
Taking Game-Based Learning 
to the Next Level 



What will we do today?

Why? The PresentThe Past The Future



Motivation 

Develops 
Other Skills 

Lowers 
Anxiety 

Intensifies
Practice



Why? The PresentThe Past The Future



This isn’t a new idea.



Why? The PresentThe Past The Future



How many can you name?



Friedrich Fröbel Maria Montessori John Dewey Chen HeqinLev Vygotsky



Friedrich Fröbel

“Children’s Garden”
• early 1800’s
• games, songs, construction, 

gifts & occupations
• hands-on materials
• learning through 

experience
• emphasized child-centered 

learning



Maria Montessori

Children’s House
• early 1900’s
• education for psychological development
• focus on the education of the senses & intellect
• emphasis on self-reflection
• designed hands-on materials
• emphasized experiential learning
• encouraged intrinsic motivation
• emphasized child-centered learning



Lev Vygotsky

Scaffolding
• early 1900’s
• what children can do alone
• what children can do with non-

intrusive aid



John Dewey

Progressive Education
• early 1900’s
• emphasis on social education
• constructive play
• make-believe play
• hands-on materials
• emphasized experiential 

learning



Chen Heqin

Alive Education
• middle 1900s
• was a student of John Dewey
• emphasis on child psychology & 

family
• used authentic materials
• used natural environment & 

social environment
• emphasized experiential learning
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Why? The PresentThe Past The Future



What did this game develop?

Colors 
Vocabulary

Critical 
Thinking

Logical 
Thinking 



Memory? 

Animals
Vocabulary &

Sentences
Memory Collaboration



What’s Missing

Animals
Vocabulary &

Sentences
Memory Spatial Skills 



Off the Top of Your Head 

Animals
Vocabulary &

Sentences
Memory Logic Skills 
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But what about screen time? 







Make screen time valuable.





yellow

red

blue

orange

pink





What did this game develop?

Colours 
Vocabulary

Critical 
Thinking

Logical 
Thinking 



Fun English for 
Schools APP



What did this game develop?

Face
Vocabulary &

Sentences
Collaboration Memory



A few points…



Integrate



Collaborate 



Flipped Class



Fun English for 
Schools Dashboard





Available on

Phone 
Tablet 

PC



   Clothes

Clothes

   Clothes









47

Thu 23 May 8:22PM



48
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Wade's guidelines for 
creating games…



1. Design games towards learning targets. 



2. Games should have clear rules and objectives.



3. Model rules – or simply start playing.



4. Ensure age and level appropriateness. 



5. Use adaptable games. 



6. Think about safety. 



7. A game should have an adequate level 
of fun. 

 



8. A note on competition…



9. Encourage interaction but avoid chaos. 



10. Practice 4 skills. 



 A final word… 




