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OF EDUCATION



(Physical Card Game)
Galat Family



OBJECTIVE

• To develop a game activity which help children 

learn Language and Mathematics through          

self-motivation and enjoyable learning



Targeted Age Group

Syllabus:
• focused syllabus includes learning varnmala and 

letter identification.

• Activity involves listening, speaking and reading 
skills

• Learning pronunciation of letters

1st to 2nd standard children 



• Traditional methodology for teaching hindi is instructional oriented

• Content could involve more practical reference and application for 
children to relate

• Children are not motivated due to repetitiveness and lack of fun 

• Coercion of instructions

• Evaluation system burdened children to score marks

• Regional language and dialects varies from Hindi 

• Limited availability of fun activities related to Hindi

Problem Areas



• Several ideas were come up, games were divided into pre-online and post 
online game depending on requirement of skills to play

• Akshar paheli - game based on maze puzzle with Hindi letters to 
promote writing understanding

• Tap game - an outdoor game with involves calling of noun words

• can be played in Hindi and English

• Illustrated stories in rhyme fashion for learning varnmala and swar

• Racing game with matras and letters

• Tracing games for writing letters facilitated by iPads/smart phone apps

• Make a chain game - an outdoor game with a letter assigned to each 
player in which they have to make words by catching letters 

Explorations & Ideation:



a

• For a child seeing the alphabets 

for the first time, every script and 

scribble is a drawing.

• It’s through persistent teaching 

that they start associating an 

alphabet to a particular “drawing”



• Children should be able to identify Hindi letter

• They should also differentiate between correct and wrong letters

• They can play the game with little guidance of teacher

• Children should be able to pronounce letter correctly

• Learn how to associate letters in surrounding objects

• Familiarization with basic mathematical operation (addition and 

subtraction)

Akshar Dhundo

Objective



• The game comprises of 52 set of hand cards corresponding to 52 letter from hindi
varnmala

• Each set contains about 3 correct letters, 2 wrong version of the same letter, 
images associated with selected letter and a bonus cartoon character

• Each card is color coded, set wise on its back, to organize them in a set

• 52 large cards with correct letters for reference and for selecting letters during 
gameplay

• Difficulty level can be set by children themselves by adding more then one set at a 
time

Structure And Contents:



The task is to quickly scan through the thrown cards in front 

and  recognize the correct alphabet from the wrong ones .

• Competition in picking up the cards adds on the fun as well as improves the 

eye coordination and recalling power of the child.

• The child starts looking at the basic and unique characteristics of each alphabet 

and its corresponding typeface.



1.

2.

3.



• समूह के छात्र से कोई एक छात्र शिक्षक का पात्र निभाएगा जिसे बड़ी पट्टीका  के ब़ीच  
से कोई एक पट्टीका उठाि़ी है और उसे सभ़ी सहभाग़ी छात्रो को दिखिा है  

• शिक्षक सभ़ी कार्ड के प़ीछे भाग मे िो भ़ी आकृनि हो पहले उस  आकृनि के सभ़ी कार्ड 
को शमलाएगा जिससे उस समूह के सभ़ी कार्ड बाकी समूह के 

• कार्ड से पथृक हो िाएँगे   
• मािा की वह आकृनि 'क' अक्षर से शमलि़ी है  
• िब 'क' अक्षर के सभ़ी कार्ड एक साथ शमल िाए िब शिक्षक उि सभ़ी कार्ड को हवा मे 

उपर फें कें गा  
• िब अन्य छात्रो को  सही अक्षर के कार्ड को उठिा है (एक छात्र एक बार मे अधिकत्म िो 

कार्ड उठा सकिा है) 
• और िब शिक्षक बच्चो से अपिे अपिे कार्ड दिखािे कहेगा िब सभ़ी छात्रो को अपिे 

अपिे कार्ड दिखािे होंगे  
• जिसके िोिो कार्ड सही होंगे उस छात्र को २० अंक प्राप्ि होंगे  
• जिस छात्र को सही कार्ड के साथ कोई भ़ी काटूडि आकृनि शमलि़ी है िो उसे सही कार्ड के 

१० अंक और काटूडि कार्ड के ५ अंक शमलिे है  
• यदि कोई छात्र िोिो कार्ड ग़लि उठाएगा िो उसे िून्य अंक प्राप्ि होंगे  
• इस प्रकार शिक्षक इस खेल का संचालाि करेगा

खेल  के नियम  



• Prerequisite to play the game is children need to know letters

• Kids like to have a role play of teacher assigned to players

• Children were correcting each other 

• They were engaged in picking cards and enjoying it

• They were engaged in play until they have learnt all the letters

• They were recollecting and associating objects from past learning 

and surroundings

Observations & Testing



• The medium of game could be changed to digital interaction

• More cards could be added to a set for learning words and 

matras

Future Aspects & Scope



Subject : HINDI
Class : 1st & 2nd

Standard



























Hindi Varnmala chart with 

matras for reference

Two play arenas which 

consists of a grid that acts 

as the coordinates for the 

position of their players in 

the battle









1. 2.

3.



• सवडप्रथम खेल आरंभ होिे से पहले खखलाड़ी स्वयं को िो समूहो मे 
ववभाजिि करे, ित्पश्चाि अपिे-अपिे िलीय िंिुओ का ववभािि करे 
और उि िलीय िंिुओ को अपिे अपिे स्थाि पर स्थावपि करे 

• समूह ववभाजिि होिे के बाि हम शसक्का उछाल कर यह नििाडररि करिे 
है की कौि सा समूह पहले पासा फें केगा  

• यदि पासो मे मािलीजिए,५ संख्या आि़ी है िब हमे अपिे िलीय िंिुओ 
को x और ५ की वगाडकृवि मे स्थावपि करिा है और प्रनििव्नन्िी खखलाड़ी 

• को िो भ़ी बड़ी संख्या हो उििे अक्षर के उििे िब्ि बिािे होंगे जििि़ी 
वगाडकृवि िसूरे खखलाड़ी का िलीय िन्िु घेरिा है 

• यदि  ववरोि़ी खखलाड़ी यह िब्ि १शमिट की समय स़ीमा समाप्ि होिे के 
पूवड बिा लेिा है िब उसे प्रनििव्नन्िीके िलीय िंिुओ को मारिे के 
ववकल्प 

खेलने की प्रक्रिया  



• शमलि ेहै जिसमे उसके पास हधथयार स्वरूप बम , और 
गोशलयाँ होि़ी है  

• यदि वह बम का प्रयोग करिा है िब िलीय िन्ि ुका सपंरू्ड 
वविाि हो िािा है और वह गोशलओ का प्रयोग करिा है िब 
उसे बारी - बारी से मारिा होगा    

• अब पासा फेकिे की बारी ववरोि़ी खखलाड़ी की आि़ी है ओर 
वह पिु: यही प्रक्रिया िोहराएगा  

• और अिं मे जिसके भ़ी सबसे ज़्यािा िलीय िन्ि ुि़ीववि 
होंगे उसे वविेिा माि शलया िाएगा 

• वविेिा का नििाडरर् यह खेल ३ बार खेलिे के उपरांि ही 
क्रकया िा सकिा है  

• खेल के नियम 
• यदि पासो मे िो ६ एक साथ आि ेहै िब 'मिृसिं़ीवि़ी' 

िजक्ि शमलि़ी है जिसके द्वारा हम अपिे क्रकस़ी भ़ी िलीय 
िन्ि ुकी पिु: ि़ीववि कर सकि ेहै 



[DIGITAL]



Individual 

Player Screen







Start Page

Play

Learn

Dictionary

Player Info Page

Select your 

player and its 

attributes

Select your peers Connection 

made page

Level selection

Game screen Pause Screen

Game Over Screen

Overall Scoreboard

Current Ranking & Health 

Screen

Next Round Selection 

Screen / Rematch / Exit

Screen Flow
GALAT FAMILY

via Bluetooth 

or WiFi







Thus swapping of wrong/right 

alphabets happen among the 

connected tablets





Concept of 

Half Letters



The player on noticing a half 

letter that came to his screen, he 

may use up the rest half of the 

letter from the buffer zone and 

thus form a complete alphabet



Thus a complete alphabet is 

formed and the player can now 

drag and collect it to his side



Player 1

SCREEN

Image (Roti) with 

right/wrong alphabets 

flashes on the central 

screen for a second

If he feels it is a 

right alphabet

Grabs and swipes 

it to his side

If it is a half letter, it 

is stored in his 

buffer zone

If the other half of 

that letter is picked 

up, it forms the 

whole alphabet

If he feels it is 

wrong

He can push to his 

competitor’s tablet 

by swiping 

left/right/up 

deciding which 

player to send it to

The card which gets 

pushed around vanishes 

after 3 taps/exchanges

If a card is already 

there on your screen 

and another card is 

pushed in by your 

competitor

Both the rotis occupy 

the same space and 

the player can 

decide which ones to 

choose

Thus his food bowl gets filled with rotis of 

right and wrong alphabets

Game Flow
GALAT FAMILY



Scoring System 

in the Game











Overall Score



Thus his food bowl gets filled with rotis of 

right and wrong alphabets

The player feeds 

each roti to his dog

If the alphabet 

is right, the dog 

is happy and 

eats it. 

Health 

points 

gained

If the alphabet 

is wrong, the 

dog is sad and 

doesn’t eat

Health points 

lost

Overall 

ranking 

among your 

competitors 

Evolution of your 

character

Scoring Method
GALAT FAMILY





िन्यवाि !


