Year 7

Unit 4: Game Making





Introduction
The aim of this unit is for the students to acquire software skills in the use of Game Maker and to develop their capability in designing games and sequencing and testing series of instructions.
This unit covers the following:
· Looking at the basic elements of a computer game.
· Understanding the use of sprites, objects and rooms.

· Understanding events and actions.

· Developing sequences of instructions to control the events and actions in a game.

· Testing games.

· Acting on feedback to modify and improve their work.

By the end of the unit:

All Students: will be able to explain what is meant by a sprite and an object in the context of a computer game. They will be able to create objects and assign sprites to them and create a game with a single room. They will be able to populate the room with instances of the objects and create actions and events for the objects to control movement and collisions between them. They will be able to sequence a series of actions from one event in a logical order. They will be able to carry out simple tests on the games and correct their games accordingly.
Most Students: will also be able to create games involving more than one room. They will be able to create actions to keep the score and cause actions to occur, such as text feedback and a change of rooms,  when the score reaches a certain level. They will also be able change the sprites representing an object during the game in response to events and actions. They will be able to design a game to meet set requirements and implement, test and evaluate the game.
Some Students: will also be able to design and construct complex games to meet set requirements unaided. They will check and refine their work and carry out extensive testing. They will be able to further investigate the software and use actions and events not specifically taught in the lessons.
The following table gives an overview of the unit. The references in the Evidence and Assessment NC/Framework Links column refer to the statements in the Unit4 Assessment statements document.

	Lesson
	Aim/Objective
	Resources
	Evidence and Assessment

NC/Framework Links
	Links to Literacy and other subjects

	1
	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.
	7_4_1LearningObjectives

7_4_1SoftwareLayout

Unit Record

7_4_1How to...:Use the Game Maker Software

7_4_1How to...:Create a Batting Game

7_4_1How to...:Improve the Batting Game

7_4_1Batting Game – Game Maker file

7_4_1Batting Game – Published game file
	
	Sprite.

Object.

Room.

Event.

Action.

	2
	Create and edit sprites.

Create objects.

Create a room.

Arrange the objects in the room.

Add events to the objects.

Add actions to the events.

Set and change the score.

Display the score.

Test the game.

Add sounds to the events.

Add a background to a room.
	7_4_2LearningObjectives

7_4_2 How to...:Create a Batting Game

7_4_2 How to...:Improve the Batting Game

 7_4_2Batting Game – Game Maker file

7_4_2Improved Batting Game – Game Maker file

7_4_2Batting Game – Published game file

7_4_2Improved Batting Game – Published game file
	Task 1: The Batting game.

Identifying problems and defining tasks at level 3. Statement: 1.

Task 1: The Batting game.

Organising and structuring information at levels 3, 4 and 5. Statements: 4, 12, 13 and 21.

Task 1: The Batting game.

Combining and refining information at levels 3, 4 and 5. Statements: 5, 14, and 22.
Task 1: The Batting game.

Controlling and sequencing actions at levels 3, 4 and 5. Statements: 6, 15, 16, 23 and 24.
Task 1: The Batting game.

Reviewing, testing and evaluating at levels 3, 4 and 5. Statements: 7, 17 and 18.


	Sprite.

Object.

Room.

Event.

Action.

	3
	Change an object’s sprite during a game.

Destroy objects.

Create a block of control actions.

Display a message to the player.

Add end game and restart game actions.

Add lives.
	7_4_3LearningObjectives

7_4_3 How to...:Create a Pacman Game

 7_4_3Basic Pacman Game – Game Maker file
7_4_3Pacman game with Sound – Game Maker file
7_4_3Pacman game with Lives – Game Maker file
7_4_3Basic Pacman game – Published game file
7_4_3Pacman game with Sound – Published game file
7_4_3Pacman game with Lives – Published game file
	Task 1: Creating the Pacman game.

Identifying problems and defining tasks at level 3. Statement: 1.

Task 1: Creating the Pacman game.

Organising and structuring information at levels 3, 4 and 5. Statements: 4, 12, 13 and 21.

Task 1: Creating the Pacman game.

Combining and refining information at levels 3, 4 and 5. Statements: 5, 14, and 22.

Task 1: Creating the Pacman game.

Controlling and sequencing actions at levels 3, 4 and 5. Statements: 6, 15, 16, 23 and 24.

Task 1: Creating the Pacman game.

Reviewing, testing and evaluating at levels 3, 4 and 5. Statements: 7, 17 and 18.


	Sprite.

Object.

Room.

Event.

Action.

	4
	Create a room background.

Change the grid dimensions.

Prevent an object from leaving the room.

Use the Jump action.

Make an object create a new object.

Make an object change into another object.

Use the Test Expression action.
	7_4_4LearningObjectives

7_4_4_How to...:Create a Space Invaders Game

7_4_4Space Invaders Game

7_4_4Space Invaders game
7_4_4SpaceInvaders – Published game file

	Task 1: Creating the Pacman game.

Identifying problems and defining tasks at level 3. Statement: 1.

Task 1: Creating the Pacman game.

Organising and structuring information at levels 3, 4 and 5. Statements: 4, 12, 13 and 21.

Task 1: Creating the Pacman game.

Combining and refining information at levels 3, 4 and 5. Statements: 5, 14, and 22.

Task 1: Creating the Pacman game.

Controlling and sequencing actions at levels 3, 4 and 5. Statements: 6, 15, 16, 23 and 24.

Task 1: Creating the Pacman game.

Reviewing, testing and evaluating at levels 3, 4 and 5. Statements: 7, 17 and 18.


	Grid.
Expression. 

	5 to 8
	Design a game
Search for and collect items for the game
Create the game
Test and evaluate the game
	7_4_5LearningObjectives

7_4_5The Game Challenge

7_4_5My Game

Unit_4_Assessment_Tasks


	Task 3: Designing the game.

Identifying problems and defining tasks at level 3, 4, 5 and 6. Statements: 1, 9, 20 and 27.

Task 4: Collecting and editing items.

Searching and selecting information at level 3 and 4. Statements: 1, 3, 10 and 11.

Task 4: Collecting and editing items.

Organising and structuring information at level 3, 4 and 5. Statements: 4, 12, 13 and 21.

Task 5: Creating the game.

Combining and refining information at levels 3, 4, 5 and 6. Statements: 5, 14, and 22 and 28.

Task 5: Creating the game.

Controlling and sequencing actions at levels 3, 4, 5 and 6. Statements: 6, 15, 16, 23, 24 and 29.

Task 6: Testing and evaluation.

Reviewing, testing and evaluating at levels 3, 4, 5 and 6. Statements: 7, 8, 17, 19, 25, 26 and 30.


	Assessment.

Peer assessment.

Evaluation.


	Assessment Statements

The student can… 

	LEVEL 3

	1
	The student can use the software to create a simple game.

	2
	The student can use a simple one-keyword search to find elements such as sprites for their game.

	3
	The student can find elements but they may not be appropriate.

	4
	The student can save a file they have created.

	5
	The student can create a sprite, an object and a room for a game.

	6
	The student can create an event with one action e.g. cause an object to move when a key is pressed.

	7
	The student can carry out one test to see if the action occurs as expected.

	8
	The student can say whether their game is successful.

	LEVEL 4

	9
	The student can incorporate most of the required elements into a game that they are creating.

	10
	The student can search using more than one key word or use a phrase to find elements such as sprites for their game.

	11
	The student can select elements that are appropriate to their game.

	12
	The student can save a file to a specified folder.

	13
	The student can save files with appropriate file names.

	14
	The student can create more than one sprite and object for a game.

	15
	The student can create an event with more than one action which are carried out in a logical order.

	16
	The student can create collision events and cause appropriate actions to occur as a result.

	17
	The student can test the actions and amend them if necessary.

	18
	The student can carry out several tests on their game to see if the actions occur as expected.

	19
	The student can assess the game using some given criteria

	LEVEL 5

	20
	The student can plan and create a game to meet the set requirements

	21
	The student can create folders and sub-folders to store the files for this unit of work.

	22
	The student can create more than one sprite, object and room for a game.

	23
	The student can create an event and action which causes the sprite for an object to change appropriately.

	24
	The student can create actions to set and keep the score for a game and display it appropriately.

	25
	The student can carry out tests on most of the actions in their game.

	26
	The student can develop a range of criteria for evaluating their game.

	LEVEL 6

	27
	The student can plan and create a game to meet the set requirements without help.

	28
	The student can create a game with several sprites, objects and rooms and all of the elements interact appropriately with each other.

	29

	The student can create a game with several rooms and create an event and actions to move the player from one room to another when they have achieved a certain score.

	30
	The student can carry out tests on all of the actions in their game so that all work as expected.


	Functional Skills Statements

The student can… 

	LEVEL 1

	Reference
	
	Lesson

	1.1
	Use correct procedures to start and shut down an ICT system e.g. log in, log out.
	All

	1.3
	Select and use software applications to meet  needs and solve given

problems e.g. Game Maker.
	All

	1.4
	Recognise and use interface features effectively to meet needs e.g. use windows, menus, dialogue boxes, toolbars.
	All

	1.5
	Adjust system settings as appropriate to individual needs e.g. maximise and minimise windows, adjust sound, contrast.
	All

	1.6
	Use ICT to plan and organise work.
	5 - 8

	1.7
	Work with files and folders to organise, store and retrieve information e.g. create, open, save, save as, create folders and sub folders.
	All

	2.2
	Keep information secure e.g. keep passwords secure, make backups.
	All

	3.1
	Select and use appropriate sources of ICT- based and other forms of information.
	5 - 8

	4.2
	Use appropriate search techniques to locate and select relevant information. 
	5 - 8

	5.1
	Enter, organise, develop, refine and format information, applying editing techniques to meet needs e.g. create the games with suitable layout and formatting.
	5 - 8

	5.4
	Obtain, insert, size, crop and position images that are fit for purpose.
	5 - 8

	6.2
	Produce information that is fit for purpose and audience using accepted layouts as appropriate.
	5 - 8

	6.4
	Review and modify work as it progresses to ensure the result is fit for purpose and audience.
	5 - 8

	LEVEL 2

	1.1
	Use correct procedures to start and shut down an ICT system e.g. log in, log out.
	All

	1.3
	Select and use software applications to meet needs and solve problems e.g. Game Maker.
	5 - 8

	1.4
	Select and use interface features and system facilities effectively to meet needs e.g. use windows, menus, dialogue boxes, toolbars.
	All

	1.5
	Select and adjust system settings as appropriate to individual needs e.g. use windows, menus, dialogue boxes, toolbars.
	All

	1.6
	Use ICT to effectively plan work and review the effectiveness of ICT tools to meet needs in order to inform future judgments e.g. a plan has been produced for the final game.
	5 - 8

	1.7
	Manage files and folder structures to enable efficient information retrieval e.g. all files are saved in the correct folders and sub folders.
	5 - 8

	2.2
	Keep information secure e.g. keep passwords secure, make backups.
	All

	2.5
	Identify ICT problems and take appropriate action e.g. respond appropriately to software freeze, failure to log in correctly, monitor not working.
	All

	3.1
	Select and use appropriate sources of ICT- based and other forms of information which match requirements. 
	5 - 8

	4.1
	Access, navigate and search internet sources of information purposefully and effectively. 
	5 - 8

	4.2
	Use appropriate search techniques and design queries to locate and select relevant information.  
	5 - 8

	4.3
	Use discrimination in selecting information that matches requirements from a variety of sources and evaluate fitness for purpose. 
	5 - 8

	5.1
	Enter, organise, develop, refine and format information, applying editing techniques to meet needs.
	5 - 8

	5.5
	Obtain, insert, size, crop and position images that are fit for purpose.
	5 - 8

	6.2
	Produce information that is fit for purpose and audience using accepted layouts and conventions as appropriate.
	5 - 8

	6.4
	Review and modify work as it progresses to ensure the result is fit for purpose and audience, and to inform future judgments.
	5 - 8
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