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My Game Design

Explain your game so clearly that somebody else could build it

What this packet is marked on

You are marked on how clearly you explain your plan. Your code does not need
to be finished, and your game does not need to work yet.

A reader should finish this packet knowing what your game is, who would enjoy
it, and exactly what happens when a player presses , (B, or gives it a

 shake |

How it works. There are five parts. Each one has a blue label on the right, for
example, which matches a column on your What You Are Marked On sheet. Work through
the parts in order and write in full sentences. Have the criteria sheet open beside you.

The word that moves you up is “because”. Every time you make a choice, say why.

My game

Name of my game:

Good communication is clear and concise

Concise means saying something in as few words as possible, without losing what
matters. It does not mean leaving details out — a concise sentence still has to be
clear enough that somebody else understands exactly what you mean. Write one
or two sentences that tell somebody exactly what your game is.

If your game is based on one from the menu, say what is different when it is played
on a micro:bit instead of the normal way.

My game, in one or two sentences:
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1 Who is my game for?

Name a real person or group who would enjoy playing your game. Then explain why they
would want to play it.

Example — Tic-Tac-Toe
Tic-Tac-Toe is for pretty much anyone — little kids and adults both play it. It is
a quick challenge between two people that takes about a minute, so you can play it
anywhere, waiting for a bus or between classes. The rules are so simple that a game
is never complicated, and because it is over so fast, nobody minds much if they lose.

My game is for:

They would want to play it because
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2 The games I looked at

Name two other games you thought about choosing, from anywhere on the menu. Then
say why you chose your own game over both of them.

I thought about Magic 8-Ball and Rock Paper Scissors. I chose Tic-Tac-Toe instead
because it has a lot more steps, so it felt like a good challenge. I have done a lot of
coding before, mostly Scratch projects, and Tic-Tac-Toe is a completely new idea for
me, so I am excited to see if I can build it. I am hoping I can build it and then test it
out with friends, and maybe later add a scoring system for wins and losses.

Other game 1:

Other game 2:

I chose my game over these two because
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3 The interview Aii

Interview one classmate about your game idea. Ask a few quick questions, and write
down what they say.

Example — interviewing about Tic-Tac-Toe

Q: When was the last time you played Tic-Tac-Toe, and did you win or lose?

Q: Do you usually win? Do you think you are a good player?

Q: What is a strength of a game like Tic-Tac-Toe? What is a weakness?

Q: If I built my own version and could design it however I wanted, do you have any
suggestions on how it could be more fun?

A “no” does not help you much on its own — if you get one, ask what they would change
instead.

Who I interviewed:

Here’s my interview questions | Here are the interview answers

Because of my interview, I am now thinking about...

Make it count

Think about the interview answers and how they could make your game better. How
has this changed your thinking about the design? A one-word answer like “none” is
too weak to earn marks here.
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4 My plan: controls and screens

Biv

This is the plan somebody else would build from. Make it exact.

a The controls

Input

What happens in the game

What the screen shows

A+B

Anything

else?

b The screens

What screens are you planning to design, and what is the function of each screen? Shade

the lights that are on, then write what the screen is for underneath.
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5 How a round works, step by step

Picture your game, finished. What does it actually do, from the moment it switches on
to the moment somebody wins? Write it out as a list, clearly enough that somebody else
could read it and know exactly what “finished” looks like.

Example — a weak criteria list (Tic-Tac-Toe)

1.

2.

3.

4.

Each player takes turns, as either an X (blinking light) or an O (solid
light).

Button A moves the option down, and Button B moves it to the right. The
option loops back to the top or the left if you go too far.

When a player decides on their option, they shake the micro:bit to lock it
in.

Three in a row wins — horizontal, vertical, or diagonal.

Steps of your game

#

Steps of your game

1

10

11

12

13

14

15
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Before You Hand It In

0 All five parts are completed to the best of your ability.

[0 Part 1 names a real person or group, and says why they would play.

[0 Part 2 clearly explains your preference of your game over the others, and why.
O Part 3 clearly shows growth from the interview.

[0 Part 4 clearly illustrates the buttons needed, and screens shown.

0 Part 5 clearly and logically lists the steps of my game, in order.

[0 A classmate read Part 5 and could explain my game back to me.

The last check, and the best one. Hand Part 5 to somebody sitting near you. Ask them
to tell you how your game works without looking at you. If they can, your plan is clear.

Scratch paper — use the space below for rough working.
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Scratch paper
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