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ABSTRACT 

 

Living in a highly technological world driven by immediate graƟficaƟon, one may recognise 
the urgency to distance ourselves from convenƟonal teaching methodologies (Penalva, 2023). 
Branching into the realm of gamificaƟon, literature exposes its transformaƟve potenƟal within 
the educaƟonal context which, when used appropriately, reaches far beyond “merely making 
learning fun” (Christopoulos & Mystakidis, 2023, p. 1224). Supported by research, such a 
game-based approach exploits our natural inclinaƟon, fostering the development of criƟcal 
thinking, decision-making and problem-solving skills, among a mulƟtude of other elements 
(Henderson, 2005). Specifically pertaining to board games, their idiosyncraƟc designs offer an 
authenƟc opportunity for learners to experience collaboraƟve and communicaƟve skills 
through social and emoƟonal learning (Weissberg et al., 2016). Tying into the experienƟal 
learning model, creaƟng a non-tradiƟonal learning environment sparks curiosity and 
moƟvaƟon, providing them with the opportunity to acƟvely involve themselves within the 
dynamic learning process (Kumar & Lightner, 2007). The creaƟon of this project targets an 
experienƟal pedagogical approach, using the board game and elements included in Triumpha 
as resources bridging technical and interpersonal skills out of the insƟtuƟonal context and into 
the learners’ lives. In doing so, one may work towards providing a meaningful, value-laden 
educaƟon empowering our learners – the future contributors of society.  
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Chapter 1: IntroducƟon 

1.1 The Nature of Learning  

The use of games as an educaƟonal strategy has gained increasing aƩenƟon for its ability to 
foster criƟcal thinking, creaƟvity, and social competence. Henderson (2005) notes that games 
promote problem-solving skills by placing learners in complex, decision-driven environments. 
When incorporated into classroom seƫngs, games encourage students to collaborate, 
communicate, and reflect—making learning not only acƟve but also deeply social. 

Board games in parƟcular have witnessed a significant resurgence in popularity in both social 
and educaƟonal contexts (Gazdula & Farr, 2019). Their value lies not only in their 
entertainment factor but also in their capacity to promote mulƟdomain learning, parƟcularly 
among younger learners. Kumar and Lightner (2007) argue that such structured, interacƟve 
environments support cooperaƟve learning and build social negoƟaƟon skills promoƟng - core 
competencies required to navigate both academic and real-world challenges. 

Several benefits have been associated with the use of board games in learning environments: 

 Encourage increased communicaƟon among peers 
 Foster social negoƟaƟon and collaboraƟve decision-making, essenƟal for group-based 

gameplay 
 Create opportuniƟes for socialisaƟon, which can be especially valuable in inclusive 

learning environments 
 Develop interpersonal, socio-emoƟonal1 skills such as self-awareness, empathy, 

respect and fair play 
 Promote learner autonomy as students are required to read, interpret, and apply 

procedural rules themselves 
 Invite joy and intrinsic moƟvaƟon through the nature of play while fostering an acƟve, 

experienƟal learning experience  
 Enhance criƟcal thinking skills 

Capturing the full value of game-based learning requires recognising it not only as an 
alternaƟve method of delivering content but also as a way of "capturing the dynamic process 
of learning in acƟon" (Smith, 2006, p. 434). In this sense, board games do not merely 
complement tradiƟonal methods—they challenge them, inviƟng learners into authenƟc, 
reflecƟve, and socially embedded learning experiences. 

The nature of physical educaƟon as a subject boasts many of the above benefits, learners’ 
physical proximity and conƟnuous shared interacƟons strengthening the learning element. 
Durkheim terms this a “collecƟve effervescence” (in Daniels, 2022, p. 103), nurturing an 
authenƟc learning environment posiƟvely influencing the learners’ thrill and moƟvaƟon.  

 
1 Social and emoƟonal learning (SEL) is generally viewed as encompassing five key skills: self-awareness, self-management, 
social awareness, relaƟonship skills, and responsible decision making (Weissberg et al. 2016) 
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1.2 Triumpha – A Project-Based DissertaƟon 

The creaƟon of Triumpha targets the PE SEC subject area, a project-based dissertaƟon centring 
itself within this exam-based educaƟonal subject. As will be scruƟnized further throughout 
this dissertaƟon write-up, Triumpha boasts a strong curricular link, rooted in the local Learning 
ObjecƟve Framework (LOF) and NaƟonal Curriculum Framework (NCF) documents. Blending 
theoreƟcal and pracƟcal physical acƟvity components, Triumpha seeks to create an engaging 
yet ulƟmately educaƟonal learning environment, providing an innovaƟve resource educators 
may use within the classroom environment. Despite this, the addiƟon of general sport trivia, 
game rules and sporƟng event history quesƟons within the game allows Triumpha’s target 
populaƟon to not limit itself solely to PE SEC students, rather branching into another tabletop 
game dimension within varied social contexts.  
 

1.2.1 Why a Board Game?  

The renaissance of board games has a lot to do with the social dissecƟon of the world; 
where everybody has a phone, everybody is by themselves, and there is a social need 
to come together and experience this togetherness. I think board games play a very 
important part in addressing that need” (Knizia, 2004, in O’neill et al., 2022, p. 94) 

The teaching and learning resource potenƟal is immeasurable, educators are able to 
conƟnuously adapt their teaching methodologies and tools to beƩer engage their learners. 
We presently live in a highly technologically developed reality, its emphasis undoubtedly 
dominaƟng the educaƟonal sector such as through the use of tablets and interacƟve 
whiteboards within schooling insƟtuƟons. During iniƟal thought processes behind this project, 
I wished to keep this engagement and innovaƟon concept a priority. Reading through 
research, I found myself intrigued by Kolb’s experienƟal learning model (Kolb & Kolb, 2012), 
personally resonaƟng with this acƟve learning style distancing itself from tradiƟonal teaching 
regimes – but what resource could I possibly create?  

Despite acknowledging the benefits of the use of technology when exploited effecƟvely, I took 
off at a tangent, or rather back to the very roots of moƟvaƟon behind learning, seeking to 
create a resource which is physical and interacƟve, grounding the learner into reality. Daniels 
(2022) expresses how “in fact it is in this aspect that board games shine: the creaƟon of 
togetherness through play that saƟsfies our inherent need for warm, face-to-face human 
connecƟons” (p. 32), being described as a phenomenon paradoxically harder to come by in 
such a hyperconnected world. The idea of a board game seemed to Ɵck all the boxes and it 
was from this moment where I began to explore the possibility of creaƟng an educaƟonal 
board game, experimenƟng with the already highly developed gamificaƟon concepts learners 
are being exposed to yet giving importance to the holisƟc domain, heightening the socio-
affecƟve element in which lifelong learning truly takes place. When playing Triumpha, learners 
are immersed in a socio-educaƟonal experience, interacƟng with one another and taking on 
different roles to ulƟmately reach a shared objecƟve – all while exploring, learning and 
revising components within the PE SEC syllabus and the world of sport.  
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1.3 Project Aims 

This study encompasses several aims, enhancing the PE SEC learning experience at its core. 
Triumpha is a resource which educators may use during the scholasƟc year, aiming to 
effecƟvely deliver the PE SEC subject knowledge. As previously menƟoned, one of its main 
principles lies in its holisƟc nature – Triumpha creates an enriching experience in which 
learners dynamically engage with one another within a social environment. Triumpha 
embodies both a teacher and learner resource, its diverse components tailored to embrace 
diversity and intrigue different player personaliƟes.  

UlƟmately directed toward the PE SEC subject, Triumpha embraces a game system created to 
elevate the role of the educator. Through specific game features, educators may potenƟally 
idenƟfy areas of weakness within the curriculum, choosing to take further acƟon for future 
revision purposes. The nature of a board game hopes to ignite a thrill and moƟvaƟon for 
learning, offering a different approach to the PE SEC lesson.    

 

1.4 My PosiƟon within the Study 

My passion for sport and physical acƟvity was ignited as from a young age, pracƟcing various 
sport disciplines across my athleƟc development. However, apart from the sporƟve lifestyle 
which I consider a big part of my life, I have always found myself exploring the arƟsƟc side of 
my personality and feel strongly inclined to DIY projects, art, aestheƟcs and design. The 
opportunity to take on a project-based dissertaƟon has given me the opportunity to blend 
these two passions of mine together. Bringing this into my premature teaching career – yet 
another passion and consƟtuent in my life - this has ulƟmately allowed me to create a resource 
to be used within an educaƟonal seƫng, favouring the PE SEC subject choice.  

During my experiences both as a student as well as an educator during my second year MTL 
teaching pracƟce, I feel I have gained insight into the PE SEC subject experience. Conversing 
with various experienced teachers, there seems to be a persistent struggle concerning the bio-
anatomical part of the syllabus, especially for learners who do not have biology as a subject 
choice. This brought me to quesƟon whether anything can be done to help – learners 
unfortunately many a Ɵme giving up on the biology related topics deemed too difficult to 
grasp.  

The creaƟon of Triumpha offers an innovaƟve game experience which can be enjoyed by 
educators and learners within the classroom. Its various aspects are deliberately designed to 
proacƟvely funcƟon within a differenƟaƟon reality. These will be explored and discussed in 
more detail later on in this dissertaƟon write-up, revealing my thought processes and raƟonale 
behind the many decisions taken throughout the creaƟon process. 
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1.5 Chapter Overview    

The below gives a breakdown of the five chapters comprising this dissertaƟon write-up: 

Chapter 1: IntroducƟon  

This chapter introduces project research, posiƟoning my board game project ‘Triumpha’ 
within this field of research. My posiƟon within the study as well as research aims are also 
addressed. 

Chapter 2: Literature Review 

This chapter analyses available literature within this research area, giving insight to 
experienƟal learning processes specifically in an educaƟonal scenario. A look into local 
documents posiƟons this study within the local context, discussing the potenƟal of such 
innovaƟve teaching methodologies.  

Chapter 3: Methodology  

The Methodology chapter discusses project research in general while narrowing into the 
creaƟon of ‘Triumpha’. My personal journey together with curriculum-specific details, project 
targets and learning objecƟves are discussed, grounding this into the local educaƟonal 
context. 

Chapter 4: The Project  

This chapter delves into all the game components, elements and designs, raƟonalizing the 
decisions behind the content creaƟon. The game dynamics, playtesƟng and prinƟng stages are 
also explored, giving insight to the stages as well as decision-making processes bringing this 
project to life.   

Chapter 5: Conclusions & RecommendaƟons  

This concluding chapter reveals this project’s strengths and limitaƟons, suggesƟng aspects 
within Triumpha worth developing and improving upon further as well as areas for further 
research.  

 

1.6 Conclusion 

By having introduced the project’s area, aims and objecƟves, this chapter serves an ideal 
introducƟon to the dissertaƟon project Triumpha – an iniƟal starƟng point which will be 
followed upon throughout this project write-up. The above descripƟon of each of the 
following chapters briefly outline what these involve. The subsequent chapter presents a 
review of literature in the chosen field, rooted within the experienƟal learning concept.  
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Chapter 2: Literature Review  
 

2.1 IntroducƟon 

The only true measure of a successful educaƟonal model is our students' experience 
of it (Summers, 2003, p. 64) 

This chapter explores the theoreƟcal and pedagogical frameworks that underpin the creaƟon 
of Triumpha. Grounded in the principles of experienƟal learning, this review criƟcally 
examines exisƟng literature on game-based learning, board games as educaƟonal tools, and 
the broader role of gamificaƟon in educaƟonal seƫngs. The chapter also considers the 
curricular relevance of such approaches within the local Maltese context, with reference to 
the Learning Outcomes Framework (LOF) and NaƟonal Curriculum Framework (NCF). By 
invesƟgaƟng both internaƟonal and local perspecƟves, this review seeks to highlight how 
board games can serve as mulƟdimensional learning tools that promote acƟve engagement, 
knowledge retenƟon, and social interacƟon—parƟcularly within a subject like PE, which 
uniquely bridges theoreƟcal content and pracƟcal skill development. 

 

2.2 The History and Development of GamificaƟon in the EducaƟonal Context 

Piaget and Vygotsky (1962) have argued play as being a crucial developmental element across 
one’s life journey, beginning at early childhood stages and progressing through adulthood. The 
relaƟonship between playing and learning has been studied by theorists for years on end, its 
dynamic nature conƟnuously evolving to meet the needs of modern society and generaƟons 
of learners. The nature of play precedes the technological era by far. Older generaƟons 
nowadays reminisce the games and emoƟons experienced through creaƟve play when 
resources such as those so easily accessible nowadays were non-existent (Fornari, 2007). 
Whereas in past years experienƟal learning used to occur insƟncƟvely through informal 
seƫngs, one may acknowledge the apathy and rapid incline toward technology driven 
sedentary lifestyles nowadays (Daniels, 2022).  

Despite this, reflecƟng on tradiƟonal educaƟonal structures exposes the chalk-and-talk 
teaching pedagogies commonly used in past decades. In light of modern developments, 
research laments the reality of the unchanging educaƟonal sphere causing a concerning 
decline in learner interest and moƟvaƟon (Sousa et al., 2019). This allows for what Kolb (2005) 
introduced as “the new science of learning” (p. 193), a philosophy reintroducing the same 
experienƟal skills which seem to have been lost through the modernizaƟon of socieƟes. Being 
emphasized even further through the educaƟonal seƫng, this type of learning is rising in 
popularity, the knowledge of its factual benefits being shared and adopted by teachers and 
educators (Henderson, 2005). This chapter delves into the holisƟc impact of such non-
tradiƟonal intervenƟons, discussing its benefits, providing a deeper understanding behind 
gamified strategies, blending this within a learning context. The contradictory perspecƟve will 
also be discussed, exposing the implementaƟon challenges this innovaƟve methodology 
would involve. 



6 
 

2.3 Understanding Human Behaviour – A Psychological PerspecƟve  

2.3.1 The Theory of Experience  

Dewey and Lewin (1984) describe the concept of learning as “the process whereby knowledge 
is created through the transformaƟon of experience” (p. 193). Termed the ‘experienƟal 
learning theory model’, Kolb (2000) proposes a four-stage spiral whereby the acƟve learner is 
conƟnuously experiencing, reflecƟng, thinking and acƟng – an infinite process of creaƟng 
knowledge. Literature further supports this noƟon, discussing educaƟon as “a conƟnuing 
reconstrucƟon of experience” (p. 195), a reciprocal interacƟon between the learner and their 
environment during which new experiences shape one’s predetermined knowledge while this 
is inversely reformed in light of such experiences. Dewey proposes the parallel nature of the 
process and goal of educaƟon whereby educators are encouraged to prioriƟse a radical ethic 
similarly focusing on the journey rather than solely the outcome. a growth-promoƟng mindset 
influencing learner development (Galea, 2024). 

Adding to this concept, the ExperienƟal Learning Theory (ELT) introduced by Dewey and 
further developed by Kolb (1984) expose meaningful learning as occurring through acƟve 
engagement and reflecƟon on direct experiences, allowing learners to construct knowledge 
through doing rather than passive recepƟon of informaƟon. This theory portrays two dialecƟc 
models, portraying how the learner individually grasps and transforms experience. This 
further branching into four processes, involving Concrete Experience, Abstract 
ConceptualizaƟon, ReflecƟve ObservaƟon and AcƟve ExperimentaƟon. Zooming out into a 
wider perspecƟve, during the experienƟal process the learner bounces off these four 
processes, the idealized educaƟonal experience described as nurturing a holisƟc, meaningful 
development (Kolb & Kolb. 2012). The figure below visually illustrates the relaƟonship 
between the terms outlined above. 

 

                                                       Figure 1: The ExperienƟal Learning process 
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Despite this seemingly simplisƟc descripƟon, literature manifests mulƟlinear development 
rooted in the individual’s unique learning styles and life trajectory. Lewin idenƟfies the 
concept of a ‘learning space’, referring to the surrounding social framework encompassing 
elements such as the immediate educaƟonal seƫng, school community, family as well as 
values and culture. Such a natural construct directly influences the learners’ experiences, 
research proving a constant “blend of support and challenge” (Kegan, 1994, p. 42) allowing 
for developmental growth. RelaƟng back to the gamificaƟon educaƟonal potenƟal, Kumar and 
Lightner (2007) reveal such non-tradiƟonal intervenƟons as providing an effecƟve learning 
environment catering for diverse learning styles, an element which will be explored further 
throughout this dissertaƟon. 

 

2.3.2 MoƟvaƟon Behind Learning  

Under the proper educaƟonal condiƟons, a spark of intrinsic interest can be nurtured 
into a flame of commiƩed life purpose (Dewey, 1897) 

Kalmpouritzis (2019) interesƟngly differenƟates between three types of learning, occurring 
formally, informally and non-formally, a disƟncƟon of which is shown in the table below.  

 

Type of Learning DescripƟon 

 
Formal 

 
Structured, curriculum-based education typically delivered 
in schools and certified institutions 
 

 
 

Non-formal 

 
Occurs outside the formal system but is still organized and 
intentional, such as extracurricular programs or community 
courses 
 

 
 

Informal 

 
Unstructured, spontaneous, and often unintentional, 
arising through daily interactions, experiences, and self-
directed activities 
 

 

                                                                                                                   Table 1: DisƟncƟve Types of Learning 

 

Specifically relaƟng to non-formal learning, research describes this lying between the two 
ends of the formality spectrum, combining “spontaneity, diversity of teaching methodologies 
and a focus on the interests of the learner” (p. 21). PrioriƟzing such a concept encourages 
acƟve student engagement ulƟmately contribuƟng to nurturing a meaningful educaƟon. 
Research discusses Maslow’s hierarchy depicted through the figure below. This psychological 
theory proposes an adequate nurturing of the basic and psychological needs to grow the roots 
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anchoring self-actualizaƟon - one’s realizaƟon and internalized moƟvaƟon to conƟnually work 
towards their potenƟal (Rojas et al., 2023). Such a concept may be transferred into the 
educaƟonal sphere, its relevance proving an awareness of needs allowing educators to be able 
to moƟvate learners more effecƟvely. This chapter further delves into the implementaƟon of 
this concept created through game-based environments. 

 

                                          Figure 2: Maslow’s Hierarchy of Needs 

 

Hromrek and Roffey (2009) discuss play as “an ideal vehicle” (p. 626), its authenƟc nature 
evoking the learner’s curiosity through interacƟons with one another. The opposing intrinsic 
and extrinsic forms of moƟvaƟon branch into a similar concept, the power of games closely 
intertwining the two through a superficial game universe upheld by its players (ibid p. 23). 
Huizinga (1938) terms an imaginary world of this nature a “magic circle”2, depicƟng its 
temporary immersive properƟes. An ideal blend between both intrinsic and extrinsic elements 
promotes an ‘inside-out’ learning concept, once again contribuƟng to the nature of the 
learners’ self-development. In an educaƟonal context, research proves an exploitaƟon of such 
a concept contribuƟng towards a heightened engagement, holisƟcally impacƟng them as 
learners.  

Literature accentuates the many-a-Ɵme underesƟmated role of the educator, guiding learners 
appropriately towards desirable outcomes. Narrowing into a game-based educaƟonal 
environment, Kumar et al. (2007) discuss their key roles in matching the game to their 
learners’ abiliƟes, establishing clear goals and objecƟves creaƟng a challenging yet moƟvaƟng 
atmosphere contribuƟng to one’s acƟve engagement. Through reflecƟon and learner-
empowering teaching pedagogies, one is encouraged to idenƟfy their roles and 
responsibiliƟes as well as themselves as learners being shaped along their dynamic 

 
2 The concept of the "magic circle" originates from Johan Huizinga's 1938 book, Homo Ludens: A Study of the Play-Element in 
Culture. He used it to describe the bounded space where play occurs, separate from everyday life. The modern understanding 
and formalizaƟon of the "magic circle" concept in game studies is oŌen aƩributed to KaƟe Salen and Eric Zimmerman's  
book, Rules of Play (2003), expanding on Huizinga's ideas, providing a more defined framework for analysing play and games.  
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educaƟonal and life journey. Being given the opportunity to pracƟce and develop skills in a 
social school environment, learners are taught to tailor to their unique needs, acknowledging 
their idiosyncraƟc learning styles. Similar to Maslow’s abovemenƟoned hierarchy, Keeton et 
al. (2002) demonstrate such an approach influencing one’s self-direcƟon, an intrinsic value 
and individual awareness influencing their moƟvaƟon and effecƟveness as learners. Without 
teachers transparently communicaƟng this educaƟonal potenƟal and taking on this guiding 
role, Kumar et al. (2007) suggest learning to seƩle as inferior to enjoyment, the ideal rather 
being a meaningful experience created through the laƩer.  

RooƟng themselves in acƟve parƟcipaƟon, game-based learning creates opportuniƟes for 
applicaƟon in pracƟce, bridging the gap between informaƟon taught in the classroom and an 
implementaƟon of this in their everyday lives. This promotes transferability of skills and 
values, promoƟng the learners’ holisƟc development (Cruickshank & Telfer, 2001). Once again 
linking to a self-actualizing internal moƟvaƟon, Dewey similarly discusses the most important 
aƫtude one can develop being “the desire to go on learning” (p. 26), embedding a lifelong 
learning approach.  

 

2.4 A MulƟ-Dimensional Approach 

2.4.1 The EffecƟveness of Game-Based Learning  

MarƟns et al. (2008) report that board games deliver educaƟonal content in a playful and 
enjoyable manner, promoƟng interacƟons and fostering learning experiences. Despite this, 
research proves game-based learning as reaching beyond the educaƟonal element, 
simultaneously targeƟng socio-affecƟve domains and higher level learning outcomes (Charlier 
& De Fraine, 2013). Tangible examples of these would involve criƟcal thinking, peer 
communicaƟon and cooperaƟon, problem solving and conflict management, interpersonal 
skills, social and emoƟonal learning, as well as values such as empathy, respect and fair play, 
among many others (Henderson, 2005). Aiding in the development of social competence, 
Gazdula and Farr (2019) present board games to have recently increased in popularity, 
educators exploiƟng this as an innovaƟve classroom management strategy.  

The natural affiliaƟon between children, play and the desire to have fun with others 
making games an ideal vehicle for teaching social and emoƟonal learning (Hromek & 
Roffey, 2009, p. 626) 

Funneling into socio-emoƟonal learning, Weissberg et al. (2016) discuss this as encompassing 
five core skills: self-awareness, self-management, social awareness, relaƟonship skills and 
responsible decision making. Even when not deliberately designed to do so, the simple game 
structure such as having to adhere to a set of rules and taking turns provides an opportunity 
for learners to regulate their emoƟons, finding an appropriate balance between fairness and 
self-interest. Research has explored parents’ percepƟons on this type of play, results showing 
that apart from its academic potenƟal and innovaƟve element, game-based learning - 
specifically board games - were mostly valued for their potenƟal to build relaƟonships and 
self-esteem (Lehrer & Petrakos, 2011). Distancing itself from tradiƟonal teaching 



10 
 

methodologies, its de-formalizaƟon and structure allows for meaningful learning experiences 
rooted in innate interest and engagement. De Voogt (2017) interesƟngly highlights such 
experiences as facilitaƟng cross-cultural social interacƟons, promoƟng socio-cultural learning 
extending beyond borders, vital in the current mulƟcultural societal realiƟes we are facing 
even locally.  

The use of games boasts strengths in a variety of seƫngs, a key component being social 
cohesion inside and outside the educaƟonal environment. Noda et al. (2019) expose how 
board games help increase student moƟvaƟon for learning, further leading to posiƟve 
changes in behaviour. Ascher (2001) idenƟfies the mulƟgeneraƟonal component of board 
games such as in family seƫngs, once again highlighƟng the interacƟon and social 
environment it facilitates within communiƟes.  

 

2.4.2 Building Experiences  

Linking to mulƟdimensionality, Bloom (1956) popularly coins the cogniƟve, socio-affecƟve and 
psychomotor educaƟonal objecƟves. As educators we are encouraged to conƟnuously tap into 
these domains in order to engage learners most effecƟvely while creaƟng a tangible and 
meaningful experience. Concerned with the authoritarian tradiƟonal educaƟonal system, 
Dewey (1938) brought forward his philosophy, discussing ‘experience’ being grounded in two 
basic principles: conƟnuity and interacƟon. While the former relates to the influence of 
current learning into future experiences, the laƩer describes the nature of an experience 
consƟtuted by the dynamicity between the learner and one’s environment. These 
interrelaƟng principles allow one to reflect upon the acƟve role occupied by the learners 
themselves, being given the opportunity to observe, experiment and reflect on their acƟons. 
RelaƟng to game-based learning, Kalmpouritzis (2018) amplifies the need to harvest this 
potenƟal, creaƟng experiences which capƟvate learners’ interests and acƟvely involve them 
in this discovery and learning process.  

“Tell me and I forget, teach me and I remember, involve me and I learn” (Benjamin 
Franklin) 

Being conƟnuously encouraged to innovaƟvely engage learners, research discusses the 
significant role of the educaƟonal game designer, being to capƟvate one’s aƩenƟon while 
fostering an environment in which learners acquire new knowledge, develop their skills and 
criƟcally reflect on their aƫtudes. In light of this, Dewey sheds light on the implementaƟon 
aspect of experienced based educaƟon. Apart from the deliberate planning which takes place, 
educators must be able to recognize growth promoƟng environments, construcƟng a physical 
and social seƫng while conƟnually taking decisions and adapƟng to meet the learners’ needs. 
ExperienƟal learning distances itself from a ‘spectator sport’ perspecƟve - it is the teachers’ 
role to facilitate an acƟve learning environment, bringing learners to construct their individual 
understanding of meaning. Zagal et al. (2007) demonstrate game-based scenarios providing 
immediate feedback, in turn allowing learners to grasp concepts, evaluate their progress and 
adapt their strategies as deemed necessary. In an aƩempt to elevate this learning process, 
appropriate reflecƟons throughout the game process would strengthen its effecƟveness, 
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encouraging learners to not only engage in the experience but also think about their 
engagement, being able to apply this learning awareness into other life contexts (Bonwell & 
Eison, 1991). 

Roping in the learners themselves would provide them with the opportunity to reflect and 
analyze their experiences, pracƟcing self-evaluaƟve skills transferable into their everyday lives. 
Dewey strongly believed educaƟon being based on experience in order to contribute to both 
the learners and society, this ulƟmately transferable into their life experiences. Literature 
suggest the noƟon of how educaƟonal systems must choose whether to revert to intellectually 
prioriƟzing teaching methods or to rather uƟlize the scienƟfic method with the aim of 
developing and enhancing the learner experience, revoluƟonizing the tradiƟonal learning 
paradigm.  

Daniels (2022) reveals the societal reality we live in today. Describing it as a constant “state of 
hyperconnectedness” (p. 20), research proves technology hindering our ability to focus 
without distracƟon, be present in the moment and allow our imaginaƟon to roam freely. The 
experience of Ɵme has become what Rushkoff (2013) terms ‘overwinding’, referring to the 
aƩempt to compress acƟviƟes and speed up processes in a shorter amount of Ɵme than 
necessary. This newly developed urgency for interacƟon and meaningful experiences 
heightens the significance of the dynamic process of gameplay. Specifically relaƟng to board 
games, Durkheim describes its most powerful component being the physical proximity and 
cohesion it demands, saƟsfying this inherent need of warm, face-to-face humane interacƟons 
unfortunately lost in the modern individualized virtual world. Anchored by a capƟvaƟng 
design and physical structure and objects, board games project an imagined world players are 
able to inhabit collecƟvely, sharing understanding while fuelling acƟon and emoƟons through 
the uncertainty of the game eventualiƟes. Linking back to the holisƟc development across the 
cogniƟve, socio-affecƟve and psychomotor domains, such a mulƟ-relaƟonal experience 
culƟvates a sense of togetherness and belonging, feelings which seem to be replaced, rather 
simulated within the increasingly popular technological advancements.  

 

2.5 Game Design and Mechanics 

2.5.1 How Mechanics Shape Engagement  

Many believe game rules to be the fulcrum bridging the gap between the creator’s vision and 
player experience. Research manifests how game elements such as the mechanics, design, 
theme and pieces all significantly contribute to form part of the whole (Selinker, 2011). The 
learning mechanics refer to the interplay modaliƟes, ulƟmately formed to engage players 
while moƟvaƟng them to develop their knowledge and skills. In educaƟonal based games, 
Zagal et al. (2006) portray these mechanics as being rooted in behavioural paƩerns, both 
individual and group acƟons which transfer gameplay elements into desirable learning 
outcomes. In this parƟcular game environment, Kalmpouritzis (2019) highlights how such 
learning objecƟves should not be perceived as an added element but rather a core gameplay 
component. Paralleling this to gamified strategies taps into the learners’ intrinsic moƟvaƟons 
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and enjoyment, offering a unique approach to learning. Pertaining to the game itself, research 
exposes various key aƩributes impacƟng the learner experience. The theme, originality and 
gameplay are key elements which adhere to the learners’ interests. Other factors such as the 
complexity, ease of learning, duraƟon and replayability all add to the game experience while 
potenƟally increasing learner interacƟvity. The relaƟon of these features demonstrates the 
complexity of play and creaƟon process during which the designer must make decisions 
“support[ing] both learning and making the game intrinsically moƟvaƟng to players” 
(Kalmpouritzis, 2014, p. 33). The figure below briefly depicts the learning mechanics 
modaliƟes, showing the complexiƟes within the game creaƟon and design process.  

 

 

                                                                                                    Figure 3: The Learning Mechanics modaliƟes 

 

Czitemenhalyi (2014) explores the relaƟonality between strategy, luck and skill, translaƟng 
into the boredom and fun extreme ends of the gameplay experience conƟnuum. EducaƟonal 
game designers strive to find the ideal balance between enjoyment and curricular based 
targets, both coexisƟng to create the aforemenƟoned intrinsically moƟvaƟng learning 
experiences (Daniels, 2022). Funnelling into intricate game mechanics, these must be devised 
in such a way that the game appeals to its target populaƟon, involving differing learner abiliƟes 
and styles. Games which are not challenging enough are viewed as boring while those which 
are too challenging become inƟmidaƟng to the learner, literature revealing the Yerkes-Dodson 
law similarly illustraƟng the concept of arousal in relaƟon to performance. Within this 
inverted-U hypothesis, research explores the opƟmal state between the two in which 
performance is opƟmized, termed the ‘flow channel’. RelaƟng to the game-based educaƟonal 
concept, both learners and educators would aim to achieve this equilibrium, sƟmulaƟng 
engagement and fostering an acƟve learning plaƞorm.  
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2.5.2 The Individual Learner 

Within the educaƟonal landscape, Zagal et al. (2006) portray a well-designed game-based 
approach as having a transformaƟve potenƟal, reaching beyond the mere enjoyment aspect 
and fostering various cogniƟve and emoƟonal benefits. Relaying back to the element of 
moƟvaƟon, Bartle (1996) interesƟngly depicts a range of player taxonomies reflecƟng 
learners’ individual personaliƟes and their influence on the game outcome. The four main 
player types together with a brief descripƟon are represented in the table below.  

 

Player Type MoƟvaƟonal Drives 

Achiever Mastery, competency, accomplishment, excellence 

Explorer Autonomy, discovery, curiosity 

Socializer Relatedness, community, communicaƟon 

Killer/Disruptor winning, status, aƩenƟon, drama, change 

                                                              Table 2: ClassificaƟon of player types 

(Adapted from Zagal et al., 2006, p. 1226) 

 

InteresƟngly, research proves these categories as having permeable boundaries, individuals 
potenƟally blending between player types and expressing traits belonging to more than one 
of the above. Such informaƟon is applicable especially in a game seƫng, the creator able to 
idenƟfy with varied moƟvaƟons to drive the game mechanics while targeƟng to appeal to the 
varied learning styles. Once again prioriƟzing the educator’s role, an ideal situaƟon would 
involve learners being prompted and guided throughout the educaƟonal experience, 
idenƟfying their personal strengths and weaknesses to then build upon (Fornari, 2007). 

Zagal et al. (2007) discuss the need for a co-designed approach in which learners and 
educators work together, communicaƟng feedback loops and various points of iteraƟve 
design processing to create the most suitable product. This collaboraƟon would influence 
decision-making pertaining to crucial game-related aspects, saƟsfying the learners’ needs and 
preferences. Appropriate input from differing perspecƟves would add to the reliability and 
validity of the game outcome, ulƟmately targeƟng the educaƟonal learning experience.  
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2.6 The Piƞalls of EducaƟonal Game Design  

In light of the benefits and posiƟve elements discussed above, one must not ignore the 
weaknesses of the educaƟonal game design approach, exposing the reality educators face. 
The lack of academic research available specifically on board games suggests the need to 
deepen understanding of this phenomenon, gaining insight into its learning potenƟal (Woods, 
2012). One of the main obstacles outlined involves the learners’ uniqueness and individuality. 
Especially in an educaƟonal environment a one-size-fits-all approach may result in 
disengagement among parƟcular learners, some finding gamified elements moƟvaƟng while 
others seeing it a distracƟon. Zagal et al. (2006) discuss the compeƟƟve element and 
demanding game aspects as potenƟally deemed threatening by learners. Adding to this, a 
heightened noise level may further impinge on both the teaching and learning. Research also 
suggests inclusive properƟes being yet another implementaƟon barrier, quesƟoning whether 
such game-based learning may be appropriately tailored to encourage parƟcipaƟon by all, 
promoƟng an equitable learning environment.  

Research expresses the importance of an effecƟve game-based implementaƟon, suggesƟng 
the risk that such methodologies may interfere with the core learning objecƟves (Hromek & 
Roffey, 2009). Despite a main strength being an increase in learner moƟvaƟons, Zagal et al. 
(2006) expose a short-lived reality, sustaining such engagement over Ɵme. If not deliberately 
planned for by the educator, research shows this novelty effect to gradually wear off, bringing 
the learners to seƩle once again into prior aƫtudes. The implementaƟon process should be a 
dynamic one, adapƟng gamified strategies and techniques to constantly induce an 
appropriately challenging environment for diverse learner profiles, targeƟng acƟve 
engagement throughout. Daniels (2022) similarly discusses the importance of such games and 
strategies to be “maintained, revised and constantly evolving according to players’ needs” (p. 
315), suggesƟng this to be a significant factor on their overall impact and appeal.  

The educators’ approach is yet another significant aspect contribuƟng to gamificaƟon 
integraƟon. Its antagonisƟc learner effecƟveness parallels the teaching scenario - while some 
portray it as potenƟally enhancing learner engagement, others may seem hesitant due to 
variables such as limited resources, knowledge and class management when distanced from 
tradiƟonal paradigms. The abovemenƟoned co-design approach involving both learners and 
educators is a foundaƟonal element in sustaining learning effecƟveness. In this way one aims 
to bridge the gap between pedagogy and its execuƟon, prioriƟzing the learner experience.  
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2.7 The Local Context 

Within schools, one of the main aims of physical educaƟon would involve developing 
physically literate individuals, promoƟng lifelong involvement in physical acƟvity outside their 
compulsory schooling years. Analysing the local situaƟon, a study by Fenech (2020) highlights 
the country’s culture being hyper-focused on academic achievement, resulƟng in an 
impingement on other significant developmental areas such as physical educaƟon. A look at 
our NaƟonal Curriculum Framework (2012) proves this, visually depicted through the pie 
charts below: 

 

 

          Figure 4: Subject percentage distribuƟon in the Junior (A) and Secondary (B) years cycle 
 

Comparing the percentages above, Figure 1 shows a 5% weighƟng given to Health and Physical 
EducaƟon. Although equal to other arts and learning areas, this represents a minimal sector 
when compared to languages, mathemaƟcs and school and content-based subject areas. 
Moving into secondary educaƟon, this remains the same (5%) in middle-school (not 
represented) doubling to 10% in the senior secondary cycle, once again the minimal 
percentage. Although acknowledging the importance of distribuƟng subject areas, one may 
reflect upon such compartmentalizaƟon of subjects constraining ‘learning’ into one which 
occurs between four walls – literature proving otherwise. As educators, we must take on the 
responsibility of providing children with transferable life skills, reaching beyond those tangibly 
assessed on pen and paper - a philosophy demanding a reinvenƟon of the educaƟonal system 
in itself.  

Bringing this into the game-based educaƟonal context specifically relaƟng to my project 
Triumpha, I feel that such innovaƟve methodologies tap into the holisƟc learning element, a 
pivotal aspect which should be prioriƟzed not only in the physical educaƟon environment but 
in one’s whole educaƟonal and schooling experience. More recently introduced 
methodologies such as the emergent curriculum encourage learners to embody an acƟve role 
within the learning journey. Local documents such as the NaƟonal Curriculum Framework 
(NCF) and Learning Outcomes Framework (LOF) highlight key focal points and curricular 
elements to be considered and implemented. These will be explored and discussed in more 
depth in the following chapter. 

A A 
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2.8 Into Another Dimension 

We believe one challenge of future research is finding the right balance between board 
game design and mechanics aimed at promoƟng teaching skills as well as the accessibility 
and authenƟcity for enjoyable play (O’Neill et al., 2022, p. 83) 

Having explored the theoreƟcal perspecƟve behind experienƟal learning processes and 
realiƟes, one may ponder upon its limitless potenƟal in the realm of teaching and learning, 
especially within the educaƟonal context. Striking the right balance intertwining the nature of 
authenƟc play with targeted learning outcomes directs us toward a novel path, creaƟng a 
meaningful experience for our learners. Kolb expresses the game-based environment to elicit 
a ‘mindless recording of experience’, distancing itself from memorizaƟon and content delivery, 
rather branching into the beauty of experience-driven learning environments.  

Game-based environments like Triumpha invite students into new ways of thinking, 
collaboraƟng, and engaging with knowledge. Such educaƟonal games offer much more than 
content reinforcement, bridging into another learning dimension - one where joy, autonomy, 
engagement and ulƟmately learning can coexist. 

 

2.9 Conclusion 

Rooted in literature, this chapter explored the demand for a shiŌ away from passive, 
tradiƟonal learning paradigms, exposing the mulƟdimensional potenƟal of game-based 
learning - specifically through board games - as a powerful pedagogical approach within the 
educaƟonal landscape. As this dissertaƟon progresses, the upcoming chapters build on this 
foundaƟon, translaƟng theory into design and evaluaƟng how Triumpha can serve as a viable 
educaƟonal tool that aligns with both curricular goals and the developmental needs of 
learners. The succeeding methodological chapter delves into the curricular framework 
shaping Triumpha while giving insight into the creaƟon journey behind such a project.  
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Chapter 3: Methodology 

3.1 IntroducƟon  

This chapter presents a thorough explanaƟon of the methodological framework supporƟng 
this research project. IniƟally, project-based research and its posiƟon within this study is 
discussed, followed by an in-depth explanaƟon of the creaƟon of this project. Subsequently, 
this project contextualizes selected aspects within the PE SEC and NaƟonal Curriculum 
Framework (NCF), further discussing the learning objecƟves and the raƟonale behind the 
proposed project.  

 

3.2 Projects as Research  

Literature describes project-based research as a methodological approach integraƟng 
structured research principles within a pracƟcal, project-driven framework (Dawson, 2009). 
This allows one to apply known theoreƟcal knowledge into the challenges faced in reality. 
Unlike sole theoreƟcal research, the project-based realm boasts the advantage of 
encompassing hands-on engagement, iteraƟve problem-solving and communicaƟon which 
make it an effecƟve methodology to be exploited by those seeking a similar approach (ibid). 
Its interdisciplinary potenƟal enhances such aspects of this research method, allowing such 
an applicaƟon-driven methodology to impact and efficiently be of use to its intended 
community. AddiƟonally, its very nature allows for it to be conƟnually revised, tweaked and 
adapted, making it well-suited for dynamic fields and environments parƟcularly demanding 
sustainable learning (Pruss et al., 2024).  

Cruz (2019) exposes the impact technological advancements have on the educaƟonal domain. 
Such a developing reality demands teachers to conƟnually adapt their strategies, seeking 
innovaƟve ways to engage their learners and nurture meaningful educaƟonal experiences. 
Research proves acƟve learning methodologies to significantly benefit students’ aƫtudes, 
engagement and learning, developing higher-order cogniƟve skills (WidiyawaƟ et al., 2020). 
Apart from posiƟvely impacƟng the learner experience, literature reveals the other end of the 
teacher-learner spectrum, proving an increase in self-efficacy from the educators’ 
perspecƟves (Choi et al., 2019). Fostering a collaboraƟve learning environment creates a 
seƫng in which the acquisiƟon of intended learning outcomes occurs naturally, through 
appropriate guidance. Bosica et al. (2021) discuss a ‘project-based learning environment’ as 
one which “offers an excellent opportunity to develop the capacity for professional learning 
aƫtudes and lifelong skills” (in Cruz et al., 2022, p. 9). Further research promotes the potenƟal 
associaƟon between such project-based learning and other systems and developed 
approaches such as STEAM (Science, Technology, Engineering, Arts & MathemaƟcs), 
describing its’ impact on the respecƟve academic area as well as learners’ problem solving, 
inter and intrapersonal skills and values – both hard and soŌ skills transferrable into their 
everyday life.  

Learner engagement is instrumental for learning to occur (Pruss et al., 2024). In educaƟon, 
several pedagogies such as experienƟal learning and high impact-based pracƟces among 
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others are encouraged, prioriƟzing student-centred educaƟon rooted in self-discovery and 
acƟve parƟcipaƟon. Project research similarly parallels this ‘learning by doing’ approach, 
fostering social connecƟons while allowing one to share ideas, discuss views and empower 
oneself in the learning process (ibid). 

 

3.2.1 Piƞalls of Project-Based Research  

Despite the many advantages such a methodology encompasses, one cannot ignore the other 
side of the coin, revealing its challenges and limitaƟons. Being an innovaƟve area, project 
research undoubtedly requires significant Ɵme and resources (Pruss et al., 2024). While highly 
beneficial in fostering creaƟvity and pracƟcal experiences, this comes with significant 
planning, piloƟng and tesƟng to ensure the final product to be as accurate as possible – not 
menƟoning the endless nature of this process, being able to be adapted in various ways to 
effecƟvely relate to its target populaƟon. Together with these, ethical concerns together with 
the apathy and resisƟng behaviours are other challenges one may face upon implementaƟon 
aƩempts (ibid). In view of such limitaƟons, one must strive to work for their perceived benefit 
of the community, countering any disadvantages with a posiƟve outlook if such a project 
would come to life. 

 

3.2.2 Learning Processes and EffecƟve Pedagogies  

Current theories of learning are based on the construcƟvist perspecƟve combining cogniƟve 
and social approaches for effecƟve teaching and learning. A principal feature of construcƟvist 
learning describes this as an acƟve process during which individual learners conƟnuously 
construct meaning, scaffolding on previously learnt knowledge (McLeod, 2025). Social 
construcƟvism holds that learning is enhanced through co-operaƟve and collaboraƟve 
approaches promoƟng the development of criƟcal thinking and problem-solving skills. 
Research further proves this to be most effecƟve when learners are acƟvely engaged in 
authenƟc, contextualised tasks.  

Linking to project-based research, teachers are hence encouraged to foster learning 
environments appealing to learners’ interests, relevant to their day-to-day experiences and 
challenging them across physical and socio-cogniƟve domains. Teaching is most effecƟve 
when learners are provided with opportuniƟes to make sense of new knowledge in a context 
which allows them to interact with the teacher and other learners to discuss and negoƟate 
their understanding. RelaƟng to Mosston and Ashworth’s spectrum of teaching styles (2002), 
tradiƟonal teacher-dominated pedagogies are proven to degrade the learners’ role into a 
passive one. Such authoritarian and command style pracƟces limit social interacƟons, 
prioriƟzing content memorisaƟon mimicking the banking model used extensively for beƩer 
control and organizaƟon (Freire, 2017). Developments in the educaƟonal field rather prove a 
student-centred approach as effecƟvely guiding learners and allowing them to be acƟvely 
engaged withing their own learning. Tirri and Toom (2019) describe teaching as “both an art 
and a science” (p. 3), pulling the right strings and knowing when and when not to intervene 
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throughout the lesson while working towards maintaining posiƟve teacher-student 
relaƟonships. Such pedagogies allow learning to be ground in authenƟc situaƟons, nurturing 
meaningful experiences neuroscienƟfically proven to last much longer in the learners’ 
memory (Galea, 2024).  

 

3.3 The CreaƟon of Triumpha  

3.3.1 My Journey  

Following my undergraduate dissertaƟon, the possibility of creaƟng a hands-on project to 
potenƟally be used in an educaƟonal learning environment immediately interested me. 
Thinking of something along the lines of an educaƟonal board game, I began to brainstorm 
game concepts rooted in my specialized field of study, physical educaƟon and PE SEC. This 
sparked the beginnings of the creaƟon of Triumpha, a game design process. In the following 
chapter I will be delving into more detail involving the thought processes behind the creaƟon 
of Triumpha while breaking down the game elements involved.  

 

3.3.2 Tools Necessary to Build the Project 

In order to digitalize my journal sketches, technological tools were necessary. The pro version 
of the online design plaƞorm ‘Canva’ was purchased, Canva Pro, bringing my visuals to life. 
This allowed me to edit and tweak various elements such as the colours, icons and posiƟoning 
among many others, aiming to create the best fiƫng image to represent this board game 
project. At a later prototyping stage, professional prinƟng services, were used to print the 
separate game pieces and elements. The prinƟng job was done by Polidano Press Ltd and the 
game elements involve the board, sport field add on pieces, different quesƟon cards and 
booklet.  The arrow spinner and counter game pieces were ordered from Temu and added to 
the Triumpha game pack respecƟvely. Amending these as deemed necessary throughout the 
design stages and following communicaƟon with the prinƟng press, the finalized visuals were 
printed to later create the final, presentable version of the project (refer to Chapter 4 secƟon 
4.7.1 for more details on the prinƟng stages).  

 

3.3.3 ObjecƟves and Targets of the Project 

Linking to the abovemenƟoned concepts, Triumpha posiƟons itself within the innovaƟve area 
of project-based research. This was primarily created for educaƟonal purposes, based on 
elements within the PE SEC curriculum, highlighƟng learning components from chosen topics 
within the MATSEC syllabus while incorporaƟng elements of physical acƟvity and movement. 
Such curricula details are discussed in more depth in the following subchapter – 3.4 IdenƟfying 
the curriculum-based topics. Distancing itself from tradiƟonal teaching methods, one of the 
main objecƟves of this project lies in offering an innovaƟve yet effecƟve learning experience. 
Tying into this, this project promotes a lifelong learning concept, rooted in learner-centred 
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empowering pedagogies. Encompassing various elements, Triumpha boasts being able to 
cater for a wide spectrum of learners relaƟng to Fleming and Mills’ learning style theory 
(1992), depicted through the visual below. Combining the project elements, Triumpha offers 
a mulƟmodal experience, blending the below learning styles into an engaging educaƟonal 
game experience.  

 

 

 

Figure 5:  

The VARK learning model 

(Adapted from Cloke, 2024) 

 

 

 

 

In addiƟon to this, aspects within Triumpha relate to the Health-Based Physical EducaƟon 
(HbPE) element, shedding light on the importance of maintaining a holisƟc wellbeing – ranging 
from the physical and emoƟonal to psychosocial health aspects. 

 

3.4 IdenƟfying the Curriculum-Based Topics  

With its core principles being educaƟonal, scruƟnizing the latest version of the PE SEC syllabus 
(SEC 32), the potenƟal topics which could be implemented and addressed through the board 
game were listed, eventually being narrowed down to four: 

- Skill AcquisiƟon and Sport Psychology  
- Anatomy and Physiology  
- Health, Fitness & Wellbeing  
- Sport in Society  

(SEC 32, p. 6) 

Reviewing informaƟon from local educaƟon documents, other elements such as general sport 
trivia, game rules and sporƟng event history were added into the game. Although perhaps not 
requisites of the syllabus, I felt that including certain trivia quesƟons would add to the thrill of 
the game, exposing students to fresh informaƟon other than that being solely syllabus 
focused. Narrowing the content down was a challenge in itself, later on developing these into 
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quesƟon concepts of differing difficulty levels – easy/medium/hard to be answered by 
learners as they work and advance through the game. 

 

Figure 6: Excerpts from the NaƟonal 
Curriculum Framework  

(NCF, 2012, p. 15) 

 

 

The above excerpt, taken from the NCF document (p. 15) clearly idenƟfies core educaƟonal 
reformaƟve principles. This project taps into these points above, its objecƟves similarly fostering an 
engaging and collaboraƟve learning experience within the classroom. The essence of this specific 
project and this branch of research in general is emphasized through the second point above, whereby 
the very implementaƟon of the project demands “a readiness to depart from tradiƟonal curriculum 
structures and pracƟces that may restrict learning”. 

Throughout the NCF, the learner-centred and lifelong learning concepts are two fundamental elements 
which resurface consistently. Together with these educaƟonal pillars, the cross-curricular theme 
‘Learning to Learn and Co-OperaƟve Learning’ is introduced, fostering a collaboraƟve environment in 
which learning becomes a dynamic process. Thrown into a socio-developmental context, being 
exposed to diverse viewpoints and personaliƟes, learners learn to “funcƟon effecƟvely within group 
seƫngs”. Naturally involving themselves in processes such as the processing and synthesizing of 
informaƟon, creaƟng and problem solving, such methodologies allow for acƟve peer engagement, 
creaƟng meaningful learning experiences equipping learners with skills and competencies transferable 
into life outside the school environment – reflecƟng the last responsibility level in Hellison’s TPSR3 
model. 

 

 
3 Teaching Personal and Social Responsibility (1986) 

This NCF promotes:  

 A clear focus on improving the quality of 
education and raising student 
achievement levels 

 A readiness to depart from traditional 
curriculum structures and practices 
that may restrict learning  

 Flexible learning programmes providing 
diverse and integrated learning 
experiences that cater for a wide 
spectrum of learners and which suit the 
interests and capabilities of individual 
learners within nationally accepted 
parameters 

 Learning programmes that focus on 
understanding and emphasise the 
learning process and the active co-
construction of meaning rather than 
the mere acquisition of content 

 

 Learning programmes that empower 
teachers to implement innovative 
teaching/learning strategies especially 
through the use of eLearning 

 A move away from exclusively subject-
based approach that favours 
fragmentation and compartmentalisation 
of knowledge to a more cross-curricular, 
thematic, interdisciplinary and 
collaborative approach that reflects real 
life situations and encourages transfer of 
skills from one learning area to another. 
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Figure 7: Excerpts from the LAP - Addressing differenƟaƟon 

(Learning Assessment Program for PE & Sports, 2017, p. 38) 

 

Another key component menƟoned throughout local documents is learner differenƟaƟon. In 
the educaƟonal scene every learner is unique and educators must cater for individual needs, 
aiming to guide and holisƟcally influence the learners. As seen through the above, inclusion 
and diversity have not only become a duty and educator’s responsibility however are included 
in the NCF and LO documents as a reality we face daily, ‘Diversity’ being the second of the five 
principles outlined in the educaƟonal framework.  ImplemenƟng flexible learning 
programmes, one must conƟnually strive to pave “diverse pathways to learning so that all 
learners are equipped with the necessary skills to experience success in their life at school and 
beyond” (NCF, p. 31).  

 

3.5 The Learning ObjecƟves  
 

Let the main object of this, our DidacƟc be as follows: To seek and to find a method of 
instrucƟon by which teachers may teach less, but learners may learn more; by which 
schools may be the scene of less noise, aversion and useless labour but of more leisure, 
enjoyment and solid progress. (LOF, p. 9) Specifically referring to the PE SEC syllabus’ 
list of learning outcomes (SEC 32, 2025), this project directly targets the learning 
outcomes 3, 4 & 5, outlined below.  

 

 

 

 

Progression and DifferenƟaƟon in Learning 

The principles of diversity and inclusion which underpin the NCF imply that at all stages 
learners of all apƟtudes and competences should experience success, challenge, and the 
necessary support to sustain their effort. They need flexible learning programmes 
providing diverse learning experiences that cater for a wide spectrum of learners and allow 
for different rates of progression as children and young people work through their school 
years. Different approaches are needed to address different learning needs. With the focus 
increasingly on the learner and with more mixed-ability classes in schools, differenƟated 
approaches are becoming more important and teachers need to adopt strategies that build 
on children’s and young people’s previous learning and help them progress. 
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 Figure 8: Excerpt from the SEC32 LO document 

 

The above learning outcomes parƟcularly refer to the theoreƟcally based knowledge involved 
in the wriƩen part of the PE SEC examinaƟon. The game experience however targets more 
than this quanƟfiable learning component, tapping into the more abstract, socially 
constructed elements falling under the ‘HolisƟc Development’ secƟon of the LO framework. 
The table below brings together excerpts from the LOF, filtered and directly relaƟng to 
Triumpha and the board game experience. As can be seen below, these range from the basic 
Level 7 to the most developed ‘giŌed & talented’ behaviours at Level 10, which learners pass 
through across their secondary educaƟonal years from Year 7 through Year 11.  
 

Level 7 Level 8 Level 9 Level 10 
 
 
 

HD7.12 I can follow 
rules honestly and 

always play fair 
 

 
 

HD8.5 I can work 
independently and 

commit to a task even 
without direct 

supervision 

 
HD9.5 I can cooperate 
with others to achieve 
a common goal and to 
consider the welfare 

of each member of my 
group 

 

 
 

HD10.9 I can 
embrace an acƟve 
lifestyle and help 
others to live a 

healthy and acƟve 
lifestyle 

 

 
 
 

 
HD7.5 I can solve 
issues with other 

members of my group 
in a peaceful manner 

 

 
 
HD8.15 I can develop a 
sense of belonging to 

the group and 
demonstrate resilience 

to complete a task along 
with members in my 

group 

 
 

 
HD9.8 I can feel 

successful when we 
rely on each other and 

achieve together 

 
 

HD10.3 I can 
support and 

encourage all my 
teammates, so that 
each member of the 
group can perform 

at own personal 
best 

 
 

 

Table 3: HolisƟc Development Levels 

(Adapted from Learning Outcomes Framework, 2024, p. 8) 

LO 3. I can demonstrate knowledge and understand the contribuƟon which physical acƟvity 
and sport make to health, fitness and wellbeing.  

LO 4. I can recognise the role of the musculoskeletal systems in sport and physical acƟvity 

LO 5. I can understand and recognise the role of sports and sporƟng compeƟƟons in the culture 
and leisure Ɵme of society. I can recognise the local and internaƟonal insƟtuƟons that promote 
and regulate sporƟng events and acƟviƟes  
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Rooted in an AcƟvist Approach, the above excerpts specifically relate to curricular models 
namely TPSR, Adventure Based Learning and CooperaƟve Learning. Such elements are 
deliberately targeted and must be appropriately guided by the respecƟve educator 
throughout the learners’ board game experience.  

 

3.6 Validity and Reliability  

Rooted in the PE SEC syllabus content, Triumpha seeks to be a valid and reliable resource to 
be exploited by teachers. Further aiming to ensure such reliability of the use and content of 
Triumpha, I made it a point to discuss different areas with current physical educators, as well 
as my supervisor and advisor who guided my throughout this project journey. Informal, small-
scale playtesƟng was also carried out at different stages across the Triumpha creaƟon Ɵmeline 
(refer to Appendix A). This definitely allowed me to amend and tweak certain decisions as 
deemed necessary, ulƟmately aiming to create a final resource to be used by teachers in the 
educaƟonal context. Despite this, I definitely would like for Triumpha to be play tested and 
used further within schools and social contexts and will be organizing such experiences to 
observe Triumpha being played by varying player populaƟons, perhaps having to amend any 
game decisions further.  

 

3.7 Conclusion  

This chapter presents an insight to the methodological processes throughout the dissertaƟon 
journey, moving from a general – discussing the niche of project research - to a more specific 
perspecƟve, describing the creaƟon of Triumpha together with its curricular relaƟons and 
holisƟc learning objecƟves. The following chapter presents the project  
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Chapter 4: The Project  

4.1 IntroducƟon  

The below chapter delves into more depth behind the creaƟon of Triumpha. Describing my 
thought processes and decisions in more detail, this chapter presents the board game content, 
with close reference to the PE SEC syllabus and various game components forming part of the 
board game package. Furthermore, an analysis of the gameplay decisions will be discussed, 
together with the accompanying game designs and visuals created to enhance the board game 
experience. 

 

4.2 Content 

As discussed earlier in Chapter 3, Triumpha roots itself in the PE SEC O-level subject. This was 
iniƟally intended to target Olympic educaƟon, which was strengthened through the inclusion 
of board game elements. This idea, however, was scrapped earlier on due to copyright 
infringement issues and rather than keeping this as the central theme, instead blended this 
concept within the game. Triumpha specifically targets subject topics taken from the PE SEC 
syllabus (refer to Chapter 3) while incorporaƟng elements such as general sport trivia, game 
rules, and sporƟng event history, striving to strike a balance between educaƟon, knowledge 
and engagement.  

 

4.2.1 The Triumpha Board Game Package – What’s Included?  

The board game pack consists of various elements needed to thoroughly explain and set up 
the game to be played and enjoyed by its learners. These include the Triumpha Booklet, the 
physical board itself together with its add-on pieces as well as the different game card sets, 
namely the Key, Spinner, Movement and QuesƟon cards. A spinner arrow and 10 counter 
Triumpha game pieces are also included in the board game pack as elements to be used 
appropriately during play. Each of these components are explained and presented below in 
more detail. 
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i. The Triumpha Booklet 

 

The Triumpha Booklet includes all board game informaƟon 
involving the content, game set up and game rules. These are 
presented in a user friendly easy to understand fashion 
involving step-by-step game processes each with 
accompanying visuals and descripƟons.  

Triumpha has different gameplays, such as The Triumpha Dash 
– a faster route to complete the game. This booklet exhausts 
all this informaƟon, presenƟng these game elements 
accordingly.  

 
 

   Figure 9: The Triumpha Booklet  
 

 

ii. The Triumpha Board and add-on pieces 

The Triumpha setup involves the main board (refer to Figure A below) together with the 
gradual addiƟon of the separate board game elements (Figure 8: A and B below). The spinner 
piece is also to be included in its respecƟve area during the game set up, to then be used 
accordingly. During Triumpha, players refurbish the sport fields as they progress throughout 
the game, adding the board game piece on top of its respecƟve area when successfully 
compleƟng the required amount of quesƟons. The game is won when all pieces are added to 
the board, creaƟng a new game board face as presented in Figure B below.  

 

 

Figure 10: Board Game face without (A) and with (B) added sport field game pieces 

 

A B 
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Figure 11: Added game pieces Front (A) and Back (B) views  

 

 

iii. The Game Cards 

These are further divided into four categories, namely the Key Cards, QuesƟon Cards, Spinner 
Cards and Movement Cards – portrayed through Figure 9 below - all of which will be explained 
and analysed throughout this chapter. In the presented version of the board game, the total 
card quanƟƟes are shown in the table that follows. These quanƟƟes were developed for ease 
of back-to-back prinƟng and cuƫng in earlier stages of Triumpha, fiƫng eighteen cards each 
single sheet (refer to Figure 10 below). AddiƟonally, a large card amount allows for game 
replayability - the board game being able to be played over and over due to decisions and luck 
yielding different outcomes, ulƟmately keeping the game entertaining for its players. 
 

Figure 12: Front (A) and Back (B) views of rookie card prinƟng visuals 

 

A B 

A B 
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Table 4: 

Triumpha Card QuanƟƟes 

 

 

Aware of the learner differenƟaƟon reality, I made it a point to add variaƟons within the game. 
Examples of these include differing quesƟon card difficulty levels as portrayed above (rookie-
amateur-pro), as well as decisions to be taken throughout the game such as choosing to spin 
the wheel or to advance differently in the game. Being chosen by the learners themselves, 
such methodological components enhance the collaboraƟve aspect of the game, demanding 
communicaƟon and decisions to be taken by the group as a team rather than individually. 
Hence through playing the game itself, learners are exposed to a mulƟdimensional learning 
environment, linking to the holisƟc outcomes menƟoned earlier on. Referring back to Table 2 
in Chapter 3, a basic example of this at the earliest secondary educaƟonal stage, Year 7, would 
involve “solv[ing] issues with other members of my group in a peaceful manner” (HD7.5), a 
foundaƟon to then be developed upon across the years. Such interpersonal skills are boasted 
to be at the core of Triumpha and the game dimension, prioriƟzing interacƟvity through 
experienƟal learning (Noda et al., 2019). Earlier on in Chapter 2, the power of games in 
mulƟdomain learning was discussed, bringing one back to the noƟon of how such 
methodologies “are efficacious for goals other than increasing knowledge” (ibid, p. 3), 
prioriƟzing a holisƟc learning experience.  

To facilitate the educator’s role, I created a resource organizing the quesƟon card breakdown, 
visually depicƟng all the quesƟon cards involved in the game, as well as which fall under the 
specific curricular topic (refer to Appendix C). In this way, teachers may idenƟfy which 
elements of the curriculum have been targeted in the formulated quesƟons, data they may 
choose to analyse especially if adding on to the Triumpha quesƟons when creaƟng and 
personalizing their own resources. Such informaƟon will help idenƟfy potenƟal strengths and 
weaknesses, a useful tool in an educaƟonal context. 

Triumpha Game Cards QuanƟty 
Key Cards x36 
QuesƟon Cards 

- Rookie (Green) 
- Amateur (Orange) 
- Pro (Red) 

 
x54 
x54 
x54 

 

Spinner Cards 
- PowerUps/Hurdles 
- Challenges 

 
x33 
x3 

 

Movement Cards x54 
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Figure 13: Triumpha QuesƟon Card Visuals  

 

 

4.2.2 Game Card FuncƟons 

When answered correctly, the Key Card is used to be able to ‘unlock’ the respecƟve sport field 
chosen. Once unlocked, players may begin to aƩempt to refurbish the sport field of choice by 
correctly answering QuesƟon Cards. QuesƟon Cards vary between Rookie (easy - green), 
Amateur (medium - orange) and Pro (challenging - red) difficulty levels, involving syllabus 
related quesƟons and tasks to be completed. Answering a specific amount of these cards 
correctly will successfully refurbish the chosen sport field.  

At certain points during the game, players may have/decide to Spin the Wheel, landing on a 
set of three icon variables – the bolt, gym and muscle icons – to then take acƟon accordingly. 
If landing on the bolt icon, players must draw a Spinner Card. These vary between PowerUps 
and Hurdles referring to posiƟve and negaƟve consequences, respecƟvely, or on the rare 
occasion this may be a Challenge, a successful compleƟon of which would be followed with a 
reward. 

Key Card Spinner Card Movement Card 

Rookie Pro Amateur 



30 
 

When landing on the muscle icon, players must draw a Movement Card and complete the 
given physical acƟvity before resuming play. This set of cards consists of various bodyweight 
exercises and physical acƟviƟes, as well as a repeƟƟon indicator showing how many 
repeƟƟons of each acƟvity must be executed. This too involves an element of choice, allowing 
players to choose the repeƟƟon count. Once again, this was deliberately created to allow for 
differenƟaƟon (refer to Figure 15 further in this chapter to see the old versus new movement 
card visuals).  

The barbell icon does not have any cards related to it, however if landing on this icon, players 
must correctly answer a QuesƟon Card from the progress pile in the Training Room before 
resuming the game, a game mechanic which will be discussed later on during this chapter. To 
read and beƩer understand the game rules and how to play, refer to the Triumpha Booklet, 
presented within the Triumpha Board Game package.  

 

4.3 Gameplay Decisions 

If a player doesn’t understand what’s happening, he gets frustrated. If he knows it all 
(or thinks he does), he gets bored. The sweet spot called ‘fun’ exists between these 
two extremes (Selinker, 2011, p. 61) 

The development of Triumpha involved the consideraƟon of various gameplay elements 
aiming to create a ‘final product’4 which is not only engaging but also educaƟonally effecƟve 
within a classroom environment. This secƟon posiƟons myself as a researcher within the game 
design process while exploring key gameplay decisions made, their underlying raƟonale and 
how they contributed to achieving this project’s overall objecƟves. 

 

4.3.1 My Role as a Game Designer 

People who wish to design games should play games. Lots of them.                  
(Selinker, 2011, p. 7) 

In conƟnuous communicaƟon with my supervisor, we discussed the importance of the 
preparatory phase prior to begin building this project. Apart from reading and familiarising 
myself with the various forms of research and literature available on my chosen field of study, 
I also targeted to begin playing different types of card and board games across different 
seƫngs. Being able to experience these simultaneously from a player yet design perspecƟve 
allowed me to begin to quesƟon the creators’ decisions, delving into gameplay, design and 
development – a few of the many intertwining components when tapping into the game 
dimension. I consider myself a creaƟve individual keen to explore innovaƟon and I believe this 
to be one of the catalysts in my decision to take on this research project.  

 
4 Although perhaps being presented as finalised as possible, I believe this project is dynamic and flexible, open to be 
amended and shaped through feedback from different player populaƟons, ulƟmately amelioraƟng its potenƟal. 
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Despite this however, ironically enough I would be lying if I called myself a gamer, having to 
admit that very rarely do I taste anything close to victory during family or friend game nights. 
What definitely interests me however is the aestheƟcal component, idenƟfying my inclinaƟon 
towards the visual and kinaestheƟc learning styles. Blending this together with my passion for 
teaching and more specifically the area of Physical EducaƟon helped bring my vision to life, 
hoping to create a resource which can posiƟvely impact the learners’ experience. Although 
tedious, creaƟng Triumpha didn’t feel like a monotonous process but rather an exciƟng 
journey in which I have learnt – and am yet learning – so much.  
 

4.3.2 CollaboraƟve vs CompeƟƟve Dynamics 

Recognizing the value of both social interacƟon and the thrill of achievement especially in a 
physical educaƟon environment, it was challenging to decide upon which path to follow in the 
early development stages of the game. I iniƟally decided to go with the collaboraƟve dynamic, 
idealizing a holisƟc educaƟonal experience. Especially targeƟng the secondary years, omiƫng 
the compeƟƟve element worried me, beginning to feel this could potenƟally impinge on the 
learner engagement and enthusiasm. As I began developing the game further however, it was 
interesƟng to be able to explore both collaboraƟve and compeƟƟve opportuniƟes, the game 
rules shaping this dynamic and widening what I thought had to be a rigid framework. Hence, 
one of the foundaƟonal decisions in the design of Triumpha strikes a balance between the 
collaboraƟve and compeƟƟve gameplay components.  

This game is structured to encourage players to work together to ulƟmately refurbish 
Triumpha Sport Village in Ɵme while also fostering healthy compeƟƟon, manifesƟng itself in 
various forms and chosen styles of play. I feel that this is one of the only Ɵmes where my 
indecisiveness could possibly have been advantageous. Such an element broadens the games 
horizons, enhancing the game’s replayability value by giving one the opportunity to choose 
between different playing modes. From a player perspecƟve, this appeals to different learner 
interests and personal preferences. The below scruƟnizes these polar game collaboraƟve and 
compeƟƟve concepts within Triumpha. 

The CollaboraƟve element: As previously menƟoned, on a surface level Triumpha demands 
collaboraƟon, players needing to work with one another to reach the ulƟmate goal of 
refurbishing all the game Sport Fields. Digging deeper below the surface, the game mechanics 
are deliberately planned to heighten the collaboraƟve aspect, encouraging players to 
communicate, problem-solve and work their way through the game. Decisions such as which 
sport field to aƩempt to unlock, which quesƟon difficulty to aƩempt as well as game decisions 
such as whether to spin the wheel or not are all examples of conƟnuous criƟcal decisions the 
team must decide upon together to advance throughout the game. With the educator’s 
guidance, learners are encouraged to work together effecƟvely, smoothen out difficulƟes 
when they arise and learn how to overcome challenges together in a pracƟcal and realisƟc 
seƫng.  
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Observing learners’ behaviours, educators may choose to reflect on the game experience to 
close off the lesson, bringing up lived scenarios minutes before and discussing these together 
with the class, aiming to make such an experience meaningful. The gamemaster role within 
Triumpha also calls for a collaboraƟon between them and the game players, ensuring game 
rules are followed and a mutual respect between all is pracƟced throughout. Such values are 
transferable into everyday life, Triumpha targeƟng to be a scaled down reflecƟon of reality.  

The CompeƟƟve element: Zagal et al. (2006) expose the reality of a saƟsfying game ending as 
an element directly roping the learners further into the game, creaƟng an environment in 
which they “care about the outcome” (p. 33). Aiming to bring this into Triumpha, being played 
by a minimum of 2 players, one may decide to introduce the compeƟƟve aspect with different 
teams, working together as a group yet simultaneously playing against other teams using 
separate Triumpha Boards all aƩempƟng to win the game by successfully refurbishing all their 
sport fields first. In addiƟon to the possibility of playing ‘against Ɵme’, the Triumpha Rule Book 
explains a score system which may be introduced, each quesƟon weighing different points 
depending on its difficulty (refer to The Triumpha Booklet p. 15 – The Triumpha Point System). 
Players may choose to keep track of their total scores, logging total points accumulated 
together with the total Ɵme taken on the scoresheet provided as two final scores.  As 
Triumpha is played over and over again, these form a ‘Personal Best’ and ‘High score’ log to 
be broken by them themselves or other teams. Such game elements provide the compeƟƟve 
thrill within the game and it is ulƟmately up to the players and educators to select the most 
appropriate method of play. 

This dual approach enhances moƟvaƟon, promoƟng teamwork and shared success alongside 
the excitement and drive generated by compeƟƟon. IntegraƟng both components reflects 
real-world sports and physical acƟvity, where collaboraƟon and compeƟƟon coexist, enriching 
the educaƟonal relevance of the game. 

 

4.3.3 The Fun - EducaƟonal Spectrum  

A central goal throughout the design process was to create a game that is simultaneously fun, 
engaging, and educaƟonal, tailored for efficient use in a classroom seƫng. To maintain student 
interest and encourage acƟve parƟcipaƟon, various game mechanics were incorporated to 
sustain momentum and excitement, all of which will be analysed and discussed throughout 
this chapter. To be able to do so effecƟvely, as a game designer I had to tune into the relaƟons 
between strategy, luck and skill, balancing these elements to find the “sweet spot” (Selinker, 
2011, p. 61) keeping players engaged.  

A game is an interacƟve mathemaƟcal system, made concrete, used to tell a story 
(Selinker, 2011, p. 44) 

Furthering on such a holisƟc learning experience, Selinker discusses how the game mechanics 
and metaphor intertwine with one another to ulƟmately create the game experience. This can 
be simplified into the mechanics versus theme driven elements, “craŌing an experience that 
makes so much sense that players become uƩerly immersed in the play” (ibid, p.48). Triumpha 



33 
 

tells a story - the players are villagers who must refurbish their run down sport village in Ɵme 
to host the Triumpha Sport FesƟval. The figure below is an extract from the playbook resource, 
seƫng the scene.  

 

 

 

 

 

 

 

Figure 14: An extract from the Triumpha Playbook (p. 1) 

 

Such an element is invaluable within the game context, breathing life into Triumpha 
transcending beyond rules to be followed. Without this, the game may become monotonous, 
its structure limiƟng player enjoyment and creaƟvity. Game mechanics hence root themselves 
into the theme, creaƟng an entertaining learning experience for all. 

 

4.3.4 A DifferenƟaƟon Reality 

The concept of appealing to the individual learner is prioriƟsed throughout Triumpha. This can 
be seen through the previously menƟoned game elements such as decisions whether to 
include a point system, which quesƟon card and exercise difficulty to select, the bonus 
quesƟons increasing quesƟon difficulty as well as the addiƟon of adapƟve variaƟons scaling 
down the movement cards. In addiƟon to all this, certain elements were also proacƟvely 
included within the board game, targeƟng specific learner impairments. The dyslexic friendly 
font ‘OpenDyslexic’ was downloaded and used consistently throughout all board game 
resources, making Triumpha dyslexia friendly and easily interacƟve. Colour blindness was also 
taken into consideraƟon. With red, green and orange being parƟcularly difficult colours to 
disƟnguish between, easy-medium-difficult torch icons were created to indicate their 
respecƟve card and hence quesƟon difficulƟes, all which can be seen below.  

 

 

 

 

 

Figure 15: The three differenƟated QuesƟon Card levels 

Triumpha Sport Village has been run down and out of use for years on end. 
The villagers have been living sedentary, physically inactive lifestyles and 

this needs to change.  

In hope of rekindling sport interest, the first ever Triumpha Sport Festival 
will be taking place - the largest sporting event in village history.  

Can you refurbish Triumpha Sport Village in time to host the festival?  

We are counting on you! 

Rookie Pro Amateur 
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AddiƟonally relaƟng to the differenƟaƟon reality, Triumpha users may scan a QR code (refer 
to The Triumpha Booklet, p. 17) allowing them to access their Triumpha resources. This was 
purposely included to allow the teacher to download, personalize and print their own 
resources, formulaƟng their own quesƟons to then be included in the game. This involves 
blank QuesƟon Cards as well as Triumpha scoresheets which can be used to log the player 
Ɵme and score. These can be used as deemed necessary by the teacher, an example being 
dedicaƟng a set amount of Ɵme at the beginning or towards the end of the lesson to group 
learners and encourage them to create their own quesƟons taken from the syllabus materials 
– to then be checked and added into the board game. This further diversifies gameplay while 
branching into a student-centred teaching methodology. Such resources invite teachers to 
give Triumpha their own touch, being able to tailor this to their learners’ specific needs (refer 
to Appendix D for visuals or scan the QR code to access them as a PDF version). 

The Triumpha gamemaster role allows for differenƟaƟon in itself and was iniƟally introduced 
to challenge the ‘cheaƟng’ reality between players. Since this game roots itself in collaboraƟon 
and compeƟƟon against the other Triumpha teams, having a gamemaster adds the ‘policing’ 
aspect, ensuring proper play is executed. This resembles the ‘banker’ concept in monopoly, 
the difference being the more game responsibiliƟes and importance given in Triumpha. The 
managerial concept of the gamemasters role sƟll allows for learning to take place, involving 
drawing, reading out and asking the quesƟons, manoeuvring and leading the overall 
gameplay. The gamemaster would ideally understand the rules of the game clearly, being able 
to explain and communicate effecƟvely with the rest of the players as they work their way 
through Triumpha, giving the game appropriate commands to be followed respecƟvely by the 
players.  

Players’ aƫtudes vary based on individual experiences and educaƟonal goals, the same game 
elements being considered appealing or not at all across individuals.  Although not parƟcularly 
parƟcipaƟng in the main gameplay, the gamemaster role is considered to be an acƟve one and 
may perhaps interest various learners more than the Triumpha player role. Linking to the 
player type classificaƟon discussed earlier in the Literature Review (refer to p. 13) such players 
may fall under the ‘socialiser’ category, fulfilling communicaƟon related moƟvaƟonal drives 
(Zagal et al., 2006). The opportunity to take on such a role hence embraces the learning 
spectrum and once again embraces a student-centred educaƟonal approach.  

RelaƟng to the differenƟaƟon reality within the physical movement card pack, I aimed to make 
this as inclusive as possible. Different skin complexions were added, as well as different 
genders through male and female visuals. Unfortunately, due to the limited card surface area 
I was not able to involve other adaptaƟon and inclusive aspects. For this reason, I originally 
intended to create an AcƟvity Booklet depicƟng and explaining such varied acƟviƟes, however 
I once again faced the challenge of this being non-exhausƟve. Aiming to tackle this, I thought 
of the possibility of creaƟng an online forum whereby Triumpha owners and players may 
upload their adaptaƟons and versions, or simply addiƟons to the physical acƟviƟes in the 
movement pack. Such an element builds on the collaboraƟve and communicaƟon element 
even outside the Triumpha gameplay itself, potenƟally being a useful resource for educators 
to connect and feed off one another’s original ideas. This may be easily set up through the use 
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of a QR code which may eventually be added to the Triumpha Booklet – educators would only 
have to scan the code and upload any photos or videos they wish to share. This element has 
not yet been set up for dissertaƟon purposes and is an idea worth considering and adding to 
this resource, targeƟng to decrease the chasm between expectaƟons and reality.  

 

4.4 A Closer Look at the Triumpha Components  

This secƟon analyses various game components in more detail, giving insight on the thought 
processes behind why certain decisions were taken and eventually included or perhaps 
omiƩed from the final version of Triumpha to date. More specifically, the Spinner Wheel, 
Movement Cards, and Training Room elements will be analysed in more detail below, 
supported by accompanying Triumpha visuals. 

 

i. The Spinner Wheel 

Literature exposes the element of chance as “intriguing”. In 
Triumpha, this manifests itself within the Spinner Wheel 
and its varied outcome possibilities throughout the course 
of the game. The initial idea incorporated the physical 
activity component, each card having three possible 
outcomes, referring to the three different icons potentially 
landed on.  

 

Figure 16: The Spinner Wheel visual 

 

As the game design developed, this was shaped into a PowerUp (positive) versus Hurdle 
(negative) outcome, paralleling the players’ reasons behind spinning the wheel. This is to be 
spun following an incorrectly answered question card or three consecutive correctly 
answered question cards. The different possibilities and polar outcomes of such a mechanic 
keeps players entertained while providing an appropriate reward or punishment as 
consequences following their actions.  

To add to the element of luck and surprise, the spinner card pack includes three challenges, 
which may be drawn randomly by chance at any point throughout the game. Followed by a 
hefty reward upon successful completion, these create an element of unpredictability and 
thrill, encouraging players to get together and work with one another to accomplish what is 
being asked of them.  
 



36 
 

ii.  The Movement Cards - Let’s Get Physical 

Being a physical acƟvity related board game, I definitely wanted to 
somehow Ɵe the physical movement component into Triumpha. 
In the first game prototype this was present yet minimal, involving 
specific physical exercises wriƩen in text on the drawn card. This 
was found to be one of the most entertaining elements of the 
game during playtesƟng stages and suggesƟons to increase its 
significance in the game were unanimous.  

 

Figure 17: The Movement Card pack 

 

In order to exploit this element, the Movement Card pack was created. This is made up of 
fiŌy-four (54) cards, each presenƟng a different type of exercise. A picture visual and 
repeƟƟon ranges are also provided at the top of each visual, allowing for the players to 
execute this to their maximum potenƟal. This was previously a given a fixed repeƟƟon (A), 
however was adapted into a range between the easy-medium-difficult ranges to allowing for 
choice and differenƟaƟon (B). During the creaƟon of this card pack, it felt important to include 
some type of variaƟons from the average. For this reason, exercise variaƟons have also been 
added to some of the cards, portraying alternaƟve ways to scale down the acƟviƟes if deemed 
too challenging (C). The visual below depicts an example of the older and newest versions of 
the movement cards. A difference in font may also be observed in the ‘Push Ups’ text – the 
newer version uƟlizing the Open Dyslexic font presenƟng a visual much easier to read for 
learners with such impairments.  

 

 

                          Figure 18: Old vs Newer Movement Card visuals  

 

Old  

A 

C 

B 

New  
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Due to the limited card surface area, the Triumpha package also aims to includes a resource 
involving different ideas for exercise adaptaƟons and variaƟons, scaling the average exercise 
up or down depending on the learners’ abiliƟes. This however has not been created as yet, 
and I aim to set up an online forum to be exploited at a later stage. Triumpha invites educators 
to be creaƟve, adapƟng to the specific needs of the class and individual learners, seeking 
innovaƟve ways to keep the acƟviƟes engaging and able to be executed by all.  

This element of the game enhances the physical component, giving the game a pracƟcal edge 
and keeping players on their toes...or more like in a plank. Encouraging movement, this 
addiƟon to the game allows learners to familiarize themselves with the proper exercise 
terminology, being visually depicted, read out and executed from the drawn cards. A basic 
understanding of the correct terms and techniques to carry out such physical exercises is key, 
especially those aspiring to perhaps further their studies in the field of sport and physical 
educaƟon. 

 

iii. The Training Room  

In Triumpha, the creaƟon of the Training Room significantly 
influences the educaƟonal component within the game. 
When answering a QuesƟon card incorrectly, players must 
place the card in the Training Room, gradually forming the 
‘progress pile’ – the stack of previously incorrectly answered 
cards. Within the game, players may be asked to aƩempt to 
answer these cards correctly before being able to resume 
the game.  

Figure 19: The Training Room visual 

This prioriƟzes the game’s learning concept – rather than being discarded and placed at the 
boƩom of the card pile, it is being placed in a disƟnct area. From an educator’s point of view, 
this data effecƟvely highlights the areas which learners may be weak in. Taking note of this 
may perhaps be useful for both the teacher and learners themselves, encouraging revision of 
specific syllabus topics. Furthermore, when the game is won, Triumpha involves a penalty 
system. Any remaining cards in the Training Room each weigh 5points to be added up and 
deducted from their final point score. This game element rewards correct answers throughout 
the game while specific game direcƟons encourage players to revisit these cards before being 
able to resume the game. Upon compleƟng the game, players are given the opportunity to try 
to answer five (5) of the cards which sƟll remain in the Training Room. Such a game mechanic 
strengthens the learning and revision concept, once again idenƟfying any weaker topics and 
subject knowledge. Such data may be exploited by the teacher. 
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iv. The Triumpha Dash  

A ‘Triumpha Fast Track’ feature was introduced to prioriƟze educaƟonal content without 
compromising the pace of the game. This style of play allows players to enjoy a faster paced 
game, answering quesƟons and carrying out the given physical acƟviƟes. The spinner wheel 
is only spun aŌer incorrect quesƟons and the bolt icon is invalid during this version of the 
game, hence no powerups, hurdles or challenges will be used. This fast track rewards 
knowledge and skill while keeping the gameplay dynamic and Ɵme-effecƟve — a crucial 
consideraƟon for structured lesson plans and the reality of a 40-minute lesson. The opƟon to 
choose between a fast track and the normal game route once again embraces the 
differenƟaƟon component, appealing to the diverse player characterisƟcs (refer to page 13 on 
The Triumpha Booklet for a more detailed explanaƟon on this chosen route).  

 

4.5 The PlaytesƟng Stages  

I iniƟally thought of involving the piloƟng and playtesƟng processes in my dissertaƟon 
however this was dismissed by the Research Ethics CommiƩee. Despite not having to record 
this for dissertaƟon purposes, I acknowledged its importance in the game outcomes and 
decided to carry these out informally – playing with my family and my supervisor - for my and 
the game’s own benefit, taking notes and lisƟng any potenƟal game amendments and tweaks 
to consider (refer to Appendix A). I intend to play with social groups such as experienced PE 
SEC teachers and secondary students, allowing me to observe Triumpha being played and 
tested within its intended target populaƟons.  

It is by seeing the game through the eyes of the society you design for that your games 
will have an impact (Kalmpouritzis, 2019, p. 52) 

Zagal et al. (2006) discusses the effecƟveness of a co-design approach involving both the 
learners and educators. Such playtesƟng opportuniƟes would ulƟmately provide me with raw 
data and feedback to then be exploited, further improving this educaƟonal game.  

It was a great feeling to see my first printed, physical prototype off the digital screen made 
tangible and interacƟve. AŌer having a good look at the product I began lisƟng down small yet 
important tweaks and design arrangements which were more pronounced when seeing the 
board game in front of me. Such fine tuning impacted the aestheƟc element and hence the 
overall Triumpha experience. The commitment to conƟnuous improvement through 
playtesƟng ensured that the final game was both user-friendly and effecƟve in achieving its 
educaƟonal goals. Despite being ‘finalized’ and presented, Triumpha has yet to be piloted and 
play tested, even further tailored to the educators, learners and players to ensure an ideal 
educaƟonal game experience is created. 
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Figure 20: The first printed prototype – Triumpha! 

 

4.6 Clearing the Hurdles 

The informality of the playtesƟng allowed me to hone into the players’ feelings and iteraƟve 
processes, observing and playing Triumpha from this perspecƟve. Asking quesƟons such as - 
What would intrigue the player more? What game concept can I tweak to add to the element 
of risk and chance? What element would heighten the players’ need for collaboraƟon? – all 
fuelled the game design decisions and elements within Triumpha. During the playtesƟng 
stages various elements were sƟll big quesƟon marks in my mind - shall I go for this or that, 
and why? Keeping the ulƟmate educaƟonal and classroom-based target in mind helped pave 
the Triumpha pathway, however, this was definitely not a straighƞorward one – taking one 
decision means leaving another three behind. This is something I struggle with daily and am 
trying to work on, especially as it influences my future career as an educator.   

The playtesƟng stages exposed game weaknesses and elements worth reconsidering for 
various reasons. Discussing these openly with the players allowed me to acknowledge the 
raƟonale behind their suggesƟons, various game elements appealing to differing players. A 
visual of the list of points taken down throughout the playtesƟng stages can be found in the 
appendices (refer to Appendix A). This helped me jot my thoughts down to then be further 
discussed and decided upon.  
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One of the main points definitely involved increasing the physical movement concept, and as 
previously menƟoned earlier on in this chapter this element was later developed into a new 
set of Movement cards – Let’s Get Physical. Another significant element involved the physical 
cards themselves. Various quesƟon formats were difficult to be carried out, for example 
including too much informaƟon for the player to answer without having to look at the card 
itself. For ease of play, the quesƟons were reviewed once again and any amendments deemed 
necessary were made to ensure as straighƞorward and easy to understand game experience 
as possible. Another smaller yet significant element relates to the number of correctly 
answered cards in the Sport Field. One of the suggesƟons given was a counter or game piece 
to physically show how many cards players are currently at and how many are leŌ to go, since 
placing them down on the physical board naturally covers the number. I ordered a visual 
counter to be used specifically for this game mechanic however I didn’t see this fiƫng into the 
board game, seeming impracƟcal and bulky, adding yet another game piece to the game I 
wanted to keep as simple and effecƟve as possible. Perhaps future designs of Triumpha may 
develop this concept further. 

Apart from the above physical game element examples, other elements relate more to the 
abstract gameplay, beyond the board. What could I do to make Triumpha remain appealing 
enough to be played over and over again? When creaƟng the game I tried to prioriƟze this 
element, playing around with various ideas to enhance the game replayability concept. Apart 
from the obvious sets of cards involving large numbers, I decided to exploit the Spinner Wheel 
element, developing it even further by adding variables. An example of this would be the bolt 
icon, rewarding or punishing the player when landing upon it for a posiƟve/negaƟve reason, 
respecƟvely. Within the whole Spinner Card pack I also included three challenge cards – a 
surprise element which could be drawn by chance at any Ɵme within the game. I feel such 
elements add to the unpredictability of Triumpha, keeping engagement levels high and 
hopefully increase the thrill, ulƟmately making them look forward to playing again.  

Despite tackling this concept, as a game designer I sƟll feel that this is one of the challenges 
Triumpha will have to face, as cards will have to be recycled and syllabi may also be changed 
in the near future. Triumpha however remains flexible, with extension packs parƟcularly 
focusing on specific syllabus topics being able to be introduced at any stage. Educators may 
also adapt the game to the needs of their learners, using the blank cards explored earlier on 
in this chapter or perhaps even creaƟng DIY cards themselves if deemed beƩer. The three 
levels of difficulty – easy/medium/difficult – also tackle this differenƟaƟon obstacle and may 
be explored even further.  

As an educator I find myself seeking to raise the challenge for my learners, aiming to keep a 
high Ɵme on task and engagement level. I feel that this is yet another challenge which comes 
into play with Triumpha, being a board game to be played by a whole class. Discussing opƟons 
with my supervisor, we discussed the possibility of the game being played by a maximum 
number of players, such as six (6) to keep acƟve parƟcipaƟon levels high. The class may be 
split into groups each having a Triumpha board set, working collaboraƟvely to refurbish the 
sport fields and compeƟng against one another. Hence at a later stage targeƟng school 
outreach as a game to be sold in the market, such realiƟes may be taken into consideraƟon 
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and thought upon accordingly. In the Triumpha Booklet however, only the minimum number 
of players (2) is indicated. The maximum number of players is purposely omiƩed and only 
presented as a suggesƟon, allowing teachers and players to exploit Triumpha as they deem 
best, leaving game possibiliƟes flexible.  

 

4.7  Visuals and Designs 

A significant element of games lies in their aestheƟc – the eye-catching components which 
create the immersive game experience. As previously menƟoned, Triumpha originally targeted 
to be Olympics themed, however this was later on developed into a similar yet different 
concept. The whole of Triumpha is a visual in itself, with the physical board, cards, Ɵtle and 
logos needing to be designed and produced from scratch, not menƟoning the catchy names 
and accompanying visuals working hand in hand with the game mechanics. Beginning to draŌ 
these on a journal sketchbook during iniƟal project stages, these were gradually brought to 
life visually and later on printed professionally. This sketchbook shows a visual journey, puƫng 
my thoughts into paper to then be adjusted and perfected with the use of technology. The 
figures below present excerpts from my sketchbook pages paralleled to digitalized visuals 
developed at a later stage in the game design process.  

 

Figure 21: Early journal sketches – previously named ‘CiƟus AlƟus ForƟus’ 



42 
 

 

 

Figure 22: Journal extracts showing other different icons & designs 

 

 

 

Figure 23: From the sketchbook to the digital screen 
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4.7.1 The PrinƟng Stages 

When my Triumpha designs were finalized, the final process involved the prinƟng stages – 
bringing Triumpha to life. I chose to work with Polidano Press Ltd and following several email 
communicaƟons involving details such as components and amounts to be printed, we set up 
a face-to-face meeƟng to further discuss and finalize prinƟng decisions (refer to Appendix E). 
Although having already decided upon certain elements before the meeƟng, these had to be 
tweaked due to material availability and other reasons (refer to Appendix B). An example of 
this are the card borders. Previously designing borders around all quesƟon cards and booklet 
for aestheƟc purposes, the printer advised me otherwise due to potenƟal prinƟng 
inequaliƟes. Hence following the meeƟng, I had to revisit all designs once again, amending 
and tweaking the visuals accordingly.  

I designed all the game components on Canva Pro, being familiar with this design plaƞorm 
and finding it comfortable to use. Thankfully, this corresponded and was of a good enough 
quality to be used in the professional prinƟng stages, since they use a different plaƞorm. AŌer 
discussing various possibiliƟes, I decided to print Triumpha on a physical board, similar to 
common board game material. Being circular in shape, this created a few issues and concerns 
such as the folding and packaging of the board were discussed during the meeƟng. It was 
eventually decided for Triumpha to be printed on a mat material. This would allow for no 
folding to be needed and would be rolled up for packaging purposes. I saw and felt the mat 
material to be used and aŌer exhausƟng all possibiliƟes, decided to go ahead with this 
decision. The packaging seemed to be the issue with this decision, having the separate add-
on board game pieces and card sets which were now bulkier than the main board itself. 
Discussing custom fit packaging opƟons for the whole Triumpha package, I finally decided to 
package the board game myself, rolling and fiƫng the Triumpha playing mat into a storage 
tube while fiƫng all game components in a box in a presentable manner (refer to Appendix 
F). Although this seemed to get the job done for dissertaƟon purposes, this would definitely 
need to be thought through and redesigned if Triumpha was to be sold and distributed to 
potenƟal customers and investors. The original square, compact packaging would be ideal to 
produce, store and sell, however this obviously depends on many variables and would need 
to be decided at a much later stage.  

 

4.8  Conclusion 

The above chapter discusses the project from a creaƟon and design perspecƟve, each 
component deliberately planned, thought out and inserted into Triumpha for specific reasons. 
Being able to read through these processes allows one to appreciate and understand the work 
behind the final presented project of Triumpha, more specifically relaƟng to its educaƟonal 
and learning component to ulƟmately be a resource which can be used by educators within 
their lessons.  
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Chapter 5: Conclusions and RecommendaƟons 

5.1 IntroducƟon 

This chapter concludes the dissertaƟon by summarizing the key insights gained through the 
design, development, and evaluaƟon of the educaƟonal board game Triumpha. It reflects on 
the project’s purpose, assesses its strengths and limitaƟons, evaluates its overall effecƟveness 
and outlines direcƟons for future development and research. 

 

5.2 Purpose of the Study  

The study set out to enhance the PE SEC learning experience by creaƟng Triumpha, an 
innovaƟve, project-based board game grounded in the local Learning ObjecƟve Framework 
(LOF) and NaƟonal Curriculum Framework (NCF). At its core, the project aims to deliver PE SEC 
subject knowledge in an engaging, dynamic, and socially interacƟve manner. 

More specifically, Triumpha seeks to: 

 Provide a holisƟc learning experience embracing diverse learner personaliƟes and 
social interacƟon. 

 Serve as both a teacher and learner resource, with components designed to support 
individualism and differenƟated instrucƟon. 

 Empower educators to idenƟfy students’ areas of weakness via a unique coding 
feature, facilitaƟng targeted revision and support. 

 Extend beyond PE SEC by integraƟng general sports trivia and history, broadening the 
game’s appeal. 

 

5.3 Project Strengths and LimitaƟons  

As the project progressed, it became clear that Triumpha embodies disƟncƟve qualiƟes 
contribuƟng to its effecƟveness as an educaƟonal tool. However, like any innovaƟon, this also 
presents challenges that must be acknowledged. ReflecƟng criƟcally on these strengths and 
limitaƟons offers valuable insights into the project’s overall impact and provides a foundaƟon 
for informed future development. 

One of the key strengths of Triumpha lies in its pracƟcal, innovaƟve, and engaging design. The 
game successfully fosters acƟve student parƟcipaƟon by creaƟng an immersive learning 
environment that moƟvates learners to engage both with the content and with one another. 
AddiƟonally, Triumpha is highly flexible, respecƟng individual differences by allowing for 
varied approaches and accommodaƟng different learner personaliƟes. This adaptability 
makes it a resource that is easily understood and used by both educators and students alike. 
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The game’s strong alignment with the local curriculum frameworks ensures its relevance 
within the PE SEC subject area. At the same Ɵme, the inclusion of general sports trivia and 
historical quesƟons broadens its appeal beyond the classroom, aƩracƟng a wider audience in 
social contexts. Furthermore, Triumpha promotes life skill transferability and mulƟdomain 
learning, supporƟng a holisƟc educaƟonal approach that encourages students to develop not 
only subject knowledge but also social and cogniƟve skills. 

Despite its many strengths, the project also faced limitaƟons, one of these being the quesƟon 
cards not covering the PE SEC syllabus exhausƟvely. While many topics and subtopics are 
addressed, some components are less represented, some being difficult to involve within a 
quesƟon-and-answer format. Moreover, linking to the concept of replayability, quesƟon cards 
relaƟng to a specific syllabus topic will always remain the same, hence this perhaps presents 
another challenge. PotenƟal soluƟons to these challenges, such as adding various extension 
packs will be discussed later on in this chapter, specifically in secƟon 5.5 - A Way Forward. 
AddiƟonally, although revised lately (2025), the PE SEC syllabus is bound to change, hence 
game elements would need to be tweaked and adapted accordingly for Triumpha to keep up 
to date with the current syllabus.  

Branching into the social game realm, while aiming to create an engaging and moƟvaƟng 
environment, its compeƟƟve and interacƟve nature may seem inƟmidaƟng or even 
threatening to some learners, potenƟally affecƟng their parƟcipaƟon and enjoyment. This 
must be addressed and tackled by the respecƟve educator, finding a harmony between 
learners’ preferences to be able to exploit Triumpha effecƟvely and to its highest potenƟal. 
With its objecƟve being used within a school context, noise levels during gameplay could also 
pose classroom management challenges for educators while seeming a hindrance to other 
lessons happening in the vicinity. These factors highlight important consideraƟons for 
Triumpha especially relaƟng to its implementaƟon within diverse educaƟonal seƫngs.  

Lastly, one of Triumpha’s main limitaƟons would involve its cost efficiency, its professional 
prinƟng and final product amounƟng to a heŌy total cost. This involves the custom picked 
materials of the Triumpha mat as well as various game components presented within the 
board game package, each specifically selected to ulƟmately bring the Triumpha game 
experience to life. With its main target being a teacher and learner resource to be introduced 
within the PE SEC classroom and educaƟonal environment, the cost of such a resource would 
ideally be reasonable for schools to invest in. In the near future, being able to collaborate and 
look into sponsorship opportuniƟes from various local or internaƟonal organizaƟons would 
allow Triumpha to broaden its horizons – its educaƟonal game potenƟal is endless. Amending 
game concept and prinƟng logisƟcs as deemed necessary, being able to produce this in larger 
quanƟƟes to potenƟally be sold within the market is a milestone in the Triumpha journey I 
aspire to work towards, following its appropriate playtesƟng and fine tuning.  
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5.4 EvaluaƟng the Project  

Literature proves playtesƟng to be a criƟcal phase in game development during which the 
game designer refining game mechanics, balancing engagement and ensuring educaƟonal 
effecƟveness. Described as an “indispensable navigaƟon tool” (Kalmpouritzis, 2019, p. 319), 
despite potenƟally having to revise various game ideas and mechanics, an adequate 
evaluaƟon will eventually steer the game toward greater and more effecƟve learning 
experiences.  

I originally intended to carry out a Triumpha playtesƟng phase however this was not feasible 
within the project’s Ɵmeframe while also not being approved by the Research Ethics 
commiƩee. Despite this, I acknowledged the importance of small-scale tesƟng, allowing me 
to gain valuable insights related to the project, such as game visuals and mechanics. This came 
to life across the table with my family members, whose feedback and suggesƟons helped 
shape the game across the design and tweaking stages.  

Future iteraƟons of Triumpha should definitely incorporate extensive, iteraƟve playtesƟng 
across diverse classroom seƫngs before its final producƟon, allowing the game to be tested 
by its target populaƟon, obtaining valuable data and feedback. Apart from the playtesƟng 
experiences themselves, research proposes various examples of evaluaƟons which may be 
effecƟvely carried out, such as focus groups, quesƟonnaires and usability tests. ReflecƟng on 
how these can be exploited within Triumpha tesƟng, all may be incorporated within the 
tesƟng stages, adapted according to the specific target populaƟon. The player populaƟons are 
significantly chosen, able to evaluate the different game aspects relaƟng to the elemental 
pentad, these namely being educaƟon, aestheƟcs, story, mechanics and technology. Such 
evaluaƟon modes would allow me, the researcher and game designer, to compile different 
sources of data which I may then analyse to ulƟmately enhance the game experience.  

Kalmpouritzis (2019) describes an “improperly designed evaluaƟon [as being] worse than no 
evaluaƟon at all” (p. 316). Hence this stage requires appropriate planning, execuƟon and 
reflecƟon. An effecƟve evaluaƟon aims to gain the answers sought to pre-thought quesƟons 
relaƟng to the overall gameplay concepts and learning experience. Furthermore, literature 
reveals this as an ongoing process which starts as from day one of one’s game design.  A brief 
representaƟon of this persistent evaluaƟon process is depicted in the figure below.  
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Figure 24: The different phases of the evaluaƟon process 

(Adapted from Kalmpouritzis, 2019, p. 314) 

 

Giving a voice to the players, such a game evaluaƟon allows for different perspecƟves 
throughout the evaluaƟon process, to then be taken on and potenƟally adopted into the 
revised version of game.  

 

5.5 The Project Experience 

Engaging in this project has offered a profound and mulƟfaceted learning experience, 
extending well beyond academic research and theoreƟcal applicaƟon. The development of 
Triumpha has not only deepened my pedagogical understanding but has also equipped me 
with a diverse range of pracƟcal and transferable skills. Throughout this journey, I have gained 
a richer appreciaƟon of the PE SEC curriculum, a deeper insight into student engagement, and 
a renewed awareness of the educator’s evolving role in contemporary learning environments. 

This project dissertaƟon introduced me to the world of game design, exposing me to the 
foundaƟons of game creaƟon, design and mechanics, player interacƟon, replayability, and 
feedback loops. Understanding how these elements can be intenƟonally aligned with 
educaƟonal objecƟves allowed me to design Triumpha not simply as a game, but as a 
pedagogical tool that supports meaningful learning. Throughout this journey, I gained 
knowledge in the areas of graphic design, prinƟng processes, and prototyping, working on the 
visual layout and formaƫng of cards and boards, navigaƟng print requirements and material 
consideraƟons. Such hands-on exposure helped me appreciate the logisƟcal realiƟes of 
turning an educaƟonal concept into a tangible product. The design process itself became a 
reflecƟon of learning-by-doing, mirroring the experienƟal model I sought to promote through 
the game. 
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The integraƟon of game mechanics within an educaƟonal framework also helped me explore 
new dimensions of curriculum delivery. I learned how content could be ‘gamified’—not simply 
made fun—but restructured in ways that encourage student-led learning, criƟcal thinking, and 
collaboraƟve problem-solving. This process deepened my understanding of learner 
moƟvaƟon, autonomy, and differenƟaƟon, reinforcing my belief in holisƟc, mulƟdomain 
learning approaches. 

Finally, this project has enhanced my reflecƟve thinking and creaƟve confidence. It challenged 
me to bridge theory and pracƟce, to think beyond the constraints of tradiƟonal classroom 
teaching, and to envision alternaƟve, more inclusive forms of engagement. As a future 
educator, I now feel beƩer equipped to design learning experiences that are not only 
curriculum-aligned, but also meaningful, inclusive, and inspiring. 

 

5.6 A Way Forward 

Building on the project developed so far, future development should seek to broaden the 
game experience and introduce more engaging concepts. Brainstorming examples of this, 
Triumpha could definitely aim to rope in the virtual element, allowing learners to see their 
progress visually as well as watch as the Triumpha Sport Village is refurbished and comes to 
life. Linking into the technological world, an online interacƟve element of Triumpha may be 
added to intertwine with the board game, keeping the experience as engaging as possible 
while aƩracƟng the diverse learning styles. Despite this, Triumpha targets to be a simple yet 
intriguing game to set up and enjoy within the 40-minute lesson Ɵme frame. Hence such 
technological elements would ensure to be an addiƟon to the game experience in such a way 
that they would not hinder its logisƟcs and overall ease of play.  

When creaƟng the board game, I intended to keep this as inclusive as possible, aiming to be 
accessible to all irrespecƟve of individual needs throughout the game experience. One of the 
challenging elements involve the Movement Cards, which although designed to cater for 
learner differenƟaƟon, are far too small to include all potenƟal variaƟons and learner needs. 
I iniƟally thought of designing a variaƟon booklet, however, being finite, this once again 
restricts possibiliƟes. This gave rise to the idea of the creaƟon of a Triumpha online plaƞorm. 
Such an element creates a Triumpha community in which educators and members may 
communicate with one another, share ideas, adaptaƟons and experiences allowing the game 
to evolve. Such a technological element broadens the horizon, allowing Triumpha to reach 
beyond the social real-Ɵme experience. This may be an interesƟng idea to kickstart a 
community of pracƟce, encouraging communicaƟon between educators and sharing of 
knowledge and resources, ulƟmately benefiƫng the learners.  

Homing in on the Triumpha experience, educators may exploit the game as an efficient 
resource to determine which specific topics need revision, then adapƟng their lessons and 
work accordingly. Similar to other available games on the market, Triumpha is open to explore 
the possibility of adding extension packs in the future, which may perhaps involve quesƟons 
on each specific topic in more detail. In this way, educators may choose to ask their learners 
to play Triumpha however using the extension pack selected, targeƟng to focus on their 
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intended PE SEC topic. Such extension packs may also be developed to involve innovaƟve 
topics such as The Local Scene – involving Maltese sport trivia quesƟons - as well as other 
engaging topics all over the globe. Such possibiliƟes keep Triumpha flexible and able to adapt 
itself to more current sport affairs in our everchanging society.  

Although including the Triumpha booklet and exhausƟve rules on paper, when introducing 
Triumpha into the classroom this can easily be explained and visually demonstrated in a short 
video. Such a resource eases the learning process, allowing learners to clearly understand the 
game concepts, seeing Triumpha being played in front of their eyes. Within the educaƟonal 
reality, such a video keeps this as efficient as possible, allowing the teacher to not have to 
repeat and explain the rules over and over again, simply projecƟng the video for the whole 
class to watch. This video will be added to the Triumpha pack once the game has been 
playtested and finalized. 

 

5.7 Concluding thoughts  

Triumpha offers a promising approach to deepening understanding of PE SEC content through 
an acƟve, social learning experience. With conƟnued refinement and research, Triumpha can 
become a valuable asset in transforming physical educaƟon into a more engaging and inclusive 
experience for all learners. UlƟmately, its impact depends on its adopƟon and effecƟve use 
within the educaƟonal environment. The Triumpha experience is ulƟmately within the 
educators’ hands and I hope that this project will help ignite a lifelong spark toward sport and 
physical acƟvity as well as what Dewey (2019) described to be the “most important aƫtude 
that can be formed” (p. 48) – the desire to go on learning.  
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Appendices 

Appendix A 

Triumpha PlaytesƟng Documents & Notes 

 
Amendments and the way forward... (as of 16/12/24) 

...update post TP...13/05/25 

 

 Training room – shall I name this something catchier? 
 Amend rundown village card slots (no colour predecided) 
 Revise colour schemes...check re dyslexia etc + ADD TO WRITE UP!! 
 How many of each card? (+ include this in rule book) 
 Finalize & Design RULE BOOKLET  
 ADD more PHYSICAL component (card pack!) 
 Revise Key & Spinner Cards 

 

(not priority) 

 VIDEO before playing game  
 Amount to print & present? Examiners? 
 Add extension packs? 

 

Update: printed first prototype (8/01/25) 

- MulƟpurpose has to be forward 
- Key cards diff colour (not blue on blue) 
- Edges pointy/rounded? 
- Amend Q card borders to be much neater! 
- BORDERS on sport fields  
- Arrange track a bit neater... 
- Q card big numbers to make visible/tangible somehow... 
- Need bingo markers for the X’s? Temu jew?? 
- And flip circles to know how many cards are under...x’tahseb 
- Spinner – need to keep stable somehow? 

PRINTING & See opƟons...communicate and look for printers!! 

 

 

 



53 
 

- See how to get *NUMBER* showing...extra ones for teacher to change at will? 
- Teacher notepad??? For revision purposes ex A1, B12... 
- Add more spinner cards!!! More physical demanding cards!!! 
- Amend mulƟpurpose courts (beƩer visual)  
- Token system (green/orange/red counters to count points at end of game!) 
- Hint? 

 

Rule changes 

- WHEN to use SPINNER!  

Rather than every 3 consecuƟve, every card you get wrong:  

 Incorrectly answered card goes into training room 
 Marker on X spot  
 Spin at the wheel  

 

- They can unlock another when 3 in a row correct 
- Bonus of not having cards in training room? 

 

Card changes 

- Remove 2 not 3 (spinner card) 
- Synovial = green? 
- Muscle system typo  
- BALL SIZE TYPO 
- InteracƟve quesƟon cards a bit difficult to manage...how can we do this 
- One throwing one jumping GREEN not red  
- 5 in a row green - Not unlock – COMPLETE!!! 
- Make spinner cards less specific and more general 

 

15/01/25 

Wanted to add more physical acƟvity...through SPINNER CARDS  

Some ideas...add visuals/pics/graphics to help  

Upper Body  –  Lower Body  –  Core  

Individually + pairs/groups  

 

Wall sit - Jumping jacks - High knees/back kicks - Criss crosses - Floor can-can – Superman - Straight 
jumps - Push ups - Mountain climbers - BuƩerfly – leŌ hand right toes vice versa - Bridges – hip liŌ - 
Side leg liŌs - Punches? - Sit ups - Frog – burpees – Planks- Inchworm - Core!!!  

VARIATIONS!! 
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Appendix B 

MeeƟng Notes – Polidano Press Ltd 

 

- REMOVE BORDERS from all cards!! 
- Save in CMYK and show Bleed + PrinƟng margins 
- Send card packs separately and label accordingly 

 

The Triumpha Board  

- Normal board material?? 
- Mat material – rollable and beƩer for no double fold... 
- CHECK DETAILS before prinƟng  
- Can he add on the liƩle Track piece (cannot do this myself) 

 

ASK TO AMEND: 

- Shadows on piece Ɵtles  
- Tennis court crop white part  
- Spinner dot to make smaller if possible 

 

Packaging 

- Polidano custom packaging  
- Search for my own packaging!! If not, we go for the custom one  

 

Ask for quote re Mat material + new amount of cards 
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Appendix C 

QuesƟon Breakdown – A Teacher Resource 

 

 

Syllabus Topics + Board Game Themes 
 

Skill Acquisition & Sport Psychology 
Anatomy & Physiology 

Health, Fitness & Wellbeing 
Sport in Society 

________________________ 
 

Sport Trivia & Event History 
Team & Individual Sport Rules & Violations 

 
 
 
 
 

This presents a breakdown of all card questions present in Triumpha, 
clearly showing which diƯiculty level (rookie – green, amateur – orange, 

pro – red) they have been placed under, for ease of use. Teachers are 
encouraged to personalize and tailor this accordingly when creating 

their own Triumpha resources 
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Skill Acquisition & Sport Psychology 

 
 

DiƯiculty 
 

Question 
 

 
Answer 

Key Card What is the opposite of a Gross Motor Skill? A Fine Motor Skill 
 Which of these is considered to be a closed 

skill during a game situation? 
A) Free Throw   B) Layup   C) Crossover 

 
A Free Throw 

  
True or False? A snooker shot is considered 

a gross motor skill 
BONUS: Explain why 

False 
Precise movement 

involves small muscle 
groups – it is a fine 

motor skill 
  

Name TWO guidance methods 
(Choose 2) 

Visual, Verbal, 
Manual/Mechanical 

 SMART is an acronym used to describe a goal-
setting framework. 

 
Name what each component in the acronym 

refers to: S – M – A – R – T 

 

Specific 
Measurable 
Achievable 

Relevant 
Time-Bound 

  
This theory, also known as the Yerkes-Dodson 

Law, describes the relationship between 
arousal/stress and performance 

 
The Inverted U 

Theory 
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Health, Fitness & Wellbeing 

 
 
 

Key Card 

 
Mention 3 of the food nutrient groups present in 

the Eatwell Plate 

Choose any three) 
Carbohydrates, 

Proteins, Fruits & 
Vegetables, Dairy, Fats 

& Oils 
 

Key Card 
 

Skinfold measurements, and bioelectrical 
impedance measuring are two tests commonly 

used to measure which fitness component? 
 
 

 
 

Body 
Composition 

Key Card State the unit of measurement for energy Calories (C) 
OR 

Kilocalories (kcal) 
 

Key Card The term Lipids refers to this food 
group and nutrient 

Fats 

 The Illinois Test is a fitness test used to test the 
agility component 

 
True 

 Which specific type of training helps you 
 jump higher? 

A) Aerobic B) Plyometrics  
                   C) Weight Training 

 
B) Plyometrics 

  
Suppleness and mobility best describe which 

health-related fitness component? 
 

 
Flexibility 

 Potatoes, Bread and Pasta are all example of 
which food group? 

 
BONUS: Mention any other 2 of the main 

nutrient groups 

Carbohydrates 
 

Proteins, Fats, Fibre, 
Vitamins, Minerals 

 This type of lifestyle refers to one with minimal 
physical activity & movement 

S _ _ _ _ _ _ _ _ 
 

 
Sedentary 

  
Identify the 3 somatotypes below: 

 

 
 
       A) Ectomorph 
       B) Mesomorph 
       C) Endomorph 
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 What does the term BMI stand for? 
BONUS: What is the formula used to 

calculate this? 

Basal Metabolic Rate 
Weight(kg) divided by 

height(m)2 
 Without consistent practice, any progress and 

adaptations gained through training will be lost 
over time. What is this principle termed? 

The reversibility 
principle 

 True or False: In a concentric muscle 
contraction, the muscle shortens while 

contracting 
BONUS: During this muscular contraction, the 

muscle length remains the same 

 
True 

Isometric contraction 

 What is the term describing the contraction 
involving a lengthening of the muscle 

Eccentric contraction 

 Which Vitamin is our body able to produce 
naturally? 

BONUS: This is a disease caused by a severe 
Vitamin C deficiency 

 
Vitamin D 

Scurvy 

 True or False: Iron and Calcium are two 
examples of essential Vitamins 

False – they are 
essential minerals 

 These are defined as the building blocks  
of proteins 

...a protein molecule is made up of a  
long chain of these... 

 
Amino Acids 

 An athlete sprains his ankle and is told to put a 
heat pack to reduce swelling. Why is this 

wrong? 

The athlete must 
apply ice/cold to the 

aƯected area 
  

What does the RICE recovery method  
stand for? 

 

Rest – Ice – 
Compression - 

Elevation 

  
The T-Test is used to measure which 

fitness component? 
 

 
Agility 

 What is the diƯerence between the Sargent 
Jump and Standing Broad Jump Tests 
BONUS: What fitness component do  

these tests target? 

(Choose one) 
Sargent Jump Test 

Standing Broad Jump 
Power (Lower Body) 

 The Cooper Test is commonly used to measure 
endurance capacity. In this test the athlete is 

required to run as far as possible for how many 
minutes? 

 
12 minutes 

  
Speed and Power are examples of Skill related 

fitness components. Mention another 
component forming part of this category 

 

(Choose 1) 
Agility – Balance – 

Coordination – 
Reaction Time 
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What does the abbreviation DOMS stand for? 

 

Delayed Onset of 
Muscle Soreness 

  
The Standing Stork Test is commonly used to 

test for balance.  
 

Stand up and demonstrate the position which 
should be held during this test 

 

 

 
- Hands on Hips 
- Stand on one leg 
- Other leg placed on 

the inner knee of 
the other leg 

 

  
 

Briefly describe the relationship between 
calorie intake vs energy expenditure 

specifically relate this to one’s body weight 
 

Consuming more calories 
than you expend leads 

 to weight gain 
Consuming fewer calories 

than you expend leads 
 to weight loss. 

To maintain weight, calorie 
intake should roughly match 

calorie expenditure 
  

 
Name ONE type of eating disorder 

Anorexia nervosa 
Bulimia nervosa 

Binge-eating disorder 
Avoidant or Restrictive 
Food Intake Disorder 

(ARFID) 
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Anatomy & Physiology 
 

 
Key Card 

 
This is the scientific term for what is  
commonly referred to as ‘Kneecap’ 

 

 
Patella 

Key Card Give a synonym of the term ‘Prime Mover’ Agonist 
Key Card Name the movement pattern opposing ‘Flexion’ Extension 

 
 

Key Card 

 
 

This body system consists of the heart, 
lungs & blood vessels 

 
 
 

 
The 

Cardiorespiratory 
System 

 
 

Key Card 

 
True or False: Capillaries are thick vessels 

which withstand blood pressure 

False 
capillaries are 

thin & delicate blood 
vessels, 

approximately 
1 cell thick! 

 
Key Card 

What does the below reading refer to? 

 

 
Blood Pressure 

 What is the unit of measurement used when 
referring to Heart Rate? 

Bpm – beats per 
minute 

  
True or False: The Heart is  

considered a muscle 

True 
It is considered a 
muscular organ – 
considered both a 

muscle and an organ 
  

Mention TWO components found in the 
circulatory system 

Choose 2: 
The heart, arteries, 

veins, capillaries and 
blood 

 Name one of the organs involved in the 
mechanical digestion of food 

The Mouth OR The 
Stomach 

  
The Human Body is made up of approximately 

_________% water. 
BONUS: What term describes the outcome of 

the body losing more fluids than taken in to 
carry out its normal functions? 

 

 
 

60% 
Dehydration 



61 
 

  
The Heart is made up of how many chambers? 

BONUS: Can you name all of these? 

Four 
Right Atrium, Right 

Ventricle, Left Atrium, 
Left Ventricle 

 True or False: Synovial Joints refer to the slightly 
moveable joints in the body 

False – they refer to 
the freely moveable 

joints 
 Give the scientific name of the labelled bone 

 in the below diagram 
Pelvis 

 How many bones are found in the  
adult human body? 

A) 207   B) 203   C) 206 

 
206 

 The vertebrae are classified as which type of 
bone? 

A) Flat   B) Short   C) Irregular 

 
Irregular 

 What is the term opposing the term 
inspiration/inhalation? 

Expiration/Exhalation 

 True or False: Arteries transport blood  
away from the heart? 

True 

 True or False: Tendons connect muscles to 
bones 

BONUS: which connective tissue connect bone 
to bone? 

 
True 

Ligaments 

 Which system includes the brain, spinal cord 
and nerves? 

The Nervous System 

 The Frontal Lobe and Cerebellum are two 
components found in which organ in the body? 

The Brain 

  
 

Where is your Achilles Tendon 
 located? 

At the back of your 
ankle 

 
 What happens to your breathing rate  

during exercise? 
It increases 

 True or False: The diaphragm is considered a 
muscle 

BONUS: The diaphragm forms a key part of 
which body system? 

True 
The respiratory 

system 

 This bone structure protects vital organs such 
as the heart and lungs. 

BONUS: What are the muscles in between the 
above structure termed? 

 

 
Ribcage 

Intercostal muscles 

 What is the chemical formula for  
Carbon Dioxide? 

CO2 
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Name any 2 of the main functions of  
the 

skeletal system 

 
(Choose 2) 

Support 
Protection 
Movement 

Shape & Structure, 
Blood Cell Production 

Storage of Mineral 
Salts 

 What is the term used to describe the loss of 
muscle mass due to inactivity and disuse? 

Muscle Atrophy 

 Fill in the blanks: Our blood is made up of 
approximately 55% _______ and 45% blood 

cells.  
BONUS What are the 3 main blood 

components? 
 

Blood Plasma 
 

Red Blood Cells, 
White Blood Cells, 

Platelets 

 Fill in the blanks: referring to the blood pathway 
through blood vessels after being pumped out 

of the heart 
Arteries  ________  ________  Venules  

Veins 

 
Arterioles 

Capillaries 

 What is the cardiac wall separating the right 
and left sides of the heart termed? 

The septum 

 Gaseous exchange occurs at which location in 
the respiratory tract? 

In the alveoli 

 A fracture refers to an injury relating to the 
A) Bones    B) Skin     C) Blood 

 
A) Bones 

 True or False: Veins transport blood rich in 
oxygen back to the heart 

BONUS: This is the largest main artery found 
 in the body 

 
False 
Aorta 

  
 

Label the following 
components of the 

respiratory tract: 
 
 

 

 
 
 

A) Trachea 
B) Diaphragm 

 True or False: A 5k marathon is an example of 
an anaerobic sporting event 

False 

 What is the scientific name or what is 
commonly referred to as the ‘collar bone’? 

The clavicle 

 What is the scientific name or what is 
commonly referred to as the ‘skull? 

The cranium 
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 True or False: The Radius and Ulna are two 
bones found in the region of the lower body 

False 

 Which of the below is an example of a ball and 
socket joint? 

A) Shoulder  B) Hip C) Both of the above 

 
C) Both of the above 

  
 

Name two examples of long bones which can 
be found in the body 

Humerus, Ulna, 
Radius, 

Femur, Tibia, Fibula, 
Metacarpals, 
Metatarsals, 

Phalanges 
 

  
Name ONE function of irregular bones 

Protection 
Attachment Site 

Support 
 Give the scientific name of the labelled muscle 

in the below diagram  
 

 

 
 
 

A) Biceps Brachii 
B) Triceps Brachii 

  
Clearly name and locate these pulse points on 

the body: 
A) Temporal Pulse   B) Radial Pulse 

 
  

Explain and demonstrate the upper body 
abduction movement pattern in the butterfly 

swim stroke technique 
BONUS: what opposes the abovementioned 

movement pattern? 

Abduction – during 
the first part of the 

stroke, the arms open 
away from each other 

and away from the 
midline of the body 

Adduction 
  

Name the arm movement pattern 
in the Baseball pitching motion 

 

 
Circumduction 

 Label this missing region of the spinal column Thoracic 
 The heart is considered myogenic. What does this mean? 

 
BONUS: Specialized cells within the heart generate these 

electrical impulses, such as the SA node. In which 
chamber of the heart is this located? 

 

 
It generates its own 

impulses 
Right Atrium 

A B 
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 Complete the fraction: 
CO = ?? x HR 

SV – Stroke Volume 

 This term describes the part of the body where 
two or more bones meet to allow movement 

...also known as articulations... 

 
Joints 

 The ACL is a ligament found in which part of the 
body? 

BONUS: What does ACL stand for? 

The knee region 
Anterior Cruciate 

Ligament 
 These structures prevent the backflow of blood 

when being transported around the body 
BONUS: Can you mention any of the 

abovementioned structures found in the heart? 

Valves 
Mitral, Pulmonary, 

Aortic, 
Bicuspid/Tricuspid 

Valve 
  

Put these in order – relating to the 
respiratory tract, starting at the  

Mouth/nasal cavity: 
 

trachea, bronchi, lungs, bronchioles, alveoli 
capillaries 

 

Trachea 
Bronchi 

Bronchioles 
Lungs 
Alveoli 

Capillaries 
  

True or False:  
With regular training, one’s resting heart rate  

is proven to decrease. 
BONUS: What is the term used 

to describe the above? 

 
 

True 
Bradycardia 

  
Give the scientific name of the labelled 

bones in the below diagrams:  

 

Cranium 
Humerus 
Clavicle 
Sternum 
Ribcage 

Radius & Ulna 
Carpals & Metacarpals 

 
Femur 

Tibia & Fibula 
Pelvis 

Phalanges 
 

  
Give the scientific name of the labelled 

muscles in the below diagrams: 
 
 
 

 
Deltoids 
Biceps 

Rectus Abdominis 
External Obliques 

Quadriceps 
 

Triceps 
Trapezius 

Latissimus Dorsi 
Gluteus Maximus 

Hamstrings 
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 In which part of the bone are  
blood cells produced? 

In the bone marrow 

  
Which is the gel-like substance lubricating the 

joint & helping reduce the friction between 
joints during movement? 

 

 
 

Synovial Fluid 

  
The term systole refers to the contraction phase 

of the heart muscle. Which is the opposing 
term used to describe the relaxing phase in 

which the heart re-fills with blood once again? 
 

 
 

Diastole/Diastolic 
Phase 

 What is the diƯerence between  
a Sprain and a Strain? 

Specifically refer to the aƯected tissues 
of each injury 

AƯected tissues: 
Sprain = Ligaments 
Strain = Muscles or 

Tendons 
  

 
Describe what is meant by the term 

‘antagonistic muscle action’ 
 

 

 
Muscle work in pairs, 
opposing each other 
to control movement 
and maintain stability 

  
 
Name the TWO main gases involved within the 

gaseous exchange process 
 

BONUS: Why is this process essential  
for our body 

 
Oxygen & Carbon 

Dioxide 
This process delivers 
Oxygen to the body’s 
respiring cells while 

removing Carbon 
Dioxide as a waste 

product 
 This byproduct is produced by the body 

following intense physical activity 
BONUS: What is the specific process with 

limited O2 availability termed? 
 

 
Lactic Acid 

 
Anaerobic 

Respiration 
 Which body part contains the most bones? The Hands 

Each has 27 bones 
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Sport in Society 
 

Key Card What does the below abbreviation stand for? 
MOC 

Maltese Olympic 
Committee 

Key Card What does the below abbreviation stand for? 
GSSE 

Games of the Small 
States of Europe 

Key Card What is the main sponsor of the local sailing 
Middle sea race? 

 
A) Rolex   B) Tissot   C) Charles and Ron 

 
A Rolex 

Key Card Falcons, Stompers, Kavallieri and Wolves are 
four local teams of which sport? 

Rugby 

Key Card What does the abbreviation WADA stand for? World Anti-Doping 
Agency 

  
In which city is the Royal Malta Yacht Club 

located? 
 

A) Marsaxlokk   B) Sliema   C) Ta’ Xbiex 

 
 

A) Ta’ Xbiex 

  
 

In this competition all teams must compete 
against each other 

A) Ladder   B) Knockout   C) Round Robin 
 
 
 

 
 
 

C) Round Robin 

  
 

Choose TWO of the below local sport-related 
abbreviations and name them in full 

MBA – ASA – MHA – MFA - MAAA 

MBA - Malta Basketball 
Association 

ASA – Aquatic Sports 
Association 

MHA – Malta Handball 
Association 

MFA – Malta Football 
Association 

MAAA – Malta Amateur 
Athletics Association 

 What is the national governing body 
responsible for Para sports? 

...one of its responsibilities involves 
implementing the mission statement of the 

Paralympic Movement 

 
MPC – Malta 
Paralympic 
Committee 

 Which of the below countries does NOT 
participate in the GSSE competition? 

A) Andorra   B) Cyprus   C) Ireland 

 
Ireland 
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 True or False: One of the advantages of a 
League competition is that it is quick to 

organize and doesn’t go on for a  
long period of time 

 
False 

 B_ _ _   B_ _ _ _ _ _ _ 
These substances are banned in sport due to 

them slowing the heart rate, preventing anxiety 
and muscle trembling 

 
Beta Blockers 

  
 

Mention any ONE performance enhancing  
drug or steroid prohibited in sport 

(Choose one) 
Beta Blockers, 

Narcotics, Diuretics, 
Stimulants, Anabolic 

Steroids, Blood 
Doping 

 
  

 
List TWO specific member roles within 

a Club Sporting Committee 

(Choose two) 
President, Vice-

President, Treasurer, 
Secretary, Marketing 
OƯicer, Committee 

members 
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Sport Trivia & Event History 
 

 
Key Card 

What 3 sports are involved in a 
triathlon event? 

BONUS: In what specific order? 
 

Swimming, Cycling, 
Running 

Cycle, Swim, Run 

 
Key Card 

 
What do the 5 colours found in the  

Olympic Rings? 
 

Blue – Yellow – Black 
– Green - Red 

 
Key Card 

Act it Out – 5 wrong answer limit – guess two of 
the below – you are NOT allowed to speak 

Archery – Fencing – boxing – volleyball – rugby - 
waterpolo 

 

/ 

 
 
 

Key Card 

 
Serena Williams is a world-famous athlete 

representing which sport discipline? BONUS: 
Serena has an older sister who also plays 

tennis. What is her name? 
 

 
 

Tennis 
Venus Williams 

 
Key Card 

 
Which is considered to be the most popular 

sport in the world? 

 
Football/Soccer 

Key Card Who said this famous quote? 
“Never say never, because limits – like fears – 

are often just an illusion” 
A) Tiger Woods  B) Michael Jordan  

 C) Coach Carter 

 
 

B) Michael Jordan 

Key Card What sporting disciplines are these athletes 
popularly known for? 

 
A) Michael Phelps   B) Simone Biles  C) Usain 

Bolt 

 
A) Swimming 

B) Gymnastics 
C) Athletics 

 
Key Card In which year were women allowed to compete 

in the Olympic Games for the first time? 
A) 1900   B) 2004   C) 1980 

 
A) 1900 

 
Key Card 

The Olympics are a global, multi-sport 
competition. These are held after every how 

many years? 

 
Four years 

 
Key Card 

What nationality was the founder of the 
Olympic Games, Baron Pierre de Coubertin? 

A) Italian   B) British   C) French 

 
C) French 

 
Key Card 

What is the length of an Olympic sized 
swimming pool, in metres? 

A) 75m  B) 50m  C) 60m 

 
B) 50m 
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Key Card 

These implements belong to which 
sport/event? 

 

 
 

A) Bowling 
B) Rugby 
C) Tennis 
D) Hockey 
 
 

 
 

Key Card 

 
 

Mention any TWO examples of Net Games 

(Choose 2) 
Tennis. Badminton, 

Table Tennis, 
Volleyball, Padel, 

Pickleball 
 

Key Card How many kilometres long is a full marathon? 
A)12km  B) 35km  C)42km 

C) 42km 

 What is the English translation of the Latin 
Olympic motto ‘Citius, Altius, Fortius’? 

 

 
Faster, Higher,  

Stronger 
 1 lap around a standard Athletics track is how 

many metres in length? 
A) 600m   B) 800m   C) 400m 

 

 
C) 400m 

 A waterpolo match is played with a total of how 
many players in the water? 

 

 
14 

 The Tour de France is a worldwide competition 
of which sport discipline? 

 

 
Cycling 

 How many bases are there in a game of 
baseball (including the home base)? 

 

 
Four 

  
In 2012, a gold-medal winning cyclist was 

stripped of his achievements due to: illegal use 
of performance-enhancing drugs. Who was this 

athlete? 
 

A) Sean Kelly   B) Lance Armstrong    
C) Tom Brady 

 

 
 

B) Lance 
Armstrong 

  
 

Which gymnastics position does the below 
image illustrate? 

A) Straddle  B) Pike  C) Split 

 
A) Straddle 
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 What sport would you associate with  

a pommel horse? 
Gymnastics 

 What is particular about the cricket 
bat shape? 

It has one smooth 
and one curved V 
shaped surface 

 In which swimming event do swimmers start 
from inside the water? 

Backstroke 

 True or False: The duration of a Field Hockey 
match is 60minutes 

BONUS: What is the local governing body for 
field hockey? 

True 
HAM – Hockey 

Association Malta 

 How many bowling pins are there in the classic 
triangular pin formation? 

10 

 What is the implement hit back and forth in 
badminton? 

Shuttlecock 

 How many lanes are there on an  
Athletics track?        A) 6   B) 8   C) 9 

B) 8 

  
 

What is the diƯerence between a cartwheel and 
a round-oƯ landing in gymnastics? 

A cartwheel finishes 
by landing on 
separate feet, 

alternately 
A round-oƯ lands with 

both feet 
simultaneously 

 Which of the below is a High Jump Technique? 
A) Arch    B) Curl Over   C) Fosbury Flop 

C) Fosbury Flop 

 What is the closest weight to a standard, 
oƯicial-sized football? 

A) 300g B) 450g C) 600g 

B)450g 
A standard football 

weighs between 410 
and 450g 

 What is the name of the sport associated  
with the Frisbee 

Ultimate or Ultimate 
Frisbee 

  
Mention TWO sports which are  

practiced barefoot 

Swimming, Water 
Polo, Martial Arts,  

Beach sports (Beach 
Volleyball, Soccer, 
Handball, Tennis) 

 Who is the most decorated  
Olympian of all time? 

Michael Phelps 
With a total of 28 
Olympic medals 

 The first modern Olympic Games took place 
in the year 

A) 1954   B) 1896   C) 1875 
Bonus: Where did these take place? 

 
B) 1896 

In Athens 
 



71 
 

 Mention the four main swimming strokes. 
 

BONUS: What term describes the combination 
of all four strokes within the same race? 

Butterfly, Backstroke, 
Breaststroke, 

Freestyle 
Medley 

 
 The Wimbledon tournament is played on which 

tennis court surface? 
A) Clay Court   B) Grass Court    C) Concrete 

Court 
 

 
B) Grass Court 

 What does the term IOC stand for? International Olympic 
Committee 

 Judo and Karate form part of which sport 
discipline? 

 

 
Martial Arts 

 Goal Attack (GA) and Goal Shooter (GS) and 
Centre (C) are three positions in which sport 

discipline? 
BONUS: Can you mention any of the local 

netball teams? 
 

 

Netball 
Backs, All Ages, 

Depiro, Mellieha, 
NRG, Ta’ Xbiex, 

 

  
In Swimming, the stroke ‘Freestyle’ is also 

commonly referred to as 
________     _________ 

 

 
 

Front Crawl 

  
 

Give examples of ONE throwing and ONE 
jumping event in track and field Athletics 

(Choose one from 
each event) 

Jumping: 
Long/High/Triple 
Jump, Pole Vault 

Throwing: Javelin, 
Discus, Shotput, 
Hammer throw 

 In 2017, the sport of Synchronized Swimming 
changed its name. It is now referred to as 

______________ Swimming 

 
Artistic Swimming 

 FINA, previously the governing body for 
Swimming changed its name in 2022. 

It is now referred to as 
W________  A__________ 

 
 

World Aquatics 

 Apart from the balance beam, which other 
gymnastics event can only be executed 

competitively by women? 
A) Uneven Bars   B) Vault   C) Floor 

 
A) Uneven Bars 

 Mention one type of gun which is used in 
shooting sports 

(Choose one) 
Rifle, Pistol, Shotgun 
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Rearrange in ascending order, according to size: 
Tennis ball, golf ball. basketball, football, table 

tennis ball, handball 
 

Table tennis, golf, 
tennis, handball, 

football, basketball 

  
Name ONE of the five main elements 

used in dance 
 

(Choose one) 
Body – Action – Space 
– Time – EƯort/Energy 

 How many kgs do the below Olympic Plate 
colours refer to? 

 

 
 

 
 

Red = 25kgs 
Blue = 20kgs 

Yellow = 15kgs 

 This Olympic event had to be postponed due to 
the outbreak of Covid-19 

What year did this eventually take place and 
where was it held? 

 

 
This took place one 

year later, in 2021, in 
Tokyo, Japan 

 
  

Basketball, Football and Rugby are all examples 
of this game category 

BONUS: Can you mention another TWO sports 
falling into this same category? 

 

 
Invasion Games 

 

Handball, Lacrosse, 
Netball, Hockey, 
Ultimate Frisbee 

  
In this sport, the ball must be warmed up  

prior to the start of the match 
 
 
 

 
Squash 

They do this by 
repeatedly hitting it 

against the walls 
 

  
Demonstrate the Gymnastics  

Pike Positionon the floor 
 
 
 

 
 
 

  
This sport involves individual or team 

performances using equipment such as balls, 
clubs, ropes & ribbons 

 

 
Rhythmic  

Gymnastics 
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Rules & Violations 

 
 
 

Key Card 

 
In which stroke must your legs remain together 

at all times?  
 
 
 

 
 

Butterfly 

 
Key Card 

 
In the Athletics relay, this implement is passed 

on from one athlete to the next 
 

BONUS: What is this transition technique 
termed 

 
 

 
 

The Baton 
 

The Changeover 

 
Key Card 

 
A player in a Waterpolo match gets excluded 2 

times. Can he keep on playing? 

Yes – the third and 
final exclusion sends 
the player out of the 
game permanently 

 
Key Card 

 
True or False: In Waterpolo, all players are only 

allowed the use of ONE hand 

 
False – the 

goalkeeper is an 
exception 

 
 

Key Card 

 
True or False:  

 
In Tennis, the ball always has to bounce  

once before being hit 

False  
Only in the service, 

the ball MUST bounce 
once 

During play if the ball 
is hit before touching 

on the ground 
this is called a volley 

 
 

In table tennis, when does a change of  
service occur? 

 
BONUS: A game is generally won after how 

many points? 

 
After every 2points 

 
Game till 11points 

 In Basketball, how many points is a  
Free Throw worth? 

1 point 

  
True or False:  

You can play the ball with your feet/legs in  
a volleyball match 

True  
There are specific 

rules about how and 
when but this is 

allowed 
  The player illegally 

moves feet while 
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During a basketball game, the referee calls a 
travelling. What does this mean? 

BONUS: What is the movement shown to signal 
this violation? 

holding the ball – 
more than 2 steps 

 
Fisted hands, circular 

rotations 
 The score in a tennis match is 40-40 or 40-all. 

What is this called? 
BONUS: what must a player do now to win the 

match? 

 
Deuce 

Win 2 consecutive 
points 

 A waterpolo match consists of how many 
players in the water? 

14 in total 
6 players + 1 goalie 

Each team 
 A breaststroke swimmer touches the wall with 

one hand at the finish and is disqualified from 
the race. Why? 

The swimmer must 
touch the wall with 

both hands 
simultaneously 

  
In specific Athletic running events, the 

‘Staggered Start’ is used. 
 

 What does this mean? 

This refers to the 
athletes placed at 

diƯerent positions on 
the track at the start 
of the race, ensuring 
that all runners cover 

the same distance 
 In a Volleyball match, two teams of how many 

players are separated by the net? 

 

Six 

 In a football penalty shootout, how many 
penalties are shot by each team? 

5 penalties 

 How many points does a team win when 
scoring a touchdown in rugby? 

 

5 
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Appendix D 

Scannable QR Code – Triumpha Printables Resource Pack 
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Appendix E 

Selected Email Threads & CommunicaƟons with Polidano PrinƟng 
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Appendix F 

Presented Triumpha game pack  

 

 

 

 


