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KEY CONCEPTS

• Game-based pedagogy

• Game-based learning

• Playful learning

• Multiliteracy

• Media education



Kangas, M. (2010). The school of the future: 
Theoretical and pedagogical approaches for creative 
and playful learning environments. Doctoral 
dissertation. Acta Universitatis Lapponiensis 188. 
University of Lapland.

20 years of research

Kide, 2005



The most downloaded and 
cited article

between 2010-2015 
in the journal

• PLAY, TECHNOLOGY & 
OUTDOOR LEARNING

• LEARNERS AS GAME 
DESIGNERS

• PHYSICAL ACTIVITIES & 
PLAYFUL LEARNING



Finnish Core Curriculum for 
Basic Education calls for 
applying playful 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) This Photo by Unknown Author is licensed under CC BY-SA

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

(Kangas, 2010; 2014)



ALPINE SKI HOUSE

PLAYFUL LEARNERS
ΧŀǊŜ ŀŎǘƛǾŜ ŀƴŘ ƳƻǘƛǾŀǘŜŘ ƭŜŀǊƴŜǊǎΣ 
explorers and content creators

• Socio-constructive and socio-culturally 
oriented theories of learning 

• Theoriesof play and creativity

(e.g. Csíkszentmihályi, 1990; Brown, 2009; Säljö, 
1994; Vygotsky, 1978)

Playful learning is a mind-on, hands-on and 
body-on activity (Kangas, 2010) 



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



• One way to look at what game-based pedagogy actually seeks to foster and direct is to 

look at playfulness(Stenroos, 2015)

• gamefulnessrefers to the experiential and behavioural qualities of gaming

•‘gameful’ refers to following the rules

•‘playful’ refers to being more improvisational, expressive, and free with and within the 

rules

• Playful learning and game-based learning is using playfulness, play and games in 

education

12



Successful gamification needs
playfulness
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Increasinguseof informal learningenvironments

Classrooms
Board gamesetc.

Digital learning
environments
Digital games

Mobile games, 
Escape rooms
etc.

Parks, nature,
science centres, 
museumsetc.

GAME-BASED LEARNING 
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Picture: WuzzitTrouble

”In order to achieve fun, players need to fail and then quickly 
iterate!” (Farber, 2015)

”A game is a designed 
object to be explored 

and tested” 
(James Gee, 2015)

WHAT IS GAME?
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2021A GOOD GAME??

• Cleargoalsand objectives

• Creative problem-solving

• Freedomof choice

• Feedback

• Co-operativelearning

Content hasbeenintegratedwith
gamemechanisms

(Gee, 2014; 
Salen& Zimmerman, 2003; 

Lehtinen ym., 2014)

(Oksanen, Mannila & Hämäläinen, 2011)



Novel technologies and games play an increasing 
role in education

Technologies (or games) themselves do not 
guarantee meaningful learning experiences; much 
depends on the ǘŜŀŎƘŜǊΩǎ ǇŜŘŀƎƻƎƛŎŀƭ ǇǊŀŎǘƛŎŜǎ
(Rikala 2015)



How to:
• Design game-based learning process
• Organize learning activities around the use of play and 

games
• Integrate academic learning goals with digital literacies and 

other competencies?

(Mishra and Koehler 2006, 1018) 



…should be understood as a wide 
άŜŎƻƭƻƎƛŎŀƭέ ƛǎǎǳŜ by paying attention to 
• ǘƘŜ ǘŜŀŎƘŜǊǎΩ ŀŎǘƛǾƛǘƛŜǎΣ ǊƻƭŜǎ ŀƴŘ 

competences, 
• the process of playful and game-based 

learning, and 
• the context in which play, games and 

technologies is integrated

(Binkley et al., 2012; Caena, 2014; Foster et al., 2015; 
Kangas et al., 2016; Kapp, 2012; Van Eck, 2006) 



(Kangas, Koskinen, & Krokfors, 2016)

The learning 
goals were related to :
- mathematics
- biology 
- geography 
- health science 
- computer science 
- history 
- broader topics 

such as moral themes 

¢9!/I9wΩ{ t95!DhDL/![ 
ACTIVITIES ς

LITERATURE REVIEW



Reflectingon and 
evaluatingof the
learningprocesses
and outcomeswith
the students

Consideringon 
what, how and why
questions

Implementingplayfuland gameful
processes

Guidingand tutoring duringthe gameplay
(e.g. teachablemoments; Watson et al. 
2011)

Creatinga 
knowledgebase
with students: 
what, how and why
questions, e.g. what
methods, toolsare
used? Whatarethe
learninggoals?

ORIENTATION GAMEPLAY ELABORATION

KNOWLEDGE 
AND SKILLS

GOALS 
CURRICULUM
TOOLS
APPROACHES

PLAYFUL AND GAME-BASED LEARNING PROCESS
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TEACHING PROCESS: framing, organisation, implementation, facilitation and assessment



Successfulgame-basedlearningpedagogydependson teachers’:

• pedagogicaland emotionalengagement(Kangas et al., 2017)

• knowledge, skillsand competencies(Nousiainen et al., 2018)





PLAYFULNESS

EDUCATIONAL 
GAMES

Learning goalsand 
objectivesare
clearlydefined

ENTERTAINMENT 
GAMES

Not intendedfor 
educational
purposes

MAKING GAMES

Learneras an active
knowledge
constructor

GAMIFICATION

Playfuland game
elementsin non-
gamecontexts

A large part of literature on game-based learning 
focuses on educational games in various contexts: 
e.g., science( Corredoret al., 2012; Squire & Jan, 
2007), mathematics(Kebritchiet al., 2010), 
literacy learning(Richardson & Lyytinen, 2014), 
and more transferable skillssuch as moral themes 
(Hong et al., 2011), and the self and identity 
development(Chee & Tan, 2012). 



PLAYFULNESS

EDUCATIONAL 
GAMES

Learning goalsand 
objectivesare
clearlydefined

ENTERTAINMENT 
GAMES

Not intendedfor 
educational
purposes

MAKING GAMES

Learneras an active
knowledge
constructor

GAMIFICATION

Playfuland game
elementsin non-
gamecontexts

Entertainment games can be used 
flexibly and they can be a useful tool at 
different phases of the pedagogical 
process (Van Eck, 2006).



PLAYFULNESS

EDUCATIONAL 
GAMES

Learning goalsand 
objectivesare
clearlydefined

ENTERTAINMENT 
GAMES

Not intendedfor 
educational
purposes

MAKING GAMES

Learneras an active
knowledge
constructor

GAMIFICATION

Playfuland game
elementsin non-
gamecontexts

Several studies have found 
benefits in learning by making 
games(e.g., Kafai, 2006; Voset 
al., 2011; Yang & Chang, 2013; 
Kangas, 2010). 
In game making process the 
learner needs to construct new 
relationships with knowledge. 



PLAYFULNESS

EDUCATIONAL 
GAMES

Learning goalsand 
objectivesare
clearlydefined

ENTERTAINMENT 
GAMES

Not intendedfor 
educational
purposes

MAKING GAMES

Learneras an active
knowledge
constructor

GAMIFICATION

Playfuland game
elementsin non-
gamecontexts

Gamificationmay take a wide range of forms from 
simple “pointification” to broad activities consisting of 
different game-like, narrative, and playful elements
(Farber, 2015; Nousiainen, Vesisenaho & Eskelinen, 
2015; Kapp(2012).

Activating learners and maintaining motivation



Pedagogicalskills Technologicalskills Collaboration Creativity

Competencies in 

curriculum-based 

planning 

Tutoring and 

guiding skills

Assessment

competencies

Analyzing games 

and technological 

tools

Overcoming 

technology-related 

obstacles

Sharing and co-

development 

within the school

Networking and 

collaboration 

beyond the school

Playful stance

Ability to explore 

and improvise 

Creative orientation 

to self-development 

TEACHER COMPETENCES 

Marjaana Kangas 28



Curriculum calls for applying 
playful learning strategies

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

This Photo by Unknown Author is licensed under CC BY-SA-NC

and promoting learners’ 
digital skills and 
multiliteracy

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)

1. Thinking and learning-to-learn

2. Cultural competence, interaction and self expression

3. Taking care of oneself, managing daily life

4. Multiliteracy

5. ICT competence

6. Working life competence and entrepreneurship

7. Participation and building a sustainable future



• Reading and writing

• Codingliteracy, digital literacy, image 

literacy, visualliteracy, information

literacy, critical Internet literacy. . .  

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



• 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)



1. Use of diverse information sources

2. Critical assessment of information sources 
and information

3. Production, presentation, and sharing of 
information

4. Supporting the use of multiliteracy to 
promote good 

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

Textbooks

Social media
The Internet

Verbal, visual, auditory, numeric… 

AccuracyReliability

Viewpoints, motives, and values

Responsibility Ethical issues



Dimensions of multiliteracy
(FNBE, 2016)

Teaching and learning activities that promote multiliteracy
(Rasi & Kangas, 2018; Rasi, Kangas & Ruokamo,2019)

Use of diverse information sources

How do you and your students acquire information? What kinds 

of information source do you use? What kinds of text do you use?  

• 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, numeric, kinaesthetictexts and combinations of these. 

Critical assessment of information sources and 

information 

How do you assess information, including textbooks? What 

aspects of information do you assess?

Assessment of information sources and information in terms of:

• accuracy, reliability

• viewpoints, motives, and values behind the information (e.g., economic, societal, 

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, mind-maps, 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 these: blog entries, games, video, animation

Supporting the use of multiliteracy to promote good 

How do you educate your students to use media to support 

equality and equity, well-being and safety, democracy, sustainable 

futures, and active citizenship? 

• Use of digital technologies and media in versatile, responsible, and ethical ways for 

self-expression, interaction, and participation and involvement in society.  



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

Photos: Ollonen Briitta



Familiarizing with the 
theme, tools, and 
activities, creatingshared 
rules
e.g.: Discussabout news, 
searchfor news from
newspapers, the Internet
(Searchinginformation)

Playing and making news

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

(Producing information)

PEDAGOGICAL 
FRAMEWORK

• CURRICULUM 
• GOALS
• TOOLS
• LEARNING 

ENVIRONMENTS

Presentationof outcomes, 
learning from others, 
sharing experiences

Evaluating the process

(Sharing information)Multiliteracy
LEARNING 

OUTCOMESKnowledge co-creation



PARTICIPANTS: 17 children(5-7 years)

DATA: video data (4 h 50 min), news 
plansand STR-interviews

• 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; in process)



What triggered 
children?

¢ƘŜ ǘŜŀŎƘŜǊǎΩ ǎŎŀŦŦƻƭŘƛƴƎ ŀŎǘƛǾƛǘƛŜǎΥ

• Keep children’s interest in the process

• Guide children in different phases 

• Encourage and give positive feedback

• Talkingabout the news

• Watchingthe news from
media

• Planningown news contents

• Playing in roles

• Filmingthe news

• Sharingnews made by others

Ollonen & Kangas (2021; in process)



• Studentteachers(N=18) 
designedoutdoor playfullearning
processes

• A location-basedgamewasused

• 79 elementarystudentsplayed
the gamesin a parknearbythe
school



Goals: 

• to promoteŎƘƛƭŘǊŜƴΩǎmultiliteracy; observation, explorationand media skills

• to promotestudent teachersΩ multiliteracythroughtheir own playfullearningprocess



¢ƘŜ ǎǘǳŘȅ ǇǊƻǾƛŘŜǎ ŜǾƛŘŜƴŎŜ ǘƘŀǘ ǎǘǳŘŜƴǘ ǘŜŀŎƘŜǊǎΩ significant experiences 
and insights related to the outdoor PL pedagogy, their digital and guiding 
skills, the game co-design process, and the learning outcomes of children. 



QUESTIONS AND DISCUSSIONS



http://twitter.com/marjaanakangas
marjaana.kangas@ulapland.fi

Thank you !

http://twitter.com/marjaanakangas
mailto:marjaana.kangas@ulapland.fi

