Teaching and Learning Programme 4: Game development

Trialing and Testing Log
Teacher Notes (annotated in red text)

Achievement Standard:	91884
	Use basic iterative processes to develop a digital outcome
Total credits:	6
This document is designed to help student’s record evidence of their iterative processes when developing their game outcome. When decomposing the game into smaller components each of those components then becomes its own project. 
A summary of the process could be like this:












Examples of what happens at each stage:

Students:
Work through the development process to make a game on an interest area
In an iterative manner, seeking feedback from stakeholders at each stage, making decisions as you go, complete the following sections.

Use annotated screen prints, photos, code or links to other documentation to show:
Note: Adding a screen print or snip and having students explain it can be easier

· Interface Design
· Show sketch of game interface, ensuring game design elements are complied with (A)
· Feedback gained and decisions made
Refer to “3 Modelling Teacher Notes.ppt”
Note: Students may have done this as part of creating a proposal or conceptual design and can be used here as one part of planning for their game.
· Decomposition
Plan your game by decomposing your proposal into smaller components (A) e.g. graphics may be broken down into parts such as the graphics, interface, programming etc.


	
	Big component
	Description of component and steps required
	Identify possible relevant implications
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· Feedback gained and decisions made
Refer to “4 - Agile Teacher Notes.ppt”
Note: Use the document “Breaking down your game” to have more space for students to expand on the Big Components.
Guide students to see that big components could be Graphics, Interface, Programming or similar. Encourage students to work on each big component and test it before moving on.

· Addressing relevant implications 
Looking at your interface consider and describe implications eg: social, cultural, legal, ethical, intellectual property, privacy, usability, functionality, aesthetics, end-user considerations
Refer to “5 – Making your Game Teacher Notes” ppt.
Note: Relevant Implications can be described and addressed for each of the Big Components

· Structure / Content flow 
Show how your game is going to flow / fit together (A)
Note: This could be done using an online tool such as draw.io, or using shapes in word, docs etc
Feedback gained and decisions made 

· Make your components (A)
· Show how you have trialled components, tested (A), improved (M) and refined (E) these
Note: Remind students during each stage of the project to screen print into this document, with a quick note what they were testing. They should have at least one piece of evidence per big component.
· Select most suitable components or techniques to use in your project (M)
Show evidence of trialling different components or techniques and the evaluations they made

· [bookmark: _GoBack]Final Outcome
Describe how outcome has been refined to be high-quality (E)
Note: Students can describe how their final game has evolved over the life of the project. Including: the process they used to gain end-user feedback, got past coding setbacks and runs without error.	


Graphics


Character, Background


Sketches of character


Interface


Main screen, Background Movement


Layout of interface


Programming


Move Character, Obsticles, Collisions  


Structure Chart


Testing different software
Or techniques in software


Trialling different locations of items on screen


Trialling components or techniques


Legal - Copyright


Checking graphics with end-user


Athestics


Functionailty
Usability


Ensure screen loads as expected


Debugging


Smaller Components
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Trialling components or techniques


Relevant Implications
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