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Using PPT animations to springboard your 
live session into multimodal engagement.

The OM Animation Challenge
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Workshop Objectives

• Explore the use of PPT Animation in Teaching & Learning

• Explore ideas to further enhance engagement in the 

classroom

• Explore ideas to gamify the PPT animations
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Overview: The OM Animation Challenge

Rules:
• Think of a response
• Pair (exchange ideas with peers)
• Share ideas with class
• Have fun!

Example 1

Example 2
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The challenge

1. What is being transformed and how many transforming 
resources can you identify? 

2. What 3 OQ should they concentrate on?
3. Who are their competitors?
4. To win more orders, what should they do better than their 

competitors?
5. If they could only improve one factors at a time, what sequence 

should they follow…
6. Assume demand is constant, How much revenue would they 

generate in a month? Next
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Scenario: 
The demand for car wash remains constant with more frequently 
customers.

Challenge: 
They need to make sure they can start the washing process as soon as 
possible.

Assume we have a ‘magic wand’ and can change the current layout in an 
instant

Task: What is the best theoretical layout design and why?

Preventing Process Mayhem

Next



So Far….
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else…

Developing the Animation (15 minutes)

What

Who
Where

How
When

https://www.mentimeter.com/app/presentation/altooi13cupocw3mj6ad4gi8eapf7msb/ytifa4d1zk54
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