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Abstract—The purpose of this study is to explore a case study of
trainee teachers’ learning experience on innovating traditional games
during the traditional game carnival. It explores issues arising from
multiple case studies of trainee teachers learning experiences in
innovating traditional games. A qualitative methodology was adopted
through observations, semi-structured interviews and reflective
journals’ content analysis of trainee teachers’ learning experiences
creating and implementing innovative traditional games. Twelve
groups of 36 trainee teachers who registered for Sports and Physical
Education Management Course were the participants for this research
during the traditional game carnival. Semi structured interviews were
administrated after the trainee teachers learning experiences in
creating innovative traditional games. Reflective journals were
collected after carnival day and the content analyzed. Inductive data
analysis was used to evaluate various data sources. All the collected
data were then evaluated through the Nvivo data analysis process.
Inductive reasoning was interpreted based on the Self Determination
Theory (SDT). The findings showed that the trainee teachers had
positive game participation experiences, game knowledge about
traditional games and positive motivation to innovate the game. The
data also revealed the influence of themes like cultural significance
and creativity. It can be concluded from the findings that the
organized game carnival, as a requirement of course work by the
Institute of Teacher Training Malaysia, was able to enhance teacher
trainers’ innovative thinking skills. The SDT, as a multidimensional
approach to motivation, was utilized. Therefore, teacher trainers may
have more learning experiences using the SDT.

Keywords—Learning experiences, innovation, traditional games,
trainee teachers.

I. INTRODUCTION

RADITIONAL games are an indigenous, regional or

national pattern of culture of physical movement related
to certain bodily traditions as a part of human heritage.
Regardless of their geographical locations, socio-cultural
status, and despite political influences, they are passed from
one generation to the next by physical activities such as
everyday working activities, local festivals and national
tournaments [1].

Malaysia is rich with multi-cultural traditional games.
These traditional games are usually played during free or
leisure time. Traditional games are also popular among people
who live in rural areas. Our ancestors played these traditional
games since they were young. Nowadays, children are not
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playing most of the traditional games anymore, as they are
more attracted to playing online computer games. However,
some of the children who live in rural areas are still interested
in playing traditional games. The most popular traditional
games played by children are congkak, wau, gasing, batu
seremban, kabbadi, sumpit, among others. There is no doubt
that traditional games are one of the cultural heritages that is
invaluable and irreplaceable as a symbol of our custom,
culture, and identity of one nation.

Traditional Games are the ‘carrier’ of universal, social
values and symbolic functions, which are essential to the
educational dimension of physical culture and also the
inherited living arts, as well as enhancing the collective well-
being [2]. The knowledge we acquire from Traditional Games
are rich resources for the present and for the future. They are
part of culture, history, goals, people, strategy and philosophy.
Traditional Games are important because they help to enhance
teamwork, co-operation, managing a challenge, setting and
achieving goals, building character, provide an outlet for
expression and allowing for the improvement of performance.
They create fun and enjoyment and encourage socialization
among people [3].

Ever changing social, political, and market interests
critically affect traditional games. Their popularity as leisure
activities are increasingly substituted by computer games [4].
How are these traditional games perceived in modern culture?
As traditional games reflect national sociocultural, the
Ministry of Education of Malaysia has integrated traditional
games into physical education curriculum. Innovation
educational has become an international curricula trend, such
as in Greece’s educational system [5]. Inquiry based learning,
interdisciplinary teaching-collaboration, differentiated
learning, and cooperative learning is the focused creative
student centered pedagogies [5]. How will changes in the
curriculum impact on trainee teachers’ creative and innovative
thinking skills? In the 21% century, the ability to innovate is
one of the key capabilities of the knowledge economy.
Therefore, education intuitions are required to cultivate trainee
teachers’ creativity to innovate. Innovation is not only a
creative art, it is also an artifact or a process of building
students learning outcome through experimental initiative and
responsibility [5], [6]. Students develop their creativity
abilities in going through the processes of designing and
creating things, learning in a social context on a concrete task
[7]. Feedback provision by peers enhances the students’
reflective practice. Reflective practices are an important
learning process for teacher trainers because it bridges
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conceptual and practical experiential learning experiences [8]-
[11].

According to Schon [12], many schools and departments of
education and professional development programs adapted on
this concept introduced reflective practices. It is a beneficial
process for both pre-service and in-service teachers, as well as
for sports coaches [10], [12]. It enhances reflective and
experiential learning experience by changing learner’s
cognition, emotion, and practice [8], [10], [11]. It enables the
application of contextual relevant knowledge and fosters
positive learning atmosphere, and develops growth and
independence commitment [13]. The experiential learning
process emphasizes on learning experiences by integrating
theoretical and practical learning knowledge [11]. It provides
interactive practices and a learning opportunity for oneself and
with others. However, the demand for available time, the
challenge on the cognition and emotion of the practitioner, as
well as available mentors, are the essence for reflective
practice [13]. If the innovation educators are supporting the
reflection processes and structures, it complements teaching
pedagogies. Autonomous or self-determined motivation has
been reported to affect teachers’ involvement in and
implementations of educational innovations [5].

SDT focuses on one’s participative motive in an activity as
either intrinsic, extrinsic or amotivation [14], [15]. To date, it
has evolved from intrinsic-extrinsic motivation to
autonomous-controlled motivation [16]. Firstly, Intrinsic
motivation posits that a participant holds on highest
internalization (highest autonomous) of enjoyment and
pleasure without external reward expectation upon engaging
himself in an activity. Secondly, extrinsic motivation relies on
the contingent outcomes that could be derived from a task. It
is ranged from high to low continuum of internalization (high
autonomous to high controlling motives) by lying across
integrated, identified, interjected, and external regulations of
extrinsic motivation. The first two forms of extrinsic
motivation, integrated and identified regulations relate to
autonomous motives that coordinate behavior with
psychological needs. Integrated regulation refers to a person
fully incorporating their extrinsic action, values and needs to
achieve autonomous functioning and psychological stability.
In identified regulation, a person’s extrinsic behavior is
supported by self-autonomy in identifying and valuing any
engagement. The next two forms of extrinsic motivation,
interjected and external regulations are controlling forms of
motivation, which pressures and contingencies control the self.
A person with interjected motivation highly regards self-
esteem and pride. When achieving a target, he will reward
himself; while in facing failure, he will punish himself with
shame and guilt. On the other hand, an external regulated
person’s action is controlled by external reward as
reinforcement for involvement in an activity. Finally,
amotivation refers to a person has no interest to take on any
task due to negative experiences and consequences that
encourages passive behaviour [15].

This study explores trainee teachers’ learning experiences
on traditional games innovation. Research has indicated that

teaching professional is critically influenced by the pre-service
period’s learning experience. When trainee teachers were
involved in an innovating traditional game, it can be explained
of their SDT as cognitive understanding becoming deeper;
increased behavior of participation in a game, which can
improve their attitude. The motivational variable the SDT
could predict a participant’s cognitive and affective
experiences while going through the learning experience of
innovating traditional games. Trainee teachers are motivated
by interest, enjoyment, satisfaction and the challenge of an
activity through a deep involvement in the activity [17].
Another researcher supported the statement that participants
will be interested when they are successful in doing certain
activities and continue to participate [18]. Research suggests
more physical activity involvement patterns imply that
participants are more attracted to physical activity overall [19],
[20].

The benefit of utilizing the game connection system,
trainees teachers are able to promote the transfer of previously
learned information about one game situation to the new game
learning by organizing the similarities and differences of the
games [21]-[25]. This games situation allows for a richer
understanding of the decisions made during games that
promotes the transfer of previously learned information or
skills and provides a logical progression for tactical concepts
to be presented.

Malaysia is rich with multi-cultural traditional games.
However, limited research has investigated the evolvement of
these traditional games for the new generation, especially for
trainee teachers, and how the innovation of traditional games
impacts on trainee teachers’ learning experiences. Therefore,
this study explores the case study of trainee teachers’ learning
experiences and motivation on innovating traditional games
during traditional game carnival. It explores issues arising
from a case study of trainee teachers learning experiences
creating and innovating traditional games.

II. METHOD

The qualitative research method was adopted for this study.
The qualitative data were intending to draw insights from the
observational checklist, focus group interview data and
reflective journal writing of trainee teachers’ learning
experiences of innovating traditional game. Twelve groups of
trainee teachers were observed for game participation during
the traditional game carnival. Focus group interviews were
conducted after the games carnival using iPods. Participation
in the focus group interview was voluntary. The focus groups
interviews were semi-structured and guided by pre-prepared
questions and remained open for additional questions that
arose. To protect the trainee teachers’ identity pseudonyms
and identification numbers were assigned for data analyses.
Audio recordings of the focus groups were transcribed
verbatim and were then distributed to each author. A general
inductive approach of qualitative data analysis was used to
evaluate all the various sources of data [26], as the data
“makes sense of field data,” according to Lincoln and Guba
[27, p.202]. Various data were the analyzed using six stages of
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thematic analysis [28]: Collect data, prepare data for analysis,
read through data, code the data, code the text for description
and code the text for themes. All the collected data were
analyzed with the Nvivo data analyses process. All the authors
then met to discuss their individual coding decisions and
consensus was reached. The data presented here is organized
around the following themes: Game participation, game
knowledge, cultural significance, innovative thinking skill and
motivation.

III. RESULT

A general inductive qualitative data analysis approach was
employed in this study to collect sources from an
observational checklist, focus group interview and reflective
journal. Semi-structured interviews were administrated after
the game carnival on three focus groups and 10 trainee
teachers’ reflective journals were collected for content
analysis. All these data were systematically prepared for
analysis. All the authors read through all the collected data.
The collected data were then analyzed using Nvivo. Data were
coded for free notes and tree notes. Coded free notes and tree
noted were highlighted for text description. Then all the free
notes and tree notes was systematically coded for themes.

TABLE I
THEMES: TEACHER TRAINERS’ LEARNING EXPERIENCES

THEMES FREE NOTES

“The knowledge of traditional games will be used to innovate
more traditional games in future” (Int/FG/L36)
Game “I’ve learned and gained various knowledge and information
knowledge upon innovating and conducting traditional games” (Int/JR1/L35)
“By creating this innovative game, the experience can be used in
my teaching experience in school later” (Int/FG2/L74)

“It triggered a spirit of innovation in me to because as a teacher
we must innovate” (Int/FG2/L78)

Motivation “Shoe-shoe gula batu, We created the name as sweets so as to
attract students interested in this game” (Int/FG2/169)
“I got a lot of ideas innovating game” (Int/FG1/L46)
. “Creating Innovative traditional game, I believe that I can attract
Innovative . .
thinking . young chlldlren .
skill ' We manage to b{alnstonn ideas (Int/FG3/134) )
“We innovate, did hybrid game where we mixed gully with
mainstream modern game with Petanque” (Int/FG1/L57)
“We learned that there are elements from different culture”
Cultural (Internal/FG2) .
Significance “I 1eameq a lot about tradltlonaillAgames in Malaysia...I leameq
more specifically about the tradition and cultures of few ethics in
Borneo” (Int/FG3/S)
“I learned to become more creative” (Int/FG3/L7)
Creativity By organizing this traditional game, I learned that making this

activity make me able to think creatively and do critical
thinking” (Int/FG3/L21)

Qualitative data were analyzed as shown in Table I. The
data revealed some pattern of teacher trainers learning
experiences. Trainee teachers were more motivated to use the
innovative traditional game in the carnival. Some of the
teacher trainers also described that the games that they
innovate were able to leave an impact on their learning
experiences, including innovation, where students will be able
to create, analyze and solve game strategies. They also
described that by providing strategic activities in games, it will

create challenging experiences for learners in problem solving
situations related to their subject matter.

IV. DiScussIiON

In conclusion trainee teachers reported that their
participation in the innovative traditional games carnival was a
positive one. This finding supports the positive experiences of
the trainee teachers in innovating traditional game knowledge
[2], [5]- The experience of the carnival itself was much of an
enjoyment for the trainee teachers. These trainee teachers
introduced innovation in these games by playing with their
friends and by sharing their culture. Another aspect that has
been highlighted during the group discussions was the
opportunity for enhancement creating and modifying
traditional game for the new generation. The findings
indicated that the learning is not just about the cultural aspect
of the games, but also about creativity participating
cooperatively and respecting one another [29]-[31].

The qualitative data also showed some themes like cultural
significant. The innovation of traditional games united cross-
culturally. It may look different but the inner structure of the
game is often familiar and easy to understand as the trainee
teachers also went through several game experiences. Few
traditional games were introduced to the trainee teachers
during their physical education interaction for example batu
seremban, tarik upin, pukul berapa datuk harimau and so on.
Trainee teachers were asked to brainstorm and modify the
chosen tradition game for their competition. They were
introduced to the cultural significance of the games at school
so that they were able to see the contribution of traditional
games to promote cultural awareness in schools. During the
innovation process, an atmosphere of cooperation competition
was fostered among trainee teachers to value the cultural
significance. Evidence that supports the value and succeeded
experiences of the innovation initiative was collected during
the carnival. These experiences will support teacher trainers to
apply the knowledge of innovation in traditional games
competition in school later. The fact that these trainee teachers
are able to recall their respective cultural games, passed down
for generations, and play their part in sharing with the
community at this present moment is vital. The findings also
supported that they were happy and felt good to learn about
their culture, as indicated by “We learned that there are
elements from different cultures,” and “I felt proud because I
was learning what my ancestors used to play.”

Promoting cooperation among trainee teachers has
reinforced one of the key roles that traditional games played in
communities. Also, as the games are new to most trainee
teachers, it allows room for them to explore a different
experience and develop innovated skills and strategical
thinking. It also requires that the trainee teachers apply
teamwork, motivate each other and cooperate, as well as
respect one another, not only from a cultural perspective. All
of these data were triangulated from focus group interview
transcriptions, observational checklist and reflection journal
writings. The findings of the study supported that participating
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in these games will enhance the trainee teachers’ motivation
[32]-[34].

The findings from this study also add to the knowledge that
the reflective practices helped the trainee teachers’
understandings of how their learning experience of innovation
will be meaningful in the future. The trainee teachers reflected
on their learning experiences as, “By creating this innovative
game, the experience can be used in my teaching in the
future.” This journal writing practice provided a great
opportunity for trainee teachers to describe what they had
learnt and engaged themselves by participating in these games
[35], [36]. Moreover, learning innovation in traditional games
will enhance trainee teachers’ creativity.

V.CONCLUSION

The study explored trainee teachers’ learning experiences of
innovating traditional a few games interactions, as well as
during the carnival. It can be concluded that this program,
which was organized by the Institute of Teacher Education,
Technical Education Campus, was able to enhance trainee
teachers’ positive learning experiences in innovating
traditional games. Trainee teachers described that they have
learned how to innovate and that it is possible to learn
creativity through these activities, as discussed by researchers
[37]. Learners are likely to remember and understand what
they have learnt because of their direct involvement in solving
the problems while creating and the playing games [22], [27],
[38]. Besides that, the presence of the elements of creativity in
the process makes the art of learning more meaningful in the
Teacher Training Institute.
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