	Lesson: Game Maker Intro

	Date:
	Duration: 50 mins
	Class: Year 8
	Number: 20

	Aims: To create a simple shooting game using Game Maker


	Objectives:

Students should demonstrate an understanding of how to: 

· Add a sprite 
· Do basic editing of sprites (with the Sprite Editor)
· Assign sprites to objects

· Add a room and add/remove objects to/from room
· Run and quit a game

· Do basic programming (adding events and associated actions) of objects 


	Resources

Computer
Game Maker 7.0
Projector

	Prior Knowledge



	Possible difficulties



	Assessment Opportunities: indicated AO below

Observation



	Timing
	Teacher Activity
	Student Activity
	Resources

	2 mins
	Intro, roll call
	Listening, settling in
	Pen, roll

	5 mins
	Open Game Maker. Explain the process involved in creating a simple game using Game Maker (adding sprites, assigning them to objects, adding a room, placing the objects in the room and then programming the objects). 

	Sitting at computer and observing, listening.
	Computer
Projector



	5 mins
	Begin building the game (add sprites and objects. Assign the sprites to the objects. Edit the bomb sprite). Add a room and place objects in room.
	Sitting at computer and observing, listening
	Computer

Projector



	10 mins
	Walking around class, observing, answering questions, helping students who require help (AO)
	Add sprites and objects. Assign the sprites to the objects. Edit the bomb sprite.

Practice adding and removing objects from the room.
	

	5 mins
	Run game. Allow students to run their game. 

Explain the need for programming the objects.
	Sitting at computer and observing, listening. Running their game.
	Computer

Projector



	4 mins
	Show students how to program the shooter to move left (Get students to program the shooter object to move right).  
	Sitting at computer and observing, listening
	Computer

Projector



	6 mins
	Walking around class, observing, answering questions, helping students who require help. (AO)
	Program the shooter to move left and right.
	

	3 mins
	Program bullet object.
Run game.
	Sitting at computer and observing, listening
	Computer

Projector



	
	Walking around class, observing, answering questions, helping students who require help. (AO)
	Program bullet object.

Run game.
	

	2 mins
	Program bomb object
	Sitting at computer and observing, listening
	Computer

Projector



	3 mins
	Walking around class, observing, answering questions, helping students who require help. (AO)
	Program bomb object
	

	5 mins
	Run and play game.

Pack up. Help students finish up. (AO)
	Run and play game.

Pack up.
	Computer

Projector



	Evaluation




