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Abstract

The rapid growth of social media and artificial intelligence (AI) has intensified infor-
mation disorder, highlighting the need for comprehensive Media and Information Liter-
acy (MIL) education. While game-based approaches are increasingly explored in MIL, re-
search has largely focused on student outcomes, with limited attention to teachers” and
facilitators” experiences of implementing non-digital experiential learning interventions,
despite the critical role of facilitation and reflection helping learners navigate information
environments. This study adopts a qualitative exploratory design to explore teachers” and
facilitators” perspectives on a board game-based experiential learning intervention for
MIL in Malaysian educational settings. Grounded in Kolb’s Experiential Learning Theory
and social constructivist principles, the board game was designed to simulate real-world
media dynamics, such as information circulation, audience influence, and ethical deci-
sion-making. Data were collected through four open-ended teacher feedback forms and
one face-to-face semi-structured reflective group interview involving eight facilitators,
and analysed using thematic analysis. Four themes emerged: (1) perceived pedagogical
value for supporting learner engagement, critical discussion, and applied understanding
of MIL concepts; (2) observed experiential and social learning processes characterised by
peer interaction, negotiation, and reflection; and (3) implementation challenges related to
facilitation demands, time constraints, and balancing competition with learning objectives
and (4) recommendations for enhancing implementation. Findings highlight the im-
portance of teacher facilitation and reflective debriefing in transforming gameplay into
meaningful MIL learning experiences and reveal key implementation challenges.

Keywords: Media and Information Literacy; experiential learning; non-digital
game-based learning; social constructivism; innovative pedagogy

1. Introduction

The fast-paced development of artificial intelligence (AI), algorithmic content distri-
bution, and social media platforms has further fuelled information disorder, including
misinformation, disinformation, and attention-driven content ecosystems (Bender 2024).
Within such environments, learners are no longer passive consumers of information but
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are required to critically evaluate content, recognise algorithmic influence (e.g., visibility,
targeting, and amplification), and make ethical judgment within complex digital ecosys-
tems (Buckingham 2019). Media and Information Literacy (MIL) has therefore become a
key educational priority in preparing learners for information environments, while also
contributing to Sustainable Development Goal 4 on quality education by fostering in-
formed, responsible, and participatory citizenship (UNESCO 2015).

In school contexts, however, MIL instruction often remains fragmented and concept-
heavy, with limited opportunities for students to engage in dialogue, collaboration, and
experiential problem-solving (Zou’bi 2021). In the Malaysian context, MIL is typically in-
tegrated across subjects rather than taught as a standalone discipline, which can result in
inconsistent emphasis on critical media analysis, ethical reasoning, and participatory com-
petencies needed to address contemporary information disorder (Hashim et al. 2022).

These challenges have been further shaped by post-pandemic educational shifts,
which accelerated reliance on digital and hybrid learning environments across Malaysian
schools (Thang et al. 2022). Although technology-mediated learning expanded access, it
also contributed to reduced peer interaction, passive learning behaviours, and digital fa-
tigue. These issues were not limited to the pandemic period but persist in many class-
rooms, particularly where digital inequality and limited resources constrain sustained en-
gagement (Keshavarz 2020). This highlights the need for pedagogical approaches that bal-
ance technology-rich learning environments with opportunities for active participation,
collaboration, and face-to-face interaction (Videnovik et al. 2024).

In response, emerging research highlights the potential of experiential and game-
based learning to enhance engagement and critical thinking (Epting and Hodges 2023).
However, most studies focus on digital game-based learning and student learning out-
comes, with limited attention to low-tech or non-digital alternatives such as board games,
particularly in MIL education (Sousa et al. 2024). Within this context, non-digital board
games (NDGBL) offer a promising yet underexplored pedagogical approach. As physi-
cally interactive and socially mediated learning tools, board games can simulate real-
world media dynamics such as information flow, audience influence, algorithmic visibil-
ity, and ethical decision-making in simplified but meaningful ways (Cortés et al. 2024).
Through structured gameplay and facilitation, learners can reflect on how media systems
shape attention, credibility, and information circulation, even without digital technologies
(Sousa and Costa 2019).

Despite these potential affordances, research on NDGBL for MIL remains limited,
particularly in terms of how teachers and facilitators design, implement, and mediate such
learning experiences (Ariya et al. 2025). Existing studies tend to prioritise student engage-
ment and learning outcomes, while overlooking educators’ perspectives on feasibility, fa-
cilitation demands, and pedagogical sustainability (Kaimara et al. 2021; Sousa and Costa
2019). This gap is critical, as teachers play a central role in translating experiential game-
based activities into meaningful learning through scaffolding, reflection, and classroom
adaptation (Jobert and Sanchiz 2025).

While experiential learning and social constructivist theories emphasise guided re-
flection, collaboration, and the role of the teacher as facilitator, there is limited empirical
evidence on how these principles are operationalised in non-digital MIL board game set-
tings, particularly in social media and digital information learning contexts where ethical
reasoning and critical media awareness are essential (Arnanteerakul and Asanok 2024).

In response to these gaps, this study developed and examined a non-digital board
game-based experiential learning intervention for MIL in Malaysian educational settings.
It explores teachers” and facilitators’ perspectives on how such an intervention supports
engagement, reflection, and learning processes, and how it is implemented within real
classroom constraints. By foregrounding educators” experiences, the study positions non-
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digital board games as a potentially sustainable and context-responsive pedagogical ap-
proach for MIL education.
Guided by this objective, the study addresses the following research questions:

1. How do teachers and facilitators perceive the pedagogical value of board game ex-
periential learning in supporting MIL instruction?

2. What experiential and social learning processes do teachers and facilitators observe
during board game implementation?

3. What challenges and recommendations do teachers and facilitators identify when
implementing non-digital board games for MIL education?

2. Literature Review
2.1. Pedagogical Challenges and Teacher Readiness

Media and Information Literacy (MIL) is widely recognised as a foundational com-
petence for functioning in today’s information environment affected by Al-driven algo-
rithm, misinformation and disinformation. UNESCO has described MIL as a set of com-
petencies that enable individuals to access, evaluate, use, create, and reflect on media and
information ethically and effectively (UNESCO 2015). In the Al era, these competencies
extend beyond information access to include the ability to recognise algorithm influence,
evaluate content credibility, understand audience targeting, and participate responsibly
in digital and civic spaces (Bender 2024).

Beyond critical evaluation, MIL has evolved from a predominantly analytical frame-
work toward one grounded in participatory culture. Drawing on Jenkins’ (2006) work,
current MIL education emphasises learners’ active roles as creators, collaborators, and re-
flective participants in media ecosystems. Therefore, effective MIL education requires
learning environments that encourage participation, dialogue, and shared meaning-mak-
ing rather than passive information consumption (Jenkins 2006).

Despite its growing importance, MIL instruction often remains content-focused and
transmissive, with limited opportunities for learners to apply critical judgement and eth-
ical reasoning in authentic contexts (Buckingham 2015; Zou’bi 2021). These challenges are
particularly evident in technology-mediated learning environments, where reduced inter-
action and passive learning behaviours may constrain opportunities for discussion and
reflection (Chan 2020; Keshavarz 2020). In Malaysia, students have generally adapted to
online and digital learning environments but continue to express a preference for face-to-
face learning due to greater interaction, motivation, and instructional support (Thang et
al. 2022).

From the perspective of teachers and facilitators, these developments present signif-
icant pedagogical challenges. Educators are increasingly expected to prepare learners for
complex information environments shaped by algorithm and social media while simulta-
neously fostering engagement, ethical reasoning, and critical thinking (Nascimento et al.
2023; Videnovik et al. 2024). However, studies on MIL integration indicate that teachers
often face limitations related to pedagogical confidence, facilitation skills, and access to
learning designs that support active and socially grounded learning experiences (Syatri-
ana et al. 2025; Tan and Rajendran 2024).

Research suggests that competencies such as ethical reasoning, critical analysis, and
responsible participation are more effectively developed through dialogue, reflection, and
applied decision-making rather than through transmissive instructional approaches alone
(Cernicova-Buca and Ciurel 2022; Zou’bi 2021). Consequently, the challenge faced within
MIL education is not merely one of curriculum content, but of pedagogical design. There
is an increasing need for learning approaches that enable learners to experience, negotiate,
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and reflect upon media-related issues in socially meaningful contexts while supporting
teachers in facilitating these processes (Buckingham 2019; Lundberg and Stigmar 2022).

To counter information disorder, researchers have increasingly combined MIL train-
ing with game-based interventions, particularly fake news games, to strengthen resilience
against misinformation (Micallef et al. 2021; Roozenbeek and van der Linden 2019). While
these games can improve awareness and engagement, many focus primarily on misinfor-
mation detection rather than deeper MIL competencies such as critical reflection and eth-
ical reasoning (Roozenbeek and van der Linden 2019). Furthermore, most existing inter-
ventions are digitally mediated, creating challenges related to accessibility, digital ine-
quality, and opportunities for face-to-face interaction (Fedorov and Levitskaya 2016).
Scholars therefore recommend integrating game-based interventions within broader MIL
curricula that emphasise collaboration, reflection, and active participation (Lewandowsky
and van der Linden 2021).

2.2. Experiential and Social Learning as Innovative MIL Pedagogy

Experiential Learning Theory (ELT), proposed by Kolb (1984), conceptualises learn-
ing as a cyclical process comprising Concrete Experience (CE), Reflective Observation
(RO), Abstract Conceptualisation (AC), and Active Experimentation (AE). Unlike other
knowledge transmission models, ELT views learning as an active and reflective process
where learners engage with experience, analyse their actions, construct meaning, and ap-
ply insights to new situations (Kolb 1984). These processes align closely with the goals of
MIL, which demand that learners critically analyse media messages, reflect on the conse-
quences, and make informed decisions in dynamic information environments.

Various studies in different disciplines have shown that experiential learning in-
creases learner motivation, critical thinking, and knowledge retention, especially when
learners are actively involved in decision-making and reflection in game-based learning
(Odendaal 2018). In MIL education, experiential approaches are especially relevant be-
cause they allow learners to engage directly with media-related issues, evaluate the con-
sequences of information practices, and connect abstract concepts to authentic situations
(Zou'bi 2021).

While ELT explains how learning occurs through experience and reflection, Vygot-
sky’s Social Constructivist Theory (SCT) emphasises the social nature of learning. Con-
cepts such as the Zone of Proximal Development (ZPD) and the More Knowledgeable
Other (MKO) highlight the importance of guided interaction, peer collaboration, and fa-
cilitation in supporting learners’ meaning-making processes (Vygotsky 1978). Through
discussion, negotiation, and shared problem-solving, learners construct understanding
collectively and develop higher-order thinking skills that may be difficult to achieve
through individual learning alone.

These principles are particularly important in MIL education, where learners must
interpret media messages, evaluate information credibility, discuss ethical dilemmas, and
understand social influence. Research suggests that competencies such as critical evalua-
tion, ethical reasoning, and reflective judgement are more effectively developed through
dialogue and collaborative inquiry than through transmissive instructional approaches
(Katanosaka et al. 2024; Tan and Rajendran 2024). However, opportunities for such inter-
action are often constrained within teacher-centred or technology-mediated learning en-
vironments (Keshavarz 2020).

Rather than functioning as separate frameworks, ELT and SCT offer complementary
perspectives for MIL education. ELT explains how learning develops through experience,
reflection, conceptualisation, and experimentation, while SCT emphasises the role of dia-
logue, collaboration, and scaffolding in supporting these processes. Guided by these prin-
ciples, the board game engages learners in media-related scenarios requiring ethical
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judgement and decision-making, followed by discussion, reflection, and application of
new insights. Throughout the process, teachers and facilitators act as More Knowledgea-
ble Others (MKO), supporting learning through questioning, debriefing, and guided in-
teraction within learners’ Zone of Proximal Development (ZPD). Figure 1 illustrates how
these theoretical principles were operationalised within the intervention of MIL game-
based learning design.

/ Active | Concrete \

Experimentation | Experience

'\\I Students adopt mediz

Students applied their I'/r roles and respond to

insights through |  Facilitats f‘?'”_‘:'_"""' Explain srensrio-based sthical
follow-up activites. Up activities | game rules dilemrmas.
[ Teacher as Mediator ] '-
Link specific — ] Facilitated dialogue,
gameplay events to DE'h'__'Ef!nE Sﬁﬁﬂ_ld'r_'é ethical quastoning
core MIL concepts. Conceptual linking | Questioning =nd guided peer

‘.\Ehicalﬁcilitatiﬂn GuideerfIE{tiﬂrl/a' interzcton.

Abstract | Reflective
\ Conceptualisation | Observation /

Figure 1. Operationalisation of Experiential Learning Theory and Social Constructivist Principles

within the MIL Board Game Intervention.

Consistent with ELT and SCT principles, board game-based learning environments
can provide learners with media-related scenarios that require strategic decision-making
and ethical judgement (Concrete Experience). Facilitated debriefing and peer discussions
encourage learners to reflect on the consequences of their decisions (Reflective Observa-
tion), while connections between gameplay and MIL concepts such as misinformation,
audience influence, and media ethics support conceptual understanding (Abstract Con-
ceptualisation). Learners then apply their insights through subsequent gameplay rounds
and follow-up learning activities (Active Experimentation). Throughout this process,
teachers and facilitators act as MKOs by scaffolding discussion, guiding reflection, and
supporting collaborative learning within learners” ZPD.

By integrating experiential learning with social constructivist principles, the board
game creates opportunities for learners to evaluate information, negotiate perspectives,
reflect on ethical dilemmas, and collaboratively construct understanding. This integrated
framework provides the theoretical foundation for examining how non-digital board
game-based learning can support critical, ethical, and socially informed MIL education.

2.3. Non-Digital Board Games as Sustainable Experiential Tools for MIL Instruction

Digital game-based learning (DGBL) has received considerable attention for its abil-
ity to enhance engagement, immersion, and interactive learning. However, its implemen-
tation often faces challenges related to technology access, infrastructure requirements,
cognitive overload, and reduced face-to-face interaction, particularly in under-resourced
educational contexts (Ip and Cooperstock 2011; Kaimara et al. 2021). These limitations
have prompted increasing interest in non-digital game-based learning (NDGBL) as a more
accessible and sustainable alternative.
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Non-digital board game offer unique pedagogical affordances that align closely with
the goals of MIL (Arnanteerakul and Asanok 2024). Unlike many technology-mediated
learning environments, board games naturally encourage dialogue, peer interaction, ne-
gotiation, and collaborative problem-solving (Sato and De Haan 2016). Through face-to-
face participation, learners are required to justify decisions, evaluate alternative view-
points, and collectively construct meaning, supporting deeper engagement with complex
social and ethical issues (Bayeck 2020). These characteristics also resonate with participa-
tory approaches to MIL education (Jenkins 2006). Current MIL frameworks increasingly
emphasise learners not only as consumers of information but also as active participants in
media ecosystems who must evaluate content, negotiate perspectives, and make respon-
sible decisions (UNESCO 2013). Board games provide opportunities for learners to as-
sume such participatory roles within structured learning environments. Through role-
playing, discussion, and decision-making, learners can experience the consequences of
media-related actions while reflecting on issues of credibility, influence, audience engage-
ment, and ethical responsibility (Arnanteerakul and Asanok 2024; Sato and De Haan
2016).

Research on game-based learning consistently demonstrates that collaboration, feed-
back, and structured reflection contribute to learner engagement, motivation, and critical
thinking (Mai et al. 2024; Videnovik et al. 2024). When combined with experiential learn-
ing principles, board games can create environments in which learners actively test ideas,
receive immediate feedback, and refine their understanding through iterative cycles of
action and reflection (Envick 2023). Such learning processes are particularly relevant to
MIL, where ethical reasoning and critical evaluation often emerge through discussion and
shared inquiry rather than through individual content acquisition alone. However, the
educational value of game-based learning depends largely on effective facilitation. Struc-
tured guidance, collaborative discussion, and reflective debriefing help learners connect
gameplay experiences to broader learning objectives, regardless of their prior gaming ex-
perience (Kiili 2006). In MIL education, facilitation is especially important for ensuring
that learners move beyond task completion or competitive success towards deeper reflec-
tion on media practices, ethical decision-making, and critical understanding of infor-
mation environments (Zou’'bi 2021).

Building on these principles, non-digital board games can also provide learners with
opportunities to engage with contemporary media challenges associated with digital in-
formation environments (Bender 2024; Buckingham 2019). Through role-playing, sce-
nario-based decision-making, and simulated media interactions, board games can repre-
sent issues such as information circulation, audience influence, media bias, algorithmic
visibility, and ethical communication in simplified but meaningful ways. Such experien-
tial simulations allow learners to explore the consequences of media-related decisions
while developing critical awareness of how information is produced, distributed, and con-
sumed in contemporary society. To support these learning processes, this study employed
the Follow Me board game, which was designed to operationalise key MIL competencies
through role-playing, collaborative decision-making, and reflective discussion. Table 1 il-
lustrates the alignment between selected MIL competencies and the corresponding game-
play mechanics embedded within the intervention.

Table 1. Alignment of MIL Competency and board game mechanism.

MIL Competency Board Game Mechanism

Media influence and bias Media role-play (e.g., influencer, podcaster, citizen journalist).

Audience awareness Demographic follower cards and audience targeting mechanics.

Ethical reasoning Ethics point system and ethical dilemma scenarios.
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Fact-checking and event cards involving information verifica-
tion.

Critical evaluation

Responsible participation Collaborative decision-making and reflection activities.

3. Methodology

This study uses qualitative exploratory research to investigate the pedagogical af-
fordances and challenges of non-digital board game-based experiential learning for MIL.
As this study focuses on the perspectives of teachers and facilitators, teaching practices,
and observed learning processes rather than student’s learning outcomes, the adoption of
qualitative methods is appropriate. This design allows for a thorough investigation of how
experiential learning processes are enacted and mediated in authentic classroom settings
(Merriam and Tisdell 2016).

The study is guided by Kolb’s Experiential Learning Theory (ELT) and social con-
structivist principles, which informed the design of the board game intervention and the
analytical framework for interpreting participants’ responses.

3.1. Context and Intervention Design

The intervention employed the Follow Me board game, a purpose-designed non-dig-
ital serious game developed by ARUS Academy to support MIL learning. The game was
designed based on the theoretical framework presented in Figure 1 and aligns with
UNESCO MIL learning outcomes, in particular: (1) understanding the role of media and
its influence on society, (2) critically evaluating information authenticity, and (3) applying
ethical judgement in information sharing and communication.

The game simulates contemporary media ecosystems by requiring players to assume
media-related roles such as social media influencers, citizen journalists, podcasters, etc.
Each role possesses unique abilities and hidden agendas that influence gameplay deci-
sions. Players compete to attract followers while balancing ethical responsibilities and me-
dia influence. Gameplay incorporates several mechanics intended to represent real-world
media dynamics. Demographic follower cards simulate audience segmentation and tar-
geting, while event cards introduce media-related scenarios involving misinformation, se-
lective reporting, fact-checking, and ethical dilemmas. Players accumulate followers
through strategic decisions, reflecting audience reach and visibility within media environ-
ments. Ethical points are awarded or deducted based on decisions made during game-
play, encouraging learners to consider the consequences of information-sharing practices
(refer to Table 1).

The board game comprises channel cards, event cards, action cards, secret agenda
cards, follower cards, ethics tokens, and influence tokens. The gameplay component typ-
ically lasts 60-90 min, depending on the number of players and the pace of discussion.
The complete educational intervention was delivered over approximately three hours
through a structured experiential learning process based on Kolb’s Experiential Learning
Theory. The intervention consisted of three workshop sessions: (1) orientation and trial
gameplay (Concrete Experience), (2) full gameplay followed by facilitated reflection and
conceptual debriefing (Reflective Observation and Abstract Conceptualisation), and (3)
application activities (Active Experimentation) (see Table 2). The sessions progressively
guided learners through gameplay, reflection, strategy development, and discussion of
real-world media issues. During the intervention, students typically played in groups of
five to eight participants, supported by teachers and facilitators who guided discussions,
clarified rules, and facilitated reflective debriefing activities. The winning condition re-
quires players to achieve the highest combination of audience influence and strategic suc-
cess while maintaining ethical credibility, thereby reinforcing the tension between popu-
larity and responsible media practice.
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Table 2. Experiential learning process of the MIL board game intervention.

Session Duration ELT Stage Learning Activities

Teacher introduces the game objectives, roles,
and rules. Students participate in a trial

1 30min Concrete Experience round of gameplay, engage in peer interac-
tion, and experience media-related decision-
making scenarios.

Students complete the full gameplay (60
Reflective Observa- min), followed immediately by facilitated de-

2 90 min tion to Abstract Con-briefing (30 min) in which gameplay experi-
ceptualisation  ences are reflected upon and linked to MIL
concepts.

Students apply newly developed concepts
and strategies by designing MIL responses,
Active Experimenta- gamified learning activities, or project ideas.
tion Interactive discussions of real-world cases en-
courage learners to transfer and apply their

3 60 min

understanding to authentic media contexts.

3.2. Data Collection and Participants

The educational workshops were conducted between October 2023 and March 2024
as part of a media literacy programme. The study involved 12 participants comprising 4
teachers (T1-T4) and 8 facilitators (F1-F8) across five educational settings in Malaysia.
Throughout the study, participants were informed of the research purpose before partic-
ipation, participation was entirely voluntary, and written informed consent was obtained
from all participants before any research data were collected. Purposive sampling was
employed to recruit participants who were directly involved in implementing, facilitating,
or observing the MIL board game intervention (Babbie 2021). In qualitative exploratory
research, participant selection prioritises information-rich individuals who can provide
meaningful insights into the phenomenon under investigation rather than statistical rep-
resentativeness (Merriam and Tisdell 2016). Participants were therefore selected based on
their direct experience with implementing and facilitating the intervention.

The intervention was conducted across diverse educational contexts, including 4 sec-
ondary schools and a tertiary-level institution, representing both urban and geograph-
ically dispersed regions of Malaysia. The school-based implementations were conducted
within co-curricular, media literacy, or enrichment learning activities involving students
from diverse educational and socio-cultural backgrounds. Student group sizes ranged
from 26 to 111 participants, which resulted in different facilitation demands and group
management requirements (refer to Table 3). Although the educational settings varied in
terms of institutional type, class size, and geographical location, the same board game,
facilitation materials, and experiential learning structure were used across all sites. Teach-
ers and facilitators followed a common implementation procedure consisting of gameplay,
guided reflection, debriefing, and discussion activities based on Kolb’s ELT.

This study focused exclusively on the perspectives of the participating teachers and
facilitators. Although students participated in the educational workshops, they were not
research participants for this manuscript. Accordingly, no student questionnaires, inter-
view, demographic information, identifiable data, photographs, recordings, or student-
generated artefacts were used in the analyses or reported in this paper.

Information regarding participants’ years of teaching experience and prior experi-
ence with game-based learning was not systematically collected because these variables
were not part of the participant selection criteria. As the four teachers were recruited from
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four different educational sites, whereas the eight facilitators were recruited from the
Kuala Lumpur implementation, differences between teachers and facilitators may also re-
flect contextual differences in implementation settings. This limitation should be consid-
ered when interpreting the findings.

Table 3. Research sites and participants.

Number of s ..
Date Students Type of Institution Participants  Data Type
Feedback
5 October 2023 29 Secondary School, Sabah 1 teacher (T1) f(jrems ac
12 October Feedback
2023 28 Secondary School, Kedah 1 teacher (T2) forms
21 October Feedback
2023 50 College, Selangor 1 teacher (T3) forms
15 November Feedback
2023 26 Secondary School, Sarawak 1 teacher (T4) forms
9 March 2024 11 Secondary School, Kuala 8 facilitators Reﬂfec’ave in-
Lumpur (F1-E8) terview

Qualitative data were collected using two complementary sources: open-ended writ-
ten feedback forms completed by teachers and a semi-structured reflective group inter-
view with facilitators.

Immediately following each board game intervention, one teacher from each partic-
ipating educational institution completed an open-ended feedback form, resulting in four
written responses (T1-T4). Following the final workshop in Kuala Lumpur, all eight facil-
itators (F1-F8) participated in a face-to-face semi-structure reflective group interview con-
ducted immediately after the intervention at the same institution for around 20-30 min
and was conducted by the first author using a common interview guide (Creswell and
Poth 2024). The relatively short duration was intentionally adopted to capture partici-
pants’” immediate reflections while minimising cognitive fatigue after facilitating the
workshop.

The discussion was facilitated by the same researcher using a series of guiding ques-
tions aligned with the study’s research questions, encouraging participants to share their
experiences of facilitating the board game, challenges encountered during implementa-
tion, observations of students’ learning behaviours, and suggestions for improving the
intervention. The discussion was audio-recorded with participants’ consent and tran-
scribed verbatim.

Both the written feedback and the reflective group discussion were conducted in Chi-
nese, the participants’ preferred language. Quotations reported in this paper were trans-
lated into English using Google Translate, after which the translated excerpts were re-
viewed and compared with the original Chinese text by the research team to ensure se-
mantic accuracy and consistency.

The feedback prompts and discussion guide were developed based on the study’s
research questions and the theoretical framework underpinning the intervention. Specifi-
cally, participants were invited to reflect on: (RQ1) the perceived pedagogical value of the
MIL board game, (RQ2) observed experiential and social learning processes, and (RQ3)
implementation challenges and recommendations for improving the intervention. The in-
struments were validated by three experts, comprising two MIL practitioners and one ac-
ademic researcher. The experts evaluated the instruments for content relevance, clarity,
wording, and alignment with the research objectives. Based on their feedback, ambiguous
questions were refined, wording consistency across language versions was improved, and
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alignment with the research objectives was strengthened before the instruments were final-
ised. The complete feedback prompts and interview guide are provided in Appendix A.

The researchers provided orientation and implementation support throughout the
workshop but did not evaluate participants’ performance. Participants were informed
that the purpose of the study was to understand their implementation experiences and
perspectives, and they were encouraged to share both strengths and challenges associated
with the intervention. Although researcher involvement in the implementation may have
influenced participants’ responses, efforts were made to encourage open and honest re-
flection by emphasising that there were no right or wrong answers and that both favour-
able and critical feedback were equally valued. Participation was voluntary, informed
consent was obtained, and participant anonymity was maintained with identification
codes (e.g., T1-T4; F1-F8).

3.3. Data Analysis

Data were analysed using thematic analysis guided by Braun and Clarke’s six-phase
framework (Braun et al. 2019). The analysis adopted a hybrid thematic approach, combin-
ing inductive coding with theoretically informed interpretation (Fereday and Muir-
Cochrane, 2006). Initial codes were generated inductively from participants’ accounts to
capture patterns grounded in the data. During the later stages of analysis, the concepts of
MIL, ELT and SCT were used as sensitising concepts to support interpretation of the
emerging themes rather than as predetermined coding categories.

The analysis process included the following steps: (1) Familiarisation with interview
transcripts and written feedback through repeated reading; (2) generation of initial de-
scriptive codes representing meaningful units of data; (3) grouping related codes into pre-
liminary categories and candidate subthemes based on conceptual similarity; (4) review-
ing and refining subthemes and themes against the complete dataset to ensure internal
coherence and clear distinctions between themes; (5) defining and naming the final themes;
and (6) interpreting the themes in relation to the study’s conceptual framework and re-
search questions.

The first author conducted the primary coding and theme development. The prelim-
inary coding framework, theme definitions, and representative quotations were subse-
quently reviewed and discussed among the research team to refine the thematic interpre-
tation. Any differences in interpretation were resolved through discussion until agree-
ment was reached regarding the final thematic structure. These discussions aimed to
strengthen the credibility and coherence of the analysis rather than establish inter-coder
reliability. To enhance trustworthiness, data triangulation was conducted by comparing
findings across feedback forms and semi-structured group interview. Credibility was
strengthened through iterative theme review and researcher discussion. Dependability
was supported through systematic documentation of coding and analytical decisions,
while confirmability was enhanced by grounding interpretations in participants’ re-
sponses and representative quotations. To preserve anonymity, participants are identified
using codes (e.g., T1-T4 for teachers and F1-F8 for facilitators).

4. Results

The thematic analysis identified four interrelated themes that addressed the three
research questions: (1) perceived pedagogical value of the MIL board game, (2) observed
experiential and social learning processes, (3) implementation challenges, and (4) recom-
mendations for improving implementation (Table 4). These themes were developed from
teacher feedback forms and facilitator reflective interview. While both participant groups
generally viewed the intervention positively, they emphasised different aspects of the im-
plementation. Teachers primarily reflected on the board game’s educational value and its
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potential to support MIL learning (T1-T4), whereas facilitators focused more on the learn-
ing process, classroom implementation, and practical considerations that influenced stu-
dent engagement (F1-F8). Divergent perspectives were also identified, particularly re-
garding the extent to which the board game alone could promote meaningful MIL learn-

ing.

Table 4. Summary of thematic findings and their alignment with the research questions.

Theme Subtheme Representative Quote Participants Question
Engagement Learning through game play in- T1
and interest creases students’ interest...

Enjoyment Students enjoy themselves 12
. Students aware of every media... T1
Audience - ) better understand th
Perceived awareness b oo naersta € T4
edagogical role... RQ1
P Vaglu%: Critical think- Students heavily engage in criti- T1
ing cal thinking...
Ethical reason- ... useful for emphasising the ™
ing ethics implicit in media literacy...
Responsible ...discuss the best solution in dif- Fa
participation ferent perspectives...
... to listen other people’s point
Collaboration of view...make decision not only F2
and peer dis- from their own standpoint.
Observed ex- cussion  Player needs to discuss with T4
eriential other teammates ...
rienti
zI:n q zocia;l Applifed learn- ...apply what they are under- T4 RQ2
. ing standing...
learning pro- 5 - - .
Meaningful ex- ...provide meaningful experi-
cesses . T4
perience  ences to the players.
... gui tsi ti
Guided learn- guide studen s in conne.c ing
in concepts to real-life scenarios... E8
8 and fostering reflective thinking.
Resource con- One facilitator overseeing two 1l
) groups...
straints - -
...time constraint F5
Implementa- _. Some grasp concepts quickly
D 1
tion chal- —  croc CAMEL | others become bored or unable F2
readiness
lenges to keep up.
... Players focus on gaining follow-
Competition . .
. ers and points... overlooking the T3
versus ethics . o
ethical choices involved RO3
Facilitator ~ Facilitators require through train- F8
training  ing...
Require more TIME to play... T2
Extended time Reflection time should be ex-
Recommen- F5
. tended...

dations - -

...simplify the games rule. F6
Rule simplifica-Explanation of the game with
tion written or video form may be T1

easier...
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Additional

gamification el- " awarding points, badges, and

leaderboards... F3

ements

4.1. Perceived Pedagogical Value of the MIL Board Game Experiential Learning

Teachers generally perceived the board game as a valuable pedagogical tool for in-
troducing and exploring Media and Information Literacy (MIL) concept. Three teachers
(T1, T2 and T4) regarded the board game as a suitable tool for MIL education, highlighting
its ability to increase student engagement, support understanding of media concepts, and
provide meaningful learning experiences.

Teachers from different sites reported that the game-based format increased stu-
dents’ interest and engagement with topics that are often perceived as abstract or difficult
to teach through conventional instruction. One teacher noted that “learning through game
play increases students’ interest in knowing more about MIL” (T1), while another ob-
served that students “enjoy themselves” (T2) during the learning process.

Teachers also perceived that the board game supported students” understanding of
media-related concepts and the role of media in society. As one teacher explained, stu-
dents became aware that “every media has its own agenda and audience” (T1). Similarly,
T4 commented that the board game “can help players better understand the role of media
and apply what they understand during the MIL board game.” These observations sug-
gest that educators perceived the board game as helping students relate gameplay to au-
thentic media practices.

Participants further observed that gameplay encouraged critical thinking and ethical
decision-making. T1 explained that “students heavily engage in critical thinking because
each card is interconnected. Students need to gain followers but must also maintain ethics
in the game.” Likewise, T2 regarded the game as “useful” for supporting MIL learning
and recognised that it emphasised ethical considerations throughout gameplay. From the
facilitators’” perspective, role-based discussion encouraged students to “discuss the best
solution in different perspectives based on their role” (F4), suggesting that the board game
promoted collaborative decision-making and responsible participation.

However, not all teachers viewed the educational value of the board game in the
same way. T3 questioned whether the board game alone was sufficient to develop MIL
knowledge, observing that some players focused primarily on gaining followers and max-
imising game outcomes rather than engaging with the educational content embedded in
game. As T3 explained, “these players don’t invest time in reading the content on action
cards. Instead, they quickly assess the types of followers to place tokens on and take note
of whether they will earn or lose ethical points” Consequently, T3 regarded the interven-
tion as “a useful introduction to media literacy for students,” but considered that it
“doesn’t delve deeply into the subject.” This contrasting perspective suggests that, while
the board game was generally perceived as a valuable pedagogical tool, its educational
value may depend on how learners engage with the instructional content and the extent
to which gameplay supports deeper reflection beyond game mechanics.

4.2. Observed Experiential and Social Learning Processes

One teacher (T4) and the facilitators (F2 and F8) described how the board game sup-
ported experiential and social learning through collaboration, application of knowledge,
and guided facilitation. While T4 reflected on students’ learning experiences during game-
play, the facilitators placed greater emphasis on peer interaction and guided discussion
as important components of the learning process.

T4 observed that the board game encouraged students to work collaboratively, ex-
plaining that “players need to discuss with other teammates if they are playing in a group.”
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The teacher further commented that the board game “can help players better understand
the role of media and apply what they understand during the MIL board game” and that
it “provides meaningful experiences to the players.” These observations suggest that,
from the teacher’s perspective, the board game created opportunities for students to apply
media-related concepts through collaborative gameplay.

Facilitators similarly highlighted the importance of peer discussion during gameplay.
As F2 explained, students were encouraged to “listen other people’s point of view and
make decision not only from their own standpoint” (F2), suggesting that collaborative
discussion enabled learners to consider different perspectives before making decisions.

Facilitators also emphasised the importance of guided learning throughout the inter-
vention. According to F8, effective implementation required facilitators to support stu-
dents in “connecting concepts to real-life scenarios and fostering reflective thinking.” Par-
ticipants reported that opportunities for debriefing, questioning, and discussion helped
students relate gameplay experiences to broader media literacy issues and real-world in-
formation environments.

4.3. Implementation Challenges and Pedagogical Tensions

Despite the perceived pedagogical value of the intervention, participants identified
several challenges affecting implementation.

One challenge concerned the balance between competition and learning objectives.
T3 observed that some students prioritised accumulating followers and maximising game
outcomes over engaging with the educational content and ethical considerations embed-
ded within the gameplay. As T3 explained, “Players tended to focus on gaining followers
and points, often overlooking the ethical choices involved.”

Facilitators primarily highlighted practical implementation issues. F1 noted that lim-
ited facilitator support affected classroom management, commenting that “one facilitator
overseeing two groups of students is overwhelming.” This observation suggests that large
group sizes and limited facilitator-to-student ratios may reduce opportunities for discus-
sion, monitoring, and individual guidance during gameplay.

Additional challenges included differences in students” prior knowledge and learn-
ing pace. As noted by F2, “Some grasp concepts quickly while others become bored or
unable to keep up.” Participants also reported occasional confusion regarding game rules
and card functions, particularly during initial gameplay sessions (F6 and T1).

Time limitations were another recurring concern. Facilitators observed that students
sometimes focused on completing gameplay rather than engaging in deeper reflection.
According to F5, “The time is not enough for the students reflect when they are focusing
in the game.”

4.4. Recommendations for Enhancing the Learning Design
Participants proposed several recommendations for improving the intervention:

e  Facilitator Training: Facilitators emphasised the importance of professional prepara-
tion for guiding discussions and reflection. As one stated, “Facilitators require thor-
ough training to effectively guide students in connecting concepts to real-life scenar-
ios and fostering reflective thinking” (F8).

e  Extended Reflection Time: Participants recommended extending reflection sessions
and providing additional opportunities for discussion. One facilitator suggested that
“Reflection time should be extended to allowing students to share the case and relate
them to real-life media environment” (F5).

e Rule Simplification: Suggestions included simplifying rules, reducing explanation
time, and providing additional instructional materials. For example, “The game’s
rules were too complicated for the students, suggested simplify the games rule” (F6).
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e Additional Gamification Elements: Participants also suggested incorporating com-
plementary gamification elements and integrating the board game into broader MIL
activities. As one stated, “Teachers can enhance the classroom experience by incor-
porating gamification elements such as providing instructions, awarding points,
badges, and leaderboards to encourage desired behaviours. This approach fosters a
sense of challenge, competition, and community among students” (F3).

5. Discussion
5.1. Perceived Pedagogical Value from Educators’ Perspectives

The findings suggest that most teachers perceived the board game as a valuable ped-
agogical tool for supporting MIL instruction. Rather than simply increasing student en-
joyment, they observed that gameplay encouraged learners to engage with media-related
issues, including audience segmentation, media agendas, information dissemination, and
ethical decision-making. These observations support previous studies suggesting that ex-
periential and game-based learning can increase learner engagement while promoting
deeper meaning-making processes (Ariya et al. 2025; Kiili 2006; Odendaal 2018).

Teachers also perceived that the board game encouraged students to move beyond
passive information consumption by engaging with media-related problems through dis-
cussion and decision-making. From their perspective, gameplay provided opportunities
for learners to consider how media content is produced, distributed, and interpreted by
different audiences. These observations are consistent with contemporary MIL frame-
works, which emphasise critical evaluation, ethical reasoning, and responsible participa-
tion in increasingly complex information environments (Jenkins 2006; UNESCO 2015). In
the context of information disorder, where learners must navigate competing information
sources, algorithmic visibility, and audience targeting, such participatory learning expe-
riences may provide meaningful opportunities to explore authentic media-related issues
(Bender 2024; Buckingham 2019).

However, the findings also indicate that teachers did not hold identical views regard-
ing the educational role of the board game. While most teachers regarded it as an effective
pedagogical tool, one teacher questioned whether gameplay alone was sufficient to pro-
mote deeper MIL learning. This participant observed that some students concentrated pri-
marily on gaining followers and maximising game outcomes rather than engaging with
the educational content embedded within the action cards, suggesting that the board
game functioned more effectively as an introduction to MIL than as a standalone instruc-
tional approach. This contrasting perspective highlights that learner engagement with
game mechanics does not necessarily translate into meaningful engagement with the in-
tended learning objectives.

Taken together, these findings suggest that educators generally perceived the board
game as a promising pedagogical tool for supporting MIL education. At the same time,
the differing perspectives indicate that the educational value of the intervention may de-
pend not only on the game design itself but also on the conditions under which learning
is facilitated. This issue is explored further through the educators’ descriptions of the
learning process in relation to Experiential Learning Theory (ELT) and Social Construc-
tivist Theory (SCT).

5.2. Interpreting Educators’ Perception Through ELT and SCT

While teachers focused primarily on the educational value of the board game, facili-
tators drew attention to the learning processes occurring during implementation. Their
reflections emphasised peer discussion, guided questioning, reflection, and connections
between gameplay and real-world media contexts. These educator accounts can be inter-
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preted as broadly consistent with principles of Experiential Learning Theory (Kolb 1984)
and Social Constructivist Theory (Vygotsky 1978).

Facilitators described students discussing alternative viewpoints, negotiating deci-
sions, and relating gameplay to authentic media situations. Similarly, one teacher ob-
served that students applied their understanding of media roles during gameplay. These
accounts are broadly consistent with experiential learning processes described by ELT,
although the present study did not directly assess conceptual change or learners’ progres-
sion through each stage of the experiential learning cycle. As the intervention was inten-
tionally designed around Kolb’s experiential learning cycle, these findings are interpreted
as educators’ perceptions of learning processes that align with ELT rather than evidence
that every learner experienced the complete experiential learning cycle.

The facilitators also highlighted the importance of dialogue and peer interaction
throughout gameplay. Students were encouraged to consider different viewpoints and
justify their decisions, while facilitators guided them to connect gameplay with real-world
media contexts. These practices are consistent with the collaborative learning principles
of SCT and reflect the supportive role that educators can play in facilitating knowledge
construction through dialogue and shared experiences (Mai et al. 2024; Tan and Rajendran
2024). Rather than positioning facilitators as directly operating within each learner’s Zone
of Proximal Development, the findings suggest that participants perceived facilitator
guidance as supporting collaborative reflection and meaning making during gameplay.

5.3. Facilitation as a Critical Condition for Meaningful Learning

A key finding reveals the importance of facilitation in supporting meaningful learn-
ing. While most teachers regarded the board game as an effective pedagogical tool, one
teacher questioned its value as a standalone instructional approach, observing that some
students focused primarily on game mechanics rather than the educational content. Facil-
itators’ reflections provide further insight into this concern by emphasising that meaning-
ful learning depended on guided discussion, questioning, and opportunities for reflection
throughout the intervention.

Facilitators described encouraging students to explain their reasoning, consider al-
ternative viewpoints, and relate gameplay experiences to authentic media situations.
These practices were perceived as helping students move beyond completing game tasks
towards discussing broader MIL concepts such as media agendas, audience perspectives,
misinformation, and ethical decision-making. This interpretation is consistent with previ-
ous research highlighting the importance of structured facilitation and reflective dialogue
in experiential and game-based learning environments (Lundberg and Stigmar 2022; Nas-
cimento et al. 2023).

Consequently, these findings suggest that the educational value of non-digital board
game-based learning lies not only in the game design itself but also in how educators fa-
cilitate reflection, dialogue, and collaborative meaning-making. Rather than functioning
as a standalone instructional tool, the board game appears to be most effective when inte-
grated into broader teaching activities that support learners in connecting gameplay ex-
periences with MIL concepts.

5.4. Competition, Ethics, and Design Implications

An important pedagogical tension identified by participants concerned the relation-
ship between competitive gameplay and ethical learning objectives. Although the fol-
lower accumulation and scoring systems successfully motivated participation, teacher ob-
served that some students prioritised winning over ethical reflection.

This tension is particularly relevant to MIL education because contemporary media
environments frequently reward visibility, engagement, and popularity rather than accu-
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racy or ethical responsibility (Bender 2024; Tiernan et al. 2023). In this respect, the game
mirrors the dynamics of real-world media ecosystems, where audience reach and atten-
tion can sometimes take precedence over responsible information practices. Rather than
representing solely a limitation of the game design, educators perceived this tension as an
opportunity to encourage discussion about the trade-offs between influence, audience en-
gagement, and ethical communication (Buckingham 2019; Cernicova-Buca and Ciurel
2022).

Nevertheless, participants suggested that competitive mechanics can occasionally
overshadow deeper learning objectives if not adequately scaffolded. These findings echoe
Kiili’s (2006) observation that competitiveness can overwhelm learning objectives if not
appropriately scaffolded. Accordingly, participants recommended complementing game-
play with guided discussion and structured reflection to help students critically examine
their decisions and relate them to broader MIL concepts.

Future iterations of the board game may therefore benefit from strengthening ethical
incentives, increasing the weighting of ethics-related outcomes, or incorporating addi-
tional reflection checkpoints throughout gameplay. Such refinements may help ensure
that competitive engagement remains aligned with broader MIL learning objectives.

5.5. Contextual Constraints and Implications for Implementation

Findings of this study also highlight several contextual factors that influence imple-
mentation, including large class sizes, limited game resources, insufficient facilitator sup-
port, and restricted reflection time. These constraints appear to affect learners’ opportuni-
ties for discussion, reflection, and conceptual understanding across different stages of
Kolb’s experiential learning cycle.

Viewed through the lens of ELT, these implementation constraints may reduce op-
portunities for experiential learning processes such as collaborative discussion, guided
reflection, and application of learning. However, the present study explored educators’
perceptions of the implementation rather than learners” progression through individual
stages of the experiential learning cycle. As such, these observations are best understood
as contextual factors that may influence how experiential learning activities are enacted
in practice.

These findings resonate with broader concerns regarding post-pandemic education,
where teachers continue to balance technology-mediated learning with the need for mean-
ingful face-to-face interaction and sustained learner engagement (Keshavarz 2020; Vi-
denovik et al. 2024). Within this context, non-digital board games may offer a practical
complement to technology-rich learning environments by encouraging collaborative
problem-solving, dialogue, and shared meaning-making.

Overall, the findings suggest that successful implementation depends not only on the
design of the board game but also on adequate facilitator preparation, sufficient opportu-
nities for reflection, and adaptation to local classroom contexts. Rather than functioning
as a standalone instructional tool, it is best implemented as part of a broader MIL instruc-
tional framework that combines gameplay with guided discussion and reflective learning
activities.

6. Conclusions and Implications

This study contributes to research on innovative teaching and learning by exploring
teachers’” and facilitators’ perspectives on non-digital board game-based experiential
learning for MIL education (Chan 2020; Nascimento et al. 2023; Syatriana et al. 2025). In
response to challenges associated with information disorder and evolving post-pandemic
learning environments (Bender 2024; Keshavarz 2020; Tiernan et al. 2023), results suggest
that teachers and facilitators perceived non-digital board games as a promising pedagog-
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ical approach for supporting engagement, discussion, and ethical reflection in MIL edu-
cation.

In relation to RQ1, teachers and facilitators generally perceived the board game as a
valuable pedagogical tool for introducing MIL concepts and for encouraging learner en-
gagement, audience awareness, critical thinking, and ethical reasoning. Regarding RQ2,
teachers and facilitators observed experiential and social learning processes such as col-
laboration, discussion, perspective-taking, and reflective meaning-making during game-
play. For RQ3, teachers and facilitators identified several implementation challenges and
recommendations, including the importance of facilitation, reflection time, classroom re-
sources, and balancing competitive gameplay with ethical learning objectives. Partici-
pants also proposed several recommendations for implementation, including facilitator
training, extended reflection time, rule simplification, and the incorporation of additional
gamification elements.

The study extends existing MIL and game-based learning literature by highlighting
the role of educators in facilitating experiential learning processes (Arnanteerakul and
Asanok 2024; Tan and Rajendran 2024; Zou’bi 2021). Rather than focusing solely on
learner engagement, teachers and facilitators evaluated the intervention in terms of feasi-
bility, instructional alignment, and classroom implementation. Their perspectives rein-
force experiential and social constructivist views that position educators as designers and
mediators of learning through guided discussion, reflection, and scaffolding (Chan 2020;
Epting and Hodges 2023).

From a practical standpoint, the findings suggest that board game-based MIL inter-
ventions should be integrated into broader instructional frameworks rather than imple-
mented as standalone activities. Participants emphasised the importance of facilitator
preparation, structured reflection, and contextual adaptation as implementation condi-
tions that may help foster opportunities for ethical reasoning and critical awareness, ra-
ther than superficial engagement (Nascimento et al. 2023; Sousa and Costa 2019).

Several limitations should be acknowledged. First, the study involved a small pur-
posive sample of teachers and facilitators across five educational settings and relied pri-
marily on participants’ perceptions and observations rather than direct measures of stu-
dent learning outcomes. As a qualitative exploratory study, the findings should therefore
be interpreted as contextually grounded insights rather than statistically generalisable ev-
idence.

Second, participant characteristics relevant to facilitation, such as teaching experi-
ence, years of service, and prior experience with game-based learning, were not system-
atically collected. These factors may have influenced participants’ perceptions and facili-
tation practices. Participant role was partially confounded with research site, as the four
teachers represented four different educational settings, whereas all eight facilitators par-
ticipated in the final workshop conducted in Kuala Lumpur. Consequently, differences
between teachers and facilitators may also reflect contextual differences in institutional
setting, learner characteristics, class size, or implementation conditions rather than partic-
ipant role alone.

Third, student perspectives were not examined in this study, and the novelty of the
board game intervention may have influenced participants’ perceptions. In addition, alt-
hough the researchers provided implementation support rather than evaluating partici-
pants’ performance, their involvement may have influenced participants’ responses de-
spite efforts to minimise social desirability bias.

Finally, the semi-structured reflective group interview was intentionally brief (20-30
min) to capture participants’ immediate post-intervention reflections while minimising
cognitive fatigue. Although this approach was appropriate for the study’s objective of ob-
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taining focused evaluations of the intervention, it may have limited the depth of broader
contextual insights.

Overall, the findings suggest that non-digital board game-based experiential learning
has pedagogical potential as a low-technology and socially interactive approach for MIL
education. However, its educational value appears to depend on effective facilitation, op-
portunities for reflection, and appropriate classroom conditions. Future research could
build on these findings by incorporating student perspectives and employing longitudi-
nal, mixed-methods, or comparative research designs to further examine how board
game-based experiential learning supports MIL learning processes and outcomes across
diverse educational settings.
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Appendix A. Main Interview Questions and Feedback Prompts for
Teacher and Facilitator
Q1. Perceived Pedagogical Value

e  What is your opinion of the overall learning experience with the MIL board game?

e Inwhat ways, if any, did the board game support the teaching and learning of Media
and Information Literacy (MIL)?

e What aspects of the game were most valuable from an educational perspective?

Q2. Experiential and Social Learning Processes

e  What experiential or social learning processes did you observe during gameplay?
e  How did students interact, discuss, negotiate, or reflect during the activity?

Q3. Challenge and Recommendations
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e  What challenges or distracting factors affected the learning experience?

e  What recommendations do you have for improving the board game or its implemen-
tation?

e  How could the facilitation process be strengthened?
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