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Abstract: 
LowLow Literacy levels hinder economic empowerment in 
India.Competency in a language such as english is 
important[1].Learning  games have been shown to be an 
appropriate solution to solving the problem of poor 
literacy.Cellphone games  can be used to serve this 
purpose[2].  A large number of cellphone games already 
exist in the market, but most of them are not educative, 
andand very few are targeted at a specified demographic. In 
this paper, we explore whether the presence of a storyline 
based upon Indian mythology would make the educational 
game more compelling for the child.  We essentially ask 
two questions: whether a mythology based game is more 
fun for the child and whether the child gains more out of 
such a game. So far, we have created a game for teaching 
OralOral to Written competency of English, conducted rudi-
mentary playtesting and designed a method for field-test-
ing. In this poster, we present our results so far. _________.
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   Testing 
We conducted an extensive playtesting with the game being 
played by close to 20 designers and developers. We got valu-
able insight into how people think about and play our game. 
The results that we got from playtesting are as follows.
The player realizes the storyline and the context of our game 
in the Ramayana, merely by looking at the splash screen and 
the general layout of the game. Hence, we do not need a more 
explicit narration of the storyline using animations or 
cutscenes. This suits us well, because we are developing the 
game on a mobile platform with limited computing capability.
NoNo explicit controls screen is required, as the players intui-
tively grasp the key-combinations which our game uses. A 
reason for this could be that they have played games before 
which have similar key combinations.

We have designed a method for field testing as well. It would 
involve creating two versions of the game: with and without 
the mythological storyline. We would then divide the target 
population into two random sample groups, each of which 
would be given one of the versions of the game. We would 
then test which game the children had more fun in, using the 
amount of time the child played the game as a parameter. We 
wouldwould also test the educational gain using a post-test. This 
would help to answer the two essential research questions.

  Future work
a.Testing the game in the field.
b.Reiterating on the design, based on the feedback from      
 the field tests.
c.Incorporating other stages of learning - frontloading       
and noticing - into the game.
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