
Microbial Pursuit:
gamifying microbiology to make a

difficult topic more engaging
In 2019, Isabel Murillo Cabeza, a lecturer in the School of Cellular and Molecular Medicine, used BILT 
Discretionary Funding to design a game for her students based on the family favourite, ‘Trivial Pursuits’. 

Watch a video about how the game works here.

What impact did the game have on students? 

Unfortunately, due to COVID-19, we have had to cancel the second part of the game. However, this created an
opportunity to adapt the game to an educational online activity. With that possibility in mind, I created two types 
of activity: one asynchronous and the other synchronous. 

As we already had the students’ questions and answers from the first session, I converted them into an online
quiz using some free software called FlexiQuiz. I am very happy to say that some of the students have engaged 
with the quiz. With the help of a colleague, Jonathan Tyrrell, we also created a live session where the students
could revise the unit material while they were engaged with an online quiz. could revise the unit material while they were engaged with an online quiz. 

Together we made the quiz with PowerPoint and BB Collaborate. Even with short notice we got 24 students 
onboard which we consider an enormous success!  We had a few problems with connectivity, but luckily were 
prepared for that. The experience was well received by the students as it meant an opportunity to break the 
monotony of their long days of recorded lectures. I am very pleased to have created an interactive game that helps
students play while revising and that has also proved adaptable to our COVID-19 “new normal” online education. 

I have run Microbial Pursuit three times with first year students, and on each occasion the students have been 
very cooperative and enthusiastic about the idea of using interactive games as part of their teaching and learning 
experience. Based on the questionnaire that they completed after the sessions, students are very keen on 
alternative pedagogical methods that allow them to learn while they are socialising and creating bonds with 
their peers.

The most noticeable impact was the change of vibe in the class: from a large group of students that do not 
interact to a convivial and workmanlike atmosphere created by our game.  It was particularly noticeable that interact to a convivial and workmanlike atmosphere created by our game.  It was particularly noticeable that 
students interacted with each other in small groups and how the classroom filled with conversation and laughter. 
I felt proud to witness this metamorphosis!

Some examples of the engagement are that many students wanted to continue playing beyond the session, 
other students asked me where they can buy the game or if they could borrow it as a fun revision tool.  I could 
not have received better feedback!

As the feedback from students was so positive and constructive, we have for this academic year introduced the
game as part of the curriculum for two first year units on Microbiology. We have created a two-part workshop
that replaces some of the tutorials.

Students are very keen on alternative and pedagogical methods that break the monotony of their long days at 
University. 

How did it positively impact learning?

What are the next steps / would you change anything?

http://www.bris.ac.uk/infection-immunity/news/2019/microbial-pursuit.html

