T4L Kids Issue #1 Teacher Notes

The teacher notes will walk you through T4L Kids and provide guidance to implement in the classroom.
The notes include:

e An overview of the main digital technology design challenge.

e Sample ideas to get you thinking.

e C(Clear explanation of all components of the magazine.

e Demonstrations of key technology tools.

e Ways to share their completed design challenge with their teacher

The video game design challenge has a Theme of ‘Size.” Students need to consider this theme while
designing their video game and weave it through their creation.

Do you think you have what it takes to make a fun and
engaging video game? The T4L team are challengding you to
make a video game and share it with your teachers, friends
and the world!

All video game challendes start with a ‘theme’. The theme for this challende
is SIZE. Size and scale in games are common features and are all about the
relationship of size between ‘thinds’.

Some examples of size in games include:
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What challenges would you 2 A
3 human scaled - MATCHED SIZES

What would happen if an ant battled a T-Rex?

City building games simulate

How far do the germs travel when you size by gradually scaling up

sneeze? You might be surprised! their world. Could you scale
up from a room to a house in

your game?




The T4L team have also created some sample games to help get students thinking.

To successfully create a video game and complete the challenge, students will need to complete 5 steps:
1. Designing the game.
2. Learning the tools to create the game.
3. Building the game.
4, Testing it.
5. Sharing it.

A flowchart has been provided for students on Page 5 to guide them through the steps.
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Get a friend to test your game.
id they offer some sugdestions?

The rest of the pages are provided to help students complete these steps.


https://sites.google.com/education.nsw.gov.au/t4lkidssamplegames

Page 4 provides students examples of things to consider when designing their game. While we all know
students will want to dive straight into the coding, having a solid game plan is really important in
assisting students to develop a cohesive gaming experience.
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Before you start creating your
game you should begin with
anidea and a plan! Every game
is made up of five core game
design elements.

ENVIRONMENT

The look and feel of the §

game come from its
environment, space and f 2
) & OBJECTS
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These are the parts of your
game like the player avatar,
3 blocks, buttons and enemies.
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GOALS 4
These are the achievements
to ultimately win or lose the
game.

~

GAMEPLAY
These are the actions in the
dame that determine what the
player is doing, like jumping,
collecting, avoiding objects ar
solving puzzles.

So, consider these questions
when planning your game:

5 What will the game environment look like?
RULES OF PLAY What objects will the player use in the

Rules guide the player on game? :
the mechanics and goals What will the player do?

and are usually introduced How do they win?
early in the dameplay. What are the rules of the game?




Page 6 and 7 contain examples of game engines the T4L team recommend. There are a range of tools
catering from beginners to advanced users to enable you to use this resource across several stages.
There is also information about which platforms the engine can be used on to help students selection
process.
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Usg MakeCode Arcade to build retro arcade games (Iike
the old pixellated ones!) for the browser and handheld
consoles. You can build 20 games in your browser using
visual coding blocks or JavaScript code.

Platforms: Broweer on PC, Mac, Pad or Android
Lewel: Intermediate

CoSpaces Edu

cospaces.io/edu/

Unity for free at home. | ask your teacher to Install it
through UDM". Unity will take a little longer to leam but could set
you up for an amazing career In game development.
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4 Minecraft Education ) —
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Minecraft Education Edition s the more powerful version of 2 . ‘
Minecraft. It hes added features that allow you to code the {

Minecraft universel Use NPC's, teleport blocks, Code Builder and
redstone mechanics to tum your Minecraft ereatione into a

whole new experience. You can downlload it from Microsoft 3 ¥
Platforms: P0 (Windows 10), 103 or Mac
_L_ Levek intermediate ‘

Whilst all of the Engines provided have free account options, the links below provide information on
creating more feature rich accounts for your students if available.

e If your students would like to utilise the paid version of CoSpaces Edu and Tynker, these can be
accessed on the stem.T4L learning library.

e |f your students are interested in using Minecraft , more information about helping your
students access Minecraft: Education Edition can be found HERE.


https://schoolsnsw.sharepoint.com/sites/STEMShareLibrary/SitePages/Coding-Kit.aspx
https://education.nsw.gov.au/technology/guides-and-forms/technology-for-school-users/learning-and-collaboration-tools/minecraft-education-edition

Page 8 contains some video demonstrations from 2 stem.T4L leaders on how to use some of the tools to
make a game. These videos are simple step by step guides for the students to follow.

Ryan Noonan demonstrates how to create a MakeCode Arcade Maze game and Jarrod Bourke helps
students create a fun and simple Tynker game.

Providing students’ the opportunity to test and share their work is an important step in any purposeful
project. The Playtest provides some simple questions the testers can be asked during testing. As part of
the design cycle, students should revisit their game and make some modifications based on the
constructive feedback received before they submit their final work.

akoCode Arcadeis:
free game engine that runs
in the web browser. You can
create retro 2D pixel games
using either JavaScript or
visual programming blocks. Check out the video
to see how easy it is to create with MakeCode

Arcade!

arcade.makecode.com [
ow do you know you have made a fun game? Every

Y
game needs to be tested to make sure that it is fun,

Tynker is a 2D game engine - challenging enough (but not too much) and that there are
that allows you to quickly use no ‘bugs’ in the game.

the visual programming blocks | ‘_’_‘_‘_f‘a“
S : Find some friends, family or teachers to test your game
e PR Dbefore releasing it to the public. Ask them questions with

create your own to start your SR ol e e G e b Sk S
beautiful looking 2D games. game design concep ,suchas;

Was the concept of the game clear?
How did the game space make you feel?
Were the rules easy to follow?

Was the game challengind enough?

Did it feel ‘balanced™?

What did you find fun? P

- What could be improved?
www.tynker.com . |




Page 9 emphasises some built in tools on Windows PCs and iPads for students to create a promotional
video of their creation. One of the main elements of their promotional video is a screen recordings of
their game. Students can use a variety of tools to add music, edit their clips, provide voiceovers and
titles to further improve their videos.

SCREENTRECORDING

omOS

If you have any questions or need some extra support with utilising digital technologies with your class
feel free to contact stem.T4L via email at: stem.t4l@det.nsw.edu.au



mailto:stem.t4l@det.nsw.edu.au

Learning across the curriculum

Although this design task lends itself to the outcomes below, video games can be designed to meet a
variety of Key Learning Area content specific needs.

It is recommended that as part of the planning stage, students identify how their video game can be

designed to demonstrate understanding in another area of study. This gives context and purpose to the
design and production process.

NSW Syllabus Outcomes

Syllabus Stage Outcomes

English Stage 2 EN2-4A uses an increasing range of skills, strategies and
knowledge to fluently read, view and comprehend a range of
texts on increasingly challenging topics in different media and
technologies.

Stage 3 EN3-3A uses an integrated range of skills, strategies and
knowledge to read, view and comprehend a wide range of texts
in different media and technologies

Stage 4 EN4-2A effectively uses a widening range of processes, skills,
strategies and knowledge for responding to and composing texts
in different media and technologies

Stage 5 EN5-2A effectively uses and critically assesses a wide range of
processes, skills, strategies and knowledge for responding to and
composing a wide range of texts in different media and
technologies

Science & Stage 2 ST2-3DP-T

Technology K-6 defines problems, describes and follows algorithms to develop
solutions
ST2-11DI-T

describes how digital systems represent and transmit data

Stage 3 ST3-3DP-T
defines problems, and designs, modifies and follows algorithms
to develop solutions

ST3-11DI-T
explains how digital systems represent data, connect together to
form networks and transmit data

Technology Stage 4 TE4-1DP designs, communicates and evaluates innovative ideas
Mandatory and creative solutions to authentic problems or opportunities




TE4-4DP designs algorithms for digital solutions and implements
them in a general-purpose programming language

TE4-7DI explains how data is represented in digital systems and
transmitted in networks

TE4-10TS explains how people in technology related professions
contribute to society now and into the future

Design and
Technology

Stage 5

Context areas
- Digital Technologies
- Information & Communication Technologies

Information &
Software
Technologies

Stage 4

4.1.1 recognises and uses software
programs that are suitable for
specific tasks

4.2.3 justifies decisions made when
creating information and
software technology solutions

4.4.1 describes a range of past,
current and emerging
information and software
technologies

Stage 5

5.1.1 selects and justifies the
application of appropriate
software programs to a range
of tasks

5.2.3 critically analyses decision-making
processes in a range of

information and software

solutions

5.4.1 analyses the effects of past,
current and emerging
information and software
technologies on the individual
and society




