
 
 

 

“It is a world that allows the player to stretch between the real 

world and a virtual world.  The player has a foot, body, and mind 

in each world.  This stretching-and-acting-between-two-worlds 

creates a third identity which is neither real nor virtual.  It is here 

that the true power of video games lies.  It is here that a new 

power for learning—and not just for learning, but for societal 

change, as well—arises.”   

(Gee, 2005, p. 82) 
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THIS PRESENTATION BRINGS TOGETHER A TEAM OF SYSTEM ARCHITECTS AND LANGUAGE 

EDUCATION TECHNOLOGY RESEARCHERS TO PRESENT THE FINDINGS OF THE FIRST CREATION, 
IMPLEMENTATION, AND EVALUATION PROJECT OF A SYNTHETIC IMMERSIVE ENVIRONMENT FOR 

LANGUAGE LEARNING IN THE UNIVERSITY CONTEXTτCROQUELANDIA.  IMPLICATIONS FOR 

FUTURE RESEARCH AND PEDAGOGY ARE PRESENTED.  FOR ACCESS TO THE PRESENTATION AS 

WELL AS MORE INFORMATION ABOUT CROQUELANDIA AND THE CROQUET PROJECT AT THE 

UNIVERSITY OF MINNESOTA, SEE WWW.CROQUET.UMN.EDU. 
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