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WORKSHOP ON CONCEPTUAL PLAYWORLDS
概念性游戏世界工作坊
 
The Five Characteristics of Conceptual Playworlds (Fleer, 2019)
概念性游戏世界的五种特色（Fleer，2019）

	Pedagogical characteristics
教学特色
	Pedagogical practices that are planned
计划内的教学实践

	Selecting a story for the Conceptual Playworld 
为概念性游戏世界选择一个故事

	· Working with understandings of the context of children’s development and their interests 
· Selecting a story that is enjoyable to children and adults 
· Building empathy for the characters in the story 
· A plot that lends itself to introducing a problem situation to the children
· Being clear about the concept and its relation to the story and play plot to be developed
· 加深理解儿童发展和儿童兴趣的情境
· 选择一个儿童和成年人都喜欢的故事
· 与故事中的人物建立感情链接
· 一个有助于引领儿童进入问题情境的故事情节
· 清楚概念，概念与故事的关系，以及逐步发展的情节


	Designing a Conceptual Playworld space
设计一个概念性游戏世界的空间

	· Creating different spaces that give opportunities for exploring both concepts (anatomy of the spider) and social and emotional development (empathy with Fern)
· Designing different opportunities for child initiated play in ways that develop the play plot further or explore concepts and make them more personally meaningful
· Planning different opportunities for representing children’s ideas and expressing their understandings
· 设立不同的空间，为探索概念（蜘蛛的解剖学知识）和社会情感发展（与芬恩共情）创造机会
· 设计不同的机会供儿童引领游戏，从而发展游戏情节或探索概念并使概念对个体更有意义
· 设计不同的机会来代表儿童的想法，表达他们的理解。


	Entering and exiting the Conceptual Playworld space
进入和离开概念性游戏世界

	· Whole group enters the Conceptual Playworld
· All the children are in the same imaginary situation
· Children choose characters as they enter into the imaginary situation
· Teacher is always a character in the story or acting as a human prop (e.g., such as a tree or the Sun)
· 整组进入概念性游戏世界
· 所有儿童都在同一个想象情境之内
· 儿童在进入想象情境时选择人物
· 教师一直担当故事人物或者人物布景（比如当作一棵树或者太阳）


	Planning the play inquiry or problem scenario
计划游戏中的探究或问题情境

	· Children have enough knowledge to be able to solve the problem – introduced inside or out of the imaginary situation
· The problem scenario is dramatic and engaging
· Problem scenario is not scripted, but a general idea of the problem is planned
· Being clear about the concepts that will be learned from solving the problem situation
· Concepts are in service of the play
· 儿童有足够的知识来解决问题—在想象情境之内或之外引出
· 问题情境富有戏剧性，引人入胜
· 问题情境并非逐字逐句准备好，而是提前准备好问题的大致方向
· 清楚解决问题过程中会学到的概念
· 概念为游戏服务







	Pedagogical characteristics
教学特色
	Pedagogical practices that are planned	
计划内的教学实践

	Planning teacher interactions to build conceptual learning in role
计划教师的互动，从而在角色内建立概念学习
	· Teachers working in interactional pairs: Teachers are not always the same character. Roles are not scripted
· 教师们两人一组互动：教师并不总算扮演同一角色。角色并非脚本化的。
· There are different roles teachers can take: Teachers plan their role for the playworld to be equally present with the children, or to model practices in role, or to be needing help from the children. Their role can also be as together with the child leading (primordial we), where they literally cradle the child or hold their hand and together act out the role or solution 
· 教师可以扮演不同的角色：教师设计自己在游戏世界中的角色，使自己的角色与儿童的角色同样存在，或为儿童示范角色扮演，或为从儿童处获取帮助。他们的角色也可以为了与儿童的角色共存，让儿童引领（本源的我们）。此处教师扮演抚育儿童的角色，或者手把手地与儿童共同演绎角色,解决问题。
· Conceptual intentions are planned: Planning of who will have more knowledge and who will be present with the children to model solving the problem
· 计划概念性目的：计划谁拥有更多的知识，谁与儿童一起示范如何解决问题






Reference

参考文献

Fleer （2019）. 概念性游戏世界 ：推动游戏与⼉儿童学习结合的新途径。学前教育研究。11（299）。





















Professor Marilyn Fleer
Education Futures 
Faculty of Education
Monash University

image1.png
NIVErsIty





image2.png
GROUP
OF EIGHT
AUSTRALIA




