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Abstract (300 words) 

This paper presents a video-based classroom study from a Norwegian secondary school. The study 

draws on video and screen recordings from 30 English lessons in two 8th grade (age 12–13) 

classrooms in Norway, involving one teacher, six student teachers and 60 students during a two-

week project in the autumn of 2020. The project involves the reading of a printed novel and the 

playing of an online video game. Using the PLATO observation protocol provides a valuable lens to 

ways of conceptualizing teaching quality. At the same time, it also poses difficulties in 

operationalization and measurement in terms of, (1) how the element of Use of Authentic Texts in 

Instruction (TBI1) can be used to analyse both printed and multimodal texts, and (2) how video 

recordings could be supplemented with screen recordings from student laptops to capture the 

degree to which they engage in English classroom “activities and discourses that are grounded in 

authentic texts” (PLATO 5.0). In line with the PLATO definition, both the novel and the game are 

authentic texts, and when assessing TBI for both texts, the recordings indicate that the teachers are 

indeed “providing opportunities for students to read authentic texts”. The more difficult assessment 

is to decide “to what extent do they deepen students’ understandings of the process of reading”, 

when the video recordings do not capture student discourse during gaming. In order to assess this 

aspect of TBI1, screen recordings of student laptops during online gaming provides valuable insight 

into their discourse and activities in the game. This presentation will provide examples of the TBI1 

analysis for each authentic text (novel and game) and each data source (video and screen recordings) 

separately and together, and discuss benefits and challenges to how PLATO can be applied as an 

observation protocol to these situations. 

 

Extended summary (1000 words, excluding reference list)  

Introduction: 

The revision of the Norwegian national common core curriculum (LK20) has for the first time 

emphasised language identity developed outside school as a resource in school, and one aspect of 

adolescents’ language identity developed outside school, is the use of English for online gaming at 

home (e.g. Brevik, 2019a; Brevik, Lund, Skarpaas & Røkenes, 2019). The word “games” is explicitly 

referred to in the new English subject curriculum in lower- and upper-secondary school. However, 

little research is conducted inside Norwegian classrooms on how teachers use games in English 

instruction, and even less on the combination of video games and reading fiction in teaching. This 

goes for other Nordic countries as well and thus this is an issue of general Nordic interest. This paper 

presents a video-based classroom study from a Norwegian secondary school. The project involves 

the reading of a printed novel and the playing of an online video game used to facilitate learning 
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inside the classroom. Using the “Protocol for Language Arts Teaching Observation” (PLATO) 

observation protocol provides a valuable lens to ways of conceptualizing teaching quality. PLATO 

includes 12 instructional elements that are scored in 15-minute segments on a 4-point scale.  

Theoretical background:  

The study relates language use to situated learning and view language learning as a social process, 

and thus uses a socio-cultural lens to classroom activities and instruction (Vygotsky, 1978). In line 

with this theoretical background, Gee (2017) states that using technology is valuable for narrative 

engagement, which in turn leads to learning. Gee (2017, p. 4) argued that  “when we talk about 

learning and development today we have to put school into the larger context of diverse teaching 

and learning practices, diverse literacy and media practices, and diverse things to know and be, in 

and out of school”, which means that teaching and learning expand the classroom. Students’ shared 

interests for something and shared practices are what bring them together to communicate in so-

called affinity spaces. These affinity spaces are both virtual and physical and amplify language 

learning due to the many hours spent in the affinity spaces and their interest, which in turn motivate 

learning (Gee, 2017). An example is gamers, who often spend more time on online forums and 

YouTube tutorials to learn more about a game than the time they actually spend playing the game. 

This realisation means that they choose what to learn and how they what to be taught (Gee, 2017). 

This notion makes affinity spaces significant learning and teaching spaces, not only outside of school, 

but also in the classroom. 

Methods: 

The study draws on video and screen recordings from 30 English lessons in two 8th grade (age 12–13) 

classrooms in Norway, involving one teacher, six student teachers and 60 students during a two-

week project about Native Americans in the autumn of 2020.  

Aims: 

This paper aims to consider difficulties in operationalization and measurement in terms of using the 

PLATO protocol; specifically, difficulties concerning (1) how the element of Use of Authentic Texts in 

Instruction (TBI1) can be used to analyse both printed and multimodal texts (Brevik, 2019b), and (2) 

how video recordings could be supplemented with screen recordings from student laptops to 

capture the degree to which they engage in English classroom “activities and discourses that are 

grounded in authentic texts” (PLATO 5.0; see also Beiler, Brevik & Christiansen, 2021). 

Preliminary findings:  

In line with the PLATO definition, both the novel and the game are authentic texts, and when 

assessing TBI for both texts, the recordings indicate that the teachers are indeed “providing 

opportunities for students to read authentic texts”. The more difficult assessment is to decide “to 

what extent do they deepen students’ understandings of the process of reading”, when the video 

recordings do not capture student discourse during gaming. In order to assess this aspect of TBI1, 

screen recordings of student laptops during online gaming provides valuable insight into their 

discourse and activities in the game. This presentation will provide examples of the TBI1 analysis for 

each authentic text (novel and game) and each data source (video and screen recordings) separately 

and together, and discuss benefits and challenges to how PLATO can be applied as an observation 

protocol to these situations. 

Theoretical and education significance: 
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The study aims to contribute to debates concerning difficulties in operationalization and 

measurement in order to conceptualise teaching quality. 

Methodologically, this study highlights how adopting the PLATO protocol to analyse not only video 

recorded classroom instruction, but also screen recordings captured during the classroom instruction 

can help us focus on the way authentic texts are used, both printed and multimodal, in the English 

classroom. To the best of our knowledge, this is the first time screen recordings have been 

investigated using the TBI1 element in the PLATO protocol. Using the protocol in analysing the 

supplementary use of video and screen recordings in the classroom enables us to highlight how 

authentic texts are used. This study also raises new questions about whether video recordings of 

classroom instruction capture all uses of authentic texts or whether more detailed data, such as 

those captured through screen recordings of students’ individual screens, might provide information 

on more practices or more relevant practices (Beiler et al., 2021), which should be an avenue for 

further research.  

 

Relevance to the QUINT ambition:  

The research is relevant to the QUINT ambition because of its focus on (i) ways of conceptualizing 

teaching quality and (iii) difficulties in operationalization and measurement.  
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