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Core Skills Analysis

Digital Literacy and Game-Based Learning

Amelia learned basic principles of virtual garden management, including plant selection and
growth cycles within a simulated environment.
She practiced decision-making skills by choosing which plants to grow and managing limited
resources effectively in the game.
The activity introduced cause-and-effect relationships by showing how watering, planting, and
harvesting affect plant growth.
Amelia gained familiarity with the Roblox platform interface, enhancing her comfort with digital
navigation and interactive gaming environments.

Science – Botany and Ecology

She explored foundational concepts of botany such as plant growth stages (seed, sprout,
mature plant) in a visual and interactive way.
The game setting fostered an understanding of ecological cycles such as growth, nurturing,
and harvesting, reflecting real-world plant care.
Amelia observed how environmental factors simulated within the game influence plant health
and growth acceleration.
She developed curiosity about how living organisms respond to care and environmental
conditions in a controlled garden setting.

Mathematics – Resource Management

The game required Amelia to calculate and plan resources like water and seeds, applying basic
arithmetic and budgeting skills.
She learned to track quantities and timing for planting and harvesting, enhancing her
understanding of scheduling.
Amelia practiced prioritization, deciding when and where to spend resources to maximize
garden growth.
The activity supported pattern recognition by observing repeatable cycles of growth over time.

Tips

To deepen Amelia's understanding of gardening concepts and resource management, consider
growing a small physical garden together to observe real plant growth stages up close. Encourage
her to keep a journal documenting changes and care routines to link virtual learning with hands-on
experience. Introduce simple science experiments related to plant needs—like testing how different
amounts of water affect growth—to foster inquiry skills. Further, integrate math by having Amelia
plan a budget for garden supplies or monitor time intervals for watering, reinforcing practical
application of arithmetic. These approaches combine experiential learning strategies with digital
engagement to make science and math tangible and fun.

Book Recommendations

The Kid's Guide to Planting a Garden by Lizzy Rockwell: A beginner-friendly introduction for
children to understand gardening basics through simple explanations and colorful illustrations.
Plant Growth and Development (Science Peek) by Charlotte Guillain: This book explores in
understandable terms how plants grow and develop, perfect for young readers curious about
botany.
The Everything Kids' Gardening Book by Jen Green: An engaging guide with fun projects and
experiments that teach kids about gardening, plants, and the environment.

https://www.amazon.com/gp/search?ie=UTF8&tag=subjectexplor-20&linkCode=ur2&linkId=2fa44c89b3daf562c349b7ad4db64bd4&camp=1789&creative=9325&index=books&keywords=The+Kid%27s+Guide+to+Planting+a+Garden
https://www.amazon.com/gp/search?ie=UTF8&tag=subjectexplor-20&linkCode=ur2&linkId=2fa44c89b3daf562c349b7ad4db64bd4&camp=1789&creative=9325&index=books&keywords=Plant+Growth+and+Development+%28Science+Peek%29
https://www.amazon.com/gp/search?ie=UTF8&tag=subjectexplor-20&linkCode=ur2&linkId=2fa44c89b3daf562c349b7ad4db64bd4&camp=1789&creative=9325&index=books&keywords=The+Everything+Kids%27+Gardening+Book
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Learning Standards

Science KS2 – Plants: Describe the functions of different parts of flowering plants and
requirements for life (NC: Years 3-4, Programme of Study).
Mathematics KS2 – Number and place value: Use of number operations and problem-solving in
practical contexts (NC: Years 3-6).
Computing – Digital Literacy: Use technology safely, respectfully and responsibly; recognise
acceptable behavior online (NC: Years 5-6).

Try This Next

Create a storyboard or comic strip that depicts the stages of plant growth Amelia learns about
in the game.
Design a quiz with questions about the resources needed for plant care and their effects,
reinforcing cause and effect.


