Moray Micro:bit Beyond Basics Lesson Plan 6 – Creating Games

	Working towards outcomes of a Curriculum for Excellence:
I understand the instructions of a visual programming language and can predict the outcome of a program written using the language. (TCH 1-14a and TCH 2-14a)
I understand how information is stored and how key components of computing technology connect and interact through networks (TCH 2-14b)

	Programming Concept(s)
Algorithms, Logic and Patterns.

	Learning Intention
	Success Criteria

	We are learning to create games on our micro:bit.
	· I can recognise some of the features of a simple arcade game.
· I can code a simple arcade game onto the micro:bit.
· I can investigate the features of a more complex game.

	Resources
	Between two or three – 1x micro:bit, 1x battery pack, 1x USB cable, 1x device (iPad or Laptop). 

	Timing
	45mins

	
5-10mins





5-10mins


15-20mins










5mins
	Introduction
Video Intro from Mr Morrison talking about the main features of arcade or video games, the micro:bit screen coordinates and how to code the first program of the lesson the apple catching game. There is an opportunity to pause for discussion on the features of a video game. 
 
Coding Part 1
Learners create the apple catching game and test it out. Full code HERE. 

Coding Part 2
[bookmark: _GoBack]Learners watch the video tutorial from Mr Morrison and create the corner game code. They can then test this out. (Full code HERE)
  


Extension
Learners can investigate the tilt game code (Full code HERE ) This code looks at using the accelerometer to make the game more exciting. 


Ending the lesson (Plenary)
Tidy away micro:bits and use discussion questions.

Learners are now ready to complete the challenge – Full resources for this can be found in a separate folder on the Beyond Basics Page.



