
 
 

Flower 
 

RATIONALE FOR THIS LESSON: Why are you teaching this lesson?  
 
Many English Language Arts classes start the year learning about the different parts of a story and theme. Theme is the 
subject of a talk, a piece of writing, a person's thoughts, or an exhibition; a topic. It is also an idea that recurs in or 
pervades a work of art or literature. Theme can be a difficult topic to teach. Sometimes the main idea of a story may 
seem obvious, but it can be difficult to put into words. Flower is a game without without words. There is no writing, 
speaking, or dialogue. It is simply about a petal of a flower flowing in the wind bringing life back to wherever it 
touches.  
 
The game exploits the tension between urban bustle and natural serenity. Players accumulate flower petals as the 
onscreen world swings between the pastoral and the chaotic. Like in the real world, everything you pick up causes the 
environment to change. Its simplicity allows for anyone to play and feel in complete zen and be uplifted by the game. 
By using the motion controller, players can control their direction and lead the way across the fields. - 
Thatgamecompany  
 
The theme of balance between nature and humanity is easy to pick up on. It gets students thinking about whether or not 
nature and humanity can coexist. Every piece of important information is shown to the player since you do not need to 
focus on dialogue. At just under an hour of playtime, Flower is the perfect introduction to theme.  
 

 
 

CONTENT AIM (content) 
 

 
● What is the theme of Flower? What do you think was the creators’ intent in 

making this game? 
○ For teacher: The theme of Flower is the importance of balance between 

nature and urbanization.  
 

WHAT QUESTIONS will 
SUPPORT THE AIM and 
DEEP, COMPLEX 
THINKING  

 
● What is a video game? 
● What can video games teach us? 

 
LESSON OBJECTIVES 
What should students know 
or be able to do at the end of 
the lesson that they couldn't 
do before that will help them 
answer the aim.  
*Note: Learning objectives 
should be about student 
performance.) 

Students will: 
 

● Determine a theme or central idea of Flower.  
● Explore how theme is incorporated into the gameplay of Flower. 
● Play through Flower.  

 

LANGUAGE AIM  
(reading, writing, speaking 
and writing) 

● Listen to the music in Flower.  
● Speak with other students in conversation.  
● Watch/Play Flower. 

 
STUDENT WORK as EVIDENCE OF LEARNING and TOOL for Future Learning and Project Completion 
 

● Students will complete attached Graphic Organizer.  
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TEXTS TO BE USED 
 

● Flower. 
○ Available on PlayStation 3, PlayStation 4, PlayStation Vita, iOS, 

Microsoft Windows 
○ Developed by Thatgamecompany  

MATERIALS NEEDED 
 

 
● One means of playing Flower.  

○ I will be playing on a Playstation 4.  
● Graphic Organizer. 
● Accompanying presentation 

 
LESSON PLAN 

DO NOW: (5 min)  
The HOOK! 
 

 
● Do Now: Take a look at the cover for the video 
game Flower. What are some things flowers 
represent? 

  
● Have a short 2-3 min conversation about the 
student responses.  

 
MODEL/SET THE 
CONTEXT/ACTIVATE 
AND ASSESS PRIOR 
KNOWLEDGE (10 min) 
 

 
● Read the Aim: What is the theme of Flower? What do you think was the 

creators’ intent in making this game?  
● Theme is the subject of a talk, a piece of writing, a person's thoughts, or an 

exhibition; a topic. It is also an idea that recurs in or pervades a work of art or 
literature. 

● Theme is incorporated into most, books, movies, TV, and even video games.  
○ Most writers, or creators, want their work to convey a message to their 

audience.  
○ Theme is the focus of the video game Flower.  

● Flower is divided up into six main levels and one credits level. Each level is 
represented by a flower in a pot on a city apartment windowsill, and upon 
selecting one the player is taken to the "dream" of that flower. 

● Once inside a level, the player controls the wind as it blows a single flower petal 
through the air. Changes in the pitch and roll of the floating petal are 
accomplished by tilting the controller. Pressing any button blows the wind 
harder, which in turn moves the petal faster. 

● Groups and lines of flowers are present in each level; approaching these with 
the petal causes them to bloom and a new petal to trail the first. When the player 
approaches certain flowers or groups of flowers, changes are made to the game 
world. These include opening new areas, transforming dead grassy areas to 
bright green fields, or activating wind turbines. These changes generally result 
in new flowers sprouting for the player to interact with.  

● Flying through each flower results in a musical chime that harmonizes with the 
music. The music itself dynamically adjusts as changes are made to the world. 
The more flower petals the player has trailing the lead petal, the faster the petals 
move. It is impossible for the player to lose a level or any progress. The game 
features no enemies, hit points, or time limits. A single play-through of the 
game takes approximately one hour. - Wikipedia 
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● We will have students switch out as they play. One student per level.  
● Pass out handout.  
● Time to play. 

CHECK FOR 
UNDERSTANDING #1 
How will you assess or gauge if 
students are making progress 
towards the lesson objectives?  

 
● Check that everyone in class understands the basic concept of the game. Ask 

individually, or as a class, or in whichever way your class typically responds to 
you.  

PRACTICE TASK (This 
will depend on how long it 
takes to play the game. 
Probably around 1 hour of 
gameplay)  
(Independent, Pair and/or 
small group task)  
What activities are planned 
that align to the lesson 
objectives?  

 
● Have the students answer the questions on the worksheet as the class progresses 

through the game.  
● Have students take turns playing the game. There are six levels in the game of 

which students can rotate through. The controls are very simple so each students 
will get the hang of it as they play.  

● Enter the first flower’s (Yellow Flower) level. Have students answer the first 
question.  

○ 1) What is the setting as we enter the Yellow Flower’s dream? 
● Take a moment to show the students the controls after we enter the first level. 

Move the controller around to show how to turn the flower pedals and how 
pressing any button will increase the wind speed. These are the only controls in 
the game.  

○ 2) What is your goal in the Yellow Flower’s dream? What do you think 
were the creators’ intentions in implementing motion controls for the 
gameplay? 

○ 3) How does the atmosphere of the window sill change after completing 
the first level? 

● Enter the second flower’s (Red Flower) level. Have students answer question 
four upon completion.  

○ 4) In the Red Flower’s dream the player continues to bring life back to a 
grassy field. More color is brought to the city seen through the window 
when this level is completed. What do you think the theme of the game 
is thus far? 

● Enter the third flower’s (Pink Flower) level. Have students answer questions 
five and six upon completion. 

○  5) We see more changes in the city as we enter the Pink Flower’s 
dream. What has changed? What is the player accomplishing as they 
play? 

○ 6) We are no longer just bringing life back to nature in the Pink 
Flower’s dream. How is this level different from the previous two? Why 
do you think the creator chose this specific piece of technology to be the 
first you interact with in the game? 

● Enter the fourth flower’s (Blue Flower) level. Have students answer question 
seven.  

○ 7) The Blue Flower’s dream introduces the first piece of conflict in the 
game. What happened? Has your interpretation of the game’s theme 
changed since question four? How?  

● Enter the fifth flower’s (Purple Flower) level. Have students answer question 
eight. 

○  8) The Purple Flower’s dream is the first time the player can actually 
get hurt. How does this play into the ongoing theme of the game? 
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● Enter the final level of the game (Violet Flower). Answer question nine.  
○ 9) What is the goal in the final level (Violet Flower) of the game? How 

does this level mirror what occured in the first level of the game? 
● Move on to Wrap-Up  

 
CHECK FOR 
UNDERSTANDING #2 
How will you assess or 
gauge if students are making 
progress towards the lesson 
objectives?  

 
● Circulate as students play and make sure that they understand what is going on 

in the game.  
● Ask the class if they have any clarifying questions about this specific event.  

 

WRAP-UP AND FINAL 
ASSESSMENT #3 (10 
min) 
How are students returning 
to the lesson objective? 
How are students 
self-assessing or engaging in 
peer assessment of each 
other’s progress towards 
outcome mastery?  
 

  
● Answer the final questions together as a class. Give students 10 minutes to write 

silently and then come back together to have a class discussion.  
● Question Ten: 10) This moment of a flower growing through the pavement in a 

city street is the final scene of the game. What is your take away from this 
moment?  

● Aim: What is the theme of Flower? What do you think was the creators’ intent 
in making this game? 
 

 
 

DIFFERENTIATION/MU
LTIPLE POINTS OF 
ENTRY  
What are the learning styles of 
your students?  How can you 
support and extend learning for 
students? (see resources below)  
 

 
● Student will work together as a class so that they can help each other when 

needed. This can be for content comprehension, or interface comprehension.  
● Students will take turns reading the questions out loud as they play.  

 

HOMEWORK (if 
applicable)  
 

 
● No Homework 

 
Common Core Standards CCSS.ELA-LITERACY.CCRA.SL.2 

Integrate and evaluate information presented in diverse media and formats, including 
visually, quantitatively, and orally. 
 
CCSS.ELA-LITERACY.CCRA.SL.1 
Prepare for and participate effectively in a range of conversations and collaborations 
with diverse partners, building on others' ideas and expressing their own clearly and 
persuasively. 
 
CCSS.ELA-LITERACY.RL.6.2 
Determine a theme or central idea of a text and how it is conveyed through particular 
details; provide a summary of the text distinct from personal opinions or judgments. 
 
CCSS.ELA-LITERACY.WHST.11-12.4  
Produce clear and coherent writing in which the development, organization, and style 
are appropriate to task, purpose, and audience. 
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CCSS.ELA-LITERACY.RL.11-12.2 
Determine two or more themes or central ideas of a text and analyze their development 
over the course of the text, including how they interact and build on one another to 
produce a complex account; provide an objective summary of the text. 
 
CCSS.ELA-LITERACY.RL.11-12.3 
Analyze the impact of the author's choices regarding how to develop and relate elements 
of a story or drama (e.g., where a story is set, how the action is ordered, how the 
characters are introduced and developed). 
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Name:__________________________________ 
 

Aim: What is the theme of Flower? What do you think was the creators’ intent in making this game? 
Directions: Play Flower with your classmates and answer the questions below.  

 
1) What is the setting as we enter the Yellow Flower’s dream?  
 

 
 

 
 
2) What is your goal in the Yellow Flower’s dream? What do you think were the 
creators’ intentions in implementing motion controls for the gameplay? 
 

 
 

 
 

 
 

 
 
3) How does the atmosphere of the window sill change after completing the 
first level? 

 
 

 
 

 
 

 
 
4) In the Red Flower’s dream the player continues to bring life back to a grassy field. More color is brought to 
the city seen through the window when this level is completed. What do you think the theme of the game is thus 
far? 
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5) We see more changes in the city as we enter the Pink Flower’s dream. What 
has changed? What is the player accomplishing as they play? 

 
 

 
 

 
 

 
 

 
 
6) We are no longer just bringing life back to nature in the Pink Flower’s dream. How is this level different 
from the previous two? Why do you think the creator chose this specific piece of technology to be the first you 
interact with in the game? 

 
 

 
 

 
 

 
 
7) The Blue Flower’s dream introduces the first piece of conflict in the 
game. What happened? Has your interpretation of the game’s theme 
changed since question four? How?  

 
 

 
 

 
 

 
 

 
 
8) The Purple Flower’s dream is the first time the player can actually get hurt. 
How does this play into the ongoing theme of the game? 
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9) What is the goal in the final level (Violet Flower) of the game? How 
does this level mirror what occured in the first level of the game? 
 

 
 

 
 

 
 

 
 

 
 
10) This moment of a flower growing through the pavement in a city street 
is the final scene of the game. What is your take away from this moment?  
 

 
 

 
 

 
 

 
 

 
 

 
 
Aim: What is the theme of Flower? What do you think was the creators’ intent in making this game? 
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