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"The problem was that all but three of the pupils had more or less given up on traditional school before attending the DR, which all pupils strongly appreciated. As pupils' dropout and failure rates are high in Sweden (Klefbom et al., 2012), this problem is central in designing formal education related to the digital culture where many pupils live today. Two questions are investigated here: How did the pupils act upon the consequences of the regression, transforming game-oriented formal education into traditional school? How can these acts inform design of education in digital culture?" (Authors, 352)
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