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COURSE GUIDE TO THE GAME AS AN EDUCATION TOOL

ECTS

MODULE: ltinerary Optional courses: Educator Specialist in

Sociocultural animation. 30

FIELD: Educator Specialist in Sociocultural animation.. 30

Subject: The game as an education tool

YEAR: 4°

Type of learning: Optational Semester: 2°

Department: Inclusive Education,
Socio-Community Development
and Occupational Sciences.

Teacher:
Dr. Marcelo Viera Abelleira

E-mail: marcelo.viera@ucv.es

MODULE ORGANIZATION

EDUCATOR SPECIALIST IN SOCIOCULTURAL ANIMATION N° ECTS: 30

Duration and temporal location within the curriculum: This module is one of the
Elective Training ltineraries on offer in the Curriculum of Social Education. It has a total
of 30 ECTS and consists of five different subjects, each of 6 ECTS. The first subject is
active in the in the second half and in particular is "Social Participation and
Partnership." The second is "Pedagogy of Leisure and Leisure" and is taught in third
grade in the second half. The other three subjects are activated in the fourth grade,
between the first and second semester. These are: "Group dynamics", "animation
techniques, expression and creativity" and "the game as an educational tool." They all
make up the module Educator Specialist in Socio.
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Field and Subject

. . Course/
Field ECTS Subject ECTS Semester

Participation and partnership 6 2/2
Group dynamics 6 3/2

Specialist educator 30 Pedagogy of Leisure 6 4/1

in sociocultural

animation.
The Game as an educational tool 6 4l
Expression’s techniques and
creativity’s techniques 6 4/2

COURSE GUIDE TO THE SUBJECT: THE GAME AS AN EDUCATIONAL TOOL

Prerequisites: None

GENERAL GOALS

a. Asum the game’s value using it as an educational tool.

b. Develop strategies and technical resources to promote educative models using
game as a tool.

¢. Know and understand the process of professionalization of the social educator

d. Locate social education in the world of associations.

e. Reflecting on the central axes of volunteerism and solidarity linked to social and
education associations.

f. Develop, by using game grup experiences in orther to revue actituds, values and
conductual

g. Participate in the "Open House" developing concrete actions and actively
participating in it. This project is part of the certification of degree and in the
Project Learning methodology

Competence

CROSS-SECTIONAL COMPETENCES -
measuring scale

Instrumental 1] 2 3 4
1. Ability to analyze and synthesize. X
2. Ability to organize and plan. X
3. Ability in oral and written in mother tongue Communications. X
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5. IT skills for the academic and professional contexts

X

6. Information management skills.

7. Ability for problem-solving and decision-taking

Interpersonal

8. Ability for general assessment and self assessment.

10. Ability to accept and respect the different cultures as well as

the different customs.

11. Interpersonal skills.

12. Ethical commitment.

Systemic

13. Independence in learning.

14. Self-adaptation to new situations.

15. Creativity.

16. Leadership.

17. Entrepreneur spirit and initiative.

18. Willingness in long term learning.

19. Ethical and professional commitment as well as commitment

for development.

SPECIFIC COMPETENCES

4. Ability to know and diagnose the special needs and main

interests to plan the social educational performance.

5. Ability to analyze and diagnose the current situations that might

need the socio - educational performance.

6. Ability to know the pedagogical, sociological and psychological
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assumptions underlying the processes of the socio-educational

performance.

7. Ability to plan, to design, to assess and to manage socio-
educational projects and programmes in the different areas of

performance.

8. Ability to manage, coordinate and supervise organizations and
equipments according to the different contexts and needs.

9. Ability to know and use the tools and necessary resources in the

different performance areas.

11. Ability to facilitate the processes of social mediation.

12. Ability to know the different socio-educational methodologies

and research techniques.

14. Ability to design specialized educational programmes and
projects (addictive problems, prison, special educational needs,

social groups with risk of exclusion, etc.)

15. Ability to know and use the specific techniques for socio-
educational and community performance (team-building,

motivation, negotiation, assertiveness, etc)

18. Ability to design, organize and manage cultural projects and

services as well as those dealing with leisure and environment.

19. Ability to know and use the new technologies applied to

training purposes.

20. Be empathetic, respectful, helpful and reliable with people and

institutions related to the social education.
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LEARNING OUTCOMES COMPETENCES
R1 Th i

The stud_ent knows and use correctly tools for use in 61, G7.G15
socioeducative context £6. £9

R2 The student identifies and master the strategies
necessary to promote community development from

G3, G6,G7, G19

. ; . ; o E5, E6
social education adapted to the different social realities.
R3 The students understand the fundamentals of game
. . G1, G3, G6
and the evolution of it. E11 E15

R4 The student knows appropriate tools and
methodologies for the analysis of reality on which to
intervene.

ES5, E9, E11,E12

R5 The student shows critical capacity and an empathic

and respectful attitude towards the different groups G10, CE;;(% G19
involved in volunteering and professionalized

associations.

R6 Students meet, designed properly interpreted and

technical reports on the complex realities involved in Ec Gsl';;?élz

the social educator.

R7 The student generates appropriate strategies for
individual and groups to participate in the project
"Open doors".

G2, G7,G11, G15
El1, E20

- The R6 and R7, is linked to Practicum Ill.
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ON-CAMPUS EDUCATIONAL ACTIVITIES

ACTIVITY

Teaching-Learning
Methodology

Relationship With
Learning Outcomes
for the subject

ECTS

*ON-CAMPUS CLASS

Teacher presentation of
contents, analysis of
competences, explanation
and in-class display of skills,
abilities and knowledge.

R1, R2, R3, R5

*PRACTICAL
CLASSES

Group work sessions
supervised by the professor.
Case studies, diagnostic
tests, problems, field work,
computer room, visits, data
search, libraries, on-line,
Internet, etc.

Meaningful construction of
knowledge through
interaction and student
activity.

R1, R6,R7,R8

0.5

*SEMINARY

Application of
multidisciplinary knowledge

R1, R6

0.7

ASSESSMENT

Set of oral and/or written
tests used in initial, formative
or additive assessment of the
student

R1, R4, R5, R6, R7

0.2

Total

2.4
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INDEPENDENT WORK ACTIVITIES

ACTIVITY

Teaching-Learning
Methodology

Relationship of
Course with
Learning Outcomes

ECTS

GROUP WORK

Group preparation of readings,
essays, problem solving,
seminars, papers, reports, etc.
to be presented or submitted
in theoretical lectures,
practical and/or small-group
tutoring sessions.

Work done on the university
e-learning platform
( www.plataforma.ucv.es )

R1-R8

1.6

INDEPENDENT WORK

Student study: Group
Individual preparation of
readings, essays, problem
solving, seminars, papers,
reports, etc. to be presented
or submitted in theoretical
lectures, practical and/or
small-group tutoring sessions.

Work done on the university
e-learning platform
( www.plataforma.ucv.es )

R1-R8

1.7

Total

3.6

SYSTEM FOR ASSESSING THE ACQUISITION OF THE COMPETENCES
AND ASSESSMENT SYSTEM

Assessment Tool LEARNING OUTCOMES ASSESSED Peroontage
Active and
participatory class 25%
attendance. Attitudes R1, R2, R6y R7
shown in the
classroom.
Group work and
exposition: elaboration 30%

work and exposition:

R1, R2, R4, R5, R6y R7
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attitudes and skills

Diary of the sessions R1, R2, R3, R4, R5, R6, R7 15%

Written test:
development
guestions and case
study.

R1, R2,R3, R4, R5, R6 y R7 30%

Presential modality: It's essential to attend at least 80% of the theoretical-practical
sessions, in which all the aspects mentioned in the previous table will be scored.

* For this percentage to be applied, 80% class attendance is necessary (if not, the percentage of
the work will be 40% of the grade and the exam 60%).

The written test will be assessed with a theoretical-practical exam, having to achieve a minimum
grade of 5 in order to be able to take the average with the rest of the evaluation criteria in the
previous table.

Unique Evaluation: Exceptionally, students may opt for this assessment system if, for a justified
and accredited reason, they are unable to undergo the continuous assessment system and
request it from the dean's office within the first month of teaching. In this case, they will be
assessed in the following way: with theory and case study, preparation of analytical and
intervention work at group and individual level, research, analysis of materials/resources and
reflections

Mention of Distinction: In accordance with the regulations governing the assessment and
grading of subjects in force at UCV, the distinction of "Matricula de Honor" (Honours with
Distinction) may be awarded to students who have achieved a grade of 9.0 or higher. The
number of "Matriculas de Honor" (Honours with Distinction) may not exceed five percent of the
students enrolled in the group for the corresponding academic year, unless the number of
enrolled students is fewer than 20, in which case a single "Matricula de Honor" (Honours with 9
Distinction) may be awarded.

Exceptionally, these distinctions may be assigned globally across different groups of the same
subject. Nevertheless, the total number of distinctions awarded will be the same as if they were
assigned by group, but they may be distributed among all students based on a common
criterion, regardless of the group to which they belong.

The criteria for awarding "Matricula de Honor" (Honours with Distinction) will be determined
according to the guidelines stipulated by the professor responsible for the course, as detailed in
the "Observations" section of the evaluation system in the course guide.

Students each one have to choose one of thouse temes:
1) Game from 3 to 6 years old
2) Game from 6 to 12 years old
3) Game from 12 to 18 years old
4) Game with senior citizens
5) Game in people with disability
6) New game

* Other skills will be acquired and evaluated through the practice in schools.
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DESCRIPTION OF CONTENTS

COMPETENCES

1) Game as educative tool teori’s: Parlebas, Piaget...

2) Equipment, resources, space...for dinamize games

3) Game classification in order to different estructure.
Reading the book The 4 corners of the games (Parlebas):
classroom activities.

4) Educative objectives in games: tactics-tecnics,
cooperation —oposition, educative vision.

5) The animator figure

6) Goal theory perspective

7) Motor game, sportive game, popular game...

8) Multiculturalism through play.

9) Socio-educational and psychosocial intervention
strategies through play as an educational resource.

10) Current socio-educational themes: emotional intelligence,
multiple intelligences, new technologies, gender violence,
conduct disorders, ADHD and addictions.

R1, R2,R3, R4, R5, R6 y

R7

TEMPORAL ORGANIZATION OF LEARNING:

CONTENT/TEACHING UNIT

N°OF MEETINGS

1 Unique content/teaching

27
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