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Orchestrating Learning as an Emergent Practice in the Use of Location-Based Games with Mobile Devices
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"The study discussed in this chapter was born of an interest in what happens during the interplay between human beings, their surroundings, and mobile technologies in educational settings. This interest builds on how children’s motivation to learn could be enhanced by educational design. Therefore, this chapter focuses on the orchestration of learning in middle school settings. The chapter aims at contributing to the understanding of how students and teachers together, in an emergent practice of orchestrating learning, apply mobile devices and location-based games in their educational setting. From this aim, the following research question unfolds: teachers to orchestrate learning in middle school settings?" (Authors, 164)
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