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Our thesis is about the adequacy between game and formal education: despite the lack of formal educational
methods in the field of game (there is no "game pedagogy”), many teachers use playful media in their classroom. We
will approach this diversity of practices in the primary education in the French Community of Belgium, and a
particular attention will be paid to the role of digital technology in these practices.
The central question to be examined in our thesis is: how do primary teachers integrate playful media (i.e. media
with the characteristics of the game) into their teaching practices?
1/ The “game” through 5 characteristics (Brougère, 2005): a “second-degree activity” (a situated practice in a certain
time and space), the “player's decision” (a free access activity and an activity that involves a player making
decisions), the “rule” (each game has rules that players must comply with), the “frivolity” (no real life consequences)
and the “uncertainty” of its outcome (which depends on the decisions taken during the game). We thus consider the
game as a diversity of activities taking place on a variety of media (i.e. digital or not).
2/ The “teaching practice” (de Saint-André et al., 2010) as the teacher’s practical work during school time, in the
classroom and in attendance of the pupils. It has 3 phases: “pre-active” (planning time before teaching to pupils),
“interactive” (teaching time in the classroom) and “post-active” (assessment and feedback time).
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Media literacy

Instrumental approach

“The ability to access, analyze, evaluate and communicate The instrumental genesis refers to the emergence and
messages in a variety of forms” (Livingstone, 2003)
the development of the instrument from the artifact by
the user during the activity. It has two dimensions related
Focus on two forms of media activities (Fastrez, 2010):
to the user (Rabardel, 1995):

We pursue a twofold aim which leads us to articulate quantitative and qualitative phases in an inductive approach:
1/ Determining the nature of the playful media used in the classroom through an online survey
2/ Exploring the uses of the playful media in the classroom during a multiple-case study

METHOD
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RESULTS

Our thesis will document teachers’ uses of playful media in the French Community of Belgium. It will also contribute
to developing a tool for assessing (video)game literacy in an educational context: as a comprehensive study of
emerging practices, our research is a prerequisite for assessing the real effects of these practices.
Our results will also interest Belgian educational, institutional and associative actors:
1/ Teachers will have the opportunity to take a step back from their practices or discover emerging practices.
2/ School administrators and policy makers will be able to better target their priority actions.
3/ Associative actors will be able to adapt their service offer (tools and training) according to teachers’ needs.
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