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Overcoming Game-Based Learning
Teaching Barriers 

The Preliminary Stages of a Teacher
Action Research



A study involving the "Faro Didattico"
teacher community in the province of
Lecco, Italy (2024-2025). 

The teachers asked for professional
development on game-based learning

Context
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 Exploring how Ricerca-Formazione
(Teacher Action-Research) can foster
professional development to help primary
school teachers integrate games into their
didactics

developing teachers’ game literacy while
addressing practical, social and
organizational barriers for Game-based
Learning

AIMS
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Socio-Constructivist Perspective - Knowledge is co-constructed
through intersubjective and relational processes

Community of Practice (Lave & Wenger, 1991) - Focus on situated
learning and legitimate peripheral participation

Liberation Pedagogy (Freire, 1968) - Integrated to avoid "banking
education" and the need for Learners/Teachers to be active
subjects with the agency to change the system they are in

DEFINING THE Framework
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Community of Thought (Michelini, 2017): A synthesis of COP and
LIBERATION PEDAGOGY that shifts focus from shared tasks to
critical reflection and intentional transformation of self and
social reality

All draw from to Vygotsky’s Theories (Cultural-Historical, ZPD)

DEFINING THE Framework
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A pedagogical approach That leverages
game affordances and integrates
gaming with other specific activities
to facilitate learning experiences
aimed at specific outcomes. (Plass, 2019,
Rye et al., 2025)

What is Game-Based Learning (GBL)?
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Game-Based Learning BARRIERS

Attitudinal and Behavioural
(Teachers, Students,

Parents)

School Policy

Technological 
and Material

Game Literacy
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Ricerca-Formazione (R-F): A specific Italian
transformative qualitative research
approach that falls within  international
Teacher Action Research
Normative Isomorphism: Teachers must
"meet, live, and experience" games as
learners first to understand the
potential of games as mediators for
learning

Methodology 

8/17



1.Teachers as co-researchers with negotiated roles.

2.Creation of a Research Group/Community

3.Focus on the specificities of the teachers' actual school

contexts.

4.Continuous discussion based on didactic documentation.

5.Transformative aim, Changing students’ learning,

teachers’ didactics, and school culture.

Core Principles OF R-F
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Participants - Initially 80 teachers for 2 preliminary GBL
training sessions
8 teachers continued for 3 monitoring sessions in-between
classroom experimentation
Hands-on Activities - Gaming sessions (board games, outdoor
games, digital), game analysis, and game modding for inclusion
and learning goals
Debriefing focus groups to reflect upon how games can be
integrated in one’s didactics

The Professional Development (PD) Process
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Lack of

collaboration
among colleagues

defining the Most Common GBL Barrier
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a problem is staged in an unsolved form by some of the
teachers. Teachers staged a conflict between a GBL
enthusiast, a dismissive colleague, and a neutral bystander.
The "Spect-actors" members suggest or stage solutions
personally to enact imagined changes.
 The stage functions as a safe space to acquire tactics for
breaking cycles of professional oppression.

OVERCOMING THE BARRIER WITH Boal’s Forum-Theatre
GAME
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Reflexive Thematic Analysis (Braun &
Clarke, 2022), which emphasizes the
researcher's active role in
interpreting the data.
Data Sources - Transcriptions of the
focus group discussions, the staged
scenes (theatre-games), and the
subsequent debriefing sessions.

THE THEMATIC ANALYSIS
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1. Initial Engagement: The researcher (MYSELF) immersed  in
the data to capture preliminary insights.

2.coding of the sources to identify key features. Codes were
developed based on the data and the researcher's
interpretation of meaning.

3.clustering and connection of the codes into distinct
themes, each defined by a clear central organizing concept.

4.sharing of the initial themes with the participating
teachers and community leaders.

5.Construction of 5 specific themes and one overarching
theme

The Analytical Process
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1.Self-Work: Innovative teachers must overcome inexperience
and idealism

2.Understanding The "conservative" : traditional pedagogy is
used as a shield against the perceived "chaos" of play for fear
of losing control

3.Strategic Alliances Innovators should first build a "united
front" with "bystander" colleagues. 

4.The Accommodating Approach: Direct, assertive persuasion
often fails while "extending a hand" and acknowledging the
conservative's position without belittling it fosters a
"glimmer of availability"

Themes
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The study shows how important collaboration competences
are for teachers who want to do GBL
The R-F started changing teachers’ attitudes from
powerlessness to becoming more aware instructional
designers 
Theatre games allow educators to enact and analyze
professional challenges within a "Magic Circle"
The R-F has continued in 2025-2026 with further professional
development sessions and monitoring.
Future research should show the long-term evolution of
GBL practices and professional attitudes and the impacts on
student learning and school culture

Conclusions
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