CGCA Lesson Plan

Teachers: Cynthia Campbell   
Grade level:    9-12
Lesson title: Introduction to Game Design
	Standards 

	ISTE NETS FOR STUDENTS

1.Creativity and Innovation
 

Students demonstrate creative thinking, construct knowledge, and develop innovative products and processes using technology. Students:

 

a.

apply existing knowledge to generate new ideas, products, or processes.

b.

create original works as a means of personal or group expression.

c.

use models and simulations to explore complex systems and issues.

2.
Communication and Collaboration
 

Students use digital media and environments to communicate and work collaboratively, including at a distance, to support individual learning and contribute to the learning of others. Students:

 

a.

interact, collaborate, and publish with peers, experts, or others employing a variety of digital environments and media.

b.

communicate information and ideas effectively to multiple audiences using a variety of media and formats.

c.

develop cultural understanding and global awareness by engaging with learners of other cultures.

d.

contribute to project teams to produce original works or solve problems.

3.
Research and Information Fluency
 

Students apply digital tools to gather, evaluate, and use information. Students:

 

a.

plan strategies to guide inquiry.

b.

locate, organize, analyze, evaluate, synthesize, and ethically use information from a variety of sources and media.

c.

evaluate and select information sources and digital tools based on the appropriateness to specific tasks.

d.

process data and report results.

4.
Critical Thinking, Problem Solving, and Decision Making
 

Students use critical thinking skills to plan and conduct research, manage projects, solve problems, and make informed decisions using appropriate digital tools and resources. Students:

 

a.

identify and define authentic problems and significant questions for investigation.

b.

plan and manage activities to develop a solution or complete a project.

c.

collect and analyze data to identify solutions and/or make informed decisions.

d.

use multiple processes and diverse perspectives to explore alternative solutions.

5.
Digital Citizenship
 

Students understand human, cultural, and societal issues related to technology and practice legal and ethical behavior. Students:

 

a.

advocate and practice safe, legal, and responsible use of information and technology.

b.

exhibit a positive attitude toward using technology that supports collaboration, learning, and productivity.

c.

demonstrate personal responsibility for lifelong learning.

d.

exhibit leadership for digital citizenship.

6.
Technology Operations and Concepts
 

Students demonstrate a sound understanding of technology concepts, systems, and operations. Students:

 

a.

understand and use technology systems.

b.

select and use applications effectively and productively.

c.

troubleshoot systems and applications.

d.

transfer current knowledge to learning of new technologies.




e. Create technical/business documents and presentations that are informational, persuasive, and analytical. 


c. Critique media and oral presentations analytically and critically. 

	BCS-BCP-5. Students will read and analyze for content, interpretation, and inference. 

 a. Apply reading skills to identify and analyze the situation, purpose, and audience when reading print and online material. 

b. Use context clues to recognize word meaning. 

c. Select appropriate reading method for a particular situation, e.g. skimming, scanning, 
f. Interpret technical/ professional articles, and supporting graphic materials. 

g. Interpret and use information from manuals, computer printouts, and electronic sources. 

h. Analyze and synthesize information from print and electronic sources to create a group project or product.

	Learning Objectives (Desired Results)

What do you want the students to know? 

	

	Assessment Evidence

	Students will explore and investigate curated information from two different curation tools. After their investigations they should be able to: 

- Explain what a curated resource list is and how to use one

-Participate in thoughtful and intelligent class discussions on the contents of those curated lists

-Answer questions that seek out specific information from the lists

     - Several sets of questions are included with the lesson. Some are documents that the students are to   

       complete and then upload to the website and others are to be answered directly on the website forms. 

-Perform tasks that are taught within the links of those lists

- Name some colleges and universities that offer game design degrees
- Discuss the online opportunities available for learning coding and programming and cost comparisons

- Describe the various courses offered within the game designer programs

- Describe “systems thinking” and give examples as it relates to technology and other areas

- Write a simple Scratch script after reading the directions on the website

- Work independently through a selection of tasks

- Compare three different online game building programs after spending ample time exploring them

- Name and describe the elements of game design

- Describe the role of balance within game design
- Create an online account

- Design a balanced game

- Offer concise, meaningful and courteous feedback to games created by peers


	Modifications and Accommodations 

	Students who need or desire can be assigned a peer helper for certain parts of the activities. 
Students will be presented with the material in class before they work on it in the computer lab. Each day they will be quickly walked through the day’s lesson so that when they arrive in the computer lab to begin their work, everything will have been shown to them. All the work is available for them to work on at home, should they want or need extra time with it. The teacher will be with the students in the computer lab to offer help and guidance. The computers are equipped with Windows Narrator should the student need help in reading the material. Headphones will be provided for any student who needs them. 

	Learning Plan and Activities



	This plan includes every ISTE NETS for Students. There are a variety of activities and resources to be explored. 
Each day the lesson should begin in the classroom where the teacher can demonstrate for the students what they should then attempt in the computer lab.  
Day 1: Today the students will be introduced to the process of exploring a set of curated resources. This curated list has been collected on Symbaloo and is to begin to investigate the process of game creation and simple coding and programming.  Explain that this list will be explored together as a group, but they will be getting a different group of resources using a different curation tool that they will explore on their own and that it is the hope that they will understand how to explore better by watching how it is done today. The teacher will begin by describing what a curating tool is and showing students the Symbaloo Webmix located at: https://www.symbaloo.com/mix/gamedesignschools
Start in the upper left corner with the NBC Article about the popularity of video games and their growing presence on college campuses.  Read the article together in class and discuss how it relates to them and their interests both now and for their future. Any future game designers in the room? The teacher will demonstrate how to explore and investigate the resources on the list by talking about the steps involved. Scan – skim – look over, read in depth and other ways of looking at information until you find what looks important to understanding the information. We can’t read it all right now – or maybe ever – but we can try to get a good overview by focusing in on what appears to be the meat of the information. Click next on the Game Institute tile and go over the information there. Talk aloud while you explore. Offer your wireless keyboard to a student to increase individual engagement. Point out the reviews. Click around and find some of the YouTube videos that show the games. Determine pricing. Continue with the entire curated list. 
Explain again that tomorrow the students will have a list of their own to explore. 
Day 2: Today the students will be exploring LiveBinders and looking at three websites that show how to code and/or create games. There are 5 tabs at the LiveBinders site – be sure to point out that for today the students are only responsible to go to the first three. Show them the website by clicking here: http://www.livebinders.com/play/play?id=1316871
The students have a guidesheet on the class website to do as they work through the three tabs on the curated list. 

Day 3: Start here: http://www.cgcatech.com/gamestar-mechanic.html
Scroll down to the Portion that indicates Day One work. The teacher will show the students the website directions for creating an account and will also demonstrate on the projector the procedure.  Students will then begin to play the game. Gamestar Mechanic lets the students learn how to create a game by playing one. The game itself creates the objectives to be accomplished and one cannot move forward until certain skills have been mastered. The game also offers scoring and badge earning which allows the students and the teacher to see progress from the account page. The students final goal is to create a game and the program will see them through that by setting the goals and objectives. 
Day 4: Show the students some examples of reviews written for games. Discuss the reviews and talk about their effectiveness. Discuss meaningful vs not so meaningful comments on the reviews. Tell the students that they will be offering meaningful feedback on the games of the students in the classes here at CGCA. There is a good chance that no students will have a game ready yet so it may be a day or two more before that can happen. 

Day 5: Continue making progress with the game building by playing and earning the Sprites that will allow them to create the games. 

Day 6: Play the games that have been created by their peers and offer constructive feedback. Do it for at least 3 games. 
Day 7: The students are to create webpage on their class website for Gamestar Mechanic. They have the web building skills needed. They will be given a list of things that should be included in their web page. 


	LINKS FOR THIS PLAN

	www.Cgcatech.com
http://gamestarmechanic.com/join/CampbellTechEd/premium

	https://www.symbaloo.com/mix/gamedesignschools
http://www.livebinders.com/play/play?id=1316871


	Step 4—Reflection

	This worked very well. I will use this lesson again and do it very much the same. The students were not much interested in learning about “systems thinking” or elements of game design. They would be more receptive to the elements of game design if it were learned after they had created their first game. It would also make more sense then, because we could compare the elements to the ones that they had created within their own games. 
The part that became much more than I had anticipated was the part of the lesson wherein the students offered reviews. They did a very good job reviewing games and they took it very seriously. I think it might be beneficial to assign them to write some feedback for a game made by someone they do not know. Just to give them experience offering feedback with no knowledge of the personality involved. 



