
Unit 3, Lesson 9: Setting Game Goals  
 
Lesson Intro:  

Theme of the Day 

Today students will finish the code that will complete their first game as a game 
designer! Students will finalize their game by creating the code that sets the goals for 
the player to reach in order to win or lose. 

 
Learning Objectives  Concepts (Social & Cross Curriculum)  

● Students can set goals for their 
games that are challenging but not 
too hard. 

● Students can seek feedback from 
teammates to make sure the user 
experience in their game is great. 

● Teamwork 
● Feedback  
● Game Design 

 
Vocabulary Guiding Questions  

● Gamer Experience 
● Variables 

 

● How can I create score goals that 
make for the best gamer 
experience?  

● How might I help others by giving 
feedback on their games?  

 
Resources  

● End Game Guide 
● Computers  
● Scratch access and logins  
● Space Bucks 
● CIC On-Ramp 3.9 
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Lesson Procedure: 
Camp Fire (15 min) 

Don’t Forget: Create space for the game in your room.  

Mini-lesson:  
Explain to students that teamwork will be the focus of the Campfire game today. 
Game designers often work in teams so that they can help each other and get more 
ideas in order to make sure their game is successful. It will be very important for 
students to work with other game designers to give them feedback on their game and 
help to solve bugs that show up.  
 
Students will play the game, Dodge the Asteroid, in order to improve teamwork. 
 
How the game works: 

1. The students should all stand on one side of the space/room with the teacher 
in the middle of the room.  

2. The students will imagine that they are all astronauts on the spaceship in their 
game who need to get to the other side of the room, past the asteroid 
(teacher). 

3. The students can only cross the space in the order of their height (shortest to 
tallest, or vice versa).  

4. The challenge is that they have to arrange themselves according to their height 
without talking to each other. 

5. Once the students think they are standing in the right order, have them start 
crossing the room. 

6. If the students are right, the asteroid (teacher) should dramatically explode or 
make an exploding sound. If the students are not correct, the teacher can 
shout “Boom” and the students should try again.  

7. Play the game again using different sorting challenges (birthdays, etc.). 
 
If there is time, ask the following reflection questions:  
 
What were some strategies that worked best during this challenge? 

What was the biggest challenge? How did you deal with it? 

In what ways did you depend on others during the game?  

Give out Space Bucks for good teamwork.  
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Teacher-Guided Learning (10 min) 

Don’t Forget: Have the End Game Guide ready for students. 

Mini-lesson:  
Today students will finish the code that will complete their first game as a game 
designer! Explain to students that they will finalize their game by creating the code 
that sets the goals for the player to reach in order to win or lose.  
 
Discuss the following questions to get your students ready for the activity in partner 
practice:  
 
What do you think a good score goal would be to make the game challenging but not 
too hard?  
 
How long do you think a player should be able to play your game before winning or 
losing?  
 
Walk students through as much of the End Game Guide sheet as you feel necessary. 
 
After they finish their code, or while they are making it, they will need to try it out on 
other people. Students will need to make sure that their games can be beaten. They 
should ask questions like: 
 

● Are the asteroids too fast or too slow? 
● Does the fuel take too long to reappear? 
● Is the score to win the game set at a good level? 

 
Based on the feedback they receive from classmates, they can adjust the variables 
to make it more playable. Students will have more time in the final lesson to finalize 
and adjust their games.  
  
Give out Space Bucks for good communication and teamwork skills.  

 
Partner/Team Practice (30 min) 

Don’t Forget: Have the End Game Guide, computers, and Scratch logins ready for 
students. 

Mini-lesson:  
Explain to students they will use the End Game Guide to finalize their game by 
creating the code that sets the goals for the player to reach in order to win or lose.  
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Remind them to follow the directions carefully and to ask a friend if they run into a 
problem or need assistance.  
 
While students are working, circulate to see how they are following directions and 
helping others. Encourage them to share their games 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 3.9” 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 teamwork and communication.  
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Models: 
 

End Game Guide 
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