
January-July 2024 
Vol. 19, No. 1, 33-44 

https://doi.org/10.17163/alt.v19n1.2024.03
p-ISSN:1390-325X / e-ISSN:1390-8642
http://alteridad.ups.edu.ec

Production of a digital game as a mobilizer 
of initial teacher training 

Producción de un juego digital como 
movilizador de la formación inicial docente

Dr. Marcio Roberto de Lima is a professor at Universidad Federal de São João del-Rei, Brazil 
(marcinholima@ufsj.edu.br) (https://orcid.org/0000-0003-3790-1104)

Received on: 2023-06-26 / Revised on: 2023-11-28 / Accepted on: 2023-12-01 / Published on: 2024-01-01

Abstract
This paper discusses the digital game object intertwined with 
the initial training of teachers and aims to discuss mobilizations 
produced during a curricular internship when the production 
of an educational digital game was started. Supported by the 
theoretical-methodological contribution of the Actor-Network 
Theory, the research has a qualitative character and its empirical 
field allowed mapping a pedagogical reality from its socio-ma-
terial aspects. The production of empirical data took place from 
field observations and the elaboration of reports by teachers in 
training, which were migrated to the ATLAS.ti program and 
treated from a focused codification. These procedures made 
it possible to identify the actants that formed the investigated 
socio-material network, track the mobilizations undertaken and 
systematize elements that made up the reality produced by the 
network. The research reinforces the impossibility of dissociating 
material aspects from social aspects in socio-formative processes 
—which are always marked by transience, fluidity, uncertainties 
and mutations— and shows that the production of a digital game 
in the initial training of teachers provokes mobilizations that affect 
the field of action of future teachers and incite the formation of 
pedagogical meanings.

Keywords: game design, digital game, socio-formative processes, 
mobilization, initial teacher training, Actor-Network Theory.

Resumen
Este artículo se centra en el objeto del juego digital vinculado 
a la formación inicial docente y tiene como objetivo discutir 
las movilizaciones producidas durante una pasantía curricular 
cuando está en curso la producción de un juego digital educa-
tivo. Apoyada en el aporte teórico-metodológico de la Teoría 
Actor-Red, la investigación tiene un carácter cualitativo y su 
campo empírico permitió mapear una realidad pedagógica a 
partir de sus aspectos sociomateriales. La producción de datos 
empíricos se llevó a cabo mediante observaciones de campo y 
en la elaboración de informes de profesores en formación. Estos 
informes se transfirieron al software ATLAS.ti y se procesa-
ron mediante la codificación enfocada. Estos procedimientos 
permitieron identificar a los actantes que conformaron la red 
sociomaterial investigada, rastrear las acciones (de movilización) 
realizadas y sistematizar elementos que constituyeron la realidad 
producida por la red. La investigación refuerza la imposibilidad 
de disociar aspectos materiales y sociales en los procesos socio-
formativos los cuales siempre están marcados por la fugacidad, 
la fluidez, la incertidumbre y capacidad de transformación. 
Asimismo muestra que la producción de un juego en la for-
mación inicial docente provoca movilizaciones que inciden en el 
ámbito de acción de los futuros docentes y fomenta la formación 
de significados pedagógicos. 

Palabras clave: proyecto de juego, juego digital, procesos 
socio-formativos, movilización, formación inicial docente, 
teoría Actor-Red.
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1.	 Introduction

This article is an excerpt of a postdoctoral 
research in Education in a Brazilian public university 
and involved a socio-formative experience based on 
the development of a digital game during a curricu-
lar internship in the initial training of physics teach-
ers. The object ‘game’ was linked to the objectives of 
the internship in order to strengthen links between 
the curriculum of the career of Physics, the practice 
of professors in training and the teaching of specific 
contents in the field of Physics through the collective 
development of a game. In this context, the main 
objective of this article is to discuss the mobilizations 
produced in a network of actors, which was formed 
during a curricular internship that started the pro-
duction of a digital educational game.

Although it is possible to find in the literature 
different papers that explore the game-education 
relationship in order to provide more ludic and mean-
ingful means of teaching/learning (Alves & Torres, 
2018; Cruz & Ramos, 2019; Lobo & Viana, 2020; 
Ramos & Xavier, 2017), the experiences of developing 
games during the initial teacher training are scarce 
(da Cruz et al., 2020). This indicator pointed us out 
the omission of this idea of pedagogical work during 
this formative stage and encouraged us to develop a 
strategy in which a game: 1) was designed and built 
by teachers in training; 2) constituted a way of medi-
ating the practice of teaching physics; 3) created the 
internship as a space-time of affectation (Ribeiro & 
Lima, 2022) and, therefore, of mobilization of teachers 
in initial training.

Therefore, this work focuses on the mobi-
lization process triggered during the production 
of a game by undergraduate students in their cur-
ricular internship and, for this, it is assumed that 
a game is a cultural artifact executed in electronic 
media, constituting an interactive and playful envi-
ronment with a purpose previously defined in its 
design (Alves, 2018). In this point, it is important 
to remember the indicators of Egenfeldt-Nielsen 
(2009) who addressed three different ways of pro-
ceeding in the pedagogical incorporation of games 
to socio-educational practices with the aim of pro-
moting: 1) learning ‘through play’, which refers to 
the inclusion of pedagogical games to promote the 
teaching of a specific subject in the curriculum; 2) 
learning ‘with games’, which considers adaptations 

of pedagogical practices based on commercial games 
to explore topics, concepts and curricular methods; 
and 3) learning “making games”, which requires the 
development of a project and the implementation of 
a game considering a certain referential subject.

To implement the third aspect pointed out 
by Egenfeldt-Nielsen (2009), the composition of the 
planning of pedagogical actions that were part of 
the curriculum internship of physics students, it was 
sought to assess and address the recommendations 
of Schell (2011) in the conduction of a game design 
that integrates four interdependent elements: 1) 
‘mechanics’ that considers the rules of a game and 
its execution; 2) ‘narrative’, circumstance that covers 
a sequence of events in a game and that provides an 
experience to the player; 3) ‘aesthetics’, which stimu-
lates the player’s audios senses to foster a meaningful 
experience; and 4) ‘technology’, which comprises the 
materiality that sets the environment of the game 
and mediates the game.

While there may be prejudices linked to dig-
ital games (Oliveira & Santos, 2017) — idleness and 
sedentarism, for example — the idea of encouraging 
the production of a game during a curricular intern-
ship has a socio-formative intention. Thus, what was 
set in motion was a proposal that triggered mobiliza-
tions that encouraged not only the resignification of 
undergraduate students regarding the object ‘game’, 
but also the reconfiguration of the own period of 
curricular internship, which transcended the scope 
of teaching practices mainly expository.

The theoretical-methodological approach 
developed by Bruno Latour, Michel Callon, John 
Law, Annemarie Mol, among others, and known 
academically as Actor-Network Theory (TAR) was 
considered. Although the objective of this text is not 
to make an introduction to TAR, it is important to 
briefly present some of its foundations.

TAR considers the formation of the social 
from entities that relate to each other and realize 
realities (Lima, 2022). Referring to the etymology of 
‘social’ — from the Latin socius — Latour (2012, p. 
24) explains that “[...] in different languages, the his-
torical genealogy of the word ‘social’ first designates 
‘following someone’; and then, ‘enlisting’ and ‘alliing 
with’ to finally express ‘something in common’.” It is 
from this construct that TAR proposes the mapping 
of heterogeneous entities as an empirical basis of 
operation, in association with the purpose of identi-
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fying agencies and the transformations produced in 
their interactions. In other words, the social begins to 
be seen from the relationship between humans and 

non-humans—treated as actors in TAR lexicon—
which characterizes the creation of a socio-material 
network (Figure 1).

Figure 1. Outline of the Propositions of the Actor-Network Theory

Figure 1 shows a network of heterogeneous 
associations that is open to movement, therefore, 
without rigid boundaries that prevent the unexpect-
ed association of new participants. The channels of 
force (Law, 2012) established by associated entities 
during their interactions shape a given situation 
and, in doing so, produce agency traces. Hence, the 
understanding of what gives meaning to the ‘effects’, 
i.e., the differences produced by heterogeneous col-
lectives in their interactive relations and that make 
new configurations in the networks. This implies 
thinking about considering something that indicates 
‘mobilization’, i.e., something that promotes a break 
with a condition of inertia and that causes transfor-
mations to arise in its context of occurrence. Charlot 
(2000, pp. 55-56) places this discussion in the educa-
tional field and says:

[...] mobilization involves the idea of movement. 
Mobilizing is putting you on the move [...] is 
gathering your forces to use you as a resource. 
[...] Mobilizing, however, is also participating in 
an activity originated by mobile phones, because 
there are “good reasons” for doing so.

Bernard Charlot is supported by Latour (2017) 
when approaching the term translation, which has 
a double meaning: that of “translating” from one 
language to another and that of “transferring” from 
one place to another. In both cases, the target is the 
production of a new state of the world (Barad, 2007), 
i.e., the translations highlight “[...] the work thanks 
to which the actors modify, move and translate their 
diverse and contradictory interests (Latour, 2017, p. 
367). Thus, this work assumes ‘mobilization’ as an 
expression of “[...] something, done together with 
others in an event, with the specific opportunities 
provided by the circumstances. These others [... are] 
non-human entities [...] that have their own logical 
specifications [...]” (Latour, 2017, p. 341).

Returning to Figure 1, it is possible to note that 
when thinking from an Actor-Network perspective, 
it is necessary to keep in mind the premise of a sym-
metric analysis between people in association, which 
brings humans and non-humans closer to the same 
ontological place. To this end, TAR encourages us to 
turn our attention to scenes for the associations and 
their translations, always entangled and provisional. 

Symmetrical
analysis
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It is worth remembering that this “[...] symmetry is 
not ethical (things are worth the same as humans), 
but analytical (things force us to do things and have 
important implications)” (Lemos, 2014, p. 6).

Considering this contribution, the idea is to 
contextualize the reality produced during a curricu-
lar internship of the Physics career, which involved 
the collective production of a game by nine teachers 
in training (three women and six men). This digital 
product was designed to mediate, in partnership with 
trainee teachers and internship supervisors, the teach-
ing of Electrostatic content to secondary school stu-
dents during the coronavirus (COVID-19) pandemic.

2.	 Methodology 

The research carried out is based on the qual-
itative paradigm (Bogdan & Biklen, 1994; Lüdke & 
André, 2017; Stake, 2011; Strauss & Corbin, 2008) and 
it shows an interpretative perspective to the empirical 
field in order to capture nuances of a socio-formative 
practice at its moment of execution. In this topic, 
the apprehension and recording of dynamics that 
expressed ways of thinking and acting, the (trans-)
formation of meanings, emotions, etc., that were part 
of a given situation of research interest, were assessed. 
Thus, this article explores a specific part of some of 
the strategies that were part of a planned intervention 
in an Action Research (Thiollent, 1996) developed 
with a group of teachers in training.

The work was carried out in a training course 
for physics teachers at a Brazilian public university, 
during a curricular internship in the first academic 
semester of 2020 and in accordance with the health 
standards imposed by the COVID-19 pandemic. In 
addition to the investigator, a research supervisor, 
and an internship supervisor, nine undergraduate/
graduate students were part of the sample. The 
presence of the researcher in the studied network 
is intentional, since this association concerns not 
only specific actions of research, but also the role of 
a member who was active in the various areas that 
involved the theoretical classes of the internship and 
the orientation times to the graduates for developing 
a game for pedagogical purposes.

If the description of the entities involved in the 
studied space were limited to the topics already listed, 
this research would not include the socio-material 
dimension so appreciated by the actor-network studies 

(Latour, 2012) and our other ‘half-world’, which con-
cerns non-humans. In this condition, special attention 
was also directed to non-human participants, who 
constituted the socio-material network that carried 
out (Lima, 2022) the curricular internship of the nine 
teachers in training and that provided living condi-
tions for the own intervention of physics teachers, 
which was conducted with secondary students of a 
Brazilian public school. This is essential, because:

The human, as seen now, can only be captured and 
preserved if we give back that other half of itself, 
that part of things. As long as humanism is created 
in contrast to the object abandoned to epistemolo-
gy, we will understand neither the human nor the 
non-human. (Latour, 1994, p. 134)

It was from this field that the empirical 
work and data production were oriented, valu-
ing a socio-material vision attentive to humans in 
an intertwined and mutually constituted way with 
non-humans (Fenwick, 2014). In relation to the 
research scope of this work, the analytical corpus 
was composed of observations and practice reports 
prepared by teachers in training, which integrated 
the documentation and evaluation of this formative 
stage of graduates.

The objective was to map the actions (mobili-
zation) that integrated the planning of intervention 
in the field of practice and play, as well as those that 
composed the development by students. Also, to 
identify the mobilizations that shaped the moment 
of the curricular internship and that provided condi-
tions for its existence, it was sought:

‘Follow the actors themselves’, i.e., try to under-
stand their innovations [...], to discover what col-
lective existence has become in their hands, what 
methods they have developed for their adaptation, 
what definitions would better clarify the new part-
nerships they were forced to establish. (Latour, 
2012, p. 31)

To this end, the empirical data were subjected 
to a Focalized Coding1 procedure (Thomas, 2006) 
mediated by the software ATLAS.ti,2 allowing to 
build thematic groups related to the objective of 
the research. This orientation also considered the 
emergence of these thematic groups—or thematic 
categories—from what the data indicated, i.e.: “[...it 
was] as if we told the actors: ‘We are not going to try 
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to discipline you, to fit you into our [previous] cate-
gories; we will let them be in their own worlds [...]’” 
(Latour, 2012, p. 44).

These procedures allowed: a) to identify the 
participants who formed the socio-material network 
investigated (Figure 2); b) to monitor the mobiliza-
tions carried out and their relationships (Figure 3); c) 
to systematize the reality produced by the network, 
which includes the effects of this curricular intern-
ship (Figure 4).

3.	 Results

Following Laturian guidelines of “[...] fol-
lowing things through the networks in which they 
are transported, describing them in their plots [...]” 
(Latour, 2004, p. 397), a first milestone produced by 
the methodological work with empirical data is pre-
sented in Figure 2.

Figure 2. Sociomaterial network mapped from empirical data

Note. Own elaboration using Gephi software.

Figure 2 represents the participants that make 
up the studied socio-material network and, initially, 
it is worth mentioning the Severe Acute Respiratory 
Syndrome Coronavirus 2 (‘SARS-CoV-2’), whose 
presence and field of action affected the daily life of 
the university. In network, the coronavirus imposed a 
procedure of social distancing in teaching, research, 
extension and administration practices for its trans-
missive forms and lethality implications by COVID-
19. From its agendas, SARS-CoV-2 forced the uni-
versity to rework its regulations and embody them 
through ‘legislation’. The response to this range of 
effects was the establishment of an Emergency Remote 
Education (ERE) regime mediated by Information 
and Digital Communication Technologies (“TICD”). 
This also required adaptations to the ‘teaching plan’ 

of the curriculum internship and changed the inter-
actions between: ‘teacher-researchers’ (the author of 
this article and a research supervisor), ‘graduates/
undergraduate students’, ‘teacher-trainee supervisor’, 
‘secondary students’ and ‘internship field’. As one of 
the entities associated with the network investigated 
and in compliance with the ERE standards, I con-
ducted pedagogical conversations with the students 
covering the ‘theoretical framework of digital games’ 
and its educational implications. This set of efforts 
included theoretical classes, planning moments and 
the creation of a ‘game’ by the group of teachers in 
training on the ‘Construct’ platform. The curricular 
internship was accompanied by a supervising teach-
er who pointed out Electrostatics as a ‘referential 
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content in Physics’ to be explored pedagogically with 
the game with his secondary school students.

Focused Coding (Thomas, 2006) of the cor-
pus, carried out with ATLAS.ti, resulted in the iden-
tification of three types of mobilization of graduates. 

Overall, the work carried out by the initial teachers 
- which was guided by the teacher-researchers and 
supervised by the supervising teacher - forged the 
impact of the curricular internship, as expressed in 
Figure 3.

Figure 3. Semantic network of action mobilization that affected the curricular internship

Note. Own elaboration from the research data in ATLAS.ti

Figure 3 requires the result of focused coding of 
the corpus in the form of a semantic network linking 
the thematic clusters identified. It should be noted 
that the development of the curricular internship was 
affected by three mobilizations, which included: 1) the 
moment to plan the intervention of the teachers in 
training and their teaching practice in the field of the 
internship; 2) the planning stage of the pedagogical 
game; and 3) the effective construction of the game 

that would mediate the teaching practice of graduates/
undergraduate students with high school students in 
the field of the curricular internship.

A final highlight of the results of the meth-
odological procedures carried out with the corpus 
highlights aspects that were part of the pedagogical 
reality produced by the hybrid collective during the 
curricular internship, affecting it (Figure 4).
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Figure 4. Internships/curricular practices concerned and their constituent elements

4.	 Discussion and conclusions

The first aspect to be highlighted among the 
results presented in the previous session refers to 
what appears in the socio-material network of Figure 
2, and which shows the impossibility of dissociating 
the material aspects from the social aspects in the 
socio-formative processes. By reviewing the map-
ping present in that network, it is possible to iden-
tify numerous associations between the participants 
who produced the configuration and conditions of 
existence for the curricular internship in the initial 
training of physics teachers. In this case, a sim-
ple example involves SARS-CoV-2 in the network, 
which forced to comply with procedures of health 
surveillance such as the use of masks and social dis-

tancing, the reformulation of academic procedures 
and the own biannual calendar of initial training, 
the establishment of a teaching modality based 
on the mediation of information communication 
technologies, the flexibility of the procedural forms 
of teaching practices of teachers in training during 
their performance in the field of internship, etc. 
However, the heterogeneity of the training course 
does not end there, because it relates to the other 
participants, giving rise to pedagogical beings such 
as: ‘graduate-game’, ‘Construct-graduate/undergrad-
uate student’, ‘teaching-legislation plan’, ‘game-high 
school students’, ‘teachers-researchers-TICD’, ‘grad-
uates/undergraduate students-supervising teacher’, 
etc. Therefore, what was underway was the con-
struction of a society that brought together (Latour, 
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2012) human and non-human materiality in an 
intertwined way that transcends an anthropocentric 
conception and makes visible that forms of teaching/
learning have a socio-material quality (Coutinho et 
al., 2 2014; Fenwick, 2014; Lima, 2022; Melo, 2011; 
Sørensen, 2009). Hence:

[...] the idea is not to separate people from things, 
recognizing and emphasizing the participation of 
non-humans in the course of actions [...] [Thus, 
non-humans] help to stabilize, mediate, shape, 
articulate, execute and give meaning to action. 
They even help us to form identities. In this sense, 
‘we’ (human beings) are a hybrid collective, which 
does not exist without things. (Coutinho et al., 
2016, p. 387)

It is necessary to draw attention to the fact 
that the conformation of the reality produced and 
studied did not occur in a linear way. On the con-
trary, several contingencies were present throughout 
the curricular internship, which produced ‘a social 
movement’ and, therefore, found a place in the trans-
lations (Latour, 2017) co-produced by the heteroge-
neity of the associations. It is also necessary to avoid 
thoughts that might suggest an illusory stability of 
the research context, which—as a teacher-research-
er—I integrated with other entities of the network. 
Alternatively, what was found was transience, flu-
idity, uncertainties and mutations as marks of the 
socio-material scenario investigated, which charac-
terizes any group (Latour, 2012). In other words, the 
socio-materialist contribution of TAR allowed us to 
verify “[...] a multiplicity of heterogeneous materials 
connected in the form of a network that has multiple 
inputs, that is always in motion and open to new 
elements that can be associated in an unprecedented 
and unexpected way” (Melo, 2011, p. 178).

In this way, it is also worth noting that TAR -as a 
possible theoretical-methodological route to the field 
of education- expresses the idea that socio-formative 
processes are not configured without a non-human 
materiality, since this is essential to them (laborato-
ries, legislation, textbooks and their reference content, 
furniture, buildings, etc.). In other words, TAR reveals 
a “[...] great diversity of things that are at stake in 
educational environments, provides the identifica-
tion of non-human agencies, associations between 
different entities and the effects of these interactions” 
(Venancio et al., 2020, p. 5). This does not fall into the 

determinism of the non-human over the human but 
implies admitting that without non-human materiali-
ty it is not possible to produce education.

Another important aspect involves the mobili-
zation that make up Figure 3 and that integrated the 
assignment of the curricular internship of graduates/
undergraduate physics students. The initial traces of 
translations/transfers (Latour, 2017) associated with 
the period of the curricular internship date back to 
the moments of ‘intervention planning’ that would 
take place -on the part of the teachers in training 
and with the support of the teachers-researchers- in 
a rural school, where the supervising teacher worked 
in the teaching of physics to secondary students. 
This phase revealed: 1) a work of accommodation of 
ideas between peers, since “[...] the activity and the 
evaluation method of the intervention was discussed” 
(Graduating A); 2) negotiation and election proce-
dures through which the students decided that they 
would perform an “[...] intervention that at the same 
time unites the concepts of Physics [... to be] studied 
by [the Secondary School...] ​ students and also an 
initiative [to build a game that explored this] content, 
providing a different perspective [... of] teaching” 
(Graduating D); 3) the selection of a subject reference 
of Physics - in this case Electrostatic - with the aim of 
“[...] creating material that reflects the planning of the 
supervising teacher [of the internship]” (Graduating 
B); and 4) the construction of a list of tasks and its 
division among the teachers in training.

This first period of definitions triggered the 
“game planning”, which involved a refinement of 
objectives, all aimed at the construction of that dig-
ital object for pedagogical purposes and involving:

[...] need to bring the important concepts of elec-
tricity into a real context and [arouse the] interest 
of students, since the majority of these concepts are 
viewed in an abstract way, for example: ‘calculate 
the electrical force in each charge located at the ver-
tices of a triangle’. Exercises like this cause students 
discomfort, who ask themselves, ‘Why do I need to 
know this? Where will I apply this in my daily life?’ 
[These] questions [...] are extremely valid, after all, 
no one takes an electron and puts it on the tip of a 
triangle! So what skills and meanings can a student 
acquire from such an exercise? (Graduating B)

From this conception, theoretical elements 
from the references of digital games circulated in the 
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network, which focused on: the elaboration of a nar-
rative, the structuring of mechanics, the definition of 
technology and aesthetic parameters (Schell, 2011) 
that, when integrated, would consolidate the game. 
Objectively, the narrative produced presents planet 
Earth in 2070 and with deep ecological imbalances. 
With the aim of restoring satisfactory living condi-
tions on the planet, scientists created a clock that 
gave humans special powers to become ‘metamorph’ 
and, in doing so, save the Earth. To do so, the player 
would need to acquire the maximum powers avail-
able and store them on his watch, and this inventory 
would allow him to use electrical properties to act 
in favor of the planet. The game mechanics were 
created from the immersion and interpretation of 
contextual information, with the aim of achieving 
success in the analysis of situations (challenges) 
that would involve electrical principles present in a 
certain living being. These electrical skills would be 
anchored in concepts of Electrostatics presented and 
discussed previously by the supervising teacher of 
the internship with secondary students.

The definition of development technology and 
aesthetic elements of the game considered maximiz-
ing interactive possibilities for the player. Initially the 
project considered structuring:

[...] a PowerPoint presentation [...] that had a lot of 
animated things, videos, gifs, among others [, plus 
a] form of assessment [... based ON] challenges, 
which would encourage the student to think which 
[...would be] the best animal to overcome a certain 
difficulty. (Graduating A) 

However, the group of graduates realized:

[...] that the interactive PowerPoint presentation 
did not provide all the resources needed for the [... 
intended] idea, so [... the group opted] to expand 
the project and migrate it to another digital plat-
form: Construct 2. There it was possible to create 
and present the content in a real game format, 
increasing the interaction level of the audience 
with the project. (Graduate D)

Once again, it is necessary to emphasize the 
tension that non-human materiality had in the 
definition of the production of the game and in the 
directions in which the intervention in the rural 
school was consolidated. The passage quoted refers 

to the writings of Law (2012), which introduces the 
concept of ‘proof of force’, i.e., situations in which 
certain elements of a socio-material network are 
destabilized by other actors equally present in the 
network, generating a new space-time configuration 
of established associations. In other words, the lim-
itations inherent to the Power Point environment for 
the implementation of the game affected the func-
tioning of the project, destabilizing the network. The 
mobilizations undertaken by the actors to seek a new 
state of balance caused a kind of deviation from the 
route (Latour, 2000) in the planned actions, requir-
ing the recruitment of a new actor for the network: 
the Construct 2. The result was the production of 
a new reality based on the inter-(actions) forged in 
the multiple associations between ‘graduates-Con-
struct-reference of digital games-content of Physics’.

Having reached a new status of provision-
al stability on the net, what could be seen in the 
empirical data was the effective “construction of the 
game” by the graduates. This means that, once again, 
the actors set themselves in motion, producing a 
collective and collaborative work that involved: 1) 
research and selection of content on “[...] an animal 
with electrical properties [...] with a view to the 
development of a] text about the animal and that 
seeks to find the narrative of the game” (Graduating 
C); 2) analysis and discussion “[...] of texts produced 
by colleagues to harmonize them better with [the 
narrative]” (Graduating A); 3) elaboration of chal-
lenges to include in the game to articulate the elec-
trical properties of animals and concepts of Physics; 
4) “[...] search for images and domain of public” 
(Grade D); 5) creation of animations and video edits 
to incorporate them into the phases of the game; 6) 
encoding of games on the Construct platform; 7) 
performing “[...] tests and corrections of problems” 
(Grade D); and 8) hosting and public availability of 
the game produced.3

For the discussion on the “affected curricular 
practice”, which is outlined in Figure 4, it is worth 
remembering that the “affectation” is related to:

[...] that which moves us, that motivates us, that is 
able to move us from an initial state of passivity to 
a state of action, of change, of (trans-)formation, of 
self-knowledge. A state in which we are receiving 
and producing significant actions, in which we 
are open to experiencing the new and, from there, 
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build new connections with the world around 
us, signify it or even resignify it, in a process of 
experience and constitute ourselves through new 
experiences. (Souza et al., 2022, pp. 5-6)

The indicators presented in Figure 4 were list-
ed by the teachers in training and observed during 
our presence in the network under investigation. 
It is argued that the set of elements systematized 
in the mentioned illustration suggests an ‘affected 
curricular internship’, since that space-time (Ribeiro 
& Lima, 2022) gave rise to an unprecedented experi-
ence for the group of graduates. This reinforces the 
perspective that the mediation of the teaching/learn-
ing process with games and/or from the construction 
of a game in that career was lacking. It also shows the 
formation of a curricular internship that assumed its 
identity from socio-material mediations, articulating 
digital media and other elements of contemporary 
culture. All this was aimed at stimulating the for-
mation of meanings about teaching and learning 
from the construction of a game and the countless 
translations/transfers (Latour, 2017) involved in that 
dynamic. These aspects corroborate the premise that 
the formation of a network and the establishment 
of a collective work denote that the actors under-
took movements that involved changes in their 
ways of action (Sismondo, 2010). In this sense, the 
creative and collective work that culminated in the 
construction of the game led to mobilizations that 
involved review/discussion of ideas and concepts, 
negotiation processes between peers to decide paths 
of new actions, awareness about the complexity of 
the design of games (Prado et al., 2020; Salen & 
Zimmerman, 2012; Schell, 2011) and the experi-
ence of overcoming pedagogical challenges (Lima & 
Nascimento, 2021).

Considering the insertion of the theme of 
games and its pedagogical incorporation into teach-
ing/learning practices, it is reasonable to admit that 
every game includes a goal, and, from this, it can 
teach something. Symmetrically, the player who 
enjoys the game can learn something from the expe-
rience. From this perspective, the player-game asso-
ciation and its interactions constitute topics of inter-
est (Latour, 2012) for the field of Education, after 
all: 1) can games be considered as learning objects 
in a digital school culture? 2) to what extent is it 
feasible/desirable to incorporate elements of game 

design -also considered as ‘gamification’ (Mendes et 
al., 2021)- in socio-training spaces oriented to moti-
vation? 3) what successful experiences can be found 
in the scientific literature that provide reliable indi-
cators of the relevance and pedagogical relevance of 
games? and 4) what are the limits? what does the act 
of teaching and learning through games entail?

Finally, the arguments presented through-
out this article do not intend to delegate forma-
tive responsibilities exclusively to games, because 
it would be a serious mistake. We aim to promote 
teacher training that recognizes digital materiality - 
locked in a digital game, for example - as a powerful 
ally to compose new teaching/learning environ-
ments, revealing them and promoting inclusion in 
digital culture (Lima et al., 2020). This is definitely 
not a blind substitution of methods that can be seen 
as an educational panacea (Lima & Andrade, 2018). 
What is considered is the promotion of training 
initiatives designed pedagogically that value ethical, 
aesthetic, historical, curricular dimensions and, fun-
damentally, that provide opportunities for a better 
understanding of what it means to be in the world 
through teaching/learning with digital materiality. 
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Notes

1.	 Due to the limitation of textual space imposed by the publi-
cation format of a scientific article, it is not possible to give 
details on “Focused Coding”. However, the work of Thomas 
(2006) satisfactorily consolidates the understanding of this 
methodological procedure and is freely accessible at: https://
bit.ly/3NpbMT7

2.	 The author of this article prepared an introduction to wor-
king with ATLAS.ti for qualitative data processing and is 
available in Virtual Communities (2020a, 2020b).

3.	 The game can be accessed at: https://bit.ly/41jxEFb
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