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Triseum Pilot: Future Classroom Scenario 

Title of the scenario: 

Exploring Limits in a Game 

  

Names of  author(s) 

Geir Myhr, Håvard Hatlevik 

  

Relevant Trend/s  

Write the trend(s) or trends the Scenario is intended to respond to. 

e.g. http://www.allourideas.org/trendiez/results  

Game based learning, collaborative learning, Edutainment 

 

Learning Objectives and Assessment 

 

What are the main objectives? What skills will the learner develop and demonstrate within the scenario? (e.g. 

21st Century Sk ills).  How will the progress in achievement be assessed, ensuring the learner has access to 

information on their progress so they can improve?  

Objectives:  

To understand the basic concepts of limits and one-sided limits 

- To read and write the mathematical notation for limits 

- To calculate limits 

 

Assessment: Oral presentation where the students explain their solutions on problems from 

the game.  

  

Learner’s Role        

 

What sort of activities will the learner be involved in?  

Gaming: The students will play the game, and explore the game world, both individually and 

in pairs. 

Discussion: The students will discuss with their pairs the concept of limits and their progress 

through the game content. (Suggestion for another time: This can be done online with 

students from another class, in another school, in another country). 

Problem solving: The students will work by solving the problems encountered in the game, 

but also by solving more traditional maths problems. 

  

Tools and Resources 

What resources, particularly technologies, will be required?  

- One computer per student 

- WiFi 

- One copy/license of “Variant: Limits” per student 

- Textbook or similar resource with “traditional” maths problems on the topic  
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Learning space 

 

Where will the learning take place e.g. school classroom, local library, museum, outdoors, in an online 

space?   

- School Classroom 

- Game world 

- At home 

 

Future Classroom Scenario Narrative 

Describe the main ideas of the scenario.  

The scenario will use the computer game “Variant Limits” from Triseum, to explore the 

concept of limits. The scenario contains 3 complete lessons (2x45, 5x45 and 3x45 minutes), 

as follows: 

 

Lesson 1 (2x45 minutes): The students will download and register the game, before they 

start out exploring the game individually. The aim is to learn the controls and see how the 

math problems look like, and how they interact with the game world. 

 

They will encounter limits for the first time. 

 

Lesson 2 (5x45 minutes): The students will move into exploring limits through the game 

world, using the problem-solving concept in the game as the main approach. The concepts in 

the game will be discussed in groups of students, as well as in the class as a whole (see 

Learning Activities for details on this). 

 

Lesson 3 (3x45 minutes): The students will start working on their presentations. They will 

present the solution of a particular problem from the game, and of a similar “traditional” 

problem.  

 

The activities include playing the game, problem solving and discussion around the concept 

of limits. 

  

Learning Activities 

Link to the Learning Activities created with Learning Designer (http://learningdesigner.org) 

https://v.gd/b1H0rz  

 

This Future Classroom Scenario has been developed as part of the Triseum Pilot project. Find 
more Future Classroom Scenarios in the Future Classroom Lab website 
(http://fcl.eun.org/directory) and learn how to create your own scenarios by using the Future 
Classroom Toolkit (http://fcl.eun.org/toolkit). 
 
 

This work is licensed under a Creative Commons Attribution-ShareAlike 4.0 
International License 
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