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OBJECTIVE

To develop a game activity which help children
learn Language and Mathematics through
self-motivation and enjoyable learning
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Targeted Age Group

|st to 2" standard children

Syllabus:

focused syllabus includes learning varnmala and
letter identification.

Activity involves listening, speaking and reading
skills

Learning pronunciation of letters
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Problem Areas

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
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Explorations & ldeation:

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

lllustrated 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
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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”




Akshar Dhundo
Obijective

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)
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Structure And Contents:

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
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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.
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Observations & Testing

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
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Future Aspects & Scope
The medium of game could be changed to digital interaction
More cards could be added to a set for learning words and
matras
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Subject : HINDI

Class : 15t & 2nd
Standard



OBJECTIVE

Our aim was to develop a game that showed them similar
looking drawings and try focusing more on the intricacies
of the script. Learning why and when a certain alphabet can

be pronounced “aa” or “ka”



GAME PLAY

L PHYSICAL/70FFLINE 1

e The ultimate goal of game is to collect correct letters
as much she/he can.

® The player want to play the game for rewarding
scores and fun interaction with playermates while
they correct each other.

® They wait for their turn to play role of the

teacher to conduct the game.






THEME AND STYLE .

The Game is card based which involves ,a role play

and a racing game.

POSIBILITIES:

The game could be adapted to single or multiplayer
online games.

offline posibilities are physical games without any

artifacts also it can be card/ board game.



CONFIRGURATION [offline setup]

e I he game comprises of 52 set of hand cards corresponding
to 52 letter from hindi varnmala.

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

e Each card is color coded, set wise on its back....






CONFIRGURATION [offline setup]cntd...

e TJoorganizetheminaset 52 large cards with correct letters

for reference and for selecting letters during gameplay.

e Difficulty level can be set by children themselves by

adding more then one set at a time.



GAME TESTING.

. It has been tested on children in physical form and the
response was very energetic and enthusiastic.

The children started looking at the basic and unique
characteristics of each alphabet and its corresponding
typeface. Also we observed that each children would
correct the other and this form of group interaction
encouraged healthy learning. Learning through errors,
learning from your peers, the children don’t feel the

burden of being taught in a small classroom.



SUBJECT: Hindi

CLASS: 3rdto 5th

standard




OBJECTIVE:

Understanding of making of words

Vocabulary

Placing of coordinates

Matras



GAME PLAY:

game involves rolling of 2 dice at a time that shows
position of co-ordinates on which pawns are placed.
Size of pawn determines the number of words and
co-ordinatates determines the number of letters

in a word



THEME:

It has an aquatic theme which is underwater fight game.

CONFIGURATION:

Game comprises of 2 grid boards

Aquatic characters as pawns with varying lengths
Tokens : Bullets, bomb, healing pill

Dice
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GAME PLAY [DIGITAL]

Core Mechanics

The task is to quickly scan through the flashing rotis in
front of them and recognize the correct alphabet from
the wrong ones.

The player keeps collecting points by trying to capture
as many correct alphabets as possible in his food bowl.



Individual
Player Screen




PLAY MECHRANICS

The player interacts with the game through simple
drag and swipe mechanism.

This should feel as if something is about to escape your
vicinity and you are trying to grab it to your side.

It should have an elastic band feel that if you don't grab

and pull it to your side, it would retract back to the

central position.



PROGRESSIVE MECHANICS

The ultimate goal of the player is to collect the most right alphabets than
your competitors (Al/Players) and gain as many health points as possible.
The player keeps gaining health points for every correct move and that
helps him to grow and evolve his character in the game.

He gains bonus points like “barking power, leaping jump” for exception
performance in a game.

These powers will be required in mini matches after each season

that adds variability in the overall game score.
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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




Image (Rofi) with

Game Flow

GALAT FAMILY

If a card is already
there on your screen
and another card is

pushed in by your

competitor

Player 1 right/wrong alphabets
SCREEN o flashes on the central
screen for a second
v v J 3
If it is a half letter, it If he feelsitis a If he feelsitis .
is stored in his right alphabet wrong
buffer zone
\ 4 \ 4
i Grabs and swipes He can push to his
If the other half of it to his side competitor’s tablet

that letteris picked
up, it forms the
whole alphabet

A

Thus his food bowl gefs filled with rotis of
right and wrong alphabets

by swiping
left/right/up
deciding which
player to send it to

A 4

\ 4

The card which gets
pushed around vanishes
after 3 taps/exchanges

Both the rotis occupy
the same space and
the player can
decide which ones to
choose




Scoring System
in the Game
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Thus his food bowl gets filled with rotis of 1
right and wrong alphabets SCO” ﬂg MeThOd

GALAT FAMILY
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The player feeds

each roti to his dog
If the alphabet
is right, the dog Health
is happy and | — points
eats it. gained Overall
ranking / Evolution of your
among your character
competitors
If the alphabet
is wrong, the | Health points
dog is sad and : lost
doesn’t eat
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