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Lesson Element
Unit R092: Developing digital games
Using game creation software
Instructions and answers for tutors
These instructions cover the learner activity section which can be found on page 7. 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: 45 minutes
Task 2: 2 hours
Task 3: 2 hours

Teacher Instructions Task 1 

You could facilitate an activity for learners to investigate the capabilities of a 2D game engine. The one used in this example is GameMaker as provided by YoYo Games. This will involve a number of activities on the YoYo Games website https://www.yoyogames.com/studio
Activity 1 is to see what can be created with GameMaker, have a look at the showreel, which features a number of the better games.


" 
https://www.yoyogames.com/showcase


This can also be found on YouTube:

Made with GameMaker 2015 Showreel

https://www.youtube.com/watch?v=WuU1tEF1xYs
Teacher Instructions Task 2 

Having seen what can be created the next step is to find out how they are created. 

Game Maker Studio is the software application for creating games and is a link seen on the home page, which can also be accessed directly at:

https://www.yoyogames.com/studio
The tutorials on the basic concepts can be found on YouTube using the search ‘GameMaker tutorial’ and also on the GameMaker website:

http://help.yoyogames.com/categories/20139196-Learn
An introduction to the GameMaker Studio interface:

http://help.yoyogames.com/entries/40558916--GMS-S-The-GameMaker-Studio-Interface
A direct link for this tutorial by the author is:

http://www.screencast.com/users/Mr_Isaacs/folders/GameMaker%20Tutorials/media/94b6997a-8c17-4b7f-b838-cc2c8e3d200c
External reviews of GameMaker – summary at:

http://www.dummies.com/how-to/content/what-is-gamemaker-studio.html
http://gamedevelopment.tutsplus.com/articles/how-to-learn-gamemaker-studio--gamedev-10911
A discussion on sprites and sounds is covered at the following link. This describes how sprites are the visual elements of the game that can be in any image file format. The process to import sounds in either .wav or .mp3 format is also included.

Learners could get into groups and investigate the workflow, multi-format export, quality and performance capabilities. This is an additional section on the YoYo Games website.

https://www.yoyogames.com/gamemaker/features
Learners could collate all of their notes in a file for future reference. This will become their very own manual of how to do things in GameMaker. Learners should complete the following steps:

1. Print all the important guides and information on how to use the game editor.

2. Obtain a ring binder and have different sections for game design, interface, processes, techniques and exporting. 

3. Add documents to this file as you complete the rest of the learning activities.
Teacher Instructions Task 3 

Download and install GameMaker Studio if not already done for this activity.

As with other game creation software, there is an online community as part of the GameMaker website with resources and tutorials that help to develop the building blocks for game creation. To access many of these, ensure that learners first of all start GameMaker Studio on the computer since they are built into the software. 

Everything that you see and work with in the game are all ’instances’ in GameMaker Studio. These instances are based on an ‘object’. Objects have defined behaviours that are associated with interactions. Work through this process to begin working with objects:

· Start the GameMaker software application.

· From the resources menu – ‘Create Object’.
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· Enter a name for the object (no spaces but underscores are commonly used instead).
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Select the sprite that you want to use with the object or create ‘new’.

· Set the properties (e.g. visible, solid).

The window also has sections for events and actions that define what happens to the object in the game. To create these:

· Click ‘add event’.
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· Select the event type (e.g. create, destroy, alarm, key press).

· Select what ‘action’ you want when the event is triggered (e.g. move fixed as shown here).
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The object properties should now look like this:
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For any object created, click on ‘show information’ to see a summary:
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Learners should repeat this process to create all the objects that are to be used in the game.

The next stage will be to create the game room and add instances of these objects.

Note that there are a number of tutorials to create simple games and game elements. These are found within GameMaker Studio under the tutorials tab. Learners could work through some of these in their own time at home or in class.
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Lesson Element

Using game creation software

Learner Activity Task 1
In this activity you could investigate the capabilities of a 2D game engine. The one used in this example is GameMaker as provided by YoYo Games. This will involve a number of activities on the YoYo Games website www.yoyogames.com
Activity 1 is to see what can be created with GameMaker, have a look at the showreel, which features a number of the better games. https://www.yoyogames.com/showcase
This can also be found on YouTube:
Made with GameMaker 2015 Showreel

https://www.youtube.com/watch?v=WuU1tEF1xYs
Summarise what you have seen by listing the key features of the different games. This should include the type of gameplay, type or genre of game and the visual style (e.g. 2D maze from above or a side view of a game world). Make notes about any additional information that is shown in the game screen, such as scoring system and pop-up messages. This will give some ideas about what you could include in your own game that you create later on.
Learner Activity Task 2

Having seen what can be created the next step is to find out how they are created. 

Game Maker Studio is the software application for creating games and is a link seen on the home page, which can also be accessed directly at:

https://www.yoyogames.com/studio
The tutorials on the basic concepts can be found on YouTube using the search ‘GameMaker tutorial’ and also on the GameMaker website:
https://help.yoyogames.com/categories/20139196-Learn
An introduction to the GameMaker Studio interface:

https://help.yoyogames.com/entries/40558916--GMS-S-The-GameMaker-Studio-Interface
A direct link for this tutorial by the author is:

http://www.screencast.com/users/Mr_Isaacs/folders/GameMaker%20Tutorials/media/94b6997a-8c17-4b7f-b838-cc2c8e3d200c
External reviews of GameMaker - summary at:
http://www.dummies.com/how-to/content/what-is-gamemaker-studio.html
http://gamedevelopment.tutsplus.com/articles/how-to-learn-gamemaker-studio--gamedev-10911
A discussion on sprites and sounds is covered at the following link. This describes how sprites are the visual elements of the game that can be in any image file format. The process to import sounds in either .wav or .mp3 format is also included.

http://gamedevelopment.tutsplus.com/articles/how-to-learn-gamemaker-studio--gamedev-10911
Learners could get into groups and investigate the workflow, multi-format export, quality and performance capabilities. This is an additional section on the YoYo Games website:
https://www.yoyogames.com/studio/workflow
Having investigated what is possible and seen how the game editor works, it would be good to keep all your notes in a file for future reference. This will become your very own manual of how to do things in GameMaker. You can do this by completing the following steps:

1. Print all the important guides and information on how to use the game editor.
2. Obtain a ring binder and have different sections for game design, interface, processes, techniques and exporting. 

3. Add documents to this file as you complete the rest of the learning activities.
Learner Activity Task 3

Download and install GameMaker Studio if not already done for this activity.

As with other game creation software, there is an online community as part of the GameMaker website with resources and tutorials that help to develop the building blocks for game creation. To access many of these, you should first of all start GameMaker Studio on your computer. 

Everything that you see and work with in the game are all ’instances’ in GameMaker Studio. These instances are based on an ‘object’. Objects have defined behaviours that are associated with interactions. To begin working with objects:

· Start the GameMaker software application.

· From the resources menu – ‘Create Object’.
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Enter a name for the object (no spaces but underscores are commonly used instead).
· Select the sprite that you want to use with the object or create ‘new’.

· Set the properties (e.g. visible, solid).

The window also has sections for events and actions that define what happens to the object in the game. To create these:

· Click ‘add event’.
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· Select the event type (e.g. create, destroy, alarm, key press).

· Select what ‘action’ you want when the event is triggered (e.g. move fixed as shown here).
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The object properties should now look like this:
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For any object created, click on ‘show information’ to see a summary:
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When creating a game, you should repeat this process to create all the objects that are to be used in the game. 

You will then move on to creating the game room and adding instances of these objects.

Note that there are a number of tutorials to create simple games and game elements. These are found within GameMaker Studio under the tutorials tab. You could work through some of these in your own time at home or in class.

We’d like to know your view on the resources we produce.  By clicking on ‘�HYPERLINK "mailto:resources.feedback@ocr.org.uk?subject=I%20like%20the%20Cambridge%20Nationals%20in%20Creative%20iMedia%20Lesson%20Element%20-%20Using%20Game%20Creation%20software"��Like�’ or ‘�HYPERLINK "mailto:resources.feedback@ocr.org.uk?subject=I%20dislike%20the%20Cambridge%20Nationals%20in%20Creative%20iMedia%20Lesson%20Element%20-%20Using%20Game%20Creation%20software"��Dislike’� you can help us to ensure that our resources work for you.  When the email template pops up please add additional comments if you wish and then just click ‘Send’.  Thank you.


If you do not currently offer this OCR qualification but would like to do so, please complete the Expression of Interest Form which can be found here: �HYPERLINK "http://www.ocr.org.uk/expression-of-interest"��www.ocr.org.uk/expression-of-interest�





OCR Resources: the small print�OCR’s resources are provided to support the teaching of OCR specifications, but in no way constitute an endorsed teaching method that is required by the Board, and the decision to use them lies with the individual teacher.   Whilst every effort is made to ensure the accuracy of the content, OCR cannot be held responsible for any errors or omissions within these resources. �© OCR 2017 - This resource may be freely copied and distributed, as long as the OCR logo and this message remain intact and OCR is acknowledged as the originator of this work.


OCR acknowledges the use of the following content: Screenshots provided by YoYo Games using GameMaker: Studio software


Please get in touch if you want to discuss the accessibility of resources we offer to support delivery of our qualifications: �HYPERLINK "mailto:resources.feedback@ocr.org.uk"��resources.feedback@ocr.org.uk�








Version 1


1





© OCR 2017

