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AUTHOR CV 


I graduated in Architecture and Design at Aalborg University in 2004, with a 
 specialisation in the topic of “Integrated Building Design”. This topic is about 
 combining technology, aesthetics and function into coherent and holistic solutions 
 through analytical, theoretical and practical perspectives. I have been employed at 
 UCN, Technology, the education of Architectural Technology and Construction 
 Management since January 2007, where I primarily teach in communication, 
 innovation, methodology and integrated building design. 


Topics such as innovation and integrated building design are difficult to learn through 
 simple knowledge transfer and therefore require complex learning processes that 
 interfere with students’ past life experiences. In my first years as a teacher, I found that 
 the students could not apply or understand the knowledge that was taught. The students 
 did not develop the necessary skills on their own to be able to work with particularly 
 integrated building design. Consequently, my work has always been focused on the 
 development of specific and practical tools regarding framing and scaffolding the 
 students’ learning processes.


In recent years, my focus has therefore been the facilitation and scaffolding of learning 
 processes in which particular Game-Based Learning has had my interest. Based on my 
 education as an architect, I have, in this regard, paid particular attention to how Design 
 Thinking can contribute to the development of new learning concepts that strengthen 
 the students’ reflective and analytical skills.


Camilla Gyldendahl Jensen, January 2020
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ENGLISH SUMMARY


The process of globalisation has shown a growing need to rethink the jobs of the future, 
 as the world is changing towards a transformation and refinement in the creation and 
 sharing of knowledge. It also means that the concept of knowledge is changing, where 
 knowledge is moved from something stationary to something that is continuously 
 created  and  changed  through  analytical  and  reflective  processes.  Instead,  global 
 learning environments with a multimodal approach consisting of different kinds of 
 resources create meaning through processes of reflection. The students’ reflexive skills 
 are, therefore, crucial regarding being able to apply their knowledge to innovative use. 


According to the OECD (2019), the educational institution is a important factor in 
 order to equipping students with the right competencies needed to succeed in the 
 global future. In particular, the trends “increase of complexity” and “speed of change” 


show that it has never been more urgent that education continues to evolve in order 
 to provide the necessary skills and competencies for a modern world. There seems to 
 be a consensus among researchers about what an educational shift entails, and that 
 it includes the implementation of keywords such as “connect”, “share”, “analyse”, 


“assess”, “apply”, “personalise”, “engage”, “streamline”, “include”, “know”, 


“computing” and “construct”. 


The trend is, therefore, that the educational institutions focus on developing new 
 and more active forms of learning that can accommodate the students playing with 
 knowledge and new ideas. It means that the students become partners in their learning 
 process through participation in active knowledge creation. The OECD (2019) also 
 states that “the future is rarely just a smooth continuation of past patterns” and therefore 
 advocates a shift away from the traditional, lecture-based lessons that simply transmit 
 knowledge about a topic, and toward new educational concepts such as authentic 
 learning, project-based learning, challenge-based learning, competency-based learning, 
 inquiry-based learning, etc. 


However, it can be challenging to create a movement towards a new educational 
 paradigm, as this challenge is multifaceted in a way that calls for learning models 
 based on complex design criteria. Although many educational institutions have begun 
 bridging the gap between academic knowledge and practice, there is still a need for 
 investment in the development of high-quality teaching that supports the necessary 
 in-depth learning.


The concept of Game-Based Learning, and especially “Massively Multiplayer Online 
Role-Playing Games” (MMORPGs), has gained focus in the educational sector as an 
inspiration for new types of active learning experiences. Games present elements that 
can inspire the creation of active learning experiences that challenge students to apply 
new knowledge, solve problems and explore different viewpoints. The new interest 



(10)in using game principles in educational contexts entails a reassessment of working 
 with new opportunities for creating reflective, explorative and practice-based learning 
 through concepts like quests and levels, missions, crafting and farming, and personal 
 trajectories of narratives. As a learning concept, games are thus interesting as they 
 provide stories that naturally connect and create patterns of knowledge through social 
 norms and values. Particularly in higher education, games can be a source of inspiration 
 when it comes to developing and exploring new models for how academic activities 
 can be enhanced through learning situations with an individual expression related to 
 the qualifications of participants, content and context, as well as the learning outcomes. 


Research within Game-Based Learning can still be characterised as an emerging field; 


it is considered heterogeneous when it comes to research designs. The research field has 
 experienced significant changes as new technological developments have influenced 
 the concepts behind Game-Based Learning. One final dimension is that the prevalence 
 of Game-Based Learning is far lower in higher education than in the other educational 
 sectors. This means that there is a need for an increased focus on how Game-Based 
 Learning can inspire and challenge the academic teaching environments where learning 
 has entirely different characteristics, such as being much more problem-oriented, 
 analytical and reflective. 


This PhD project aims to investigate and experiment with “Reflective Practice-based 
 Learning (RPL)”, which is a new learning approach at University College ’of Northern 
 Denmark (UCN), through the use of Game-Based Learning. Since 2013, UCN has 
 invested actively in developing new frameworks and concepts for future education 
 through the implementation of Reflective Practice-based Learning as a new common 
 learning approach. The goal is to ensure that students are ready for the future labour 
 market by being able to acquire new knowledge, skills and competencies that can both 
 qualify and develop practice. The core of UCN’s approach to learning is the interaction 
 between theory and practice, where the students, through effective learning strategies, 
 must be able to analyse, solve problems, develop, communicate, explore, investigate 
 and practise through reflection processes. 


A large proportion of the students in technology programmes at UCN have a previous 
 vocational background as the basis for their entry into higher education. These 
 students are experts in following instructions with a primary focus on finding the 


“right solution” and draw on these experiences when forming the framework of their 
 learning. Now they need to be reflective, have an analytical approach to a project, be 
 innovative and creative. They must be able to collaborate and share their knowledge 
 across programmes, disciplines and nationalities while adopting a critical approach 
 to what they are working with. At the same time, they still encounter an educational 
 system that tends to consider learning and the acquisition of knowledge through a 
 professional and straightforward progression of isolated activities. 


Within the pragmatic paradigm, this PhD project developed knowledge through 
the use of Educational Design Research. It used a mixed-method approach to data 



(11)collection and abductive reasoning to investigate how a perspective of Game-Based 
 Learning inspires the development of a new teaching and pedagogical concept with 
 the aim of strengthening practice professionalism through sequential learning and 
 inquiry processes in a higher education learning environment. Through a theoretical 
 understanding of World of Warcraft, the PhD project thus examines how a designed 
 learning game affects the pedagogical concepts of motivation and autonomy, analysis 
 and exploration, and reflective practice through the use of game principles. 


The domain of Practice Theory will inspire the theoretical perspective through an 
understanding and interpretation of learning as “landscapes of practice” consisting 
of designed complex and personal learning trajectories. By considering learning as a 
complex landscape of personal learning trajectories, the PhD project will argue that 
it creates an opportunity to think in terms of design strategies that more effectively 
facilitate students through meaningful learning processes built around an explorative 
approach to traditional academic disciplines. 
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RESUME IN DANISH


Den øgede Globalisering har skabt et stigende behov for at nytænke fremtidens 
 arbejdspladser. I en verden hvor evnen til at transformere viden er afgørende er 
 tilegnelsen af generiske kompetencer essentielle. Det betyder også, at konceptet 
 videnskabelse ændrer sig fra at være noget stationært til noget, der kontinuerligt 
 skabes og forandres gennem analytiske og refleksive processer. Nye strømninger 
 skaber en række samfundsmæssige og sociale tendenser, som bidrager til stadigt 
 mere komplicerede kollaborative samarbejdsprocesser, hvorved viden som begreb 
 forandres. Det betyder at globale læringsmiljøer, med en multimodal tilgang bestående 
 af forskellige slags ressourcer bliver meningsskabende via refleksionsprocesser.  De 
 studerendes refleksive kompetencer er derfor afgørende i forhold til, at kunne bringe 
 deres viden i innovativ anvendelse. 


I følge OECD (2019) er uddannelsesinstitutionerne en afgørende faktor for at uddanne 
 de studerende med de rigtige kompetencer, der er nødvendige for at få succes i 
 den globale fremtid. Især tendenserne "en øget kompleksitet" og "Forandringernes 
 hastighed" viser, at det aldrig har været mere presserende, at uddannelsesektoren 
 fortsætter med at udvikle sig for at sikre at de studerende opnår nødvendige færdigheder 
 og kompetencer til en moderne verden. Blandt forskere  er der enighed om hvad dette 
 uddannelsesmæssige skift indebærer, og at det inkluderer implementering af nøgleord 
 som forbinde, dele, analysere, vurdere, anvende, tilpasse, engagere, strømline, omfatte, 
 kende, programmere og konstruere.


Tendensen er derfor, at uddannelsesinstitutionerne har fokius på at udvikle nye og 
 mere aktive læringsformer, der kan rumme at de studerende aktivt leger med viden 
 og nye ideer. Det betyder, at de studerende bliver partnere i deres læringsproces 
 gennem deltagelse i en aktiv videnskabelse. Ifølge OECD (2019) er "fremtiden 
 sjældent en simpel fortsættelse af fortidens mønstre" og avokerer derfor for et skifte 
 væk fra de traditionelle forelæsningsbaserede undervisningsformer der overfører 
 viden  om  et  emne,  til  nye  uddannelsesmæssige  begreber,  som  autentisk  læring; 


Projektbaseret  læring;  Udfordringsbaseret  læring;  Kompetencebaseret  læring; 


undersøgelsesbaseret læring. Det kan imidlertid være vanskeligt at skabe denne 
 bevægelse hen imod et nyt uddannelsesparadigme, da udfordringen er mangefacetteret  
 hvilket kræver læringsmodeller baseret på komplekse designkriterier. Selvom mange 
 uddannelsesinstitutioner er begyndt at bygge bro mellem akademisk viden og praksis, er 
 der stadig et behov for at investere i udvikling af kvalitetsundervisning, der understøtter 
 den nødvendige dybdegående læring, der er afgørende for udviklingen af 21. century 
 kompetencer.


Begrebet Game-Based Learning og især genren "Massively multiplayer online role-
playing games" (MMORPG) har vundet indpas i uddannelsessektoren ved at inspirere 
til nye typer af aktive læringserfaringer, der udfordrer de studerende til at anvende deres 



(14)viden på nye måder, løse problemer og udforske forskellige synspunkter. Anvendelsen 
 af Game-Based Learning i uddannelsesmæssig sammenhænge indebærer en revurdering 
 af måden hvorpå der kan skabes reflekterende, udforskende og praksisbaseret læring 
 gennem nye koncepter som quest og levels, missioner, crafting og farming. Som 
 læringskoncept er spil således interessante, da de udfordrer de studerende gennem 
 narrativer, der naturligt forbinder og skaber videnmønstre gennem sociale normer og 
 værdier. Specielt indenfor videregående uddannelser kan game-based learning være 
 en kilde til inspiration, når det kommer til at udvikle og udforske nye modeller for, 
 hvordan akademiske aktiviteter kan læres gennem undervisningssituationer med et 
 individuelt udtryk der relaterer til de studerendes kvalifikationer kombineret med 
 uddannelsens indhold og kontekst. 


Forskning inden for Game-Based Learning kan stadig karakteriseres som et voksende 
 forskningfelt, hvor en stor grad af heterogenitet skaber stor diversitet i projekternes 
 forskningsdesign. Forskningsfeltet har oplevet betydelige forandringer efterhånden 
 som udviklingen af nye teknologiske mulighed har påvirket koncepterne bag spilbaseret 
 læring. En anden dimension er, at udbredelsen af game-based learning er væsentlig 
 mindre på de videregående uddannelser sammenlignet med andre uddannelsessektorer. 


Det betyder, at der er behov for et øget fokus på, hvordan game based learning kan 
 inspirere og udfordre de akademiske undervisningsmiljøer på de videregående 
 uddannelser, hvor læring har helt forskellige egenskaber, såsom at være meget mere 
 problemorienteret, analytisk og reflekterende.


Ph.d.-projektet sigter således mod at undersøge og eksperimentere med "Refleksiv 
 Praksis Læring (RPL)", som er en ny læringsmetode på University College Nordjylland 
 (UCN), ved hjælp af Game-Based Learning . UCN har siden 2013 investeret aktivt i at 
 udvikle nye rammer og koncepter for fremtidig uddannelse gennem implementeringen 
 af Refleksiv Praksis Læring som en ny fælles læringsmetode. Målet er at sikre, at 
 de studerende bliver klar til det fremtidige arbejdsmarked ved at kunne tilegne sig 
 ny viden, færdigheder og kompetencer, der både kan kvalificere og udvikle praksis. 


Kernen i UCNs tilgang til læring er samspillet mellem teori og praksis, hvor de 
 studerende  gennem  effektive  læringsstrategier  skal  være  i  stand  til  at  analysere, 
 løse problemer, udvikle, kommunikere, udforske, undersøge, f.eks. praksis gennem 
 reflektionsprocesser. 


En stor andel af de studerende på teknologiuddannelserne på UCN har en tidligere 
erhvervsmæssig baggrund som grundlag for deres optagelse på en videregående 
uddannelse. Disse studerende er eksperter i at følge instruktioner med et primært fokus 
på at finde den "rigtige løsning" og trækker på disse oplevelser, når de skaber rammen 
for deres læring. De skal nu til at være reflekterende, have en analytisk tilgang til et 
projekt, være innovative og kreative. De skal være i stand til at samarbejde og dele 
deres viden på tværs af programmer, discipliner, nationaliteter, mens de har en kritisk 
tilgang til, hvad de arbejder med. Samtidig støder de stadig på et uddannelsessystem, 
der har tendens til at opfatte og forstå læring og videnskabelse gennem en lineær 
progression af isolerede professionsrettede aktiviteter.



(15)Med afsæt i det pragmatiske paradigme har dette PhD projekt til formål at udvikle 
 ny viden gennem anvendelsen af educational design research. Der anvendes en 
 mixed method tilgang til dataindsamling kombineret med en abdutiv analysetilgang 
 i forhold til at kunne undersøge hvordan perspektiverne bag Game-Based Learning 
 kan inspirere til udviklingen af nye undervisnings- og pædagogiske koncepter med 
 det formål at styrke praksis relateret professionalisme gennem stilladserede lærings- 
 og udforskningsprocesser i et videregående uddannelsesmiljø. Gennem en teoretisk 
 forståelse af “World of Warcraft” undersøger PhD projektet således, hvordan et 
 designet læringsspil påvirker og udfordrer pædagogiske begreber som Motivation og 
 Autonomy, Analysis og Exploration, og Reflective Practice 


Practice theory vil i den forbindelse udgøre det læringsteoretiske perspektiv gennem 
en forståelse og fortolkning af læring som "praksislandskaber", der fremstår som 
komplekse og designede personlige læringsbaner. Ved at betragte læring som et 
komplekst landskab af personlige læringsbaner, argumenterer PhD projektet for, at det 
skaber en mulighed for at arbejde med designstrategier, der mere effektivt faciliterer de 
studerende gennem meningsfulde læringsprocesser bygget op omkring en udforskende 
tilgang til traditionelle akademiske discipliner.
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PROLOGUE


Back in February 2006, a guild called Oops fought their way through Black Wing Lair, 
 where the black dragon Nefarian was waiting for them. The fight was intense and time-
 consuming; there was no room for mistakes. Everything was going according to plan. 


Nefarian kept challenging all members in the raid during the fight – mage, shaman, 
 warrior, priest, one by one he called out punishment for them. However, they all knew 
 what was coming! Nefarian still had one extra challenge left for them. When Nefarian’s 
 health point was down at 20 per cent, he would spawn an army of skeletons. “Next call 
 is random, remember we group around Graznak the mage, and stop on 22 per cent!” the 
 warrior who kept Nefarian grounded yelled. “Please please, let us get the priest call!” 


people started to scream. They were lucky; it was the priest call that was the next one. 


They started attacking again to take Nefarian to 20 per cent. “Keep the warrior up!” 


one of the raid members yelled, while the mage was getting ready to cast AOE magic 
 on Nefarian’s army. “And it is Graznak for AOE,” came the command from the mage 
 team. While fighting the last health point down, the officer started yelling, “Gradering 
 around Graznak when we are ready, but stop attacking. We need to see the call first.” 


When everyone was waiting to see the next call, the priest team shared the plan for 
 keeping the mage up: “Okay, Mykene and Saavedra both have full mana, so they will 
 heal Graznak.” The raid kept attacking Nefarian, and finally he got down to 20 per 
 cent. “Gradering around Graznak, closer closer closer! everyone screamed while the 
 mage kept casting AOE on the army Nefarian created. “They are almost dead. They are 
 ALL DEAD!” But sadly Graznak did not survive the massive blast. With the skeletons 
 down, the endgame for Nefarian began. People started to get excited, and the officers 
 tried to calm people down: “Yea, calm down, just keep going, calm down, relax.” But 
 then something unexpected happened: when there was only 10 per cent left, the warrior 
 lost his grip on Nefarian, and the dragon started running away. “Fuck fuck!” he yelled 
 while chasing it. One of the other warriors was fast and grounded Nefarian again. The 
 fight was still continuing. The next line of quotes is the conversation in the last minutes 
 before Nefarian died.


We got mage and druid call left, so be ready for mage call that will be the bad ones
 Druids call, let us get him down, we got druids on DPS now he is going to die fast


Come on, come on guys
 Come on people
 3% he is so going to die, 2%


Come on
 COME ON1%


He is in the bag
 We got him. We got him


(Everyone is screaming Yeahhhhhhhhhh)
So fucking beautiful



(31)Nefarian died that night in February, and 
 Oops became the first guild on the server on 
 the Horde side to defeat the black dragon. I 
 remember that night because as a shaman, 
 I was a member of the guild. That night 
 was the fruit of months of hard work, and 
 my time in Oops was the beginning of a 
 fascination for the learning processes that 
 take place in a computer game like World 
 of Warcraft.


In many ways, my journey through the PhD 
has  been  reminiscent  of  the  fight  against 
Nefarian. Through my PhD, I have done 
lots of quests (PhD activities) and been on 
larger missions (PhD courses). On the way, 
I have gained new levels as new insights and 
knowledge have come to me. I have farmed 
ideas, thoughts, reflections, data, and all of 
it has through design processes been crafted 
into something new and bigger. I definitely 
had the feeling of “Game over” more than 
once, and I have been forced to change 
my strategy and make new plans. I have 
rewarded myself with achievement each 
time I reached one of my goals. And now 
it is here, my PhD, a finished presentation 
of my work.
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CHAPTER 1. INTRODUCTION


The purpose of this PhD project is to investigate and experiment with Reflective 
 Practice-based learning (RPL) through the use of Game-Based Learning. RPL is a 
 new learning approach at University College ’of Northern Denmark (UCN) that aims to 
 improve students’s practice professionalism The thesis investigates how motivation and 
 autonomy, analysis and exploration, and reflective practice can strengthen a practice 
 professionalism, and consequently Reflective Practice-based Learning, through the use 
 of game principles from the computer game World of Warcraft. An understanding and 
 interpretation of the domain of Practice Theory will inspire the theoretical perspective.


From a historical perspective, the PhD project began with observing a resistance 
 coming from students when participating in a learning situation with a high degree of 
 complexity through investigative and reflective learning trajectories. This phenomenon 
 was especially prevalent when students at UCN, Technology participated in smaller 
 innovation workshops (Gyldendahl-Jensen, 2018). These observations initiated the 
 idea of working with Game-Based Learning as a strategy to create change within the 
 students’ behaviour and way of thinking. Smaller pilot studies were developed and 
 conducted on this basis (Gyldendahl-Jensen, 2016). 


The early pilot studies also coincided with the introduction of UCN’s new shared 
 learning approach, called “Reflective Practice-based Learning” (RPL). The development 
 and incorporation of RPL is thus UCN’s response to some of the current trends and 
 political agendas that seek to embrace the idea that students need to achieve 21st-
 century skills (OECD, 2019). The introduction of Reflective Practice-based Learning 
 thus contributes to strengthening teaching methods that previously created situations 
 in which there was a high degree of resistance from the students. Based on the results 
 from the early pilot studies, UCN thus wanted to investigate whether Game-Based 
 Learning can support Reflective Practice-based Learning on a larger scale and as a 
 part of the students’ semester projects. In addition, a pre-study was needed to be able 
 to say something more confirmative about how the students understand and interpret 
 Reflective Practice-based Learning. 


The above discussion is elaborated further in the upcomming sections as an 
introduction to the thesis. The opening will thus discuss the current trends within the 
field of education, and how these trends, in general, affect the decision-making within 
educational institutions. Chapter 1 also provides a brief introduction to the status of the 
implementation of RPL at UCN, including the challenges observed. The chapter ends 
with a problem statement and three sub-actions based on the initial argumentation. The 
overall introduction to the PhD can therefore be described as three different streams 
that merge together. These streams are summarised and formulated on the next page:



(34)•  The thesis starts with a very general and brief introduction to how to meet the 
 need for education of the future, labelled by many as the concept of “21st-century 
 skills”, as an institutional response for introducing Reflective Practice-based 
 Learning as an institutional shared learning approach.


•  The next section of the introduction presents Reflective Practice-based Learning 
 and the challenges it creates when students are exposed to an investigative and 
 reflective learning approach. 


•  Subsequently, Game-Based Learning inspired by World of Warcraft is presented 
 as a proposal for a learning concept that can help to create new teaching methods 
 and tools rooted in a pedagogical understanding of Reflective Practice-based 
 Learning. 


1.1. MEETING THE NEED OF 21 ST CENTURY LEARNERS


Some argue that the process of globalisation has shown a growing need for rethinking 
 the jobs of the future, as the world is changing towards a transformation and refinement 
 of the creation and sharing of knowledge (Adams et al., 2017; OECD, 2019; Rodrigues 


& Bidarra, 2017). In a global context, the growth of economies creates new challenges 
 which call for future visions of holistic solutions with high aesthetic value, sustainable 
 responsibility and competitive prices. To meet these challenges, it is crucial to possess 
 the competence to be able to develop creative solutions to complex problems (Kress 


& Selander, 2012; McConville et al., 2017; OECD, 2019; Rodrigues & Bidarra, 
 2017; Selander, 2008). It also means that the concept of knowledge is changing, 
 where knowledge is moved from something stationary to something that is constantly 
 created and changed through analytical and reflective processes (Adams et al., 2017; 


McConville et al., 2017; OECD, 2019; Rodrigues & Bidarra, 2017). As McConville et 
 al. (2017) write, “To possessing factual knowledge and skills to respond to standard 
 situation engineers need to have the competence to analyze the whole complexity 
 of the context of application and, if needed, come up with solutions that adapt to 
 changing conditions”(McConville et al., 2017, p. 595). Selander (2008) also pointed 
 out that these new movements create some common and social trends that contribute to 
 continual and more complex collaborative processes, whereby knowledge as a concept 
 is changing. He speaks about global learning environments where a multimodal 
 approach consisting of different kinds of resources creates meaning through processes 
 of reflection. The students’ reflective skills are, therefore, crucial in order to being 
 able to apply their knowledge in practice (Kress & Selander, 2012; Selander, 2008). 


According to the OECD (2019), the educational institution is an important factor 
in regard to equipping students with the right competencies needed to succeed in a 
global future (Becker et al., 2018; OECD, 2019). The OECD (2019) points out that 
the trends “increase of complexity” and “speed of change” in particular entail the 



(35)educational insititution continuing to evolve in order to provide the necessary skills and 
 competencies for a modern world (OECD, 2019). There seem to be many institutional 
 responses to, and interpretations of, what an educational shift entails, and they include 
 the implementation of keywords such as “connect”, “share”, “analyse”, “assess”, 


“apply”, “personalise”, “engage”, “streamline”, “include”, “know”, “computing” and 


“construct” (Rodrigues & Bidarra, 2017). The trend is, therefore, that the educational 
 institutions focus on developing new and more active forms of learning that can 
 accommodate the students playing with knowledge and new ideas. This means that 
 the students become partners in their learning process through participation in active 
 knowledge creations (Adams et al., 2017; Becker et al., 2018). Adams et al. (2017) 
 emphasise, through the following statements, that this trend is essential in relation 
 to the paradigm shift facing the education sector: “Rather than being regarded as 
 mere participants and consumers of knowledge, the embedding of a maker culture 
 in higher education has made them active contributors to the knowledge ecosystem. 


They learn by experiencing, doing and creating, demonstrating newly acquired skills 
 in more concrete and creative ways" (Adams et al., 2017, p. 6). The OECD (2019) 
 also states that “the future is rarely just a smooth continuation of past patterns” and 
 therefore advocates a shift away from the traditional, lecture-based lessons that simply 
 transmit knowledge about a topic towards new educational concepts such as authentic 
 learning, project-based learning, challenge-based learning, competency-based learning, 
 inquiry-based learning, etc. (Adams et al., 2017; Becker et al., 2018; OECD, 2019; 


Paaskesen & Nørgård, 2017;). Paaskesen and Nørgård (2017) challenge this viewpoint 
 further by arguing that it is not enough to work with “participation in projects” that are 
 intended to produce creative and innovative products; on the contrary, the goal must 
 be education based on open exploratory and experimental learning design with open 
 learning contexts. This means open learning cycles that strike a balance between what 
 they term “directing” and “emergent learning”, where the keywords include: “create”, 


“imagine”, “play”, “share” and “reflect” (Paaskesen & Nørgård, 2017). However, it 
 can be difficult to create a movement towards a new educational paradigm, as this 
 challenge is multifaceted in a way that calls for learning models based on complex 
 design criteria (McConville et al., 2017). Also, the established educational community 
 still to a large extent approaches learning through restrictive demands and normative 
 rules and procedures, which hinder the students’ freedom to challenge the prescribed 
 curriculum (McConville et al., 2017; Paaskesen & Nørgård, 2017). Nørgård et al. 


(2017) emphasise that this approach does not sufficiently support high-order thinking 
 and doing. They write:


This emergence of the corporate university or the knowledge factory 
 promotes teaching to the test, reproduction of information, criteria-based 
 assessment and clear, quantifiable outcome. Rather than supporting the 
 value accentuated as driving higher-order thinking and doing. Or the 
 virtue at the base of moral practice of academics. Instead these values 
 and virtue are stigmatised as risky, unproductive and too fuzzy. Learner 
 engagement and satisfaction have become key performance indicators. 


(Nørgård et al., 2017, p. 272) 



(36)The Committee for Quality and Relevance in Higher Education, set up by the Danish 
 Research and Education Ministry, reached the same conclusion in 2014. Their report 
 indicates that students must be supported in their application of professional knowledge 
 creatively and innovatively with a view to the continued development of the profession’s 
 practice. The report states, among other things: “The higher education programmes 
 have a major responsibility for the students to develop general competencies that are 
 complementary, transforming and possible” (Kvalitetsudvalget, 2014, p. 26). One 
 of the committee’s main arguments is that it is the educational system’s restrictive 
 requirements and rules regarding the content that challenges the professional quality, 
 including the students’ freedom to challenge the presented syllabus: “It is the opinion 
 of the committee that a number of systemic mechanisms in recent years have put the 
 quality of higher education under pressure” (kvalitetsudvalget, 2014, p. 11). The report 
 of the “Quality Committee” provides an opportunity to discuss how higher educational 
 institutions in the future can develop teaching strategies for supporting students in 
 transforming and exploring their professionalism both actively and independently 
 through analytical disciplines and processes of reflection. Although many educational 
 institutions have begun bridging the gap between academic knowledge and practice 
 (Becker et al., 2018), there is still a need for investment in developing high-quality 
 teaching that supports the necessary in-depth learning that is crucial for developing 
 generic competencies, also referred to as “21st-century skills” (Adams et al., 2017; 


Rodrigues & Bidarra, 2017).


1.2. REFLECTIVE PRACTICE BASED LEARNING


The educational institution the University College of Northern Denmark (UCN), which 
 is the context of interest for this PhD (see a further description in Chapter 2), has 
 since 2013 invested actively in developing new frameworks and concepts for future 
 education through the implementation of Reflective Practice-based Learning as a new 
 general learning approach (which will be further elaborated in Chapter 4). The goal is 
 to ensure that students are ready for the future labour market by being able to acquire 
 new knowledge, skills and competencies that can lead lead to qualifications and the 
 development of these new-found capabilities in practice (Horn et al., 2019; www.ucn.


dk).


The core of UCN’s approach to learning is the interaction and tension between 
theory and practice, where the students, through active learning strategies, must be 
able to analyse, solve problems, develop, communicate, explore, investigate and 
practise through reflection processes. A large proportion of the students in technology 
programmes at UCN have a previous vocational background as the basis for their 
entry into higher education. These students are experts in following instructions with 
a primary focus on finding the “right solution” and draw on these experiences in a 
learning situation. With the implementation of Reflective Practice-based Learning, 



(37)they now need to be reflective, have an analytical approach to a project, and be both 
 innovative and creative. They must be able to collaborate and share their knowledge 
 across programmes, disciplines and nationalities while having a critical approach to 
 what they are working with (www.ucn.dk). 


A pre-study (see Appendix A and Section 4.4) of this PhD, however, reveals that the 
 students in technology programmes at UCN lack specific learning strategies for how to 
 work in depth with the curriculum through academic disciplines ‒ they are often brought 
 into situations where they do not know what the next step is. Reflective Practice-based 
 Learning points toward a process-oriented approach that contrasts with the learning 
 approach the students are used to from earlier schooling systems. The consequence is 
 a “passive-aggressive resistance” against the teaching and a lack of autonomy. It is, 
 therefore, difficult for educators to motivate students to be interested in an explorative 
 and analytic approach to the academic representation ‒ disciplines they might not 
 even see the value of ‒ if the teaching is based on traditional dissemination of specific 
 knowledge. Furthermore, the students do not develop a reflective practice that enables 
 them to challenge and change the professional context. The pre-study thus indicates 
 that the following three main topics are particularly challenged in regard to developing 
 Reflective Practice-based Learning at UCN, Technology;


 - motivation and autonomy 
 - exploration and analysis


- reflective practice


The need for new teaching methods and tools rooted in a pedagogical understanding 
 of Reflective Practice-based Learning is, therefore, still relevant. Becker et al. (2018) 
 talk about the need for research that examines “how institutions can nurture cultures 
 that promote experimentation. A significant element in advancing this movement is 
 the call for higher education to accept failure as an essential part of the learning 
 process” (Becker et al., 2018, p. 8). This means finding a new solution to building 
 bridges between theory and practice through reflection processes, multidisciplinary 
 approaches and hands-on activities (Becker et al., 2018). 


In the following section, Game-Based Learning is briefly introduced as a proposal for 
 a new educational strategy that provides opportunities and potential solution paths for 
 how to strengthen the students’ motivation and autonomy, analysis and exploration, 
 and reflective practice through sequential learning processes. 


1.3. RETHINKING EDUCATION THROUGH GAME DESIGNS


The concept of Game-Based Learning, and especially “Massively multiplayer online 
role-playing games” (MMORPGs), have gained focus in the educational sector in 



(38)relation to tapping into learning opportunities that meet the needs of 21st-century 
 learners (Adachi & Willoughby, 2013; Leith et al., 2019; Melero & Hernández-Leo, 
 2014; Morris et al., 2013; Rodrigues & Bidarra, 2017; Sánchez, 2014; Sourmelis et 
 al., 2017). Kulman et al. (2014) state in the following quote how games can be linked 
 directly to the development of 21st-century skills: “A comprehensive review of Game-
 Based Learning found that video games could impact positively on problem-solving 
 skills, motivation and engagement, all of which support using these digital tools in 
 teaching 21st-century skills” (Kulman et al., 2014, p. 164). Games present elements 
 that can inspire the creation of active learning experiences that challenge students 
 to apply new knowledge, solve problems and explore different viewpoints (Kulman 
 et al., 2014; McConville et al., 2017; Rodrigues & Bidarra, 2017). As Kulman et al. 


(2014) explain in their argumentation, “21st-century skills are more deeply explored, 
 many connections can be seen between the use of video games and the development of 
 these important capacities. Many games require learning and innovation skills such as 
 critical thinking and problem solving, communicating and collaboration, and creativity 
 and innovation for the user to be successful” (Kulman et al., 2014, p. 164). The new 
 interest in using game principles in the educational context entails a reassessment of 
 working with new opportunities for creating reflective, explorative and practice-based 
 learning through concepts like quests and levels, missions and dungeons, crafting and 
 farming, and personal trajectories of narratives. As a learning concept, games are thus 
 exciting as they provide stories that naturally connect and create patterns of knowledge 
 through social norms and values (Sánchez, 2014). Particularly in higher education, 
 games can be a source of inspiration when it comes to developing and exploring new 
 models for how academic activities can be enhanced through learning situations with an 
 individual expression related to the qualifications of participants, content and context, 
 as well as the learning outcomes (McConville et al., 2017).


Game-based learning as a technological issue or not


However, when working with the development of technological devices or digital 
 software, social and cultural factors need to be addressed. This is to ensure that 
 there is no unilateral focus on the more technical and digital aspects. It is a relevant 
 concern when working with Game-Based Learning, as this research field through new 
 technological opportunities has undergone a boom through digital computer games. In 
 discussions dealing with technological understanding, Selwyn (2016) in particular is a 
 critical voice, as he strongly warns about fascination with technology taking over the 
 essential vision of a project. He writes, among other things: “Our primary focus should 
 not be on technological devices, tools and applications per se, but on the practices and 
 activities that surround them, the meanings that people attach to them and the social 
 relations and structures that these technologies are linked to” (Selwyn, 2016, p. 2). 


Especially when research projects are based on technology developments aimed at 
changing or strengthening practices, there needs to be an increasingly critical stance 
on whether new technologies or technological solutions are contributing positively to 
the problem. As Selwyn writes, 



(39)Disruptive innovation should not be seen as a hard-and-fast solution per 
 se, but instead as offering a different way of thinking about solutions. 


In this sense, this view of technological change invites us to rethink 
 the very nature of education – its core activities and relationships, its 
 core purpose and values. “Disruptive innovation” is not about using 
 technology to do the same thing differently, but using technology to do 
 fundamentally different things. (Selwyn, 2016, p. 32)


This means that working with Game-Based Learning in this project is not about the 
 technical aspects and possibilities, but is concerned instead with how Game-Based 
 Learning becomes meaningful in practice. To cite Selwyn once more: “In other words, 
 educational technology is less about devices and applications, and more about what is 


‘done’ with these devices and applications – that is, practices and meanings” (Selwyn, 
 2016, p. 18). This PhD project, therefore, will only work with Game-Based Learning 
 through physical and analogue artefacts, to avoid focusing on what is technologically 
 possible when developing an educational game. 


Chapters 5 and 6 will present a further elaboration of the concept of Game-Based 
 Learning through a desk research.


1.4. PROBLEM STATEMENT AND PURPOSE 


This PhD project aims to investigate and experiment with Reflective Practice-based 
 Learning (RPL), which is an emerging learning approach at University College of 
 Northern Denmark (UCN), through the use of Game-Based Learning. The PhD pro-
 ject, therefore, investigates how the students’ motivation and autonomy, their 
 ability to analyse and explore, and their reflective practice can strengthen a practice 
 professionalism through the use of game principles from the computer game World of 
 Warcraft. Through the use of Educational Design Research, the thesis thus develops 
 guidelines and forms theory and methods that contribute to creating learning designs 
 based on Reflective Practice-based Learning and Game-Based Learning. 


The domain of Practice Theory will inspire the theoretical perspective through an 
understanding and interpretation of learning as “landscapes of practice” consisting 
of designed complex and personal learning trajectories. By considering learning as a 
complex landscape of personal learning trajectories, the PhD project will argue that 
it creates an opportunity to think in terms of design strategies that more effectively 
support students through meaningful learning processes built around an explorative 
approach to traditional academic disciplines. This means that the PhD project through 
its educational game design makes the assumption that the link between Practice 
Theory and game theory can create an experience of “progress” as it is known from 
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