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	National Curriculum Objectives – 

Developing ideas and making things happen
2b) how to create, test, improve and refine sequences of instructions to make things happen and to monitor events and respond to
2c) to use simulations and explore models in order to answer 'What if ... ?' questions, to investigate and evaluate the effect of changing values and to identify patterns and relationships
Exchanging and sharing information
3a) how to share and exchange information in a variety of forms, including e-mail 
3b) to be sensitive to the needs of the audience and think carefully about the content and quality when communicating information
Reviewing, modifying and evaluating work as it progresses
4a) review what they and others have done to help them develop their ideas
4c) talk about how they could improve future work

	You must:
To explore the idea of what makes a good game
Review the work of others and suggest improvements
Use 2DIY  to create a range of simple games that use ActionScript programming. Children must gain an understanding of what a game is and the important elements to make a ‘good’ game.

	You Can:
Create a range of games to support other lessons or to revise a topic. E.G. Maths games – children creating games to explain practice a concept. Science – Sorting objects, collecting conductors

	Assessment Questions:
What do you think of your work? 
How can this be improved? 
Why are games fun? 
What is the point of a game?
What makes a good game?
Are games a good way to learn?
What do you think of others work?

	Links to more info:
Planning - Below
	Resources
2DIY ActionScript Help Cards
Help Videos in game and on 2SimpleTV

	Cross Curricular Links:

Contexts for use – Games need to have a purpose – some ideas are below.
MLF game – what is …..
Science games – sorting objects, find the conductors
Maths games – children creating games to explain practice a concept. Level Game – collect the x2 avoid others. Level 2 – x3 avoid others.
Geography – Maps
Story Telling – Literacy Fantastic Mr Fox
Challenge of making level games
Responding to a brief and designing a product/game
Reviewing modifying and evaluating
Transmedia – create a games enhance to storytelling. Create CD cover. Create artwork, advertising for game etc.... videos.


	
	Objective

Success Criteria
	Teaching Activity – Key Techniques

+ Differentiation
	Resources &  Vocab 
	 Assessment for learning and Implications for future planning.

	1


	To understand what a game is.
To create a simple game.

 
	Discussion – What is a game? What makes a good game? Why do we play games? (Could use mind-mapping software such as 2connect to record ideas) 

Look at and play some existing 2DIY games and evaluate them. (See resources links.) Which games do you like best? Why? Which games teach you something?
MAIN TASK – Using Alien Catching Game as example (within 2DIY example – catching game) Get children to create their own similar game. With a maths context. E.G - catch odd/even numbers. (Context can be changed as needed)
Children to play each others and comment on what they liked. This can be done though a forum or a blog.
	Alien Catching Game in 2DIY

http://www.2simple.com/2diy/examples/
http://sonningcommonprimary.co.uk/games/games-page-two/

	

	2
	To create a simple platform game.
To use Actionscripts to affect the game.
	Discussion – Is design important in a game? What makes a good background? What images can/should you use? Copyright! Do all games look great? Does a game need to look amazing to be good? What makes a good game? 

TASK – Create a simple platform game with a Literacy context. E.G. Fox – Collect food and avoid the farmers. Fantasic Mr Fox.  (Context can be changed as needed)

Part way though the lesson. - Introduce ActionScripts to adjust the speed of the character, how high he jumps and the speed at which he falls. Introduce by asking the children to work out what happens when the numbers are changed.
Children to play each others and comment on what they liked. This can be done though a forum or a blog.
	Fox collection game example.

2DIY ActionScript Help Cards – Move Faster, Move Slower, Increase Jump Height, Decrease Jump Height. 
	


	3
	I can create a multilevel game
SC

It has a story
It contains Actionscripts
It has more than 2 levels.
	Discussion – Is story important in a game? Can you think of a game that has no story at all? Games need a narrative, even simple ones. – Sonic, Mario, Asteroids, Why are you playing? 

Over the next 3 weeks you are going to be games designers for your peers. What jobs will you have to do? Coding, creating packaging, evaluating, play testing.
TASK – Create a multilevel platform game with a narrative. The context can be changed as needed, it can be based on children own narrative or based on a story they have been studying. E.G.
-  James and the Giant Peach – collect the bugs, find the peach, capture seagulls.
- Wolves in the wall
- Fantastic Mr Fox
Teach action scripts for Powerups – high jump, move faster
	Multi- level Game examples – James and the Giant Peach etc….
2DIY Actionscript Help Cards  – PowerUps


	

	4
	I can create a multilevel game and include actionscripts

SC

It has a story
It contains Actionscripts
It has more than 2 levels.
	Discussion – What is play testing? Why is play testing important? What are useful comments to make?

Continue to create multilevel platform game. Encourage children to get each other to play test levels and evaluate what works well.
Teach action scripts for PowerDowns – jump less, move slower, loose life

Children to play each others and comment on what they liked. This can be done though a forum or a blog.
	Multi- level Game examples – James and the Giant Peach etc….

2DIY Actionscript Help  Cards  – Power Downs


	

	5
	I can create a multilevel game and include actionscripts

SC

It has a story
It contains Actionscripts
It has more than 2 levels.
	Discussion – What is the effect of adding actionscripts to the games?

Continue to create multilevel platform game. Encourage children to get each other to play test levels and evaluate what works well.

Teach action scripts for PowerDowns – jump less, move slower, loose life

Children to play each others and comment on what they liked. This can be done though a forum or a blog.
	Multi- level Game examples – James and the Giant Peach etc….

2DIY Actionscript Help  Cards  - Teleports


	

	6
	I can create a multilevel game and include actionscripts


	Discussion – Once the game is finished what else needs to be done? What games have you played that are linked to other things? Transmedia

Complete multilevel platform game. Publish games to a forum or a blog and encourage others to comment on them.

Create the media that goes with the game. CD Covers, instruction manual,  adverts, reviews etc.... 

	All 2DIY Actionscript Help  Cards 
PurpleMash – Free Templates.

Game Cover
Game Magazine Cover

	


	7+
	Can I create a game for a purpose?

Can I create a game for a specific audience?
	Once the above lessons have been completed the children will have a good grounding in what the software package can do.

Final Project

Provide children with a brief make a science/maths/literacy game for y2.

Year 2’s to play and provide feedback.

Game to be improved.
Possible contexts for use: 
MLF

Science games – sorting objects, find the conductors

Maths games – children creating games to explain practice a concept. Level Game – collect the x2 avoid others. Level 2 – x3 avoid others.

Geography – Maps

Story Telling – Literacy Fantastic Mr Fox

Transmedia – create a game to enhance to storytelling. Create CD cover. Create artwork, advertising for game etc.... videos.
	All 2DIY Actionscript Help  Cards 


	


