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Game has become an imperative source of improvement and innovation of efficiency
for instructors across the globe, yet the awareness and utilisation are still lacking by
the primary school teachers especially on creative arts instruction. Therefore, this paper
investigated the perception of primary school teachers on awareness and utilisation of
game for teaching and learning of creative arts in South-west, Nigeria. Teachers in the
both public and private primary school in the South-west, Nigeria were sampled purpo-
sively. The study was a descriptive type by means of survey method. 2 research questions
were forwarded and answered with 4 hypothesises tested at 0.05 significant levels. The
research designed instrument was validated by experts and reliability coefficient of 0.72,
and 0.79 were realised. Data collected through structured questionnaire were answered
by mean and percentage. The four hypothesises were analysed with t-test. The findings
show that primary school teachers had positive perception on the awareness and utilisa-
tion of game for learning of Creative Arts. It was concluded that primary school teachers
perceived game to be important and easy to utilise in facilitating teaching learning. The
study further recommended that the teachers in primary education classes should be en-
couraged to utilise game for teaching and learning.
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INTRODUCTION

Perception is a Latin word otherwise refer-
red to as identification; organization and inter-
pretation of impulse information from memory
for correspond and understand the environs. Per-
ceptions is collecting, receiving and taking active
possession and apprehension of mind or senses in
other to understand the sensory messages (Schac-
ter, 2011; Falade, 2013; Olasedidun, 2014). Simi-
larly, Bernstein, (2010) expressed that perception
is an ultimate experience and processing of phy-
sical world within sensory input. Although, per-
ception consisted of joint output of stimulation
and process this is named as the perceptual pro-
cess. In essence, perception is individuals experi-
ence of the physical world around, this involves
recognition of impulse from environment and
reciprocated actions in response to those impul-
se by the way of both procedural and conceptual
senses.

Perception has been well pronounced in
instructions. The usefulness of perception has
been emphasised by scholars in teaching and
learning context. For example, the study of
Odewumi and Aiyedun (2016) on investigated
the perception of pre service art teachers on the
use of Plastic of Paris for modelling instructions,
the study established no significant difference
between the mean scores of learners exposed to
Plastic of Paris (POP). Perceptions of students
study architecture and their immediate environ-
ment were examined by Oluwatayo, Aderonmu
and Aduwo (2015), the findings suggested that
perceptions of the architecture students on their
learning environment is wider than the available
space and that perception support tutors and stu-
dents’ in a dimension that is relevant factor. More
so, instructor should realize the need to present
the instruction in sequence and orderly manners,
utilising different teaching-learning tactics and
pedagogy (Shafeeq & Imran, 2016).

The study of game arises in pedagogy, eth-
nology, philosophy, sociology psychology, arts,
and others (KovalJevil & OpiJ, 2014). Alt-
hough, Game is one of the new creative pedago-
gical in emerging technology of instruction that
enhance learning in diverse ways (Nasab, Esma-
eili & Sarem, 2015). According to Adalndmskra
grunnskola. Erlend mal (2007) ascribed game
as a good method of instruction and a problem
solving device. Similarly, Game serves as rein-
forcement for learning concept, it elicit fun and
collaborate instructor together in the atmosphere
of completion and learning (Van Ments, 1999;
Gozcu & Caganaga, 2016). Also, Houghton,
Aston, Featherstone, Perrotta, Houghton and

Aston (2013) classified game into the category
of traditional and modern which is based on ap-
proved rules by the players. Game provides op-
portunity to learn with senses and promotes per-
manent and natural learning, an educational tool
that promotes knowledge and skills acquisition
(Firat, 2013; Goksen, 2014). In essence, game is
a unique phenomenon that inseparable from man
throughout man’s life time starting from cradle
and it can change behavioural act, if guided ac-
cording to rules.

It has been observed that games is cru-
cial and having positive effect on learning. For
example, the study of Lenhart, Kahne, Mid-
daugh, Macgill, Evans and Vitak (2008) affirmed
that Game is having an important effect learning.
Also, Game brings positive learning outcome
(Sitzmann, 2011). Elicits significant values and
knowledge (Oblinger, 2006). Game benefits lear-
ners and assists learners in thinking (McDaniel,
Fadler and Pashler, 2013). Noteworthy and bet-
ter in learning (Clark, Tanner-Smith and Killings-
worth, 2015). Games are useful in developing
cognitive domain in learners; they are relatively
different in teaching mathematics. Educational
based games are positive and valuable for instruc-
tional, game also significantly and benefitted in
given instruction. (Boyle, 2011; Mayer, 2014;
Clark, Tanner-Smith and Killingsworth, 2015;
McLaren, Adams, Mayer and Forlizzi, 2017).
In another development, Zirawaga, Olusanya
and Maduku (2017) argued that games are predo-
minately for social interaction and fun. Although
Johnson and Mayer (2010) established that pu-
pils benefits from educational games and Bunch,
Robinson, Edwards, and Antonenko (2014) men-
tioned that instructors should handles game as an
instrument of which is substitute in replacement
of classroom teaching.

Recently, Game has currently become ob-
ject of study especially in instruction. Game has
been established as having a successful and positi-
ve impact on some related subjects on the school
curriculum; Game has been also confirmed as
another means of pedagogical medium. Nevert-
heless, Game is an alternative approach for teach-
ing of sciences especially cell and molecular in
secondary school axis (Spiegel, Alves, Cardona,
Melim, 2008). in addition, Tanner-Smith and
Killingsworth (2015) and Salman (2017) establis-
hed that games is useful in learning of mathema-
tics. Yien, Hung, Hwang and Lin (2011) discove-
ring game as useful media in enhancing learning
of nutrition course and dietary habits. Liu, Chen,
Liou, Chang, Wu and Yuan, Lin (2013) empha-
sised the usefulness of game like Monopoly in
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teaching of area of circles to the students. Kao
(2014) stated that learning English language via
the digital game-based was effective. Brad, Jo-
nathan and Matthew (2015) revealed the positive
influence of game on social studies instruction
Similarly, Bunch, Robinson, Edwards and Anto-
nenko (2014) exposed the effectiveness of lecture
method and discussion of game both agriculture
and mathematics.  Ibitoye and Olaifa (2018)
appraised the influence of Yoruba Language
through Game-based Model for both male and
female students.

In another development, according to Vo-
gel, Vogel, Cannon-Bowers, Bowers, Muse and
Wright (2006) male and female learners elicited
no significant differences in their performances
when the learners exposed to games. In a study
carried out by Kinzie and Joseph (2008), it was
established that male preferred digital game for
learning and discoveries. In addition, Adeleke
(2008) stressed that male and female exhibited
perfection in the evaluation via game instructi-
on. Similarly, Bassey, Joshua and Asim (2008)
emphasised significant differences in male lear-
ners achievement while exposed to game instruc-
tion. Likewise, Achor and Imoko (2010) con-
firmed that both male and female students has
significant result on game for learning.

Based on awareness, the theoretical frame-
work argued on the claim of the study of Bionco
(2013) that the policy of educational programme
assists the instructors and influences their met-
hodology. Although, Game has becoming inc-
reasingly and progressively positive in favours of
instructors, because the instructors talk less and
their experience becomes widen. On conceptual
aspect, many models proposed overtime in con-
nection to technology integration of in instruc-
tion (Odewumi, 2017). The most famous is the
Technology Acceptance Model (TAM), from
Theory of Reasoned Action (TRA) to Instruc-
tional System Design (Odewumi, 2017). The
Instructional System Design Model (ISD) refers
to systematic approach in developing instructio-
nal specifications and theories, employing lear-
ning models for quality of instructions. The use-
fulness has evolved from the Theory of Reasoned
Action (TRA) which was later adopted for teach-
ing learning of new inventions like game.

STATEMENT OF PROBLEM

The advancement of instruction brought
game into limelight as an instrument of teaching
and learning. Although, the notion of people
toward game is indifferent, despite it’s primari-
ly aims to elicit fun and entertainment. Impor-

tance of game and its usage for teaching as well
as for learning is declining.  Also, looking cri-
tically at the primary school axis of education,
one can clued that some vital pedagogical instru-
ment as well as a method of instruction is fading
away gradually while game is inclusive. Studies
of Bunch, Robinson, Edwards and Antonenko
(2014), Brad, Maguth, Jonathan and Wunder-
le (2015), Egenfeldt-Nielson, (2016), Ibitoye,
and Olaifa (2018), and Odewumi and Ola-Ala-
ni (2018) works confirmed game as positive for
instructional delivery.

The afore-mentioned works depicted the
insertion and relevance of Game in instruction.
However, a variable such as utilisation and awa-
reness of game among the primary school teach-
ers is not investigated. In addition, using game
in teaching in the primary school axis in Nigeria
remained unknown. Therefore, the current study
set to fill the gap yet to be occupied by the earlier
work on game in instructional delivery in south-
west, Nigeria primary school. Therefore, the
study investigates perception of primary school
teachers on awareness and utilisation of game for
teaching and learning in South-west, Nigeria.

RESEARCH QUESTIONS

The following research questions were ge-
nerated for the study:

1. How do primary school teachers per-
ceived the awareness of game for creative arts
instruction?

2. How do primary school teachers per-
ceived the utilisation of game for creative arts
instruction?

RESEARCH HYPOTHESIS

The following research questions were ge-
nerated for the study:

HO1: There is no significant diffe-
rence between the primary school teachers male
and female awareness of game for creative arts
instruction.

HO2: There is no significant differen-
ce between the private and public primary school

teachers awareness of game for creative arts
instruction.
HO3: There is no significant diffe-

rence between the primary school teachers male
and female utilisation of game for creative arts
instruction.

HO4: There is no significant diffe-
rence between the private and public primary
school teachers utilisation of game for creative
arts instruction.

Methodology

The sampling consisted of subjects from
primary teachers in both private and public
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Table 1:
Primary school teachers’ awareness of
Game for teaching and learning of creative arts.

schools in South-west, Nigeria, which consisted
of 6 state; Oyo, Ogun, Ondo, Osun, Lagos and
Ekiti. The study was a descriptive research type

of cross-sectional survey. Primary teachers in 12

local governments, 2 from each state were ran- | S/N Items Mean
domly selected for the study this consisted of 1 I am conscious of game for 3.89
1,200 teachers that were purposively sampled. my teaching

The structured questionnaire items were 1 employ Game in teaching 3.68
the instrument used to pull together the data [3 I learnt of Game through se- 4.05
on the teachers awareness and usefulness. A minars and workshops
total number of 742 (61.8%) out of 1200 copies 4 My colleague introduce Game 3.02
of structural quest.1onna1re.s successful returned based instruction to me
by sample population that involved in the study. S Game concept in instruction 2.0
The data produced on research questions 1 and is clear to me
2, were collated and analyzed with descriptive -
statistics (frequency counts, means and percen- 6 Tknow that game is lear- 4.06
tages). Items on PRIMARY school teachers on ners-centred
awareness and utilisation is structured purpose- |7 Am sensitive of game as 3.83
ly to elicit from the respondents’ outcome based emerging trend instruction
on Likert rating scale of Strongly Agreed (SA), |8 Game assists my instruction 3.76
Agreed (A), Disagreed (D) and Strongly Disag- delivery
reed (SA). Senior lecturers in the Department |9 There are adequate Game for 3.85
of Primary Education, Test Measurement and learning at my disposal
Evaluation, and Educational Technology at the 10 Utilising Game in teaching 3.94
University of Ilorin, Nigeria validated instru- proves profitable and effective
ment. Cronbach Alpha statistical from Statistical Grand Mean 3.90

Package for Social Sciences (IBM SPSS) version
21 was used to established the reliability section
by section thus reliability coefficients of r=0.77,
and r=0.81were attained at 0.05 level of signi-

Table 2:

Primary school teachers’ utilisation of

Game for teaching and learning of creative arts

ficance. The researchers gave the instrument S/N Tt M
. . . ems ean
and waited for few minutes before collecting the - -
instrument back from the targeted sampled be- 1 Game makes my instruction 3.53
. to be more easily.
cause the instrument were easy to attempt.
Note: the grand mean score of primary |2 Game makes me finish part of 2.75
school teachers’ utilisation of Game for teaching my learning task quickly
and learning of creative arts was 3.30. Itisthe- |3 Game increases more output 2.90
refore inferred that the primary school teachers’ in learning.
utilisation of Game for teaching and learning of |4 Game enhances efficacy in 3.33
creative arts lesson
RESULT 5 Game is counterproductive 3.45
HOL1: There is no significant differen- suitable to insufficient techni-
ce between the primary school teachers male and cal resources
female awareness of game for instruction. 6 Game makes my teaching 3.39
To test hypotheses one, t-test statics was more diverse
used to compared the mean of primary school 7 Game decreases monotony of 3.26
male and female teachers on awareness of game my lesson
for creative arts instruction as shown in Table. 8 Game offers me absolute di- 3.11
HO2: There is no signiﬁcant differen- rect on my lesson.
ce between the private and public primary school [¢ Game is a supportive measure 2.75
teachers awareness of game for instruction. to lesson.
To test this, t-tf:st statics was qsed to com- 10 Utilizing Game reduce anxic- 2.95
pared the mean of primary school private and ty over my lesson
Grand Mean 3.30
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Table 3: Male and female teachers’ on
awareness of game for instruction

Variable N Mean D Df t (Szlgt N

led)
Male 367 31.54 .30 740 065 949
Female 375 31.52 5.26

In the above table, the calculated F = 065,
and p = 949 at .05 alpha level of significant. This
indicates the hypotheses is accepted.

HO2: There is no significant differen-
ce between the private and public primary school
teachers awareness of game for instruction.

To test this, t-test statics was used to com-
pared the mean of primary school private and
public teachers’ on awareness of game for creati-
ve arts as shown in Table 2.

Table 4: Private and public teachers’ on
awareness of game for instruction

Variable N Mean D Df t (Szlgt

led)
Male 359 1.5 5.25 40 275 .783
Female 392 14 5.29

The above table recorded that calculated F
value of 275 and the P- value .783 is greater than
0.05 alpha level, which indicates that there is no
significant

difference between the mean scores of
both male and female primary school teachers on
awareness of game for instruction. Hence, hypot-
heses is retained.

HO3: There is no significant differen-
ce between the primary school teachers male and
female utilisation of game for instruction.

To test the hypotheses three, t-test statics
was used to compared the mean of primary
school male and female teachers utilisation of
game for creative arts as shown in Table below.

The table above shows that the calculated
F - value 184 and the P- value .854 is greater than
0.05 alpha levels. The indication is that there is
no significant difference in the mean of both male
and female primary teachers’ utilisation of game
for instruction. Thus the null hypothesis was re-
tained.

HO4: There is no significant difference
between the private and public primary school te-
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achers utilisation of game for instruction.

To test hypotheses four, t-test statics was
used to compared the mean of primary private
and public school teachers on utilisation of game
for creative arts as shown in Table 4

Table 5: Male and female primary school
teachers on utilisation of game for instruction

Variable N Mean D Df t (Szlgt .

led)
Male 350 1.5 524 40 84 .854
Female 392 14 5.20

DISCUSSION OF THE FINDINGS

The study on perception of primary school
teachers, awareness and utilisation of game for
learning of creative arts in South-west Nigeria is
positive. The tested hypothesis shows no signi-
ficant difference in the mean of the teachers on
both awareness and utilisation of game for creati-
ve arts instruction. Furthermore, the finding ag-
reed with the study of Onuorah (2017) and Mc-
Laren, Adams, Mayer and Forlizzi (2017) who
reported game as benefitted for learning and rele-
vance for sports. Also, the finding is in agreement
with the findings of Prince (2014) and Johnson
and Mayer (2010) whose findings shows game as
a teaching method and helpful for learners. Also,
the findings of Vos, Van der Meijden, and Denes-
sen (2011) who confirmed that games are more
helpful to improve pupils cognitive learning.

The research results have established the
awareness and usefulness of games for imple-
mentation of teaching learning of creative arts
is positive. Although, the earlier results studies
portraits teacher as not utilising game for teach-
ing. . Since, game proved supremacy in learning
with the earlier studies. The study therefore con-
cluded that primary school teachers, awareness
and utilisation of game for learning of creative
arts in south-west Nigeria is helpful for teaching
learning of creative arts

RECOMMENDATION

Based on these findings, it was suggested
that primary school teacher should use game as a
pedagogical methodology for transmitting creati-
ve arts and other related discipline on the prima-
ry school curriculum. Furthermore, government
should organise in-service training and seminars
on game as instructional delivery to the primary
school teachers.
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