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Topic/Theme: Game design in Scratch

Activity Design Template h

Class/Year Group: 2nd Years (ages 13/14)

Subject(s):

Introduction to Programming

Outline

What is the challenge your students
will tackle?

Why is this meaningful to the
students - what’s the hook?

Design a game using Scratch
scratch.mit.edu

Playing computer games is very
popular - in this activity, the students
will be able to develop their own

What are the key ideas that the
students will remember?

The students will remember the
features of a "good" game. They will
also remember how clear an algorithm

games.

must be in order to be effective.

Learning Objectives

What curriculum content will be addressed?

Basic programming concepts, terms and functionality.

Introduction to the Scratch programming language.

By the end of this activity students will be able to:

- Identify and use basic programming concepts.

- Program using Scratch.

- Identify components of a good computer game and
apply this knowledge to their own design.

- Reflect on their learning using a blog.

How are four key 215t Century Skills addressed?
Creativity

In game design

Communication

Within teams to clarify their ideas; between teams in
/" \ order to share and present their games.

Collaboration

Students need to work together to achieve a
common goal.

Critical Thinking

Through the identification of what makes a "good" game,
as weII as the development of the program and

Reflection

How will you know that they are learning?

The teacher can assess student work using a rubric
identifying the following:

- quality of the final product;

- challenge;

- suitability of characters;

- use of variables;

- use of backgrounds;

- concurrency and events.

In what ways will students reflect on progress?

Students will reflect on their work and progress at
the end of each session by filling out a reflection
blog

Students will also fill out a Peer assessment form
and a Game Design Reflection form on completion
of the assignment (Link to Resources).
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Set up:
Team formation )
Ice-breaker based on algorithms 10 mins
Set-Up 1@
Warm up: 10 mins
Brainstorm on all the video games they know
Develop team name and team rules
WarmUu :

P Investigate: 40 mins
Discuss the concept of an algorithm and a variable.
Explore some key functionality and Scratch terms.
Experiment with some sample code - guess then test
what it does.

. Investigate: 1 hour
Investigate Make sure the students have the time and scaffolded
support to explore the features and functionality of
Scratch.
Teams develop simple programs to run in Scratch.
Plan: 30 mins
Share the success criteria for the activity (above).
Plan Teams explore what makes a good game and then

brainstorm and plan their own game.

Create: 1 hour 30 mins
Teams develop their games, iterating through a cycle
of create - test - refine.

Create
Present: 40 mins
Students can present their games in a "round robin"

fashion, in which other teams can play their games.

Present

Reflect: 20 mins
Plenary discussion, followed by student completion of

the peer assessment and game design reflection

forms.
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