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Abstract

Games are a resource that can be very useful in educative contexts and they have a linkage
with the curriculum and with the competences. The point is to demonstrate that games can be used
for working on different competences, areas and contents in a regular way. There are also some
researches from authors and organizations who did studies about improvement of results and skills
using games. This hypothesis comes with a proposal whose objectives are to show an improvement
in the key competences and to increase students’ motivation. In the proposal the resource of games
is used in methodologies such as gamification or game-based learning, among others, but
considering some key aspects about the students’ characteristics the classroom management and
the curricular context. Several games that cover different areas and competences are shown and
explained along the proposal in detail. Even though the whole proposal has not been carried out
and analysed in a long-term period, the part that was used in class plus the research about the topic
prove that there is an improvement in skills and competences, and that these activities are more
motivating for students. | conclude highlighting that creativity is essential to design all these
games, that there is much to learn about this topic and that | hope that this project prompts other

teachers to keep working on this topic.
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Resumen

Los juegos son un recurso que puede ser muy util en contextos educativos y que tienen
conexion con el curriculum y sus competencias. El propdsito es demostrar que los juegos pueden
ser utilizados para trabajar diferentes competencias, areas y contenidos de manera regular.
También hay investigaciones de autores y organizaciones que han realizado estudios acerca de la
mejora en resultados y habilidades usando los juegos. Esta hipotesis viene acomparfiada de una
propuesta cuyos objetivos son mostrar la mejora en las competencias clave y aumentar la
motivacion de los estudiantes. En la propuesta, el uso de juegos como recurso se utiliza en
metodologias como la gamificacion y el aprendizaje basado en juego, entre otros, pero teniendo
en cuenta aspectos clave sobre las caracteristicas de los estudiantes, la gestion del aula'y el contexto
curricular. Varios juegos que cubren diferentes areas y competencias aparecen explicados en
detalle a lo largo de la propuesta. Aunque la propuesta no se ha llevado a la practica en su totalidad
y no ha sido analizada a largo plazo, la parte que si se ha llevado, junto a la investigacion sobre el
tema, demuestra que hay una mejora en habilidades y competencias, y que estas actividades son
mas motivantes para los estudiantes. Concluyo resaltando que la creatividad es esencial para
disefiar todos estos juegos, que hay todavia mucho que aprender sobre el tema y que espero que
este proyecto sirva para animar a otros profesores a continuar trabajando en este tema.

Palabras clave

juego, gamificacion, juego serio, aprendizaje basado en el juego, competencia, motivacion
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1. INTRODUCTION AND JUSTIFICATION

According to the directorate-general of education, youth, sport and culture of the European
Commission (2019) the key competences include knowledge, skills and attitudes. This means that
within the concept of competence there are not only concepts and facts, but also abilities and the
behavior of students when they have to face different situations (p. 5).

The key competences are an essential part of every single subject in the Spanish curriculum.
They are worked in all the subjects, therefore, also in those whose language used is English. Due
to this fact, teachers have to encourage students to develop these competences. How to work on
these competences depends on the preferences of the teacher. In my case, | used as a reference the
view | had when | was a primary school student to figure out in which way I liked to work on my
skills and competences. After a time thinking about this issue, I concluded that games would be a
good option. Games were the resource that | enjoyed the most when | was a primary student. For
what | have experienced working with kids, games motivate them and being motivated is the best
way for them to be eager to learn.

There are several goals that | aim to achieve along this essay. To start with, it is important
to get a general picture of what are games. This is because before immersing into this topic, it is
essential to have some basic knowledge so that you can follow the reading and the project in an
effective way. Another goal connected with the theoretical knowledge is to differentiate between
gamification and game-based learning, which are two methodologies that are generally confused
or thought that they are the same one. As though the point of this essay is to check if the use of
games has any positive effect or benefit on the student’s communicativeness, among other
competences, we have to know what do games consist of and how can we measure the

competences’ acquisition.

2. OBJECTIVES

It is time to focus on the main objectives of this project. The project is an innovation
proposal to check if there is a development and improvement in the key competences by the use
of games.

The main goal is to show or demonstrate that by using games, which are generally
motivating for students, they can develop and improve some of these competences. The most

important competence (or at least the one that appears more often in the curriculum) is the
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communicative competence. Furthermore, other competences might appear and be taken into
account in higher or lower quantity. Another objective of this hypothesis is to make learning more
enjoyable for students. This proposal could have been about whatever methodology or technique,
but it is done using games with the purpose of making lessons more entertaining for students and
at the same time for the teacher. The proposal does not mean that you only have to use games. In
my view, it is always positive to have a diversity of methods to test which ones are more effective.

So, in the long term, | expect games to be used more often than now, but not as the only option.
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3. THEORETICAL FRAMEWORK
3.1. What is the game?

Considering Saravanan and Sujitha Juliet’s view (2018), we can define the game as an
activity that is fun, immersive and engaging. The game sometimes includes problem solving tasks.
Usually, games are more appealing for students than studying. So, why do not combine them to
make students both acquire knowledge and abilities and enjoy it? “Studies have shown that game
improves cognitive skills, creates enthusiasm and motivate students to learn the concepts
thoroughly” (Saravanan & Sujitha Juliet, 2018, p. 1).

Within the term of game in the field of education we can find different terms. Firstly,
Caserman, Hoffmann, Miller, Schaub, StraBburg, Wiemeyer & Gdobel (2020) cite Dorner, Gobel,
Effelsberg & Wiemeyer (2016), who explain that serious games are a kind of games which have
another purpose or goal apart from the enjoyment of the game itself. Living in the 21st century,
when technology has developed a lot, also in the field of games, we cannot forget about
videogames as a very interesting educational tool.

Furthermore, it is important to differ gamification from game-like activities. According to
Deterding, Dixon, Khaled & Nacke (2011), cited by Bakhanova, Garcia, Raffe & Voinov (2020)
gamification consists on using elements of games in other contexts. Figueroa-Flores, who cites
Perrotta, Featherstone, Aston and Houghton (2013), says that games are used to support the
teaching-learning process. Erimit & Yilmaz (2022) cited Deterding (2011) who said that “in
gamification, game mechanics are applied in places where, originally, no purpose of play existed”.
Game-based learning is used to increase students’ participation in the learning process while they
are playing to games (Al-Azawi, Al-Faliti & Al-Blushi, 2016).

In short, we can say that in gamification they use features of games with a learning purpose,
whereas in game-based learning they actually play games to learn. An example of gamification
could be a quiz, in which there are game elements such as scores, rankings, etc, (but they are not
playing) whereas an example of game-based learning could be a bingo, because they are playing
a game while enhancing the learning of numbers.

3.2. Competences

Nowadays, if we talk about competences in education and learning in Spain and in most of

Europe, we easily link it with the key competences. The key competences are an essential part of
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the curriculum in Spain. As the directorate-general of education, youth, sport and culture of the
European Commission (2019) says, apart from being a mixing of knowledge, skills and attitudes,
they are improved along the years in multiple environments, such as the family, the school or the
neighborhood, among others.

It is important to understand that, even though they do not have exactly the same name, the
eight key competences that the European Commission published in their article “Key competences
for lifelong learning” are associated and their descriptions have many common characteristics with
the seven key competences of the Spanish curriculum. These seven competences were established
by using the European framework as a reference. In this framework, there are eight competences,
so, two of them are put together into a single one (the literacy competence and multilingual
competence are linked with the competence in linguistic communication), and each one of the
other 6 has a competence with a similar meaning to the one of the European framework. The
citizenship competence (Europe) is linked with the social and civic competence (Spain). The
mathematical and scientific competence in the Spanish curriculum has practically the same name,
as well as the digital, the learning to learn, entrepreneurship, cultural awareness and expression
competences.

Logically, the competence in linguistic communication is the most recurrent in the Spanish
curriculum of English as a foreign language. Nevertheless, the other 6 competences are also present
in more or less quantity because they are cross competences which appear in all the subjects.

Knowing what key competences are and which ones are them, we can focus on their
acquisition. According to Brkovi¢, Busljeta and Togonal (2020) the teacher’s role is the key for
the students to be motivated to acquire the skills and accomplish the learning results.

Depending on which competence are we working on, we have to analyse different aspects
that are included within it. As | mentioned before, when referring to communication in English the
most important one is the communicative competence. Therefore, it is essential to know its main
points in order to check the evolution of its acquisition. A research carried out by Guman, Torres
and Caballero (2020) confirms that the assessment of the communicative competence in Spain is
weak due to the low awareness of assessment tasks and the poor techniques. Canale (1983) says
that the ability to communicate efficiently in English “requires the communicative competence
which includes grammatical, sociolinguistic, discourse, and strategic competences”. Those are the

main points to be assessed when talking about the acquisition of this competence.
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The other competences’ acquisition may be analysed, but taking into account that the
importance and influence in the subject of English according to the Spanish curriculum is not that
high.

3.3. Role of the game within the curriculum and the competences

If we talk about the role of games in the curriculum, first we need a basic knowledge about
the curriculum, in this case the Spanish one, which is the one that | use. The current law of
education in Spain is Ley Orgéanica 3/2020, de 29 de diciembre, por la que se modifica la Ley
Organica 2/2006, de 3 de mayo, de Educacion. Recently, a new decree was established, which is
Real Decreto 157/2022, de 1 de marzo, por el que se establecen la ordenacion y las ensefianzas
minimas de la Educacion Primaria.

There is also the new order Orden EFP/279/2022, de 4 de abril, por la que se regulan la
evaluacion y la promocion en la Educacion Primaria, asi como la evaluacion, la promocion y la
titulacion en la Educacion Secundaria Obligatoria, el Bachillerato y la Formacion Profesional en
el &mbito de gestion del Ministerio de Educacién y Formacién Profesional. Currently, the
following order is still valid in the autonomous community of Aragon, whose name is ORDEN de
21 de diciembre de 2015, de la Consejera de Educacion, Cultura y Deporte, por la que se regula
la evaluacion en Educacion Primaria en los centros docentes de la Comunidad Autonoma de
Aragon y se modifican la Orden de 16 de junio de 2014, por la que se aprueba el curriculo de la
Educacion Primaria y se autoriza su aplicacion en los centros docentes de la Comunidad
Auténoma de Aragon y la Orden de 26 de junio de 2014, por la que se aprueban las Instrucciones
que regulan la organizacion y el funcionamiento de los Colegios Publicos de Educacion Infantil
y Primaria y de los Colegios Publicos de Educacion Especial de la Comunidad Auténoma de
Aragén (BOA de 30 de diciembre).

According to the Spanish curriculum of English, the use of games, especially during the
first years, is essential to acquire a language effectively. In fact, there are several standards that
include the use of games as an option. Apart from that standards or assessment criteria that have
games implicit in them, games can be used for any others if they are adapted in a proper way.

Some of the examples of games that appear along the Spanish curriculum are simulated
games of phone calls, digital games and computer games. Despite that, as | mentioned before,

there is no need to limit to what appears in the curriculum when developing activities. These
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examples of games are linked, mainly with the communicative competence and the learning to

learn. But also, on occasion, they are linked to some of the other five competences.

3.4. Methodologies

Is there any evidence that proves that games have an impact in education? The truth is that,
according to some pedagogic currents and theories, games have an educational component. As
Becker (2005) said, Gagne’s Conditions for Learning Theory says that there are five categories of
learning, so that each category needs a specific approach. These categories are represented in
Gagne’s Nine Events of Instruction. Getting the attention of the students, showing the stimulus
and providing feedback are three examples of the nine events applied to a gaming context (Becker,
2005). Becker (2005) explains that games and their elements are more attractive for students than
other teaching methods and that they receive feedback in the form of scores and questions, among
other ways. Apart from that, she affirms that games must stimulate the students by encouraging
the students and by being challenging for them. According to Becker (2005), Gardner’s seven
intelligences have a linkage with games: the linguistic intelligence because of all the writing and
speaking components in games; the musical because of the sound effects; the logical-mathematical
because there are puzzles and logic exercises; the spatial because of the visual component; the
kinesthetic because the players are ‘placed’ in a virtual way in the game; the intrapersonal because
games makes the individual think about his knowledge and abilities and they sometimes include
moral topics; the interpersonal because of the possibility of playing with other individuals; and the
naturalistic because some games can have a naturalistic topic.

In aworld in which technology develops so fast, technology enhanced learning is aware of
the latest technologies that have any connection with education, for example the augmented reality
(Videnovik, Vold, Kignig & Trajkovik, 2019). Even though the knowledge about augmented
reality connected with education is still reduced, we know that it can be useful. “First of all, it
allows teachers to show virtual objects in the real-world environment which otherwise it would be
impossible to show. On the other hand, it can also be used to enhance collaborative tasks, as well
as encourage socializing and inclusive activities for people with special needs” (Ariso, 2017).
Augmented reality and the use of virtual worlds is linked in some way with videogames, which
will be mentioned later.

At this point, we are going to analyse more deeply the different methodologies in which
games are involved. Firstly, there is gamification, which is a well-known methodology that consist
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on using elements and procedures from games in contexts that are external to games (Werbach &
Hunter, 2012, as quoted in Figueroa-Flores, 2016). Among the elements that appear in
gamification, we can find points, scoreboard or ranking, levels, rewards or prizes, challenges, or
badges (Fis Erlimit & Karakus Yilmaz, 2022). As stated by Figueroa-Flores (2016), some of the
benefits of gamification are that the students are more motivated to fulfil the activities, that they
are encouraged to focus on their learning and they take part in a healthy competition with their
classmates. However, Figueroa-Flores (2016) also reinforce the idea that activities should have
clear goals and be unpredictable to prevent from meaningless activities.

When it comes to game-like activities or game-based learning, games are used with a
learning purpose. Game-like activities are useful, not only for improving the students” motivation,
but also when working on technical and boring materials, and when there is a complex
understanding process (Al-Azawi, Al-Faliti & Al-Blushi, 2016). Other positive aspects of game-
based learning that should be highlighted are the enjoyment during the learning process and the
use of the game as an authentic material, among others (Figueroa-Flores, 2016).

When we research about games connected with education, we find serious games. They
are used for a main purpose which is different from just pure entertaining and they have formal
and dramatic game elements (Bakhanova, Garcia, Raffe & Voinov, 2020). As stated by Ning,
Wang, Wang, Ye, Ding & Backlund (2021) this main aim is to share knowledge and to develop
skills. According to Calderén & Ruiz, cited by Calvo-Morata, Alonso-Fernandez, Freire,
Martinez-Ortiz & Fernandez-Manjon (2020) serious games are motivational tools that are useful
to raise awareness, to modify a behaviour and to improve specific skills. Some of the advantages
of serious games are to raise the pupils’ enthusiasm and to achieve effective learning by optimizing
teaching methods (Ning, Wang, Wang, Ye, Ding & Backlund, 2021).

Despite the fact that, traditionally, video games have been seen as a distraction and
something harmful for studies and learning, they can also be really helpful if they are used in a
proper way. Some results of the questionnaire done by Marin-Diaz, Morales-Diaz & Reche-
Urbano (2019) show that the hours spent with videogames are irrelevant for the academic
activities. These results also show that the use of video games in classroom may help students to
develop behaviours against violence. In the past the number of researches about video games in
education was lower than about other methodologies such as gamification, game-based learning

and serious games. However, nowadays video games are a solid option to consider for teachers.
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There is a high likelihood that in the following years the knowledge about this topic is going to
increase and to take an important role in innovative methodologies. Teachers that want to try to
use video games in their classroom can also do their own research and analyse the results.
Nevertheless, it is true that for preparing materials for video games activities you need some ICT
skills.

3.5. Types of games

When it comes to specific types of games, there are hundreds of them, but we are going to
review briefly some of them. Board games are those in which the players have to move along a
path and doing several activities of different kinds. They sometimes can be combined (or not) with
games that use cards. There are also guessing games, dice games (they are not just a tool for board
games, they are type of game themselves, because there are many different kind of dices),
movement games, drawing games, word games and chanting games (Benitez & Ldopez). We cannot
forget puzzle-solving games and riddles.

According to Wright, Betteridge & Buckby (1983), to put games into practice we have to
consider several factors, such as the students’ characteristics and interests, the class level, the
contents and how to correct the students. Apart from that, elements of classroom management like

time available, space used and resources used have to be planned in advance.

3.6. Resources

For suggesting a proposal connected with the use of game linked with the main
competences it is important to research about previous studies or reports that expose the outcome
of games in educational contexts.

De Souza & Petty (2017) did an intervention program with students of between 7 and 11
years old during around three semesters with a frequency of one hour per week. In this intervention
program they played games that involved different communicative aspects (for example, speaking
and listening). Among all the games, they play some that are worldwide-known games, but they
also play some local games such as “Image and Action” (popular game in Brazil). As a brief
summary of this game, they had to guess the specific word of a card that some other student has
drawn. If they do not guess it, another person will suggest ideas to improve the drawing and
facilitate the guess. In this game they work on the communicative skills and they can work on
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some specific vocabulary (choosing words connected with a particular topic). As a result of the
program, De Souza & Petty (2017) affirm that the children overcame their learning difficulties and
changed their negative attitudes. The pupils improved, not only their communicative skills, but
also their cognitive, motor, affective and social skills (De Souza & Petty, 2017).

As | mentioned before, the communicative competence is not the only one that can be
worked by using games. A good example is the Fort Ross Virtual Warehouse project from the
University of California Merced, whose main goal was to search for new means of conveying
cultural and historical knowledge (Lecari, Mortara & Forte, 2014). This project wanted to raise
cultural awareness, which is one of the competences both in the Spanish curriculum and in the
“Key competences for lifelong learning” of the European Commission. In the Fort Ross Virtual
Warehouse, they created a virtual world in which they had to interact with the different elements
that surround them in order to learn about history and cultures of California in that period (they set
some specific learning outcomes that they have to achieve) (Lecari, Mortara & Forte, 2014).

It is true that the FRVW is a large project that requires specialized knowledge in game
design and that it is unlikely that a single teacher can create this for his/her class, but it can be used
as a prove that cultural awareness and other competences can be developed through games (even
though they are simpler).

Apart from working on the different competences, games can be used to work on other
skills or knowledge, whatever the subject or the content is. For example, Fithriani (2019) talks
about the Game-based Grammar Learning, in which they used a guessing game to work on their
speaking and listening skills while learning new vocabulary, board and dice games, in order to
create an enjoyable competition practising Grammar, and another guessing game that involved
physical activity. According to the results of the survey done by Fithriani (2019) to twenty students
that participated in these activities, most of them said that they disliked Grammar because it was
boring and difficult. Nevertheless, after these games all of them responded positively about their
opinion about learning Grammar.

In short, there are several studies that prove that games have a positive effect in the
development of competences and skills. Therefore, the use of these kind of methodologies in our
classroom may be feasible for the teacher and beneficial for the students, both in terms of

motivation and outcomes.
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4. INNOVATION PROPOSAL

4.1. Justification

Although it is generally thought that the use of games is only effective with young children,
the findings of some studies do not say the same. In fact, one of them says that the effectiveness is
even higher with grown-ups than with children and university students (Nadi-Ravandi & Batooli,
2022). The age group of this proposal is going to be focused on year 5 and year 6 of Primary
Education, due to the fact that they are the oldest students in this educative stage. So that | can
provide examples of games used with older children. Despite this proposal is aimed at years 5 and
6, some of the games can be used or adapted to higher or lower levels.

In this proposal | will provide some examples of games used in different educative contexts
working on different areas, skills and competences. Some of the following activities have been
used by myself during my internship period. I could not analyse the effect in the long term of
activities that involve games because my school placement was too short for that. However, |
received positive feedback from the students with these activities and | perceived higher

motivation than with other activities.

4.2. General objectives

The general objectives of using games as a common tool in a class are linked with the
improvement of the students in each of the seven competences that appear in the Spanish
curriculum and that have been mentioned previously. The is the need to check the level of
acquisition of those competences before having regular contact with games, so that we can observe
an evolution. Moreover, increasing the students’ motivation in class is another main objective of
this proposal. In the long term, we expect to have students with a higher development in those

competences and higher motivation in the activities that they work on.

4.3. Trivial Game

To start with, we have the Trivial Game. The example shown in Image 1 is aimed at the
area of English. There is a path with twenty-two boxes of six different colours. Each colour
corresponds to a category and each category to a skill, which are listening, reading, writing,
speaking, grammar and vocabulary. In each category there are several boxes, as many as the
number of teams you make for the trivial, so that if they go to the same box, they will have different

questions. In the boxes of “words” that appears in Image 2, they have to make a list with vocabulary
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that starts with a particular letter in order to revise vocabulary. In the boxes of “choose” in Image
3, they have to answer a multiple-choice question connected with grammar. In the boxes of “news”
in Image 4 they have to read an article and to answer a question afterwards. In the boxes of “songs”
shown in Image 5 they have a fill in the gaps activity with the lyrics. In the boxes of “describe”
that appears Image 6 they have a to describe a character and write it down. In the boxes of
“interview” that appear in Image 7 they have to answer a few questions orally. As though the
methodology of this activity is gamification, there is the possibility of using the same game
elements but with many different contents. For example, | used the trivial to revise contents of
other subjects, such as social science in the unit of “Population” shown in Image 8. As the creator
of the activity, you have the freedom to modify the categories according to the contents and the
length of the path depending on the time available. Furthermore, there is the possibility of doing it
individually if considered necessary. This game encourages students to develop their
communicative skills and gives the students the chance to compete between them in a healthy and

educative way. The tool used for this activity is Prezi.

Table 1

Trivial game (own creation)

Type of game Board game

Grouping Two groups of 10 people

Specific objectives  -To practise the different skills (reading, listening, writing and
speaking)
-To revise vocabulary (animals, places...) and grammar (present

simple, present continuous...)

Contents -Vocabulary of animals, places, food, clothing and objects
-Present simple, present continuous, past simple, future tenses,

existential there and demonstrative nouns

Competences -Communicative competence: they have to use the English
language to interact between them
-Cultural awareness competence: they become aware of the

importance of music in English
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Methodology

Gamification: there is use of game elements such as the board,
the different categories, the questions and rolling a dice to move

forward are part of this activity.

Step by step

Firstly, you have to make two teams of ten people (or more teams
of less people, but you have to prepare more options in that case).
Each team rolls the dice and the one with a higher number starts
the game. Then, according to the number they get, they move to
a particular box. In each box they have a different challenge that
they have to overcome. For each challenge they do right, they
get a point. If they do it wrong, the other team will have the
chance of doing it well and getting the point. They play until
either the time is over or one team reaches the finish box. They

get an extra point for finishing first.

Assessment

The number of points that each team gets is a factor to consider
in the assessment. Apart from that, the attitudes and implication
of students are very important for the activity. That can be

measured by using direct observation and a rubric (Table 2)

Table 1

Trivial’s rubric

3 2 1

Participation

He/she participates  He/she participates He/she barely
actively talking talking with the participates or does

with the rest of the  rest of the groupto  not participate at

group to solve the  solve some of the all to solve the
activities activities activities
Interest He/she pays He/she sometimes He/she does not

attention to the pays attention to pay attention at all
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activities, also the activities and  to the activities and

when other teams when other teams when other teams

are playing are playing are playing
Effort He/she works hard He/she tries to He/she does not try
in trying to solve  solve his activities, to solve his

his activities and  but he/she does not  activities, neither
tries to solve try to solve he/she tries to solve

activities that the activities that the activities that the

other teams did other teams did other teams did

wrong wrong wrong

4.4. Who is who game

Another activity is the Who is who game: Population Edition. In this case we are talking
about game-based learning, so, they will actually play the “Who is who” game, but adapted to the
context. This game is framed at the end of a unit in which they have already studied migration
(emigrants and immigrants) and employment (active and inactive population). The game is played
in pairs and each person has one board with all the characters, like the one in Image 9, and a
photocopy with information about these characters, which appears in Images 10 and 11. This game
has several positive aspects. One of them is that they have an interaction where there is an
information gap, which according to Ortiz (2019) the type of activities to apply this method are to
exchange information and to differ between two elements. In this activity, we are certainly using
the information exchange. Other positive aspects regarding the communicative competence are the
constant feedback between the students (and with the teacher if he or she is around and joins the
interaction) and the choice that students have during the activity, because they can freely choose
the character that they prefer and make the questions that they consider better. For the creation of

this game, | used the online tool Prezi.



Table 2

Who is who game
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Type of game

Guessing game

Grouping

In pairs

Specific objectives

-To work on the listening and speaking skills

-To work on question-and-answer structures

Contents -Grammar: Questions and answers
-Active and inactive population, migration (emigrants and
Immigrants)

Competences -Communicative competence: they have to use the English

language to interact between them. There is information gap and
constant feedback.

-Cultural awareness competence: there are characters from
different cultures in the game, which is a component of raising

the cultural awareness and expression competence.

Methodology

Gamification: there is use of game elements such as the guessing

dynamic and the points they get after guessing.

Step by step

During the development of the game, they have to make
questions such as “Is he a boy or a girl?” or “Is he part of the
active or the inactive population?”. They will have the
photocopy with information to check the answer and the other
person will have to cross out the characters who do not fulfil that
trait. In the end of the game, when they have few characters left,
they may ask “Is he Mark?” (or the name they think it is). Once
one person guesses right the character, he or she will get a point.
This game can be played several rounds depending on the time

available

Assessment

A way to assess this activity is by observing if the students are

making the questions and answers correctly. Another option is
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doing an oral exam connected with this dynamic to check if they

have improved their listening and speaking skills.

4.5. Time-travellers game

The time-travellers game created with the app Genially is an example of a serious game to
teach specific knowledge connected with history. It is a simulation of a time-travel along the 20"
century to engage and to motivate the students. It is a story with a brief plot, so that you do not
spend too much time because it is planned for a single lesson. A longer story can be carried out
too, but it would require from more lessons. Perhaps a whole unit can be developed using this
dynamic. In Image 12 we can see the first slide, which is the portrait. After that, in Image 13, there
is an introduction, with a plot used to contextualize this science-fiction story. Then, we see in
Image 14 the main slide with the different years that we are going to travel to. There are different
kind of questions in every year. There are multiple choice questions, like in Images 15 and 16, also
true or false questions, such as in Image 17, and other questions in which some visual input (image
or video) is provided, for example, in Images 18, 19 and 20. Moreover, after each question there
is an extra input to check if the answer is correct or not, either in a regular way, as it happens in
Images 21, 22 and 23, or in the form of a newspaper, like in Image 24, a stranger, as in Image 25
or a poster, like in Image 26. To check the answer with the class is important because students
always need some feedback about what they have done. After passing through all the years there
is a final slide, shown in Image 27, rewarding and reinforcing the students for achieving the end
of the activity. Obviously for performing this game it is necessary a computer and a projector. This
game is a proof that history, which is an area traditionally seen as boring can be made attractive
and entertaining for the students.

Table 3

Time-travellers game

Type of game Story game

Grouping Whole class / In groups (if you want to do it more competitive

to increase students’ motivation)
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Specific objectives

-To review their knowledge about the 20" century

Contents

-Primo de Rivera, the Second Republic, the Civil War,

Franco’s era, transition and democracy.

Competences

-Social and civic competence: becoming aware of periods in
history in which there were conflicts and not democracy, can

help to the students’ social and civic life.

Methodology

Serious game: It is a game with a main purpose different from

enjoyment and entertainment of the pupils.

Step by step

For this game, the teacher just has to follow the story moving
from slide to slide. He has to engage the students in the story
and to encourage them to guess the answers. If it is done in a
whole-class group, you do not need to have any record of
points, but if you make team you need to do it.

Assessment

As the activity is a review of a unit, it can be used as the
previous lesson to the exam, which can be the assessment tool.
Another factor that you can assess is the behaviour of students
during the activity, by observation.

4.6. Maths Escape Room

19

The use of online tools always looks innovative and appealing, but real-life experiences

can be as much or even more enjoyable for students. The Maths Escape Room is an activity in

which working on their mathematical and scientific competence and using and manipulative

objects, they can fulfil the goal of escaping from the room.

The materials needed for the escape room are a combination locker, a timer with a bell

ringing at the end (on YouTube you can find timers of different time lengths), a scale, a box with

one hundred equal marbles, 227 stickers of different colours (121 red stickers, 81 blue stickers and

25 yellow stickers), some pieces of paper and a pen to draw crosses, blackboard and chalk.
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Before starting, it is important to highlight that the instructions and clues of the game are
adapted to a particular classroom, so adapting the game to another one requires changing some of
them. As well as the contents, which are adapted to the maths knowledge of a year 6 class.

A good idea for this activity, if there is a chance, would be to do each exercise in a different
room and to split the students into 4 groups. In that way, they will be less in each group and they
will assume more responsibility. If it is done in groups, some changes must be done. For example,
you would have to tell the students to display again the stickers of the second activity. Besides,
you would have to set a timer in each classroom with the same time, so that when a group finishes
an activity, they do not have to wait for the other group to finish. Apart from that, you would also
need someone monitoring each activity. In this case, students will get points for guessing the locker
combination in less time. Furthermore, if they complete activities without help, they will also get
more points. A way to distribute the points is to give 10 points to the quickest team, 8 to the second
one, 6 to the third one and 5 to the last one. The same can be done with the most independent team
(they need less help than the others), the first receives 10 points, the second, 8, the third 6 and the
fourth 5. The teams will get 10 extra points or not depending on their cooperative work. This is
done in order to prevent that some people in the team want to do it on their own, because they will
be told how the point are going to be given. In the end, the sum will be made to check which team
got more points.

This Maths Escape Room is a cross-curricular activity because it has elements of Science,
Maths and it is carried out in English. Despite the fact that problem-solving exercises and puzzles
fit easily with Maths and Science, an escape room can also be done with other areas. For example,

in Literacy you can use riddles to make them figure out something.

Table 4

Maths escape room

Type of game Escape room/ puzzle game

Grouping In groups if it is possible, if not whole class. The smaller the

group is, the more the pupils will get involved in the activity.

Specific objectives -To use the scale and divisions to calculate the weight of a

marble
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-To practise square divisions, the rule of three and percentages

-To work in a cooperative way

Contents

-Weight and tools to calculate it, square divisions, rule of three

and percentages

Competences

-Mathematical and scientific competence: they use maths
reasoning and scientific methods to solve problems
-Learning to learn competence: they have to cooperate and

organize themselves to achieve the goals of the acitvity

Methodology

Gamification and cooperative learning: There are game
elements, such as getting points, and the pupils work in a

cooperative way to solve the problems.

Step by step

Firstly, you have set the combination locker with the correct
number and lock it in the door. After that you will give the
students, a note saying the following:

“Warning!

You’ve been kidnapped and you have time until the bell rings to
escape from this room. For this you will have to solve some
puzzles, problems and riddles. If not, you will have to stay here
forever. You will get the digits to unlock the locker by following
the next clue:

Digit 1 -> For getting it you need to find a box close to the
window.

Good luck!”

In a wardrobe next to the window, they will find a box with lots
of marbles and a scale. Inside the box there is a note saying: “The
first digit is the number of marbles within this box divided by
twenty, but you cannot count them one by one”. The idea that
the students should come up with (if not the teacher can provide
them some help) is to use the scale to weight the box, to weight

a single marble and subtracting the weight of the box from the
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overall weight and dividing the result between the weight of a
single marble, they will get the number of marbles within the
box. At that point, they will have the first digit of the locker,
which is 5 (100/20=5).

On the back part of the note they saw before, they have the next
clue, which is “There are red, blue and yellow, if you get the
square root of each one and you sum everything, you will get the
next digit”. The thing is that 227 stickers of those three colours
will be displayed all around the classroom. They have to collect
them and count them. Once they get sure that they have all of
them, they will have to calculate the square root of every colour
and to sum all the numbers and then the two digits of the result
(V121=11, V/81=9, V25=5, 11+9+5=25 -> 2+5=7). Again, if
students struggle, the teacher may help them to solve the
exercise.

In one of the stickers there is the next clue, which is “% chairs”.
After a while examining the chairs, they will realize that a few
of them have a piece of paper with a cross glued underneath the
chair. They have in the classroom 25 chairs, but only two of them
have the paper with the cross. As they are asked for the
percentage of chairs, they have to calculate which percentage is
2 out of 25 using a rule of three (if 25 is 100%, 2 is 8%), so that
they get number 8 as the third digit.

Next to each cross, they have a word. In one they have “board”
and in the other “black”. As it is obvious, they will have to guess
the word blackboard, in which they will have to make some
operations. The operations are the following: (186/8) x 4 + 62-
53=4. When they are done with this, they will have:

Digit1->5

Digit2 ->7

22



% Universidad
AlL  Zaragoza

23

Digit3->8

Digit4 -> 4

With this combination they will unlock the locker, if not, they
will have to revise what they have done because there is a
mistake. If the teacher sees that they do not have enough time to
revise all the exercises, he can tell them which one is mistaken.
Unlocking it will mean that they have succeeded in escaping

from the room and the activity is over.

Assessment

The number of points that they get can be used to assess, because
it includes the independence of the group in doing the exercise,

the speed and the cooperative work within the group.

4.7. Past Simple Bingo

Using games and their methodologies does not always require from complex and time-

consuming creation of materials. There are many games that are both simple and effective. One

example of this is the activity Past Simple Bingo, which is a good way to revise verbs in Past

Simple.

Table 5

Past Simple Bingo

Type of game

Board game

Grouping

Individual

Specific objectives

-To introduce the irregular forms of some verbs in Past Simple

-To work on the listening skill

Contents

-Grammar: past simple forms

Competences

-Communicative competence: they use English for this activity

Methodology

Game-based learning: It is a game in which they review verbs

in their past simple form.
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Step by step In this game, the only thing that you need is a piece of paper
and a pen. Each student will have to divide the piece of paper
into 9 boxes and in each of the boxes they will have to write
verbs in the past simple form. When they are ready the teacher
will read aloud randomly verbs in present simple, so that the
pupils have to link it with its past simple form and cross out the
verbs named by the teacher. At this point, the activity follows
the dynamic of a regular bingo. When a player has crossed out
all the verbs he has to say “Bingo!”. Afterwards the teacher will
have to verify if the bingo is correct or not. The game can be
played for several rounds and the verbs chosen by the students
have to be part of a pre-established list.

Assessment Winning the game depends on luck, so the only factor taken
into account in the assessment is the participation and
involvement of the students in the activity.

4.8. Natural Science Quizzes

Quiz games have always been very popular among the students. For example, Kahoot!,
which is one of the most commonly used quizzes, uses game elements such as points or sounds
during the quiz, which engages the students (Pireva, Tahir, Inge & Shariq, 2021). In this case, we
are going to see several kinds of quizzes connected with Natural Science using the quiz creator of
Sporcle, which is not so popular, but it has very interesting tools that can be used for educative
purposes. These quizzes can be used to work on animals and the characteristics connected with

them.

Table 6

Natural Science Quizzes

Type of game Quiz game

Grouping Individual
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Specific objectives

-To work on animals and their characteristics

-To practise their digital skills

Contents

-Animals, animals’ groups and animals’ characteristics

Competences

-Communicative competence: they use English for this activity

-Digital competence: they use the ICT to do the quizzes

Methodology

Gamification: game elements such as scores, timer and

questions are used in this activity

Step by step

In the first quiz, that appears in Image 28, students are given
two examples of mammal and they have to type the name. For
example, in “Lion and dog” they have to type “Mammals”.
When they do that, the answer appears. They have a score
according to their answers and a timer that sets how much time
left do they have. Once they complete all the boxes, the quiz is
over. For the creation of this quiz, you have a menu with
sections such as “Quiz edit” shown in Image 29, “Options”, that
appears in Image 30) or “Data”, which can be seen in Image
31, which offers you lots of possibilities to modify your quiz in
many different ways. Some examples are adding extra
information, changing the layout of the quiz, as it happens in
Image 32, or modifying the timer.

In Image 33, you can see the second quiz, whose topic is
animals and its characteristics. If they have fur, tail, beak,
feathers, wings, scales, etc. It is a clickable quiz in which you
are given the characteristics of the animal and you have to click
the animal that fit with those traits. The previous quiz was more
focused on categorization and hierarchy (groups of animals),
but this one aims at associating animals and traits.

In Image 34, there is the third quiz, which is the most complex
one to create, because you also need to use external tools. In

this case it is similar to the second quiz, because it is about
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animal characteristics, but the way in which the activity is
displayed is quite different. What students have to do is to click
in the correct area for each animal. It is important to know that
if you choose an area within a circle or circles, that animal has
to have those characteristics. For example, if an animal is
within the circle of “It flies” and the circle of “It is not a bird”,
it has those two characteristics and not the one of the third circle
which is “It is black”. So, if you have an animal which is not a
bird, it flies and it is black, it will be in the area shared by the
three circles. With the image of the answers shown in Image 35
it is easier to understand. There is also an animal that do not
have any of the three characteristics, so his area is outside the
three circles. In case they do not understand all the vocabulary
or they do not know an animal (for example, the steamer duck,
which is not very common), the teacher can provide them with
some pictures or videos about the animals before doing the

quiz.

Assessment The quizzes themselves can be used as an assessment tool to
check their knowledge about animals. If we talk about
assessing their digital skills, the teacher can walk around the

classroom to observe their ICT management.

4.9. Assessment of the project

Regarding the ways to assess the acquisition of competences, we have to remember what
were the objectives. The objectives were to develop and improve on some of the different
competences in the curriculum, mainly in the communicative competence. Apart from the
individual assessment of each specific activity, which can be done by direct observation or other
ways, there must be an assessment in the long term. This assessment should be done before and
after carrying out the proposal. For this we can use standardized exams with scores. For example,

for the communicative competences they can do exams such as the one of Cambridge or the one
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of the Official Language School, where they give you a score per skill (listening, reading, writing,

speaking). That could be a good option to check the progress. In other competences like the cultural

awareness or the learning to learn, different means can be used, including observation or

questionnaires to the students about their development and skills. Another important objective was

to raise the students’ motivation with this kind of activities. The best way to check this is by taking

into account their feedback. After the activities we could give them a survey about the activity: if

it was motivating for them, if they enjoyed it or to evaluate if it was useful for them.

If we talk about the assessment of the project and its main objectives, we can use the rubric

of Table 8 to assess the outcome of the project after putting it into practice.

Table 8

Assessment of the project

Big improvement Improvement No effect Retrogression
Competences The students’ level  The students’ The students’ The students’
development in the seven level in the level in the level in the

competences is seven seven seven

much higher than

competences is

competences is

competences is

before the project higher than similar to before  lower than
before the the project before the
project project
Motivation The students are The students are The students The students
much more more motivated have similar have less

motivated than
the
the project

lessons before

than in the

lessons  before

the project

motivation to the
lessons  before

the project

motivation than
in the lessons
before the

project
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5. CONCLUSIONS

This proposal aims to be applied in a practical way to a class or classes. Even though | have
used some of the activities | share here during my internship period, the period of time was not
long enough to observe the results and to draw conclusions. What | can affirm is that | received
positive feedback from the students in these activities. | did not take record from this feedback,
but the use of games helped to achieve the goal of increasing their motivation. Therefore, if
someone is interested in putting this proposal into practise, | encourage them to do it and to share
the results.

I would like to highlight the importance of creativity to design activities with games
adapted to different circumstances, contents and diversity. Creativity is not only a trait that an
individual owns, but also something that can be worked on and developed. So, for those teachers
who might be interested in using these methodologies, but they are afraid of not being able to
succeed in them, 1 would encourage them to try to do it. The trial-and-error process is something
common in the teacher’s lifestyle. It is true that sometimes you can fail, but in the long term the
benefits are higher, because the width of possibilities that you will have for teaching will make the
lessons more meaningful and motivating for the students. In this way you will avoid monotony in
your lessons, which is going to benefit both you as a teacher and your students.

What | can conclude, is that there is an evident benefit in using games as a resource
regularly. Several studies, such as the ones I mentioned in the theoretical framework (resources)
put into practice games of different kinds and the outcome was positive. The most positive aspect
is that there are already good results from the use of games, when it is a field that has not been
deeply studied. Despite the fact that games have existed since long time ago, the extended use of
them is not that far away and the development of technologies widen the possibilities and variety
of games in education.

In short, I expect from this research and proposal that, apart from proving the point that
games are an excellent communicative resource and accomplishing the objectives, to be useful for
other teachers and encourage them to keep working in this topic, as | will do. This people can
either do further research to share it with the rest of the educative community or to investigate and
learn for themselves in order to use it to design games for their students.

What | have learnt during these years studying primary school teaching, is that a teacher

must be self-critical and self-demanding. Therefore, settling for a traditional way of teacher is not
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the best thing to do. Instead, researching and trying to find new and innovative ways of teaching
that motivate children is the attitude that a teacher should have. Fortunately, after reading lots of
articles about games in education, | have realised that there are many teachers and researchers that
are on the right track, trying to improve and innovate, and | hope to keep on that track too along
the years. As | said, being self-critical is important, so, even though I have some knowledge about
several apps for creating games, | can improve a lot on that. 1 would like to learn something else
about video games design, because | only have a basic knowledge about Scratch, but | have not
used it for educational games. Another factor that | consider important is to keep making these
games, so that | can work on my creativity to make activities about many other subjects and

contents.

6. BIBLIOGRAPHY

Al-Azawi, R., Al-Faliti, F. & Al-Blushi, M., (2016). Educational Gamification Vs. Game Based
Learning: Comparative Study. International Journal of Innovation, Management and
Technology 7(4) 132-136 https://doi.org/10.18178/ijimt.2016.7.4.659

Ariso. J. M. (2017). Augmented Reality: Reflections on Its Contribution to Knowledge
Formation. De Gruyter. Berlin Studies in Knowledge Research 11(100262), 3-313

Bakhanova, E., Garcia, J. A., Raffe, W. L., Voinov, A., Caserman, P., Hoffmann, K., Miiller, P.,

Schaub, M., StraBRburg, K. & Wiemeyer, J., (2020). Targeting social learning and
engagement: What serious games and gamification can offer to participatory modeling.
Environmental Modelling and Software 134, 1-35.
https://doi.org/10.1016/j.envsoft.2020.104846

Becker, K. (2005). How Are Games Educational? Learning Theories Embodied in Games.
DiGRA 2005 2nd International Conference, “Changing Views: Worlds in Play”
Vancouver, B.C. June 16-20, 2005

Benitez, M. A., Lopez, L. GAMES AND GAME-LIKE ACTIVITIES.

Brkovic¢l, V., Busljeta, R., Togonal, M. (2020). KEY COMPETENCE ACQUISITION — AN
ANALYSIS OF THE TEACHER TRAINING PROGRAM IN THE REPUBLIC OF
CROATIA. [Paper presentation]. 14th International Technology, Education and

Development Conference, Valencia, Spain.


https://doi.org/10.18178/ijimt.2016.7.4.659
https://doi.org/10.1016/j.envsoft.2020.104846

% Universidad
AlL  Zaragoza

30

Bruder, R., Gobel, S. (2020). Quality Criteria for Serious Games: Serious Part, Game Part, and
Balance. JMIR serious games, 8(3), e19037. https://doi.org/10.2196/19037

Calderdn, A., & Ruiz, M. (2015). A systematic literature review on serious games evaluation: An

application to software project management. Computers & Education, 87, 396-422.
https://doi.org/10.1016/j.compedu.2015.07.011.

Calvo-Morata, A., Alonso-Fernandez, C., Freire, M., Martinez-Ortiz, I., & Fernandez-Manjon,

B. (2020). Serious games to prevent and detect bullying and cyberbullying: A systematic
serious games and literature review. Computers & Education, 157, 1-17.
https://doi.org/10.1016/j.compedu.2020.103958

Canale, M. (1983). From Communicative Competence to Communicative Language Pedagogy.
InJ. C. Richard, & R. W. Schmidt (Eds.), Language and Communication (pp. 2-14).
London: Longman.

Deterding, S., Dixon, D., Khaled, R., Nacke, L. (2011). From game design elements to
gamefulness: defining ““gamification”. Proc. 2011 Annu. Conf. Ext. Abstr. Hum.
Factors Comput. Syst. - CHI EA 11. https://doi.org/10.1145/1979742.1979575

De Souza, M. T. & Petty, A. L. (2017). Communicative Development in a Game
Context. Scientific Research Publishing, 8, 246-257.
http://dx.doi.org/10.4236/psych.2017.82014

Dorner, R., Gobel, S., Effelsberg, W., Wiemeyer, J. (2016) Serious Games: Foundations,

Concepts and Practice. Cham, Switzerland: Springer International Publishing

European Commission, Directorate-General for Education, Youth, Sport and Culture,
(2019). Key competences for lifelong learning, Publications
Office. https://data.europa.eu/doi/10.2766/291008

Fithriani, R. (2019). COMMUNICATIVE GAME-BASED LEARNING IN EFL
GRAMMAR CLASS: SUGGESTED ACTIVITIES AND STUDENTS’ PERCEPTION.
Journal of English Education and Linguistics Studies, 5(2), 171-188
DOI:10.30762/jeels.v5i2.509

Fis Erlimit, S. & Karakus Yilmaz, T. (2022). Gamification Design in Education: What Might
Give a Sense of Play and Learning? Technology, Knowledge and Learning, 1-23.
https://doi.org/10.1007/s10758-022-09604-y



https://doi.org/10.2196/19037
https://doi.org/10.1016/j.compedu.2015.07.011
https://doi.org/10.1016/j.compedu.2020.103958
https://doi.org/10.1145/1979742.1979575
http://dx.doi.org/10.4236/psych.2017.82014
https://data.europa.eu/doi/10.2766/291008
https://doi.org/10.1007/s10758-022-09604-y

% Universidad
AlL  Zaragoza

31

Figueroa-Flores, J. F. (2016). Gamification and Game-Based Learning: Two Strategies for the
21st Century Learner. World Journal of Educational Research, 3(2), 507-522.
https://doi.org/10.22158/wjer.v3n2p507

Guzman-Simon, F., Torres-Gordillo, J.J., Caballero, Katia. (2020). Understanding. Assessment

Processes from Communicative Competence through an Analysis of Teachers’ Reported
Practice. Eduacation Sciences, 10, 116. https://doi:10.3390/educsci10040116

Lecari, N., Mortara, M., & Forte, M. (2013, October 23-25). Unveiling California History
Through Serious Games: Fort Ross Virtual Warehouse [Paper presentation]. Second

International Conference, GALA 2013, Paris, France.

Ley Orgénica 3/2020, de 29 de diciembre, por la que se modifica la Ley Organica 2/2006, de 3
de mayo, de Educacion

Nadi-Ravandi, S. & Batooli, Z. (2022). Gamification in education: A scientometric, content and
co-occurrence analysis of systematic review and meta-analysis articles. Education and
Information Technologies, https://doi.org/10.1007/s10639-022-11048-x

Ning, H., Wang, H., Wang, W., Ye, X,, Ding, J., & Backlund, P. "A Review on Serious Games
in E-learning," (2021) IEEE Symposium Series on Computational Intelligence (SSCI), pp.
doi 01-08, 10.1109/SSCI150451.2021.9659885

Orden EFP/279/2022, de 4 de abril, por la que se regulan la evaluacién y la promocion en la

Educacién Primaria, asi como la evaluacion, la promocion vy la titulacion en la Educacion
Secundaria Obligatoria, el Bachillerato y la Formacion Profesional en el ambito de
gestion del Ministerio de Educacién y Formacion Profesional

ORDEN de 21 de diciembre de 2015, de la Consejera de Educacion, Culturay Deporte, por la que
se regula la evaluacion en Educacion Primaria en los centros docentes de la Comunidad
Auténoma de Aragdn y se modifican la Orden de 16 de junio de 2014, por la que se aprueba
el curriculo de la Educacion Primaria y se autoriza su aplicacion en los centros docentes de
la Comunidad Auténoma de Aragon y la Orden de 26 de junio de 2014, por la que se
aprueban las Instrucciones que regulan la organizacion y el funcionamiento de los Colegios
Publicos de Educacion Infantil y Primaria y de los Colegios Publicos de Educacion
Especial de la Comunidad Auténoma de Aragon (BOA de 30 de diciembre)


https://doi.org/10.22158/wjer.v3n2p507
https://doi:10.3390/educsci10040116
https://doi.org/10.1007/s10639-022-11048-x

% Universidad
AlL  Zaragoza

32

Ortiz Neira, R. A. (2019). The Impact of Information Gap Activities on Young EFL Learners'
Oral Fluency. PROFILE: Issues in Teachers' Professional Development. 21, 113-125
https://doi.org/10.15446/profile.v21n2.73385

Perrotta, C., Featherstone, G., Aston, H., & Houghton, E. (2013). Game-based learning: Latest

evidence and future directions. Berkshire, UK: National Foundation for Educational
Research.

Pireva, K., Tahir, R., Inge, A., & Shariq, A. (2021). Game-Based Digital Quiz as a Tool for
Improving Students’ Engagement and Learning in Online Lectures. IEEE Access. 2020,
1-15 DOI:10.1109/ACCESS.2021.3088583

Real Decreto 157/2022, [con fuerza de ley], por el que se establecen la ordenacion y las
ensefianzas minimas de la Educacion Primaria. 1 de marzo 2022. D. O. 52

Videnovik, M., Vold, T., Kignig, L., & Trajkovik, V. "Design Thinking Methodology for
Increasing Quality of Experience of Augmented Reality Educational Games,” 2019 18th
International Conference on Information Technology Based Higher Education and
Training (ITHET), 2019, pp. 1-9, doi: 10.1109/ITHET46829.2019.8937385.

Wright, A., Betteridge, D., & Buckby, M. (1984). Games for Language Learning (2.aed.).
Cambridge Univ Pr (Txp)

7. APPENDICES

Appendix 1: Trivial


https://doi.org/10.15446/profile.v21n2.73385
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Image 1

Trivial Board English (Source: Own creation)

ER

WORDS CHOOSE NEWS

.L@).

B Y

SONGS DESCRIBE INTERVIEW

FINISH

Image 2

Words section trivial (Source: Own creation)

MAKRE A LIST OF
WORDS THAT
START WITH S

-,
1 ANIMAL ﬂ

1 PLACE \
1 PIECE OF CLOTHING l
1 PIECE OF FOOD

1 OBJECT ' ),



Image 3

Choose section trivial (Source: Own creation)

Image 4

News section trivial (Source: Own creation)

o
oo

ail
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Image 5

Songs section trivial (Source: Own creation)

Image 6

Describe section trivial (Source: Own creation)

ail
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Image 7

Interview section trivial (Source: Own creation)

ANSWER THE
FOLLOWING
QUESTIONS

What is your favourite subject?

Which place would you like to visit?
AV
-

Image 8

Trivial Population (Source: Own creation)

TRIVIAL
@

BIRTH AND MIGRATION LIFE
DEATH RATE EXPECTANCY

. 7

EMPLOYMENT POPULATION POPULATION

DENSITY PYRAMIDS

=




Appendix 2: Who is who game: population edition
Image 9

Who is who game (Source: Own creation)

WHO IS WHO?

POPULATION EDITION

RACHEL

0
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Image 10

Who is who game characters' information (Source: Own creation)

MARK
Mark is 30. He is an architect whao works in Teruel, but he was born in the
United Kingdom. He came here to live 6 years ago.

ROSE
Rose is 12, She studies in the Primary School of Las
Angjas, She would like to become a teacher in the

e -
s S
\

I| I f ;
WEMNDY
Wendy is 35. She works as a vet in Teruel, She came from the
United States 10 years ago. He has a S-year-old son called
Darn.

DANE
Dave is 67. He worked as alawyer, but 2 years ago he retired
and moved to ltaly because his daughter is living there.

MIKE =

Mike is 2B, He was a policeman, but he doesn't work now
because he is in wheelchair.

LUCY
Lucy is 68. She has lived her whaole life in Teruel, She retired
three years ago.

PETER
Peter is 7. He was born in the Dominican Republic, but 5 years ago he
came to Spain. He is studying year 4 in the primary school Las Anejas,

ROBIN
Robin is 26. She is working as a politician in Germany. She was born
in Spain, but moved to Germiany 3 years ago.
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Image 11

Who is who game characters' information 2 (Source: Own creation)

WHO 15 WHO GAME

MICHAEL
Michael is 23, He is studying in the university to be a doctor.

RARY

Mary is 42. She is a hairdresser. She is unemployed, but she is looking for a
job.

ALEX
“l - Alex is 5. He was born in Teryel, but 1 year ago he moved to Greece

T é because his parents are working there now.

RACHEL

Rachel is 40. She has been mum recently, so she left her job temporally to
be homemaker because her husband is working in France now.

JAN

lan is 28. He was born in China, but he came to Spain to study and now he
is working as a journalist.

-
=

ZOEY
Zoey is 70, She worked as a cook and retired 5 years ago.

- e BLL
Bill is 41. He works as a farmer in Partugal, but he was barn in Spain.
S
LISA

Lisa is 6. She was born in South Africa, but she came ta Spain 3
years ago.
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Appendix 3: Time-travellers genially
Image 12

Time-travellers portrait (Source: Own creation)

Time-travellers

START




Image 13

Plot of the story (Source: Own creation)

Plot

Your friends and you find out that the
science teacher has designed a time
machine and you decide to use it to travel
to different years along the 20th century.

Image 14

Main slide (Source: Own creation)

YOUR TRIP

& ©

@ O

Final stop

>
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Image 15

Question stop 1 (Source: Own creation)

1923

You are walking around Madrid. People seem nervous.
Something happened. What do you think it is?

Primo de Rivera has lead a coup

There are conflicts during the reign of Alfonso XIll

You keep walking through the street and you
find the following newspaper:

Image 16

Question stop 2

You arrive to 1936 and you see a lot of people carrying this flag in the street. What is it and
why are they carrying it?

Itis the flag of another country, we
are not in Spain.

Itis the flag of the Republic. That
people are supporters of the
republican side in the war.

Itis the flag of the Republic, that has
just been proclaimed.
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Image 17

Question stop 3 (Source: Own creation)

W

Spain is internationally isolated

(9]

Image 18

Question stop 4 (Source: Own creation)

&

You appear in what it seems to be an important event. You see the king of
Spain naming someone as the president. What are their names?
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Image 19

Question stop 5 (Source: Own creation)

£

You arrive to 1981, to the Congress of Deputies and you see this

What have just happened?




Image 20

Question final stop (Source: Own creation)

o

You return to nowadays, but you are not in Spain. You are in the Museum of
Modern Art of New York City and you see this painting, which is from a Spanish
artist of the 20th century. Who is he and what is the name of his painting?

ey

Guernica by Pablo kY The persistance of memory
Picasso oS by Salvador Dali v

Image 21

Answer question 4 (Source: Own creation)

@

You appear in what it seems to be an important event. You see the king of

Spain naming someone as the president. What are their names?
i :

They are King Juan

Carlos | and president
Adolfo Suarez
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Image 22

Answer question 5 (Source: own creation)

&

You arrive to 1981, to the Congress of Deputies and you see this

What have just happened?

eos 23f coraneltejero; g--

Antonio Tejero has attemped
a coup, but it has failed.

Image 23

Answer question 6 (Source: own creation)

e

You return to nowadays, but you are not in Spain. You are in the Museum of

Universidad
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Modern Art of New York City and you see this painting, which is from a Spanish

artist of the 20th century. Who is he and what is the name of his painting?

Guernica by Pablo == The persistance of memory
Picasso e R by Salvador Dali v
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Image 24

Answer question 1 (Source: own creation)

susepeniecs T o /3y gu a pd 12

The coup by Primo

de Rivera succeeds

Miguel Primo de Rivera establishes a
dictatorship in Spain. Alfonso X111 is
not against him and names him leader
of the government. After two days the
coup succeeds.

Image 25

Answer question 2 (Source: own creation)

You ask this man where are they going
and he tells you the following

We are going to fight in
the Civil War defending
the republican side from
the nationalists, who are

against the republic.
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Answer question 3 (Source: own creation)
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You go to a shop and you see
the following poster
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Image 27

Final slide (Source: own creation)
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Image 28

Quiz 1 Natural Science (Source: own creation)

Different types of animals

Can you name the different types of animals?

By jesusvalero4 15 Plays E\ ﬂ

(=]
Classic

MORE INFO

Enter Enter a type of animal:

% Universidad

Examples of animals
Lion and dog

A0l Zaragoza
50
@ 30~ oz
p
SCORE TIMER
| 1/6 @ 04:44
Give Up
Type of animal
Mammal

Eagle and hawk

Clownfish and salmon

Frog and toad

Komodo dragon and iguana

Ant and fly




Image 29

Quiz edit (Source: Own creation)

Quiz Link:
QUIZ EDIT OPTIONS DATA STYLE TAGS PRESENTATION
Quiz Type: [Classic ~ |
Quiz Name: [different types of animals ER
Short title of this quiz (2-4 words)
Description [Can you name the different types of animals?
ex. 'Can you name the countries of Europa?'
Permalink: /games/jesusvalerod/name-the-different-types-of-animals
Quiz Timer: |'05:00 - |
Answer type: [Emer atype of animal ]
ex. ‘country’ for ‘Enter a country:'
Hint Heading: [Examples of animals ]
ax. Year
Answer Heading: |Type of animal |
ex. President
Extra Heading: ]
ex. Political Party
Category: [science ~ |

You must click 'Save Changes'’ to save your changes

Universidad

A0l Zaragoza
FINISH UP
Source URL (optional):
(e.9. https:/ww: bt ¥

Cross Link URL (optional):
(e.g. https://www.sporcle.com/games/g/states)

[ ]

More Info: (0/1,000 characters)
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Image 30
Quiz Options (Source: Own creation)

Quiz Link:
QUIZ EDIT OPTIONS DATA STYLE TAGS PRESENTATION FINISH UP

Optlons( )
Accept last word only in answers

Accept single character answers

Filter default words (a, an, and, the, and '&")

Hide 3rd Column until answered

Answers with the word ‘go’ display on Start
Bonus/Hidden answers become wrong answers
Wrong answer ends the quiz

Hide hint text before quiz starts

Use extra column for color values

o0 ooo@ao0o

Answer Order

Force answers in order

Force answers in order and hide next clue
Randomize order of answers

oo0o

Add Media
Embed code for images, audio or video

)
If you embed content which violates the , your quiz
may be removed.

You must click 'Save Changes' to save your changes

Image 31

Quiz Data (Source: own creation)

Quiz Link:

QUIZEDIT OPTIONS DATA STYLE TAGS PRESENTATION FINISH UP

Notes:
Data will save autematically when you stop editing each cell (box color turns back to white)

To add alternate accepted values, use /" (ex. Homer J. Simpson/Homer Simpson)
To add ' in the right answer, replace with |' (ex. Face/Off == Face|OFff) DELETE ROWS
There is a limit of 300 answers per quiz

# of animals Type of animal (What is being guessed) Extra Info INS |Mov| | |
1 Lion and dog Mammal + | | x
2 Eagle and hawk Bird + [ =+ | x
3, Clownfish and salmon Fish | = | x
4. Frog and toad Amphibian =] =
5. Komodo dragon and iguana Reptile + | = | =
6. Ant and fly Insect + | = | x




Image 32

Quiz Style (Source: own creation)

Quiz Link:

QUIZ EDIT OPTIONS DATA STYLE TAGS PRESENTATION FINISH UP

Hint - Background Examples of animals

Sample text

Hint - Text

Style Preview

Universidad
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Type of animal
Sample text

Hint - Border Color Sample text

Sample text

Sample text

Sample text

Hint - Border Size Sample text

Sample text

Answer - Background Sample text

Sample text

Answer - Text

Answer - Border Color Style Preset | [Default]

Answer - Border Size

Extra - Background
Extra - Text

Extra - Border Color
Extra - Border Size

Header - Background

Header - Text

Header - Border Color

Header - Border Size [None ~ |

Border Style - Table Cells (Bottom Only ~ |
Font Size - Header Cells [Normal  ~ |
Font Size - Table Cells |Sma||7v:|
Number of columns [Aute ~ |

Image 33

Quiz 2 Natural Science (Source: own creation)

QUESTIONS REMAINING CORRECT WRONG SCORE

TIMER

0 0 /10 @ 04:50

It has fur, tail and whiskers
It is the king of the jungle

Lion Human being Frog Lizard Fly Tuna fish Horse Hummingbird

Blue whale

Give Up

Snake
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Image 34
Quiz 3 Natural Science (Source: own creation)

Animals Venn Diagram

Choose the part of the venn diagram that fits with each animal

By jesusvalerod4 2 Plays Iﬂ |:] ver ! 00’5 \> we
MORE INFO - =3 i
Picture Click  Forced Order
REMAINING SCORE TIMER -
o e Bee 8 0/8 @09:46
GiveUp

Image 35

Quiz 3 Solutions (Source: own creation)

Steamer duck

Panther ;

Bat |

1
Ostrich Raven |

Pelican
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