


We must ideate before we can prototype!



GAMES 4 GOOD ARCADE

1. Each team will present a 2 minute pitch, and have 3 minutes to answer questions from 
the panel. 

2. Once all presentations are completed, each team will stand beside a display promoting 
their game design, which must include a playable prototype of their game. If you’re 
doing a video game, you might just have one level OR just visuals and information 
about the game e.g. visuals of your sprites, maybe a mock-up of a level, and colour 
palette/settings, plus information about quests, inventory, objectives etc. 

3. The audience (users, parents and fellow year 7 students) plus panellists will look at 
these displays for about 20 mins.

4. The audience will have a $10 coin to 'vote' with and the panellists with have $100 coins. 
They will put their coins into the box of the game design they think best meets the 
needs of the identified user. These will be tallied, and the winning design announced. 
There will be a judge’s choice and a people’s choice winner. (NOTE: We will modify this 
to be an online arcade if schools are closed.)

HOW WILL THE GAMES 4 GOOD ARCADE RUN?



GOOD SKILLS = GOOD GAME
COLLABORATION: assess where you are at with your critical thinking on the 
GREEN criteria. Identify one GOAL from this criteria for this lesson, and record 
it in your Digital Praxis notebook under the heading ‘Week 11 Praxis’.
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GOOD SKILLS = GOOD GAME
CRITICAL THINKING: assess where you are at with your critical thinking on the 
GREEN criteria. Identify one GOAL from this criteria for this lesson, and record 
it in your Digital Praxis notebook.



GOOD SKILLS = GOOD GAME
CREATIVITY & INNOVATION: assess where you are at with your creative thinking on the GREEN criteria. 
Identify one GOAL from this criteria for this lesson, and record it in your scrapbook.



GOOD SKILLS = GOOD GAME
CREATIVITY & INNOVATION: assess where you are at with your creative thinking on the GREEN criteria. 
Identify one GOAL from this criteria for this lesson, and record it in your digital Praxis notebook.



IDEATING
1. Ensure everyone in your team knows the ANSWERS to your 

inquiry questions. (This may involve sharing a direct link to your 
note-taking doc via your Edmodo small group)

2. As a team, (in your Edmodo small group) discuss how this new 
knowledge will impact the game you have chosen to design. 

3. In a document in your team folder called ‘Our Game Plan’ write 
down the TWO main user needs your game aims to target. E.g. 
reinforcing cultural identity and connectedness to Tibetan 
homeland for members of the Dee Why Tibetan community; 
improving the executive function skills of gifted primary school 
students; helping elderly people connect with peer networks to 
improve wellbeing 

4. For each of the user needs, identify and explain how TWO game 
elements that will specifically cater for these needs. 

5. Write or draw an overview of your game play. Refer to the next 
slide to ensure you’re creating a game, and not just an activity. 

GAME ELEMENTS



GOAL

ACTIONS

RESOURCES

ACQUISITION

SCORING

ELIMINATION

UNCERTAINTY
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GAME ELEMENTS: GAME MECHANICS:



LESSON REFLECTION
In your Praxis notebook, write a 2-3 sentence reflection on the lesson which 
answers these questions:

Why are critical thinking and creativity important skills to master and use during 
this project? Did you achieve the goals you set yourself for this lesson? Why/why 
not?

What have you learnt so far that will help you design a successful game for your 
user? 


