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We invite participants in a half-day symposium:

The purpose of the day is to share knowledge and understanding about the quality of
teaching and learning in game-based approaches (GBA’s);

Besides participating in four practical sessions, members will get informed about the work
of the SIG and the insights originated from the international community;

The symposium is open to all teachers, teacher educators, postgrad students, researchers,
sport coaches, school sport coordinators. We encourage members to participate in practice
during the sports activities. Wearing sport clothes is recommended, not mandatory.
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Programme

Time Session \ Presenters
09.00 Registration (tea and coffee available)
09.30 Welcome and introduction Jeroen Koekoek
On behalf of TGfU — Special Interest Group
09.45 Practical session 1 Harvey Anderson
Pedagogy of Being and Becoming
10.45 Short break
11.00 Practical session 2 Jeroen Koekoek & Wytse Walinga
Incorporating a Game-Based Pedagogy Approach in Teaching
Modified Volleyball Games
12.00 Lunch
1.00 Practical session 3 Gwen Weeldenburg
Enhancing Tactical Decision-Making through Questioning: A
Formative Assessment Perspective in Game-Based
Approaches
2.00 Practical session 4 Naoki Suzuki
Enhancing TGfU Through Technology: Supporting Decision
Making and Reflection in Game-Based PE
3.00 End pre-conference
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Abstracts

Practical session 1
Pedagogy of Being and Becoming

Dr. Harvey Anderson, Sheffield Hallam University, UK

This practical session uses games and sport to explore who participants are choosing to be and
become. Through dynamic, game-based activities, individuals will experience how identity
shapes the affordances they notice, the actions they take, and the roles they inhabit. By
manipulating constraints, the session reveals how personal histories, intentions, and
self-concept influence perception and decision-making in play. Guided reflection supports
participants in recognising how their embodied choices express emerging identities. The
session demonstrates how sport can act as a living laboratory for examining agency,
authenticity, and the ongoing process of becoming within ever-changing environments.

Practical session 2
Incorporating a Game-Based Pedagogy Approach in Teaching Modified Volleyball Games

Dr. Jeroen Koekoek & Wytse Walinga (MSc), Windesheim University of Applied Sciences,
The Netherlands

Decisive aspects of game-based approaches in physical education and sport are the
modification and amplification of meaningful game situations. Gameplay design is a teaching
strategy that needs to be streamlined in such way that students are constantly provided with
sufficient learning opportunities. The question often remains which modifications are
appropriate and beneficial for learners in playing small-sided games. The central purpose of
this practical session is to demonstrate elements of a game-based pedagogy when teaching
Volleyball (Koekoek, Dokman, & Walinga, 2023). In general, playing Volleyball for children
is often challenging as it requires technical skills in traditional configurations. This approach
shows how PE teachers and coaches can create rich learning environments by modifying court
sizes and rules in game-based practices. Participants will be invited to explore how adjusted
small-sided Volleyball games may contribute to the course of gameplay (rally length) as
function of both roles and court size manipulations. The presenters will also show how the
application of this lens to game design has led to the implementation of a new approach to
teaching Volleyball for children aged 6-10 years in collaboration with the Dutch National
Volleyball Federation (Nevobo).

Reference

Koekoek, J., Dokman, 1., & Walinga, W. (2023). Game-based pedagogy in physical education
and sports. Designing rich learning environments. Routledge.
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Practical session 3
Enhancing Tactical Decision-Making through Questioning: A Formative Assessment
Perspective in Game-Based Approaches.

Dr. Gwen Weeldenburg, Fontys University of Applied Sciences, School of Sport Studies,
Eindhoven, The Netherlands.

This practical session explores tactical questioning as a key pedagogical principle within
Game-Based Approaches (GBA) to Teaching Games for Understanding (TGfU). Grounded
in constructivist learning theory, tactical questioning enables teachers to elicit and interpret
learners’ tactical reasoning during game play, thereby enacting formative assessment in
authentic learning contexts. The session illustrates how purposeful questioning can enhance
tactical awareness and decision-making when it is clearly linked to tactical principles such
as creating space, maintaining possession, and defensive balance. To bring this to life,
different interactive formats will be used, including teacher-led time-outs, peer discussions,
and the use of challenge cards that engage learners in reflecting on tactical problems.
Participants will engage in modified games and reflective dialogue to experience how tactical
questioning functions as assessment for learning - making student thinking visible, guiding
adaptive instruction, and fostering learner autonomy. The session highlights the pedagogical
value of tactical questioning as a bridge between formative assessment theory and game-
based practice.

Practical session 4
Enhancing TGfU Through Technology: Supporting Decision Making and Reflection in Game-
Based PE.

Associate Professor Naoki Suzuki, Tokyo Gakugei University, Tokyo, Japan

This practical workshop explores how technology can be used to support and enhance
Teaching Games for Understanding (TGfU) in physical education, with a particular focus on
decision making and reflective learning. Technology is not presented as a replacement for
game-based pedagogy, but as a pedagogical support that helps make learners’ thinking visible
during and after game play.

Participants will take part in short TGfU-style game activities and experience how
smartphones can be used for immediate feedback, reflection prompts, and peer discussion.
These examples focus on simple and accessible digital tools that can be readily applied in
school contexts. In addition, selected examples of more advanced and emerging technologies
(such as Al-supported reflection or immersive digital environments) will be briefly introduced
to illustrate future possibilities for TGfU-informed practice.

The session is highly interactive and practice-oriented. Participants are encouraged, but not
required, to bring a smartphone. The workshop concludes with a discussion on pedagogical
and practical considerations for implementing technology-enhanced TGfU across diverse
educational settings.



