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Create the proper habitats for different 

animal species  

 

Previous compulsory steps / 

Prior students’ knowledge 

For students: Basic knowledge of biology (i.e., up to 

the current curricular level of the participants).  

 

For educators: Familiarisation with the game, its 

mechanics, and the biological concepts it uses. 

Learning objectives To learn about the habitats of different animal 

species and the biological bases of varied living 

beings. To identify and characterise physical, 

chemical, biological, and geological systems from 

models in order to communicate and predict the 

behaviour of natural phenomena. To make 

decisions under scientific criteria which will allow 

students to anticipate, avoid, or minimise exposure 

to natural risks. To select, configure, and program 

an activity based on a set of tasks that must be 

performed. 

Subjects Science, Biology 

Recommended Age 15 - 18 

Material needed Computers 

Sequence duration 60 to 90 minutes 

Individual or group activity  Individual (could also be done in pairs) 



 

 

The European Commission's support for the production of this publication does not constitute an  
endorsement of the contents, which reflect the views only of the authors, and the Commission cannot be 
held responsible for any use which may be made of the information contained therein. 
Project code: 2020-1-FR01-KA201-080669 
 

Skills developed Critical thinking, Creativity, Learning to learn 

Price range of the game  0 to 45 € 

Similar games to use with the 

approach of the sequence 

• Zoo Tycoon (1 or 2). These are older 

versions of Planet Zoo. 

• Thrive (open source). In this case, the 

learning object would be the biology of cells 

in relation to their environment. Players 

create the cells, not the habitat. 

Tips for inclusion Although there are no specific accessibility options 

in this game, since it is a single player video game, 

students can help each other in case any of them 

has visual, hearing or mobility impairments. 

Additionally, the game is currently not available in 

some languages, including Greek and Romanian. 

Educators from these countries may need to decide 

whether to have their students play in English or 

whether they would like to play together in the 

classroom and make a simultaneous translation of 

the necessary text (if possible). They may also 

consider substituting the practical part of playing the 

game by watching gameplay videos with subtitles in 

the local language together in the classroom 

instead.  
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Tips for shortening the 

duration of the sequence 

The sequence is already about 1 hour, but if you 

would like to shorten it a bit more, you can end the 

sequence after Step 2, thus skipping Step 3, in 

which students replay the video game to try to 

improve their knowledge and skills.  

 
Step by step: how to implement the sequence 

 

• Step 1: Familiarising students with the game and relevant biological 

concepts (20 - 30 minutes) 

 

In this sequence, we will explore a video game that uses biology knowledge to 

reinforce curricular concepts from the subject. If you choose to use Planet Zoo or Zoo 

Tycoon, you should focus on the animals’ habitats. However, in other games, such as 

Thrive (open source), players can focus on developing living cells with all their 

component parts, which must be created in such a way that they can survive and 

reproduce in certain environments. 

 

After an explanation of the game and its mechanics, as well as identifying the 

biological concepts you (the educator) would like the students to learn, you should 

give students time to play the game on their own. You should also emphasize the 

importance of students paying attention to relevant curricular concepts while they 

play. Students are expected not only to familiarise themselves with the game, but also 

to identify some of the biological concepts, such as: the names of species, parts of 

cells, different climates, the components in soil and/or water, etc. In Planet Zoo, we 

recommend using the Sandbox mode for this exercise so that the game doesn’t ask 

students to complete specific goals, but rather allows them to explore and observe. 
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• Step 2: Discussing the first game experience (20 - 30 minutes) 

 

The educator will lead a discussion with the entire class on how they found the 

gameplay experience. The goal is to see how far the students can get in the game by 

themselves and how it might be possible to use the relevant biology concepts they 

have identified to advance further within the game. 

 

This means answering questions like: Was it difficult for the animals or cells to survive 

in the game environment? If things did not go very well for the animals or cells, why 

do you think this happened? How did each action change the course of the game? Do 

we understand how changing each environmental element or part of the cell 

influences the progression of the game, i.e., the capacity of the animals or cells to 

adapt to their environments? 

 

• Step 3: Replay the game— with a new challenge (20 - 30 minutes) 

 

Once the students have learned how to progress further in the game by understanding 

and using the basic concepts of biology, the next step is to have them play the game 

again. This time, though, the educator should challenge them to reach a specific point 

in the game that corresponds with a concrete learning objective.  

 

In Planet Zoo and Zoo Tycoon, we can use one of the games’ pre-set scenarios—

levels with their own narratives, specific conditions and challenges, and a list of goals 

for the player to achieve—in order to fulfil the learning objectives. Some of the goals 

these may offer include adopting a certain number of species, reaching a specific level 

of species diversity (either animal or plant), releasing animals into the wild, etc. (The 

Planet Zoo fandom page has a list of all the scenarios, if you would like to explore 

file:///C:/Users/danie/TRANSIT%20PROJECTES%20Dropbox/Research%20Area%20Tecnica/Gaming%20for%20skills/O.5%20•%20Experience%20library%20&%20pedagogical%20sequences%20–%20Single%20player%20•%20Leads%20Logopsycom/IO5.6%20Translation%20and%20clean%20files/Final%20English/planetzoo.fandom.com/wiki/Career_Mode
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them further ahead of time.) However, be aware that this approach will take much 

more time to complete than other, simpler approaches.  

 

In the video game Thrive, the educator can give students more specific goals, such as 

creating a cell with a core or reaching the coldest environment and surviving there for 

a certain amount of time, and these goals will fit nicely into shorter lesson plans. 
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