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This file contains two lesson plans with exercises and activities for the September mission of the new RR game  
“The Impossible Portal”.  This file, as well as the CD tracks and the game pages from the magazine can be  
downloaded from www.bridge-online.cz/portal.

M MATERIALS

Introduction to “The Impossible Portal” and Gamification
Hello, teachers, and welcome to The Impossible Portal, RR Magazine’s new year-long game. Last year we went to 
the Land of Awesome, where students practised their English skills by visiting interesting places and helping lots of 
people. Each issue came with several pre-made lesson plans and all the materials you needed, and students loved 
the adventures. We got a lot of wonderful feedback from all of you, and this year we are happy to offer you a new 
and improved mission for 2017-2018.
The Impossible Portal is based on the gamification methodology of teaching English. Game mechanics are used 
to motivate students, encourage them to try new things, reduce their fear of failure, and make learning fun and 
exciting rather than an unpleasant obligation. To use the system most effectively, teachers should try to follow 
certain principles:
• Encourage a growth mindset in students. Teach them that the brain is like a muscle which can only be made 

“bigger and stronger” by training it with difficult exercises. We like when things are easy, but those things 
don’t make our brains grow. Encourage students to always challenge themselves and seek out difficult things.

• Rather than focusing on losing something by making mistakes, instead focus on gaining something by 
trying. Mistakes should not be punished, but rather seen as an opportunity to learn. (For example, instead 
of subtracting points for mistakes on assignments, count up how many points they have earned with their 
correct answers. This small psychological trick can be surprisingly motivating without requiring any extra work 
or preparation.) Students who haven’t yet succeeded should be encouraged to keep trying until they do, and 
praised when they finally succeed. 

• Be specific with praise. Instead of saying “good work”, try “I like the way you didn’t give up until you got it 
right.”, “Your pronunciation was very good today.”, or “You really learned a lot of new words.” Focus praise on 
things the students struggle with and work hard on, rather than rewarding things that come easy to them.

• Avoid labels like “good/bad student”, “clever”, and “slow”. These labels suggest that students do not have 
control over whether they learn or not; that learning it is something that some people are born with a talent 
for and some can never succeed in. Instead, praise hard work and not giving up, and encourage students who 
struggle.

• Game mechanics can help students understand how they learn. Familiarity with some of these mechanics, 
like experience points (XP)/experience levels, “levelling up”, quests and skills (as used in games), will help 
you explain to students (most of whom are already familiar with these mechanics from computer and mobile 
phone games) how they can best learn. For example, they are all starting at level one in their English skill, and 
in order to “level it up”, they need to earn XP by completing assignments and tasks in class and at home. 

• Grammar points and vocabulary topics can be referred to as skills to be learned, “levelled up”, and mastered. 
This terminology, already familiar to most students, will adjust their mindset to a more positive and motivating 
one, all without having to change the course materials. The Impossible Portal materials are already organized 
around these principles.

You can find more information online about gamification in education.

L LANGUAGE & SKILLS 
PRACTISED  
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LESSON PLAN | PART ONE
JANUARY–FEBRUARY MISSION: THE MEGAHOUSE

Topic: House and Furniture

Level: A2   

Number of Learners: 1 Class (12–24 students)

Time: 40–45 mins

Materials: RR January–February 2018, “Brr... Let’s Stay At Home” (pp. 4–5); CD Tracks 10–11, January–February Recording Scripts; Handouts

Before you start:
• Review the vocabulary on pp. 4–5 of the magazine

• Prepare several copies of Handout 1 (one per pair of students, this TF,
     p. 3)

• Prepare several copies of Handout 2 (one per pair of students, this TF,
     pp. 3–4)

Whole Class
Quickly review what happened in the last mission (after making 
some food rules on Do What You Want World, Susan and the 
adventurers opened the Impossible Portal and went through). Look 
at the vocabulary on pp. 4–5 of the magazine and tell students to 
use their imagination to guess what the next world will be like. Have 
a few volunteers share their ideas.

2 WELCOME TO THE MEGAHOUSE  10 mins

 L    Speaking, Listening, Reading, Writing                          HANDOUT 1

 M   CD Track 10, January–February Recording Scripts

1 Whole Class / Pair Work
Play CD Track 10 once and listen as a class. Encourage students to 
ask questions about parts they don’t understand. Then put students 
in pairs and give each pair a copy of Handout 1. Give them three 
minutes to fill in as much as they can remember. Then play the track 
again to check the answers and fill in any that are missing.
The recording script for Track 10 can be found in the January–
February TF – Recording Scripts.

5 FEEDBACK  5 mins

 M   Character Sheets                

Pair Work
2 Check that students understand what to do. If they are unsure 
about the compass directions (north/east/south/west), show them 
the compass on the map that will help them. Put them in pairs, 
assign each partner a role, and give the reader the directions and 
the walker the map from Handout 2. Monitor the pairs to make sure 
they are speaking English and aren’t looking at each other’s papers. 
Pairs who finish early can do the task again with the roles reversed. 
If any pairs are struggling to complete the exercise, assign each 
partner a student who has already finished to help them with their 
role.

Whole Class
Tell the students that they have earned 2 Creativity points,  
3 Teamwork points, 3 Communication points, and 2 Logic points for 
this task. They should colour them in now.

Whole Class
When all pairs have finished, look at the map as a class and decide 
where the secret toy room is. (It is the room immediately to the left 
of the starting room.) When everyone is in agreement, play CD Track 
11 and listen as a class.

This is the end of Part One.

3 FINDING THE SECRET ROOM  15–20 mins

 L    Speaking, Listening, Reading, Vocabulary                 HANDOUT 2

1 INTRODUCTION  5 mins

 L    Vocabulary, Speaking

 M   RR January–February 2018, “Brr... Let’s Stay At Home” (pp. 4–5)

4 WHERE ARE THE BATTERIES?  5 mins

 L    Speaking, Listening, Vocabulary

 M   CD Track 11, January–February Recording Scripts

Whole Class
1 Explain to students that the directions for finding the secret toy 
room are written on the wall in the starting room. Students will 
work in pairs to find the secret room: a “reader” staying in the 
starting room with the directions, and a “walker” using the map to 
find their way through. They will sit so they can’t see each other’s 
papers (i.e. back to back) and role-play communicating through 
walkie-talkies. To be sure students understand, invite one student 
to demonstrate with the teacher at the front of the room using the 
following script:

Reader: How many doors are in the room?
Walker: There are four doors.
Reader: Is there a sofa in the room?
Walker: No, there isn‘t.
Reader: Is there exactly one table and one chair in the room?
Walker: Yes. One table and one chair.
Reader: Okay, go north.

Outline
Susan and her friends arrive in a new world. This world is one giant house, with no outside. They need to find batteries to power the Impossible 
Portal. They meet a boy who tells them the batteries are all in the secret toy room. He’s looking for it, too. He has a complicated guide to getting 
there, but he doesn’t understand it and keeps getting lost. Susan and her friends offer to help him find it, using the clues to navigate the maze of 
rooms and finding the toy room, which is well stocked with both amazing toys and plenty of batteries. They also solve three new puzzles to open the 
portal again.

HANDOUT 1: 1 windows; 2 batteries; 3 outside; 4 world; 5 toy; 6 complicated
HANDOUT 2: 

2 3 4

1 5

15 S 7 6

13 14 9 8

12 11 10

SOLUTIONS
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LISTENING WORKSHEET 
Listen to the recording and finish the sentences with the right words from the box.

1 When you come out of the portal, you’re in a room. The room hasn’t got any ____________.
2 FIT says you need to find some ____________ for the Impossible Portal.
3 Andris doesn’t know what ____________ means.
4 The Megahouse is a whole ____________ that is one big house.
5 Andris says the batteries are in the secret ____________ room.
6 The directions to the room are very ____________.

THE MEGAHOUSE SECRET TOY ROOM
Part 1: Map

START

HANDOUTS
HANDOUT 1

HANDOUT 2

batteries – complicated – outside – toy – windows – world

North

south

West East
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Part 2: Directions

Rooms with 2 doors:
•	 a table and 2 or more chairs: go west
•	 2 sofas: go north
•	 a sofa and 2 armchairs: go east
•	 an armchair and 2 or more tables: go south

Rooms with 3 doors:
•	 a sofa, an armchair, and a table: go south
•	 an armchair, a table, and a chair: go north
•	 a table and 2 or more chairs: go east
•	 2 sofas: go west

Rooms with 4 doors:
•	 a sofa and an armchair: go south
•	 a sofa, a table, and a chair: go west
•	 a table and a chair: go north
•	 a table and 2 or more chairs: go east

The secret room has only one door.
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LESSON PLAN | PART TWO
JANUARY–FEBRUARY MISSION: THE MEGAHOUSE

Before you start:
• Review the vocabulary on pp. 4–5 of the magazine
• Prepare several copies of Handouts 1–3 (one per small group, this TF, pp. 6–7)
• Prepare copies of the Battery Tokens (one per student, this TF, p. 9)
• Optional: Prepare copies of Handout 4 (one per student, this TF, p. 8)

1 PUZZLES  20 mins

 L    Vocabulary, Reading, Writing, Speaking, Listening 
                                                                                                      HANDOUTS 1–3 

Whole Class / Group Work
Explain to the students that FIT has given us three more puzzles. We 
need to solve them all to get the new code to open the door. Divide 
the class into three groups and assign each group one of the puzzles 
to solve together (Handouts 1, 2, and 3; this TF pp. 6–7). You can 
have students do this immediately in class, or do it as homework. 
If done as homework, the day the homework is due they should 
have five minutes in class to meet with their group and check their 
answers. Students may use their magazines to help them find the 
answers to some of the puzzles.

2 THE CODE  5 mins

 L    Speaking, Vocabulary

6 HOMEWORK (OPTIONAL)

 L    Reading, Writing, Speaking, Vocabulary                          HANDOUT 4

Whole Class
Once all of the groups are ready, the whole class must combine 
their clues to find the code (“window”). Have a representative from 
each group call out their clues while the teacher writes them on the 
board. Then invite the students to try to figure out what the code 
might be. If the class is unable to figure it out without help, give 
them the hint that it’s something the Megahouse doesn’t have.

Pair Work / Group Work
Give each student a copy of Handout 4 to do for optional 
homework. Students who want extra points will work in pairs or 
small groups to design their dream house. They draw a diagram or 
illustration of the house and its rooms, and fill them with images of 
whatever they want, as long as they can describe them in English. 
The projects will be presented in class by the group. Tell students 
that if they complete the homework assignment, they will get 2 
bonus Creativity points, 2 bonus Teamwork points, and 2 bonus 
Communication points for their characters. Award the points 
to students and let them colour them in immediately when the 
homework is completed.

Once the students have found the code, tell them they have earned 
2 Creativity points, 1 Teamwork point, 1 Communication point, and 
1 Logic point. They should colour them in now.

4 THE FINAL PUZZLE  5 mins

 L    Listening, Vocabulary                               

 M   CD Tracks 12, 13, January–February Recording Scripts

5 FEEDBACK  5 mins

 M    Character Sheets, Battery Tokens                                                   

Whole Class
Play CD Track 12 and check for understanding. Ask students what 
season it is now (“winter”). Then have students write down the 
word “winter” and count the number of letters in it (“6”). When 
everyone is ready, play CD Track 13. Tell the students to write the 
number 6 in the Notes section of their Character Sheet. They should 
write the number fairly small. They will need room to write two 
more numbers during the school year.

Whole Class
Tell the students they have earned 1 Logic point for answering the 
last question. They should colour it in now. Also tell students that 
there are lots of extra batteries which they can take as souvenirs. 
Give each student a battery token and give them five minutes 
to colour them in, cut them out, and glue them to the souvenirs 
section of their character sheet.

This is the end of the January–February episode of The Impossible 
Portal. The adventure will continue in March.

3 FEEDBACK  3 mins

 M   Character Sheets

Outline
Susan and her friends arrive in a new world. This world is one giant house, with no outside. They need to find batteries to power the Impossible 
Portal. They meet a boy who tells them the batteries are all in the secret toy room. He’s looking for it, too. He has a complicated guide to getting 
there, but he doesn’t understand it and keeps getting lost. Susan and her friends offer to help him find it, using the clues to navigate the maze of 
rooms and finding the toy room, which is well stocked with both amazing toys and plenty of batteries. They also solve three new puzzles to open the 
portal again.

*If there is not enough time to complete this part in class, most of it 
can be assigned as individual or group homework instead, leaving only 
about 10 minutes of in-class work.

HANDOUT 1: table; cupboard; mirror; sofa; bath; bed; bookcase; armchair; 
carpet; desk
Leftover letters: D, A, I, C, H, O, R
Word: Chair; Code letters: D, O
HANDOUT 2: Room 1; Code Letters: W, W
HANDOUT 3: 1 bedroom; 2 armchair; 3 kitchen; 4 sofa; 5 table; 6 window;  
7 bookcase; 8 lamp; 9 wardrobe; 10 mirror
Code Letters: I, N

SOLUTIONS

Topic: House and Furniture

Level: A2   

Number of Learners: 1 Class (12–24 students)

Time: 35–40 / 10 mins*

Materials: CD Tracks 12–13, January–February Recording Scripts; 
Handouts
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Can you find the words for furniture?

Write the leftover letters on the lines: ___, ___, ___, ___, ___, ___, ___

Some of the letters can make a word for something you sit on: _______________

There are two letters left. These are the code letters: ___, ___

This house has lots of letters (= písmena) in it. We need two letters for the code. But which ones? Use the 
clues (= nápovědy) to choose the right room.

HANDOUTS
HANDOUT 1

HANDOUT 2

TABLECUPBOARDDMIRR
O

R
A

S
OFAIBATHBEDCBOOKCASEHARMCHAIROCARPETRDESK

1 2 3

4 5 6

7

•	 The room has got a window.
•	 There isn’t an armchair in the room. 
•	 There is a table and a bookcase in the room.
•	 It isn’t next to a room with a computer.
•	 One of the rooms it’s next to has got more than one chair in it.

What are the code letters? ___, ___

W

C

B

E

P

T

S

O

R

A

F

D

O

W
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Do the crossword. The clues (= nápovědy) will help you.

1  a room for sleeping

2  a comfortable (= pohodlný) chair for reading and relaxing

3  a room for cooking

4  a long, soft place for many people to sit

5  a place to put things on, eat, or work

6  a way to look outside

7  a place to put lots of books

8  it makes light

9  a place for clothes

10  you can see your face in it

What are the three code letters? __ __ __

HANDOUT 3

1

2 3 4

5 6

7 8

9

10
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Work in a group. You are all living in a house together. It is the perfect house. Talk about what you want in 
your house. Does everyone have their own bedroom? How many bathrooms are there? How many kitchens 
and living rooms are there? What other rooms do you want? Talk about what is in the rooms. You can have 
anything you want, but you must know what it’s called in English.

Room: Who uses it: 
What’s in it: 

Room: Who uses it: 
What’s in it: 

Room: Who uses it: 
What’s in it: 

Room: Who uses it: 
What’s in it: 

Room: Who uses it: 
What’s in it: 

Room: Who uses it: 
What’s in it: 

Room: Who uses it: 
What’s in it: 

Room: Who uses it: 
What’s in it: 

Room: Who uses it: 
What’s in it: 

Room: Who uses it: 
What’s in it: 

Draw a picture of your house on another sheet of paper. Draw all the rooms, and all the things in the rooms. 
Then practise talking about the rooms. You will tell your class about your house, and everyone will talk. Get 
ready! After you show your house to the class, you will get bonus points for your characters: 2 Creativity,  
2 Teamwork, and 2 Communication.

HANDOUT 4

Room: Who uses it: 
What’s in it: 

Room: Who uses it: 
What’s in it: 
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BATTERY TOKENS
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