Does Teachers’ Educational and Professional Experience Impact on
Teaching Strategies in Primary Education

Mifrah Ahmad
Deakin University

Teachers’ experience has undoubtedly evolved over a decade. Articulating teachers’ perspectives and the
thought-process of their personal educational and career experience and practice may influence their
pedagogical approaches in their classrooms. Despite recent research on teachers’ perspectives in digital
technologies, their continuous experience of exploring, learning, planning, and training themselves
advocates a connection towards various personal and growing experiences in practice that requires further
research. Therefore, this paper explores primary school teachers’ perspectives (Australia) towards the
interrelation between their educational and career experience alongside its impact on their teaching
practices. Theoretically underpinned with the theory of experience concepts (Dewey 1938), the
phenomenological approach with the interpretivism paradigm is adopted to accept the subjective views of
eleven primary school teachers through semi-structured interviews. Interpretive thematic analysis is
adapted to ensure the depth of meaning of an individual ’s experience is rigorously investigated. Lastly, the
paper demonstrates a broader discussion regarding the influence of ‘experience’ in teachers’ learning
acquisition and how it actively influences their teaching practice applied in primary education.
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INTRODUCTION

The teacher’s position in the primary education level is highly distinguishing when compared with
secondary and tertiary levels. Their practices, beliefs, education level, and the experiences they accumulate
may or may not impact the teaching practices in the 21%-century classroom setting. A prominent article
discussed the teachers’ beliefs’ about the limitations and potential possibilities of digital games in the
classroom (Beavis et al., 2014, p. 569). It explored the “inevitably influence the decisions that they make
about how, when, and for what specific purposes they will being these games in their classrooms” (p. 569).
The authors identified the crucial position of teachers and the need to further expand on teachers’
professional development at its highest priority. Another study questioned how teachers’ beliefs may
influence the intentions to implement change and how their insights may allow suggestions for professional
development initiatives (Maass, 2011). With a thorough discussion on the mathematical model proposed
by Maass (2011), the authors interviewed lower secondary teachers. The results suggested its contribution
towards why modeling teachers’ beliefs are still rare in day-in-day teaching. It seemed dominant that as the
results related to the subject mathematics, their approach to modeling the teacher’s belief on factors
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including phenomenon, context, casual conditions, strategies and consequences; seems limited in its
application to other subjects.

Digital games as one of the learning tools have only emerged prominently in the 2000s years. Teachers
mostly encountered games like board games or tangible games in their classrooms as compared to the
current digitized classroom settings. Some studies have gathered teachers’ views on how their current
classroom setting is influenced by games. A relevant study was surveyed to obtain teachers’ views on the
approach of digital game-based learning (DGBL) within the curriculum in Scottish primary schools and
discovered that 50% of teachers had used the technology while the other teachers did not (Razak, Connolly,
& Hainey, 2012). In addition, the obstacles faced by the teachers included: difficulty in assessing learning
gain, lack of skills and training, time and curriculum constraints, difficulty in identifying a suitable game,
and lack of PCs and technology. Previous studies suggest that teachers’ professional development
knowledge changes how they perceive the context and themselves, competencies (Schulman, 1986), and
their classroom practices, including their beliefs (Schoenfeld, 2015). In addition, the nature of the subject
and effective teaching practices vary immensely through teachers’ beliefs (Stipek, Givvin, Salmon, &
MacGyvers, 2001). Henceforth, a significant interrelation between teachers’ beliefs and day-to-day
teaching routine appears prominent (Skott, 2001).

The position of teachers in primary school is highly challenging. As an educator, | strive to deliver the
week’s learning outcomes with creative approaches, real-life examples for learners to recognize. | intend
to revert my experience to “when | was a student, what would | want my teachers to assist me with?”
Experiencing the involvements within teachers as experts of their profession provides a flow or transfer of
knowledge within the context. The author acknowledges that actions and consequences, learning and
gaining knowledge — all vary amongst individuals. Teachers, in this case, remember what makes a positive
or a negative impact in teaching the learning outcome while keeping their students engaged. With every
teacher, there are similar experiences that can emerge. Astoundingly, the depth of understanding
perspectives of teachers in primary schools has yet to be explored. Due to its subjectivity, the idea is to
reduce the miscommunication between teachers’ practices and educational institutions that have been
evolving for decades. Although the gap stated is vast, this paper focuses on the impact of teachers’ personal
learning experiences and beliefs, how they were educated in their primary education, what influences their
current pedagogies in the 21% century, and how they adapt ever-evolving skills and learning outcomes.

Teachers’ personal teaching and educational experience, inspirations, understanding their students,
gaining the experience in their classroom, and explorative skills allow them to transform their personal
experience continuously. To contextualize this paper, teachers are first-hand experienced in finding
resources to assist them in delivering learning objectives/outcomes for tech-savvy generations. Each teacher
with distinctive, unique experience is captured through semi-structured interviews through the concepts of
the theory of experience by Dewey (1938) and Kolb’s experiential cycle and andragogical principles. This
paper reports on teachers’ personal educational experiences and their impact on their role as teachers’
perspectives and attitudes towards shifting pedagogies as digitization continues to reform teaching
practices.

RELATED LITERATURE REVIEW

In relevance to understanding teachers’ beliefs that potentially influence their career opportunities and
classroom practices towards professional development has provided some initiatives in the study conducted
in Germany (Maass, 2011). The results demonstrated two types of relationships between belief and
categories that included context, consequences, strategies, causal conditions, and the phenomenon (which
identified whether modeling or no modeling in class was observed during the classroom practice session).
However, this study did a comprehensive analysis to suggest dialectic relationships between beliefs and
classroom practices but claims that this understanding “is still rare in day-to-day teaching, despite decades
of discussion in mathematics education.” (p.583). Another study published teachers’ beliefs aligning with
the pedagogical practices and a thorough discussion on pedagogical approaches by proposing a framework
called FRAMETEP (technology-enabled) (Prestridge & de Aldama, 2016). The study showed evidence that
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there is a correlation between teachers’ beliefs and approaches of pedagogies and the use of technology in
the classroom. The case studies of teachers’ perspectives were extracted from a large-scale project on using
digital games in the classroom: Serious Play: Digital Games, Learning and Literacy for twenty First Century
schooling (Beavis, Dezuanni, & O’Mara, 2017). FRAMETEP is the most recent framework that
demonstrates the beginning of revealing the interrelation between teachers’ beliefs, their perspectives of
using technology or games in the classroom, and the classifications of the way each teacher approaches the
classroom lecture.

In recent years, the studies have prominently discussed the importance of perceptions of students and
teachers in a classroom. The studies include perspectives of learning environment, engagement strategies,
teacher’s motivational strategies, or even the comparison of both students’ and teachers’ perceptions in
viewing the classroom context. The differences between the students’ and teachers’ views of a learning
environment were humongous, and this requires detailed attention by researchers to critically analyze
position both teachers and students as the prominent actors of an optimized learning environment (Konings,
Seidel, Brand-Gruwel, & van Merriénboer, 2014). Another study explored how primary school children
reacted to the inclusion and exclusion of their peers during game playing in NSW (Australia) through
observational and interactional interviews (Varea & Ndhlovu, 2017) and reported that utilizing exclusions
allows students to maintain their friendship relationships (the social aspects) and implied that the strategies
adopted by adults to promoting inclusions amongst children vary according to the choices of play.

THEORETICAL AND CONCEPTUAL RELEVANCE OF DATA ANALYSIS AND
INTERPRETATION

A brief explanation of the theory used in this study and the data analysis method is presented in the
following sections.

Theoretical Framework

The conceptual and theoretical framework/lens adopted and presented in this paper relates to John
Dewey’s theory of experience concepts (1938): growth of experience, purpose, and continuity. As these
concepts were relevant to the epistemology and ontology of the research, constructivism belief is situated
as the paradigm to allow the construction of new knowledge which welcomes the subjectivity of individual
experiences. The growth of experience represents the ways in which individuals grow in their career,
experience the everyday activities to gain knowledge, learn to achieve their goals, sustain their
understanding of the phenomenon — and continue to grow in their experience (Dewey, 1938). Along with
the aspect ‘growth’ driven by one’s desire to formulate a ‘purpose’ that reverts to the growth of
experience with the intelligence of one’s mind. Intuitively, adult learning occurs through a particular
interest that embodies their personal histories, how they envision the world, and what they want to do or
what they can do.

In this context, the adults whose learning methods are a combination of work and studying or
theoretical and practical exposures are highly familiar and productive in their expertise. The purpose is
simple when a desirable quality “...which identifies freedom with power to frame purposes and execute or
carry into effect purposes so framed. Such freedom is, in turn, identical with self-control; for the formation
of purposes and the organization of means them are the work of intelligence” (Dewey, 1938, p.67). Dewey’s
description of an actual purpose is that it begins with an impulse. It is always equipped with “end-view” —
which is involving “the foresight of the consequences that may result from acting upon that impulse” (1938,
p.67). The teachers create their own meaning and reflect through their actions to gather knowledge that
demonstrates its relevance to forming a ‘learning experience’ for learners in the classroom context. Hence,
deriving an enriched experience that shows an individualized learning growth, learning by doing, and
adapting the current requirements to provide an experience to students completes the cycle of experiential
learning.

The principle of continuity is where each experience is taken from the past and affects the future
experience of the individual. At the same time, interaction is referred to the situational and teacher’s
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influence on students’ experience. He believes that the elements of interaction and the situation in which
they occur are “inseparable from each other” (1938, p. 41). Some challenges may be encountered despite
the importance of experience, such as “that all experiences are genuinely or equally educative” (1938,
p.13). This may lead to a ‘miseducative’ or a barrier to growing from the experience. Hence, the teachers
must first comprehend the nature of human experience, stating that the effect judges the experience’s value
that this experience has on the individual’s present and future, an individual’s ability to contribute to
society. This is placed directly to the idea of how teachers interact in their classrooms with every
individuals’ needs, to be able to support their cultural and social differences and to allow them to learn
equally and freely. Therefore, experience, which may be enjoyable, may not contribute to personal growth
or experience with no coherence to a situation that does not necessarily result in a cumulative learning
foundation for future learning.

Theory of experience has been discussed and applied in many types of fields. The prominent Kolb’s
cyclic model (1984) of experiential theory built on the works of Dewey has provided its means in the field
of education and educational games. As described above, experiential learning is simply defined by how
learners experience a phenomenon and use thatto facilitate learning. It has become a mutual ground
for teachers and game designers attempting to integrate game-based learning with education (Appelman,
2005; Crawford, 1984; Gee, 2003; Kebritchi, 2008; Salen & Zimmerman, 2004). As mentioned earlier,
experiential learning is rooted in four basic principles (Dewey, 1938; Kolb, 1984):

e Learning involves participation in the real-world

e There are intimate relations between experience and education

e Understandings are derived from and modified through experience

e Meaningful learning consists of action and reflection. Experiential learning is also based on
the belief that people learn best by doing.

The importance of how andragogy (education acquisition in adults) contributes to adult learning and
processing information, defined as the theory of adult learning that details some of the ways adults learn
distinctively than children (Knowles, 1980). A list of crucial assumptionsto describe adult learning
characteristics (see Figure 1) is adopted in the analysis to understand how adults learn and their ways of
learning, gaining knowledge, and anticipating how learners learn (Knowles, Holton I, Swanson, &
Robinson, 2020).

FIGURE 1
ANDRAGOGICAL PRINCIPLES ADAPTED

(1) The need to know:

Adults need to know why they need to learn something before undertaking to learn it.

(2) Readiness to learn:

As a person matures, his/her readiness to learn becomes increasingly oriented to his social roles' developmental tasks.

(3) Self-concept:

As a person matures, his/her self-concept moves from beinga dependent personality to being a self-directed human being. Coaching
seeks self-awareness and acceptance.

(4) Orientation to learning.

As a person matures his/her time perspective changes from one of postponed application of knowledge to immediacy of application.
Accordingly, his/her orientation toward learning shifts from one of subject-centeredness to one of problem centeredness.

(5) Experience:

ANDRAGOGICAL PRINCIPLES

As a person matures, she/he accumulates a growing reservoir of experience that becomes an increasing resource for learning.

(6) Motivation to learn:

As a person matures, the motivation to learn is internal. Coaching embraces life-long learning and self-coaching.

Knowles et al., 2020
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Participant Recruitment Criteria, Data Collection Method, and Analysis

Initially, the location was set to Victoria state, Australia; however, due to the pandemic, location
expansion was determined to be a better approach. Thus, criterion and snowballing recruitment procedures
were adopted over a period of time for semi-structured qualitative interviews with 11 primary school
teachers in Australia (2020). The criteria set for the recruitment process are shown in Figure 2. The
interviews were conceptualized through a phenomenological approach pursued by the researcher; the
process of uncovering the essence of lived experiences may be described as a qualitative researcher
identifying the phenomenon of human experience and then deriving a description representing the
experience’s very nature (Kafle, 2011). The essence should not be viewed as a vague idea but rather the
ability to identify the meaning embodied in the lived experience (Merleau-Ponty & Smith, 1962; Van
Manen, 2016).

FIGURE 2
PARTICIPANT RECRUITMENT CRITERIA IN THIS STUDY

Criteria Details of Participants

Location Within Australia (Victoria, New South Wales and Queensland)

Years of Experience

More than 5 years— 15 years

Type of experience

Teachingin classroom with games (digital/PC-based games) —
digital games, educational games, games

Types of audience/
teaching grades

Primary school years
Age: 9-11 students (Year 3-5)

Data Analysis and Interpretation Approach

With interviews recorded, the following step: transcribing. The transcriptions and time-stamp notes
and analyzed the transcriptions and field notes, first, through immersion in the data corpus and hand-coding.
Later, the data were further organized using NVIVO 10® software. This research adopted six (6) step
thematic analysis approach (Braun & Clarke, 2006, 2012), as shown (Figure 3). With theoretical and
conceptual understanding, this analysis aims to allow teachers’ perspectives, inspirational and motivational
drivers, their experience (its growth, its continuity), and the way they contextualize their practices within
the classroom to emerge (framing the purpose of using games as a learning tool). Second, the results are
discussed through the interpretivism approach, where hermeneutic analysis is adopted to allow the
subjectivity of the teacher’s experience to flow through the experience, education, perspectives, and beliefs
towards pedagogies. Lastly, correlating and critically discussing the results through the researcher’s
epistemology and ontology position and concepts of the theory of experience.

FIGURE 3
STEPS OF THEMATIC ANALYSIS ADOPTED

~
-

Phase 1

Familiarizing yourself
with your data

Phase 2

Generation initial codes

Phase 3

Searching for themes

Phase 4
Reviewing themes

Phase 5 _—
Defining and naming
themes

Phase 6
Producing the report

Braun & Clarke, 2006
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RESULTS DISCUSSION: INTERPRETIVE THEMATIC ANALYSIS

This section discusses and interprets the emerging theme to demonstrate teachers’ perspectives on how
the impact of career changes, their personal education, and the current education and teaching standard
differ. In addition, they are also questioned on how they perceive the difference in teaching primary
education over the years of experience accumulated. The influence of teachers’ educational experience,
their learning acquisition (the process of gaining knowledge), and how they presume the knowledge is
delivered to their students require deeper understanding towards designing games for learning. Their
position as stakeholders in the game designing industry is highly crucial. The questions arise as: Does their
past educational learning experience influence how they teach in the current classroom? Educators tend to
believe that learning processes occur best when it is realistically presented to the learners. Primary
education students are highly interactive, enjoy using various tools in the class, engage throughout multiple
activities and provide constant feedback (the reaction to every tool changed). This is highly resourceful for
teachers to learn, experience, reflect and modify the future teaching experience — for themselves and
learners. As experiential learning is believed to have some impact on teacher’s decisions towards the use
of games in classrooms also includes other factors such as pedagogical approaches, the tools
(physical/digital) used, their access to technologies (PCs, iPad, desktops, etc.,) or the time required to
achieve curriculum goals. This theme is to understand whether various educational or career experiences
influence their decisions in learning and experiencing challenges to teach in the classrooms. Please note
that all names mentioned in the analysis are pseudonyms to abide by the consent forms signed by the
participants.

Central Theme: Teacher’s Personal Educational and Learning Experience

A commonality in this theme emerged with how ‘passionate’ they are to educate the younger generation
and teach them in diverse ways, including challenging, entertaining and educative. Teachers are
continuously learning to achieve the learning objectives required of the term with limited resources and
tools (depending on whether the schools are able to afford PCs, iPad, etc.). Their preparation hours are
limited where they explore, learn, evaluate, critique, and design the teaching session.

The majority of teachers interviewed for this study had a teaching experience of at least five years. As
a researcher and an educator, data analysis showed how a teacher with 15 years of teaching experience
compared to a teacher of 5 years. We, as educators, have to acknowledge the technological change in
educational institutions for the past decade. The continuous transformation demonstrates the efforts of
teachers as ‘transformative.” Transformative learning refers to an occurrence of ‘a shift’ that is caused in
an individual’s perspective when a learning experience is altered. It is based on the idea that learning is
(Mezirow, 1990a) “the process of making a new or revised interpretation of the meaning of an experience,
which guides subsequent understanding, appreciation, and action.” (p. 1). This links to andragogical
principles and fosters critical reflections, relationships between different perspectives of learning, and the
voices of moderators or instructors to achieve or share a common goal: achieving higher engagement and
learning levels in their classroom. As clearly stated (Mezirow, 1990b), “Emancipatory education is an
organized effort to help the learner challenge presuppositions, explore alternative perspectives, transform
old ways of understanding, and act on new perspectives” (p.12). Their personal desires to ‘maintain
excitement’ in learning new tasks every day show a tremendous imitative of their perspectives and values
in education.

The quotes below identified and explained how their primary education is compared to how they
currently approach their teaching practices. Their experience in teaching, adopting new practices, the way
they have encountered and learned — debriefed through their practices is highly essential. In education, we
are aware of how individuals grasp personal experience in the field, but how it is adapted to changing
learning environments can become prominent contextualized. Teachers have a constant urge to understand
what their students are curious about and what is ‘trending’ to provide a realistic experience within the
classroom with various learning tools to maintain students’ engagement and motivation levels.
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[Serina]: “Look, I think, it’s more about the belief and what kind of teacher you are. That
determines how you pass experiences...when I started teaching about 20 years ago, I was
in a general classroom setting. But in that situation, | always enjoyed it! There are lots of
opportunities for children to really meaningfully understand what they are learning. There
is a fix to knowing what they love! Learning what are they curious about? I'm really
motivated towards deep learning & purposefully contextualizing integrated learning.
That’s just who I am....”

[Jenna]: “..the beginning, | made sure there were lots of books, kids love various things
that we did that really drove the learning! Practicing on various of software and managing
Corporate Services...in my 20s because when I had my first year and I took my three class
on 16 excursions! The average teacher does 4. Because it’s experiential, kids can hang
their creative, critical thinking hats on to learn deeply... It’s just how | think drives their
experience by my own pedagogical ideology and what | think is best for kids. ”

[Benzie]: “...Most people learn on the job, and | don 't feel that strongly that way. | don 't
think my teacher training was that great. |1’d say probably the most useful piece of tertiary
education | ve ever done was my philosophy degree purely because that taught me about
the importance of different ways of thinking... to try to teach students something (what
everybody’s going to understand) in the same way is philosophical... philosophy helped
me think about the same problem in various ways, and that’s really useful for education.
But in terms of teacher training, | wasn 't all that impressed. ”

Teachers’ recollection and reflection upon how they learned in their primary school and their
comparison demonstrated the vast shift in teaching practices and pieces of training provided. The majority
of teachers wished that their teachers did what they do in their classrooms now. Teachers seemed to position
the learners as ‘on-going work.” They believed that informing the students about what was going to be
taught in the current session was highly crucial. One teacher believes that letting students explore the game
for the first 10 minutes’ shows their excitement of what they think we may learn — but we always need to
give some instruction or information. Another teacher compared their own primary educational experience
with how they teach now and explained that their own goal-oriented nature influences the way they
approach their students. In the early 90s, when their experienced learning in their primary education, they
encountered issues that they wished for students in their current classroom not to come across.

[Nikki]: “I’'m very goal-oriented by just having a clear understanding of where | need to
go to so that learning intention and success criteria, giving graded which I think is right,
a purpose to the learning and understanding because going back to games in primary
school, remember some activities we did random activities we did, and apparently they
were actually linked to science. But it was never explained to us by the learning intention,
the purpose, so the learning was completely mixed. So, apparently, that was pretty common
for how | taught science back then as well. So, in the early 90s, and having structure and
communicating allowing students a voice as well, 1’'m huge on that. Because | found that
when | am not given an opportunity to talk about the learning or clarify my understanding
of the learning, I get lost and confused, and frustrated. So, | think that’s similar.”

[Benzie]: “... I was in a gifted program when | was in grade six. As my teacher used to
give us a double-sided A4, with all of the work that we had to do for the week...you could
do that, whenever you want to. And if you got to finish then, you have free time. So, that
was hugely influential on me [emphasis added], definitely in terms of what it takes to the
idea of changing. | think a real failing in the education system is that it takes student voice
completely out, and the mode of learning that you do at school has become artificial for
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lifelong learners now... It shouldn 't force education [emphasis added]... “You must learn
this because there’s some boring old man at the front of the room telling you, “you have
to learn it all! 7. Just like how the clocks turnover and now you[students] have to learn a
completely unrelated subject with no real-life application! You learn in chunks of time that
are appropriate for whatever you ’re learning, and however, your passions were feeling at
the time...."”

This also relates to the way andragogical principles of “need to know,” “experience,” and “motivation
to learn” clearly (Figure 1). Regarding the relevance of discussion, the experiential learning concept of
‘continuity and ‘purpose’ seems to be highly present in their perspectives. The teachers continuously learn
various ways in which the learners can benefit and gain knowledge. Teachers’ learning, their purpose drive
them to frame through the learning outcomes/objectives of the subject. Framing the purpose shows the
continuous aspect of allowing interactive, engaging, and motivating learning for the learners demonstrates
their ‘growth in experience.” This concludes that teachers’ past educational and career experiences
influence [to some extent] their thought-processes towards teaching in their classrooms. This is relevant to
the study (Prestridge & de Aldama, 2016), “...each teacher chooses a type of digital game based on her
epistemic and pedagogical beliefs ” (p.917).

Another teacher seemed to bring forward the experience from teaching secondary schools and being a
banker. She felt that different age groups require different approaches to be understood. In addition, gaining
skills at banking allowed her to find innovative approaches to teach math to individuals who dislike math
in primary education. Another teacher agreed to how different career experiences assist her in current
practice ad kept her updated with technological change over time. As mentioned in (Bigum, 2014), teachers
own profound disciplinary knowledge that allows them to curate the curriculum effectively. Hence, this
theme proves how it means to position teachers as producers of meaningful ways to practice in their
classrooms. This demonstrated that relationships between individuals and objects, the experiences that
become central to socially situated context — it can be a retail, a banking job, or even secondary level
education; they are relevant to support teacher’s self-concepts and growing reservoir of experience.

[Nikita]: Teaching secondary and being a banker — helps realize how different the age
group of secondary to tertiary shows. Banking skills make me good with numbers! So,
teaching math becomes so easy! And | tend to find all creative ways to make math
enjoyable.

[Tia]: Oh, absolutely! Having worked in different places and roles allows you to gather
skills and gain different perspectives that prepare you to teach or make you aware of new
or old trends... because so | started teaching in 2003. And before | became a teacher, | was
in the Navy. And I did electronics in the Navy, and prior to that, | worked in a local Ballarat
hospital as a pathology technician... all these skills helped me innovate my lessons!

With experienced teachers, we speculate that they have significant repertory from which they draw
upon and be selective in an effective manner. Hence, expanding towards differentiated learning
experiences. Dewey demonstrates the interplay between the curation of teachers’ efforts and learning well.
However, this theme attempts to illustrate the curation of teachers’ educational, learning, and work/career
experience, that assists teachers in providing a quality learning process for their students. For example, an
individual preparing themselves to become a teacher and while doing so, working as a teacher-aid allowed
them to understand ‘what the teachers need to know, acknowledge, comprehend and gain technical skills.’
Despite that, their experience attained from the retail, salesman and graphic designer, and technical support
—all compiled into a fruitful belief that every experience is educative.

[Mary]:... I've been in education for a while because | was also a teacher-aid before, and
while studying to be a teacher; | learned a lot during the teacher-aid job. My education
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major is in special education. And that’s why also technology and gaming is interesting
for me because it connects with all abilities [Emphasis added]. It’s more inclusive; it takes
on differentiation by using gaming. And before that, | 've always had IT in my work, either
retail, or being a salesman or graphic design, or tech support, that sort of thing... so
technological change came naturally to me... [ welcomed it!

CONCLUSION OF INTERPRETIVE RESULTS

Teachers’ education and work experience are an accumulated source of skills they acquire to contribute
to their teaching practices. Individual experiences of primary school teachers contribute to their current
daily routine of decision-making processes: how what, and which teaching method (pedagogies) should be
used to deliver the subject’s learning outcomes. Therefore, it is crucial to understand teachers’ experiences.
It provides a continuous learning process, gaining knowledge respective to requirements, and delivering
knowledge to children (younger generation) with pedagogical approaches that do not entirely connect with
andragogical principles. Their desire to achieve ‘satisfaction’ in delivering learning is related to their
personal inspirational and motivational drivers. Addressing pedagogical shifts, their technological ‘savvy’
skills, and the training facilitates teachers, impacting experiential learning. | observed that continuous
growth in their educational experience somewhat enforces their ability to deliver knowledge more
interactive and innovatively.

Lastly, with the interpretive results discussed above, the author would like to demonstrate the
understanding of educational experience, teachers’ career experience, and what factors impact their daily
practices in Figure 4. To elaborate, Figure 4 visualizes how continuity represents the experience that
teachers accumulate over time and ‘learn’ to grow their experience positively in the field of teaching.
Meanwhile, their growth in experience and continuity occurs due to their sole purpose of educating students,
maintaining learning outcomes through curriculum assigned, critically examining the learning tools (games,
google classroom, etc.) that will motivate the learners in the 21% century to cooperate, collaborate and
critically think through the tasks. Their perspectives demonstrated that their own learning through their
experience acknowledges somewhat the way they currently practice and adopt pedagogies. Consequently,
this is interrelated with how their pedagogies have shifted over a decade, what are the limitations or
challenges they face to adjust to the pedagogies they practice, and how limitations in resources, hardware,
or software; hinder their teaching processes. Another noticeable aspect through interpretive results was the
necessity of ‘traditional’ to ‘progressive’ classrooms. Dewey (1938) has engaged deeply with both types of
education. However, this concern on how teachers categorize traditional and progressive education is being
analyzed in the current research project.
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FIGURE 4
DEMONSTRATING THE FACTORS INFLUENCING TEACHER’S EDUCATIONAL
EXPERIENCE AND WORK EXPERIENCE (THEIR TEACHING PRACTICES)

Continuity
Dewey’s Theory of Growth in Experience
Experience Concepts
Purpose
Their personal education does
i i N impact how they teach (100%)—
Perspective/ Beliefs/ Throughout the Digital age. Traditional
Passion/ Desire | N classroom
. y d es?
. The shift from Traditional to - pefapoples
Progressive classroom? n -
" . . rogressive
Teacher’s Personal Pedagogical Practices & Shifts }» > Pedagogies?
Educational & Work h Limitation Hardware (PC,
Experience — ) . Tablets, laptops, etc.,)
Impacts their current Technological Savvy Software (Games and their
j >
practices J compatibility).
Limitation on Resources &
p . Tools provided
—>| Teaching trainings }7
\ J Training All teachers to adaptto
> 21% Century skills and Curriculum

needs.

Experience of primary school teachers for 10+ years in teaching practices

*7 Growth in experience,’ ‘continuation of learning, debriefing and accumulating knowledge,” and ‘purpose’ are
applied due to the need of repurposing the task through pedagogies and teaching practices.

As an educator with over nine years of higher education experience (despite its differences with primary
education), the changes in pedagogies over the years to accommodate the learning process for students,
accommodate their needs, ensure they gain knowledge, provide guidelines, and be aware of the current
technologies used to provide realistic experience is growing. The pandemic has made it challenging for all
educators and students. The difficulties that impacted the education systems, emphasizing developing
higher-order thinking and problem-solving skills through distance learning, are nearly unachievable. The
information apocalypse era and the reach of information at our fingertips have both strengths and
weaknesses.

CONCLUSION

Teachers’ personal education and work experience is an accumulated source of skills, knowledge, and
practices that they acquire to contribute towards their current reforming teaching practices. Individual
experiences of primary school teachers contribute to their daily routines of decision-making processes and
which teaching method (pedagogies) should be used to deliver the learning outcomes of the subject being
taught. It is crucial to understand teachers’ experiences as it provides a continuous form of learning, gaining
knowledge, and delivering knowledge to children (younger generation) with pedagogical approaches that
are not entirely identical to how teachers themselves were taught in the 80s or 90s. Their desire to achieve
‘satisfaction’ in delivering learning is connected to their personal inspirational and motivational drivers.
The addressing of pedagogical shifts, their technological ‘savvy’ skills, and the teaching pieces of training
impacts the way they experience learning. Continuous growth through experience in their own education
somewhat enforces their abilities to be able to deliver learning more interactively. To conclude, | believe
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that this paper contributes to the body of knowledge of teachers’ perspectives, their roles in the classroom,
and their crucial position of being an educator to young learners.

There were some limitations in the current study, including a reduction of participants’ number due to
the pandemic (2020), the number of words to represent the complete analysis, and the scope of recruitment
changes. The data collection procedures began with pandemic lockdown (March 2020), which enforced re-
examining the number of participants from initial anticipation (30 teachers) to 15 teachers. The decrement
achieved saturation in data analysis procedures; hence, 11 teachers provided in-depth data. Furthermore,
the research project timeline also ensured all data collection methods were completed within a period.
Despite that, the generalization may still apply in Australia’s context. The teachers presented in the current
analysis may only be beneficial for primary level teachers as the types of tools, resources, and curriculum
and its relevant practices may not be applicable for secondary or secondary higher education.

Future work is to conceptualize concepts/principles in the theory of experience (situation, intelligence,
freedom) into the data analysis to expand teachers’ experiential perspectives further. In addition, the author
will be employing the primary school teachers’ experience as case studies onto FrameTEP framework
(Prestridge & de Aldama, 2016) and enhance the usability of the framework and expand the use of the
framework to allow versatility of the use of technology in the classroom. Currently, the FrameTEP
framework advocates that it is based on technological use in the classroom. In contrast, the author would
like to expand the framework by increasing a few emerging pedagogies yet to be informed in detail through
semi-structured theoretically designed interviews.
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