Lesson 2 – Building Plane Games
	Lesson Topic:  Understanding Scrolling Shooters                          Unit Topic:  IT and WW1
 

Year Level:  9                                                                                        Lesson Duration: 60 minutes               

	 

AusVELS 

Specific Lesson Outcomes for 
the students
  How will I determine if outcomes   have been met
 ICT for visualising thinking
ICT provides a rich and flexible learner centred environment in which students can experiment and take risks when developing new understanding. Its extensive capabilities allow students, by visually coding and representing their thinking, to clarify thoughts, and to identify patterns and form relationships between new and existing knowledge.

ICT tools that facilitate visual thinking are ones that allow ideas and information in all areas of the curriculum to be easily and quickly drafted, filtered, reorganised, refined and systematically assessed in order to make meaning for students.

 Students will continue with their game.  Students will focus on what they need to do to develop the actions of the user plane and start with other game elements (ie rival planes).
They have a user plane that actually flies and a map that is interactive with other rival planes.
 ICT for creating

The ICT for creating dimension focuses on students using ICT tools for creating solutions to problems and for creating information products. 

Through the selection and application of appropriate equipment, techniques and procedures, students

learn to:

· process data and information to create solutions to problems and information products that demonstrate their knowledge and understandings of the concepts, issues, relationships and processes related to all areas of the curriculum

· manage their files to secure their contents and enable efficient retrieval

· plan and monitor the progress of extended tasks.

Students learn to use ICT efficiently to capture, validate and manipulate data for required purposes. In order to improve the appearance and functionality of information products and solutions, they apply commonly accepted conventions. They examine the ethical and legal implications of using ICT in a range of settings such as the home, school and the workplace.

Students evaluate the usefulness of ICT for solving different types of problems and reflect on the effectiveness of their own use of ICT.
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	INTRODUCTION (10 minutes)
 Students continue with their development of a scrolling shooter game.  This is to work in the consideration of how planes interacted during WW1.  While certainly not a 3D representation of actual warfare, the task highlights how students can develop games to simulate certain warfare interaction.
In turn, it develops their ability to use different programing platforms to create user interfaces.

Students are to log onto their computers and then sit collectively in front of the projector.  The Game Maker task is outlined and then the follow up scenes from the youtube clips are displayed. The clips are determined after the reviewing the progress of the students in the previous class.  Some students might already be ahead and some behind, however the focus is to give direction.

	Key questions 

Key organisational/

management issues
Students are challenged to think about how Game Maker can be used to develop sprites that simulate flying, shooting and collisions.  As a result students are directed towards how they can use the program.

	PROCEDURE (45 minutes)
 
 
Students steadily work through the worksheet.  The tutorials are provided via the school network to further enhance student learning and avoid situations where students will be requiring teacher assistance simultaneously – the tutorial can actually walk students through. 
By the end of class the target is to have the baulk of the game completed (or close to) – ie the plane flies and rival planes are incorporated.
 
	Key questions 

Key organisational/

management issues
Students are challenged to think about how Game Maker can be used to develop sprites that simulate flying, shooting and collisions.  As a result students are directed towards how they can use the program.

	CLOSURE (5 minutes)

The project is seen as a multi class development process.  Thus, the teacher is looking to reaffirm where the students are up to and give direction.  A demonstration of the tutorial end might be appropriate to give students an idea of where they should be and where they are headed.
  
	Key questions 

Key organisational/

management issues
Students are challenged to think about how Game Maker can be used to develop sprites that simulate flying, shooting and collisions.  As a result students are directed towards how they can use the program.

	RESOURCES
 
 Computers for students (including network access)

Tutorial 1 (http://www.youtube.com/watch?v=zU8xSZHoA4c)

Tutorial 2 (http://www.youtube.com/watch?v=1zijA1DMv28)

Resource sheet detailing what is expected.
 

	CRITERIA FOR ASSESSMENT OF STUDENT ACHIEVEMENT 
 
 Discussion with students will track how far along the process the students are.  As previously mentioned the students will have a number of classes to complete the project, so the focus of the teacher is to track how the student is faring in relation to (a) the outline sheet and (b) the tutorial.  It is expected that students will have a user interface that allows the user plane to fly, however students may go off in a tangent that focuses around other elements of the game and thus needs to be incorporated into expectation as the class goes on. 
 
 
 


 
