Epidemic game design activity
Activity Time: 3-5 hours
Learning Goals
· Use logic and creativity to program a game

· Gain programming experience and skills

· Work with a partner to make decisions and fairly share the resources and work

· Gain engineering design process experience (e.g., design the game to meet criteria and constraints)

Sample schedule
Day 1: Design the game on paper and start programming

Day 2: Game programming

Day 3: Game programming

Day 4: Game programming

Day 5: Write up game instructions and game sharing
Materials

Epidemic game design assignment handout – 1 per student
Epidemic game scoring card handout (optional) – 1 per student

Files

· How to count things.pdf
· How to use score in a game.pdf

· How to make keyboard controls for a game.pdf

· How to start the game from a 1st person perspective.pdf

· Epidemic_game_starter_project.sltng
· Game instructions.rtf

· Epidemic game scoring card.doc

Preparation

· Sign up to use computers – about 1 computer for each pair of students

· Enable students to retrieve the epidemic_game_starter_project.sltng file as the starting point for their game.

· Enable students to retrieve pdf tutorials or print out copies for students to share.

· Decide how students will save files. Since students will be working in pairs, it’s important for both students to have access to the files, in case one person is absent. So you may want to have students save to a server that can be accessed from any computer, or have students upload their files to an online courseware site like Moodle.
Game design activity procedures
1. Pair students and hand out the game design assignment handout the day before the start of the game design activity. Go over the handout and tell students to start brainstorming game ideas for homework. Tell students to use the questions on the handout to guide their brainstorming.
2. On day 1 of the game design activity, give pairs 10-15 minutes to discuss their game ideas and answer the questions on the handout. When they’re finished, they should consult with the teacher. Once their ideas have been approved, they may begin to program their game.
3. Students should retrieve the epidemic_game_starter_project.sltng file, open it in StarLogo TNG and save the project using the file naming convention specified by the teacher.

4. Tell students that there are pdf tutorials available for basic game elements like setting the camera, keyboard controls, using score, etc. Students should consult these and their classmates for help, especially since the teacher can only help one group at a time.
5. At the end of each class period, students should save their files as “next version” and upload them to the server or online courseware site. This way, they will have several versions of their game, one for each day of class, just in case they wanted to go back to an earlier version. But if you think that having multiple versions may confuse the students, you can just have them save over the existing file.  At the beginning of the next class, students should start by downloading the previous day’s file and continue working on their games.

6. After several days of programming, as students are finishing up, they should name their game and fill out the game instructions.rtf template and save it according to teacher’s file naming conventions. They will submit the project file and the game instructions document to the teacher for grading and judging (optional).

7. On the last day of the game programming activity, set aside about 20-30 minutes for game sharing. Tell students to take turns with their partner to stay with their game and going to play other people’s games. When they’re staying with their game, they should show other people how to play, and maybe keep track of people’s scores. 

Optional: “best game” competition
1. Make copies of the epidemic game scoring card.doc so each student has one. If students want to enter their games in the contest, they should place a sticky note on their computer with the game’s name and their own names. During game sharing time, students should walk around and play each other’s games, and try to judge at least 3 games.

2. Average the total points for each game to help determine the “best” game. Feel free to give honorable mentions for each category. You may also want to weigh the teacher’s judging scores more, in order to prevent a game from winning simply because of popularity rather than merit.
