




Objectives of this Blueprint

Ever wonder why children are so engaged 
when it comes to playing? Would it not be 
great if we could harness the factors that 
make games engaging and embed it into 
a learning environment? This blueprint 
is going to guide you to do just that. The 
content within this blueprint will take 
you through a step by step process to 
achieve the ability to remix play into your 
learning environment.  

The learning environment used as 
examples in this blueprint is framed by 
STEAM education.  STEAM education 
is an interdisciplinary approach that 
has countless benefits for learners.  
Among the endless benefits are learners 
will question more, connect the dots, 
solve problems, think creatively and be 
innovative.  

WHY REMIXING PLAY?



Explore, exploit and 
experiment the impact of 
arts, design and culture in 
enhancing creative thinking 
and development in education 
(primary and secondary 
levels) through game 
design and computational 
thinking as an approach 
and instrument for fostering 
creative problem solving and 
transcultural practices in 
Malaysia.

CREATIVECULTURE GOALS
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ADDIE MODEL
Systematic instructional design model consisting of five phases.

DESIGN THINKING 
A design methodology that provides a solution-based approach to solving 
problems.

GAMIFICATION TOOLS
Elements found in games that create an engaging, enjoyable yet rewarding 
learning experience.

THINKING TOOLS

“Play for learning taps into learner’s passion to 
sustain through the challenges of learning.”
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What is STEAM? Think 
STEM, plus elements of 
Arts and Creativity, put 
together to make learning 
more active, challenging 
and engaging.

STEAM
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STEAM takes STEM to the new level where it integrates STEM principles 
in and through the arts by connecting the learning process with fun, 
playful, creative, and innovative. The benefit of integrating STEAM is that 
it eliminates barriers and replaces them with an inquiry, creativity, and 
innovation.

SUSAN RILEY ARTS INTEGRATION SPECIALIST

“STEAM is an educational approach to learning that 
uses Science, Technology, Engineering, the Arts and 

Mathematics as access points for guiding student 
inquiry, dialogue, and critical thinking.” 

It is an integrated approach to learning where learners take 
a thoughtful risk, engage in experiential learning, endure 
in problem-solving, work collaboratively, and be part of the 
creative process.



STEAM learning is used as a context to enhance 
student’s learning and motivation towards 
STEM-disciplines through various approaches 
such as gamification, game-based learning, and 
game-design thinking.

HOW?

It helps learners remove the idea of ‘limitation’ in the 
process of learning; it focuses on driving innovation; 
it teaches the power of observation and your 
surrounding; it helps sharpen spatial awareness and 
mathematical concepts like algebra.

WHY?
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Educators in Asian countries might have difficulties 
in finding approaches or new ways to teach in their 
classrooms as most of the countries are still promoting 
the traditional way of teaching and learning (chalk and 
talk). Design thinking and ADDIE model are some of the 
more popular approaches that are used in designing 
instruction for classroom learning.

Design thinking was initially used by designers to solve 
problems in a creative way. Nowadays, design thinking 
is widely used by educators in western countries to 
encourage 21st-century skills (to enable the nation to 
produce all rounded graduates) in their classroom by 
solving problems. Whereas, the ADDIE model is a guide 
for educators to build their lesson plans and strategically 
construct materials for learners to learn. 

The ADDIE model and Design Thinking carry the same 
purpose in educating learners. Learning is viewed as a 
construction of content and experience, and instruction 
is designed to scaffold comprehension.  Both adhere to 
a continuous cycle, where you can always revisit any of 
their processes later. 

INTEGRATION OF ADDIE MODEL AND DESIGN THINKING
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Table 1 illustrates the stages in the ADDIE model and Design Thinking 
that have similar instructional steps for teachers to use in Malaysian 
classrooms. Although it seems that both models are directed at different 
target groups, both are suitable to design the learning experience. 

INTEGRATION OF ADDIE MODEL AND DESIGN THINKING
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Implementation - This phase takes off when the instructional plans 
are applied in the real-world context. In this phase, the instructional 
materials are used in an actual classroom or learning setting, to find out 
if the materials fit the goals they were designed for. 
1. Understanding the nature of the contents and materials created for 

the intended lesson  
2. Preparing the learners for learning (are learners equipped with tools, 

materials, and knowledge to put up during classes or course).
3. Organizing the learning environment (are relevant tools and setting 

ready for use? will classroom dialogue be presented and mitigated 
accordingly, to facilitate comprehension and engagement?) 

Development – This phase is the process of creating and producing 
instructional materials. This phase builds from the first two phases 
– analysis and design. From this stage, we produce an instructional 
plan and materials. As instructional plans and materials are produced, 
technology is integrated into the educational process and setting. Bear 
in mind to always have a backup, in case the chosen technology fails to 
work.

Design – This phase is on creating a way or strategy on how content is 
to be learned. The process involves using the outputs from the Analysis 
phase to plan a strategy for developing the instruction or in other words 
applying the instruction. We should think about how to design instruction 
that can really be effective in ways that facilitate learners to learn and 
interact with the materials we create and provide. In the design phase, we 
focus on designing the presentation of the content knowledge, match and 
align it with the learning outcomes, and decide on the formats in which 
materials and support would be provided to enable comprehension and 
engagement.

Analysis - In the analysis phase, we first define what learners need to learn. 
An instructional problem is clarified by understanding the gaps between 
the learners and the desired learning outcome. There are four things that 
we need to analyse:
1. Analyse the learners (where they are at, their skills and needs etc.)
2. Develop an instructional analysis (to provide the necessary steps 

and present opportunities to learn and use new information in an 
instruction)

3. Create instructional goals (aimed at specifying the desired outcome
4. Analysis of learning objectives (how to measure the attainment of 

goals). We must be clear about our instructional goals and where we 
want learners to be.

ADDIE MODEL
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Evaluation - The process by which we measure the appropriacy and 
effectiveness of the instruction. This is so that we are able to achieve 
instructional goals using the instructional plan, and that the materials 
are used to meet learners’ needs. There are two types of evaluation; first 
would be the formative evaluation where the evaluation is an ongoing 
process. Evaluation is done during and in between phases. The intervals 
for evaluation is intended to improve the instruction before the final 
version of the instructional plan is implemented. The second evaluation 
is a summative evaluation where it takes place after the final version of 
the instructional plan is applied. A note to remember when making an 
evaluation: it is useful is to keep the evaluation process anonymous so 
learners would be able to give their honest opinions without fear or anxiety.

ADDIE MODEL
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DESIGN THINKING MODEL
Empathy - At this stage, you are trying to see things or problems from your 
learners’ point of view. You need to understand their background, prior 
knowledge, abilities and behaviour to be able to know the best solution that 
suits your learners’ needs.
Example: Your learners are unable to understand words in English. You 
might want to know the causes and challenges they face in learning words in 
English. 

Define - At this stage, you have already identified the problems (and causes 
of the problems) faced by your learners. The next step is to categorize the 
problems into groups (for example, based on scope, viability, relevance, 
importance and so forth). After that, you analyse and combine (only similar 
problems!) each particular problem.
Example: You identified that your learners have lack of motivation or lose 
focus easily while you are teaching, there are several factors that contribute 
to this problem. Such as student’s prior knowledge on the subject.

Ideate - At this stage, you will generate ideas on what are the best solutions 
that are suitable for each problem. It is important to generate as many ideas 
or solutions. At the end of this stage, you will have to select only one pro-
blem and solution to help you to investigate and test your solution as you 
need to consider time and resource constraints.

Prototype - At this stage, you will produce a draft version of the solution/
product to be tested on your learners. This stage is an experimental stage 
where the goal is to find the best solution. At the end of this stage, you will 
have a clear idea of what is the best solution to the problem that your learners 
face.

Test - At this stage, you will test your solution/product on a larger scale or to 
different groups from learners in the prototyping stage. Every feedback you 
gather at the end of each testing will be analysed and used to improve the 
solution/product.
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Computational thinking refers to 
the thought processes involved in 
formulating problems and their solutions 
so that the solutions are represented in 
a form that can be effectively carried 
out by an information-processing agent. 
For instance, a human is automated to 
detect any danger that could cause harm 
to themselves or others and implicitly 
think of possible precaution to prevent 
any tragedy to happen. With this 
example, one uses imaginative thinking, 
for instance, to picture functions of 
available objects, based on the situation, 
and to figure out the best possible 
solutions.

In short, these thought processes require 
computational thinking to formulate the 
problem into manageable chunks, and 
finding ways to represent each chunk 
through visualization modelling or 
simulation. 

Computational thinking is often viewed 
as an overlap of logic thinking and 
system thinking. 

COMPUTATIONAL 
THINKING

BARRACK OBAMA US 44TH PRESIDENT

“..We’ve worked to support more teachers to bring 
coding, hands-on making, and computational 
thinking into our classrooms to prepare all our 
children for a 21st Century Economy.” 
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Computational thinking (CT) is an approach to problem-
solving through analytical thinking skill where learners 
are integrating computational concepts in the learning 
process. When CT is incorporated into the learning 
process, learners enhance their higher-order thinking 
skills when they solve problems that required them to 
demonstrate, create, or design a product. It also enables 
learners to think outside the box whenever they faced 
difficulties in solving tasks. 

CT leads learners to become problem solvers and creative 
thinkers when they get involved in computational 
thinking activities. It guides them to think, in a series of 
steps, like an algorithm, to solve problems. Thus, teaching 
computational thinking through various activities to 
help learners in enhancing cognitive skills and problem-
solving skills.

COMPUTATIONAL THINKING
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1. Logical Reasoning
Learners predict reliable future behaviours using existing knowledge 
and explain why it happens the way it is. An example of logical 
reasoning in the primary curriculum:
• In English class, give a storyline which contains characters and 

important events. Learners might be tasked to explain each 
character’s actions and predict what would happen next based on 
the actions taken.

• In Design and Technology class, learners may discuss rationales on 
choices of materials used, and which materials would be best suited 
for their projects.

2. Decomposition
This process breaks down a problem into smaller manageable parts 
which makes it easier to solve in smaller chunks. Chunking helps 
learners understand things better. For example, the task to make a 
healthy breakfast can be decomposed into the various portions of the 
meal, for instance, making toast and brewing tea.  

3. Patterns
By identifying patterns, we can make predictions, create rules and solve 
more general problems. For instance, in a task to predict weathers, 
learners may analyse the temperature of the day and night of particular 
days, and analyse the patterns of consistency before they make a 
generalization to predict the temperatures of the following days.

The following steps will guide teachers on how to apply computational 
thinking in solving problems.
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4. Abstraction
In the abstraction process, learners highlight important details and 
ignore the less important ones. learners use this method to manage 
daily life schedule such as a class timetable. It hides the details of a 
subject such as the learning topics or learning objectives and only 
presents the subject as it is important for a particular time.

5. Algorithms
Algorithms are step-by-step instructions to get something done. 
It describes how things work. Baking a cake by following the 
instructions guideline is an algorithm. Teachers can introduce 
algorithms using a very simple idea from daily life such as the 
routines in brushing teeth every morning.  Ideas could become 
more complex as the tasks utilise more elements and conditions to 
consider.

6. Evaluation
Evaluation in learning and teaching is about making judgements on 
what to do and what we think, based on a range of predetermined 
factors. In computing, evaluation can happen at many different stages 
- formatively and summatively. For example, learners can develop 
their evaluation skills through self and peer assessments. Learners 
can be taught and trained to create and test their own rubrics for 
evaluation, a strategy to enable them to think of the validity and 
reliability of evaluations they conduct or are subjected to.
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Gamification is the use of game mechanics and game 
elements in a non-game context. It borrows game mechanics 
from games and video games that you think the learners 
would love and using them in your classroom. It’s about the 
teacher being the game master making their classroom as a 
video game itself with the learners as the players. The most 
known gamification elements are Levels, Rewards, Points, 
Leaderboards and Badges.

In gamification, it is important to remember that we design 
the classroom around student experience. When we want to 
gamify the learning in the classroom, it is understandable 
that we want to create a good relationship with the learners 
while wanting learners to enjoy and experience meaningful 
learning in topics that they find difficult to tackle and 
understand. The main reason why gamification should be 
in every teacher’s toolbox is it helps create a positive and 
exciting learning environment to the learners while being 
rewarded or collecting points. The happier the learner, the 
better the learning experience, and consequently they would 
be more engaged in the designed learning activities. 

Other than that, gamification not only fosters a friendly and 
healthy competition within the classroom, it also helps a 
lot in motivating, engaging and empowering the learners. 
When teachers gamify learning, it includes all the learners 
in the class activities. With this, learners will feel like they 
are a part of something bigger when they are attending 
classes. Learners commonly love it when their teachers 
believe in them, give them voices and choices. Learners 
appreciate being treated like important adults. When these 
opportunities are given to the learners, it motivates them 
externally and internally, engaging them to lessons and 
empowering them to be a better learner in the future.

GAMIFICATION
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We have talked about gamification, the “what” and the benefits 
gamification can give to the learners. The next part would be breaking 
down the “how”. How can I give a positive learning environment? How 
can I motivate learners to learn through gamification? 

This is the part where Design thinking comes in. In the earlier part of 
this Blueprint, we have discussed how Design thinking and ADDIE may 
for two different target group, but both have one main purpose which 
is - to solve problems or learn a topic in a strategically, creative and 
constructive manner. Nevertheless, Let’s go through all the five stages in 
Design thinking to help in gamification.

GAMIFICATION

Empathy involves the observations and investigations into issues or 
problems that exist in our surrounding.  In the school context, empathy 
can be done by analysing the “what” and “why” children could not 
perform basic Mathematical skills (addition, subtraction, multiplication 
and division), for instance. Empathy requires asking a lot of questions, 
deliberations and engaging in reflections, to understand the nature, scope 
and depth of a particular issue/problem.

The next stage is to Define. To gamify instruction, in this stage, we need 
to find out about the content knowledge, resources available, support at 
hand, and the timeframe we have, to implement the gamified lesson. The 
core to the process is to know what to teach, how much to teach, and 
what challenges are at hand in teaching the scope of learning content 
selected for this activity. Contributive aspects, such as cultural and 
religious beliefs, learners’ prior learning experience, and familiarity with 
game mechanics, all play a role in the impact of using gamification in 
learning. 
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GAMIFICATION
In the Ideate stage, the ideation must be based on details that we 
collected and collated from Define stage. At this level, we may think 
of activities that can increase the engagement of learners and later 
associate it with the problems that have been defined earlier. Say, if 
learners are already known to be familiar with board games, we can 
start gamifying the problematic topics into a board game. Do not forget 
that to gamify is to insert the gamification elements into what you 
wanted to do. Quick revision of game elements - five main elements in 
gamification are badges, levels, leaderboard, rewards and points. 

Next stage is the Prototype. A prototype is to create a model based on 
what you have ideated before. We may start preparing the materials 
for their gamification, or highlight how they want to place the chosen 
topics to be tackled into board games. A prototype can be in a paper-
based form, or anything - depending on how the teachers wanted to do 
it.

Last stage would be testing. Testing is crucial as it allows us to learn 
about the quality, validity and reliability of ideas. Here are some 
suggested reflection ideas - does the gamified topic brainstormed just 
now really solve the challenges faced by learners to learn the content? 
Does it bear an impact on the learning process? From testing, it 
creates a room for improvement. After several improvements, we can 
always go back to the Empathy stage or other stages to strengthen or 
consolidate the contents of the gamified lessons. 
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Learners are able to: 
• State the meaning of the food chain, and how it 

defines the food relationship among living things.
• Build a food chain in various habitats such as a 

pond, forest, field, paddy field and plantation.
• State the Sun is the main source of energy in a food 

chain.
• Identify the producers and consumers in the food 

chain.
• State the meaning of a food web is the combination 

of food chains in a habitat.
• Build a food web in various habitats such as a pond, 

forest, field, paddy field and plantation.  
• Predict the impact on other living things, for 

example, if there would be any change in tbvMake 
generalizations on the importance of food web to 
ensure the survival of the species.

• Explain observations using sketches, ICT tools, or 
paper-based writing or an oral presentation.

Hopscotch mat, markers, question cards and question 
number cards.

EXAMPLES OF A GAMIFIED LESSON PLAN (SCIENCE)

THE LEAP OF DEATH

Children aged 11 (Year 5)TARGET 
GROUP

LEARNING 
OBJECTIVES

LEARNING 
AIDS
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• Each group is to send one representative to 
participate in round one of play.

• Each representative is to choose their desired 
marker for the game.

• Order of play is decided through ‚osom’ (a traditional 
version of “hand, paper and scissors” game).

• Player 1 proceeds to the starting point in front of the 
mat and throws his/her marker onto his/her chosen 
number square.

• The player only can hop onto the mat with one leg to 
collect back the marker and a question number card.

• ●Only one leg and one hand can touch the mat when 
picking up the marker and question number card.

• Once the player returns to the starting point, a 
question card is given to the player to answer 
together with his team.

• If the answer given is correct, the team keeps the 
number question card. 

• If the answer given is wrong, the number question 
card is placed back onto the mat.

• The team that manages to collect all the number 
question cards on a number square owns the 
number square.  Other teams CANNOT step on the 
number square that is owned by other teams and 
must find a way to move on the hopscotch mat using 
available squares only.

THE LEAP OF DEATH

GAME 
INSTRUCTION

GROUP 
(PLAY)

LEARNING 
AIDS
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• The picture below shows the hopscotch mat 
alongside the number of question cards and level of 
difficulty for questions.

GAME 
INSTRUCTION

                           
• The team that owns the most number of squares are 

the winners.
• Teams need to use strategy in deciding which 

number square to own in order to challenge the 
other teams.

THE LEAP OF DEATH

Square 9 - 4 easy questions

Square 7 & 8 - 2 easy questions

Square 6 - 2 moderate questions

Square 4 & 5 - 2 moderate 
questions

Square 1, 2 & 3 - 

2 hard questions
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Learners are able to: 
• List all the resource for photosynthesis to occur
• Understand the process of photosynthesis

EXAMPLES OF A GAMIFIED LESSON PLAN (SCIENCE)

FARMERS QUEST

Children aged 10 and above
TARGET 
GROUP

LEARNING 
OBJECTIVES

LEARNING 
AIDS

Cards, boards (1 board x 4 players) and progress boards 
(1 board x 4 players)

1. Shuffle the cards before distributing to the players.
2. Decide who will start the game (the youngest one 

should start first) and who will be the Growth cards 
keeper (anyone can take on this role).

3. The one who starts first will distribute five cards 
to each player and the rest of the cards should be 
placed back in the centre.

4. Every player should collect necessary cards to 
put down on their board to show the process of 
photosynthesis and progress of the seed.

GAME 
INSTRUCTION
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5. In each turn, the player should draw one card from the 
deck and then choose one card to be placed on the board or 
below the deck (if you want to skip the card). The sequence 
of cards on the board for photosynthesis should follow as 
below. 

 Seed - Soil - Water/Sun - Sun/Water - Carbon Dioxide        

6. The seed cards would be distributed to the players before 
the game started. One player per one seed card and the 
card would straight be put on the board. After that, the 
next player will take their turn to draw a card.

7. Complete the board by collecting the relevant cards 
according to resources needed by the seed in order to go to 
the next level.

8.  Each seed will require a different amount of resources to 
grow from Level 1 until Level 2.

9. Each seed can grow up to two levels. The steps of growing 
a seed as follow:
a. Information:  

 
                

  Level 1: Seed                  Level 2: Growth
b. Every plant would start at Level 1 using the ‘seed’ card 

in the ‘seed’ box on the board.
c. After all available resources have been collected 

according to the seed requirements, the player would 
advance to Level 2 and change the card in the ‘seed’ 
box to ‘growth’ card.

10.  Only one action is allowed per turn.

GAME 
INSTRUCTION
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Learners are able to: 
• List ideas on how to prevent infectious diseases
• Practice healthy daily practices for self-health and 

prevent infectious diseases
• Describe observations by sketching responses, 

Teknologi Maklumat dan Komunikasi (TMK), 
writing or oral

EXAMPLES OF A GAMIFIED LESSON PLAN 

PROTECT YOUR HUMAN

Children aged 12 (Year 6)
TARGET 
GROUP

LEARNING 
OBJECTIVES

LEARNING 
AIDS

Cards, paper, pecil and blackboard/whiteboard

1. Pick a person (teacher or student) as the card 
keeper. This person would be the one that 
distributes the cards to respective players.

2. Shuffle the cards before distributing to the players.
3. The cards are a mixture of good and bad lifestyles, 

lifestyle effects and ways to tackle (bad lifestyles).  
4. Every player only receives a card per person per 

round. 
5. The cards keeper will select one lifestyle (bad or 

good) to be put on class blackboard. 
6. Players are required to complete the sequence by 

determining what are the effects of the selected 
lifestyle and ways to tackle it.

GAME 
INSTRUCTION
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7. There are no limits on cards to be put up on the 
blackboard for effects of the lifestyle and ways 
to tackle it. Players with the suitable cards will 
get marks. Example, the sequence of cards on the 
board should follow as below.

GAME 
INSTRUCTION

RULES
1. Every group will take a turn to put their selected 

lifestyles on a blackboard. If a good lifestyle card is 
selected, the other group can argue, and the group 
has to defend. If the argument is not valid, the 
group will not get any marks.

2. Every group will start at 50 points. Points will be 
deducted or added at every round. The winner will 
be the group with the highest point.
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Learners are able to: 
• Improve their listening skills 
• Improve their speaking skills
• Learn to make decisions quickly and strategically.
• Improve grammar and comprehension

EXAMPLES OF A GAMIFIED LESSON PLAN (ENGLISH) 

DON’T KILL THE PIRATE MAN!

Children aged 11 and 12 (Year 5 and 6)
TARGET 
GROUP

LEARNING 
OBJECTIVES

LEARNING 
AIDS

Jenga blocks, stationery (Pencils and papers) and 
Pirate Man’s barrel and swords

1. This game will require one game master to keep track 
of the number of swords on the leaderboard for each 
team.

2. Every team will receive six (6) swords.
3. The players may choose their preferred level of 

difficulty in a game - Easy, Hard or General.
4. Each team will send a representative in each turn to 

slowly remove a block from the stacked Jenga (They 
may only use one hand to remove the Jenga block and 
are not allowed to remove blocks from the top of the 
tower).

Not allowed to use 2 hands             Not allowed to remove  
     blocks from the top

GAME 
INSTRUCTION
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5. Once a player has successfully removed a block 
from the tower, they will answer a question. 

6. Two situations:
a. If they are able to answer, they get one (1) sword 

and are safe for the time being and it will be 
another player’s turn. 

b. If they are not able to answer, they must take a 
sword and stab a sword into the Pirate Man’s 
barrel (before betting). 

7. If the tower falls before the pirate pops, the player 
that causes it will lose one (1) sword. Players can 
still continue playing by rebuilding the Jenga 
tower. 

8. The team that has the most swords win the game. 
9. Only if the Pirate man pops up, the game ends. 

GAME 
INSTRUCTION

CONDITIONS
1. There will be an opening bet if players are not able 

to answer, where other teams are able to bet (to 
answer questions) their swords by stabbing the 
pirate barrel to win double the number of swords.

              

2. If they are unable to answer, they earn nothing and 
are not allowed to take the swords back.

JENGA TOWER
1. Every Jenga piece has a number that indicates 

which questions they will answer. 
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Learners are able to: 
• Learn a wider scope of vocabulary words according 

to categories 
• Understand the meaning of the words used during 

the game
• Build sentences with the new words learned

EXAMPLES OF A GAMIFIED LESSON PLAN (ENGLISH) 

VOCAB MAP

Children aged 11 and 12 (Year 5 and 6)
TARGET 
GROUP

LEARNING 
OBJECTIVES

LEARNING 
AIDS

Whiteboard and whiteboard marker

1. A gamemaster will tell the category of words that 
could be written and write the first original word on 
the whiteboard.

2. Each student will take turns to write a word from a 
letter of the original word.

GAME 
INSTRUCTION
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3. Once each letter has a new word created, only then 
the learners can continue on writing more words. GAME 

INSTRUCTION

RULES
1. Players cannot repeat the same word.
2. Must complete each level of the word to continue 

expanding.
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Learners are able to: 
• Improve on selected Mathematical topics 
• Create the strategies to win huge marks

EXAMPLES OF A GAMIFIED LESSON PLAN (MATHEMATICS)

ANSWER LIKE EINSTEIN

Children aged 11 and 12 (Year 5 and 6)
TARGET 
GROUP

LEARNING 
OBJECTIVES

LEARNING 
AIDS

Mathematics Game board, Wheel of Colour, avatar, 
question cards (according to levels and colours) and 
Scorepad. 

1. Before the game starts, the players will be provided 
with stationeries such as pencils and papers. The 
youngest player will commence the game.

2. To start the game, the player must spin the wheel of 
colours.  If the player gets the green colour, he/she 
must go to the first green colour spot that he / she sees 
on the board tile from the starting point.

3. The player will place the avatar on that specific spot 
on game board and must see the level of the questions 
he/she will get to answer from the tile. Below are the 
images of the tile that appears on the game board. 

GAME 
INSTRUCTION
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3. If the player gets the Level 1 question from the green 
tile, the player has to randomly select the green 
colour question card according to the level placed 
on the board. Below are images of the card the 
player must pick.

GAME 
INSTRUCTION

Level:Easy Level:Medium Level:Difficult

Question card L1: 
Front                     

Question card L1: 
Back

4. If the player manages to answer the question 
written on the cards, he/she will get the point. No 
points will be given if the player is unable to answer 
the question. Note that the player must record and 
calculate his / her own points.  

5. After done answering the question, the player must 
place the card at the “used cards” section on the 
game board to avoid the reusing of the question 
card. Leave the avatar on that tile.

6. The next player’s turn begins.
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Learners are able to: 
• Learn on Quick Calculating Mathematics Skills 
• Improve on selected Mathematics topics 
• Make a quick decision making during the game 

(pick position in line)

EXAMPLES OF A GAMIFIED LESSON PLAN (MATHEMATICS)

BAD LINE!

Children aged 10 and above
TARGET 
GROUP

LEARNING 
OBJECTIVES

LEARNING 
AIDS

A spacious room, whiteboard/Blackboard and 
flashcards 

1. Game Master instructs players to line up against the 
board or wall randomly. 

2. Flashcards will be distributed to the players by the 
Game Master.

3. Upon the receiving the flash cards, the player is 
given three minutes to calculate the answer. Keep the 
question part to yourself until further instruction.

4. Now, flip the flashcards and show it to other players in 
a line.

5. Without hand signals or talking, the players are given 
five minutes to calculate and decide their position in 
the line. From left to right will be the highest to lowest 
in value.

GAME 
INSTRUCTION
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6. After a perfect line up, the players will say it out 
loud to the classroom. 

7. The player in the wrong position will be wiped out 
from the line.

8. The last two standing will win the game.

GAME 
INSTRUCTION

RULES
1. No talking and use of any hand gestures are 

allowed during the game. The player will calculate 
the answer silently (or in their mind).

2. A different group of players will have different card 
topics.
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