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ABSTRACT 

Few digital tools are designed to support identity exploration around careers in science, technology, 
engineering, and mathematics (STEM) that may help close existing representation gaps in STEM fields. The 
aim of this project is to inform the design of games that facilitate learning as identity change as defined by the 
Projective Reflection theoretical framework. Projective Reflection is the process by which a person who is 
engaging in digital gameplay or a virtual environment constructs and/or enacts an identity that has the potential 
to modify the person’s possible/future self and lead to a new sense of identity in a domain (Foster, 2014). This 
paper reports on Philadelphia Land Science, an educational web-based game that allows players to explore roles 
related to urban planning and environmental science careers as they connect to a Philadelphia context. We 
describe game design and iterative changes as backed by theory and existing research. The game iteration is 
detailed in terms of the embedded content, the pedagogical approaches used, and the technological features 
that support the learning goals. 
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1. INTRODUCTION 

Identity exploration, or “the deliberate internal or external action of seeking and processing information 

in relation to the self,” (Flum & Kaplan, 2006, pp 100), has been identified as an essential tool  for 
learners adapting to the needs of a 21st century workforce (Kaplan et al., 2014). Supporting students in 
this intentional process of identity self-construction could prove particularly useful for increasing 
representation in science, technology, engineering, and mathematics (STEM) careers, given workforce 
statistics that illustrate limited gender and racial diversity in these fields (US Congress Joint Economic 
Committee, 2012). Student identity exploration can lead to targeted identity change when a curriculum 
supports intentional reflection on their starting/current selves (who they are), through exploration of 
possible selves (who they might want or expect to be), and on their new selves that emerge at the end 
of a learning experience (Foster et al., 2017). Tracking student identity exploration over a period of 
time (long or short) can also illustrate when and how students synthesize developing experiences with 
a given STEM domain into understandings of self. 

Games can also influence players’ identity exploration and change processes by illuminating the 
personal relevance and utility of STEM content beyond school settings (Foster, 2008). For example, 
an examination of engineering virtual internships Nephrotex and Rescushell by Chesler and 
colleagues (2015) demonstrates how games can offer authentic virtual environments that emulate 
professional settings, support situated understandings of content, and allow players to explore  
domain-related identities. Such affordances might encourage students to consider career domains with 
limited acquisition rates, or those lacking positive social status among youth (i.e. careers in STEM 
domains). 
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We argue that game design and implementation supported by identity exploration theory could 
encourage student identity change toward STEM careers, particularly among students who may not be 
prompted to explore STEM identities in other ways (i.e. minority students with few existing professional 
examples to identify with) (Foster & Shah, 2016). However, research on facilitating identity 
exploration through game-based learning is still an emerging area.  

This work details the design of Philadelphia Land Science (PLS), which was informed by what was 
learned from existing exemplary games to optimally support students’ identity exploration as they take 

on roles as urban planning interns at a virtual city design firm. The Projective Reflection theoretical 
framework, used to operationalize identity exploration in game-based learning contexts, was used to 
structure design changes made to the original game to enhance its capacity for supporting identity 
exploration and change around urban planning and environmental science careers.  

2. PROJECTIVE REFLECTION 

The Projective Reflection (PR) framework frames identity change in an individual as a process of 
identity exploration over time. Adapted from Kaplan and Garner’s (2016) Dynamic Systems Model of 
Role Identity (DSMRI), Projective Reflection frames identity exploration in a game-based learning 
context as changes in: a) content knowledge and game or technical literacy (Kereluik et al., 2013), b) 
regulated actions (i.e. self-organization and control) (Hadwin & Oshige, 2011), c) interests and 
valuing of domain (Foster, 2008), and d) self-perceptions and self-definitions (Kaplan et al., 2014). The 
framework comprehensively informs the process of identity exploration as it is measured at repeated 
points over the course of students’ learning experiences, thereby tracking learning as identity change 
over time in a targeted academic domain (Foster et al., 2017; Foster & Shah, 2016). Projective Reflection 
can be used to inform both assessment and design of games and supportive curricula for identity 
exploration. 

3. METHODS 

The design, development, and implementation of a digital tool to support learning as intentional 
student identity exploration is part of a 5-year NSF CAREER project (Foster, 2014). Early phases 
of the project involved the examination of existing games with exemplary design characteristics for 
promoting science learning and identity exploration:  EcoMUVE, Land Science (LS), and River City 
(Foster et al., 2017). From 2014-, we analyzed the design features of each game using the four PR 
constructs to understand how these environments excelled at encouraging some aspects of identity 
exploration, and to identify opportunities to design for closer alignment with PR in future design. The 
playing research method (Aarseth, 2003) guided this process through analysis of both firsthand 
gameplay experiences and secondary game information (e.g. research papers). 

From 2016-2017, authors partnered with Epistemic Games Group in the development of a new 
design iteration of Land Science that implemented what was learned from game analysis using the 
Virtual Internship Authoring (VIA) tool. This paper introduces the design characteristics of this 
iteration, named Philadelphia Land Science (PLS), illustrating how it capitalizes on the game’s existing 
characteristics to support comprehensive identity exploration through PR. 

3.1 Land Science and Existing Context 

Land Science was designed to serve as a virtual internship for students studying urban planning, 
or other related environmental, economic, and engineering concepts. Students play as interns at 
Regional Design Associates, a fictitious urban planning firm that models how real-world 
professional settings are structured. Groups of students are synchronously guided through the 
process of creating zoning plans for the city of Lowell, Massachusetts by online mentors.  
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First, students read about the city’s unique history and structure, researching the needs of key 
stakeholder groups introduced through community brochures. Then, student groups engage in a virtual 
professional meeting, in which knowledge is exchanged between players. Players then individually use 
an interactive digital map of the city to rezone areas as commercial, industrial, open space, wetlands, 
or single-family, two-family (duplexes), or multi-family housing. As players experiment with different 
zoning combinations, they develop contextualized understandings of how different city designs 
influence environmental and economic issues such as housing density, job growth, pollution control, 
wildlife protection, and waste disposal. Finally, groups receive feedback on their collection of city 
designs from virtual non-player characters representing key community members, and the iterative 
process of meeting, redesign, and feedback begins again, until individual final proposals are developed 
and submitted electronically. 

3.2 Philadelphia Land Science 

To pilot the Philadelphia Land Science implementation, researchers collaborated with a science 
museum in downtown Philadelphia that partners with a local public magnet high school to offer 
STEM-focused, entrepreneurial, and practice-centered learning experiences. Forty ninth-grade students 
met at the museum for one of two eight-week ‘Virtual City Planning’ courses in fall 2016 and 
winter 2017. This describes key design differences between Land Science and Philadelphia Land 

Science with consideration for this classroom context. Table 1 offers an overview of Philadelphia 

Land Science modifications to enhance Land Science's alignment with PR constructs.  

Table 1. Summary of design changes made in Philadelphia Land Science 

Change Land Science characteristics PLS design changes Enhanced PR constructs 
1. Context  LS is set in Lowell, MA 

 Interactive map design 
matched Lowell context (i.e. 
two-family “duplexes”) 

 Stakeholder groups set in 
Lowell 

 NPC’s representative by 

gender; limited racial/ethnic 
diversity in NPC biographies 

 PLS is set in Philadelphia, PA, where 
students live 

 Interactive map aligned with 
Philadelphia context (i.e. medium-
density “row houses”) 

 Stakeholder groups set in 
Philadelphia 

 New NPC’s representative based on 
gender, race, and ethnic background 

 Interests and valuing 
 Content knowledge 

2. Writing 
deliverables 

 Players summarize what they 
learned from meetings, map 
design, and NPC feedback as 
professional “notebooks”  

 7 new deliverables prompt students 
to reflect on developing interests, 
valuing, self-perceptions and self-
definitions 

 Interests and valuing 
 Self-perceptions/ 

definitions  

3. Intake + exit 
surveys 

 Intake/exit interviews assess 
changes in knowledge, self-
organization and self-control 

 Intake/exit questions added to assess 
changes in self-perceptions and 
definitions, interests and valuing 

 Interests and valuing 
 Self- perceptions/ 

definitions 
4. Role-plays  Virtual meetings” facilitated 

by online urban planning 
mentors; co-regulated learning 

 In-person instructor roleplaying as an 
urban planner, facilitating socially-
shared and self-regulated learning 

 Self-organization and 
self-control 

5. Game 
scaffolding 

 Chat log plays key role in 
peer/mentor interaction 

 Example final proposals and 
other texts provided; 
plagiarism noted in existing 
play data 

 Chat log takes on secondary role to 
in-person interactions 

 Examples replaced with 1-2 line 
prompts specifically describing what 
players should write about  

 Game literacy 
 Self-organization and 

self-control 

 

3.2.1 Change 1: Content and Context 
Much of the existing game content was either retained in Philadelphia Land Science, or mirrored 
to reflect a Philadelphia context. Redesigning the game for the city of Philadelphia was intended to 
develop student engagement and understanding of the relevance of urban planning in their lives.  For 
example, Philadelphia Land Science maintained the general design of the interactive map, but shifted 
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the setting from Lowell to Philadelphia. Some of the zoning codes on the map also shifted;  
single-family, two-family, and multi-family residential were renamed low, medium, and high-density 
housing. For students residing in an urban center, researchers recognized that two-family housing in 
particular might be an unfamiliar concept. Redefining housing density codes allowed for 
descriptions that aligned more closely with students’ urban lived experiences, and illustrated the 
nuances of housing density in downtown Philadelphia more accurately. 

Environmental and economic issues addressed in the game were largely analogous to Philadelphia, 
though environmental variables related to animal populations in Massachusetts shifted to represent 
Philadelphia-native species: Eastern Bluebirds and Eastern Mud Turtles. Philadelphia-specific 
brochures and biographies describing fictitious community stakeholders were also developed for 
Philadelphia Land Science, organized into stakeholder groups with varying combinations of 
economic and environmental values. 

Philadelphia Land Science capitalized on opportunities to demonstrate diverse employees and 
leaders in urban planning. Portraying urban planners with whom players can identify is key to the 
development of possible selves in the domain, as it encourages players to see themselves in a given 
role and develop domain-specific knowledge (Foster, 2008). Male and female non-player characters 
with Latina-American,  African-American, and Indian-American heritages were added. 

3.2.2 Change 2: Writing Deliverables 
Land Science was designed with a cyclical pedagogical structure that progresses students through one 
“room” of activities to the next, to guide players through the process of developing urban planning 
proposals. Activities such as researching stakeholders, participating in professional peer meetings, 
making zoning changes to the interactive maps, and reviewing NPC feedback on map designs, are each 
encapsulated in a room. Rooms start with an email from the supervisor that introduces the activity, 
and outlines how students will summarize their experiences in a concluding “notebook entry.” 

Analysis of Land Science illustrated how writing deliverables encouraged students to recount in 
detail what they had learned, but could be further leveraged to support reflections on students’ changing 
interests and valuing of urban planning, and of changing perceptions and definitions of self in relation to 
the experience. Philadelphia Land Science maintained room structures and existing writing prompts, 
but included seven new deliverables prompting consideration of developing interests and values (e.g. 
submit “a formal summary of the changes you would make to meet your own needs as a citizen of 
Philadelphia”), as well as their self-perceptions and self-definitions as related to urban planning (e.g. 
“reflect on your role in this internship and your expectations about this role going forward”).  

3.2.3 Change 3: Intake and Exit Surveys 
Questions on the intake and exit surveys in Philadelphia Land Science were also designed to 
assess aspects of student identity, including player knowledge, interest and valuing, patterns of 
regulation, and self-perceptions and definitions. Items consisted of short answer, multiple choice, and 
Likert-style survey questions that take an estimated total of 20 minutes to complete. Intake and exit 
surveys bookend identity exploration in the game, allowing researchers to track student changes from 
starting selves, through identity exploration during gameplay, to new selves upon completion. 

3.2.4 Change 4: Role-plays 
The most significant pedagogical changes in Philadelphia Land Science related to the enactment of 
professional peer-to-peer meetings. In Land Science, remote mentors communicated with players 
via chat, answering questions and leading meetings using scripted discussion questions. Analysis 
of Land Science play data revealed that these meetings excelled at providing opportunities for  
co-regulated learning supported by mentors, and offered some opportunities for socially-shared learning 
between peers. To better align with Projective Reflection constructs, the redesign of meetings in 
Philadelphia Land Science offered more opportunities for socially-shared and self-regulated learning.  

In the Philadelphia museum classroom, players led in-person meetings at round tables, supported 
by instructors roleplaying as urban planning professionals.  The “urban planners” introduced meeting 
topics and highlighted important points where needed, but also allowed student discussion to develop 
naturally and for student leaders to emerge in group discussions. During gameplay, urban planners 
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would move around the room, providing individualized support where needed, then stepping back to 
allow students to self-regulate or receive assistance from peers. Supplemental opportunities for 
curricular activities, reflection, and discussion were designed and implemented in the classroom 
environment as supported by the Play, Curricular activity, Reflection, and Discussion model for 
game-based learning (Foster & Shah, 2015). 

3.2.5 Change 5: Game Scaffolding 
Most technological features of Land Science were retained in Philadelphia Land Science, as they 
were found to support student game literacy development over time. Though the majority of peer-to-peer 
and peer-to-mentor interactions migrated to real-world role-play in PLS, the chat feature was kept so that 
players could communicate with the online moderator as needed; for example, if students submitted a 
notebook entry before it was completed, the moderator could coach them through the retrieval process 
before advancing game activities. 

Land Science also included sample notebook entries that students could reference as they developed 
skill in professional writing and speaking; review of the LS gameplay data showed some copied 
sections of sample text to construct their notebook responses. Given the emphasis on personal 
reflection and regulated learning practices in PLS, designers shifted support texts from how a 
notebook was written towards what players should write in their entries. For example, a prompt in the 
Entrance Interview room asked students to “please include a short summary of your experience 
completing the Entrance Interview.” This change further supported student development of game 
literacy by simplifying the game interface; instead of clicking between an external example and the 
notebook text box, PLS writing prompts were directly embedded in the text boxes for ease of access.  

4. CONCLUSION 

In this paper, Projective Reflection (PR) was introduced as a framework for facilitating learning as 
identity change through an intentional process of identity exploration in a given domain or career. 
Projective Reflection informed game redesign to support identity change towards STEM careers. 
Philadelphia Land Science builds upon the strengths of the original virtual internship to facilitate an 
intentional process of learning as identity change that emphasizes knowledge construction, interest 
and valuing, regulated action as self-organization and self-control, and self-perceptions and  
self-definitions. Future design iterations will involve (a) the incorporation of a procedurally generated 
map of Philadelphia that updates to reflect real-time zoning changes and open-source data, (b) map and 
game development around different city sections or of the city as a whole, and (c) the inclusion of 
more land use codes and variables to support value-driven, personalized learning as identity change. 

ACKNOWLEDGEMENT 

The project is supported by a National Science Foundation CAREER Award, titled CAREER: Projective 
Reflection: Learning as Identity Exploration within Games for Science. The primary investigator is Aroutis 
Foster, recipient of the NSF Faculty Early Career Development (CAREER) Program: DRL-1350707. This 
work was funded in part by the National Science Foundation (DRL-0918409, DRL-0946372, DRL-1247262, 
DRL-1418288, DUE-0919347, DUE-1225885, EEC-1232656, EEC-1340402, REC-0347000), the 
MacArthur Foundation, the Spencer Foundation, the Wisconsin Alumni Research Foundation, and the Office 
of the Vice Chancellor for Research and Graduate Education at the University of Wisconsin-Madison. All 
opinions and results are by the researchers and do not reflect the views of funding agencies. 
 
 
 

14th International Conference on Cognition and Exploratory Learning in Digital Age (CELDA 2017)

295



REFERENCES 

Aarseth, E., 2003. Playing Research: Methodological Approaches to Game Analysis. In Proceedings of the Digital 
Arts and Culture Conference, pp 28-29. 

Chesler, N. et al., 2015. A Novel Paradigm for Engineering Education: Virtual Internships with Individualized 
Mentoring and Assessment of Engineering Thinking. Journal of Biomedical Engineering, Vol. 137, No. 2, pp 
024701. 

Foster, A., 2008. Games and Motivation to Learn Science: Personal Identity, Applicability, Relevance, and 
Meaningfulness. Journal of Interactive Learning Research, Vol. 19, No. 4, pp 597. 

Foster, A., 2014. CAREER: Projective Reflection: Learning as Identity Exploration within Games for science. 
Drexel University: National Science Foundation. 

Foster, A. and Shah, M., 2015. The Play Curricular activity Reflection Discussion model for Game-Based 
Learning. Journal of Research on Technology in Education, Vol. 47, No. 2, pp 71-88. 

Foster, A. and Shah, M., 2016. Knew Me and New Me: Facilitating Student Identity Exploration and Learning 
through Game Integration. International Journal of Gaming Computer-Mediated Simulation, Vol. 8, No. 3. 

Foster, A. et al., 2017. Facilitating Learning as Identity Change through Game-Based Learning. In Y. Baek (Ed). 
Game-Based Learning: Theory, Strategies and Performance Outcomes. Nova Publishers. New York, NY. 

Hadwin, A. and Oshige, M., 2011. Self-Regulation, Co-Regulation, and Sociall y Shared Re gula t ion : 
Exploring Perspectives of Social in Self-Regulated Learning Theory. Teachers College Record, Vol. 113, pp 
240-264. 

Kaplan, A. and Garner, J. K., 2016. Handbook and Analytical Manual for the Dynamic Systems Model of Role 
Identity. Temple University and Old Dominion University. 

Kaplan, A. et al., 2014. Design-Based Interventions for Promoting Students’ Identity Exploration within the 
School Curriculum. Advances in Motivation and Achievement, Vol. 18, pp 247-295. 

Kereluik, P. et al., 2013. What Knowledge is of Most Worth: Teacher Knowledge for 21st Century Learning. 
Journal of Digital Learning in Teacher Education, Vol. 29, No. 4, pp 127-140. 

US Congress Joint Economic Committee, 2012. STEM Education: Preparing for the Jobs of the Future. Washington 
DC. 

ISBN: 978-989-8533-68-5  © 2017

296


	14th INTERNATIONAL CONFERENCE ON COGNITION AND EXPLORATORY LEARNING IN DIGITAL AGE (CELDA 2017)

	COPYRIGHT  

	TABLE OF CONTENTS
	FOREWORD
	PROGRAM COMMITTEE
	KEYNOTE LECTURE
	FULL PAPERS

	ARE LEARNING LOGS RELATED TO PROCRASTINATION? FROM THE VIEWPOINT OFSELF-REGULATED LEARNING
	ASYMMETRY IN THE PERCEPTION OF FRIENDSHIP IN STUDENTS GROUPS
	EXPLORING TEACHER USE OF AN ONLINE FORUM TO DEVELOP GAME-BASED LEARNING LITERACY

	EDUCATIONAL ASSESSMENT OF STUDENTS  IN PRIMARY SCHOOL IN TUNISIA  

	IMPACT OF EARLY NUMERACY TRAINING ON KINDERGARTENERS FROM MIDDLE-INCOME FAMILIES

	360 DEGREE VIDEOS WITHIN A CLIMBING MOOC 

	CULTIVATING STUDENTS’ READING LITERACY USING   DIGITAL LEXILE-BASED READING  IN A CHINESE PRIMARY SCHOOL

	HOW TO FLIP A CLASSROOM AND IMPROVE STUDENT LEARNING AND ENGAGEMENT: THE CASE OF PSYC1030 

	EARLY NUMERICAL COMPETENCE AND NUMBER LINE TASK PERFORMANCE IN KINDERGARTENERS

	EXPLORING THE IMPACT OF THE INFORMATION
AL VALUE OF FEEDBACK CHOICES ON PERFORMANCE OUTCOMES IN AN ONLINE ASSESSMENT GAME
	REFINING PRESENTATION DOCUMENTS WITH PRESENTATION SCHEMA 
	THE KNOWLEDGE DEVELOPMENT MODEL: RESPONDING TO THE CHANGING LANDSCAPE OF LEARNING IN VIRTUAL ENVIRONMENTS

	MOBILE LEARNING ANALYTICS IN HIGHER EDUCATION: USABILITY TESTING AND  EVALUATION OF AN APP PROTOTYPE 

	DIGITAL COMPETENCE MODEL OF DISTANCE 
LEARNING STUDENTS
	HOW DISPOSITIONAL LEARNING ANALYTICS HELPS UNDERSTANDING THE WORKED-
EXAMPLE PRINCIPLE
	PUSHING BUTTONS: A SOCIOMATERIAL EXPLORATION OF THE DISTRIBUTED LECTURE
	MULTIMODAL TEACHING AND LEARNING WITH THE USE OF TECHNOLOGY: MEANINGS, PRACTICES AND DISCOURSES
	CONTRASTS IN OPENNESS TOWARD MOBILE LEARNING IN THE CLASSROOM: A STUDY OF ELEMENTARY, MIDDLE AND HIGH SCHOOL TEACHERS
	CLASSIFICATION OF LEARNING STYLES IN VIRTUAL LEARNING ENVIRONMENT USING J48 DECISION TREE
	USING SHORT VIDEOS AS TESTING ELEMENTS IN SKILL MATCHING -TEST DESIGN IN THE SMART PROJECT
	I MIGHT NOT BE AS TECH AS YOU THINK: COLLEGIATE PRINT VERSUS DIGITAL PREFERENCES
	A VISUALIZATION SYSTEM FOR PREDICTING LEARNING ACTIVITIES USING STATE TRANSITION GRAPHS
	OCRA, A MOBILE LEARNING PROTOTYPE FOR UNDERSTANDING CHEMISTRY CONCEPTS
	TEACHING STRATEGIES AND METHODS IN MODERN ENVIRONMENTS FOR LEARNING OF PROGRAMMING
	A LECTURE SUPPORTING SYSTEM BASED ON REAL-TIME LEARNING ANALYTICS
	CHARACTERISTICS OF EFFECTIVE PEDAGOGICALSTRATEGIES FOR SELF-REGULATED LEARNING IN TECHNOLOGY-ENHANCED ENVIRONMENTS: TOWARDS IMPROVING LEARNING OUTCOME
	PSEUDO-HAPTIC FEEDBACK FOR PROMOTING NARRATIVE COMPREHENSION

	SHORT PAPERS

	DEVELOPMENT OF A SUPPORT APPLICATION AND A TEXTBOOK FOR PRACTICING FACIAL EXPRESSION DETECTION FOR STUDENTS WITH VISUAL IMPAIRMENT
	TEACHING MEDIA DESIGN BY USING SCRUM. A QUALITATIVE STUDY WITHIN A MEDIA INFORMATICS’ ELECTIVE COURSE
	AN ARCHITECTURE TO SUPPORT WEARABLES IN EDUCATION AND WELLBEING
	DIFFERENTIATED LEARNING ENVIRONMENT– A CLASSROOM FOR QUADRATIC EQUATION, FUNCTION AND GRAPHS
	LEVERAGING THE AFFORDANCES OF MOBILE LEARNING FOR VOCABULARY GAINS
	TOWARDS A FRAMEWORK OF USING KNOWLEDGE TOOLS FOR TEACHING BY SOLVING PROBLEMS INTECHNOLOGY-ENHANCED LEARNING ENVIRONMENT
	EXPLORING STUDENTS’ LEARNING JOURNALS WITH WEB-BASED INTERACTIVE REPORT TOOL
	THE FRAMEWORK OF INTERVENTION ENGINE BASED ON LEARNING ANALYTICS
	ON THE USE OF E-TPCK FOR SITUATED TEACHER PROFESSIONAL DEVELOPMENT
	NARB-BASED ANALYSIS OF TWEETS RELATED TO UNITED AIRLINES CONTROVERSY: LEARNING BEYOND THE MEDIA
	LEARNERS’ AND TEACHERS’ PERCEPTIONS OF LEARNING ANALYTICS (LA): A CASE STUDY OF SOUTHAMPTON SOLENT UNIVERSITY (SSU)
	ISSUES OF IT-PROFESSIONALS TRAINING IN TRADITIONAL EDUCATIONAL PROCESS
	THE ISOLATION EMOTION: AN EMOTIONAL POINTOF VIEW ON TEAMING AND GROUP TOOLS IN E-LEARNING ENVIRONMENTS
	DEVELOPMENT OF CRITICAL THINKING WITH METACOGNITIVE REGULATION AND TOULMIN MODEL
	A PRELIMINARY INVESTIGATION INTO PARENTS’ CONCERNS ABOUT PROGRAMMING EDUCATION IN JAPANESE PRIMARY SCHOOLS
	DESIGNING PHILADELPHIA LAND SCIENCE AS A GAME TO PROMOTE IDENTITY EXPLORATION
	JUXTAPOSE: AN EXPLORATION OF MOBILE AUGMENTED REALITY COLLABORATIONS AND PROFESSIONAL PRACTICES IN A CREATIVE LEARNING ENVIRONMENT
	GENDER, GAMES AND SPACE
	THE CONTRIBUTION OF COLLECTIVE INTELLIGENCE FOR THE ANALYSIS OF THE PHENOMENON OF STUDENTS OVERCROWDING
	INTEGRATED COLLABORATIVE E-LEARNING FOR THE GLOBAL MANAGEMENT EDUCATION IN THE 21ST CENTURY
	RELATIONS BETWEEN COGNITIVE RESOURCES AND TWO TYPES OF GERMANE LOAD FOR LEARNING
	A FRAMEWORK FOR PEOPLE RE-IDENTIFICATION IN MULTI-CAMERA SURVEILLANCE SYSTEMS
	CONNECTING THE DOTS: LINKING CREATIVITY, SYNTHESIS SKILLS, AND THE STUDENTS’ ANXIETY ABOUT THE FUTURE

	REFLECTION PAPERS

	LOCALISING CONTENT FOR AN XMOOC IN THE UAE
	ACADEMIC READING ON A COLLABORATIVE, ONLINE PLATFORM

	AUTHOR INDEX 




