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Strand: Cmnpui‘ing— Text Adventures

What should T already know-?

Key V.ocabulary

. Farniliority with the functionality of 2Code - Planning and designing for a logical outcome. - Debugging
. Algorithms - Logical decision making - Sequencing instructions - Following instructions.

. Use of QCreate a Story tool

. Fariliarity with the functionality of 2Code - Planning and designing for a logical outcome. - Debugging

. - Logical decision processing. - Forward planning to achieve a soluion. - Binary decision making.
. Presenting a narrative in alfernative mways.

. Familiarity mith the Junctionality of 2Code - Plonning and designing for a logical outcome. - Debugging
. - Logical decision processing - Modelling selection on a binary model.

. Familiarity with the Junctionality of 2Code - Planning and designing Jor a logical outcome. - Debugging
. Familiarity with the Junctionality of 2Code - Planning and designing for a Logical outcome.

i Game Design plonning - Refining ond reviewing games

. Use of AConnect in a wariely of mays for different purposes

. Familiority mith the Junchionality of 2Code - Planning and designing for a logical outcome. - Debugging
i Use g dDos cawing, opening and editing work. sharing work. copying and pasting . mouse, keyboard
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the main code. A in a program is usually a piece of code

. Flow- of Control The order that the computer program executes the com-
mands it contains.
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grammers see what happens at each stage of a program. This can he

Key Questions

What mwill T know- by the end of the unit?

What Is a Text Adventure?

. You can describe what a text adwventure is. Y.ou can map out a story-based text adwventure. - Y.ou can
use AConnect to record their ideas.
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° What is a text based adventure?
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what to do next. Planning the game ensures the player doesn’t make a decision that has
no outcome.

How do I read and understand given code for a fext adwventure game?

. You can explain the features and cfwdzwtﬂwmawtz»dadm Y ou are able to

Purple Mash Resources
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waricbles and a loop. You can suggest and implement ideas to Jurther develop the program

ACreate a story
AConnect

@

2Connect

@

2Create a Story

Add sound to the

’

Choose a
background

Plan outyour story  Add a button to the
story

B B

Add a sprite to the
story
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Create an adventure
story in 2Create a
Story

Undo or redo the last  Play your text based

story action adventure




