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Abstract

This text presents one way to apply the qualitative method-
ology to study the emotional experience sparked by different
categories of motor games. This proposal is contextualized in
the theoretical underpinnings of the education of motor behav-
iors and in the use of mixed methodologies. The three phases of
content analysis are explained applied to comments from differ-
ent groups of participants in Spain, Portugal, Switzerland and
Brazil (university students and primary and secondary school
students) gotten from the validated Games and Emotion Scale
(GES) questionnaire and reflective interviews. This avenue of
research has enabled conceptual maps interpreting the emotion-
al experience of the different kinds of games to be developed
and educational proposals for professionals in modern physical
education to be presented.

Keywords: content analysis, motor behavior, motor pra-
xeology, wellbeing

Introduction: Science, Reality,
Motricity and Emotion

Science is a kind of specialized knowledge; it pos-
its conjectures that go beyond ordinary knowledge
and subjects them to a rigorous comparison with ex-
perience using methods created for that purpose and
the theories that support them.

The scientific attitude seeks to explain reality, but
cognizant that it is highly complex, it proceeds with
caution and method, seeking to systematize each of its
steps. It attempts to act with humility and effective-
ness and strives to outline and resolve specific prob-
lems with coherence and rigor. Furthermore, it is
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Resum

Aquest text presenta una manera d’aplicar la metodologia
qualitativa per estudiar la vivéncia emocional que originen
diferents categories de joc motor. Aquesta proposta es con-
textualitza a les bases teoriques de 1’educacié de conductes
motrius i en 1’Gs de metodes mixtos. S’expliquen les tres fa-
ses d’analisi de contingut aplicat a comentaris de diferents
grups de participants d’Espanya, Portugal, Suissa i Brasil
(universitaris, d’educacié primaria i secundaria), obtinguts
mitjancant el qiiestionari validat Games and Emotion Scale
(GES) i entrevistes rememorades. Aquesta linia de recerca ha
permes elaborar mapes conceptuals interpretatius de la viven-
cia emocional dels diferents tipus de jocs i alhora presentar
propostes educatives per als professionals d’una educaci6 fi-
sica moderna.

Paraules clau: analisi de contingut, conducta motriu, pra-
xeologia motriu, benestar

Introduccio: ciéncia, realitat,
motricitat i emocio

La ciéncia és un tipus de coneixement de naturalesa
especial, enuncia conjectures que van més enlla del sa-
ber ordinari i les sotmet a un rigor6s contrast amb 1’ex-
periéncia, a partir de metodes creats a aquest efecte i de
teories que li donen suport.

L’actitud cientifica pretén explicar la realitat, pero
sabent que aquesta és molt complexa, procedeix amb
prudéncia i metode, tractant de sistematitzar cadascun
dels seus passos. S’intenta actuar amb humilitat i efica-
cia, procurant enunciar i resoldre problemes concrets;
amb coherencia i rigor. A més, s’ha de ser respectuds
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important to be respectful of existing knowledge and
to act with benevolence and generosity, subjecting all
new contributions to systematic criticism and checks
(Bunge, 1983).

Reality is constructed by the intelligent being’s ev-
eryday encounters with the world around them, which
constantly emits stimuli. The way things are in this
human encounter is what is known as or called reali-
ty, which is nothing other than the world of everyday
facts, events, data which are recorded, observations
that are recalled, forms that have been given to inter-
act with others.

Our apprehension of reality is constantly fed by
experience, to such an extent that it is difficult to be
aware of a reality if it has not been experienced, even
though on the vast majority of occasions it is not sub-
jected to empirical confirmation since this reality has
already been deemed real through culture.

In addition to ordinary knowledge, there is also
scientific knowledge. Its goal is to compare what is
happening, both around and inside oneself, with ex-
perience, to ascertain the articulation of the things
that make it possible for the world to present itself
in a given guise. This is called knowledge (Zubiri,
1984). In the sphere of motricity, motor practices,
as a sensory reality within everyday life, do not re-
quire more explanation than what could be provided
by ordinary knowledge, since they are obvious re-
alities. When a more elaborate explanation is need-
ed, the support of the consolidated factual and social
sciences is sought. This was happening in this way
until the appearance of the theory of motor action
(Parlebas, 1981, 1990, 1996, 2001) which explains
that obvious reality for society from the scientific
perspective.

In the 1960’s, the theory of motor action laid the
groundwork for a new scientific discipline, motor
praxeology (Parlebas, 1981, 2001). Since then, this
science of motor action has worked to investigate
and compile scientific evidence on an epistemologi-
cal realm (Bachelard, 1984, 1987) that was unheard
of until then: knowledge of motor action (Lagardera
& Lavega, 2003, 2004; Lagardera, 2009; Parlebas,
2005, 2016). It has created new concepts to learn spe-
cifically about a field that had been orphaned in epis-
temological reflections until then.

This theory allows methods to be developed that
foster direct, sensory, real interventions which can
be both developed and redeveloped to gain awareness

amb el saber existent, i actuar amb benevolencia i gene-
rositat, sotmetent totes les aportacions a la critica i con-
trast sistematics (Bunge, 1983).

La realitat es construeix a partir de I’enfrontament
quotidia del ser intel-ligent amb el mén que 1’envolta i
que emet estimuls constantment. La manera com les co-
ses queden en I’enfrontament huma és el que es coneix
o denomina realitat, que no és més que el mén dels fets
quotidians, dels esdeveniments, de les dades que es regis-
tren, de les observacions que es recorden, de les formes
que han estat atorgades per relacionar-se amb els altres.

L’aprehensi6 de la realitat es nodreix constantment
per ’experiencia, fins a tal punt que resulta dificil tenir
conscieéncia d’alguna realitat si no ha estat experimenta-
da, encara que en la immensa majoria de les ocasions no
se sotmeti a contrast empiric, doncs ja ha estat atorgada
aquesta realitat com a real a través de la cultura.

A més del saber ordinari existeix el coneixement
cientific. Quan aix0 succeeix es tracta de contrastar amb
I’experiéncia alld que esdevé, tant al voltant com dins
de cadascu, s’intenta conéixer 1’articulacié de les coses
que fan possible que el mon es presenti de determinada
forma, a aix0 es denomina coneixement (Zubiri, 1984).
En I’ambit de la motricitat, les practiques motrius, per
constituir una realitat sensitiva que apareix en la vida
quotidiana, no requereixen més explicaci6 que la que
pot aportar el saber ordinari, doncs es tracta de realitats
evidents. Quan es precisa d’alguna explicaci6 més ela-
borada es busca el suport de ciencies factuals i socials
ja consolidades. Aix0 ha ocorregut aixi fins a 1’aparici6
de la teoria de 1’accié motriu (Parlebas, 1981, 1990,
1996, 2001) que explica, des de la perspectiva cientifi-
ca aquesta realitat evident per a la societat.

La teoria de 1’accidé motriu va establir, a la deca-
da dels 60, les bases d’una nova disciplina cientifica,
la praxeologia motriu (Parlebas, 1981, 2001). Aquesta
ciéncia de I’acci6 motriu s’ha dedicat des de llavors a
investigar i recopilar evidencies cientifiques sobre una
regié epistemologica (Bachelard, 1984, 1987), inedita
fins aleshores, 1’area de coneixement de 1’accié motriu
(Lagardera & Lavega, 2003, 2004; Lagardera, 2009;
Parlebas, 2005, 2016), creant nous conceptes amb ca-
racter especific per congixer un ambit orfe fins a aquells
moments de reflexions epistemologiques.

Aquesta teoria permet 1’elaboracié de metodes que
propicien intervencions directes, sensitives i reals, que po-
den ser alhora elaborades i reelaborades per la presa de
consciéncia i la rad, salvant camins tortuosos de creences i
arquetips culturals.
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and reason, avoiding tortuous pathways of beliefs and
cultural archetypes.

Among the foundational notions provided by this
discipline, the concept of motor behavior is particu-
larly noteworthy; it refers to the person as a unique,
singular being which expresses all its dimensions
when engaged, in organic, cognitive, emotional and
relational terms (Parlebas, 2001).

Education in motor behaviors (Parlebas, 2001,
2003) situates the person at the core of pedagogical
interest and the optimization of the motor behaviors
in a constant process throughout existence.

Given the complexity of human reality, motor be-
haviors cannot be observed directly, but people’s mo-
tor behaviors can be observed, which are apparently
done, seen and touched. Yet this is just a tiny part of
reality, given that other signs also exist: biography,
emotions, motivations or social relations, which must
be borne in mind for motor behaviors to be interpreted.

Therefore, a scientific approach to motor behavior
requires not only experimental and quasi-experimental
methods with powerful statistical processing of the data
obtained, but also the application of qualitative meth-
odologies that reveal the phenomenological version of
the person acting (Brymer & Schweitzer, 2017).

As is common knowledge, qualitative research
methodologies refuse to define abstract structures be-
cause they can only be constituted in theory based on
their mathematical expression, as a composite func-
tion (Mosterin, 1987), unlike specific theories which
deal with facts, objects or sets of ideas about a given
system. This is a methodological but not ontological
renunciation, since it is not diluted in speculations
but instead approaches problems in a holographic
way, although this does not exclude the fact that some
variables subjected to control from an empirical per-
spective may be susceptible to being compared or in-
tegrated into the entire set of procedures used by the
qualitative method (Martinez, 1989).

This is the methodological challenge posed by this
article, given the need to use scientific evidence to ascer-
tain aspects of motor behavior which help describe some
dimensions and profiles of this complex, suggestive
form of human communication and expression in order
to interpret it with more efficacy, relevancy and rigor.

This text poses the challenge of designing meth-
odological strategies that enable us to ascertain and
describe the emotional dimension that characterizes
all motor behavior.

Entre les nocions de base que aporta aquesta disci-
plina mereix especial atenci6 el concepte de conducta
motriu que remet a la persona com a ser Unic i singular
que en intervenir expressa totes les seves dimensions:
organica, cognitiva, emocional i relacional (Parlebas,
2001).

L’educacié de les conductes motrius (Parlebas, 2001,
2003) situa la persona al centre de ’intereés pedagogic
i a 'optimitzaci6 de les seves conductes motrius en un
procés constant al llarg de 1’existencia.

Atesa la complexitat de la realitat humana les con-
ductes motrius no poden ser observades directament,
perd si poden observar-se els comportaments motors
de les persones, la qual cosa aparentment es fa, es veu
ies toca, i que suposa tan sols una parcel-la de la rea-
litat, ja que existeixen altres indicis, com biografia,
emocions, motivacions o relacions socials que s’han de
tenir en compte perque les conductes motrius es puguin
interpretar.

De manera que una aproximacié cientifica a la con-
ducta motriu exigeix, a més de metodologies experi-
mentals i gairebé experimentals amb potents tractaments
estadistics de les dades obtingudes, 1’aplicacié de meto-
dologies qualitatives que revelin la versié fenomenologica
del protagonista de 1’accié (Brymer & Schweitzer, 2017).

Com és sabut, els metodes de recerca qualitatius re-
nuncien a la definicié d’estructures abstractes, perque
aquestes només poden constituir-se en teoria a partir de
la seva expressié matematica, com una funcié compos-
ta (Mosterin, 1987), a diferéncia de les teories concre-
tes que versen sobre fets, objectes o conjunts d’idees
sobre un determinat sistema. Es tracta d’una rentincia
metodologica perd no ontologica, ja que no es dilueix
en especulacions, sind que s’aproxima als problemes de
manera holografica, la qual cosa no exclou que algunes
variables sotmeses a control des d’una perspectiva em-
pirica no puguin ser susceptibles de comparar-se o d’in-
tegrar-se en el conjunt de procediments utilitzats per la
conducta qualitativa (Martinez, 1989).

Aquest és el desafiament metodologic que es planteja
en aquesta contribucid, davant la necessitat de coneixer
mitjancant evidencies cientifiques, aspectes de la con-
ducta motriu que ajudin a descriure algunes dimensions
i perfils d’aquesta complexa i suggestiva manera de co-
municaci6 i expressié humana per poder ser interpretada
amb major eficacia, pertinencia i rigor.

Aquest text planteja el repte de dissenyar estrategies
metodologiques que permetin coneixer i descriure la di-
mensié emocional que caracteritza tota conducta motriu.
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A Paradigm Shift:
Education in Motor Behaviors

Emile, ou de I’éducation (Rousseau, 1762) wise-
ly shows the transcendence of sensory learning, the
prevalence of the physical in the construction of the
person. The notion of motor behavior is coupled with
the application of an active pedagogy geared towards
optimizing each human being.

The concept of motor behavior refers to “the mean-
ingful organization of the actions and reactions of a
person who acts, the relevancy of whose expression is
motor in nature” (Parlebas, 2001, p. 85). This refers
to motor behavior (external observation) referring, for
example, to a high jump: the act of waiting, the start
of running, the push, the aerial phase and the drop, as
well as the meaning this holds for the actor (internal
observation) corresponding to their intention, percep-
tion, mental image, plan and associated emotions.

The concept of motor behavior holds a great
deal of potential worth considering in the sphere of
physical education. In fact, its pedagogical applica-
tion leads to a veritable revolution, a paradigm shift
(Lagardera, 2007; Parlebas, 2003), since the focal
point moves to the personal evolution of each of the
actors in the educational act. This is a radical shift
in focus: the important thing is no longer the bounce
of the ball, the shot into the basket or the volleyball
serve but the person who in each action decides, feels
and interacts uniquely with others.

In the sphere of physical education, several de-
cades ago the groundwork was laid for an active,
understanding, holistic and truly modern pedagogy,
the pedagogy of motor behaviors (Parlebas, 1981,
1990). This approach views emotions as yet another
dimension to be considered in the optimization of the
person, along with the organic, decisional and rela-
tional.

What underlies the pedagogy of motor behaviors is
the potential to intervene in the deepest part of each
person, since highly complex human processes that
are keenly important for social dynamics, such as
emotional regulation, socially-conscious cooperation
or interactive empathy, can be put into practice in a
fun way while motor behaviors are optimized. To the
extent that the goal is for people to become highly
competent in these facets of life in order to substan-
tially improve their quality of life, they can be opti-
mized through an applied physical fitness program that
bears in mind the different kinds of motor practices

Un canvi de paradigma.
L'educacio de conductes motrius

Emile, ou De I’éducation (Rousseau, 1762) mostra
saviament la transcendencia de 1’aprenentatge sensitiu,
del govern del fisic en la construcci6 de la persona. La
noci6 de conducta motriu va unida a I’aplicacié d’una
pedagogia activa orientada a I’optimitzaci6 de cada ésser
huma.

El concepte de conducta motriu fa referéncia a “I’or-
ganitzaci6 significativa de les accions i reaccions d’una
persona que actua, la pertinéncia de 1’expressio de la
qual és de naturalesa motriu” (Parlebas, 2001, pag. 85).
Es refereix a un comportament motor (observacié ex-
terna) referit, per exemple, a un salt d’altura, a 1’acci6
d’espera, inici de la cursa, ’impuls, la fase aéria i la
caiguda i també al significat que té per al protagonista
(observaci6 interna) corresponent a la intencid, percep-
ci6, imatge mental, projecte, emocions associades.

El concepte de conducta motriu ostenta una gran
potencialitat per ser considerat en I’ambit de I’educa-
ci6 fisica. De fet, amb la seva aplicaci6 pedagogica, es
produeix una autentica revolucié, un canvi de paradig-
ma (Lagardera, 2007; Parlebas, 2003), ja que el centre
d’atenci6 es trasllada al procés d’evolucié personal de
cadascun dels protagonistes del fet educatiu. Es tracta
d’un canvi radical d’enfocament, I’important ja no és el
bot de la pilota, el llancament a canastra o la tecnica de
servei en voleibol, sind la propia persona que en cada
acci6 de joc decideix, s’emociona i es relaciona de ma-
nera singular amb els altres.

En I’ambit de 1’educaci6 fisica ja fa diverses deca-
des que es van establir les bases d’una pedagogia activa,
comprensiva, holistica i auténticament moderna, la peda-
gogia de les conductes motrius (Parlebas, 1981, 1990).
Aquest enfocament considera les emocions una dimensio
més a tractar, al costat de ’organica, la decisional i la
relacional en I’optimitzacié de la persona.

En la pedagogia de les conductes motrius hi ha al
darrere la potencialitat d’intervenir sobre la part més
profunda de cada persona, ja que processos humans al-
tament complexos i de gran interes per a la dinamica so-
cial (com la regulacié emocional, la cooperaci6 solidaria
o ’empatia interactiva) poden posar-se en practica de
manera ladica i optimitzar-se com a conductes motrius.
En la mesura que es desitgi que les persones puguin
arribar a ser altament competents en aquestes facetes de
la vida, amb I’objecte de millorar-ne substancialment la
qualitat, poden ser susceptibles d’optimitzar-se mitjan-
cant un programa aplicat d’educaci6 fisica que tingui en
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cited by the theory of motor action, their interpretation
and their systematic evaluation (Lagardera & Lavega,
2005).

Today’s society has a very serious problem in terms
of the acceptance, consideration and popular dissemina-
tion of physical culture. It is often considered a minor
branch of knowledge, even not a very noble one, as it
is practical or procedural knowledge (Parlebas, 2001).
However, it is precisely the opposite since it is neces-
sary knowledge for a physician, a plumber, a taxi-driv-
er, a professor, a scientist and, in short, anyone to not
only perform their profession competently and effica-
ciously but also to have a high quality of life.

Education in motor behaviors suggests acting
along the lines of what is postulated by the evidence
in other scientific disciplines. Thus, the advances in
neurology and neuroscience (Damasio, 2005, 2010)
highlight the importance and overall implication of
sensory knowledge as the target of knowledge: it has
been demonstrated, for example, that the mind is lo-
cated in the entire body in the guise of signal mole-
cules (Lipton, 2007).

The originality of this pedagogy lies in the fact
that its postulates are procedural, that is, its entire
undertaking, including the more axiological discours-
es, are based on the action of the cognizant subject.
The instructor is constantly observing and interpret-
ing their students’ motor behaviors, not what they
should be but what they are, not what they should do
but what they are capable of doing. Thus, the playing
field, the gym floor or the swimming pool become
living laboratories of subjectivity in the realm of the
singularity of each person.

This refers not only to the respect for the singular-
ity of each person but to the fact that this is precisely
the main objective of the job of educating. This af-
fects their emotions as the biological substrate of life,
along with their motor repertoire, as a crucial step in
the construction of subjectivity, and in the construc-
tion of thinking and the personality, given that the
brain writes with the language of the body: “The im-
mediate result of emotions is a temporary change in
the state of the body itself and in the state of the ce-
rebral structures that map the body and sustain think-
ing” (Damasio, 2005, p. 56). Therefore, when motor
behaviors are optimized, this is tantamount to acting
pedagogically over the unity of being.

An active pedagogy that influences the optimiza-
tion of people’s motor behaviors is also addressing

compte els diferents tipus de practiques motrius que as-
senyala la teoria de 1’accié motriu, la seva interpretacio i
avaluaci6 sistematica (Lagardera & Lavega, 2005).

La societat actual té un problema molt greu quant a
I’accepcid, consideraci6 i difusié popular de la cultura
fisica perqué sovint és considerada com un coneixement
menor, fins i tot poc noble, per tractar-se d’un conei-
xement practic o procedimental (Parlebas, 2001). No
obstant aixo, és just tot el contrari, ja que és un saber
necessari per al metge, per al lampista, per al taxista,
per al professor, per al cientific i en definitiva perque
qualsevol persona, a més d’aconseguir desenvolupar la
seva professi6 amb competencia i eficacia, pugui tenir
una vida amb altes cotes de qualitat.

L’educaci6 de les conductes motrius proposa actuar
en la linia del que postulen les evidéncies en altres dis-
ciplines cientifiques. Aixi, els avangos en neurologia i
neurociencia (Damasio, 2005, 2010) destaquen la relle-
vancia i implicacié global dels sabers sensitius com a
objecte de coneixement; aixi es demostra, per exemple,
que la ment esta localitzada en tot el cos en forma de
molecules senyals (Lipton, 2007).

L’originalitat d’aquesta pedagogia radica en el fet que
els seus postulats son procedimentals, és a dir, tot el seu
quefer, fins i tot aquells discursos de caracter més axio-
logics, estan basats en 1’actuacié del subjecte cognoscent.
El docent esta constantment observant els comportaments
motors i interpretant les conductes motrius dels seus
alumnes, no el que haurien de ser, sin6 el que sén, no
el que haurien de fer, sind el que sén capacos de fer. De
manera que, la pista de joc, el parquet del gimnas o la
piscina es converteixen en laboratoris vius de la subjecti-
vitat, en el regne de la singularitat de cada persona.

No s’esta fent referencia tan sols al respecte a la
singularitat de cada persona, siné que sigui precisa-
ment aquesta 1’objecte primordial de la tasca educativa,
la qual cosa afecta les seves emocions, com a substrat
biologic de la vida, el seu repertori motor, com a bau-
la determinant en la construcci6 de la subjectivitat, pero
també, la construcci6 del pensament i de la personalitat,
ates que el cervell escriu amb el llenguatge del cos: “El
resultat immediat de les emocions és un canvi temporal
en I’estat del propi cos, i en I’estat de les estructures ce-
rebrals que cartografien el cos i sostenen el pensament”
(Damasio, 2005, pag. 56), per aixd quan s’optimitzen
les conductes motrius s’actua pedagogicament sobre la
unitat de 1’ésser.

Una pedagogia activa que influeix en 1’optimitzaci6
de les conductes motrius de les persones esta abordant
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through this process their emotional education, the
development and maturity of their self-awareness, the
character of their social relations, trust and personal
self-esteem and, in sum, their entire identity as a hu-
man being (Lagardera, 1999).

Domains of Motor Action and Emotions

According to the science of motor action or motor
praxeology, despite appearances, the interventions of
the participants of any game are not anarchic but instead
heavily determined by the rules (Parlebas, 2002), which
contain the internal logic or properties of any game,
sport or dance and which establish the limits, rights and
prohibitions which the participants must respect.

The concept of internal logic is the cradle of the arc
based on which the entire theory of motor action is con-
structed, which should be clearly digested in order to be
effectively applied in the art of teaching physical educa-
tion. Internal logic gives each game an identity since it
establishes the kind of relationship that the players must
maintain with the other participants, with the space, with
the time and with the materials (Parlebas, 2001). There-
fore, it does not matter whether the player is a child, an
adult or a professional player, whether they are male or
female, since the internal logic of judo always establishes
a way the participant should interact with their adversary,
which is very different to tennis; the relationship with the
space in the long jump or the high jump lead to automat-
ic behaviors and motor stereotypes which foster efficacy
in adapting responses. In contrast, the uncertainty of a,
never-changing space in paragliding or windsurfing re-
quires actors to give responses associated with constant
decision-making in which it is essential to decipher this
constantly-changing environment.

We should distinguish between the characteristics
inherent to each game, or its internal logic, and the
contextual features, which motor praxeology calls ex-
ternal logic (Parlebas, 2001, 2002). The weather or
history, the architectural features of the facility, the
components (chemical, physical, natural, etc.) used to
make the objects and the social relations among the
participants (friendship, kinship, gender, etc.) are
features external to the rules of a game.

This theoretical difference between internal and
external logic upheld by motor praxeology has a sub-
stantial methodological transcendence given that not
only does it condition the methodological procedures
used but it also determines the construction and design

també amb aquest procés la seva educaci6 emocional,
el desenvolupament i maduresa de la consciéncia de
si mateix, el caracter de les seves relacions socials, la
confianca i autoestima personal i en summa tota la seva
identitat com a ésser huma (Lagardera, 1999).

Dominis d’accio motriu i emocions

Des de la ciencia de I’acci6 motriu o praxeologia
motriu les intervencions dels participants de qualsevol
joc, malgrat les aparences, no son anarquiques, sin que
estan fortament determinades per les regles (Parlebas,
2002), que contenen la logica interna o propietats de
qualsevol joc, modalitat esportiva o dansa i que establei-
xen els limits, els drets i prohibicions a respectar pels
participants.

El concepte de logica interna és la falca de 1’arc
a partir del qual es construeix tota la teoria de 1’ac-
ci6 motriu, la qual convé tenir clarament assumida
per poder ser aplicada amb eficacia en ’art d’exercir
la docencia en educacié fisica. La logica interna dota
cada joc d’identitat ja que estableix el tipus de relacid
que els jugadors han de mantenir amb els altres parti-
cipants, amb I’espai, amb el temps i amb el material
(Parlebas, 2001). Aixi doncs, és igual si el protagonis-
ta és un nen, un adult o un jugador professional, si és
noi o noia, ja que la logica interna del judo estableix
sempre una manera d’interactuar amb 1’adversari molt
diferent al tennis; la relacié6 amb 1’espai en el salt de
longitud o d’altura desencadenen automatismes o es-
tereotips motors que afavoreixen ’eficacia en 1’adap-
tacié de les respostes; en canvi, la incertesa d’un es-
pai canviant en el parapent o el windsurf exigeix dels
actors respostes associades a una presa de decisions
constant, en les quals és necessari desxifrar aquest en-
torn canviant.

Cal diferenciar aquests trets propis de cada joc o 10-
gica interna, amb les caracteristiques contextuals, enun-
ciat per la praxeologia motriu com a logica externa (Par-
lebas, 2001, 2002). Sén trets externs a les regles d’un
joc el temps atmosferic o historic; les caracteristiques
arquitectoniques de la instal-lacid; els components (qui-
mics, fisics, naturals...) utilitzats per elaborar els objec-
tes, o les relacions socials entre els participants (amistat,
parentiu, genere...).

Aquesta diferéncia tedrica entre logica interna i logica
externa sustentada per la praxeologia motriu, t€ una trans-
cendéncia metodologica substancial, atés que no solament
condiciona els procediments metodologics utilitzats, sind
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needed to research the effects of the game on motor
behaviors.

In order to understand the interest of a game, a sport or
an educational exercise, it is essential to situate it within a
set of motor practices. A good classification should allow
all the motor practices to be situated in categories (families
or domains) which establish an order of equivalency. The
classification should not be reduced to a simple catalogue
but instead it should be a way to bring order to the sphere
of study or application in which one wishes to intervene.
The goal is to resolve one of the primary problems en-
countered in any scientific discipline (Parlebas, 2003).

All scientific disciplines have relevant criteria to
identify the major families within their sphere of study.
In motor praxeology, any motor practice can be classi-
fied based on two requirements: a) one on substance:
pertinence, since it is developed based on considering
two internal relations of the internal logic: relations
with others and with the space; and b) another on form:
methodological, since it reflects the criteria of exclusiv-
ity (each practice only fits within one category) and ex-
haustivity (all motor practices can be classified).

The classification leads to eight major categories of
equivalency based on the binary combination (presence
or absence) of two criteria: motor interaction with peers
or adversaries and relationship of informational uncer-
tainty with the space (Parlebas, 2003). Four domains
of motor action are established: psychomotor (without
motor interaction with others, like swimming or artis-
tic gymnastics); cooperation (positive interaction with
peers, like dance or human pyramid building); opposi-
tion (motor interaction with adversaries, like individual
judo or tennis); cooperation-opposition (interaction with
teammates and adversaries, like football, basketball,
volleyball or doubles tennis). Furthermore, these do-
mains can be broken down into two groups depending
on whether they are performed in a stable space (with-
out informational uncertainty, like track and field) or an
unstable space (which may change unexpectedly, like
skiing, paragliding and sailing).

Each of the eight domains in turn generates
sub-domains, since they can be performed with a final
score (with competition) or without the need to distin-
guish winners from losers (without competition).

For the pedagogy of motor behaviors, the domains of
motor action become a veritable beacon for both program-
ing physical education sessions and investigating the ef-
fects of any game or sport on the motor behaviors of their
actors (Duran, Lavega, Planas, Mufioz & Pubill, 2014).

que també determina la seva construcci6 i disseny per in-
vestigar els efectes del joc sobre les conductes motrius.

Per comprendre I’interés d’un joc, un esport o un
exercici didactic és imprescindible situar-lo dins del con-
junt de les practiques motrius. Una bona classificacié
hauria de permetre distribuir totes les practiques motrius
en categories (families o dominis) que establissin un or-
dre d’equivaléncia. La classificacié no hauria de reduir-
se a un simple cataleg, sin6 a una manera de posar ordre
en I’ambit d’estudi o d’aplicaci6 sobre el que es vulgui
intervenir. Es tracta de resoldre un dels principals pro-
blemes de tota disciplina cientifica (Parlebas, 2003).

Totes les disciplines cientifiques disposen de criteris
pertinents per identificar les grans families del seu ob-
jecte d’estudi. Des de la praxeologia motriu qualsevol
practica motriu es classifica sobre la base de dues exi-
gencies: a) una de fons, de pertinéncia, ja que s’elabora
a partir de considerar dues relacions internes de la 10gi-
ca interna: relaci6 amb els altres i amb 1’espai; i b) una
altra de forma, metodologica, ja que respon als criteris
d’exclusivitat (cada practica solament respon a una ca-
tegoria) i d’exhaustivitat (es poden classificar totes les
practiques motrius).

La classificacié origina vuit grans classes d’equi-
valéncia a partir de la combinaci6 binaria (presencia o
abséncia) de dos criteris: interaccié motriu amb com-
panys o adversaris i relacié d’incertesa informacional
amb I’espai (Parlebas, 2003). S’estableixen quatre do-
minis d’acci6 motriu: psicomotor (sense interaccié mo-
triu, com la natacié o la gimnastica artistica); coopera-
ci6 (interaccid positiva amb companys, com les danses
o construccié de torres humanes); oposicié (interaccié
motriu amb adversaris, com el judo o el tennis modalitat
simples); cooperaci-oposicid (interaccié amb companys
i adversaris, com en el futbol, basquet, voleibol o tennis
dobles). A més, aquests dominis es poden dividir en dos
si es realitzen en un espai estable (sense incertesa infor-
macional, com I’atletisme en pista) o inestable (portador
d’imprevistos, com 1’esqui, el parapent o la vela).

Cadascun dels vuit dominis generen alhora dos sub-
dominis ja que es poden realitzar amb presencia d’un
marcador final (amb competici), o sense necessitat de
distingir guanyadors i perdedors (sense competicio).

Per a la pedagogia de les conductes motrius els do-
minis d’acci6 motriu es converteixen en un auténtic ta-
lisma, tant per programar les sessions d’educacid fisica
com per investigar els efectes de qualsevol joc o esport
sobre les conductes motrius dels seus protagonistes (Du-
ran, Lavega, Planas, Mufioz, & Pubill, 2014).
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Numerous studies have shown that each of these
domains leads to different consequences in the motor
behavior of the participants, either on aspects of their
interpersonal interactions (Parlebas, 2012), on group co-
hesion (Andueza & Lavega, 2017; Parlebas, 2010), on
integration (Lavega, Planas & Ruiz, 2014) or on con-
flicts (Collard & Oboeuf, 2007; Dugas, 2008; Siez de
Océriz & Lavega, 2015), as well as on the transfer of
decisional lessons (Parlebas & Vives, 1969; Parlebas &
Dugas, 1998) and the experience of emotions (Duran
& Costes, 2018; Duran et al., 2014; Lavega, Alonso,
Etxebeste, Lagardera & March, 2014; Lavega, Saez de
Ociariz, Lagardera, March & Puig, 2017; Muiioz, Lave-
ga, Serna, Saez de Océriz & March, 2017).

Based on the reference theoretical framework, this
avenue of study has set out to cover an initial stage of
research to determine the effects of different variables
(kind of game, competition, gender, sports background,
group organization) on the intensity of the emotions ex-
perienced. Likewise, the significance of the causes at-
tributed to the most intense emotional experiences was
examined through the participants’ narratives.

The objective of this text is to show the method-
ological design and strategies used in different phases
of the content analysis of qualitative data, which are
the testimonial of the experiences of the actors with
the motor games chosen and the intensity of the emo-
tions they experienced.

Methodology
Research Design

The objective of the research meant that it had
to be approached by using a methodology based on
mixed methods (Johnson & Onwuegbuzie, 2004).
The goal was to complement the statistical analysis of
the quantitative data on emotional intensity in the dif-
ferent games with a qualitative analysis of the narra-
tions. In this way, we sought to gain in-depth insight
into the meaning that the actors conferred on their
emotional experience.

Participants

The research was performed with several thousand
participants, initially with first-year university students
at different universities in Spain, Portugal, Brazil and
Switzerland as part of their practical courses, part of

Nombroses recerques realitzades constaten que ca-
dascun d’aquests dominis originen conseqiiencies di-
ferents sobre la conducta motriu de les persones parti-
cipants, ja sigui sobre aspectes de relacié interpersonal
(Parlebas, 2012), de cohesi6 del grup (Andueza& La-
vega, 2017; Parlebas, 2010), d’integracié (Lavega, Pla-
nas, & Ruiz, 2014), o de conflictes (Collard & Oboeuf,
2007; Dugas, 2008; Saez de Ocariz & Lavega, 2015),
com de transferencia d’aprenentatges decisionals (Parle-
bas & Vives, 1969; Parlebas & Dugas, 1998), com tam-
bé en la vivencia d’emocions (Duran & Costes, 2018;
Duran et al, 2014; Lavega, Alonso, Etxebeste, Lagarde-
ra, & March, 2014; Lavega, Saez de Océriz, Lagardera,
March, & Puig, 2017; Muifioz, Lavega, Serna, Siez de
Océriz, & March, 2017).

A partir del marc teoric de referéncia, aquesta linia
de recerca s’ha plantejat cobrir una primera etapa d’es-
tudi per esbrinar els efectes de diferents variables (tipus
de joc, competicid, genere, historial esportiu, organitza-
ci6 dels grups) sobre la intensitat de les emocions expe-
rimentades. Aixi mateix, es va examinar el significat de
les causes atribuides a les experiencies emocionals més
intenses a partir de les narracions dels participants.

L’objectiu d’aquest text és mostrar el disseny meto-
dologic i les estrategies seguides en diferents fases de
I’analisi de contingut de les dades qualitatives, que son
el testimoniatge de I’experiencia dels protagonistes amb
els jocs motors triats i de la intensitat de les emocions
viscudes.

Metodologia
Disseny de la recerca

Aquest objecte de la recerca requeria ser abordat
mitjan¢ant 1’is d’una metodologia basada en metodes
mixtos (Johnson & Onwuegbuzie, 2004). Es pretenia
complementar 1’analisi estadistica de les dades quanti-
tatives d’intensitat emocional en els diferents jocs, amb
I’analisi qualitativa de les narracions. D’aquesta manera
es pretenia congixer en profunditat el significat atorgat
pels actors a la seva experiencia emocional.

Participants

La recerca s’ha realitzat amb milers de partici-
pants, inicialment amb estudiants universitaris de pri-
mer curs de diverses universitats d’Espanya, Portugal,
Brasil i Suissa, en el marc d’assignatures practiques que
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whose content examined traditional sports games. Lat-
er it was performed with students in primary school,
secondary school and baccalaureate in their physical
education class.

Instrument and Procedure

The experiment began with a practical introductory
session of fieldwork which was also used to familiarize
students with the use of the data-collection instrument. Af-
terwards, several sessions were held applying four kinds
of games corresponding to the following domains: psy-
chomotor, cooperation, opposition and cooperation-oppo-
sition. In each domain, some games were applied with a
final score (competition) and others without competition.

The teacher explained the rules of the game and
then they put it into practice, and at the end the stu-
dents filled out the validated Games and Emotions
Scale (GES) (Lavega, March & Filella, 2013). This
scale had two parts: in the first one they had to in-
dicate the intensity (from O to 10) with which they
had experienced thirteen basic emotions (Bisquerra,
2003): four positive ones (joy, humor, love and hap-
piness), six negative ones (anger, anxiety, fear, rejec-
tion, shame and sadness), and three ambiguous ones
(hope, surprise and compassion). They then had to
write a brief text (no longer than two lines) justifying
the emotions (up to three) that they had experienced
the most intensely. After that, the explanation and
practice of the next game got underway.

Qualitative methods do not require any hypothetical
formalization, but they do require a careful reflective,
theoretical approach to the problem being examined
which limits the preexisting information and weighs
any previous assumptions that may mediate (Etxebeste,
Urdangarin, Lavega, Lagardera & Alonso, 2015).

The job of the qualitative scholar places extreme
demands on the researcher’s zeal and precision since it
requires them to be flexible and provisional and to have
a sensibility and perception that is open to the world,
and to systematize each of the steps taken one-by-one in
order to confer rigor on the procedure used and subject
it to systematic criticism (Etxebeste et al., 2015).

This avenue of research is based on a phenome-
nological perspective following a twofold approach;
deductive: based on categories established by the the-
ory of motor action referring to the features of the
internal logic of the game, as well as inductive: in-
corporating new units of meaning related to external

destinaven una part del seu contingut als jocs esportius
tradicionals. Posteriorment aquest es dugué a terme amb
alumnes d’educaci6 primaria, educacié secundaria i bat-
xillerat, en I’assignatura d’educacio fisica.

Instrument i procediment

L’experiéncia s’iniciava mitjan¢ant una sessié prac-
tica introductoria al treball de camp que també servia
per familiaritzar 1’alumnat amb 1’ds de I’instrument de
recollida de dades. Després es van realitzar diferents
sessions, aplicant quatre classes de jocs, corresponents
als dominis: psicomotor, de cooperacié, d’oposicid i
de cooperacié oposicié. En cada domini es van aplicar
jocs amb un marcador final (competicid) i sense com-
peticio.

El professor explicava les regles del joc, tot seguit es
posaven en practica i en finalitzar els estudiants emple-
naven ’escala validada de jocs i emocions (GES) (Lave-
ga, March, & Filella, 2013). Aquesta escala tenia dues
parts, en la primera havien d’indicar la intensitat (de O
a 10) experimentada en tretze emocions basiques (Bis-
querra, 2003): quatre positives (alegria, humor, afecte,
felicitat), sis negatives (ira, ansietat, por, rebuig, ver-
gonya i tristesa) i tres ambigiies (esperanca, sorpresa i
compassid). A continuacid, escrivien en un text breu (no
més de dues linies) la justificacié de 1’emocié experi-
mentada amb major intensitat, fins a tres. Seguidament
s’iniciava I’explicaci6 i practica del joc segiient.

Els metodes qualitatius no exigeixen cap formalitza-
ci6 hipotetica, pero precisen d’una acurada aproximacio
reflexiva i tedrica al problema que es vol estudiar, aca-
rant la informaci6 preexistent i valorant tots els suposats
aprioristics que es puguin arbitrar (Etxebeste, Urdanga-
rin, Lavega, Lagardera, & Alonso, 2015).

El quefer cientific qualitatiu és tremendament exigent
amb 1’afany i la pulcritud de I’investigador, doncs 1’obli-
ga a ser flexible, provisional, a tenir una sensibilitat i
una percepcié oberta al mon, a sistematitzar artesanal-
ment cadascun dels passos efectuats per dotar de rigor el
procediment seguit i a sotmetre’s a la critica sistematica
(Etxebeste et al., 2015).

Aquesta linia de recerca es basa en una perspectiva
fenomenologica, seguint un doble enfocament, deductiu:
partint de categories que estableix la teoria de 1’accid
motriu, referides a trets de la logica interna del joc, i
també inductiu: incorporant noves unitats de significat
relatives a aspectes externs del joc o logica externa, re-
ferits al context sociocultural dels participants que dona
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aspects of the game or external logic referring to the
sociocultural context of the participants that supports
the experience: the biography of each player, friend-
ships, social dynamics, gender, etc.

Given that the information analyzed was short
phrases that justified the causes of the intense emotion-
al experience, it was decided to enrich the information
obtained and to apply different phases of analysis.

a) First phase of content analysis. After drawing
up a handbook with the description of each of the mac-
ro-categories and micro-categories, the presence or ab-
sence of each category in the comments was identified.

b) Second phase of content analysis for each of
the categories. This text provided examples for how
to approach the comments referring to internal time.

¢) Third phase of content analysis of interviews.
This was performed with the specific program Atlas.
Ti, which allowed for a more profound interpretation
than in the previous phases.

d) Development of interpretative conceptual maps
of the analysis performed.

e) Presentation of pedagogical proposals for
teachers and professionals who want to use games to
promote experiences of wellbeing.

First Phase of Content Analysis

For each family of games, the units of meanings
that explicitly appeared were analyzed (literal mean-
ing), first by identifying whether they referred to in-
ternal aspects (internal logic) or external aspects (ex-
ternal logic) of the game.

Internal logic: the four internal relations which a
player’s participation in any game should follow were
considered:

a) Internal time: allusions to the end of the game
such as “winning”, “losing” or “competition”. In games
without competition, this included comments on the
length of the game or changes in roles: “you go from
being alive to being a prisoner in tenths of a second”.

b) Internal space: terms on the playing field: “there
wasn’t much space”, “people didn’t get in the right posi-
tion”, as well as also more generic references on the posi-
tions of the body in space and postures: “jumping”, “run-
ning”, “with just one leg”, “you have to crouch down”.

c) Internal materials: explicit allusions to the
objects (ball, racket, indiaca, parachute): “I didn’t
know how to control the indiaca”, “holding the para-
chute was fun”.

suport a 1’experiéncia; biografia de cada jugador, rela-
cions d’amistat, dinamica social, genere...

Ates que la informaci6 analitzada eren frases curtes
que justificaven les causes de les experiencies emocio-
nals intenses, es va decidir enriquir la informacié obtin-
guda i aplicar diferents fases d’analisis.

a) Primera fase de I’analisi de contingut. Després
d’elaborar un manual, amb la descripcié de cadascuna
de les macrocategories i les microcategories, es va pro-
cedir a identificar la presencia o absencia de cada cate-
goria en els comentaris.

b) Segona fase de ’analisi de contingut per a cadas-
cuna de les categories. En aquest text es mostra a ma-
nera d’exemple 1’aproximacié als comentaris referits al
temps intern.

c) Tercera fase de 1’analisi de contingut d’entrevis-
tes. Es va realitzar amb el programa especific Atlas.Ti,
permetent aprofundir en la interpretacid efectuada en les
anteriors fases.

d) Elaboracié de mapes conceptuals interpretatius de
I’analisi realitzada.

e) Presentacié de propostes pedagogiques per al pro-
fessor i professionals que vulguin fer servir el joc per
promoure experiencies de benestar.

Primera fase de I’analisi de contingut

Per a cada familia de jocs es van analitzar les unitats
de significat que apareixen de manera explicita (sentit
literal). Primer identificant si es referien a aspectes in-
terns (10gica interna) dels jocs o a aspectes externs (lo-
gica externa).

Logica interna: es consideren les quatre relacions in-
ternes a les quals ha de respondre la participacié d’un
jugador en qualsevol joc:

a) Temps intern: al-lusions referides al final del joc
“guanyar”, “perdre”, o a la “competici6”. En els jocs
sense competicié comentaris sobre la durada del joc,
canvis de rol “passes d’estar viu a ser presoner en dese-
nes de segon”.

b) Espai intern: termes sobre el terreny de joc: “hi
havia poc espai”, “la gent no es col-locava bé” i tam-
bé refereéncies més generiques referides a les posicions
del cos a I’espai i les seves postures, “saltar”, “cérrer”,
“amb una sola cama”, “cal ajupir-se”.

¢) Material intern: al-lusions explicites als objectes
(pilota, raqueta, indiaca, paracaigudes “no sabia con-
trolar la indiaca”, “Era divertit subjectar el paracai-
gudes”.
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d) Internal relations: references to the cooperative
or oppositional interactions with the other partici-
pants: “I liked tricking the rivals”, “we weren’t capa-
ble of helping each other”.

e) Rules: presence or absence of terms relat-
ed to the agreement: “I wasn’t quite sure of the
rules”, or to the game in general: “I really liked
the activity”.

External logic: allusions to the individual charac-
teristics of the players or other aspects of the context
were included.

a) External time: statements on time issues exter-
nal to the rules of the game: “It was Thursday after-
noon and I just wanted to be done”, “I thought about
and remembered how I had fun as a child”

b) External space: references to the facility or
playing field: “The walls in the room had really fun
drawings”, “You could hear lots of noise outside the

”»

gym”,
¢) External materials: terms referring to the kinds

of materials that the objects were made from: “The
goals were marked with plastic bottles”, “The goal
was to reach the yoghurt bottles”, “The batons in the
relays were made of cardboard”.

d) External relations: terms associated with per-
manent personal attributes: “My team was only made
up of girls”, “I’m not very strong”, “It was fun play-
ing with my best friends”.

e) People (external): allusions to the transitory
states of people: “We laughed a lot”, “There was a
really fun atmosphere”, “We were really tense”.

Second Phase of Content Analysis

The phenomenological interpretation of the com-
ments identified were further examined according to
the following process:

Groupings of Comments

Organization of the testimonials for each of the
categories of internal and external logic of the games
referring to positive, negative and ambiguous emo-
tions.

First Draft of Units of Meaning

a) Tentative list of units of analysis. Inductive devel-
opment by four researchers of an initial categorization
of the units of meaning referring to emotional wellbeing

d) Relacid interna: referéncies a la interacci6 de
cooperacid o oposici6 amb els altres participants:
“m’agradava enganyar al rival”, “no érem capagos
d’ajudar-nos”

e) Regles: presencia o abséncia de termes relatius al
pacte: “no em sabia bé les regles” o al joc en general:
“I’activitat m’ha agradat molt”.

Logica externa: es consideren al-lusions a les carac-
teristiques individuals dels jugadors o a altres aspectes
del context.

a) Temps extern: afirmacions sobre qiiestions tem-
porals externes a les regles del joc: “era dijous a la tarda
i tenia ganes d’acabar”, “he pensat i recordat diversions
de la meva infancia”.

b) Espai extern: referencies a la instal-lacié o camp
de joc. “Les parets de la sala tenien dibuixos molt diver-
tits”, “se sentia molt soroll fora del gimnas”.

¢) Material extern: termes referits al tipus de mate-
rials d’elaboraci6 dels objectes: “Les porteries s’asse-
nyalaven amb ampolles de plastic”, “la diana a acon-
seguir eren pots de iogurt”, “els testimonis dels relleus
eren de cartrd”.

d) Relacié externa: termes vinculats amb atributs
personals permanents: “el meu equip estava només for-
mat per noies”, “no soc molt forta”; “era divertit jugar
amb els meus millors amics”.

e) Persones (extern): al-lusions a estats transitoris de
les persones: “hem rigut molt” “hi ha hagut molt bon
ambient”; “hem estat molt tibants”.

Segona fase de I’analisi de contingut

S’aprofundeix en la interpretacié fenomenologi-
ca dels comentaris identificats d’acord amb el segiient
procés:

Agrupacio dels comentaris

Ordenaci6 dels testimoniatges per a cadascuna de les
categories de la logica interna i logica externa dels jocs
referits a les emocions positives, negatives i ambigiies.

Primer eshorrany d’unitats de significat

a) Llistat provisional d’unitats d’analisi. Elaboraci6
de manera inductiva per part de quatre investigadors
d’una primera categoritzaci6 de les unitats de significat
referides al benestar i al malestar emocional. Aquesta
accio es va realitzar sobre els primers cent testimoniat-
ges de cada categoria.
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and discomfiture. This action was performed on the first
hundred testimonials in each category.

b) Application and reformulation of the list in
pairs. Two researchers separately analyzed all the tes-
timonials in a single category. Later they checked the
matches and divergences until agreeing upon an ini-
tial draft of units of analysis.

Definitive Construction of the List of Units of Meaning

Then the list was reviewed in pairs by the rest of
the research team until consensus was reached in the
analysis of all the comments, identifying macro-cate-
gories and micro-categories referring to aspects of the
internal and external logic of the games and the ex-
perience of wellbeing (positive emotions) or discom-
fiture (negative emotions). The ambiguous emotions
were situated in the category of wellbeing or discom-
fiture depending on the orientation of the comment.
The list of semantic units obtained in the content anal-
ysis of the comments referring to the internal time
category in cooperative games without competition
are shown as an example (table I).

b) Aplicacid i reelaboracié de la llista per parells.
Dos investigadors per separat van procedir a analitzar el
conjunt de testimoniatges d’una mateixa categoria. Pos-
teriorment van comprovar les coincidéncies i divergen-
cies ocorregudes fins a consensuar un primer esborrany
d’unitats d’analisi.

Construccio definitiva de la llista d’unitats
de significat

Posteriorment, es va procedir a revisar la llista per
parells per la resta de 1’equip de recerca fins a obtenir el
consens en 1’analisi de tots els comentaris, identificant
macrocategories i microcategories referides a aspectes
de la logica interna i de la logica externa dels jocs i a
I’experiencia de benestar (emocions positives) o males-
tar (emocions negatives). Les emocions ambigiies se
situaven en la categoria de benestar o malestar segons
I’orientaci6 del comentari.

A tall d’exemple es mostra la llista d’unitats semanti-
ques obtingudes en ’analisi de contingut dels comentaris
referits a la categoria temps intern en els jocs coopera-
tius sense competicid (taula 1).

Axis of wellbeing

In relation to
the objective

* Wellbeing by achieving the objective
* Wellbeing despite not achieving the

objective
In relation to * Wellbeing from not competing
competition * Wellbeing despite not competing
* Wellbeing from a sense of winning without
competing
In relation to * Wellbeing when adopting a role
roles * Wellbeing from a change in role
* Wellbeing when observing a role in
teammates
In relation to * Wellbeing despite the waiting time

the times in the ¢ Wellbeing at the start of the game
game * Wellbeing at the end of the game
* Wellbeing during the game
¢ Wellbeing from a change in pace

Axis of discomfiture

In relation to
the objective

¢ Discomfiture when trying to achieve the
objective

* Discomfiture over not achieving the objective

* Discomfiture over repeated motor actions

In relation to * Discomfiture over not competing
competition

In relation to ¢ Discomfiture when adopting a role
roles  Discomfiture over a change in role

Eix del benestar

En relaci6 amb
I'objectiu

* Benestar en aconseguir I'objectiu

* Benestar malgrat no aconseguir
I'objectiu

En relacié amb la

competicid

* Benestar per no competir

* Benestar malgrat no competir

* Benestar per sensaci6 de victoria sen-
se competir

En relacio amb
els rols

* Benestar en adoptar un rol

* Benestar per canvi de rol

* Benestar en observar un rol entre els
companys

En relacié6 amb * Benestar malgrat el temps d’espera
els moments * Benestar a l'inici del joc
del joc * Benestar al final del joc

* Benestar durant el joc

* Benestar pel canvi de ritme

Eix del malestar

En relacié6 amb
I’objectiu

* Malestar en intentar aconseguir I'objectiu

* Malestar per no aconseguir I'objectiu

* Malestar per accions motrius
reiteratives

En relacié amb la
competicio

* Malestar per no competir

En relacié6 amb
els rols

* Malestar en adoptar un rol
* Malestar pel canvi de rol

PN

Table 1. Semantic units of wellbeing and discomfiture in
cooperative games

-~

Taula 1. Unitats semantiques de benestar i malestar en els jocs
cooperatius
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>
Figure 1.
Interview held on
participation in
cooperative games

Third Phase of Content Analysis

In this phase, six participants with different pro-
files were chosen by gender (male/female) and sports
background (with/without a background in sports)
since the previous phases and statistical analysis had
identified these as variables to take into account.

After filming their participation in the games, indi-
vidual interviews were held to complement the infor-
mation written on the GES questionnaire. To do this,
they were reminded of the comments described and
were shown their participation in the games (fig. 1).

The information obtained was recorded and later
transcribed. Given that in this phase the narrations
were longer, it was decided to use the computer pro-
gram Atlas.Ti in order to deepen the interpretation
from the previous phase.

Consequences of the Qualitative Methodology
Applied

Based on the results obtained in the first level of
content analysis, we were able to perform descrip-
tive statistics of the internal and external logic (fig.
2). The results captured in the testimonials of emo-
tional experience in figure 2 show that of the 2,523
comments, the majority refer to causes associated
with internal logic (n= 1970 comments, 78.1%),
although there are also testimonials that justify the
affective experience of external logic (n =553 com-
ments; 21.9%). Likewise, the content analysis of the
2,523 comments by the participants (fig. 3) indicates
that the majority of the comments justify the internal
emotional experience owing to causes associated with

Figura 1.

Entrevista realitzada sobre
la participaci6 en els jocs
cooperatius

Tercera fase de I'analisi de contingut

En aquesta fase es van seleccionar sis participants
amb diferents perfils, segons genere (masculi/femeni)
i historial esportiu (amb/sense antecedents esportius) ja
que les fases anteriors i I’analisi estadistica les va identi-
ficar com a variables a considerar.

Després d’enregistrar les seves intervencions es van
realitzar entrevistes individuals, per complementar la in-
formaci6 descrita en el qiiestionari GES. Per a aixo, es
recordaven els comentaris descrits i es mostraven les se-
ves intervencions en els jocs (fig. 7).

La informacié obtinguda es va registrar i poste-
riorment es va transcriure. Ates que en aquesta fase les
narracions eren més extenses, es va decidir emprar el
programa informatic Atlas.Ti per aprofundir en la inter-
pretacio de la fase anterior.

Conseqiiéncies de la metodologia qualitativa
aplicada

A vpartir dels resultats obtinguts en el primer nivell
d’analisi de contingut s’han pogut realitzar analisis es-
tadistiques descriptives referides a la logica interna i la
logica externa (fig. 2). Els resultats que recullen els tes-
timonis d'experiéncies emocionals de la figura 2 mos-
tren que de 2523 comentaris la majoria fan referéncia a
causes associades a la logica interna (n= 1970 comen-
taris, 78.1%), encara que també existeixen testimoniat-
ges que justifiquen la vivencia afectiva a la logica exter-
na (n =553 comentaris; 21.9%). De la mateixa manera
I’analisi de contingut de 2523 comentaris dels partici-
pants (fig. 3) indica que la majoria de comentaris justifi-
quen la vivéncia emocional interna per causes vinculades

32

Apunts. Educacié Fisica i Esports. 2018, num. 134. 4t trimestre (octubre-desembre), pag. 20-38. ISSN-0214-8757



Metodologia qualitativa en I'estudi del joc tradicional | Qualitative Methodology in the Study of Traditional Games

78.1%
80%
70%
60%
50%
40%
30%
21.9%
20%
’ 10% ¢
Figure 2. ? Figura 2.
Presence of emotional comments 0% Preséncia de comentaris
. . 0 . .. [
referring to.the internal aﬁd Internal logic External logic ('emomonals refeflts a la logica
external logic of cooperative Logica interna Logica externa interna i a la logica externa dels
games jocs cooperatius
40% 36.2%

35%

30%

25%

20%

15%

10%

11.6%

5%

0%

Rules Internal Internal Internal Internal
time space relations object

Regles Temps Espai Relacio Objecte
intern intern interna intern

1.5% 1.5%
People External External External External
time space relations object
Persones Temps Espai Relacio Objecte
extern extern externa extern
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Figure 3. Presence (percentage) of each category in the
comments on cooperative games

internal relations (n =913, 36.2%) and internal time
(n=547; 21.7%). This distribution is very different
in psychomotor games in which internal relations
are barely present (since these games have no motor
interaction) (cf. Lavega & Saez de Ocariz, 2013).
These initial results entail a huge step forward in our
understanding of the participants’ stated causes of
their intense emotional experience (Lavega & Saez de
Ocariz, 2013).

Inferential statistical tests were also performed by
applying the statistical model of classification trees
(Morgan & Sonquist, 1963). This procedure enabled
us to identify the behavior of the different independent
variables of internal and external logic with the ten

PN

Figura 3. Preséncia (percentatge) de cada categoria en els
comentaris de jocs de cooperacié

a la relaci6 interna (n =913, 36.2%) i el temps intern
(n=547; 21.7%). Aquesta distribuci6 és molt diferent en
els jocs psicomotors en els quals la relacié interna amb
prou feines esta present (ja que es tracta de jocs sense
interaccié motriu) (cf. Lavega & Saez de Ocariz, 2013).
Aquests primers resultats ja representen un gran avang
en la comprensi6 de les causes que manifesten els parti-
cipants de la seva experiencia emocional intensa (Lavega
& Séez de Océriz, 2013).

També s’han realitzat proves d’estadistica inferencial
a través de 1’aplicacié del model estadistic d’arbres de
classificaci6 (Morgan & Sonquist, 1963). Aquest pro-
cediment ha permes identificar el comportament de les
diferents variables independents de la 1dgica interna i de
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Losing
Node 1
Category % n
Absence 41.8 200
Presence 58.2 278
Total 24.2 478
Emotion

Corrected P value = 0.000,
Chi-squared = 46.170, df=1

Positive Negative. Ambiguous

Node 4 Node 5

Category % n Category % n

Absence 57.9 132 Absence 27.2 68
Presence  42.1 96 Presence  72.8 182
Total 11.6 228 Total 12.7 250

Has background
Corrected P value = 0.023,

Chi-squared = 5.133, df=1

\ ‘ \
No Yes

Node 8 Node 9

Category % n
Absence 30.3 61
Presence  69.7 140

Category % n

Absence 14.3 7
Presence  85.7 42

Total 2.5 49 Total 10.2 201

Perdre
Node 1
Categoria % n
Abséncia  41.8 200

Presencia 58.2 278

Total 24.2 478

Emoci6
Valor P corregit = 0.000,
Khi-quadrat = 46.170, df=1

Positiva Negativa. Ambigua

Node 4 Node 5
Categoria % n Categoria % n
Abséncia  57.9 132 Absencia  27.2 68

Preséncia 42.1 96 Preséncia 72.8 182

12.7 250
Disposa d’historial

Valor P corregit = 0.023,
Khi-quadrat = 5.133, df=1

|
\ \
No Si

Node 8 Node 9

Total 11.6 228 Total

Categoria % n

Abséncia  30.3 61
Preséncia 69.7 140

Categoria % n

Abséncia  14.3 7
Preséncia 85.7 42

Total 25 49 Total 10.2 201

FS

Figure 4. Example of classification tree referring to the variable of
internal time (losing) in cooperative games

dependent variables which refer to the comments (five
on internal logic and five on external logic) (fig. 4).

The trees organize the variables into three hierar-
chical levels (depending on the predictive capacity of
these variables), and they establish different nodes for
each variable according to whether there are signifi-
cant differences among the categories of each variable
(for example, between positive, negative and ambigu-
ous emotions; between games with or without compe-
tition; between males and females, etc.).

The classification trees were applied to each fami-
ly of games separately and to all the comments in the
different domains of motor action. This first level of
analysis was used to study the predictive capacity of
variables internal to the games, such as domains of
motor action (psychomotor, cooperation, opposition,

FS

Figura 4. Exemple d’arbre de classificacio referit a la variable de
temps intern (perdre) en els jocs cooperatius

la logica externa amb les deu variables dependents a les
quals feien al-lusi6 els comentaris (cinc de la logica in-
terna i cinc de la logica externa) (fig. 4).

Els arbres ordenen les variables en tres nivells jerar-
quics (segons la capacitat predictiva d’aquestes varia-
bles) i estableixen per a cada variable diferents nodes en
funcid de si existeixen diferéncies significatives entre les
categories de cada variable (per exemple entre emocions
positives, negatives o ambigiies; entre jocs amb o sense
competicio; entre homes i dones...).

Els arbres de classificacié s’han aplicat a cada fa-
milia de jocs per separat i al conjunt complet dels co-
mentaris dels diferents dominis d’accié motriu. Aquest
primer nivell d’analisi ha servit per estudiar la capacitat
predictiva de variables internes als jocs: dominis d’ac-
ci6 motriu (joc psicomotor, de cooperaci6, d’oposicio,

34

Apunts. Educaci6 Fisica i Esports. 2018, nim. 134. 4t trimestre (octubre-desembre), pag. 20-38. ISSN-0214-8757



Metodologia qualitativa en I'estudi del joc tradicional | Qualitative Methodology in the Study of Traditional Games

cooperation-opposition) and competition (winning, los-
ing, not competing), and external to the games, such
as gender (male, female), sports background (with or
without a background in sports) or student organiza-
tion (coed or segregated groups). It was observed that
the domains of motor action and the competition fac-
tor operated as the most powerful predictive variables
for explaining wellbeing or discomfiture (Duran &
Costes, 2018; Duran et al., 2014; Lavega et al., 2014;
Lavega et al., 2017; Mufioz et al., 2017).

These preliminary statistical results from the first
level of analysis were enriched through the meth-
odological strategy of mixed methods. In this way,
the statistical processing of quantitative data applied
at the first level was complemented with the second
and third level of content analysis of qualitative data
(Lavega et al, 2014). This methodological comple-
mentation fosters a systemic understanding of the
phenomenon being studied.

The second and third level of content analysis per-
formed enabled emotional maps to be constructed for
each of the domains and sub-domains of motor action
experienced in the fieldwork (fig. 5).

The construction of the emotional map should not
be confused with reality, although it does consider-
ably help education professionals gear the procedures

de cooperacid-oposicid), competicié (guanyar, perdre,
no competir), aixi com externes als jocs: génere (mas-
culi, femeni), historial esportiu (amb o sense historial),
organitzacié de ’alumnat (grups mixtos o segregats).
S’ha observat que els dominis d’accié motriu i el factor
competici6 funcionen com les variables predictives més
potents per explicar el benestar o malestar (Duran &
Costes, 2018; Duran et al., 2014; Lavega et al., 2014;
Lavega et al., 2017; Muifoz et al., 2017).

Aquests primers resultats estadistics, resultants del
primer nivell d’analisi, s’han vist enriquits mitjancant
Pestrategia metodologica de metodes mixtos. D’aquesta
manera aquest tractament estadistic de dades quantita-
tives aplicat al primer nivell s’ha complementat amb el
segon i tercer nivell d’analisi de contingut de dades qua-
litatives (Lavega et al., 2014). Aquesta complementacid
metodologica afavoreix la comprensié sistemica del fe-
nomen estudiat.

El segon i tercer nivell de I’analisi de contingut rea-
litzats han permes la construccié de mapes emocionals
per a cadascun dels dominis i subdominis d’accié motriu
experimentats en el treball de camp (fig. 5).

La construccié del mapa emocional no ha de confon-
dre’s amb la realitat pero si ajuda, i forca, al fet que els
professionals de la docéncia orientin els procediments
utilitzats sobre la base dels dominis d’accié motriu per
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Figure 5. Conceptual map of the semantic units of cooperative
games with competition
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Figura 5. Mapa conceptual de les unitats semantiques dels jocs
cooperatius amb competicio
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they use by the domains of motor action in order to
achieve the educational objectives of their programs.

For example, it can be claimed that the participants’
experiences the in cooperative games with competition
show an emotional map with its own features and fac-
tors related to both wellbeing and discomfiture which
are semiotically complementary and have a strong pres-
ence in all the options. This emotional map may also be
presented as a figure in which the testimonials obtained
and the hypothetical ones show a semiotic order.

Pedagogical Proposals to Promote
Experiences of Wellbeing

According to the results, four main suggestions can
be given to physical education teachers as examples.

1. Cheating in games. It is important to rigorously
punish any infractions committed and to prevent cheating
in sports games, since this can place students in a moral
and emotional dilemma which lowers their trust in others.

2. Cooperation, competition and group atmo-
sphere. It is worthwhile to work on the players’ co-
operation and motor effectiveness before trying com-
petition, because this is a very good antidote to the
negative experience of an adverse score and proves
to be a way to increase a positive group environment.

3. Negative emotions are contagious. Try to prevent
disdainful attitudes and negative emotions from infecting
the group that participates in cooperative competition.

4. Equality in teams. It is worthwhile to organize
the students into groups with similar motor efficacy,
since major differences in the outcome act as a desta-
bilizing factor that leads to discomfiture.

The internal logic of cooperative motor situations with-
out competition guides the players to participate actively in
dialogue, empathy, shared decision-making and constant
motor communication with their peers in order achieve
the objectives of the game. For all of these reasons, these
kinds of educational actions help players have pleasant
experience because of the presence of positive motor in-
teraction among all the participants, a circumstance which
penetrates to the most profound depths of people.

The scientific evidence shows that it is possible to
educate people to be capable of living in harmony,
wellbeing, balance and peace with themselves, others
and the environment, and this can be achieved in prac-
tical way so that motor behaviors adapt to the cooper-
ative logic that prevails in these games and motor be-
haviors are optimized in this social sphere of life.

aconseguir els proposits pedagogics establerts als seus
programes.

A titol d’exemple, es pot afirmar que les vivéncies
dels participants en els jocs de col-laboracié amb com-
peticié presenten un mapa emocional que conté trets i
factors propis, tant de benestar com de malestar, que
sén complementaris semioOticament i amb un grau de
presencia molt completa de totes les opcions. Aquest
mapa emocional es pot presentar també com una figu-
ra en la qual els testimoniatges obtinguts i els hipotetics
mostren un ordre semiotic.

Propostes pedagogiques per promoure
experiencies de benestar

A tall d’exemple, en funci6 dels resultats obtinguts,
es proposen quatre suggeriments principals per al pro-
fessorat d’educacio fisica.

1. Les trampes en els jocs. Cal ser rigords en la san-
ci6 de les infraccions comeses i evitar les trampes en els
jocs esportius, ja que col-loquen I’alumnat en un dilema
moral i emocional que minva la confianca en els altres.

2. Cooperaci6, competicié i ambient grupal. Es con-
venient treballar la cooperaci6 i I’eficacia motriu dels juga-
dors abans de comengar la competicid, ateés que és un molt
bon antidot davant la vivencia negativa d’un marcador ad-
vers i una manera d’augmentar un bon ambient de grup.

3. Contagi d’emocions negatives. Tractar d’evitar
actituds de menyspreu i el contagi d’emocions negatives
entre els grups que participen en la competicié coopera-
tiva.

4. Igualtat dels equips. Es convenient organitzar els
alumnes en grups amb una eficacia motriu similar, per-
que les grans diferéncies en el resultat actuen com un
factor desestabilitzador, portador de malestar.

La logica interna de situacions motrius cooperatives
sense competicié orienta els jugadors a participar activa-
ment en el dialeg, ’empatia, la presa de decisions com-
partida i una continua comunicacié motriu amb la resta de
companys per poder aconseguir els objectius del joc. Per
tot aixo, aquest tipus d’accions educatives afavoreixen la
vivencia d’experiéncies agradables, a causa de la presencia
d’una interaccié motriu positiva entre tots els participants,
circumstancia que arriba al més profund de les persones.

Les evideéncies cientifiques mostren que és possi-
ble educar les persones perque siguin capaces de viure
en harmonia, en benestar, en equilibri, en pau amb si
mateixes, amb els altres i amb 1’entorn, aconseguint-ho
d’una manera practica perque les conductes motrius
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In light of the results, three suggestions are pro-
vided for teachers and other teams of professionals
who want to use cooperative games without compe-
tition:

1. Attention to the process. Celebrate the mutual
assistance that occurs in each action.

2. Identify the sports profile of the participants.
In the event that the participants have a background
in sports and competition, it would be worthwhile
for each game to become a challenge. To do so, the
following should be made possible: a) balance in
changes in roles; b) effort and uncertainty in motor
actions.

3. The group atmosphere. A good emotional at-
mosphere among the participants is another key factor
in gaining the maximum wellbeing benefits from this
kind of game.

Conclusions

The qualitative methodological strategies outlined
in this text enable us to coherently interpret the emo-
tional experience sparked by motor games.

Thanks to its theoretical grounding in motor prax-
eology and its approach to education in motor behav-
iors, this kind of research is a huge contribution to
modern physical education which seeks to educate
based on emotional wellbeing.

In forthcoming actions, progress is expected in the
complete analysis of the games in each of the domains
and subdomains of motor action, while the correspond-
ing emotional maps will be drawn. These actions, cou-
pled with the use of mixed methodologies with other
kinds of methodological strategies, will contribute to
offering directions and pedagogical guidelines of keen
interest to all educators who embrace the new para-
digm of education in motor behavior. Through this
approach, physical education could achieve a transcen-
dental role in the entire educational system.
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s’adaptin a la logica cooperativa imperant en aquests
jocs i s’optimitzin les conductes motrius en aquest ambit
social de la vida.

Amb els resultats obtinguts a 1a ma es proposen tres sug-
geriments al professorat o a altres equips de professionals
que vulguin emprar els jocs cooperatius sense competicio:

1. Atenci6 al procés. Valorar I’ajuda mitua que es
concreta en cadascuna de les accions.

2. Identificar el perfil esportiu dels participants. En
el suposit que els participants tinguin antecedents en es-
ports i en la competicid, sera convenient que cada joc
esdevingui un repte o desafiament, per a la qual cosa
caldra aconseguir: a) 1’equilibri en els canvis de rols;
b) ’esforg¢ i incertesa en les accions motrius.

3. L’ambient grupal. El bon ambient emocional en-
tre els participants sera un altre factor clau per obtenir
els maxims beneficis de benestar d’aquest tipus de jocs.

Conclusions

Les estrategies metodologiques de naturalesa qualitativa
que mostra aquest text permeten interpretar amb coherén-
cia ’experiéncia emocional que susciten els jocs motors.

Gracies a la fonamentaci6 teorica de la praxeologia
motriu i a I’enfocament de I’educaci6 de conductes mo-
trius, aquest tipus de recerca representa una magnifica
contribucid per a una educacid fisica moderna, que pre-
tengui educar des del benestar emocional.

En les properes accions, s’espera seguir avangant en
I’analisi completa dels jocs de cadascun dels dominis i
subdominis d’accidé motriu, i al seu torn, construir els
mapes emocionals corresponents. Aquestes accions, uni-
des a I’Gs de metodes mixtos amb un altre tipus d’es-
trategies metodologiques, contribuiran a oferir direc-
trius i orientacions pedagogiques d’alt interes per a tots
aquells equips de docents que s’acullin al nou paradigma
de I’educaci6 de la conducta motriu. A partir d’aquest
enfocament, I’educacié fisica podria aconseguir un rol
transcendental en tot el sistema educatiu.
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