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Abstract
Background 
and Study Aim

The objective of this research was to determine the social representations of the game in physical 
education teachers belonging to the Chilean educational system, searching for the sense and meaning 
given by the educators to the game aspect.

Material and 
Methods

The study sample consisted of 14 physical education teachers, who were chosen by the convenience 
sampling method. Semi-structured interviews were used to collect data from the participants, maintaining 
gender equity. The analysis of the data obtained was by means of content analysis and the NVivo 11 
program was used to process the data.

Results Our research indicates that of the categories analyzed, the highest was the role of the game (22.29%), 
demonstrating the relevance given by teachers to the game in the development of meaningful learning. 
On the contrary, the category characteristics of the game (17.42%), describe how teachers visualize the 
contributions of play at the educational level, in this sense, the role of the game goes beyond motor 
contributions, but also provides tools for social and cognitive development.

Conclusions: For the teachers, the game promotes autonomous and proactive actions of the students, which will be 
beneficial to understand that playfulness in education implies not to put in contradiction the rational 
and emotional faculties. This comprehensive view is called full attitude, and it is a relevant step toward 
the understanding of the game from a complex perspective. In this area, it is evident that, in the social 
representations of the participating teachers, the game constitutes a natural environment in which 
children develop, where the physical education teacher should create an environment that facilitates the 
game, facilitating the expression of autonomy, freedom, creativity, and playfulness.

Keywords: game, playfulness, physical education classroom, learning.

Introduction1

Children’s play is an activity in which the child sets 
in motion the mechanisms of imagination, the way of 
seeing the world around them, transforming it, developing 
creativity and giving the possibility of opening up to others 
[1-4]. Whether at school or in the family environment, 
children devote part of their time to play, depending 
on their ages and preferences. In all cases, the game 
contributes to the development of the child’s personality, 
which should be taken into account in primary education 
classrooms and by physical education teachers in 
particular [5-7]. The game involves enjoyment, not only 
for the children but also for those who guide the game. 
The effectiveness of play for learning is related to the 
positive emotions it generates since actions are mobilized 
by an intrinsic reward [8-10]. 

In this context, the game produces pleasure, is 
motivating, and generates positive emotions, since, 
if children did not have this internal drive, guided by 
an intrinsic reward, they would not invest time in this 
activity. Consequently, play is an activity that is done for 
the pleasure of doing it, it does not have a utilitarian goal, 
but, in the long run, it will be very useful for life in society 
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[11-13]. The literature, reports that when investigating 
the needs of the child’s personality and corporeality, the 
game is part of the essential activities of human nature, 
being characterized as a spontaneous, functional, and 
satisfactory action, a process that allows the child to 
enter an illusory and imaginative universe, stimulating 
greater self-control, since he/she will have to deal with 
conflicts derived from social rules, better controlling his/
her impulses through self-regulation [14-16]. However, 
few parents and teachers are aware of the importance 
of play for the healthy physical and psychological 
development of children. Sometimes it is limited to a 
pastime, disconnected from more important functions 
than the entertainment of the youngest; however, through 
play, children manage to control their distress to express 
their feelings and fantasies, permeating the real and the 
imaginary [2, 3, 6].

Playful activity, consisting of play and fun, is a 
pedagogical tool for the performance and full development 
of students in the elementary classroom. In the present 
research, the game is an educational means that allows 
the development of physical, psychological, social, and 
spiritual potentialities, from within the person being 
educated, these constitute the support of all learning in the 
elementary classroom [3, 8]. The game at school provides 
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unique moments of fun, joy, relaxation, and a commitment 
to learning and responsibilities [17, 18]. For authors such 
as Aras [1] and Athey [2], play is a necessity in the life 
of human beings, throughout their lives and not only as 
entertainment, or moments of pleasure, but moments 
conducive to the development of creativity, socialization, 
reasoning, motor coordination, cognitive, affective and 
psychomotor domains. The game can be seen as a bridge 
that connects reality with the world of imagination, since, 
through the child’s play, adults can understand how he or 
she sees and constructs their world, what problems they 
face, how they would like their life to be, and make their 
concerns known [4, 11, 19, 20]. Children often express 
through their actions what they find difficult to put into 
words, in other words, play is their language that deserves 
respect, even if it is not fully understood.

From the theoretical, the study is based on the Social 
Representations Theory (SRT). This theory provides 
an understanding of the social thinking of teachers, 
whenever practices happen in school institutions are 
conditioned by beliefs, values, models, and symbols, 
which social psychology calls social representations 
[21-23]. The analysis of SRT allows reflecting on 
the pedagogical practice developed in schools, and 
specifically in the classroom, allowing teachers to ask 
themselves about their practices and the possible effects 
of their pedagogical work on their students’ learning 
[24-26]. According to Abric [27], this knowledge is 
constituted by lived experiences and by the circulation 
of information about a social object among the elements 
of a given social group [28-30]. The analysis of social 
representations allows us to reflect on the beliefs and 
practices held by teachers regarding the constructed 
game in the physical education classroom.

Using the game in educational situations not only 
provides a real means of learning but also allows 
perceptive and competent adults to learn about children 
and their needs [17, 31-33]. In the school context, this 
translates to teachers being able to understand where 
children are in their learning and overall development, 
which in turn gives educators an indication of how to 
promote new learning, within the affective, cognitive, 
and motor domains [2, 8, 11, 34]. According to the above-
mentioned, the teacher’s role in playful development has 
to be based on trust, affection, encouragement, praise, 
limits, placed in a sincere, clear, and affectionate way, 
allowing interaction between the adult and the children. 
The teacher must be able to respect and nurture the child’s 
interest, affords him/her possibilities to be involved in the 
process, or else the richness that play represents will be 
lost [4, 6, 12, 35, 36]. When playing, the teacher should 
create a bond with his or her student and allow a climate 
of safety to be established, he or she should set a goal for 
each activity and organize the time to be used.

In this context, the representations about the game 
by teachers will allow understanding of the sense and 
meaning given by physical education teachers, to the 
playful component that appears in the game, revealing how 
teachers conceive aspects such as leadership, obedience 

to rules, collaboration, competition, respect and tolerance 
in the physical education classroom [37-40]. This requires 
understanding that the game is a necessity, regardless of 
age, and should not be considered as entertainment, but 
as a learning process. Consequently, from the playful 
perspective, it is understood as the need of human 
beings to communicate, to feel, to express themselves, 
and to produce emotions oriented to entertainment, fun, 
recreation, which leads to a real generating source of 
emotions [41]. The game and playfulness contribute to 
good physical and mental health, facilitating the process 
of socialization, communication, and construction 
of knowledge, in addition to the full and integral 
development of the individuals involved in the teaching-
learning process.

The objective of this research was to determine the 
social representations of the game in physical education 
teachers belonging to the Chilean educational system, 
searching for the sense and meaning given by the 
educators to the game aspect.

Material and Methods
Participants.
The participants of the study were physical education 

teachers from public primary schools in the province of 
Talca, Maule Region, Chile. Fourteen semi-structured 
interviews were conducted maintaining gender equity (7 
women and 7 men). Participants who met the inclusion 
criteria of the study were involved. The inclusion criteria 
were: physical education teachers working in the city 
of Talca, Maule Region, Chile; at least three years of 
professional experience in the school system; public 
school teachers working in primary education. Exclusion 
criteria were defined as: teachers with fewer than three 
years of professional experience; general education 
teachers. Theoretical saturation was achieved when 
reaching saturation of the response alternatives.

Research Design.
This research is a qualitative study, based on the 

interpretive-comprehensive paradigm [42], which 
was performed in the region of Maule, Chile, between 
April and September 2020. Before data collection, the 
researchers obtained written informed consent to ensure 
the confidentiality of the names of the individuals, 
taking into account privacy and emphasizing voluntary 
participation. Participants were informed about the 
purposes of the research and their authorization was 
requested to record the interview, to safeguard ethical 
aspects. The interview was performed via Zoom or 
Skype, due to the sanitary emergency the country is going 
through, to maintain the sanitary conditions established 
by the authorities. In addition to using an audio recorder, 
manual observations were made to clarify the possible 
intentions of the teachers at the time of the interview, 
which had an average duration of 60 minutes, rigorously 
following the Helsinki protocol for research with human 
beings. The interview was selected as a methodological 
resource due to its flexible characteristics, understanding 
that the application of the technique allows an interactive 
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process between the researcher and the interviewees [43]. 
The interview guideline contemplated questions such as 
the following: what is your work experience with respect 
to the game in the physical education classroom? What is 
the most recurrent behavior of children in the classroom 
when you propose play? How do children who present 
behavioral problems when they play share themselves in 
the classroom? What would be your greatest strengths for 
working with play in the physical education classroom? 
What would be the greatest strengths to work with the 
game in the physical education classroom? How do you 
approach the didactics of the game in the classroom from 
a pedagogical approach? Given your experience as a 
teacher, what recommendations would you make to the 
Initial Training (IT) to address the playful perspectives of 
the game?

Qualitative Analysis
To examine and interpret the data, content analysis 

was used, which constitutes a research methodology with 
systematic descriptions that allow an interpretation and 
understanding of meanings [44]. The content analysis 
made it possible to identify common recurring issues and 
to determine the main themes that summarize the opinions 
collected by the study participants. Content analysis was 
applied to analytically examine the transcribed material 
from the individual interviews and focus groups, dividing 
the text into relatively small content units and subjecting 
them to descriptive treatment, with the idea of converting 
the phenomenon into data that can be scientifically 
treated and building with them a body of knowledge 
about the social representations of teachers regarding 
the game in the physical education classroom. Following 
the guidelines of content analysis, the transcripts of the 
interviews and focus groups were read, and the recordings 
were listened to repeatedly to find the units of meaning, 
in terms of codes, inductively. It should be noted that the 
dimensions were specified as primary categories, and were 
obtained from the review of the theoretical framework 
[45]. Under these, dimensions were grouped as codes and 
then the categories were obtained from the systematic and 
repeated reading of the participants’ reports. NVivo 11 
software was used for data processing.

Results 
The model is presented below, whose macro category 

focuses on the perception of the game construct by the 
physical education teachers. In the table, two previous 
categories emerge that evidence the representation of the 
game by the interviewed subjects, that is, didactics of the 
game and playful perspective of the game; each story 
presented has a code that expresses the interview (I), the 
number (no.) and the corresponding page (p.).

Previous category: Didactics of the game, primary 
category: Role of the game

The category “Role of the game” has 22.29% of the 
testimonies in the study, the highest of all, demonstrating 
the relevance given by the studied teachers to the role of 
the game in the development of meaningful learning in 
children. This category defines how a group of people 
with different academic backgrounds and professional 
experiences, focus on the fact that the game is a 
fundamental activity not only in education, but also in life.

“The game accompanies us at all ages from we 
are children until we are adults, where the playful 
part is lost a little in our daily life, something I 
do not agree with since the game would help us 
to regulate and better channel our actions. Making 
better decisions, facing failures in a better way, etc. 
In short, there are many strengths that the game 
provides, such as regulating your energies and 
learning from healthy competition.” (E, no. 5, p. 1)

“I see the game as an activity, a process, that helps 
a lot in so many areas of a person, in the motor, 
physical, emotional, and cultural development, 
with the typical games of a country, games that 
have been played for many years and that help 
children culturally, they are a way of passing on 
traditions and customs, and that favors the inclusion 
of everyone in the classroom.” (E, no. 1, p. 3)
After reviewing the testimonies, it is understood that 

the game is transversal and contributes to all the areas 
in which the subject develops. The game is the best 
way for children to unfold their potential and be able to 
understand them. According to the account of the teachers 

Table 1. Systematization Model

Macro 
Category

Previous 
Categories Descriptor Primary 

Categories Frequency

Game/Learning

Game didactics
Category that describes the strategies and 
methodologies of the game used by the 
teacher as a learning tool.

Game role 22, 29%
Teacher role 6, 62%
Learning 16, 37%

Playful 
perspective of 
the game.

Category that gathers the teacher’s 
perception of the proposal of the game in 
the classroom and education in all its areas.

Student’s 
actions 16, 37%

Gaming 
benefits 6, 62%

Game 
characteristics 17, 42%

Source: Own elaboration
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studied, when children play, they expand their bodily 
capacity, their perception, their relationship with others, 
they discover the world and know the laws and rules.

“For me, the game should always be throughout 
everyone’s life, and it depends on the stage the 
child is in. I think that right now the concept of 
the game has been lost very much and dangerously 
at even pre-basic ages.” (E, no. 6, p. 2)
Making the game the object of intervention in 

physical education classes is a useful way to assume 
another rationality for this space-time, which associates 
the interests and needs of children. The game is a human 
activity, in which imagination, fantasy, and reality interact 
in the production of new possibilities of interpretation, 
expression, and action by children, as well as new 
possibilities of building social relationships with other 
subjects.

Previous category: Didactics of the game, primary 
category: Teaching role

The category “Teaching role” has 6.62% of the 
testimonies and is within the primary category related to 
the role that the teacher must accomplish at the moment 
of proposing the game within an educational context, 
and how this term is inserted within the initial training of 
physical education teachers.

“The importance of the game, the benefits it has...
in fact, I would make early childhood motor 
skills mandatory in the major. At least in physical 
education. I think it is too important a subject that 
is not given the importance it should have. It would 
help us work on collaboration, empathy, respect, 
and self-esteem through the game.” (E, no. 8, p. 5)

“There is a great lack of educating others about 
the importance of the game, and I say others, with 
colleagues, or the parents themselves, that when 
sometimes play is mentioned to them, they associate 
it with something basic, that does not have much 
relevance. I think that there is a lack of understanding 
of the game as a pedagogical resource, that there 
is no criticism from those who do not understand 
the concept of the game and its importance in 
the development of students”. (E, no. 4, p.3)
According to the narratives, the teacher should be 

someone who gets involved with the students and, at the 
same time, gives importance to the game. The teacher 
must focus on the dynamism of the process and the 
integration of knowledge, observing and documenting 
individual and group processes. In the account, the role of 
Physical Education in the school context, its uniqueness, 
meaning, and social function can be observed.

“You are a teacher and the students are students, 
but you have to be part of the class, that is, 
you are a guide, a model practically for the 
children, and if you do not feel part of the class 
for a child, it is demotivating.” (E, no. 3, p. 4)
Physical Education is about the relationship of a 

domain of knowledge that focuses on the dimension 

of doing; nevertheless, it includes the conceptual and 
attitudinal dimension that the teacher must establish as the 
central focus of teaching actions and, consequently, use 
the game as a pedagogical resource for the development 
of these dimensions.

Previous category: Didactics of the game, primary 
category: Learning

Within the primary category related to learning, it is 
crucial to mention how the game is present in the children’s 
perception of this process is subjective, since they have 
different learning rhythms and methods. The physical 
education class is presented as a stage where they receive 
other stimuli that many times favor deconcentration. This 
category represents 16.32% of the analyzed reports. 

“In individual game, it could be said that even 
the student does it a little out of competition 
with the classmate next to him. In the classroom, 
competitive play is very frequent, but not in 
the sense of competition. For example, when 
they do an exercise badly and the team wins, 
I give the point to the other team because they 
did not follow the instructions of the exercise, 
or they skipped such and such material or 
stepped outside the mat., etc.” (E, no. 11, p. 5)
According to the narrative, part of the learning comes 

from how the game is applied and the variants that are 
incorporated into it. Learning is built from meaningful 
learning experiences that transcend and extend across 
more than one domain.

“Children are competitive, sometimes it is not 
bad to give the competitive part, as long as the 
recreational and value aspects are not left aside, 
but children themselves have that competitive 
part and in children, it is more evident, that is 
why we must insist on respecting the rules, to 
know how to win and how to lose.” (E, no. 2, p. 2)

“The idea is to vary from the beginning, from 
individual work to teamwork, because children, 
especially when they are young, have a hard time 
working as a team, for example, in first grade, there 
are fights in all classes because they do not know how 
to share, they do not know how to work as a team, 
so the game helps us for teamwork and cooperation, 
including the gender issue.” (E, no. 14, p. 6)
Learning does not take place exclusively in the formal 

school system, since children can contribute their cultural 
capital, their interests and their scholastic concerns at 
any time and in different contexts. What could be more 
interesting and stimulating than learning through play? 
It is possible to build a pedagogy of play in the school, 
effectively and efficiently connected to the school 
classroom.

Previous category: Playful perspective of the game, 
primary category: Student’s actions

This term was selected within the playful perspective 
of the game and reaches 16.32% of the narratives. This 
category is very important since it develops how the 
teachers perceive that the student behaves when game 
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instances are proposed. Teachers evidenced different 
realities, from frustration, to, in other cases, extreme 
happiness.

“They wait a lot for that moment when they 
can play and as a teacher, you know that, so 
you have to motivate this type of students, so 
that they become positive leaders in the game 
space, with full autonomy.” (E, no. 10, p. 3)

“My students expect physical education class, 
and you have to respond to this expectation of 
the children, but always with the conviction 
that they will learn, therefore, one has to take 
advantage of this instance of more freedom in 
physical education, to teach them from the point 
of view of cooperation with the other partner 
through educational games.” (E, no. 7, p.2)
According to the teachers’ testimonies, children 

perceive the game as an instance of recreation and that, in 
those games where there is collaboration, social skills are 
generated which, although the children do not realize it, 
will be very useful to them in their development as integral 
persons with values. Taking into account that social skills 
are strategies that children learn and that allow them to 
behave appropriately in different environments and help 
them to initiate or manage social interaction in different 
environments and with a number of people, they should 
be taught in the early childhood environment, since it is 
in this period that children learn about behavior and social 
expectations with the game taking on a fundamental role.

“For my students, the physical education class 
is happiness, as if the children “explode” with 
happiness. They wait a lot for that moment, to be 
able to develop it. They know it is their moment 
because they will be able to play their games, they 
will be able to develop differently, it will be from the 
proposal that they will generate.” (E, no. 13, p. 5)
The game is a means for children to adjust their 

behavior to behaviors that favor their coexistence and 
life in society. It takes up play as a common denominator 
at school age, being one of the most effective mediating 
activities to transform certain evolutionary achievements 
into habits and instrumental skills at the service of other, 
more complex ones. 

Previous category: Playful perspective of the game, 
primary category: Benefits of the game

This category has 6.62% of the totality of the 
narratives in the study. This category concerns the 
teacher’s perception of how the implementation of play 
in the physical education classroom benefits students, 
especially those with socioemotional problems.

 “I use the game as a diagnosis, with the 
diagnosis I realize which child presents 
some signs of not wanting to share, or which 
child is shyer, which child is more skilful, 
sometimes in the same game.” (E, no. 12, p. 3)

 “From my experience at school, the game for 
children with social-emotional difficulties is 

very useful, because, through different didactic 
strategies, they feel involved, when you give 
them responsibilities in the game, as a leader, 
for example, they play a very important role, 
and that encourages them.” (E, no. 7, p. 1)
According to the statements, the implementation of 

the game in the physical education classroom has many 
benefits for students, especially for those who have some 
level of socioemotional difficulties. The game provides 
the expression of positive emotions and the opportunity 
to canalize and control the negative ones, in what is called 
social and emotional learning. 

“Some of my students have difficulties at home, 
those who are insecure, so through the game they 
can improve that part, self-improvement, self-
esteem, confidence, solidarity, hygiene habits. 
Everything is incorporated from the transversal 
and attitudinal point of view.” (E, no. 1, p. 3) 
In this context, learning processes are framed in 

environments where emotions are key. A safe, affective 
environment, without fear, such as the one that favors 
the game, is the one that allows friendly relationships 
that expand our areas of understanding, thus fostering 
the pleasure of learning, which will propitiate the full 
development of the potential of each subject.

Previous category: Playful perspective of the game, 
primary category: Characteristics of the game

 The category “Characteristics of the game” describes 
how the physical education teacher visualizes the 
contributions that the game delivers to the children at 
an educational level and how it can become a learning 
enhancer in other subjects, transforming education into an 
integral collaborative work for the benefit of the student. 
The stories represent 17.42% and point out: 

“You observe them, and you realize how many 
games they come up with, they relate it to their 
motor expression, they act, they chase each other 
on horseback, that is, at that moment, which is not 
a game guided by an adult or teacher, I feel that 
it is the period of greater freedom for children, to 
develop their imagination, their creativity. And if 
they have rules, they are the ones who incorporate 
them or create them. So, the game is learning, it is 
not only a means to, but it is rather an objective, 
the objective that they play.” (E, no. 5, p. 2) 

“The game is a moment of entertainment that 
generates a moment of well-being for the children, 
a participatory moment where they collaborate with 
their classmates, they have fun, there is a social 
aspect that is also affected and the children like to 
play, so it is a good resource to stimulate the class and 
get through the class until the end.” (E, no.12, p. 4)
According to the teachers’ statements, the integration 

of games not only brings motor benefits to the physical 
education classroom, but also provides the child with 
tools for social and cognitive development. Therefore, it 
is important to articulate physical education, and the game 
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in particular, in other subjects and learning areas; in this 
sense, areas such as language and mathematics should be 
articulated and connected with diverse motor expressions. 
In the account of the subjects investigated, it is observed 
that the role of the game in Physical Education is of 
utmost importance, since it strengthens collaborative and 
social aspects, favoring the integral development of the 
child. Furthermore, it is presented in the school context as 
an enhancer of learning for other subsectors; nevertheless, 
this relationship of the game learning is still not valued in 
the educational environment, being that the game is used 
by the teacher as a means to achieve an atmosphere of 
entertainment and motivation within the class.

Discussion 
Using the game in educational situations not only 

provides a real means of learning, but also allows adults to 
learn about children and their needs. In the school context, 
this means that teachers can understand where children are 
in their learning and overall development, which allows 
educators an indication of how to promote new learning 
within the affective, cognitive and motor domains [5, 31, 
32]. In this context, the physical education teacher should 
provide free and directed play situations, satisfying the 
learning needs of children. The teacher could be called 
an initiator and mediator of learning, as play becomes 
a pedagogical tool for the deployment of content in the 
classroom [8, 17]. In this line, the social representations 
that emerge from the key informants’ discourse respond 
to this idea, since it is a perspective that is, at the same 
time, reconstituted by school physical education teachers 
[4, 46, 47]. This represents how each physical education 
teacher approaches the game in his or her pedagogical 
practice, since the game in primary schools is manifested 
differently; in other words, as a pedagogical resource or 
as a recreational activity, depending on the pedagogical 
intentionality of the teacher [12, 35].

The findings reported by the present study reveal that 
the physical education teacher can use different techniques 
to apply the contents and, even so, introduce the games 
for a better development of the classes and achieve its 
objective [40, 48, 49]. The physical education teacher 
can use different techniques to apply the contents and, 
as such, introduce the games for a better development of 
the classes and achieve its objective [40, 48, 49]. If the 
games are properly presented, the educational process 
will be satisfactory for all involved, since the playfulness 
influences the educator’s teaching factors and also favors 
the students’ learning [7]. Therefore, the game and 
playfulness are techniques that can be used to achieve 
the success of the subject’s education, since the child will 
feel as a constructor subject of his training and will take 
learning to the context beyond the school space [1, 33, 
50]. The teachers interviewed emphasize the importance 
of cooperation through play, which favors healthy 
competition, to work on autonomy, self-knowledge, self-
criticism and self-esteem, inclusion, respect for rules, 
knowing how to win, knowing how to lose, and the 
gender question.

In terms of the previous category “Didactics of the 
Game”, this is constituted from the primary categories role 
of the game, teaching role and learning, which coincident 
with the literature in the role that the game plays in the 
physical education classroom through the studies of Balan 
and Shaao [5], Hortigüela Alcalá and Hernando Garijo [7], 
Barba-Martín, Bores-García [33] and Gil-Arias, Harvey 
[51]. These studies show that teachers value play in terms 
of learning and socialization. On the other hand, the 
perception that one of their contributions is learning with 
pleasure does not ensure that they know how to proceed 
in practice, to value the game in its origin, respecting 
its characteristics, which is to be a free, unpredictable, 
symbolic, regulated and well-defined action in terms of 
space and time of realization.

The category “Playful Perspective of the Game” is 
composed of the categories student’s actions, benefits 
of the game and characteristics of the game, in which 
the teachers give an account of how the playful aspect 
is approached in the physical education classroom. In 
this context, it is presented how educators resolve the 
contradiction that arises when they propose to use games 
to teach certain curricular contents, given that one of their 
characteristics is the priority on the process of playing, 
and not on its effects or results. This is one of how the 
game and the playful perspective have been brought to 
the school, since it is considered promising for making 
learning and teaching meaningful [8, 11, 34, 51]. In the 
interviewees’ accounts, it is observed that the game is 
one of the most important ways in which children obtain 
essential knowledge and competencies. Consequently, 
they value environments that favor play, exploration 
and hands-on learning. This is because development and 
learning are complex and holistic; however, all areas 
of development, including motor, cognitive, social and 
emotional competencies, can be encouraged through play, 
as shown in studies by Athey [2], Hoffmann and Russ 
[6],  Hortigüela Alcalá and Hernando Garijo [7], Colliver 
and Veraksa [17], Abad Robles, Collado-Mateo [31] and 
Pesce, Masci [52], In fact, in playful experiences, children 
use at the same time a whole range of competences, an 
issue that occurs frequently in the physical education 
classroom.

In this sense, teachers report that play activities, when 
well-planned, foster children’s development and learning 
competencies more effectively than any other school 
activity. Along these lines, the literature reports that, 
through play, children learn to forge bonds with others, 
and to share, negotiate and resolve conflicts, in addition 
to contributing to their capacity for self-affirmation. The 
game also teaches children leadership skills, in addition 
to relating in groups, coping with social challenges and 
overcoming their fears [12, 19, 53]. In short, the student’s 
actions are favored to the extent that the teacher proposes 
the game as a learning resource and as a socialization tool.

Conclusions 
The game, as an activity that promotes autonomous 

interaction, is a process that generates complexity and 
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has the potential to develop students’ autonomy and 
proactivity. Therefore, the game can be valued as an 
instance of autonomy and proactivity development, as 
it proposes actions with sense and meaning. At the same 
time, the game has the potential to promote values such as 
listening, conversation and collaboration, since it is a tool 
and rather an excuse for conversation. Understanding the 
place of playfulness in education also implies not putting 
in contradiction the rational versus the emotional faculties, 
since in the playful spirit of a child everything is present 
and connected, things are not yet separated, as they will 
later be separated in the intellectual, the emotional, the 
volitional, science, art, religion, etc. This integrality is 
called the full attitude of children in the game, and it is a 
relevant step toward the understanding of the game from 
a complex perspective.

According to the social representations of the teachers 
interviewed, the game is the natural environment in 
which children develop and develop. The study reports 
that the physical education teacher should create an 
environment that facilitates play, that is, a moment in 
which autonomy, freedom, creativity and playfulness 
are expressed. This is because, in order for children to 
play with greater involvement, the central function of the 
teacher is to become part of this system, which implies 
bringing out the playful spirit that children carry within 
them. The above, in the perspective that the game, with 
its spaces and objects, is the activity of childhood that 
allows the process of progressive adaptation to the world 
to occur, since in exploration and free play the impulse to 
know arises spontaneously. On the contrary, accelerating 
development, skipping stages, focusing primarily on the 
achievement and acquisition of “cognitive” learning, has 
an inhibiting effect on this natural impulse to know and 
learn.

In this context, the necessity emerges for studies that 
guide teacher training programs based on the knowledge 
of their representations, conceptions, preconceptions 
and pedagogical ideas. The valorization of the game by 
teachers, based on the learning and socialization, and the 
perception that learning with pleasure, does not ensure 
that they know, effectively, how to proceed, to valorize the 
game in its origin, respecting the primary characteristics 
of the game, which is to be a free, unproductive, 
unpredictable, symbolic, regulated and well-defined action 
in terms of space and time of realization. Consequently, 
discourse and practice may be distance, giving rise to 
the question “is the game really in the classroom?” It is 
possible that, in the case of our research, the similarity 
of the answers, especially regarding the importance for 
learning, is the result of individual and group reflection 
on their professional experience in the physical education 
classroom. 

Limitations of the study
This study has a number of limitations. The research 

was conducted only with practicing teachers; for future 
studies, teachers in initial training could be considered. 
On the other hand, after the Covid-19 pandemic, it would 
be interesting to observe the teachers’ classes, in order to 
triangulate the discourse with classroom practice.
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