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Mastery You have mastered this skill. But remember, it

Pythagorean is very easy to forget the newly learnt skill
Theorem Come back again after 3 days to master this
skill again.
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You had mastered this skill on 9/2 but you seem
to have forgotten this. Please practice more to
remaster this skill.
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Solving equations You are doing great in this skill. You seem to be

reacly for bonus problem.
Click here to solve bonus problem.
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pesmn You have mastered this skillthrice and also
- solved bonus problem.
Factorization I I Good job John!
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Assistment Nursery is based on the concept of Farmville, the most popular and fastest growing Facebook game. 

http://en.wikipedia.org/wiki/FarmVille_(Facebook)
Knowledge in math skills is represented as plant that has to be nurtured. It thus represents knowledge as a dynamic and organic element, which has to be enriched regularly.

If a student is able to master a skill, he will have a small plant. If he does not come back to master it again after the specific time, it will wilt away. But if he masters again, it will grow bigger. If he is able to solve bonus problems, he will have flowers.

The student will have a plant nursery which he can publish and show to his friends or can also decorate with fence, greenhouse, etc by the points they collect from our score system.
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Why this can be better than regular points, flags and badges?
This is more intuitive representation of knowledge. Though this has achievement and competitive elements, this is non-threatening and therefore can be appealing to larger set of students. Students will also be able to express themselves with their decorations.
Games that are organic can be more refreshing than the regular plastic-y ones with badges and trinkets.  
Can this appear sissy for boys?

Plants and flowers may seem sissy for some but Farmville has been popular among all gender and age groups. 

FarmVille is a game that gives users the ability to "grow delicious fruits and vegetables and raise adorable animals" on their own virtual farms. 
It owes its popularity to a growing trend among urbanites to try to their hand to the rural life by harvesting vegetables, milking cows, and shearing sheep. 

Combines best elements of social gaming, with people’s instinct to nurture.

http://www.telegraph.co.uk/technology/facebook/6138075/Farmville-set-to-become-most-popular-Facebook-application.html
Game elements: win states, level, collecting, bonus rewards, loss, expression
Win state: mastering a skill is the win state

Level: there are different levels of mastery

Collecting: Students can collect the plants that they have mastered

Bonus rewards: Solving bonus problems will flower the plant as reward

Loss: Being not able to master again will wilt the plant 

Expression: Students can decorate their nursery
Publishing nursery: social element

The students can choose to publish their nursery. This way, they are able to share their achievements and expressions.

Will students spend their learning time on decorating and playing in the nursery?
Visiting the nursery link can be deactivated or limited during class hours. 
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