped her exit the game but her main screen was upside down as well. Her next course of action was shutting down the computer. After ten minutes she restarted it again, but the problem had not corrected itself. We requested the assistance of our course leader. She had never seen this happen before. She started a virus scan and while it was running she returned to her own computer to troubleshoot.  She returned having found the answer to the dilemma declaring, “Google is your friend!” It appeared that the keys CTRL + ALT and the down arrow were simultaneously pressed, which caused the screen to turn upside down. To correct the problem  CTRL + ALT and the up arrow must be pressed. Our instructor informed us this resolution was found by going to Google, typing in “troubleshooting”, then “screen display” and finally “upside down”.  

While the screen crisis was being dealt with, playing and learning went on for other group members. The level up special effect and the white light of the portals were graphics the group felt would appeal to younger players. As some of the group were now out of training and were playing in the “real world” they were expressing they felt more pressure and stress. One computer lost its connection twice before the end of the day. The players on the other two computers dealt with red and blue snails, mushrooms, death of their character, and searching for Mai (a NPC).

On the following day, we continued to make some progress in our gaming skills. Group members generally felt more confident in using the keyboard functions and did so more efficiently. When we noticed our HP was dropping we immediately stopped in a safe location in hope of preventing death (once HP drops to 0 our character dies and has to go to the nearest town to regenerate). By the afternoon we had all left training camp as we felt it was time to really test what we had learned (or hoped we had learned).

 Each time we entered a new world we were given the option to view the Basic Configuration for Maple Story. This was very convenient, especially if looking to check or review some forgotten information. We decided as a group to try playing in the same world for the first time. Of the seven worlds we chose the world of Broa. We were curious as to whether or not we would be able to play with one another if we were all playing in the same world. While it is possible, we were not successful, as our computers logged in at different speeds and as each avatar was logged in, play began immediately; no one wanted to “wait around” for the other. 

We found the game more challenging as we were no longer in training camp or what Gee (2007) describes as the “fish tank”; a safe learning environment in the game. As we ventured into the “real game”, we discovered the first world resembled Gee’s “sandbox” (2007), meaning we had opportunity to fine tune our skills before being faced with stronger monsters. These different levels required the completion of more tasks. For example we needed to travel Northeast to find the NPC character Lucas in order to obtain a letter from him. Also, when we reached Amherst, another NPC character by the name of Rain quizzed us on Maple World, all the while encouraging us by telling us the questions are not at all difficult. This encouragement was a nice incentive and was greatly appreciated. 

We noticed we were now playing more strategically. For example, we took more time to make a move if we noticed there were many snails nearby, especially the red snails as they are the strongest that we have encountered, and we have already learned through experience how quickly our HP can decrease if we have to ward off too many snails at once. Also, we referred back to the mini map of Maple World more frequently when uncertain as to our exact location in our choice world.

Now we were in a higher level and we were competing with more virtual (global) characters. This brought out our competitive nature and made for a more exciting and challenging game. The game continued to require more and more concentration and good recall of detail because new information was continually being introduced. The degree of focus required to play at this level proved to be exhausting by the end of the afternoon. 

On Friday after a whole group morning meeting we separated ourselves from the larger group and worked on some introductory research about Maple Story. As a group, we decided it was more important to begin working on the research so we did not play Maple Story at all on this day. This was important so we could, as a group, have some form of closure for this course. 

Summary
As we reflected on the process we went through in learning how to play the video game, Maple Story, we realized the dynamics of our group were essential in our experiences being positive ones. Part of this success appeared to be due to what Kurt Squire and Constance Steinkuehler  refer to as “collective intelligence”; an intelligence that emerges from collaboration of a group of individuals who work together to share knowledge and perhaps generate new knowledge (“They research, teach, learn and collaborate. So Far, without libraries”). Interestingly they used the example of “lifelines”, from the TV show Who Wants To Be a Millionaire, to illustrate the access to social networks and hence “collective information and collective intelligence” that gamers have. On our second day of gaming we encountered a problem that we resolved by “phoning a friend”, one of the lifeline options (MK-4 11:20, GP-4 11:40, see appendix). While playing the game we wanted to also have access to Windows without closing the game and having to sign in again.  So one group member made a telephone call to a younger sibling who quickly answered her inquiry by giving her the combination ALT + TAB.  

In their discussion of the New “Ethos” Stuff, Lankshear and Knobel describe the new literacies as being “more “participatory”, “collaborative”, and “distributed” in nature”.  (P. 9 Ch. 1 New Literacies Sampler) These values are part and parcel of collective intelligence. Knowledge is not held by a select or elite individual or group nor is it amassed for individuals. It must be available and accessible to whomever wishes to participate in inquiry.  

Our group of five people shared three computers and information sharing was ongoing.  One member found a keyboard on www.maplewiki.net that was helpful in learning the moves for our avatars and the corresponding keys (MK- 6, 1:22, see appendix). After we all had a look at the site we tagged it for future reference. Our field notes were written each day then copied and shared for analysis. This attitude of shared responsibility and the pursuit of a common goal helped our group move forward with the task of research.

The notion of “affinity spaces”, coined by Gee, refers to spaces or places, real or virtual, where learning takes place, where knowledge is shared and participation is voluntary.  In these affinity spaces collective intelligence is disseminated and built.  We as a group of gamers had occasion to access online affinity spaces to further our learning of Maple Story (MK-4, 11:20, GP - 4, 11:40, see appendix).  Perhaps the most useful of these was www.MapleWiki.net. Of course we were also fortunate to be part of an affinity group on site at Marble Mountain.  When we encountered difficulty converting files from www.YouTube.com to Flashplayer we sought the expertise of a colleague (GP-19, 11:00, see appendix). Our course facilitators shared information about websites (www.googledocs.com and http://del.icio.us/) that proved to be invaluable tools for research and collaboration.

During this course there have been plenty of instances where one or two of us within the group needed some kind of assistance at one time or another. This did not only happen to us during the first day of class, it also occurred throughout the entire course. Troubleshooting encompasses many forms, such as trial and error, seeking advice from experts, etc., not the least of which was collaboration amongst group members.

There were many examples of troubleshooting that appeared throughout all the data we collected during the first week together. There was an instance where one group member’s computer screen went upside down and how other members tried to help by asking questions, thinking aloud, trial and error (RW-15, 1:35 & 2:05, see appendix). A example included an instructor coming to the aid of a group member on the first day and told her the reason why she was so slow in downloading Direct X, was because she was in Mozilla Firefox and not in Internet Explorer (AG-2, 3:00, GP-3, 3:00, MK-3, 3:00, see appendix). Another example was the moment when members of the group had difficulty figuring out how to move their own character at the very beginning of the game. After several unsuccessful attempts to figure it out, they asked another group member, who told them to double-click on the character and that would initiate the character’s movement (GL-4, 12:45, GP-9,1:35, see appendix). These data are corroborated by other data.

These problems can be solved in many other ways as well, as Gee very clearly illustrates in the chapter entitled Good Video Games, the Human Mind, and Good Learning. In the section entitled Problem Solving, pages 35-41, Gee discusses the many ways in which problems can be solved within a game. There are some problems which are quite simple and can be solved without a great deal of difficulty. These “(p)roblems in good games are well ordered. In particular, early problems are designed to lead players to form good guesses about how to proceed when they face harder problems later on in the game.” (Gee, p.35). Otherwise, if the problems are too difficult too soon the player would probably become too frustrated and not want to participate anymore. 
The importance of group dynamics became very apparent to the group as we reflected on our learning. The ability to maintain respect for one another as we were learning how to play the computer game was viewed as one important factor that contributed to successful collaboration. Group members felt the working environment was very conducive to learning, while recognizing the diversity of learning styles.

In making reference to various Discourses, Lankshear and Knobel note the importance of including such dimensions as “feeding back, providing support, sharing knowledge and expertise, explaining rules, sharing jokes, commiserating, doing one’s job, expressing opinions, showing solidarity, enacting an affinity and so on.”( p. 6, Ch.1, New Literacies Sampler)  During the week, members provided support or positive reinforcement to one another. For example, one group member commented on how well two other members were working together (MK-11, 1:35, see appendix). On another occasion, a member commented on a player’s good hand-eye coordination and multi-tasking skills (MK-9, 11:07, MK -10, 11:07, see appendix).

Respect amongst group members was also evident in that all members felt their contributions were significant, despite the different levels of expertise within the group. For example, one member was expressing concern because she felt she should be able to perform better and faster. Another member of the group quickly reassured her that she was doing very well (GP-9, 10:05, see appendix). Group members also demonstrated respect for each other by providing reassurance when an individual was experiencing difficulty. A specific example was when reassurance was provided early in the week, two players were having difficulty starting the game and were immediately assisted by a third member (GL-5, 12:45, see appendix).

When participating in video games, Gee states “People specialize, but integrate and share, organized around a primary affiliation to their common goals and using their cultural and social differences as strategic resources, not as barriers.” (P 28 Ch 4 Good Video Games, the Human Mind and Good Learning) In the limited time we worked together to learn to play a video game, the group certainly followed Gee’s line of thinking. 

 Trust became a central element within our group and helped foster a very positive group dynamic. We reasoned very quickly and early on that if we were to learn Maple Story we needed not only to cooperate with each other, but to collaborate as well.  Trust, then, as it relates to recognizing and accepting each other as important group members with something significant to contribute helped us to learn the fundamentals of Maple Story in the few days we had been together. By trusting a group member, for example, another group member learned when standing still his avatar can rebuild its health power (GL - 16, 2:22, see appendix). This is a very important piece of information, if one is to learn how to play Maple Story successfully. In yet another example where building trust became important, group members learned from each other where to go to get a graphic of the keyboard which displayed the command and function keys (MK- 6, 1:22, GP-8, 1:03, see appendix). These data are corroborated by other data. Knowing this keyboard display made playing Maple Story much easier. 
We must also highlight the fact we have come to trust other worldwide “gamers” who have contributed advice in online forums and chat rooms and who are considered experts within the gaming community. Essentially, player trust has contributed to making online games in vogue and so successful. Trust has propelled us “to reach out to all of the Web for input...” (Lankshear and Knobel, p.18). There are a multitude of FAQs on the Web about Maple Story, which can be viewed easily,  tagged or downloaded quickly. The following link, http://www.littleblink.com/ms/ is one of many websites available to offer tips, suggestions, places to pose questions, etc.
As a group (in collaboration) with our instructors, we considered porous leadership to encompass a shared leadership, one which simply seemed to evolve, as individuals within the group drew on their own personal strengths and sought help, explanation, elaboration, clarification from one another when in doubt or uncertain (in regards to how to proceed). There was a strong egalitarian relationship amongst group members, as everyone had equal opportunity to speak and contribute. This is evident throughout our field notes; both heat of the moment, and post facto, as well as being evident even in our still-photography; secondary observation data. 

Decisions which affected the group were not made without consultation and discussion amongst all group members; everyone had opportunity and was encouraged to offer their thoughts and opinions, and to work at their own pace. This was illustrated by three group members being engaged in the game and another two still reading information; until they felt comfortable; this sort of behaviour was encouraged (GP-9, 1:35; MK-6, 1:22, see appendix). Oftentimes questions about the technology or Maple Story itself, brought forward a leader with a quick response. Other times, this porous leadership could be witnessed in the form of one group member offering motivation and direction about where we (as a group, with a common purpose) should “go to” or where to proceed to next on the World Wide Web. For example, how a bookmark can be a tag and a tag offers a link to useful sites, as deemed by group members and subsequently how to use a group member’s network in del.ico.us/  (GP-6, 11:50, MK-5, 11:20, GL-4, 11:19, see appendix). These data are corroborated by other data. 

In speaking with all group members, we all felt there was no one leader, rather the role was well shared. Continuously, we valued each other’s contribution and worked from the standpoint that everyone had something valuable to offer. In speaking with Michele Knobel (personal correspondence, July 23, 2007), she stated, “You people worked well, there wasn’t always one person; people pulled back and let others come forth.” This is absolutely in-line with Gee’s definition of porous leadership. He notes the importance of leadership being porous and leaders should be thought of as resources; not to control or even influence every move. He notes “good games”, affinity spaces, etc. “...do not have bosses. They do have various sorts of leaders...” (P.101) Also noteworthy was his commentary about leaders not being the sole in command; he states “They don’t and can’t order people around or create rigid, unchanging, and impregnable hierarchies.” That sort of attitude is more reflective of a “Web 1.0" stance, where the overall focus is very individualized, competitive and so forth. The type of porous leadership we found ourselves involved in (through our group dynamics and collaboration) was really more akin to the newer “Web 2.0", where there was more of a shared focus, where inclusion and collaboration were imperative. As Lankshear and Knobel note, “...Web 2.0 is defined by a “post-industrial” worldview focused much more on “services” and “enabling” than on production and sale of material artifacts for private consumption.” (p. 17, New Literacies Sampler) Certainly throughout our time as a group there were numerous examples of decisions being made together as a group, without any one person controlling the outcome. This was supported throughout field notes, one instance in particular was the generation and discussion pertaining to what game we would attempt to learn (as a new literacy) (GP-1, 1:30; MK-1, 1:30, see appendix). These data are corroborated by other data. Exemplified further, was Gee’s elaboration on porous leadership (or lack thereof) within the classroom. He notes it is not often one would have difficulty distinguishing “who is leading and who is following” (p. 103). Rather, the opportunities for one to be left to “learn on their own terms, rather than dictating what people “need” to do, believe, say and write” (p.103) are very few and far between. Certainly, we would all strongly agree with Gee on this point, as we have spent a great deal of time learning, reading and writing about this concept of the need to offer our students more personally relevant, self-directed learning opportunities.

In respect to the research and data collection, we see the “New Ethos” and Web 2.0 playing a huge role in where we go from here; both as educators and simply as people who have been immersed in a new literacy. As Lankshear and Knobel explain “new ethos stuff” comprise things such as Web 2.0 and definitely value and make priority things such as “inclusion, active collaboration and participation, leveraging collective intelligence...” (p. 20, New Literacies Sampler). Paramount to our participation and learning this new literacy, it must be noted, realized and remembered, new literacies “...privileges participation over publishing, distributed expertise over centralized expertise, collective intelligence over individual possessive intelligence, collaboration over individuated authorship, dispersion over scarcity, sharing of ownership...” (p. 21, New Literacies Sampler).




Conclusion
Learning how we learn is a complex process to analyse but in the brief time afforded to us, we have found this research to be both engaging and enlightening. In retrospect, it was very important to keep good field notes and to use a coding system where field notes could easily be filed and retrieved. Knowing the sources of all our data has helped us immensely, to give validity and reliability to our group’s collected research. We have read a great deal of literature on the subject of online video gaming and we have attempted to include references from this literature where appropriate. We feel we have learned a considerable amount about teacher research throughout these past few weeks. We will leave this course and this experience with a greater appreciation for analytical field research and with a deeper sense of pride for the teaching profession. It would be wonderful if learning in schools was more like the learning occurring with new literacies (of which gaming is an example). The attributes of the “new literacy stuff”, ie: participation, collaboration, porous leadership and collective intelligence must be more accessible in schools for everyone. It appears obvious to us, school Discourse needs to change to reflect the lived experiences of all children. Since gaming is a part of the lived Discourse of children, then why not find ways to welcome gaming into our curriculum and to use it as a means to teach literacy?  

It is troublesome schools and likewise many teachers still hold onto traditional teaching methods and ways of conducting school. We realize it is these “old” ways of conducting school that is limiting the life choices for many students. However there is hope, as there are teachers like us who see the inherent learning value in the new literacies and who feel the application of such can have profound implications for schools, classrooms and for students. We feel if school learning was conducted in ways very similar to the ways we have been learning throughout these courses, then there would be notable change in the classrooms. As teachers, we feel we have a moral responsibility to make sure maximal learning opportunities occur in our classrooms and we know this can be realized if we imply a collaborative learning approach, an approach which solidified our group so well during our course work, research, presentation and during the shared writing of this paper. 

There are aspects of this course and of this experience which will no doubt become part of our way into our daily practices as teachers and by such means, into our classrooms. The whole idea of porous leadership, for example, will remain with each of us and we feel we will each become more egalitarian as educators. We also feel we have a greater appreciation for the strengths of all our students, and not just an appreciation for the intelligence of those students who are good at “doing school.” We realize, from our research, there is an abundance of learning potential in video games and children who become gamers are indeed partaking in very worthwhile experiences. As a result of video game immersion, we feel more confident in our ability to incorporate video games into our curriculum and teaching in more meaningful ways. Undoubtedly, the ideas behind the engaging components of video games (which so many of our students learn amazingly easily), must be incorporated into our classrooms. Even the title, “They research, teach, learn and collaborate. So Far, without libraries”, by Squire and Steinkuehler implies the value, as well as what can be gained by looking to these engaging, learning experiences students have with video games. As Gee writes about the thirteen principles of learning that can be found in “good games”, we are now aware of how these principles and strategies can be incorporated into the classroom. This is of utmost importance to take forth as individuals to our daily teaching and learning. 


It is very important to make mention of the collaborative learning experience we have had as a group of teacher researchers. We came together very quickly and approached our assigned task with very open minds and positive attitudes. It became evident that trust, porous leadership, collective intelligence, respect and troubleshooting through collaboration were essential elements towards fostering a worthwhile learning experience.
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