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In this assessment you will have opportunities to provide evidence against the following criteria.  
	Unit Objectives
	To pass this unit the evidence must show that the student is able to:

	Objective 1
	Understand the impact of the gaming revolution on society

	Objective 2 
	Know the different types of computer games 

	Objective 3
	Be able to design and develop computer games

	Objective 4
	Be able to test and document computer games
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	Statement of context

	Scenario:
Games have become ever so popular across the world and a huge industry has sprung up to cater for this market. Most households would have some kind of electronic games on certain platforms, such as consoles, computers, or mobile phones, if not all of them. The industry is worth between £2billion and £4billion in the UK according to various sources. There are many small local firms as well as many multinational corporations involved in designing and developing games, publishing games, servicing games, on top of the massive hardware industry. Conservatively speaking, many thousands of people are employed in this industry directly and many more indirectly.

The threshold to get into this industry is being moved higher constantly, both in terms of capital requirement and manpower. Away from the early ages of garage-based one-man band, the general view today is that a team of people are required to develop a successful game, considering the wide range of expertise needed, such as graphics, programming and sound effects. 
Studio N17 is a software development house with 5 employees plus the owner manager Chris Evans. You are the junior trainee on the Apprenticeship program.
Your first main role is to design and develop a shooting computer game, such as Space Invaders, Alien Invaders. 



	How to provide required evidence

	The evidence for this unit should be presented in various forms, such as written report, presentation, newspaper article, portfolio of evidence and a booklet containing tables, diagrams and printouts. It is best supported with working games on a website. 

	Key Words:
RPG, MMRPG, designer, developer, immersive, fps, power-up, gaming platform, genre, programmer, concept artist, object, NPCs, artificial intelligence (AI), IDE, container, variable, sprite, program structure, input/output statement, logical construct (operator), if statement, iteration loops, syntax rules, constant, path, testing, debugging,

 

	Task 1: (P1,P2,D1) Understand Gaming
· P1 Explain the impact of computer games on society
You should explain the impact of computer games on society in a presentation. Read pages 94-101 in the textbook. Prepare your notes for discussion (to be included in the folio, can be hand-written notes). On the company’s Training Day, discuss with members of your group about your findings. The discussion should be evidenced in your folio by video or a report form (You may use the template). 
· D1 Examine the psychological effects of computer gaming on individuals and society
Based on your discussion, create a presentation, with illustrations of images and examples about psychological effects. Research by reading articles from a range of sources, comment on the psychological effects of computer gaming on individuals and society. You must use examples to explain the factors used to make games more effective. 
· P2 Describe different types of computer game
Read pages 102 – 105. Create an A3 poster (using PowerPoint or Publisher, choose A3 paper size) to describe the different types of computer game, their genres and platforms. It should be clearly explained and presented and it should cover all genres mentioned on page 102.  
Deadline: 3rd October 2011

	Task 2: (P3, M1, D2) Design the Game
· P3 Produce a design for a computer game for a given specification [CT1]
All good games start from an idea. After discussion and debates the idea grows into a project. A product will come out of this project in the end. You need to (1) write down a game idea, (2) write the sales pitch for this idea, (3) draw the storyboard with detailed narratives (story), (4) design the action plan with estimated timeline, (5) use the storyboard to identify possible variables and pseudo code for each sketch (M3), (6) details of interaction components should be included in the sketches, (7) describe the choice of platform and language of development, (8) design adequate testing strategy (such as user testing, employing different test tools) and a  test plan. 
· M1 Determine appropriate data types for a computer game and show how they are declared
To gain M1, you need to detail the data types to be used in a game showing how they are declared. This will be evidenced with P3. For example, var livesRemaining : Number = 2; ......
· D2 Explain how the structure and design of a game can assist in maintenance and capacity for extension.
The organisation of code, the use of modules and classes, techniques in programming and the choice of language will all have impact on the future system maintenance, such as fixing bugs, adjust certain features or expand to include new features. In a presentation, you are to give a detailed explanation of how the structure and design of a game can assist in maintenance and capacity for extension, using examples from your own designs.

Deadline: 31st October 2011

	Task 3: (P4, M2, P5, M3) Develop a Working Game
· P4 Develop a computer game for a given specification
You must create a working game that includes user interaction, variable assignments and operations, of adequate sophistication. For example, the game must have at least one player controlled character, more than one level etc. The working game will be evidenced by annotated screenshots or even better with live demonstration on a website. Print out the complete code. Annotate the relevant sections of code to show your understanding. 

· M2 Use appropriate selection and iteration methods for a computer game
Annotate the relevant sections in your code and clearly label them. This can be done with P4.
· P5 Follow a test strategy to test and debug a computer game 
You must execute a test plan for the computer game. Create a test plan. Use the test plan to record the testing result and actions taken. It is a good idea to take screenshots of errors whenever you have one, then record how you have corrected it. That will be the evidence for criterion P5.
· M3  Use a variety of testing tools
This is an extension of P5 and you should demonstrate you have used all the testing tools as mentioned in the textbook.
Deadline: 27th February 2012

	Task 4: (P6, P7, M4) Good Documentation is Essential
· P6 Produce user documentation for a computer game
User documentation is the user manual. The user will need it when they install, play, troubleshoot and cheat. Your user manual should be clearly laid out and organised. It should have all the relevant information of a profession game’s manual.
· P7 Produce technical documentation for a computer game.
The technical documentation is for the developers and programmers to use when they need to fix code bugs, or to expand the features. This should contain all the drawings, data definitions and program code, including annotated screenshots to demonstrate the working of the game. 
· M4  Suggest improvements to a computer game following user feedback.
Design a user testing feedback form.

Carry out user test on the game, 
Collect feedback (must include this in your folio)

Suggest improvements. 
Include all the above in your folio as evidence
Deadline: 30th March 2012       

	Task 5: Standard Ways of Working 

Make sure your report consists of the following:

· Title Page

· Contents Page

· Title / Task

· Sub-headings

· Page Numbers

· Header (to contain Unit number, unit title and task number) & Footer (to contain page number and student name)
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	I declare that all the work submitted for assignment is my own work.
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	To achieve the criteria the evidence must show that the student is able to:
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	Page numbers
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	Explain the impact of computer games on society 
	
	
	

	P2
	Describe different types of computer game
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	Produce a design for a computer game for a given specification 
	
	
	

	P4
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	Produce user documentation for a computer game
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	Explain how the structure and design of a game can assist in maintenance and capacity for extension
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