“1t is a world that all ows the
world and a virtual world. The player has a foot, body, and mind
in each world. This stretchirgndactingbetweertwo-worlds
creates a third identity which is neither real nor virtuais 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,aswetar i ses . ”
(Gee, 2005, p. 82)
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