
Unit 3, Lesson 8: Win or Lose!  
 
Lesson Intro:  

Theme of the Day 

Today students will be using their artistic and creative skills to create win and lose 
screens for their games.  

 
Learning Objectives  Concepts (Social & Cross Curriculum)  

● Students can create graphic 
designs on the computer.  

● Students can create win and lose 
graphics for their games.  

● Goals  
● User Experience 
● Graphic Design 

 
Vocabulary Guiding Questions  

● Graphics 
● Design 
● Gamer Experience 

 
 

● How will the players know if they 
win or lose my game? 

● How can I create computer graphic 
designs that go along with the 
theme of my game? 

 
Resources  

● Game Study 3 sheet 
● Win or Lose Guide  
● Computers  
● Scratch access and logins  
● Space Bucks 
● CIC On-Ramp 3.8 
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Lesson Procedure: 
Explore (15 min) 

Don’t Forget: Have the Game Study 3 sheet ready for students. 

Mini-lesson:  
In today’s exploration, students will think about the endings of their games. What are 
the two possible endings to a game? Winning and Losing!  
 
Many game designers create graphics to tell the player that they have won or lost the 
game. Explain to students that graphics are any art or pictures that are shown on a 
computer.. Graphics help a player know that the game is over. 
 
Students will begin by looking at a game that someone else designed. Using the 
Game Study 3 sheet, students will try to win and lose the game in order to see both 
graphic screens. 
 
Let the students play the game for 4-5 minutes and then gather them back together to 
discuss their feedback and their answers to the questions on the Game Study 3 
sheet.  
 
Give out Space Bucks to students who are on task and independent. 

 
Teacher-Guided Learning (10 min) 

Don’t Forget: Have the Win or Lose guide ready for students.  

Mini-lesson:  
Today students will use their coding and artistic abilities to create graphics that will 
appear when the player wins or loses a game; this will help bring the game to an end 
and let the player know if they have succeeded. Graphics are any art or pictures that 
are shown on a computer. Graphics add to the user experience that the player has in 
playing a game.  
 
Tell the students that up until now, they have been using sprites and backgrounds that 
were created by another game designer. Today students will become the artists! 
Students will combine words, shapes, and drawings to create win and lose screen 
graphics. These graphics are screens that will pop up when the player wins or loses, 
just like in the exploration game.  
 
Discuss the following questions with the class:  
What kind of messages might you want to give the player when they win the game?  
 
What kind of messages might you want to give the player when they lose the game?  
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Remind students that spelling is important for the player to understand the game. 
 
Just like in the previous lessons, it is important that students seek out and give 
feedback to fellow game designers. This feedback will help students make sure that 
the games they build are enjoyable and playable by others!  
 
Take students through as much of the Win or Lose guide sheet as you see fit. 

 
Partner/Team Practice (20 min) 

Don’t Forget: Have the Win or Lose guide ready for students.  

Mini-lesson:  
Explain to students that they will use the Win or Lose guide to make ending graphics 
for their games. Remind them to follow the directions carefully and to ask a friend if 
they run into a problem or need assistance when designing their win and lose 
screens.  
 
While students are working, circulate to see how they are following directions. 
Encourage them to share their graphics with others and get ideas from other game 
designers. 
 
Remember: 

a) If students have been gone or are new to the class, they can remix “CIC 
On-Ramp 3.8” and will be caught up on code from previous lessons.  

b) Remind students that after they finish, they should look for other game 
designers who are also done so they can test each other’s games and give 
feedback for improvement. 

c) Remind students to debug their code if it is not working.  
 
Give out Space Bucks for independence, communication, and creativity.  

 
 Reflect/Connect (5 min) 

Don’t Forget: N/A 

Mini-lesson:  
Gather the students to share success and talk about what went well or what was 
challenging.  
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Ask your students the following questions:  
 
What were some of the designs and messages you used in your graphics? What went 
well for you in designing graphics? What were some challenges that popped up and 
how did you deal with them?  
 
Give out Space Bucks for good communication skills.  
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Models: 
 

Game Study 3 sheet 
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Win or Lose Guide  
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