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 Sci-Fi Bingo 
 

Sci-Fi Bingo: How to use 
 

• When studying sci-fi as a genre: This can be done at Key Stage 3, 4, or 
5, and within film or literature. With every new film, or piece of literature 
that is studied, students can tick off which elements they see (alternatively, 
blow up the card and put it up on the wall in class, and then write the name 
of each piece in the tiles as appropriate). 
 

• In Creative Writing: tell the students that these are the elements of sci-fi, 
and in their piece of creative writing they have to use as many as they can 
while still making the story believable. Alternatively, give them a number 
that they are allowed to use (e.g. you have to pick one element from the left 
column, one from the middle, and one from the right). 
 

• In a study of genre: This can be done at Key Stage 3, 4 or 5. Use the bingo 
as an introduction to the idea of ‘tropes’ of a genre. Show the students a 
couple of the shorter films, or read a couple of short stories/poems with 
them. Whilst doing this, get them to play the bingo game. Following this, 
explain that the items on the bingo are all tropes and get them to try and 
work out what a trope is. As an extension, ask if they can identify any other 
‘tropes’ that they have seen. Then, get them to come up with their own 
bingo for the genre that they are studying. You could have studied one or 
several films/pieces of literature from that genre. Students should come up 
with their own bingo and then play it with either another work of that genre 
or a section (e.g. how a particular scene in Hamlet conforms to the tropes of 
tragedy). For advanced students, this could also be used as a prompt for a 
discussion of tropes themselves i.e. where do clichés come from? At what 
point does it become a cliché? What is the difference between cliché and 
parody? 
 

• As a prompt in study: Blow up the bingo, and use as a reference tool in a 
genre study. Perhaps link it to a points game whereby the first student to 
spot a trope gets a point. You could also adapt the bingo and either put it on 
your wall/on tables as a memory aid for students – so that key words and 
phrases such as dystopian future can be embedded with the students. 

 


