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GAME DESCRIPTION

• This board game follows the life of the character           
Ty as they navigate the complex world of health         
and wellness. 

• Ty will go through 5 life stages in the game: 
1. Before Birth (<0 years)
2. Infant (0-1 Years)
3. Toddler (2-4 Years)

4. Primary School (5-11 Years)
5. Middle School (12-14 Years) 

• As Ty hits each new board tile, the character will face a 
challenge in one of four categories: 

1. Family
2. Wellness
3. Social
4. Media

• The challenge will relate to immunology or vaccinology 
in some way, from a fear of needles to social media 
misinformation. The learners will then decide on a 
strategy together to overcome these challenges.

• Each life stage ends with an Activ(ity) Immunity Break, 
which is an exciting experiment to solidify learning and 
acts as a bridge between life stages.

Game Length: 
≥1 class period (45 min+)
Age Range: 6-9+

LEARNING OBJECTIVE
The goal of this game is to have 
learners gain insight about 
immunology and vaccinology 
and use their problem-solving skills 
to tackle some of the most 
common challenges around 
health and wellness that one 
might experience as they grow up.
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GATHER MATERIALS
• General: 

• Game Board (print 1 per learner/group)
• Learner Card Deck (print 1 set)
• Educator Card Deck (print 1 set)
• Movable game piece (1 per learner/group)
• Green food colouring
• Measuring cups and spoons (1 set)
• *Electric kettle (*optional if you have sink access)

• Activities:
• Activ(ity) Immunity Break 1

• Aunty Jenn Says Card Deck (Print 1 set)

• Activ(ity) Immunity Break 2
• Active dry yeast (8 tsp)
• White granulated sugar (4 tbsp) 

• 4 Small water bottles 

• 4 Balloons

• Activ(ity) Immunity Break 3
• Gelatin powder (2 Tbsp)

• Spoon or stirring rod
• Corn syrup (1/2 cup) 

• Large glass jar or beaker

• Activ(ity) Immunity Break 4
• DNA Secret Code (print 1 set per learner/group)

• DNA Legend (print 1 set per learner/group)

• Activ(ity) Immunity Break 5
• Empty spray bottle

• White paper

TIPS FOR EDUCATORS

• Looking to save paper or do this 
workshop virtually? Use the 
digital version of the documents 
instead!

• Options for a movable game 
piece could include an eraser, a 
small figurine, or a game piece 
from another board game. 
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SET UP YOUR EXPERIMENTS
• Activ(ity) Immunity Break 1

1. Place the Aunty Jenn Says cards image side down

• Activ(ity) Immunity Break 2
1. Label your 4 bottles WARM SUGAR, WARM NO SUGAR, 

COLD SUGAR, COLD NO SUGAR 
2. Carefully place 2 tsp of active dry yeast into each bottle
3. Have sugar, a tablespoon, balloons, and water ready

• Activ(ity) Immunity Break 3
* Optional step: if you don’t have access to a sink, fill an 

electric kettle with water and turn on
1. Prepare heatproof beaker or glass container
2. Pour corn syrup into ½ cup
3. Have green food colouring and spoon ready

• Activ(ity) Immunity Break 4
1. Prepare 1 set of DNA Code and 1 set of DNA Legend to 

be handed out to each learner/group

• Activ(ity) Immunity Break 5
1. Fill the spray bottle with water
2. Leave white paper and green food colouring off to the side

TIPS FOR EDUCATORS
• Try your experiments 

beforehand so you know they 
will work on the day!

• If you have access to a sink, you 
may want to set up the 
experiments close by.

• Activity instructions can be found 
in the Educator Card Deck.
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TIPS FOR EDUCATORS
• Looking to save paper? Project

the game board onto a large
screen for the whole class to see,
rather than handing out
individual printed boards.

• Running low on time? Only hit
one or two board tiles per life
stage.

PRESS PLAY!
• Pass a Game Board to each learner/group. Ensure

each board has a game piece to represent Ty. 

• Ensure all Card Decks are in order. Move one tile at a
time and read the scenario on the associated card.
The scenario will result in either a gain or loss in
knowledge points represented by the brain, and/or
health points represented by the heart.

• A gain in points requires learners to tally them on
the game board. A loss requires them to develop a
strategy to overcome the challenge. If that happens,
points will not be taken away.

• When the end of the game is reached, learners will
decide if Ty is prepared enough to head into a
healthy young adulthood. If you hit every tile and
find a solution to each scenario, the game will end
with 10 Health and 10 Knowledge Points.

LOOKING TO GO FURTHER?

• Make a new viral code using the DNA legend.

• Have learners build their own game tiles based on
experiences they have had and solve as a group.

QUESTIONS? Contact us at
whyimmunize@thediscoverycentre.ca?

mailto:whyimmunize@discoverycentre.ca

