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ARTICLE INFO ABSTRACT

Article history: This paper reports on a pilot study in which children aged 7-12 (N=68) had an opportu-
e P LAY, TECHNOLOGY & Received 2 March 2009 nity to study in a novel formal and informal learning setting. The learning activities were
Received in revised form 31 October 2009 extended from the classroom to the playful learning environment (PLE), an innovative play-

OUTDOOR LEARN'NG Accepted 21 November 2009 . . . . . . -
Available online 27 November 2009 ground enriched by technological tools. Curriculum-based learning was intertwined with
e LEARNERS AS GAME game co-qreation. p]a;r, a!'ld computer games in the F’LE. The re51_11ts indi.cate tha_t the chil-
K - dren considered learning in groups, through co-creation and turning fact into fiction, tobe a
D ES | G N E RS Cg:: ?vei.n d playful learning rewarding way to learn, practice group work and use their imagination for a common goal.
s PHY S | C AL ACT|V|T| ES & Playful learning environment Teachers felt their role was important and challenging, especially in terms of the amount
GCame co-creation of tutoring and lesson planning. The study shows that one way to foster activity, creativity,
PLAYFUL LEARNING Outdoor playground imagination, and group work skills-along with academic achievement-is to integrate fact

and fiction and a playful learning environment in teaching, studying and learning.

© 2009 Elsevier Ltd. All rights reserved.




Finnish Core Curriculum for
Basic Education calls for

applying playtul learning

strategies




PLAY IN THE FINNISH CORE CURRICULUM
FOR BASIC EDUCATION (FNBE, 2014)

“Pedagogically guided games and play are one
important way to work” (Mathematics)

"Through play, singing, playfulness and drama,
students are given the opportunity to
experiment with their growing language skills
and also to deal with attitudes" (English)

“Play-based problem-solving and research
tasks stimulate curiosity and interest in
environmental phenomena” (Environmental
Science)



https://usq.pressbooks.pub/traumainformedpractice/chapter/6-2-the-teacher-must-survive-self-care-and-managing-secondary-trauma/
https://creativecommons.org/licenses/by-sa/3.0/

What is playful learning?

Games, play, digital tools...




‘ FEATURES OF PLAYFUL LEARNING

........
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Emotion ¢
. Media Richness )
¢ Embodiment

(Kangas, 2010; 2014)




Playful learning is a mindn, handson and
body-on activity (Kangas, 2010)
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PLAYFUL LEARNERS

XFNBE | OGAOBS | )/IV? Y2UA DI
explorers and content creators

« Socieconstructive and soctoulturally
oriented theories of learning

st

« Theoriesof play andcreativity

(e.g CsikszentmihalyiLl990; Brown, 200%4lj0,
1994;Vygotsky1978§



PLAYFUL LEARNING

Should be promoted at all school levels; from
early childhood to higher and adult education
(e.g. Tanis, 2012; Whitton, 2018)

Has been recognized in several innovative
organisations




GAME-BASED LEARNING




GAMEFULNESS VS. PLAYFULNESS

« One way to look at what garAgased pedagogy actually seeks to foster and direct is to

look at (Stenroos, 2015)

» gamefulnessgefers to the experiential and behavioural qualities of gaming

‘gameful refers to following the rul es

e playful’ refers to being more I mprovi s
rules

 Playful learning and gamreased learning is using playfulness, play and games in
education
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Successful gamification needs

playfulness




Increasinguse of digital technology
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Educational Change Report 2016. Department of Teacher



WHAT IS GAME?

"A game 1| S
object to beexplored
and tested
(James Gee, 2015)

Picture:WuzzitTrouble

un,playeranedd todalard then quickly
(Farber, 2015)




A GOOD GAME??

Cleargoalsandobjectives
Creativeproblemsolving
Freedomof choice
Feedback
Cooperativelearning

Contenthasbeenintegrated with
gamemechanisms

(Gee 2014;
Salen& Zimmerman 2003;
Lehtinen ym., 2014)

sieens ponine sonseend l‘i’\'ll ’l"',‘(,.\l"'l‘.\l":"'

tuli esiin se miten hyvin tiimi piti huolta

2021

Game Bridge

oppilaitoksen ja tyopaikan valill
(Oksanen, Mannila & Hamalainen, 2011)

i pelin yhtend suu-
n pelaaminen yhteen.
tyksissd yksi suurim-
a, mutta henkilolli
tdvid. Mielestdni toi
eisdjen oikeat toimi-

i oli hieno huomata

ttynd.”




HOW TO INTEGRATE PLAY & GAMES INTO
TEACHING AND LEARNING?

Novel technologies and games p&yincreasing
role in education

Technologies (or games) themselves do not
guarantee meaningful learning experiences; much s
dependsonthél S OKSNXQ&a LISRI 32|

(Rikala 2015) [




WHAT TEACHERS NEED TO KNOW PEDAGOGICALLY?

How to:

* Design gamdased learning process

* Organize learning activities around the use of play and
games

 |ntegrate academic learning goals with digital literacies and
other competencies?

(Mishra and Koehler 2006, 1018)




GAME-BASED PEDAGOGY

hould be understoo

O2 f 2 3 AbQpafing atterdich dzS

c UKS GSIFOKSNBRQ IOGAD
competences

 the processf playful and gaméased
learning, and

 the contextin which play, games and
technologies is integrated

(Binkley et al., 2012aena2014; Foster et al., 2015;
Kangas et al., 2016; Kapp, 2012; Van Eck, 2006)
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LITERATURE REVIEW

The learning
goals were related to :

mathematics

o][e][e]0)Y;

geography

health science
computer science
history

broader topics

such as moral themes

PLANNING

Teacher plans the
teaching in a way that
the topics covered in the
gaming session taught
through more traditional
teaching methods
(Barab et. al., 2012).

/

QEFLECTI

ELABORATION

Teacher leads
discussions of the game
contents after the
gaming session (Barab et
al., 2007; Brom et al.,
2011; Chee & Tan,
2012).

ORIENTATION
Before the start of the game, teacher leads students to
the topic (Chee & Tan, 2012; Silseth, 2012).

Teacher starts the gaming sessions with an introduction
and provides background information on the purposes of
the specific game (Barab et al.,, 2012; Barab et al., 2007).

PLAYING

By asking questions, teacher guides the students to pay
attention to the most important contents in terms of
learning (Barab et al., 2012; Watson et al., 2011).

Teacher guides students’ discussion during the game
(Arnab et al., 2013; Chee & Tan, 2012).

Teacher stops the game for a while and initiates a
conversation on the game topics (Arnab et al., 2013).

Teacher guides the gaming situation by specifying
students’ choices and by bridging the game and real
worlds (Watson et al., 2011; Silseth, 2012).




TEACHING PROCHS&®ning, organisation implementation, facilitation and assessment

{ ORIENTATION GAMEPLAY “{  ELABORATION
e ———————————————————————————————
GOALS i i |
cT:gg[uSCULUM ; Creatinga ¥ : Reflectingon and
| ¥ . ! evaluatingof the
APPROACHES " . knowledgebase 11 Implementingplayfuland gameful Ievar#ingljp?ocesses
¢) @ with students i processes andoutcomeswith
| what, howandwhy B the students
3 questionse.g what Guidingandtutoring duringthe gameplay
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GAME-BASED PEDAGOGY

Successfujamebasediearningpedagogydependson teachers
« pedagogicaandemotionalengagement{Kangas et al., 2017)

* knowledge skillsand competenciegNousiainen et al., 2018)
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HIGHLIGHTS “C“E

» There are different approaches to implementing game-based pedagogy (GBP). E
« Implementing GBP necessitates various teacher competencies. “

» Pedagogical, technological, collaborative and creative competencies were identified.

« Understanding GBP-related competencies supports teachers' professional development.

ARTICLE INFO ABSTRACT
Article history: This study examines what kind of competencies teachers need in using game-based pedagogy (GBP). In
Received 26 July 2017 our conceptual framework, GBP entails four approaches: using educational games or entertainment games,

Received in revised form
16 March 2018
Accepted 24 April 2018

learning by making games, and using gamification in learning. Our data, consisting of teachers' docu-
mentation, thematic interviews and questionnaires, were analysed using qualitative content analysis.
Four main competence areas were identified: pedagogical, technological, collaborative and creative. The
results are applicable for developing teacher education and in-service training, as teacher competencies
in game-based learning will be more integral to teachers' professional knowledge and skill repertoires.

© 2018 Elsevier Ltd. All rights reserved.

Keywords:
Teacher competence
Game-based pedagogy
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A large part of literature on gardeased learning

focuses on educational games in various contexts:
e.g.,sciencd Corredoret al., 2012; Squire & Jan,

2007),mathematics(Kebritchiet al., 2010),
literacy learning Richardson &yytinen 2014),

and moretransferable skillsuch as moral themes

(Hong et al., 2011), and ths=If and identity
developmen(Chee & Tan, 2012).
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Entertainment games cdoe used
flexibly and they can be a useful tool at
different phases of the pedagogical
process (Van Eck, 2006).
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Several studies have found
benefits inlearning by making
gamege.g., Kafai, 2006/oset
al., 2011; Yang & Chang, 2013;
Kangas, 2010)

In game making process the
learner needs to construct new
relationships with knowledge.
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Learninggoalsand : . Notintendedfor : knowledge Playfulan_d game
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clearlydefined purposes

________________________________ <« —J

Gamificatiormay take a wide range of forms from
S i mppoirgificdtion” t o broad act
different gamelike, narrative, and playful elements
(Farber, 2015; Nousiainen, VesisenahBdelinen
2015;Kapp(2012).

Activating learners and maintaining motivation

I (v i




TEACHER COMPETENCES

Pedagogicaskills Technologicaskills |Collaboration

Competencies in Analyzing games  Sharing and co Playful stance

curriculumbased and technological development
planning tools within the school  Ability to explore
and improvise
Tutoring and Overcoming Networking and
guiding skills technologyrelated collaboration Creative orientation
obstacles beyond the schoo to seltdevelopment
Assessment

competencies

Marjaana Kangas 28



Curriculum calls for applying
olayful learning strategies

and promoting learners’
digital skills and

multiliteracy

Skills of interpreting, producing, and assessing
information in different forms and contexts



http://bang-a-rang.deviantart.com/art/arctic-circle-summer-210414371
https://creativecommons.org/licenses/by-nc-sa/3.0/

THE FINNISH CURRICULUM FOR BASIC EDUCATION:
Transversal competences (FNBE, 2014)

Thinking and learning-to-learn

Cultural competence, interaction and self expression
Taking care of oneself, managing daily life
Multiliteracy

ICT competence

Working life competence and entrepreneurship

~NO AW N

Participation and building a sustainable future




MULTILITERACY

* Reading anavriting

« Codinditeracy, digitalliteracy, image
literacy, visualliteracy, information
literacy critical Internetliteracy:. . .

(FNBE, 2014; Kupiainen, Kulju & Makinen 2015; Rasi &
Kangas 2018Vlinistry of Education, 2021)



MULTILITERACY

« refers to the skills how to interpret, produce and criticize various texts,
which help pupils to understand multifaceted forms of cultural
communication and construct their own identity.

« should be developed in all subjects

Texts refers to information expressed by verbal, visual, auditive, numeric
and kinesthetic symbolic systems and their combinations. (FNBE 2014, 22)




DIMENSIONS OF MULTILITERACY

1. Use of diverse information sources Social media
The Internet

2. Critical assessment of information sources Verbal, visual, auditory, numeric.

and information Textbooks
: : : Reliabilit Accuracy
3. Production, presentation, and sharing of /
information Viewpoints, motives, and values
Responsibility Ethical issues

4. Supporting the use of multiliteracy to
promote good

(FNBE, 2014; Kangas & Rasi, 2020; Rasi & Kangas, 2018)




Dimensions oimultiliteracy
(FNBE, 2016)

Teaching and learning activities that promotaultiliteracy
(Rasi & Kangas, 2018; Rasi, Kadgasiokamo,2019)

Use of diverse information sources
How do you and your students acquire information? What king
of information source do you use? What kinds of text do you U

Use of diverse information sources in addition to textbooks, especially those of
particular interest and significance to pupils (e.g., social media, websites, TV
programs, movies, advertisements, magazines, games).

Verbal, visual, auditory, numerikinaestheticdexts and combinations of these.

Critical assessment of information sources and

iInformation
How do you assess information, including textbooks? What
aspects of information do you assess?

Assessment of information sources and information in terms of:

accuracyreliability

viewpoints, motives, and values behind the information (e.g., economic, societ
cultural, political, scientific)

copyright and freedom of speech

Production, presentation, and sharing of information
through diverse texts

How and in what format do you and your students produce,
present, and share information, knowledge and competences|
Are there opportunities for shared media production?

Production, presentation, and sharing of diverse texts:

verbal handwritten stories, mindanaps, online magazine
visual photo collages, picture books, drawing

auditory. speech and audio files, radio drama, podcasts
numeric percentages, frequencies

kinaesthetic plays, pantomimes, dance performance
combinations of theseéblog entries, games, video, animation

Supporting the use omultiliteracy to promote good

How do you educate your students to use media to support
equality and equity, welbeing and safety, democracy, sustaina
futures, and active citizenship?

Use of digital technologies and media in versatile, responsible, and ethical way
selfexpression, interaction, and participation and involvement in society.



RESEARCH CASE 1: PLAYFUL LEARNING TO
PROMOTE CHILDREN'S MULTILITERACY

Photos: Ollonen Briitta




THE PLAYFUL LEARNING PROCESS (Kangas, 2010)

PEDAGOGICAL
FRAMEWORK

CURRICULUM
GOALS

TOOLS
LEARNING
ENVIRONMENTS

MultiliteraCy

\EN(/\T|O/\/

o™

LA oRATI\ON

Familiarizing with the
theme, tools, and
activities aeatingshared
rules

e.g.: Discusabout news,
searchfor newsfrom
newspapers, the Internet
(Searchingnformation)

Playing and making news

e.g. take photos, shoot
videos, create stories,
playing in different roles
(journalist, newsreader)

(Producing information)

Presentationof outcomes,
learning from others,
sharing experiences

Evaluating the process

(Sharing informatioh

LEARNING
OUTCOMES




RESEARCH

PARTICIPANTS: @rildren (5-7 years

DATA: video data (4 h 50 min), news
plansand STRnterviews

RQ1: What triggers children to
engage In the process of playful
learning of multiliteracies?

RQ2: How does the teacher
scaffold the playful learning
process?

Ollonen & Kangas (2023; pnoces3



What triggered
children?

Talkingaboutthe news

Watchingthe newsfrom
media

Planningown newscontents
Playingin roles

Filmingthe news
Sharingnews madedby others

¢tKS (GSIFI OKSNEQ aol FF¥2f
S

+Keep chil dren I nt e
« Guide children in different phases

« Encourage and give positive feedback

Ollonen & Kangas (2021; pnocess




RESEARCH CASE 2: Insights from student teachers on the
co-design and implementation of digital games for children’s
outdoor playful learning (Kangas et al., 2023)

» Studentteachers(N=18) H Q
designedoutdoor playfullearning |
processes

* Alocationbasedgamewasused

« 79elementarystudentsplayed
the gamesn aparknearbythe
school




Goals

« to promoteO K A f RN®itgr&ry observation explorationand mediaskills

 to promote studentteacher€multiliteracythroughtheir own playfullearningprocess




RESULTS

¢ KS addzRé LINP OJARSA S Jisigrfigant 8xperiéhtes &
and insights related to theutdoor PL pedagogy, their digital and guiding
skills, the game cedesign processandthe learning outcomes of children




QUESTIONS AND DISCUSSIONS
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http://twitter.com/marjaanakangas

marjaana.kangas@ulapland.fi
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