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Lesson Element
Unit R092: Developing digital games
Exploring game creation resources 

Instructions and answers for tutors
These instructions cover the learner activity section which can be found on page 6. This Lesson Element supports Cambridge Nationals Level 1/2 in Creative iMedia.

When distributing the activity section to the learners either as a printed copy or as a Word file you will need to remove the tutor instructions section.
Suggested timings

Task 1: 1 hour
Task 2: 1 hour
Task 3: 20 minutes
Task 4
Teacher Instructions Task 1 

The teacher could facilitate a research activity to find out about the capabilities of a range of 2D and 3D game creation software applications. This can be completed using web research.

Examles of 2D software applications:

· GameMaker.
· Scratch.
· Construct 2.
· Gamesalad.
· Stencyl.
A list of game creation software applications can be found using a web search such as ‘game creation software’. The results may include the following URL:

http://www.pixelprospector.com/the-big-list-of-game-making-tools/
A more specific activity to browse a range of 2D software applications is suggested as:

GameMaker features comparison

http://www.yoyogames.com/studio.

Key features of GameMaker Stud http://www.yoyogames.com/gamemaker/features
Scratch

https://scratch.mit.edu/
Scratch for educators

http://scratched.gse.harvard.edu/ 

Construct 2

https://www.scirra.com/
App development for games

http://gamesalad.com/
http://www.stencyl.com/
Has a similar game logic interface with Scratch.
Examples of 3D Game software applications:

· Kodu.
· Mission Maker.
· Unreal.
· Unity 3D.
Kodu teaching resources

http://www.kodugamelab.com/resources/
Mission Maker (Immersive Education)

http://www.immersiveeducation.eu/index.php/missionmakerm 

Unreal Engine

https://www.unrealengine.com/what-is-unreal-engine-4
Unity 3D

https://unity3d.com/
Note that some of this could also be completed as homework activities. A summary of the features can be recorded in a document or table. Learners should be encouraged to reference the sources of any information that is included.

Teacher Instructions Task 2 

Following on from Activity 1, the teacher could question and answer session on the capabilities and limitations of 2D and 3D game software applications. 

Questions to be asked:

What is the difference between a 2D game and a 3D game? Give an example.

Expected Answer:

A 2D game is only two dimensional so that the game play screen has no depth. An example would be space invaders, angry birds, worms, the original Mario games where the game view is from above, as if looking at a map or maze from a high point directly above or alongside the player and game environment. Usually recognised as a third person viewpoint.

A 3D game has the third dimension that gives depth to the game. Typically a first person viewpoint such as the player character with a simulated 3D world view ie similar to what we see in real life. Examples of games would include Tomb raider (original were PEGI 16), Mirror’s edge, Avatar although age restricted answers may also include Call of Duty and Grand theft Auto (PEGI 18).

If you want to create a 2D game – what software could you use?

Expected answers: 

· GameMaker.
· Scratch.
· Construct 2.
· Gamesalad.
· Stencyl.
If you wanted to create a 3D game – what software would you use?

Expected answers:

· Kodu.
· Mission Maker.
· Unreal.
· Unity 3D.
What features speed up the development of a new game?

Examples of answers:

· Libraries eg of environments, objects and characters.

· Player movement routines.

· Drag and drop functionality.

· Simulation and testing functions.

What type of software would typically be used to create a first person shooter game (FPS)?

Expected answer:

· A 3D game software application for a role player game (RPG).

What type of software would typically be used to create a maze game that is viewed from above?

Expected answer:

· A 2D game software application.

If you are creating a game and want to programme what happens to a door when the player approaches it, what features of the game software might you use?

Expected answer:

· Object properties (of the door object). For example, could set the properties to open when the player is very close or when the player completes an action such as ‘push’ or ‘use key’.
This list may be expanded at the teacher’s discretion. The key points are to cover the differences between 2D and 3D together with some of the basic software features to create the game environment, characters and interactions.
Note that some of this could also be completed as homework activities. A summary of the features can be recorded in a document or table. Learners should be encouraged to reference the sources of any information that is included.

Teacher Instructions Task 3 

Following on from the research activities, a class discussion can be conducted. This will enable learners to share their thoughts and findings which are based on a combination of research and any personal experience. 

Teacher Instructions Task 4 
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Learners will now summarise all of the research. They will create a mind map on the different types of 2D and 3D software that interests and inspires them. A document template is provided that begins with the following structure. Extra nodes for the different types of software and their main features, capabilities and limitations can then be added. The document template is named ‘Mind map – game creation software.docx’.
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Lesson Element

Exploring game creation resources 
Learner Activity Task 1
You will begin a research activity to find out about the capabilities of a range of 2D and 3D game creation software applications. This can be completed using web research.

Open your web browser and try a search on:

· 2D game creation software.
· 2D game development software.
· 2D gaming software.

· 3D game creation software.
· 3D game development software.
· 3D gaming software.
You may also be able to complete parts of this as homework.

Record your results in a document, spreadsheet or presentation file. Use the following as an example of how to format your work:

	Name of software
	URL (web address)
	Features and capabilities
	Limitations and constraints

	
	
	
	

	
	
	
	

	
	
	
	

	
	
	
	

	
	
	
	

	
	
	
	

	
	
	
	

	
	
	
	

	
	
	
	


Learner Activity Task 2

Following on from Activity 1, the teacher will ask you (as a class) a series of questions on 2D and 3D game software applications. This will cover the capabilities and limitations of 2D and 3D game software applications. 

You could think about your potential answers to the following questions, which may be part of the question and answer session:

1. What is the difference between a 2D game and a 3D game? Give me an example.

2. If you want to create a 2D game – what software could you use?

3. If you wanted to create a 3D game – what software would you use?

4. What features speed up the development of a new game?

5. What type of software would typically be used to create a first person shooter game (FPS)?

6. What type of software would typically be used to create a maze game that is viewed from above?

7. If you are creating a game and want to programme what happens to a door when the player approaches it, what features of the game software might you use?

Note that this list may be expanded at the teacher’s discretion. The key points will be to make sure you understand the differences between 2D and 3D together with some of the basic software features to create the game environment, characters and interactions.
Learner Activity Task 3

When you have produced a summary of your results, you will able to join in a class discussion on the different 2D and 3D software that is available. Share your thoughts on the capabilities and limitations.

Make a list of any software and key points that you think are important:

	Software
	Key points

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	


Learner Activity Task 4
Now it is time to summarise all of your research. You will create a mind map on the different types of 2D and 3D software that interests and inspires you. Start with the following structure and add extra nodes for the different types of software and their main features, capabilities and limitations. This diagram is also available as a resource document ‘Mind map – game creation software.docx’.
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