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	Unit 1 Overview

	 History of the Gaming Industry
· Mainframe

· Arcade

· Home computers

· Online gaming

· Handheld games

· Mobile gaming
· Consoles
 
 
 




	Enduring Understandings

	· Define how gaming has evolved through changing technology in the development of platforms.

· Identify the major platforms on the market today.

· Analyze the components and characteristics of the industry leading consoles and market trends.
· Identify the pros and cons of each platform from the player’s and developer’s viewpoint.



	Essential Questions

	What events lead to the invention of video game creation?

What is the effect that “demand” has on “innovation”?

What are the stages of video game throughout history? What games best represents each?

How video game creation integrates with other fields of study? 

Do video games have a positive or negative influence on youth? Why? What can we do? 

What careers are related to videogame creation?

How are the “core concepts of technology” related to video game creation?

What are the attributes of the design process? How are they applied to video game creation?

How is the engineering process applied to video game creation?

Why is it important to learn how to troubleshoot problems?

Why is planning an essential component of video game creation?

How can we take advantage of good documentation during the creation of a video game?

What is the best way to communicate ideas, and plans? (Language)

Why is it significant to know what the process of video game creation is?



	New Jersey Student Learning Standards (No CCS)

	 TECH.8.1.12.A.CS1 TECH.8.1.12.A.1 TECH.8.1.12.A.CS2 TECH.8.1.12.A.2 TECH.8.1.12.A.3 TECH.8.1.12.A.4 TECH.8.1.12.A.5 TECH.8.1.12.D.CS1 TECH.8.1.12.D.1 TECH.8.1.12.E.CS4 WORK.9‐12.9.1.12.A.1 WORK.9‐12.9.1.12.B.1 WORK.9‐12.9.1.12.B.2 WORK.9‐12.9.1.12.C.5 WORK.9‐12.9.1.12.F.2 WORK.9‐12.9.2.12 F.4 WORK.9‐12.9.2.12 F.5 WORK.9‐12.9.2.12.A.1



	Amistad Integration

	This section is for units and parts of units that highlight the achievements of African Americans.

SEL.PK-12.1.2
Recognize the impact of one’s feelings and thoughts on one’s own behavior 

LA.RI.11-12.10b
By the end of grade 12, read and comprehend literary nonfiction at grade level text-complexity or above. 




Overview
In this lesson students consider diversity representation in video games by identifying examples of diversity in the games they play, comparing their findings to statistics on diversity in the Canadian population. They then learn about the concepts of stereotyping and othering and the media literacy key concepts that “media communicate values and messages and have social implications” and “each medium has its own aesthetic form.” Students then study different video game genres and discuss how form and genre are related to diversity portrayal. Finally, students create a design for a video game that will communicate to another player some unique aspect of their own experience.

This lesson is part of the That’s Not Me: Diversity in Media lesson series.

Learning outcomes
Students will demonstrate the ability to:

· learn about stereotyping and othering

· study the aesthetics and commercial considerations of video games

· consider the effects of narrow diversity representation in games

· create a game design

	Holocaust/Genocide Education

	


	Interdisciplinary Connections

	Literacy: SL.11-12.1 SL.11-12.2 SL.11-12.4 SL.11-12.5 W.11-12.2 Mathematics: HSN.VM.A.1 HSN.VM.A.2 HSN.VM.B.4 HSA.CED.A.1 HSA.CED.A.2 Social Studies: 6.2.12.A.6.a 6.2.12.D.6.a



	Technology Standards

	TECH.8.1.12.A.CS1 TECH.8.1.12.A.1 TECH.8.1.12.A.CS2 TECH.8.1.12.A.2 TECH.8.1.12.A.3 TECH.8.1.12.A.4 TECH.8.1.12.A.5 TECH.8.1.12.D.CS1 TECH.8.1.12.D.1 TECH.8.1.12.E.CS4


	21st Century Themes/Careers

	9.3.12.AR‐AV.2 9.3.12.AR‐AV.3 9.3.12.AR‐AV.4 9.3.12.AR PRF.4 9.3.12.AR‐PRF.5 9.3.12.AR‐PRF.6 9.3.12.AR‐PRF.7 9.3.12.AR‐VIS.2 9.3.12.BM.3
9.3.12.BM.4 9.3.12.BM.5 9.3.12.BM.6


	Financial Literacy Integration

	 
     1.    The State Board of Education shall require that a school district incorporate in each of the grades 1[kindergarten] six1 through eight financial literacy instruction to pupils enrolled in those grades.  The purpose of the instruction shall be to provide 1[elementary and]1middle school students with the basic financial literacy necessary for sound financial decision-making.

     The instruction shall meet the requirements established by the State board and shall:

     a.    be appropriate to, and reflect the age and comprehension of, the students enrolled in the particular grade level; and

     b.    include content on budgeting, savings, credit, debt, insurance, investment, and other issues associated with personal financial responsibility as determined by the State board.




	Instructional Strategies & Learning Activities

	·  DVDs on history – “Video Games – Behind the Fun” by History Channel  or “Game On” from CNBC or Rise of the VideoGames

-History of Video Games - http://video.google.com/videoplay?docid=3637639460474263178#

-Evolution of Gaming – http://www.youtube.com/watch?v=_9ZMFQC9d8o 

· Critical analysis of various game platforms

· Survey of student body of popularity of various game platforms 

· Creation of Venn diagram of platform pros and cons

· Demonstration of early board games/toys (non-electronic) that developed into video games

*Possible Assessment Modifications/Accommodations: 

( Submit assignments through email.

 ( Deliver presentations using video conferencing (Skype, Google+, Apple Facetime).

 ( Video tape presentations (tablet / smartphone) and upload for later viewing on a private YouTube channel. 

( Text based material provided in visuals (photos, graphs). Increase font size and chunk words. Use concepts students can relate to.

 ( Customizable computer equipment and software (screen lighting, brightness, font size).

 ( Offer the assessment in various languages.

1. Student differences studied as a basis for planning: Students will have different drawing capabilities. Enable creativity in animation design vs. structured drawing.

 2. Assessment on-going and diagnostic to be responsive to learning needs: Integrate technology based learning. Offer online Adobe Illustrator and Photoshop demonstrations to be available in video format for later viewing. Video tape online demonstrations in advance. 

3. Excellence defined in large measure by individual growth for a starting point: Survey the students for their knowledge of storytelling, character creation and universe development at the beginning, during, and end of the unit. 

4. Students frequently make interest-based learning choices: Students select a game genre of their choice to develop an original game. 

5. Many instructional arrangements (groupings, partner work, learning centers): Group projects, mentoring, computer center time. 6. Multi-option assignments: Presentations can be delivered by video or live in person. Offer computer based testing and paper testing. 

7. Multiple materials provided (visuals, manipulatives): Videos with audio, pictorial graphics and maps, photos for text based vocabulary, customizable computer equipment and software. 

8. Time is flexible, based on student need: Provide one on one tutoring sessions. 

9. Students assessed in multiple ways: Interactive quizzes, presentations, projects, group interaction. 

10. Facilitate student self-reliance: assist students with individual and group project management and task completion.



	Differentiated Instruction

	· Curriculum Map

· Inquiry/Problem-Based Learning

· Learning preferences integration (visual, auditory, kinesthetic) 

· Sentence & Discussion Stems

· Tiered Learning Targets 

· Self-Directed Learning

· Debate

· LMS use 

· Student Data Inventories

· Mastery Learning (feedback toward goal)

· Rubrics

· Learning Menus

· Learning Through Workstations

· Concept Attainment

· Mentoring

· Student Interest & Inventory Data

 




	Formative Assessments

	· Daily Teacher Observation of student feedback.

· Weekly check point  assessments.

· Individual lessons.

· Rehearsal Participation.

· Ensemble Engagement.




	Summative Assessment

	· Timeline of the development of gaming from videos shown 

· Internet search:  Analysis of video game platforms

· Venn diagram of pros and cons of platforms

· Survey results of platform use and organize in spreadsheets/graph

· Classroom demonstration of games/toys that developed in electronic format

marking period playing exam




	Benchmark Assessments

	Benchmark - 95% of students in the class will achieve a score of 93 or higher on the summative assessment (Playing exam)

 




	Alternate Assessments

	· Oral response to questions in review of material.

· More time alloted for written assignments/assessments.

· Take Home projects/reviews/assessments.




	Resources & Technology

	www.theesa.com
www.nintendo.com
www.thegamereveiws.com
www.gamershell.com
www.1up.com
www.xbox.com
www.pbs.org/kcts/videogamerevolution/
www.playstation.com
www.ESRB.com
www.games.rit.edu
www.gameprof.com
www.texasgames.net
www.ea.com
www.yoyogames.com (Gamemaker)

www.igda.com
www.alice.org
www.Gamespot.com
www.make-video-games.com
www.gamasutra.com
www.pbskids.org
www.cdga.org
www.nick.com
www.ign.com
www.gamepro.com
“The Game Maker’s Apprentice” by Habgood and Overmars, Apress Publishers, 2006

“Game Plan: The Insider's Guide to Breaking In and Succeeding in the Computer and Video Game Business” by Gershenfeld, Loparco & Barajas, St. Martin's Griffin, 2003
“Get in the Game:  Careers in the Game Industry” by Marc Mencher, New Riders Games, 2002

Game Developer Magazine (subscription), US Business Media

“Game Developers Market Guide” by Bob Bates, Course Technology PTR, 2003

“Basic Game Design & Creation for Fun & Learning” by Swamy & Swamy, Thompson Learning/Charles River Media, 2006

Gamemaker 8.0 PC Software, Microsoft KODU software, GAME DESIGN PROGRAMMING TOOL Squeak software, Microsoft XBOX 360 consoles & controllers (wired/wireless, Sony PS3 consoles  & controllers, CLASSIC consoles-Atari, ntellivision, Coleco, NES, SNES, Sega Genesis, N64, Playstation 1, Playstation 2, Sega Dreamcast, handheld gaming systems-Mattel, Coleco, Nintendo- Gameboy, DSi, Sony- PSP, PSPGo, Assorted cartridge/disc games for all systems, Xbox Live Accounts, Microsoft XNA Indie Programming memberships, network multi-hub router, network cables, power strips, HDTV Monitors-multi-input(HDMI, component, composite, DVI, VGA)

“Rules of Play- Game Design Fundamentals” by Katie Salen and Eric Zimmerman, The MIT Press, 2004




	BOE Approved Texts

	BOE Approved Texts 

Select Video Game Design literature




	Closure

	 

· Kids answer the following prompts: "What takeaways from the lesson will be important to know three years from now? Why?

· Ask a question. Give students ten seconds to confer with peers before you call on a random student to answer. Repeat.

· Have kids orally describe a concept, procedure, or skill in terms so simple that a child in first grade would get it.

· Direct kids to raise their hands if they can answer your questions. Classmates agree (thumbs up) or disagree (thumbs down) with the response.

· Have kids create a cheat sheet of information that would be useful for a quiz on the day's topic. 

· Kids write notes to peers describing what they learned from them during class discussions.

· Ask students to summarize the main idea in under 60 seconds to another student acting as a well-known personality who works in your discipline. After summarizing, students should identify why the famous person might find the idea significant.

· Have students complete the following sentence: "The [concept, skill, word] is like _______ because _______."

 




	ELL

	· Alternate Responses

· Advance Notes

· Extended Time

· Teacher Modeling 

· Simplified Written and Verbal Instructions

· Frequent Breaks

· E-Dictionaires 

 




	Special Education

	· Shorten assignments to focus on mastery of key concepts. 

· Shorten spelling tests to focus on mastering the most functional words.

· Substitute alternatives for written assignments (clay models, posters, panoramas, collections, etc.)

· Specify and list exactly what the student will need to learn to pass.

· Evaluate the classroom structure against the student’s needs (flexible structure, firm limits, etc.).

· Keep workspaces clear of unrelated materials.

· Keep the classroom quiet during intense learning times.

· Reduce visual distractions in the classroom (mobiles, etc.).

· Provide a computer for written work.

· Seat the student close to the teacher or a positive role model.

· Use a study carrel. (Provide extras so that the student is not singled out.)

· Provide an unobstructed view of the chalkboard, teacher, movie screen, etc.

· Keep extra supplies of classroom materials (pencils, books) on hand.

· Maintain adequate space between desks. 

· Give directions in small steps and in as few words as possible.

· Number and sequence the steps in a task.

· Have student repeat the directions for a task.

· Provide visual aids.

· Go over directions orally.

· Provide a vocabulary list with definitions.

· Permit as much time as needed to finish tests.

· Allow tests to be taken in a room with few distractions (e.g., the library).

· Have test materials read to the student, and allow oral responses.

· Divide tests into small sections of similar questions or problems.

· Allow the student to complete an independent project as an alternative test.

· Give progress reports instead of grades.

· Grade spelling separately from content.

· Allow take-home or open-book tests.

· Show a model of the end product of directions (e.g., a completed math problem or finished quiz).

· Stand near the student when giving directions or presenting a lesson.

· Mark the correct answers rather than the incorrect ones.

· Permit a student to rework missed problems for a better grade.

· Average grades out when assignments are reworked, or grade on corrected work.

· Use a pass-fail or an alternative grading system when the student is assessed on his or her own growth.

 




	504

	· preferential seating

· extended time on tests and assignments

· reduced homework or classwork

· verbal, visual, or technology aids

· modified textbooks or audio-video materials

· behavior management support

· adjusted class schedules or grading

· verbal testing

· excused lateness, absence, or missed classwork

· pre-approved nurse's office visits and accompaniment to visits

· occupational or physical therapy

 




	At Risk

	Examples may include:

· Use of mnemonics

· Have student restate information

· Provision of notes or outlines

· Concrete examples

· Use of a study carrel

· Assistance in maintaining uncluttered space

· Weekly home-school communication tools (notebook, daily log, phone calls or email messages)

· Peer or scribe note-taking

· Lab and math sheets with highlighted instructions

· Graph paper to assist in organizing or lining up math problems

· Use of manipulatives

· No penalty for spelling errors or sloppy handwriting

· Follow a routine/schedule

· Teach time management skills

· Verbal and visual cues regarding directions and staying on task

· Adjusted assignment timelines

· Visual daily schedule

· Immediate feedback

· Work-in-progress check

· Pace long-term projects

· Preview test procedures

· Film or video supplements in place of reading text

· Pass/no pass option

· Cue/model expected behavior

· Use de-escalating strategies

· Use peer supports and mentoring

· Have parent sign homework/behavior chart

· Chart progress and maintain data

 




	Gifted and Talented

	Focus on effort and practice

Offer the Most Difficult First

Offer choice

Speak to Student Interests  

Allow G/T students to work together
Encourage risk taking
 

 
 

 

 

 




	Unit 2 Overview

	 Genres

· Action

· Simulations

· Role Playing

· Strategy

· Educational/Edutainment

· Training

· Sports

· Puzzle

· Online

· Casual

Social aspects of gaming:  Demographics, culture of gaming and psychological aspects

 
 
 




	Enduring Understandings

	· Categorize games into industry-defined genres.

· Analyze the aspects of a game that defines its genre.

· Understand basic vocabulary for discussing games and play.

Identify addiction of gaming, rewards and penalties, and gaming culture.



	Essential Questions

	What events lead to the invention of video game creation?

What is the effect that “demand” has on “innovation”?

What are the stages of video game throughout history? What games best represents each?

How video game creation integrates with other fields of study? 

Do video games have a positive or negative influence on youth? Why? What can we do? 

What careers are related to videogame creation?

How are the “core concepts of technology” related to video game creation?

What are the attributes of the design process? How are they applied to video game creation?

How is the engineering process applied to video game creation?

Why is it important to learn how to troubleshoot problems?

Why is planning an essential component of video game creation?

How can we take advantage of good documentation during the creation of a video game?

What is the best way to communicate ideas, and plans? (Language)

Why is it significant to know what the process of video game creation is?




	New Jersey Student Learning Standards (No CCS)

	 TECH.8.1.12.A.CS1 TECH.8.1.12.A.1 TECH.8.1.12.A.CS2 TECH.8.1.12.A.2 TECH.8.1.12.A.3 TECH.8.1.12.B TECH.8.1.12.B.CS1 TECH.8.1.12.B.CS2 TECH.8.1.12.B.2 TECH.8.1.12.C TECH.8.1.12.C.CS1 TECH.8.1.12.C.CS2 TECH.8.1.12.D.CS1 WORK.9‐12.9.1.12.A.1 WORK.9‐12.9.1.12.B.1 WORK.9‐12.9.1.12.B.2 WORK.9‐12.9.1.12.C.5 WORK.9‐12.9.1.12.F.2 WORK.9‐12.9.2.12 F.4



	Amistad Integration

	This section is for units and parts of units that highlight the achievements of African Americans.

SEL.PK-12.1.2
Recognize the impact of one’s feelings and thoughts on one’s own behavior 

LA.RI.11-12.10b
By the end of grade 12, read and comprehend literary nonfiction at grade level text-complexity or above. 




	Holocaust/Genocide Education

	


	Interdisciplinary Connections

	Literacy: SL.11-12.1 SL.11-12.2 SL.11-12.4 SL.11-12.5 W.11-12.2 Mathematics: HSN.VM.A.1 HSN.VM.A.2 HSN.VM.B.4 HSA.CED.A.1 HSA.CED.A.2 Social Studies: 6.2.12.A.6.a 6.2.12.D.6.a



	Technology Standards

	TECH.8.1.12.A.CS1 TECH.8.1.12.A.1 TECH.8.1.12.A.CS2 TECH.8.1.12.A.2 TECH.8.1.12.A.3 TECH.8.1.12.A.4 TECH.8.1.12.A.5 TECH.8.1.12.D.CS1 TECH.8.1.12.D.1 TECH.8.1.12.E.CS4


	21st Century Themes/Careers

	9.3.12.AR‐AV.2 9.3.12.AR‐AV.3 9.3.12.AR‐AV.4 9.3.12.AR PRF.4 9.3.12.AR‐PRF.5 9.3.12.AR‐PRF.6 9.3.12.AR‐PRF.7 9.3.12.AR‐VIS.2 9.3.12.BM.3
9.3.12.BM.4 9.3.12.BM.5 9.3.12.BM.6


	Financial Literacy Integration

	 
     1.    The State Board of Education shall require that a school district incorporate in each of the grades 1[kindergarten] six1 through eight financial literacy instruction to pupils enrolled in those grades.  The purpose of the instruction shall be to provide 1[elementary and]1middle school students with the basic financial literacy necessary for sound financial decision-making.

     The instruction shall meet the requirements established by the State board and shall:

     a.    be appropriate to, and reflect the age and comprehension of, the students enrolled in the particular grade level; and

     b.    include content on budgeting, savings, credit, debt, insurance, investment, and other issues associated with personal financial responsibility as determined by the State board.




	Instructional Strategies & Learning Activities

	·  Genres Project – Create a flyer/brochure/game manual that describes this genre and shows examples

· After group research, students will create presentations to share information about each genre:  history, goals, target market and any change in society that occurred before or after development of a particular genre/game

· Genres Bingo

· Student-created crossword, word search or Jeopardy game

· Have students search and demonstrate games from the various genres

http://www.1980-games.com/us/

· Students will use industry sponsored journals for article review of physiological issues in gaming industry

· Product testing/analysis/discussion/ Gaming log of/for different game genres-Classics, recent gen, future release demos, indie 

*Possible Assessment Modifications/Accommodations: ( Submit assignments through email. 

( Deliver presentations using video conferencing (Skype, Google+, Apple Facetime). 

( Video tape presentations (tablet / smartphone) and upload for later viewing on a private YouTube channel. 

( Text based material provided in visuals (photos, graphs). Increase font size and chunk words. Use concepts students can relate to. 

( Customizable computer equipment and software (screen lighting, brightness, font size). 

( Offer the assessment in various languages.
1. Student differences studied as a basis for planning: Students will have different drawing capabilities. Enable creativity in animation design vs. structured drawing.

 2. Assessment on-going and diagnostic to be responsive to learning needs: Integrate technology based learning. Offer online Adobe Illustrator and Photoshop demonstrations to be available in video format for later viewing. Video tape online demonstrations in advance. 

3. Excellence defined in large measure by individual growth for a starting point: Survey the students for their knowledge of storytelling, character creation and universe development at the beginning, during, and end of the unit. 

4. Students frequently make interest-based learning choices: Students select a game genre of their choice to develop an original game. 

5. Many instructional arrangements (groupings, partner work, learning centers): Group projects, mentoring, computer center time. 6. Multi-option assignments: Presentations can be delivered by video or live in person. Offer computer based testing and paper testing. 

7. Multiple materials provided (visuals, manipulatives): Videos with audio, pictorial graphics and maps, photos for text based vocabulary, customizable computer equipment and software. 

8. Time is flexible, based on student need: Provide one on one tutoring sessions. 

9. Students assessed in multiple ways: Interactive quizzes, presentations, projects, group interaction. 

10. Facilitate student self-reliance: assist students with individual and group project management and task completion.



	Differentiated Instruction

	· Curriculum Map

· Inquiry/Problem-Based Learning

· Learning preferences integration (visual, auditory, kinesthetic) 

· Sentence & Discussion Stems

· Tiered Learning Targets 

· Self-Directed Learning

· Debate

· LMS use 

· Student Data Inventories

· Mastery Learning (feedback toward goal)

· Rubrics

· Learning Menus

· Learning Through Workstations

· Concept Attainment

· Mentoring

· Student Interest & Inventory Data

 




	Formative Assessments

	· Daily Teacher Observation of student feedback.

· Weekly check point  assessments.

· Individual lessons.

· Rehearsal Participation.

· Ensemble Engagement.




	Summative Assessment

	· Flyer showing various genres

· Presentation of research

· Sharing and completing student created vocabulary games

· Demonstration of games
· Article review
marking period playing exam




	Benchmark Assessments

	Benchmark - 95% of students in the class will achieve a score of 93 or higher on the summative assessment (Playing exam)

 




	Alternate Assessments

	· Oral response to questions in review of material.

· More time alloted for written assignments/assessments.

· Take Home projects/reviews/assessments.




	Resources & Technology

	www.theesa.com
www.nintendo.com
www.thegamereveiws.com
www.gamershell.com
www.1up.com
www.xbox.com
www.pbs.org/kcts/videogamerevolution/
www.playstation.com
www.ESRB.com
www.games.rit.edu
www.gameprof.com
www.texasgames.net
www.ea.com
www.yoyogames.com (Gamemaker)

www.igda.com
www.alice.org
www.Gamespot.com
www.make-video-games.com
www.gamasutra.com
www.pbskids.org
www.cdga.org
www.nick.com
www.ign.com
www.gamepro.com
“The Game Maker’s Apprentice” by Habgood and Overmars, Apress Publishers, 2006

“Game Plan: The Insider's Guide to Breaking In and Succeeding in the Computer and Video Game Business” by Gershenfeld, Loparco & Barajas, St. Martin's Griffin, 2003
“Get in the Game:  Careers in the Game Industry” by Marc Mencher, New Riders Games, 2002

Game Developer Magazine (subscription), US Business Media

“Game Developers Market Guide” by Bob Bates, Course Technology PTR, 2003

“Basic Game Design & Creation for Fun & Learning” by Swamy & Swamy, Thompson Learning/Charles River Media, 2006

Gamemaker 8.0 PC Software, Microsoft KODU software, GAME DESIGN PROGRAMMING TOOL Squeak software, Microsoft XBOX ONE/360 consoles & controllers (wired/wireless, Sony PS3/4 consoles  & controllers, Nintendo Switch, CLASSIC consoles-Atari, ntellivision, Coleco, NES, SNES, Sega Genesis, N64, Playstation 1, Playstation 2, Sega Dreamcast, handheld gaming systems-Mattel, Coleco, Nintendo- Gameboy, DSi, Sony- PSP, PSPGo, Assorted cartridge/disc games for all systems, Xbox Live Accounts, Microsoft XNA Indie Programming memberships, network multi-hub router, network cables, power strips, HDTV Monitors-multi-input(HDMI, component, composite, DVI, VGA)

“Rules of Play- Game Design Fundamentals” by Katie Salen and Eric Zimmerman, The MIT Press, 2004




	BOE Approved Texts

	BOE Approved Texts 

Select Video game Design literature




	Closure

	 

· Kids answer the following prompts: "What takeaways from the lesson will be important to know three years from now? Why?

· Ask a question. Give students ten seconds to confer with peers before you call on a random student to answer. Repeat.

· Have kids orally describe a concept, procedure, or skill in terms so simple that a child in first grade would get it.

· Direct kids to raise their hands if they can answer your questions. Classmates agree (thumbs up) or disagree (thumbs down) with the response.

· Have kids create a cheat sheet of information that would be useful for a quiz on the day's topic. 

· Kids write notes to peers describing what they learned from them during class discussions.

· Ask students to summarize the main idea in under 60 seconds to another student acting as a well-known personality who works in your discipline. After summarizing, students should identify why the famous person might find the idea significant.

· Have students complete the following sentence: "The [concept, skill, word] is like _______ because _______."

 




	ELL

	· Alternate Responses

· Advance Notes

· Extended Time

· Teacher Modeling 

· Simplified Written and Verbal Instructions

· Frequent Breaks

· E-Dictionaires 

 




	Special Education

	· Shorten assignments to focus on mastery of key concepts. 

· Shorten spelling tests to focus on mastering the most functional words.

· Substitute alternatives for written assignments (clay models, posters, panoramas, collections, etc.)

· Specify and list exactly what the student will need to learn to pass.

· Evaluate the classroom structure against the student’s needs (flexible structure, firm limits, etc.).

· Keep workspaces clear of unrelated materials.

· Keep the classroom quiet during intense learning times.

· Reduce visual distractions in the classroom (mobiles, etc.).

· Provide a computer for written work.

· Seat the student close to the teacher or a positive role model.

· Use a study carrel. (Provide extras so that the student is not singled out.)

· Provide an unobstructed view of the chalkboard, teacher, movie screen, etc.

· Keep extra supplies of classroom materials (pencils, books) on hand.

· Maintain adequate space between desks. 

· Give directions in small steps and in as few words as possible.

· Number and sequence the steps in a task.

· Have student repeat the directions for a task.

· Provide visual aids.

· Go over directions orally.

· Provide a vocabulary list with definitions.

· Permit as much time as needed to finish tests.

· Allow tests to be taken in a room with few distractions (e.g., the library).

· Have test materials read to the student, and allow oral responses.

· Divide tests into small sections of similar questions or problems.

· Allow the student to complete an independent project as an alternative test.

· Give progress reports instead of grades.

· Grade spelling separately from content.

· Allow take-home or open-book tests.

· Show a model of the end product of directions (e.g., a completed math problem or finished quiz).

· Stand near the student when giving directions or presenting a lesson.

· Mark the correct answers rather than the incorrect ones.

· Permit a student to rework missed problems for a better grade.

· Average grades out when assignments are reworked, or grade on corrected work.

· Use a pass-fail or an alternative grading system when the student is assessed on his or her own growth.

 




	504

	· preferential seating

· extended time on tests and assignments

· reduced homework or classwork

· verbal, visual, or technology aids

· modified textbooks or audio-video materials

· behavior management support

· adjusted class schedules or grading

· verbal testing

· excused lateness, absence, or missed classwork

· pre-approved nurse's office visits and accompaniment to visits

· occupational or physical therapy

 




	At Risk

	Examples may include:

· Use of mnemonics

· Have student restate information

· Provision of notes or outlines

· Concrete examples

· Use of a study carrel

· Assistance in maintaining uncluttered space

· Weekly home-school communication tools (notebook, daily log, phone calls or email messages)

· Peer or scribe note-taking

· Lab and math sheets with highlighted instructions

· Graph paper to assist in organizing or lining up math problems

· Use of manipulatives

· No penalty for spelling errors or sloppy handwriting

· Follow a routine/schedule

· Teach time management skills

· Verbal and visual cues regarding directions and staying on task

· Adjusted assignment timelines

· Visual daily schedule

· Immediate feedback

· Work-in-progress check

· Pace long-term projects

· Preview test procedures

· Film or video supplements in place of reading text

· Pass/no pass option

· Cue/model expected behavior

· Use de-escalating strategies

· Use peer supports and mentoring

· Have parent sign homework/behavior chart

· Chart progress and maintain data

 




	Gifted and Talented

	Focus on effort and practice

Offer the Most Difficult First

Offer choice

Speak to Student Interests  

Allow G/T students to work together
Encourage risk taking
 

 
 

 

 

 




	Unit 3 Overview

	 Industry Trends and Issues

· Ethics

· Violence

· Piracy

· Regulation

· Licensing

· Global Market

Economy and Video Gaming

 
 
 




	Enduring Understandings

	· Understand the industry rating system and the characteristics of a game that define its rating.

· Discuss/debate the reasons behind the need for the rating system.

· Research state and national laws affecting the industry.

· Understand the basic concept of supply and demand and the gaming industry.




	Essential Questions

	What events lead to the invention of video game creation?

What is the effect that “demand” has on “innovation”?

What are the stages of video game throughout history? What games best represents each?

How video game creation integrates with other fields of study? 

Do video games have a positive or negative influence on youth? Why? What can we do? 

What careers are related to videogame creation?

How are the “core concepts of technology” related to video game creation?

What are the attributes of the design process? How are they applied to video game creation?

How is the engineering process applied to video game creation?

Why is it important to learn how to troubleshoot problems?

Why is planning an essential component of video game creation?

How can we take advantage of good documentation during the creation of a video game?

What is the best way to communicate ideas, and plans? (Language)

Why is it significant to know what the process of video game creation is?




	New Jersey Student Learning Standards (No CCS)

	 TECH.8.1.12.A.CS1 TECH.8.1.12.A.1 TECH.8.1.12.A.CS2 TECH.8.1.12.A.2 TECH.8.1.12.A.3 TECH.8.1.12.B TECH.8.1.12.B.CS1 TECH.8.1.12.B.CS2 TECH.8.1.12.B.2 TECH.8.1.12.C TECH.8.1.12.C.CS1 TECH.8.1.12.C.CS2 TECH.8.1.12.D.CS1 TECH.8.1.12.D.2 WORK.9‐12.9.1.12.A.1 WORK.9‐12.9.1.12.B.1 WORK.9‐12.9.1.12.B.2 WORK.9‐12.9.1.12.C.5 WORK.9‐12.9.1.12.F.2 WORK.9‐12.9.2.12 F.4



	Amistad Integration

	This section is for units and parts of units that highlight the achievements of African Americans.

SEL.PK-12.1.2
Recognize the impact of one’s feelings and thoughts on one’s own behavior 

LA.RI.11-12.10b
By the end of grade 12, read and comprehend literary nonfiction at grade level text-complexity or above. 




	Holocaust/Genocide Education

	


	Interdisciplinary Connections

	Literacy: SL.11-12.1 SL.11-12.2 SL.11-12.4 SL.11-12.5 W.11-12.2 Mathematics: HSN.VM.A.1 HSN.VM.A.2 HSN.VM.B.4 HSA.CED.A.1 HSA.CED.A.2 Social Studies: 6.2.12.A.6.a 6.2.12.D.6.a


	Technology Standards

	TECH.8.1.12.A.CS1 TECH.8.1.12.A.1 TECH.8.1.12.A.CS2 TECH.8.1.12.A.2 TECH.8.1.12.A.3 TECH.8.1.12.A.4 TECH.8.1.12.A.5 TECH.8.1.12.D.CS1 TECH.8.1.12.D.1 TECH.8.1.12.E.CS4


	21st Century Themes/Careers

	9.3.12.AR‐AV.2 9.3.12.AR‐AV.3 9.3.12.AR‐AV.4 9.3.12.AR PRF.4 9.3.12.AR‐PRF.5 9.3.12.AR‐PRF.6 9.3.12.AR‐PRF.7 9.3.12.AR‐VIS.2 9.3.12.BM.3
9.3.12.BM.4 9.3.12.BM.5 9.3.12.BM.6


	Financial Literacy Integration

	 
     1.    The State Board of Education shall require that a school district incorporate in each of the grades 1[kindergarten] six1 through eight financial literacy instruction to pupils enrolled in those grades.  The purpose of the instruction shall be to provide 1[elementary and]1middle school students with the basic financial literacy necessary for sound financial decision-making.

     The instruction shall meet the requirements established by the State board and shall:

     a.    be appropriate to, and reflect the age and comprehension of, the students enrolled in the particular grade level; and

     b.    include content on budgeting, savings, credit, debt, insurance, investment, and other issues associated with personal financial responsibility as determined by the State board.




	Instructional Strategies & Learning Activities

	·  Research project on the new and pending laws

· Debate on the pros/cons of the rating system

· Create an ESRB (Entertainment Software Ratings Board) brochure for parents

Provide articles discussing the latest sales figures and availability of “hottest” video games on the market.  Discuss the relationship of price determination and current state of economy.




	Differentiated Instruction

	· Curriculum Map

· Inquiry/Problem-Based Learning

· Learning preferences integration (visual, auditory, kinesthetic) 

· Sentence & Discussion Stems

· Tiered Learning Targets 

· Self-Directed Learning

· Debate

· LMS use 

· Student Data Inventories

· Mastery Learning (feedback toward goal)

· Rubrics

· Learning Menus

· Learning Through Workstations

· Concept Attainment

· Mentoring

· Student Interest & Inventory Data

 




	Formative Assessments

	· Daily Teacher Observation of student feedback.

· Weekly check point  assessments.

· Individual lessons.

· Rehearsal Participation.

· Ensemble Engagement.




	Summative Assessment

	· Research project 

· Debate

· Parent Brochure

Article review
marking period playing exam




	Benchmark Assessments

	Benchmark - 95% of students in the class will achieve a score of 93 or higher on the summative assessment (Playing exam)

 




	Alternate Assessments

	· Oral response to questions in review of material.

· More time alloted for written assignments/assessments.

· Take Home projects/reviews/assessments.




	Resources & Technology

	www.theesa.com
www.nintendo.com
www.thegamereveiws.com
www.gamershell.com
www.1up.com
www.xbox.com
www.pbs.org/kcts/videogamerevolution/
www.playstation.com
www.ESRB.com
www.games.rit.edu
www.gameprof.com
www.texasgames.net
www.ea.com
www.yoyogames.com (Gamemaker)

www.igda.com
www.alice.org
www.Gamespot.com
www.make-video-games.com
www.gamasutra.com
www.pbskids.org
www.cdga.org
www.nick.com
www.ign.com
www.gamepro.com
“The Game Maker’s Apprentice” by Habgood and Overmars, Apress Publishers, 2006

“Game Plan: The Insider's Guide to Breaking In and Succeeding in the Computer and Video Game Business” by Gershenfeld, Loparco & Barajas, St. Martin's Griffin, 2003
“Get in the Game:  Careers in the Game Industry” by Marc Mencher, New Riders Games, 2002

Game Developer Magazine (subscription), US Business Media

“Game Developers Market Guide” by Bob Bates, Course Technology PTR, 2003

“Basic Game Design & Creation for Fun & Learning” by Swamy & Swamy, Thompson Learning/Charles River Media, 2006

Gamemaker 8.0 PC Software, Microsoft KODU software, GAME DESIGN PROGRAMMING TOOL Squeak software, Microsoft XBOX 360 consoles & controllers (wired/wireless, Sony PS3 consoles  & controllers, CLASSIC consoles-Atari, Intellivision, Coleco, NES, SNES, Sega Genesis, N64, Playstation 1, Playstation 2, Sega Dreamcast, handheld gaming systems-Mattel, Coleco, Nintendo- Gameboy, DSi, Sony- PSP, PSPGo, Assorted cartridge/disc games for all systems, Xbox Live Accounts, Microsoft XNA Indie Programming memberships, network multi-hub router, network cables, power strips, HDTV Monitors-multi-input(HDMI, component, composite, DVI, VGA)

“Rules of Play- Game Design Fundamentals” by Katie Salen and Eric Zimmerman, The MIT Press, 2004




	BOE Approved Texts

	BOE Approved Texts 

Select Video Game Design literature




	Closure

	 

· Kids answer the following prompts: "What takeaways from the lesson will be important to know three years from now? Why?

· Ask a question. Give students ten seconds to confer with peers before you call on a random student to answer. Repeat.

· Have kids orally describe a concept, procedure, or skill in terms so simple that a child in first grade would get it.

· Direct kids to raise their hands if they can answer your questions. Classmates agree (thumbs up) or disagree (thumbs down) with the response.

· Have kids create a cheat sheet of information that would be useful for a quiz on the day's topic. 

· Kids write notes to peers describing what they learned from them during class discussions.

· Ask students to summarize the main idea in under 60 seconds to another student acting as a well-known personality who works in your discipline. After summarizing, students should identify why the famous person might find the idea significant.

· Have students complete the following sentence: "The [concept, skill, word] is like _______ because _______."

 




	ELL

	· Alternate Responses

· Advance Notes

· Extended Time

· Teacher Modeling 

· Simplified Written and Verbal Instructions

· Frequent Breaks

· E-Dictionaires 

 




	Special Education

	· Shorten assignments to focus on mastery of key concepts. 

· Shorten spelling tests to focus on mastering the most functional words.

· Substitute alternatives for written assignments (clay models, posters, panoramas, collections, etc.)

· Specify and list exactly what the student will need to learn to pass.

· Evaluate the classroom structure against the student’s needs (flexible structure, firm limits, etc.).

· Keep workspaces clear of unrelated materials.

· Keep the classroom quiet during intense learning times.

· Reduce visual distractions in the classroom (mobiles, etc.).

· Provide a computer for written work.

· Seat the student close to the teacher or a positive role model.

· Use a study carrel. (Provide extras so that the student is not singled out.)

· Provide an unobstructed view of the chalkboard, teacher, movie screen, etc.

· Keep extra supplies of classroom materials (pencils, books) on hand.

· Maintain adequate space between desks. 

· Give directions in small steps and in as few words as possible.

· Number and sequence the steps in a task.

· Have student repeat the directions for a task.

· Provide visual aids.

· Go over directions orally.

· Provide a vocabulary list with definitions.

· Permit as much time as needed to finish tests.

· Allow tests to be taken in a room with few distractions (e.g., the library).

· Have test materials read to the student, and allow oral responses.

· Divide tests into small sections of similar questions or problems.

· Allow the student to complete an independent project as an alternative test.

· Give progress reports instead of grades.

· Grade spelling separately from content.

· Allow take-home or open-book tests.

· Show a model of the end product of directions (e.g., a completed math problem or finished quiz).

· Stand near the student when giving directions or presenting a lesson.

· Mark the correct answers rather than the incorrect ones.

· Permit a student to rework missed problems for a better grade.

· Average grades out when assignments are reworked, or grade on corrected work.

· Use a pass-fail or an alternative grading system when the student is assessed on his or her own growth.

 




	504

	· preferential seating

· extended time on tests and assignments

· reduced homework or classwork

· verbal, visual, or technology aids

· modified textbooks or audio-video materials

· behavior management support

· adjusted class schedules or grading

· verbal testing

· excused lateness, absence, or missed classwork

· pre-approved nurse's office visits and accompaniment to visits

· occupational or physical therapy

 




	At Risk

	Examples may include:

· Use of mnemonics

· Have student restate information

· Provision of notes or outlines

· Concrete examples

· Use of a study carrel

· Assistance in maintaining uncluttered space

· Weekly home-school communication tools (notebook, daily log, phone calls or email messages)

· Peer or scribe note-taking

· Lab and math sheets with highlighted instructions

· Graph paper to assist in organizing or lining up math problems

· Use of manipulatives

· No penalty for spelling errors or sloppy handwriting

· Follow a routine/schedule

· Teach time management skills

· Verbal and visual cues regarding directions and staying on task

· Adjusted assignment timelines

· Visual daily schedule

· Immediate feedback

· Work-in-progress check

· Pace long-term projects

· Preview test procedures

· Film or video supplements in place of reading text

· Pass/no pass option

· Cue/model expected behavior

· Use de-escalating strategies

· Use peer supports and mentoring

· Have parent sign homework/behavior chart

· Chart progress and maintain data

 




	Gifted and Talented

	Focus on effort and practice

Offer the Most Difficult First

Offer choice

Speak to Student Interests  

Allow G/T students to work together
Encourage risk taking
 

 
 

 

 

 

Unit 4 Overview
 Game Design and Development

· Storytelling

· Gameplay

· Conflicts

· Settings

· Characters

· Art/Animation

· Audio

· Testing

· Milestones

· Design Document

· Technical Documents

· Theme/Color

2D vs. 3D visual design
 
 
 

Enduring Understandings
· Develop a game design document, including all of the essential elements.

· Create original animation or favorite story in video format using essential elements.

· Create animated objects through object-oriented programming.

· Understand differences between 2D and 3D visual graphics.

Essential Questions
What events lead to the invention of video game creation?

What is the effect that “demand” has on “innovation”?

What are the stages of video game throughout history? What games best represents each?

How video game creation integrates with other fields of study? 

Do video games have a positive or negative influence on youth? Why? What can we do? 

What careers are related to videogame creation?

How are the “core concepts of technology” related to video game creation?

What are the attributes of the design process? How are they applied to video game creation?

How is the engineering process applied to video game creation?

Why is it important to learn how to troubleshoot problems?

Why is planning an essential component of video game creation?

How can we take advantage of good documentation during the creation of a video game?

What is the best way to communicate ideas, and plans? (Language)

Why is it significant to know what the process of video game creation is?

New Jersey Student Learning Standards (No CCS)
 TECH.8.1.12.A.CS1 TECH.8.1.12.A.1 TECH.8.1.12.A.CS2 TECH.8.1.12.A.2 TECH.8.1.12.A.3 TECH.8.1.12.B TECH.8.1.12.B.CS1 TECH.8.1.12.B.CS2 TECH.8.1.12.B.2 TECH.8.1.12.C TECH.8.1.12.C.CS1 TECH.8.1.12.C.CS2 TECH.8.1.12.D.CS1 TECH.8.1.12.D.2 TECH.8.1.12.D.5 TECH.8.1.12.E.CS1 TECH.8.1.12.E.CS3 WORK.9‐12.9.1.12.A.1 WORK.9‐12.9.1.12.A.4 WORK.9‐12.9.1.12.B.1 WORK.9‐12.9.1.12.B.2 WORK.9‐12.9.1.12.C.5 WORK.9‐12.9.1.12.F.2 WORK.9‐12.9.2.12 F.4

Amistad Integration
This section is for units and parts of units that highlight the achievements of African Americans.

SEL.PK-12.1.2
Recognize the impact of one’s feelings and thoughts on one’s own behavior 

LA.RI.11-12.10b
By the end of grade 12, read and comprehend literary nonfiction at grade level text-complexity or above. 

Holocaust/Genocide Education
Interdisciplinary Connections
Literacy: SL.11-12.1 SL.11-12.2 SL.11-12.4 SL.11-12.5 W.11-12.2 Mathematics: HSN.VM.A.1 HSN.VM.A.2 HSN.VM.B.4 HSA.CED.A.1 HSA.CED.A.2 Social Studies: 6.2.12.A.6.a 6.2.12.D.6.a
Technology Standards
TECH.8.1.12.A.CS1 TECH.8.1.12.A.1 TECH.8.1.12.A.CS2 TECH.8.1.12.A.2 TECH.8.1.12.A.3 TECH.8.1.12.A.4 TECH.8.1.12.A.5 TECH.8.1.12.D.CS1 TECH.8.1.12.D.1 TECH.8.1.12.E.CS4
21st Century Themes/Careers
9.3.12.AR‐AV.2 9.3.12.AR‐AV.3 9.3.12.AR‐AV.4 9.3.12.AR PRF.4 9.3.12.AR‐PRF.5 9.3.12.AR‐PRF.6 9.3.12.AR‐PRF.7 9.3.12.AR‐VIS.2 9.3.12.BM.3
9.3.12.BM.4 9.3.12.BM.5 9.3.12.BM.6
Financial Literacy Integration
 
     1.    The State Board of Education shall require that a school district incorporate in each of the grades 1[kindergarten] six1 through eight financial literacy instruction to pupils enrolled in those grades.  The purpose of the instruction shall be to provide 1[elementary and]1middle school students with the basic financial literacy necessary for sound financial decision-making.

     The instruction shall meet the requirements established by the State board and shall:

     a.    be appropriate to, and reflect the age and comprehension of, the students enrolled in the particular grade level; and

     b.    include content on budgeting, savings, credit, debt, insurance, investment, and other issues associated with personal financial responsibility as determined by the State board.

Instructional Strategies & Learning Activities
·  Game review – After reading and sharing current game reviews, critique all aspects of a favorite game from an end user perspective.  Write a review in newspaper or magazine format

· Animate an original story or favorite storybook including appropriate visual design and audio using video programming and a storyboard (Movie Maker)

· Use beginning animation object-oriented programming to create stories/simulations after creating a storyboard

· Students will create a basic game that includes rules, dynamics, play mechanics, goals, conflict and theme/color (Game Maker) after creating a storyboard

DVDs, films, or video clips:  3D and 2D clips

Differentiated Instruction
· Curriculum Map

· Inquiry/Problem-Based Learning

· Learning preferences integration (visual, auditory, kinesthetic) 

· Sentence & Discussion Stems

· Tiered Learning Targets 

· Self-Directed Learning

· Debate

· LMS use 

· Student Data Inventories

· Mastery Learning (feedback toward goal)

· Rubrics

· Learning Menus

· Learning Through Workstations

· Concept Attainment

· Mentoring

· Student Interest & Inventory Data

 

Formative Assessments
· Daily Teacher Observation of student feedback.

· Weekly check point  assessments.

· Individual lessons.

· Rehearsal Participation.

· Ensemble Engagement.

Summative Assessment
· Game review

· Animation of original story or favorite storybook in video format

· Creation of basic animated story

· Basic game creation (Gamemaker/KODU software)
· Critique of 3D and 2D clips
marking period playing exam

Benchmark Assessments
Benchmark - 95% of students in the class will achieve a score of 93 or higher on the summative assessment (Playing exam)

 

Alternate Assessments
· Oral response to questions in review of material.

· More time alloted for written assignments/assessments.

· Take Home projects/reviews/assessments.

Resources & Technology
www.theesa.com
www.nintendo.com
www.thegamereveiws.com
www.gamershell.com
www.1up.com
www.xbox.com
www.pbs.org/kcts/videogamerevolution/
www.playstation.com
www.ESRB.com
www.games.rit.edu
www.gameprof.com
www.texasgames.net
www.ea.com
www.yoyogames.com (Gamemaker)

www.igda.com
www.alice.org
www.Gamespot.com
www.make-video-games.com
www.gamasutra.com
www.pbskids.org
www.cdga.org
www.nick.com
www.ign.com
www.gamepro.com
“The Game Maker’s Apprentice” by Habgood and Overmars, Apress Publishers, 2006

“Game Plan: The Insider's Guide to Breaking In and Succeeding in the Computer and Video Game Business” by Gershenfeld, Loparco & Barajas, St. Martin's Griffin, 2003
“Get in the Game:  Careers in the Game Industry” by Marc Mencher, New Riders Games, 2002

Game Developer Magazine (subscription), US Business Media

“Game Developers Market Guide” by Bob Bates, Course Technology PTR, 2003

“Basic Game Design & Creation for Fun & Learning” by Swamy & Swamy, Thompson Learning/Charles River Media, 2006

Gamemaker 8.0 PC Software, Microsoft KODU software, GAME DESIGN PROGRAMMING TOOL Squeak software, Microsoft XBOX 360 consoles & controllers (wired/wireless, Sony PS3 consoles  & controllers, CLASSIC consoles-Atari, ntellivision, Coleco, NES, SNES, Sega Genesis, N64, Playstation 1, Playstation 2, Sega Dreamcast, handheld gaming systems-Mattel, Coleco, Nintendo- Gameboy, DSi, Sony- PSP, PSPGo, Assorted cartridge/disc games for all systems, Xbox Live Accounts, Microsoft XNA Indie Programming memberships, network multi-hub router, network cables, power strips, HDTV Monitors-multi-input(HDMI, component, composite, DVI, VGA)

“Rules of Play- Game Design Fundamentals” by Katie Salen and Eric Zimmerman, The MIT Press, 2004

BOE Approved Texts
BOE Approved Texts 

Select Video Game Design literature

Closure
 

· Kids answer the following prompts: "What takeaways from the lesson will be important to know three years from now? Why?

· Ask a question. Give students ten seconds to confer with peers before you call on a random student to answer. Repeat.

· Have kids orally describe a concept, procedure, or skill in terms so simple that a child in first grade would get it.

· Direct kids to raise their hands if they can answer your questions. Classmates agree (thumbs up) or disagree (thumbs down) with the response.

· Have kids create a cheat sheet of information that would be useful for a quiz on the day's topic. 

· Kids write notes to peers describing what they learned from them during class discussions.

· Ask students to summarize the main idea in under 60 seconds to another student acting as a well-known personality who works in your discipline. After summarizing, students should identify why the famous person might find the idea significant.

· Have students complete the following sentence: "The [concept, skill, word] is like _______ because _______."

 

ELL
· Alternate Responses

· Advance Notes

· Extended Time

· Teacher Modeling 

· Simplified Written and Verbal Instructions

· Frequent Breaks

· E-Dictionaires 

 

Special Education
· Shorten assignments to focus on mastery of key concepts. 

· Shorten spelling tests to focus on mastering the most functional words.

· Substitute alternatives for written assignments (clay models, posters, panoramas, collections, etc.)

· Specify and list exactly what the student will need to learn to pass.

· Evaluate the classroom structure against the student’s needs (flexible structure, firm limits, etc.).

· Keep workspaces clear of unrelated materials.

· Keep the classroom quiet during intense learning times.

· Reduce visual distractions in the classroom (mobiles, etc.).

· Provide a computer for written work.

· Seat the student close to the teacher or a positive role model.

· Use a study carrel. (Provide extras so that the student is not singled out.)

· Provide an unobstructed view of the chalkboard, teacher, movie screen, etc.

· Keep extra supplies of classroom materials (pencils, books) on hand.

· Maintain adequate space between desks. 

· Give directions in small steps and in as few words as possible.

· Number and sequence the steps in a task.

· Have student repeat the directions for a task.

· Provide visual aids.

· Go over directions orally.

· Provide a vocabulary list with definitions.

· Permit as much time as needed to finish tests.

· Allow tests to be taken in a room with few distractions (e.g., the library).

· Have test materials read to the student, and allow oral responses.

· Divide tests into small sections of similar questions or problems.

· Allow the student to complete an independent project as an alternative test.

· Give progress reports instead of grades.

· Grade spelling separately from content.

· Allow take-home or open-book tests.

· Show a model of the end product of directions (e.g., a completed math problem or finished quiz).

· Stand near the student when giving directions or presenting a lesson.

· Mark the correct answers rather than the incorrect ones.

· Permit a student to rework missed problems for a better grade.

· Average grades out when assignments are reworked, or grade on corrected work.

· Use a pass-fail or an alternative grading system when the student is assessed on his or her own growth.

 

504
· preferential seating

· extended time on tests and assignments

· reduced homework or classwork

· verbal, visual, or technology aids

· modified textbooks or audio-video materials

· behavior management support

· adjusted class schedules or grading

· verbal testing

· excused lateness, absence, or missed classwork

· pre-approved nurse's office visits and accompaniment to visits

· occupational or physical therapy

 

At Risk
Examples may include:

· Use of mnemonics

· Have student restate information

· Provision of notes or outlines

· Concrete examples

· Use of a study carrel

· Assistance in maintaining uncluttered space

· Weekly home-school communication tools (notebook, daily log, phone calls or email messages)

· Peer or scribe note-taking

· Lab and math sheets with highlighted instructions

· Graph paper to assist in organizing or lining up math problems

· Use of manipulatives

· No penalty for spelling errors or sloppy handwriting

· Follow a routine/schedule

· Teach time management skills

· Verbal and visual cues regarding directions and staying on task

· Adjusted assignment timelines

· Visual daily schedule

· Immediate feedback

· Work-in-progress check

· Pace long-term projects

· Preview test procedures

· Film or video supplements in place of reading text

· Pass/no pass option

· Cue/model expected behavior

· Use de-escalating strategies

· Use peer supports and mentoring

· Have parent sign homework/behavior chart

· Chart progress and maintain data

 

Gifted and Talented
Focus on effort and practice

Offer the Most Difficult First

Offer choice

Speak to Student Interests  

Allow G/T students to work together
Encourage risk taking
 

 
 

 

 

 

Unit 5 Overview
 Development Team

· Designer

· Programmers

· Art/Animation

· Audio

· Production

· Quality Assurance

College Programs  
 
 
 

Enduring Understandings
· Explain the various career options available within the industry.

· Analyze the employment outlook within the industry.

· Establish the relationship between the development team members when working on a design project. 

Research the educational requirements of Game Design programs at various colleges.
Essential Questions
What events lead to the invention of video game creation?

What is the effect that “demand” has on “innovation”?

What are the stages of video game throughout history? What games best represents each?

How video game creation integrates with other fields of study? 

Do video games have a positive or negative influence on youth? Why? What can we do? 

What careers are related to videogame creation?

How are the “core concepts of technology” related to video game creation?

What are the attributes of the design process? How are they applied to video game creation?

How is the engineering process applied to video game creation?

Why is it important to learn how to troubleshoot problems?

Why is planning an essential component of video game creation?

How can we take advantage of good documentation during the creation of a video game?

What is the best way to communicate ideas, and plans? (Language)

Why is it significant to know what the process of video game creation is?

New Jersey Student Learning Standards (No CCS)
 TECH.8.1.12.A.CS1 TECH.8.1.12.A.1 TECH.8.1.12.A.CS2 TECH.8.1.12.A.2 TECH.8.1.12.A.3 TECH.8.1.12.B TECH.8.1.12.B.CS1 TECH.8.1.12.B.CS2 TECH.8.1.12.B.2 TECH.8.1.12.C TECH.8.1.12.C.CS1 TECH.8.1.12.C.CS2 TECH.8.1.12.D.CS1 TECH.8.1.12.D.2 TECH.8.1.12.D.5 TECH.8.1.12.E.CS1 TECH.8.1.12.E.CS3 WORK.9‐12.9.1.12.A.1 WORK.9‐12.9.1.12.A.4 WORK.9‐12.9.1.12.B.1 WORK.9‐12.9.1.12.B.2 WORK.9‐12.9.1.12.C.5 WORK.9‐12.9.1.12.F.2 WORK.9‐12.9.2.12 F.4
Amistad Integration
This section is for units and parts of units that highlight the achievements of African Americans.

SEL.PK-12.1.2
Recognize the impact of one’s feelings and thoughts on one’s own behavior 

LA.RI.11-12.10b
By the end of grade 12, read and comprehend literary nonfiction at grade level text-complexity or above. 

Holocaust/Genocide Education
Interdisciplinary Connections
Literacy: SL.11-12.1 SL.11-12.2 SL.11-12.4 SL.11-12.5 W.11-12.2 Mathematics: HSN.VM.A.1 HSN.VM.A.2 HSN.VM.B.4 HSA.CED.A.1 HSA.CED.A.2 Social Studies: 6.2.12.A.6.a 6.2.12.D.6.a
Technology Standards
TECH.8.1.12.A.CS1 TECH.8.1.12.A.1 TECH.8.1.12.A.CS2 TECH.8.1.12.A.2 TECH.8.1.12.A.3 TECH.8.1.12.A.4 TECH.8.1.12.A.5 TECH.8.1.12.D.CS1 TECH.8.1.12.D.1 TECH.8.1.12.E.CS4
21st Century Themes/Careers
9.3.12.AR‐AV.2 9.3.12.AR‐AV.3 9.3.12.AR‐AV.4 9.3.12.AR PRF.4 9.3.12.AR‐PRF.5 9.3.12.AR‐PRF.6 9.3.12.AR‐PRF.7 9.3.12.AR‐VIS.2 9.3.12.BM.3
9.3.12.BM.4 9.3.12.BM.5 9.3.12.BM.6
Financial Literacy Integration
 
     1.    The State Board of Education shall require that a school district incorporate in each of the grades 1[kindergarten] six1 through eight financial literacy instruction to pupils enrolled in those grades.  The purpose of the instruction shall be to provide 1[elementary and]1middle school students with the basic financial literacy necessary for sound financial decision-making.

     The instruction shall meet the requirements established by the State board and shall:

     a.    be appropriate to, and reflect the age and comprehension of, the students enrolled in the particular grade level; and

     b.    include content on budgeting, savings, credit, debt, insurance, investment, and other issues associated with personal financial responsibility as determined by the State board.

Instructional Strategies & Learning Activities
·  Create a brochure that describes one of the careers available in the industry, related college majors and colleges offering those programs.  Students should also research current job openings in game development companies for insight

· Field trip to closest game development company or class visit from a developer or  Skype the expert into the classroom

· Continue with animation in object-orientated programming to create a “Career World” for original characters as they “work” in their chosen field

· Field Trip – to a local college offering those programs or guest speaker or Skype class interview with professor in the field of video game design

· Internet research project on colleges and their programs

Differentiated Instruction
· Curriculum Map

· Inquiry/Problem-Based Learning

· Learning preferences integration (visual, auditory, kinesthetic) 

· Sentence & Discussion Stems

· Tiered Learning Targets 

· Self-Directed Learning

· Debate

· LMS use 

· Student Data Inventories

· Mastery Learning (feedback toward goal)

· Rubrics

· Learning Menus

· Learning Through Workstations

· Concept Attainment

· Mentoring

· Student Interest & Inventory Data

 

Formative Assessments
· Daily Teacher Observation of student feedback.

· Weekly check point  assessments.

· Individual lessons.

· Rehearsal Participation.

· Ensemble Engagement.

Summative Assessment
· Brochure

· Written assessment from field trip
· Creation and demonstration of “Career World”
· Interview questions

College research project
marking period playing exam

Benchmark Assessments
Benchmark - 95% of students in the class will achieve a score of 93 or higher on the summative assessment (Playing exam)

 

Alternate Assessments
· Oral response to questions in review of material.

· More time alloted for written assignments/assessments.

· Take Home projects/reviews/assessments.

Resources & Technology
www.theesa.com
www.nintendo.com
www.thegamereveiws.com
www.gamershell.com
www.1up.com
www.xbox.com
www.pbs.org/kcts/videogamerevolution/
www.playstation.com
www.ESRB.com
www.games.rit.edu
www.gameprof.com
www.texasgames.net
www.ea.com
www.yoyogames.com (Gamemaker)

www.igda.com
www.alice.org
www.Gamespot.com
www.make-video-games.com
www.gamasutra.com
www.pbskids.org
www.cdga.org
www.nick.com
www.ign.com
www.gamepro.com
“The Game Maker’s Apprentice” by Habgood and Overmars, Apress Publishers, 2006

“Game Plan: The Insider's Guide to Breaking In and Succeeding in the Computer and Video Game Business” by Gershenfeld, Loparco & Barajas, St. Martin's Griffin, 2003
“Get in the Game:  Careers in the Game Industry” by Marc Mencher, New Riders Games, 2002

Game Developer Magazine (subscription), US Business Media

“Game Developers Market Guide” by Bob Bates, Course Technology PTR, 2003

“Basic Game Design & Creation for Fun & Learning” by Swamy & Swamy, Thompson Learning/Charles River Media, 2006

Gamemaker 8.0 PC Software, Microsoft KODU software, GAME DESIGN PROGRAMMING TOOL Squeak software, Microsoft XBOX 360 consoles & controllers (wired/wireless, Sony PS3 consoles  & controllers, CLASSIC consoles-Atari, ntellivision, Coleco, NES, SNES, Sega Genesis, N64, Playstation 1, Playstation 2, Sega Dreamcast, handheld gaming systems-Mattel, Coleco, Nintendo- Gameboy, DSi, Sony- PSP, PSPGo, Assorted cartridge/disc games for all systems, Xbox Live Accounts, Microsoft XNA Indie Programming memberships, network multi-hub router, network cables, power strips, HDTV Monitors-multi-input(HDMI, component, composite, DVI, VGA)

“Rules of Play- Game Design Fundamentals” by Katie Salen and Eric Zimmerman, The MIT Press, 2004

BOE Approved Texts
BOE Approved Texts 

Select Video Game Design literature

Closure
 

· Kids answer the following prompts: "What takeaways from the lesson will be important to know three years from now? Why?

· Ask a question. Give students ten seconds to confer with peers before you call on a random student to answer. Repeat.

· Have kids orally describe a concept, procedure, or skill in terms so simple that a child in first grade would get it.

· Direct kids to raise their hands if they can answer your questions. Classmates agree (thumbs up) or disagree (thumbs down) with the response.

· Have kids create a cheat sheet of information that would be useful for a quiz on the day's topic. 

· Kids write notes to peers describing what they learned from them during class discussions.

· Ask students to summarize the main idea in under 60 seconds to another student acting as a well-known personality who works in your discipline. After summarizing, students should identify why the famous person might find the idea significant.

· Have students complete the following sentence: "The [concept, skill, word] is like _______ because _______."

 

ELL
· Alternate Responses

· Advance Notes

· Extended Time

· Teacher Modeling 

· Simplified Written and Verbal Instructions

· Frequent Breaks

· E-Dictionaires 

 

Special Education
· Shorten assignments to focus on mastery of key concepts. 

· Shorten spelling tests to focus on mastering the most functional words.

· Substitute alternatives for written assignments (clay models, posters, panoramas, collections, etc.)

· Specify and list exactly what the student will need to learn to pass.

· Evaluate the classroom structure against the student’s needs (flexible structure, firm limits, etc.).

· Keep workspaces clear of unrelated materials.

· Keep the classroom quiet during intense learning times.

· Reduce visual distractions in the classroom (mobiles, etc.).

· Provide a computer for written work.

· Seat the student close to the teacher or a positive role model.

· Use a study carrel. (Provide extras so that the student is not singled out.)

· Provide an unobstructed view of the chalkboard, teacher, movie screen, etc.

· Keep extra supplies of classroom materials (pencils, books) on hand.

· Maintain adequate space between desks. 

· Give directions in small steps and in as few words as possible.

· Number and sequence the steps in a task.

· Have student repeat the directions for a task.

· Provide visual aids.

· Go over directions orally.

· Provide a vocabulary list with definitions.

· Permit as much time as needed to finish tests.

· Allow tests to be taken in a room with few distractions (e.g., the library).

· Have test materials read to the student, and allow oral responses.

· Divide tests into small sections of similar questions or problems.

· Allow the student to complete an independent project as an alternative test.

· Give progress reports instead of grades.

· Grade spelling separately from content.

· Allow take-home or open-book tests.

· Show a model of the end product of directions (e.g., a completed math problem or finished quiz).

· Stand near the student when giving directions or presenting a lesson.

· Mark the correct answers rather than the incorrect ones.

· Permit a student to rework missed problems for a better grade.

· Average grades out when assignments are reworked, or grade on corrected work.

· Use a pass-fail or an alternative grading system when the student is assessed on his or her own growth.

 

504
· preferential seating

· extended time on tests and assignments

· reduced homework or classwork

· verbal, visual, or technology aids

· modified textbooks or audio-video materials

· behavior management support

· adjusted class schedules or grading

· verbal testing

· excused lateness, absence, or missed classwork

· pre-approved nurse's office visits and accompaniment to visits

· occupational or physical therapy

 

At Risk
Examples may include:

· Use of mnemonics

· Have student restate information

· Provision of notes or outlines

· Concrete examples

· Use of a study carrel

· Assistance in maintaining uncluttered space

· Weekly home-school communication tools (notebook, daily log, phone calls or email messages)

· Peer or scribe note-taking

· Lab and math sheets with highlighted instructions

· Graph paper to assist in organizing or lining up math problems

· Use of manipulatives

· No penalty for spelling errors or sloppy handwriting

· Follow a routine/schedule

· Teach time management skills

· Verbal and visual cues regarding directions and staying on task

· Adjusted assignment timelines

· Visual daily schedule

· Immediate feedback

· Work-in-progress check

· Pace long-term projects

· Preview test procedures

· Film or video supplements in place of reading text

· Pass/no pass option

· Cue/model expected behavior

· Use de-escalating strategies

· Use peer supports and mentoring

· Have parent sign homework/behavior chart

· Chart progress and maintain data

 

Gifted and Talented
Focus on effort and practice

Offer the Most Difficult First

Offer choice

Speak to Student Interests  

Allow G/T students to work together
Encourage risk taking
 

 
 

 

 

 

Unit 6 Overview
 Publisher

· Marketing

· Producer

· Licensor

· Quality Assurance

Channels of Distribution

 
 
 

Enduring Understandings
· Outline the responsibilities of a publisher in the launch of a new video game. 
· Examine and determine appropriate advertising, packaging and distribution of video games.
Essential Questions
What events lead to the invention of video game creation?

What is the effect that “demand” has on “innovation”?

What are the stages of video game throughout history? What games best represents each?

How video game creation integrates with other fields of study? 

Do video games have a positive or negative influence on youth? Why? What can we do? 

What careers are related to videogame creation?

How are the “core concepts of technology” related to video game creation?

What are the attributes of the design process? How are they applied to video game creation?

How is the engineering process applied to video game creation?

Why is it important to learn how to troubleshoot problems?

Why is planning an essential component of video game creation?

How can we take advantage of good documentation during the creation of a video game?

What is the best way to communicate ideas, and plans? (Language)

Why is it significant to know what the process of video game creation is?

New Jersey Student Learning Standards (No CCS)
 TECH.8.1.12.A.CS1 TECH.8.1.12.A.1 TECH.8.1.12.A.CS2 TECH.8.1.12.A.2 TECH.8.1.12.A.3 TECH.8.1.12.B TECH.8.1.12.B.CS1 TECH.8.1.12.B.CS2 TECH.8.1.12.B.2 TECH.8.1.12.C TECH.8.1.12.C.CS1 TECH.8.1.12.C.CS2 TECH.8.1.12.D.CS1 TECH.8.1.12.D.2 TECH.8.1.12.D.5 TECH.8.1.12.E.CS1 TECH.8.1.12.E.CS3 WORK.9‐12.9.1.12.A.1 WORK.9‐12.9.1.12.A.4 WORK.9‐12.9.1.12.B.1 WORK.9‐12.9.1.12.B.2 WORK.9‐12.9.1.12.C.5 WORK.9‐12.9.1.12.F.2 WORK.9‐12.9.2.12 F.4
Amistad Integration
This section is for units and parts of units that highlight the achievements of African Americans.

SEL.PK-12.1.2
Recognize the impact of one’s feelings and thoughts on one’s own behavior 

LA.RI.11-12.10b
By the end of grade 12, read and comprehend literary nonfiction at grade level text-complexity or above. 

Holocaust/Genocide Education
Interdisciplinary Connections
Literacy: SL.11-12.1 SL.11-12.2 SL.11-12.4 SL.11-12.5 W.11-12.2 Mathematics: HSN.VM.A.1 HSN.VM.A.2 HSN.VM.B.4 HSA.CED.A.1 HSA.CED.A.2 Social Studies: 6.2.12.A.6.a 6.2.12.D.6.a
Technology Standards
TECH.8.1.12.A.CS1 TECH.8.1.12.A.1 TECH.8.1.12.A.CS2 TECH.8.1.12.A.2 TECH.8.1.12.A.3 TECH.8.1.12.A.4 TECH.8.1.12.A.5 TECH.8.1.12.D.CS1 TECH.8.1.12.D.1 TECH.8.1.12.E.CS4
21st Century Themes/Careers
9.3.12.AR‐AV.2 9.3.12.AR‐AV.3 9.3.12.AR‐AV.4 9.3.12.AR PRF.4 9.3.12.AR‐PRF.5 9.3.12.AR‐PRF.6 9.3.12.AR‐PRF.7 9.3.12.AR‐VIS.2 9.3.12.BM.3
9.3.12.BM.4 9.3.12.BM.5 9.3.12.BM.6
Financial Literacy Integration
 
     1.    The State Board of Education shall require that a school district incorporate in each of the grades 1[kindergarten] six1 through eight financial literacy instruction to pupils enrolled in those grades.  The purpose of the instruction shall be to provide 1[elementary and]1middle school students with the basic financial literacy necessary for sound financial decision-making.

     The instruction shall meet the requirements established by the State board and shall:

     a.    be appropriate to, and reflect the age and comprehension of, the students enrolled in the particular grade level; and

     b.    include content on budgeting, savings, credit, debt, insurance, investment, and other issues associated with personal financial responsibility as determined by the State board.

Instructional Strategies & Learning Activities
· Research major publishers and their games

· Guest speaker – Retail manager from the local electronic store

· After students create their first simulation or world, students will create prototype of packaging, create advertisement and describe distribution of original game

Differentiated Instruction
· Curriculum Map

· Inquiry/Problem-Based Learning

· Learning preferences integration (visual, auditory, kinesthetic) 

· Sentence & Discussion Stems

· Tiered Learning Targets 

· Self-Directed Learning

· Debate

· LMS use 

· Student Data Inventories

· Mastery Learning (feedback toward goal)

· Rubrics

· Learning Menus

· Learning Through Workstations

· Concept Attainment

· Mentoring

· Student Interest & Inventory Data

 

Formative Assessments
· Daily Teacher Observation of student feedback.

· Weekly check point  assessments.

· Individual lessons.

· Rehearsal Participation.

· Ensemble Engagement.

Summative Assessment
· Research project
· Simulation, advertisement and prototype of game packaging
marking period playing exam

Benchmark Assessments
Benchmark - 95% of students in the class will achieve a score of 93 or higher on the summative assessment (Playing exam)

 

Alternate Assessments
· Oral response to questions in review of material.

· More time alloted for written assignments/assessments.

· Take Home projects/reviews/assessments.

Resources & Technology
www.theesa.com
www.nintendo.com
www.thegamereveiws.com
www.gamershell.com
www.1up.com
www.xbox.com
www.pbs.org/kcts/videogamerevolution/
www.playstation.com
www.ESRB.com
www.games.rit.edu
www.gameprof.com
www.texasgames.net
www.ea.com
www.yoyogames.com (Gamemaker)

www.igda.com
www.alice.org
www.Gamespot.com
www.make-video-games.com
www.gamasutra.com
www.pbskids.org
www.cdga.org
www.nick.com
www.ign.com
www.gamepro.com
“The Game Maker’s Apprentice” by Habgood and Overmars, Apress Publishers, 2006

“Game Plan: The Insider's Guide to Breaking In and Succeeding in the Computer and Video Game Business” by Gershenfeld, Loparco & Barajas, St. Martin's Griffin, 2003
“Get in the Game:  Careers in the Game Industry” by Marc Mencher, New Riders Games, 2002

Game Developer Magazine (subscription), US Business Media

“Game Developers Market Guide” by Bob Bates, Course Technology PTR, 2003

“Basic Game Design & Creation for Fun & Learning” by Swamy & Swamy, Thompson Learning/Charles River Media, 2006

Gamemaker 8.0 PC Software, Microsoft KODU software, GAME DESIGN PROGRAMMING TOOL Squeak software, Microsoft XBOX 360 consoles & controllers (wired/wireless, Sony PS3 consoles  & controllers, CLASSIC consoles-Atari, ntellivision, Coleco, NES, SNES, Sega Genesis, N64, Playstation 1, Playstation 2, Sega Dreamcast, handheld gaming systems-Mattel, Coleco, Nintendo- Gameboy, DSi, Sony- PSP, PSPGo, Assorted cartridge/disc games for all systems, Xbox Live Accounts, Microsoft XNA Indie Programming memberships, network multi-hub router, network cables, power strips, HDTV Monitors-multi-input(HDMI, component, composite, DVI, VGA)

“Rules of Play- Game Design Fundamentals” by Katie Salen and Eric Zimmerman, The MIT Press, 2004

BOE Approved Texts
BOE Approved Texts 

Select Video Game Design literature

Closure
 

· Kids answer the following prompts: "What takeaways from the lesson will be important to know three years from now? Why?

· Ask a question. Give students ten seconds to confer with peers before you call on a random student to answer. Repeat.

· Have kids orally describe a concept, procedure, or skill in terms so simple that a child in first grade would get it.

· Direct kids to raise their hands if they can answer your questions. Classmates agree (thumbs up) or disagree (thumbs down) with the response.

· Have kids create a cheat sheet of information that would be useful for a quiz on the day's topic. 

· Kids write notes to peers describing what they learned from them during class discussions.

· Ask students to summarize the main idea in under 60 seconds to another student acting as a well-known personality who works in your discipline. After summarizing, students should identify why the famous person might find the idea significant.

· Have students complete the following sentence: "The [concept, skill, word] is like _______ because _______."

 

ELL
· Alternate Responses

· Advance Notes

· Extended Time

· Teacher Modeling 

· Simplified Written and Verbal Instructions

· Frequent Breaks

· E-Dictionaires 

 

Special Education
· Shorten assignments to focus on mastery of key concepts. 

· Shorten spelling tests to focus on mastering the most functional words.

· Substitute alternatives for written assignments (clay models, posters, panoramas, collections, etc.)

· Specify and list exactly what the student will need to learn to pass.

· Evaluate the classroom structure against the student’s needs (flexible structure, firm limits, etc.).

· Keep workspaces clear of unrelated materials.

· Keep the classroom quiet during intense learning times.

· Reduce visual distractions in the classroom (mobiles, etc.).

· Provide a computer for written work.

· Seat the student close to the teacher or a positive role model.

· Use a study carrel. (Provide extras so that the student is not singled out.)

· Provide an unobstructed view of the chalkboard, teacher, movie screen, etc.

· Keep extra supplies of classroom materials (pencils, books) on hand.

· Maintain adequate space between desks. 

· Give directions in small steps and in as few words as possible.

· Number and sequence the steps in a task.

· Have student repeat the directions for a task.

· Provide visual aids.

· Go over directions orally.

· Provide a vocabulary list with definitions.

· Permit as much time as needed to finish tests.

· Allow tests to be taken in a room with few distractions (e.g., the library).

· Have test materials read to the student, and allow oral responses.

· Divide tests into small sections of similar questions or problems.

· Allow the student to complete an independent project as an alternative test.

· Give progress reports instead of grades.

· Grade spelling separately from content.

· Allow take-home or open-book tests.

· Show a model of the end product of directions (e.g., a completed math problem or finished quiz).

· Stand near the student when giving directions or presenting a lesson.

· Mark the correct answers rather than the incorrect ones.

· Permit a student to rework missed problems for a better grade.

· Average grades out when assignments are reworked, or grade on corrected work.

· Use a pass-fail or an alternative grading system when the student is assessed on his or her own growth.

 

504
· preferential seating

· extended time on tests and assignments

· reduced homework or classwork

· verbal, visual, or technology aids

· modified textbooks or audio-video materials

· behavior management support

· adjusted class schedules or grading

· verbal testing

· excused lateness, absence, or missed classwork

· pre-approved nurse's office visits and accompaniment to visits

· occupational or physical therapy

 

At Risk
Examples may include:

· Use of mnemonics

· Have student restate information

· Provision of notes or outlines

· Concrete examples

· Use of a study carrel

· Assistance in maintaining uncluttered space

· Weekly home-school communication tools (notebook, daily log, phone calls or email messages)

· Peer or scribe note-taking

· Lab and math sheets with highlighted instructions

· Graph paper to assist in organizing or lining up math problems

· Use of manipulatives

· No penalty for spelling errors or sloppy handwriting

· Follow a routine/schedule

· Teach time management skills

· Verbal and visual cues regarding directions and staying on task

· Adjusted assignment timelines

· Visual daily schedule

· Immediate feedback

· Work-in-progress check

· Pace long-term projects

· Preview test procedures

· Film or video supplements in place of reading text

· Pass/no pass option

· Cue/model expected behavior

· Use de-escalating strategies

· Use peer supports and mentoring

· Have parent sign homework/behavior chart

· Chart progress and maintain data

 

Gifted and Talented
Focus on effort and practice

Offer the Most Difficult First

Offer choice

Speak to Student Interests  

Allow G/T students to work together
Encourage risk taking
 

 
 

 

 

 

Unit 7 Overview
 Programming

· Game Maker

· Games Factory

· RPG Maker

· KODU XBOX 360

· XBOX ONE/PS4/Nintendo Switch

· Gamemaker/Gamemaker Studio

Types of video games
 
 
 

Enduring Understandings
· Understand and implement the game programming concepts of spatial design, task design, design integration, control events, rules, testing and documentation and their relationship to each other.

· Describe the concept of object-oriented programming or other major programming languages used in video game creation (Java, C++, etc.).

· Relate the study of algorithms to video game design. 

· Understand the creation and design of games through bottom-up versus top-down design.

· Distinguish between “fun” games and serious games (educational, training, therapeutic, etc.).

Essential Questions
What events lead to the invention of video game creation?

What is the effect that “demand” has on “innovation”?

What are the stages of video game throughout history? What games best represents each?

How video game creation integrates with other fields of study? 

Do video games have a positive or negative influence on youth? Why? What can we do? 

What careers are related to videogame creation?

How are the “core concepts of technology” related to video game creation?

What are the attributes of the design process? How are they applied to video game creation?

How is the engineering process applied to video game creation?

Why is it important to learn how to troubleshoot problems?

Why is planning an essential component of video game creation?

How can we take advantage of good documentation during the creation of a video game?

What is the best way to communicate ideas, and plans? (Language)

Why is it significant to know what the process of video game creation is?

New Jersey Student Learning Standards (No CCS)
 TECH.8.1.12.A.CS1 TECH.8.1.12.A.1 TECH.8.1.12.A.CS2 TECH.8.1.12.A.2 TECH.8.1.12.A.3 TECH.8.1.12.B TECH.8.1.12.B.CS1 TECH.8.1.12.B.CS2 TECH.8.1.12.B.2 TECH.8.1.12.C TECH.8.1.12.C.CS1 TECH.8.1.12.C.CS2 TECH.8.1.12.D.CS1 TECH.8.1.12.D.2 TECH.8.1.12.D.5 TECH.8.1.12.E.CS1 TECH.8.1.12.E.CS3 WORK.9‐12.9.1.12.A.1 WORK.9‐12.9.1.12.A.4 WORK.9‐12.9.1.12.B.1 WORK.9‐12.9.1.12.B.2 WORK.9‐12.9.1.12.C.5 WORK.9‐12.9.1.12.F.2 WORK.9‐12.9.2.12 F.4
Amistad Integration
This section is for units and parts of units that highlight the achievements of African Americans.

SEL.PK-12.1.2
Recognize the impact of one’s feelings and thoughts on one’s own behavior 

LA.RI.11-12.10b
By the end of grade 12, read and comprehend literary nonfiction at grade level text-complexity or above. 

Holocaust/Genocide Education
Interdisciplinary Connections
Literacy: SL.11-12.1 SL.11-12.2 SL.11-12.4 SL.11-12.5 W.11-12.2 Mathematics: HSN.VM.A.1 HSN.VM.A.2 HSN.VM.B.4 HSA.CED.A.1 HSA.CED.A.2 Social Studies: 6.2.12.A.6.a 6.2.12.D.6.a
Technology Standards
TECH.8.1.12.A.CS1 TECH.8.1.12.A.1 TECH.8.1.12.A.CS2 TECH.8.1.12.A.2 TECH.8.1.12.A.3 TECH.8.1.12.A.4 TECH.8.1.12.A.5 TECH.8.1.12.D.CS1 TECH.8.1.12.D.1 TECH.8.1.12.E.CS4
21st Century Themes/Careers
9.3.12.AR‐AV.2 9.3.12.AR‐AV.3 9.3.12.AR‐AV.4 9.3.12.AR PRF.4 9.3.12.AR‐PRF.5 9.3.12.AR‐PRF.6 9.3.12.AR‐PRF.7 9.3.12.AR‐VIS.2 9.3.12.BM.3
9.3.12.BM.4 9.3.12.BM.5 9.3.12.BM.6
Financial Literacy Integration
 
     1.    The State Board of Education shall require that a school district incorporate in each of the grades 1[kindergarten] six1 through eight financial literacy instruction to pupils enrolled in those grades.  The purpose of the instruction shall be to provide 1[elementary and]1middle school students with the basic financial literacy necessary for sound financial decision-making.

     The instruction shall meet the requirements established by the State board and shall:

     a.    be appropriate to, and reflect the age and comprehension of, the students enrolled in the particular grade level; and

     b.    include content on budgeting, savings, credit, debt, insurance, investment, and other issues associated with personal financial responsibility as determined by the State board.

Instructional Strategies & Learning Activities
·  Create simple games to introduce programming concepts and team design

· Design and create a world or game demonstrating their knowledge of algorithms and bottom-up design

· Create an example of a “fun” game and a serious game by creating a game or create an animated world

· Analyze video games and define the “fun” factor or the “serious” factor of each

· Final Project:

Present a game idea and develop the game in GameMaker/KODU.  If possible work with a test group during its development or testing phase.  Present the idea and game prototype to class (“investors”)

Differentiated Instruction
· Curriculum Map

· Inquiry/Problem-Based Learning

· Learning preferences integration (visual, auditory, kinesthetic) 

· Sentence & Discussion Stems

· Tiered Learning Targets 

· Self-Directed Learning

· Debate

· LMS use 

· Student Data Inventories

· Mastery Learning (feedback toward goal)

· Rubrics

· Learning Menus

· Learning Through Workstations

· Concept Attainment

· Mentoring

· Student Interest & Inventory Data

 

Formative Assessments
· Daily Teacher Observation of student feedback.

· Weekly check point  assessments.

· Individual lessons.

· Rehearsal Participation.

· Ensemble Engagement.

Summative Assessment
· Create a game with peer review
· Evaluation of the game as an educational or training tool
marking period playing exam

Benchmark Assessments
Benchmark - 95% of students in the class will achieve a score of 93 or higher on the summative assessment (Playing exam)

 

Alternate Assessments
· Oral response to questions in review of material.

· More time alloted for written assignments/assessments.

· Take Home projects/reviews/assessments.

Resources & Technology
www.theesa.com
www.nintendo.com
www.thegamereveiws.com
www.gamershell.com
www.1up.com
www.xbox.com
www.pbs.org/kcts/videogamerevolution/
www.playstation.com
www.ESRB.com
www.games.rit.edu
www.gameprof.com
www.texasgames.net
www.ea.com
www.yoyogames.com (Gamemaker)

www.igda.com
www.alice.org
www.Gamespot.com
www.make-video-games.com
www.gamasutra.com
www.pbskids.org
www.cdga.org
www.nick.com
www.ign.com
www.gamepro.com
“The Game Maker’s Apprentice” by Habgood and Overmars, Apress Publishers, 2006

“Game Plan: The Insider's Guide to Breaking In and Succeeding in the Computer and Video Game Business” by Gershenfeld, Loparco & Barajas, St. Martin's Griffin, 2003
“Get in the Game:  Careers in the Game Industry” by Marc Mencher, New Riders Games, 2002

Game Developer Magazine (subscription), US Business Media

“Game Developers Market Guide” by Bob Bates, Course Technology PTR, 2003

“Basic Game Design & Creation for Fun & Learning” by Swamy & Swamy, Thompson Learning/Charles River Media, 2006

Gamemaker 8.0 PC Software, Microsoft KODU software, GAME DESIGN PROGRAMMING TOOL Squeak software, Microsoft XBOX 360 consoles & controllers (wired/wireless, Sony PS3 consoles  & controllers, CLASSIC consoles-Atari, ntellivision, Coleco, NES, SNES, Sega Genesis, N64, Playstation 1, Playstation 2, Sega Dreamcast, handheld gaming systems-Mattel, Coleco, Nintendo- Gameboy, DSi, Sony- PSP, PSPGo, Assorted cartridge/disc games for all systems, Xbox Live Accounts, Microsoft XNA Indie Programming memberships, network multi-hub router, network cables, power strips, HDTV Monitors-multi-input(HDMI, component, composite, DVI, VGA)

“Rules of Play- Game Design Fundamentals” by Katie Salen and Eric Zimmerman, The MIT Press, 2004

BOE Approved Texts
BOE Approved Texts 

Select Video game Design literature

Closure
 

· Kids answer the following prompts: "What takeaways from the lesson will be important to know three years from now? Why?

· Ask a question. Give students ten seconds to confer with peers before you call on a random student to answer. Repeat.

· Have kids orally describe a concept, procedure, or skill in terms so simple that a child in first grade would get it.

· Direct kids to raise their hands if they can answer your questions. Classmates agree (thumbs up) or disagree (thumbs down) with the response.

· Have kids create a cheat sheet of information that would be useful for a quiz on the day's topic. 

· Kids write notes to peers describing what they learned from them during class discussions.

· Ask students to summarize the main idea in under 60 seconds to another student acting as a well-known personality who works in your discipline. After summarizing, students should identify why the famous person might find the idea significant.

· Have students complete the following sentence: "The [concept, skill, word] is like _______ because _______."

 

ELL
· Alternate Responses

· Advance Notes

· Extended Time

· Teacher Modeling 

· Simplified Written and Verbal Instructions

· Frequent Breaks

· E-Dictionaires 

 

Special Education
· Shorten assignments to focus on mastery of key concepts. 

· Shorten spelling tests to focus on mastering the most functional words.

· Substitute alternatives for written assignments (clay models, posters, panoramas, collections, etc.)

· Specify and list exactly what the student will need to learn to pass.

· Evaluate the classroom structure against the student’s needs (flexible structure, firm limits, etc.).

· Keep workspaces clear of unrelated materials.

· Keep the classroom quiet during intense learning times.

· Reduce visual distractions in the classroom (mobiles, etc.).

· Provide a computer for written work.

· Seat the student close to the teacher or a positive role model.

· Use a study carrel. (Provide extras so that the student is not singled out.)

· Provide an unobstructed view of the chalkboard, teacher, movie screen, etc.

· Keep extra supplies of classroom materials (pencils, books) on hand.

· Maintain adequate space between desks. 

· Give directions in small steps and in as few words as possible.

· Number and sequence the steps in a task.

· Have student repeat the directions for a task.

· Provide visual aids.

· Go over directions orally.

· Provide a vocabulary list with definitions.

· Permit as much time as needed to finish tests.

· Allow tests to be taken in a room with few distractions (e.g., the library).

· Have test materials read to the student, and allow oral responses.

· Divide tests into small sections of similar questions or problems.

· Allow the student to complete an independent project as an alternative test.

· Give progress reports instead of grades.

· Grade spelling separately from content.

· Allow take-home or open-book tests.

· Show a model of the end product of directions (e.g., a completed math problem or finished quiz).

· Stand near the student when giving directions or presenting a lesson.

· Mark the correct answers rather than the incorrect ones.

· Permit a student to rework missed problems for a better grade.

· Average grades out when assignments are reworked, or grade on corrected work.

· Use a pass-fail or an alternative grading system when the student is assessed on his or her own growth.

 

504
· preferential seating

· extended time on tests and assignments

· reduced homework or classwork

· verbal, visual, or technology aids

· modified textbooks or audio-video materials

· behavior management support

· adjusted class schedules or grading

· verbal testing

· excused lateness, absence, or missed classwork

· pre-approved nurse's office visits and accompaniment to visits

· occupational or physical therapy

 

At Risk
Examples may include:

· Use of mnemonics

· Have student restate information

· Provision of notes or outlines

· Concrete examples

· Use of a study carrel

· Assistance in maintaining uncluttered space

· Weekly home-school communication tools (notebook, daily log, phone calls or email messages)

· Peer or scribe note-taking

· Lab and math sheets with highlighted instructions

· Graph paper to assist in organizing or lining up math problems

· Use of manipulatives

· No penalty for spelling errors or sloppy handwriting

· Follow a routine/schedule

· Teach time management skills

· Verbal and visual cues regarding directions and staying on task

· Adjusted assignment timelines

· Visual daily schedule

· Immediate feedback

· Work-in-progress check

· Pace long-term projects

· Preview test procedures

· Film or video supplements in place of reading text

· Pass/no pass option

· Cue/model expected behavior

· Use de-escalating strategies

· Use peer supports and mentoring

· Have parent sign homework/behavior chart

· Chart progress and maintain data

 

Gifted and Talented
Focus on effort and practice

Offer the Most Difficult First

Offer choice

Speak to Student Interests  

Allow G/T students to work together
Encourage risk taking
 

 
 

 

 

 




