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Terms and Conditions of Use

Terms and Conditions
Please note that the Terms and Conditions of this resource include point 5.3, which states:

“You acknowledge that you rely on your own skill and judgement in
determining the suitability of the Goods for any particular purpose.”

“We do not warrant: that any of the Goods are suitable for any particular purpose (e.g. any particular
qualification), or the results that may be obtained from the use of any publication, or expected exam grades, or
that we are affiliated with any educational institution, or that any publication is authorised by, associated with,
sponsored by or endorsed by any educational institution.”

Copyright Information

Every effort is made to ensure that the information provided in this publication is accurate and up to date but no legal
responsibility is accepted for any errors, omissions or misleading statements. It is ZigZag Education’s policy to obtain
permission for any copyright material in their publications. The publishers will be glad to make suitable arrangements
with any copyright holders whom it has not been possible to contact.

Students and teachers may not use any material or content contained herein and incorporate it into a body of work
without referencing/acknowledging the source of the material (“Plagiarism”).

Disclaimers

This publication is designed to supplement teaching only. Practice questions may be designed to follow the content of a
specification and may also attempt to prepare students for the type of questions they will meet in the examination, but will
not attempt to predict future examination questions. ZigZag Education do not make any warranty as to the results that may
be obtained from the use of this publication, or as to the accuracy, reliability or content of the publication.

Where the teacher uses any of the material from this resource to support examinations or similar then the teacher must
ensure that they are happy with the level of information and support provided pertaining to their personal point of view and
to the constraints of the specification and to others involved in the delivery of the course. It is considered essential that the
teacher adapt, extend and/or censor any parts of the contained material to suit their needs, the needs of the specification
and the needs of the individual or group concerned. As such, the teacher must determine which parts of the material, if any,
to provide to the students and which parts to use as background information for themselves. Likewise, the teacher must
determine what additional material is required to cover all points on the specification and to cover each specification point to
the correct depth.

Different teachers, Heads of Departments and Moderators have different personal views on what information and support to
provide an individual or group for a given specification and when to provide this. Different specifications and modules require
different levels of support or differing amounts of information to be provided, or they prohibit information or support to be
given to a student above a certain level. For very high level work no support or information may be appropriate or a required
feature of the module.

Where the teacher uses any of the material from this resource to support coursework, controlled assessment or similar then
the teacher must ensure that they are happy with the level of information and support provided pertaining to their personal
point of view and to the constraints of the specification and to others involved in moderation or the process or delivery of the
course. Itis considered essential that the teacher adapt, extend and or censor any parts of the contained material to suit their
needs, the needs of the specification, the needs of moderators and the needs of the individual or group concerned. As such,
the teacher must determine which parts of the material, if any, to provide to students and which parts to use as background
information for themselves.

In this matter they should also determine the nature of information or support provided, taking into consideration the medium
and style of support. So specifically, they should determine which information to provide verbally, if any, and which, if any, to
provide in written format. Similarly, if the style of the support is inappropriate but the information or support itself is
appropriate then the material should be so adjusted to achieve this end. For example, if any of the contained material appears
to overly direct the student, which may result in a downgrading of the student’s project, then the teacher should remove or
adapt this material to avoid this unless it is the teacher’s intention to do this to achieve a certain level within the project.

In summary, it is intended that these materials be used appropriately and at the teacher’s own discretion, and that the
teacher take into consideration the ability of the individual or group. It is the teacher’s responsibility to assess the suitability
of coursework/project publications and to decide which pages, if any, to hand out to students.

ZigZag Education is not affiliated with Pearson, Edexcel, OCR, AQA, WIJEC, Edugas, SQA, CCEA, CIE, NCFE, International
Baccalaureate Organization or DFE in any way nor is this publication authorised by, associated with, sponsored by or endorsed
by these institutions unless explicitly stated on the front cover of this publication.
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Teacher’s Introduction

This resource is intended for use by students studying the OCR Level 3 Alternative Academic Qualification:
Cambridge Advanced National in Computing: Application Development: Unit F163: Game development, first
teaching 2025. This is an optional external unit for this qualification and is assessed by an assignment.

It is important to always check the exarm board website for any new information, including changes to the
specification and sample assessment material.

The intention of this resource is to provide a condensed ‘Topic on a Page” which provides an overview of the content
of each topic area, which will enable students to review their learning and apply it to the supplied activity sheets.

How to use this resource
The resource consists of:
e 7 A3 posters covering the topics as listed below, labelled: ° -—°

e 7 A3 activity posters which are partially completed and provide opportunities for students to fill in gaps to
show their understanding of the topics and key terms, or as a planning tool to make notes for what they will
do in their assessment task. These are labelled: e

Opportunities for use:

e  Printed out and displayed on classroom walls

e Individual copies to be given to students as the topic area is delivered

e  Activity sheets can be given out at the end of topic delivery to check understanding
e Used as a planning or note-making tool for the assessment task

Topic Area 1: Game design
1.1 Types and genres of digital games
1.1.1 Types of game
1.1.2 Genres of game
1.1.3 Gaming platforms
1.1.4 Pan European Game Information (PEGI) Certificates

1.2 Principles of game design
1.2.1 Game concept
1.2.2 Game and gameplay elements

1.2.3 Game assets
1.2.4 Game mechanics

Topic Area 2: Plan and design high-fidelity game prototypes
2.1 Game Design Documents (GDDs)
2.2 Game planning and design tools

3.1 Tools and techniques to source and prepare assets
3.2 Technical skills to create game environments and game functionality

Topic Area 4: Test high-fidelity game prototypes
4.1 Game prototype testing

Topic Area 5: Review and improve high-fidelity game prototypes
5.1 Techniques to review the fitness for purpose of game prototypes
5.2 Improvements to, and further developments for, game prototypes
5.2.1 Improvements
5.2.2 Further development opportunities

June 2025



TYPES AND GENRES

2D: two-dimensional. 3D: three-dimensional. Immersive games: you are Genr:
Movement {usually) Can view area and characters playing in a world where you are a j///
restricted to up, down, left, from multiple angles. character. You evolve your
right. Example: Sonic G, Example: Assassin’s Creed character and interact with ~* =
L people and elemen* .k~ Jrlc Action
You feelast! = 7 Bus - -
charz er. ! é{mp'ﬂl. " Aitcher “
Platform: a 2D game where a - /{/Z/ -
character has to move across a 4 / .. 7
screen, jumping on platforms, -~ _Augmented reality: the computer Puzzle and
climbing ladders and //////////////////////////// has a camera. The digital world is trivia
interacting with elements ! superimposed over the images of the
real world. Example: Pokémon GO -
Virtual reality: a 3D simulation of Educational
a world, you often view through

along the way.

Role-Playing
Cames (RPC):
you create a character
and interact as that

you perform actions that are

special headsets and view the result

of your movements.
Example: PlayStation VRZ hardware
Quest

with compatible game

e

7

Mixed reality: both the real world

simultaneously.
Each player logs onto their account

similar to those in the real
world. There is an
environment that you can - .
explore and interact with. character in the virtual
world. You often evolve
your character to
" | develop their skills and and the virtual world are combined.
%/ work towards goals. Movements in the real world are
Massive Multiplayer Online (MMO): Example: Final Fantasy simulated in the virtual world. Suite
the game is played over the Internet % Example: Lego Bricktales B
{hosted on servers) by many people ///
Massive Multiplayer Online Role-Playing
Games (MMORPG): the same concept as
MMO but the type of game is role-playing. . ) | Strategy
a9 ,//

and they can interact with the other
Example: World of Warcraft

players in the game world.
Example: RuneScape

Gaming platforms >

The hardware or systems used to

Gaming console: de
processor speed anc
the graphics. Provide!

. ; 4
ame that exists on multiple platforms, e.g. PC and

e
» @ - o
= s . attofm: g
o A . . . .
~” = onsole. Controls and interaction may differ depending on platform.

( . . .
Online streaming: game is played over the Internet hosted on servers.

Players interact with other players on the same server. Game does not

la Tha & T
i
-
¢ed on generating

esigned for interacting L need downloading or running on the computer where it is played.
J - - - .
Smart mobile gaming: playing a game using a smartphone (or tablet).

Game may be streamed or downloaded. Processing power and memory

are constrained by device.

\with games. Games mc

Television streaming: playing a game through a television as the

PC gaming: use of a personal computer or laptop. Usually

computer. Game is accessed on a server through the internet.

controlled using a keyboard and mouse.

Virtual reality {(VR): headset and other devices, may connect

! to pre-existing console or PC.

COPYRIGHT
PROTECTED
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Decisions need to be made on your game ele))

e
.
&

o

s
o

S —

Purpose Audi these all interact; a decision in one element wi/
Is the game to be i the au:igr:::::et g7 Game elements decisions in other elements. T
educational? - ) )
Ecltingd Probiom: All ages? Over 77 Over Goals and objectives |1 Resthetics and visuals -
b . 15.? A(ijUItS only?.f. e Whatis the game setting out to achieve? V" .- e What is the game going t// /
Collahorative? '; it aime ;t a?speullc is the player tryingto doin thegar . =/ like? Is it going to be 2D &7 ///////////////%
;:‘Iiif:ge::‘;’:;:r:s the end and along the way~ = - / T 4 e Isthere avisual style? Is & )
who li ifi P i £ wi - i .
Game concept v ) l,l\':zagta::’uwf\lze DI" ril’?e( o :;e'iﬁ"f/e/ractv:rf\t') ;?TSCO;:;%? ’:‘;Dgi;liiyl é% ? //?%
wa ‘ : ' T &
P o Aloh gan ¢ oa eeplay'@'fe/ments should simulation? How does thi, - 4
o 15 5 ceet e //‘goafs and objectives. from or into the theme? %/////////////
- X v W %//
Story LW //////
What is the story of the / /;”**'""/// Theme and story -
game? Who are the . : ) > e Whatis the focus of the game? What type and genre of game is it? isita gz ///////5////%
characters? What is going 9 e have Strategy? Educational? Or is it a combination? % %// %/
to happen? How does the " the r Eames don't? e Whatis the storyline of the game? What world is it set in? Who are the
game progress the story? ’LLO’Q'.\Q;«., hé{/:]/vill set it apart from characters? What is the backstory (what has happened before this game}? //////////////
A book has a start, a middle %ég;.@‘—d(” y other games? e How do the theme and story influence how the game works? The controls? | Z /%
and an end — a game needs ,,,,,,,,////////’/// Why will people want this goals and objectives. The tactics that the user needs to employ, e.g. a the % //
the same planning. game and not others? assassins will have the need for stealth built into all aspects of the game d //// ,/
@

e

o

Player :ntgractlon A . y ///////////
e How will the player and the game communicate? How will the player ////
input commands and directions? What movements and actions can % %

L

they make? These may come from the goals and objectives.

® How will the results be given to the player?

e What hardware will the player use, and how will this dictate the
methods of interaction?

® How does player interaction support the immersion, and how
does the story change the interaction required?

T
W%///

>
=
.

Player immersion

e How is the player going to be made to feel as though they are ‘in’ the game? How v/
they feel like they are the character they are playing and forget about the real worlZ

. How does this feed from the story? How will you keep the player engaged and
enthusiastic about continuing with the game? How do the aesthetics support the
immersion? Which elements increase the immersion?

WWWWWWMMMMMMMMMM

2
g e

Reward and accomplishment

3 What rewards will be given to the player? Will they be able to
move forward in the game? Add skills to their characters? Build
new aspects in the world? Explore new areas? Does the story
require players to visit new areas or to collect items?

e How will a player be able to measure and check their
accomplishments? Are there goals to meet? Are there quests that
are completed? Are there levels to move through?

P e ’
) / //// %/é %/ ///////// vvvvvvvvvvvvvvv ]
». : t
x

e

Competition
e Isthe game overallaco . eud
. How will pla:’

L]

COPYRIGHT
PROTECTED

Qe

\\\\\\\\\\\\\\\\\\

1 i .
r:. ;. presmaller competitive elements?

*s mpe and. .,W,,/? What will happen if a player wins or loses?
thei: ,,,,,/,//A/ment through the game? This will come from the g2

",.‘w.,,//zh goals involve or require competition?
S

-

\\\\\\\\\\\\\\\\\\\\\\\\\\\\\\\\\\\\\\\\‘\\\\\\\\\\\\\\\\\v
o

Y

™

ct

.

S utcome and feedback

'9

Scoring - e How will the player know the cutcome of they, %////////////

. ' ing? i ; e o -

e  How are the player’s succe i_+goals are met through the scoring? decisions? Will they see these visually? Will it %///
What does scoring provi e story? change what they can do next in the game? @ 09

® Are players awarded poi: re they given new skills? Money? Objects?
® How will the user access & Py C‘a{xf ores/points, etc.? How will they know what to do with them?
i+

® Does the scoring affect hov . /gress in the game?

p i

. How will the result of player actions and decisigz
given to the player? How will they know what
| | have achieved and the outcomes of their decisizy

R

////////4/4/2/// Education

)
WWWWWWWWWWWWWWWMM

Strategy and chance
Strategy requires making decisions. What decisions will the player need to Which parts of the game are a combination of strategy and succeer
make? What are the alternatives? How do each of these decisions impact the chance? How are the ifferant outcomes calculated from the thating
future of the game for that player? How does it determine what happens next? two? How does the strategy chosen affect the chance? the differz

100% Strategy




Main characters

Who or what are the main
characters? This could be the
character(s} the user controls as
well as other characters (both

PRINCIPLES OF GAME DES

Backgrounds

Background designs can engage and distract players.
Backgrounds can be 2D or 3D. They may need to
change as the player moves through the game.

on your side and against you).
How are the characters going to Objects :
interact? What is their role in What individual objects will 2796 s 4« 2
the game and the story? e, How will the player i=~ . 4 1 sar D they
% movethem? © r Mdthe ? perrtfiem?
| Pick >0 « = v J
. . i
Non-player characters (NP, / / 19 -
Characters in the game oY . T
not controlled by the p. o9 /Z/ Personification — the assignment of living
These could be characte (g8 Z characteristics to inanimate objects.
you interact with during t //,/////// Z Giving game characters emotions — how do
story. Theymayonlybe Z they feel? How do they display these
interacted with once, or they % feelings? How do they react?
could appear multiple times. % © ' How is the environment personified? How
They could provide help to you 3 % g/ is time portrayed? How is a scary
or you may need to fight them. environment made to affect the other
%/////// eame elements in the game?
gssets

Scenery
Where is the game set, and how | ]
does this affect the scenery? .
v !
What is needed to make the /%
game immersive? ////
Are there trees and plants? /
Mountains? Are there planets L
in space? Is there a city with
buildings and cars?
Which of these are interactive?
Can the player move through
the scenery, or does it stop
them going into areas that they
are not supposed to?

e

Textures

A texture could be the rough surface
of a wooden box, or a path may
change from soft to smooth and affect
a character’s movement.

What elements do not need detailed
texture? The background may be
generic but the objects that the player
interacts with will be more detailed.

£
s
ot

s
s
-

N
i

S
i
e

T
s

F

iy

W
.
s,
T

;

B
R

=
<

Animation ey i~
Whatis going: n e,ard w3 it going to move?

i

Video

What part of the game
video that cannot be
interacted with?

Are there cutscenes that
introduce parts of the story?
How do the videos continue
the story? How do they add
to the game?

© ZigZag Education, 2025

1 i .
Are s = & ¢y 6 move? Are objects
& g i wver

'+ #t¢'move as a whole or do individual parts

// of them need animating individually?
,/

B |

Sounds
Is there background music in the game? Does this change

depending on what is happening in the game?

Are there other sounds for the environment? Hitis in a3 jungle
are there animals? In a city are there people talking, and cars?

How do the sounds impact the atmosphere?

Character and object movement
e How are the main characters going to
3D? C2n ey walk? Run? Jump? Crawi?

e . . i °Csmove?How do they interac
e | «cha _rters?

» /’\/m:h objects can move? Can objects be ¢
~"Pulled? What happens if they are run in
How and when can the player interact v

Game actions and events

e What events and actions take place in i
should come from the story.

e How do the actions/events move the
do players need to do in these events?
players need to take? What happens if |
wrong action?

Game start mechanisms

e How does the game begin? How is the
the story and the character? How doe
how to control the game? Does the pla
specific options before they can start?

7
g
7

inputs and outputs

e  How is data input by the user? What h
What specific buttons need to be press
buttons or options that are not always

s How are the results of the player’s acti
output? Is there a visual result on scree
result? Is there a vibration?

R

d

Player interaction and feedback

e How does the player interact with the
from the inputs, outputs and controls.

e How ‘> the player know what actions
i » 1o 1? This comes from the outp

g ’/doe.,,zhe player interact with oth
lugers? Do they communicate through &

“Is this ad hoc, or are there set events?

Shortcuts and cheats
e Are there any opportunities for the play.

about them? Where do they come fro
e [sthere a way for the player to cheat?

make it easier? Can the player change

h

f

.
P2: identify the assets required for
the game prototype.

P4: Describe the game mechanics to
be used in the game prototype.

i
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PLAN AND DESIGN A GAME PR

Specific Templates: pre-designed with headings for specific
software or content, space for visuals. May limit content to what
templates is in the template. Provides structure. |
p W, P 4 Layn—=, @50 -
g /% ay s e nis
. g, | ;- fior  dlines. Wikiis L
Blueprint for the game <, i, 3 W
P, g, we - 4 aiteractive is Storybys
i, S i, G . .
/////////% i i, ‘m/{///re engagmg, bll.lt will c.ore
Text and visuals: maps, /////////////////////////////////////////////////////////////,/ o information be missed with
flowcharts, character concepts - focus on appeal?

:
L

sl
/////////////////
/////////////////////////

Traditional /////////////////////
texnt-based

document

T
W,

///////////

" Format: depends on need for
collaboration and updates.
Wiki/specific software is more
dynamic and may allow multiple
users. Need to keep control of edits.

v

|
. 0 (ing document: create
before development but it

evolves as there are changes

Assets |

Client requirements: Executive summary of
¢ What does the client need? game concept:
e  What does the game need 1o 5 e The key elements of the game:
do? What is the style? What % ®  What s the concept of the
is the controller? Who is /// game? What is thggame genre?
the audience? e What are the game mechanics?
These should always be Who is the game intended to be Doz
leading the decisions. used by?

. %/ Decision .
i

Game and gameplay elements: Success criteria: // / b ';
®  What are the goals? Aesthetics? How will the game be measured as a success? '

haations e e s EnE e RS O

/é - i ;
do players interact? What is the N Measurable statements that {" > fin & :

s

b

COPYRIGHT
PROTECTED

.
ame

strategy? What is the story? be compared to. . //

Game assets: . r Pseudocode with

'9

/ iiée? i 2 .
e  Whatimages are . /,/ uge? What inputs are there? e Ideni 09
needed? Backgrou How will the outputs be presented? inputs
= 1 i -
Scenery? Objects? How will characters and objects move? . E UCQ-UOQ

What videos and ////,/// How does the player start the game? What happens first?
animation need creatir{gé/// //// How does the game end?

What sound effects What elements need collision detection? What happens
are required? when 3 collision is detected?

What are the characters? How are scores assigned, changed or used?

{Both main character What are the shortcuts and where are they located?

and NPCs) What are the cheats and how do these work?

z
.

.

B e e

.
P3: Design game visuals appro/
the game prototype.




Internet: pre-made Stock library: pre-made image,

images, saa;?d, videos. sound, videos. May have to pay. what file types are compatible with Assot management
Check copyright, - /2// thg software or language you are Provides organisation for &

o ’”// i, > 4 using to develop the program? location of files, formats.
g So d ) Consider the resolution apd ~a; - -

urce an depth of images ve * "j s ~  Animation systems

o prepare assets Needtofirabi A ' // - e Rendersthe i ;mageﬁ
. - e Allows the creation :Z
manipulates its move 2
= //,

Preparing assets: will
likely need changing to
make them appropriate.

.

Rendering engine

Resizing/cropping -
/,}:14?6 Sﬁyﬂu know which they are? This generates and displa

changing image/video
dimensions. Cropping
removes part of the
image/video. Cropping so

i

does the processing and
moving around an object

///////

f?rogrammmg techniques

reduces length. . Assignment Scripting environm %
i o ' A variable is a space in memory that can Values are assigned to data s I wéﬁi”*ﬁg?é you %
Chaneing rosolution i store a value. The value can change while structures (variables, works with the engi ﬁ%
ging / the program is running. The space in constant, arrays). In the * |t may have feature: 5%
Igwer resolutloh Y memory is given an identifier (name). assignment statement the debugging, e.g auto %
pixels and details but reduces e  Variables are used to store data in the identifier of the data =
complexity and file size. program, e.g. the input from a user, the structure is written, then an Libraries: These provid
| current score, the health of a character, the = sign and then the value ~ having to rewrite and tes
Animating objects — a non- coordinates of the character. that is being stored. download additional libr.
animated asset may need i .
altering to animate it, e.g. Constant ‘teraFlan ; -
changing an image of a bird e A constant is the same as a variable — except the value it jf;fzfendn;{;::;ii;zze;io:}edziizizn;igcsg
to make it look as though it is stores is set when the program starts and cannot change o
. T L the code runs a set number of times, e.g. 10 1
g unless you stop the program and rewrite the code. could state that the code runs until a conditiz;
| e  Constants are used to store values that should not change.
. / These are often mathematical, such as the value of pi, or it N
Duplicating - taking one could store the gravity setting for the game. Subpl:ograms (subroutines/ Z
element and using it multiple functlonslp"}cedures) %
times, e.g. an image of a tree Asubr.s - subroutine) is an .
can be used multiple times to Inputs and outputs | - nt tof code that can be §

,//‘
faIIe m otiér parts of the program {or
/programs) Subroutines can be used |

et forest e Aninputis data read from the user. This could be a butto" -

press, the movement of a controller, the entering ¢+ text

S

e Theinput data needs to be stored some- '/ ten - i when there is code that may need to run .
Changing duration - assigned to a variable and can t~ -, « edi . g gram. multiple times. Instead of writing it each
removing part of video/sound e  Outputsis data being givan - U /erfa visual time, the subroutine can be cailed. Values
to make it shorter. Select only output, e.g. text o...x ~ na 2. «/could be movement can be passed to subroutines; these are
the part you need. of the chor ”%; ”(’A*‘ ,,,,,Mgrspectlve, sound effects. called parameters. A procedure is a
—_— subroutine that does not return a value to

e

the program that called it. A functionis a
subroutine that returns one or more
values to the program that called it.

Creating multiple P
versions — a character or &%
object that moves will neeo RTsius

e p /rm mathematical and logical processes on data.
&=3 hematical operators include addition, subtraction, division

it rn s e e d multlpllcatlon. 'Ijh.ere §re also o.p.el.'ators for other processes Conditions
e such as modulus division, integer division and power of. e Conditions are statements that

. Logical operators are Boolean AND, OR and NOT. .
movement may have multiple equate to either true or false.
separate images, each e  They can include mathematical and
showing the chject from a Sequence Boolean operators.
slightly different position. A sequence is when lines of code are written to be executed e Forexample: 10<=20 AND 10< 30

once from start to finish. The first line is executed, then the will equate to TRUE because both

© ZigZag Education, 2025 second, then the third, etc. sides are true.
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Testplan A document that identifies how Dry run - Walk through the
you are going to test the program. It program without running it. Actions and events — each action that the player
identifies the different elements that need to Follow each line of code and can make, e.g. making a movement, opening a door, |
be tested, how they will be tested, and the write down the values in the climbing a wall. T=-~¢ gj testing in each place
test data that needs to be used to test it. variables and data structures. where thr. '/'/fju. because they can open one |

. | dr 4 Atn & they cdn open every door.

9 | E. - - //nf"t'rf”at takes place, e.g. each collision, each

/ ﬂ;chaﬁ’é’é/ in scenery, each movement into a new area,

Trace table - Used with a . / L "reach encounter with an NPC.
! o o i

dry run. The table hasa
column for each data
structure and the output.

Game progression/levels — does the game play

. o through as it should? Does the player move from the |

Follow the program one b= _+.ng repeatedly throughout g player m 5
. . 0 . i . start of the game to the next section as intended?

at a time and write the : ««on. Each time you make a change,
changes in values in the 3 or‘add something, test the program again. Can the player move between different areas within |
Test with different data and different the game or progress to the next level?

run-throughs because one small change .

Soud e e camenl o G pEe Player interaction and feedback - is the player |

able to interact {input and output) with the game as

. expected and required through the game?
Performance testing - how well does the program respond in terms of .
speed? Responsiveness? Scalability? Does each input the player makes produce the

correct output?

»  Isthere any lag in the game? Does it pause for any amount of time,
e.g. when loading? Is this excessive and unreasonable?
How effectively is the game making use of the processor and graphics
processor? |s there excessive Use at a time when it is not important? Compatibility testing - the game
I online, does the game crash when there are a certain number of is tested on different hardware and
consecutive players? Does the response time decrease? software. Does the game still

Does the game stop working at any time? function as it should? Does the
performance of the game change

depending on each system?

Play testing  the game e
is tested by potential = 4

users. They may have ey {/"4
specific poals or they may Past s A~ sisan

2 /

be asked to play as they 5 —

want to. The testing is / ///////

monitored and problems ¥ 4///// . "2 Awhich tests worked and which identified a problem?
i e What does the feedback show?

;;i;?;ifr - v, ‘ - /%////// e Statistical analysis of results, e.g. % of performance testing that
Functional testing - ' o : " /

perform the actions it we udlfi‘ perform? /
®  Whenthe left arrow Or,,/«é/\/ﬂ;oard is /%// //////////{/?%%

o eetmimmensnons Y
et -
ooiedcarspneinametite (@l [ et ke e ey

quantity Y op , ///%///// %

4

d remedial action

> i

2 @
e v jtudtheyshow?

o

]

i

Which features are successful?

Which features do not work?

What needs improving?

Which of these points are critical, which are preferable, and whiz

i
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REVIEW AND IMPROVE HIGH-FIDELITY

Client requirements: Does the came
meet all of the measurable requirements?

Compare the system to each one in turn
and entify strengths and weaknesses.

Planning and design
requirements: Does
the game meet all of the
requirements you
identified in the desigp,
and planning stages?
Compare the system tc y
each turn. 'q o 4

9

Player interaction and engagement:
Does the player use the game as
intended? Do the controls work? Do they
input the required commands? Do they
get the required outputs?

Does the game engage the user as
reguired? Do they stay interested? Did
they encounter any problems?

o Us e results from testing
g3 to assess whether the game
meets its requirements.

Audio-visual/aesthetics quality:

Do the visuals match the design

requirements? Are they all ’
appropriate? Are any visuals insufficient » /
or missing elements? 4

all aspects of the game work
. as intended? Does the player
. control the character as
%%}//// intended? Does the scoring
" work? Do levels work? Have
all of the gameplay

requirements been met?

Player suitability/appeal: s the game
appropriate for the intended audience?
Are they interested in playing the game?
Does it meet the requirements for the age
rating? Do the style and genre match the
reguirements?

Further development opportunities

Building gaming communities

Facilitati~3in ame, ' is.s

Use

Audie

Are there some sound;,
Is the background muzj
Do the sounds activatz
Are the sounds clear 2

i

Gameplay

Which of the success ¢/
of the game have not
What does the game
doesn’t currently?
What changes can be
aesthetics, to match 1
genre and audience?

Levels and progresy

Does a change need ;.
move throughto a neyy
Is there a specific cond
progress? Does this ngs
access to the next par,

|
¢  How can a gaming community be created around the game? ) e D iste /zi créating to allow players to %
e  Does an online presence need creating? Does media need w” }addiffgnal items in the game? To purchase » %
creating to draw attention to the game and engage players”. // , ‘eapons? To gain access to additional levels? //{// %
e Does a server need setting up to allow for online e~ - . ~How will this system work? How will it be built into the %
and interaction? . . game, and how will players know about it? %
7

/,,//// /
/
/
/
%
.
%
b o0 ) 1500 = Sl lattorne /
Is there an opportui - ///Méd the game content? s the I}. Wha::eeds tl:'h: e %
game the startof a wider concept that can include additional . PR 5 £ %
lovel or ddons // released on different platforms? / ]
Was the original plan for a small, limited content game, but ////// * [5thegame only designed for one platform What /////

£ . %

the development has identified opportunities to include

additional features that make the game larger, longer and
more engaging?

changes can be planned to expand this? How does the
game need changing to allow for interaction with
different platforms?

F
P

o

P

o )

a

G

.

" 4

G,
5 Qs

=

L

.

-
Yl

////////

Qe

-

i
i
-

-~

¢

T 4

w

@
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TYPES AND GENRES

2D: two-dimensional. 3D: three-dimensional. Immersive games: you are 7
Movement (usually) Can view area and characters playing in a world where you are a ¢ |
restricted to up, down, left, from multiple angles. character. You evolve your /
right. Example: Sonic //////// Example: Assassin” s Creed - character and interact with ~+=

people and elemen* o *h //fll, .

Youfeelast - r ouc e

Platform:

Simulation:

chare: cer. amp'= ///tf:her

////

" o Augmented reality:

Virtual reality: Educational

Role-Playing |
Games (RPG): -

Quest

L

Mixed reality: \

Massive Multiplayer Online (MMO}):

st

Sports

J

'
Massive Multiplayer Online Role-Playing
Games (MMORPG): the same concept as

W///////’?///, MMO but the type of game is role-playing.
Example: World of Warcraft

Strategy

S

%

Online streaming:

( Smart mobile gaming:

PC gaming:

Virtual reality (VR):

Television streaming: ]
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Purpose

Audience
- : /// o
3 ]
o / |
Game concept g =
; / . i
e " } W/ ]
1 X m« andstory
Story ) L

. 7/
Umqu:e‘ A L e 4

s
kz ) ////////
4

43
Player interaction //////// // %//ﬁ/}///f//////

G

Player immersion

WWWWWWWWWWWWWWWW

Reward and accomplishment

// R

Competltuon

\\\\\\\\\\\\\\\\\\\\\\\\\\\\\\\\\\\\\\\\\\\\\\\\\\\\\\\\\\\\\\

D - o X e 7
. . e

utcome and feedback

Scoring

ol ”
’ Strategy and ehance

R =

@

Balance:

100% Strategy

|
|
|
.
s
s
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ACTIVITY POSTER

/

PRINCIPLES OF GAME DES

Character and object movement

Main characters Backgrounds
y v |
f /A o
2
Objects - 4
-
2 . 4
£ S :
//’/% - & Game actions and events
)
. ] %, o
Non-player characters (NP . =
/’/;/ Personification
&
|
| .
g/ Game start mechanisms
i
%
|
¥
1Y
N inputs and outputs
i
../ QGame
gsset
Scenery p
” |
| ‘4% Textur
% % % % extures
3
BB
//// % | e Player interaction and feedback
| .
B |
/ | I |
[ | s
' ;
[ | |
L
[ BN |
[ | / B
- :
“ S - 4
Animation < 2 Shortcuts and cheats
- 5 ot
2 i
2’1 4
,///////’
Video
3
Sounds /
%
P2: identify the assets required for

© ZigZag Education, 2025

the game prototype.

P4: Describe the game mechanics to
be used in the game prototype.

i
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ACTIVITY POSTER

Specific Templates: pre-designed with headings for specific
software or content, space for visuals. May limit content to what
templates is in the template. Provides structure.

.
/)///%/
i,
L
////////

Blueprint for the game <,

i
.

PLAN AND DESIGN A GAME PR

Laye ™ -+ 1 nis
fior = dline.r. Wikiis .
4 g 0
/ we /1.r(fteract|ve is

iy
i, g, . Storyby;
i i 5 . - %
Bty S, 5 Game DOSlﬂIl > .~ Jre engaging, but will core
Text and visuals: maps, ///////////////////////////////////////////////m////,/ Docrm .. N information be missed with
flowcharts, character concepts . . 4'36" - focus on appeal?
s - 3
///////////////////////////////// 2 @ J
. s . s o 4
Traditional /////////////////// o E td . df
hased . . ormat: depends on need for
Oxt haso > : 5 ‘{ . collaboration and updates. -
document i _4orking document: create

Wiki/specific software is more
dynamic and may allow multiple
users. Need to keep control of edits.

before development but it Assets|/

evolves as there are changes

Client requirements:

Executive summary of
game concept:

7//% ' dcet;::g;:\?:f

content planning and
design tools. ﬁ%
Decision
/ / o tree
{ Game and gameplay elements: ” Success criteria:

7/

P —

o

= 4 Flowchart

J————

——i

Pseudocode

P3: Design game visuals approg
the game prototype.
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"

i

EEGIZZE 2 CREATEHIGH-FIDELITY GAMEP)

E
. Internet:

Stock library:

Fiie format and properties:

Asset management
. Preparing assets: _ Animation systems
|
Resizing/cropping Rendering engine
Complete the description of
programming techniques. w o
] [—— S Cripting environmeny
¥ Assignment
Changing resolution
Libraries:
|
Animating objects
Constant fteration
| | o
Duplicating Subprograms (subroutines/
functions/p~ cedures}
Inputs and outputs gl
ey COPYRIGHT
- 2
. 4
i PROTECTED
Changing duration - o 4 ]
Y ad i
- 1
/ 4 i 7

L i

|

Creating multiple
versions

Qg

Education
Conditions

Sequence

© ZigZag Education, 2025




Testplan Dry run
Trace table 4 &) I/ ///
Game progression/levels ////
Player interaction and feedback ////
Performance testing
Compatibility testing
Play testing -
No\ &) r PYRIGHT
P ts ?ai ~! sis and remedial action % gRO OTE C?E D
I
- »” %09
;///////%/%////%% e s e e Education
/%%///////////// : w:?cthnjffhsei:;ppr:i:t:g:re critical, which are preferable, and wh/
§/////////////% Based on the results — what changes need to be made to the game?"’%l
//////////// e fixe 'r’ lf at areas need changing to improve them? |
//%///////% be fixed? Wh dch p h




ACTIVITY POSTER
Write notes on what you are going to do /|

Client requirements: to review and identify areas for impr |

Planning and desi 1@
anning and design 19 . N .
requirements: . meand gameplay:
\.
; B, V Oameplay
L 3 //////% (} ]
Us_.arfe results from testing
§. to assess whether the game
meets its requirements.
Player interaction and engagement: Player suitability/appeal:
Levels and progres:
-
Further development opportunities
e )0 _
Building gaming communities Facilitating in-- o arci s - . COPY RlGi—ET
, S PROTECTED
g ' Ad &
- ) |
// o L //’ // |9
Qg
Release to gaming platforms E d ucat | on

.




