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	Term 1 focus: Gaming and Media Animations 
By the end of this term, students will understand the fundamental programming skills required to create interactive games and animations. They will apply techniques such as movement, collisions, score-keeping, and animation editing to develop a final project involving a basic game or an animation clip lasting between 5–15 seconds.

	1
	identify and create sprites and objects. 
design a pacman maze for pacman game    

	2

	Understand the programming skills needed to create moving objects in your game 

	3

	Develop Game with the use of different colours, movement, effects and backgrounds for each level 

	4
	Create collisions within the game 

	5
	Create variables that can be used to keep scores in the game and lives the main character

	6
	Add instances to Game, signifying an understanding of events

	7
	Add, Delete and Move objects within an animation application 

	8
	Add, Delete and Move key frames to make basic animations 

	9
	Use animation tools such as proportional editing, subdivisions and knife tools to edit animation 

	10
	Create a 5 – 15 second animation with skills gained throughout the time of study 



Tier Three Keywords:
	Animations
	Gamemaker
	Vector 
	Graphics 
	Add
	Move

	Collisions 
	Sprites 
	Objects
	Events 
	Key press
	WASD

	Proportional Editing
	Subdivisions
	Tools
	Cut
	Motion 
	Variables


	



Recommended Reading:



Assessment 

	Formative 

	Summative 

	Formative assessments will be done throughout the Computing lessons. 
The start of the lesson will have DNA set out for memory recall. There will be questioning during modelling, encouraging students to explain and justify their working as well as checking work. 
There will also be exit tickets used at intervals during the course of study for each module. 

	Students will be given assessments for each module that will be a summary of what they have been learning. Through these assessments students will be able to showcase their knowledge and how much they are retaining in their long-term memory 

This will inform further term planning where lessons are concerned and expose any misconceptions and misunderstandings.

Game maker
  A final game featuring movement, collisions, score tracking, and events.

Animation
  A 5–15 second animation showcasing object movement, keyframe manipulation, and advanced animation tools.
 



