Name: ________________________

Date: ________________________

A Slippery Slope

Background: Slopes can be slippery subjects.  Mountaineers, hikers, and pedestrians often have to deal with slopes as they move around the forest and city.  Some places have more slope than others.  But, what exactly is slope?  And, how do we determine slope?  And…how can we design a game around slope?

What is Slope?

1.    Work:


2.      Work:

3. 




Work: 

Game Design Challenge: 
___ Theme: SLOPE

___ 3 Levels that get more difficult

___ Platformer Game

___ Levels cannot take longer than 1:30



___ Levels should have multiple “hills”


___ Level 1 must use slopes of 0.5 and 1.0


___ Level 2 must use slopes of 0.7, 1.2 and 1.6


___ Level 3 you must use 5 different slopes

Game Design StoryBoard:
	Level
	Showing my Slope Work

	1
	

	2
	

	3
	


Game Design Rubric:

	#
	OUTCOME
	MS CRITERIA
	ES CRITERIA

	1
	Implements elements of game design during game production


	Provides examples of each element of game design found within a self-produced or already-established game
	MS Criteria AND explains their reasoning for including each element of game design in the manner they chose within their self-produced game

	3
	Uses the structure of a game to teach an academic skill or concept


	Student chooses an academic topic or skill, and explains how she used the elements of game design to teach the academic topic skill
	MS Criteria AND explains what she would change to further enhance the game by using the elements of game design

	4
	Student is able to determine slope
	Student is able to use a math equation to determine slope of a triangle
	MS Criteria AND can relate slope to a real life situation

	6
	Uses the five elements of game design to build a balanced game
	Student is able to explain how two elements are used to balance each other

(i.e. – Components and Mechanics)
	MS AND student can articulate how all 5 elements were used to create a balanced game by providing specific examples of each element


Balancing My Game

Level 1

1. # of Avatars: _________  : # of Enemies __________

2. Why did I choose my avatar?

3. Why did I choose the type of enemies?

4. Is my level’s goal to avoid enemies or collect items?  Why did I choose that goal?

Level 2

1. # of Avatars: _________  : # of Enemies __________

2. Why did I choose my avatar?

3. Why did I choose the type of enemies?

4. Is my level’s goal to avoid enemies or collect items?  Why did I choose that goal?

Level 3

1. # of Avatars: _________  : # of Enemies __________

2. Why did I choose my avatar?

3. Why did I choose the type of enemies?

4. Is my level’s goal to avoid enemies or collect items?  Why did I choose that goal?

