Year 7

Unit 4: Game Making 


Game Basics
	ICT Framework Objectives

Organising and investigating
· Save files using appropriate file names in a hierarchical folder structure.
Developing ideas
Sequencing instructions
· Plan and implement sets of instructions, predicting outcomes before execution.
· Test and refine sequences in order to achieve specific outcomes.
	Resources

1. Presentation: 7_4_1LearningObjectives
2. Presentation: 7_4_1SoftwareLayout
3. Worksheet: Record
4. How to...: 7_4_1Use the Game Maker Software
5. How to...: 7_4_1Create a Batting Game

6. How to...: 7_4_1Improve the Batting Game

7. Game Maker file: 7_4_1Batting Game

8. Published Game: 7_4_1Batting Game

	Learning Objectives

By the end of this lesson students should be able to:

· Load the Game Maker software.

· Create a new game.

· Explain what is meant by a ‘sprite’.
· Explain what is meant by an ‘object’.
· Explain what is meant by a ‘room’.

· Explain what is meant by an ‘event’.

· Explain what is meant by an ‘action’.

· Create a sprite.

· Create an object.

· Create a room.
	Key Words
1. Sprite.
2. Object.

3. Room.

4. Event.

5. Action.

	Before the lesson
	


Ask students to save their Record in their Unit 2 folder and explain that they’ll use this to log their answers, findings etc throughout the unit.

Make accessible the files listed in the resources section above.

Print out as many copies of the How to… documents as required.
	Overview
	


This lesson introduces the students to the elements that are used to construct the computer games that they are all familiar with. The students should end the lesson with a clear view on what we mean by a sprite, an object, a room and that a game is a programmed series of events and actions allowing the objects to react with each other. The plan indicates where work can be recorded in the students’ Record although it is probably better to ask students to complete it after the whole class introduction. 

In lessons 1 to 3, the students are introduced to the software and the basic concepts by using How to... help sheets to create three games – a batting game, a pacman game and a space invaders game.
How to... tutorials are provided to guide the students through these activities and each one contains ideas for extension work which will allow the students to enhance their games. Alternatively, the building of these games could be covered by teacher led demonstrations using a projector and whiteboard and this method would probably be preferable for the first activity.
	Starter: What is this unit about?
	10 mins


1
Using the projector, demonstrate the Batting Game.exe (published gamefile) and point out the motion of the bat and how the ball bounces against the walls and the bat.

Also show how the score increases or decreases when the ball hits the walls.


Tell the students that they will soon be producing far more sophisticated games!
2
Ask students to read through the introduction and learning outline on their Record which introduces the unit, and the fact that they’ll be creating a game of their own to match the given requirements. Once the students are aware of the outcome for the unit, you can read through the assessment section which shows the level criteria for the unit. They’ll be asked to self-assess their performance at the end of the unit. 

Display the LearningObjectives presentation and read through the objectives.
	1: What makes a game?
	25 mins


1
Display the Batting Game.gmk Game Maker file and point out the folder structure at the left.
2
Display slides 1 and 2 of the Software Layout presentation to explain the groups of items used in the game.


When viewing slide 2, stress that the sprites are the images that are used to represent the objects in the game and that these can be changed during the game.

Also point out the other sets of items e.g. sounds, rooms.
3
Ask the students to load the program and use How to...:Use the Game Maker Software to familiarise themselves with the layout.
4
The students should complete the exercise in the Lesson 1 section of their Record on page 6 to show that they understand the definitions of the terms.
	2: My first game
	20 mins


1
Ask the students to use the How to...:Create a Batting Game to start creating their first game.

Stress that they should not rush through the instructions as they will have time next lesson to complete the game.
	Plenary: Question/answer session
	5 mins


1
Display the work of any students who have completed the game.
2
Ask the students to define and give examples of objects, sprites, events, actions and rooms.

	Homework: Analysing games
	


Ask the students to look at an online computer game or at computer games they play and list:
· The objects

· The sprites

· The rooms

· Any events that they can identify e.g. key presses and the actions that result.

Also remind the students that they can download and use the software at home.
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