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� How We Did It � 

Look for the shaded boxes that describe what we did in the Girls Creating Games program. 

Flash
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Game DGame DGame DGame Design Overviewesign Overviewesign Overviewesign Overview 

  
Purpose:  The purpose of this activity is to describe the steps involved in making a computer game. Participants 
learn about the type of game they are building (a “choose-your-own-adventure” game), how the project is 
organized, and the specific steps they will follow to complete the project. Note: In the Girls Creating Games 
program, students worked in pairs, so these plans refer to partners or pairs, but most of these activities can also be 
done with individual students.   
 
Time Required: 10 minutes 
 
Materials:  

• Game Design & Construction binders (1 per pair) 

• Story Path Diagram poster 

• Story Path Diagrams (1 per binder) 
 

• 12 Steps poster 

• Key points outlined on chart paper (optional) 

• CYOA books (optional) 

 

Project Overview < 5 minutes 

1) Make sure students have a Game Design & Construction binder. 

 

 

 

 

 

 

2) Tell students that today they are going to work with their partner to come up with an idea for their game.  

3) Explain that before they work on ideas for the story behind their game, you are going to briefly explain the 
whole project to them. Present the following: 

• The project is to design and make your own computer game in Flash. 

• You will do this with your partner, who you teamed up with last session 

• The game you create is a “choose your own adventure” (CYOA) story with different paths for the player 
to take with different endings. 

• As you design your game, think about who might play your game on the internet (e.g., kids your age, 
adults, friends, family members). 

 

 

 

 

 

 

4) Explain that they are going to build the game piece-by-piece, adding each new piece on to one they have 
already built. These pieces are called “components.” Some parts of a component will be required to make the 
game work, but they will get to decide what goes into their component and what it looks like. 

� How We Did It � 

Students played the games created by prior GCG students to get ideas of how their game might look and what kinds of 
topics they might choose to include (see games at http://programservices.etr.org/gcgweb). We reminded students that the 
game would be posted on the internet and represent their school or club. We encouraged students to create a game that 
helps other students survive or be successful at school – something that teaches students to succeed academically or 
socially at school.  

� How We Did It � 

Every pair was given a Game Design & Construction binder that they decorated. The binders included skill instruction 
diagrams (i.e. Flowcharts), guide sheets (pair programming rules, problem-solving resources), a Story Path Diagram, 
specifications sheets and a Design Notebook where they could record ideas as they worked on their game. The binders 

were used while working on and off the computer. 
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5) Explain one of the analogies below to help them understand the design process (1st one is more simple; 2nd one 
is more complex and more applicable for software with animation capabilities). 

 
Analogy #1: Building a game is like sculpting with clay. 

• If you were going to make a human figure out of clay, you might start with the torso and then add arms, 
legs, a head and facial features.  

• You might decide ahead of time to make it a female figure, but while you are sculpting it, you might 
decide to have her wearing a dancer’s costume instead of a dress. 

 
Analogy #2: Building a game is like making a movie.  

• You will have to both write a story (like a script for a movie) and also build the visuals and mechanics of 
the game. Drawing the artwork for your game will be like designing movie costumes and building sets. 
Making things move in your game, or “animating them,” will be like doing special effects. Putting music 
or sound effects on your game will be like creating a movie soundtrack. Finally, making all the 
components work together will be like editing film, where movie directors paste the different scenes 
together so they make a whole movie.  

• Building a game in Flash is also like making a movie because while movies are planned out ahead of 
time, directors also make up new things and make decisions as they go along: they rewrite scripts, add 
scenes, and choose different camera angles or “shots.”  

• Comparing this project to a movie makes sense in another way: Flash is animation software, and 
animation is a kind of movie. You are making a movie in Flash, but because it is interactive, it becomes 
a game.  

 

Story Path Diagram 5+ minutes 

1) Refer to Story Path Diagram poster and 8 ½ x11 sheet in binders (see page 5). Explain that this diagram shows 
the basic game they will build. Once they have built this basic game, they will be able to add new things to it. 

2) Tell students that the diagram shows all the components of their game and how they link up between “scenes.” 
Explain that the boxes outlined in black are scenes and the boxes outlined in red represent the buttons in Flash 
that move them between scenes.  

3) Point out on the diagram: 

a) The Welcome Scene component  

b) The Credits Scene 

c) The 1st Story Path component is Scenes A, B & C 

d) The 2nd Story Path component is Scenes A, F & G 

e) The 3rd Story Path component is Scenes B, D & E 

f) Each scene is represented by a letter and each scene is a different color. 

g) Buttons (where players make a choice) are oval in this diagram. They are the same color as the scene 
they are on. 

h) The “credits” and “play again” buttons players can use at the end of the game to see who built the 
game or to start over.  

i) The decision-making points (where there is a red “or”) allow players to make decisions in the game that 
lead to different endings. Point out how the choice that takes them down a new story path is a button 
that is within a scene. 
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4) Remind students that they do not need to remember exactly how all this works. This is just an introduction and 
as they work on their game more they will get more familiar with the diagram. 

5) Refer to the “12 steps” poster (see page 6) and explain to students that they will complete each step as they 
design and program their game. 

 

 

 

 

6) Tell students that you will go over each step when it is time to work on it, so they don’t have to remember all of 
this in detail. When they have completed these 12 Steps they will have a game that is ready to post on the web 
for anyone to play! 

7) Ask for and answer any general questions about how they will design or build the game. 

 

� How We Did It � 

Students in the Girls Creating Games program worked on the Welcome and Credits scenes of their game prior to writing 

out their complete story. These lesson plans guide students within that structure. 



 

Girls Creating Games: Game Design and Construction; August 2006 5 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

 

D 
The next thing that 

happens is... 

F 
So, the next thing that 

happens is... 

A 
The first thing that 

happens is... 

OR 

B 
The next thing that 

happens is... 

OR 

 

WELCOME  

SCENE 

 

CREDITS  

SCENE 

G 
So the story 

ends with... 

E 
So the story 

ends with... 

C 
So the story 

ends with... 

PLAY GAME 

PLAY GAME 

Then the characters 

decide to: 

The characters 

decide to: 

The characters 

decide to: 

Then the characters 

decide to: 

Then the characters 

decide to: 

CREDITS 
PLAY 

AGAIN 

PLAY 

AGAIN 
PLAY 

AGAIN 
CREDITS CREDITS 

CREDITS 

Then the characters 

decide to: 

STORY PATHS DIAGRAM (Buttons are oval) 



 

Girls Creating Games: Game Design and Construction; August 2006 6 

 

11112 STEPS2 STEPS2 STEPS2 STEPS    
to design and construct your gameto design and construct your gameto design and construct your gameto design and construct your game 

 

 

 

With your partner you will… 

 

1. Build Welcome scene component 

2. Come up with a story idea 

3. Build Credits scene component 

4. Write 1st story path 

5. Build 1st story path 

6. Write 2nd story path 

7. Build 2nd story path 

8. Write 3rd story path 

9. Build 3rd story path 

10. Add new things 

11. Playtest & Debug 

12. Showcase your game on the web! 
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Story Idea Brainstorm Story Idea Brainstorm Story Idea Brainstorm Story Idea Brainstorm and and and and SelectionSelectionSelectionSelection    

 
Purpose:  The purpose of this activity is to have partners brainstorm ideas on which to base their “choose your own 
adventure” digital game. 
 
Time Required:  20 minutes 
 
Materials: 

• Story Idea Brainstorm activity sheets (1 per pair) 

• Brainstorm Rules on chart paper 

• Feedback Forms (1 per pair) 

• Game Design & Construction binders (1 per pair) 

 

• Pencils (1 per student) 

• Scratch paper (1 per student) 

• Activity steps on chart paper (optional) 

 

Introduction 2 minutes 

1) Ask students to sit next to their partner. 

2) Hand out 1 Story Idea Brainstorm activity sheet (see page 9), a pencil and scratch paper to each pair. 

3) Explain to students that they will use the next activity to come up with several ideas for their game. Explain that 
once they have generated several ideas, they will choose one idea, or combine several ideas into a single one, 
and use that idea for building their game. Remind students that they are building a game as a team, and that 
part of good teamwork is listening to each others’ ideas and using ideas that both partners like. 

 

Partner Brainstorms 10 minutes 

1) Instruct partners to brainstorm together at least three ideas for a storyline for their game. Tell them to write 
these ideas in their activity sheet. Show them that there are four rows for four ideas, but that they can have an 
extra sheet if they come up with more than four ideas in the time allowed. 

2) Explain that each story idea should include: 

• a setting 

• characters 

• events 
 
 
 
 
 
 

3) Review posted Brainstorm Rules: 

• Write down whatever idea pops into your head. 

• No editing – write the ideas down in whatever form you think of them. 

• No judging – Do not criticize anyone’s ideas, just write them down. 

4) Emphasize to students that you want them to come up with at least 3 ideas so they should not spend too much 
time detailing any one idea (refer to posted brainstorm rules). Suggest that they use scratch paper to get a lot of 
ideas down on paper quickly, and then transfer the three or four ideas they like best to their activity sheet. 

5) After 8 minutes of brainstorming, tell students that they have 2 minutes left. After another minute has passed, 
instruct them to finish whatever single box they were writing. 

 

� How We Did It � 

Our brainstorm sheet included an additional column for students to write the way their game will help others to be 

successful at school. We provided some examples from previous games created by students in the program. 
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Choosing an Idea 8 minutes 

1) When students are done with their brainstorms, have them decide which idea, or combination of ideas, they 
want to use for the game they are going to build.  

2) Suggest that each partner share out loud which idea is their favorite and why. If both partners like the same 
idea, then they can circle that one on their activity sheet as their choice.  

3) If each partner likes a different idea, they should discuss ways of combining the two ideas. Once they have 
combined the ideas into a new idea that they both like, the pair should write down the new, combined idea in a 
blank row on their activity sheet or on scratch paper. 

4) While pairs are discussing their ideas, adults should circulate throughout the room and help students discuss, 
negotiate, synthesize and compromise with their partners. 

5) Close the activity by explaining to students that now that they have created a storyline for their game they can 
begin customizing the components they are working on, namely their welcome and credits pages, to reflect 
their idea. 

6) Have pairs put their completed Story Idea Brainstorm sheets in their pair binders to refer to later. 

 

 

 

 

 

 

 

 
 

� How We Did It � 

When pairs made their choice quickly, we asked them to help other pairs make a choice. In this case, the two pairs 
exchanged the activity sheets, read the other’s idea and completed a Feedback Form (see page 10) indicating what they 

liked (+), what they thought would be good to change (∆) and ideas for changes or additions to their game (light bulb 
graphic). When time allowed, each pair would share their feedback with the other. Pairs then kept the feedback forms to 
refer to when they started to build their games. 
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STORY IDEA BRAINSTORM 
 

Names:____________________________________________________ 

 

 Setting 
(Where does the story take place?) 

Characters 
(Who is in the story?) 

Events 
(What happens in the story?) 

 

Idea  #1 
   

 

Idea #2 
   

 

Idea #3 
   

 

Idea #4 
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FEEDBACK FORM 
 

 

Pair or Game Name: ________________________________________________  

 
 

+ 

 

∆∆∆∆ 
 

 

 

 

 

 

 

 

 

  

 
 

 

 

 

FEEDBACK FORM 
 

 

Pair or Game Name: ________________________________________________  

 
 

+ 

 

∆∆∆∆ 
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Writing Writing Writing Writing Story PathsStory PathsStory PathsStory Paths    

 
Purpose:  The purpose of this activity is to teach participants how to translate a story idea into a “choose your-own-
adventure” style game using a pen-and-paper design sheet. At the end of 3-4 sessions, participants will have 
written the narrative, developed “decision points,” and established continuity paths for the three possible directions 
and three possible endings for their story.   
 
Time required: 15 minutes instruction / 60 minutes story writing 
 
 
 
 
 
 
 
Materials: 

 

• Game Design & Construction binders (1 per pair) 

• 12 Steps poster  

• Story Path Diagram poster  
 

• 18x24” Design Sheet (1 per pair) 

• Design Sheet poster (with example story) 

• Completed Story Idea Brainstorm activity 
sheets (1 per pair in binders) 

• Story Path Diagrams (in binder) 
 

Introduction 5 minutes 

1) Have students sit with their programming partner and Game Design and Construction binder. 

2) Refer students to the 12 Steps poster. 

3) Review which steps they have completed so far (Step 1-3). 

4) Note that they are now at Step 4: Write Story Path #1. 

5) Explain that you are going to spend a few minutes describing Step 4. 

 

 

 

 
 

Review of Story Path Diagram 5 minutes 

1) Show the Story Path poster and have them open their binders to the Story Path Diagram. 

2) Remind them that they will use this diagram to help design and program their CYOA game. Review the key 
elements of the Diagram with students:  

• Shows the different “scenes” in Flash that they will need to create to complete their game. Each 
lettered box, of a different color, represents a different scene in Flash. 

• There are 3 different paths, made up of multiple scenes, in each game. [Show this by pointing out the 
3 paths: ABC, AFG, BDE.] These paths are different parts or components of the game that they will 
work on. [If they have already worked on parts of their game such as the Welcome (blue green) or 
Credits (red) components, indicate those examples]. 

� How We Did It � 

The 60 minutes of writing time was spread out across 3-4 sessions and divided by components (i.e., story paths) to allow  
time for programming the corresponding part of their game on the computer. Program leaders should modify writing time 
based on the pace of their students. 

� How We Did It � 

So that we could have students start programming their game as soon as possible, we had them start with two parts of their 

game – the Welcome and Credits scenes– that did not depend on knowing all the specifics of their story. 
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• Each oval represents a button on the scene on top of it. Remind them how the colors correspond. 
These buttons represent the decisions that the game player has to make to continue through different 
paths of the story. 

3) Use the diagram to review how the game will work: 

a) The first thing a player of your game should see is the Welcome scene. 

b) To start the game, the player will click on a button that leads them to the first scene (A). There should 
also be a button that leads to the “Credits” scene. 

c) Players will be able to select whichever button they want. Each button which will take them to a 
different scene, a different path, and eventually to a different ending.  

 

Instructions 5 minutes 

1) Tell students that they will start by writing the 1st Story Path - scenes A, B and C with the buttons or decisions 
that would lead a player down that path of the story. 

2) Review the entire 1st Story Path (Scenes A, B, C) on diagram as follows: 

• For example, on scene A the player will start the game and have a choice of two paths to choose. Note 
the wording: “The next thing,” “Then.” 

• After you write the 1st Story Path, you will write paths that stem off of other buttons with decisions. 
[Show button off of A that leads to new path]. 

3) Note that we want them to follow this diagram, and write the story paths in parts, but that later they can add 
more scenes if they get everything done and want to do that instead of adding something else to their game. 

4) Show one of the 18” x 24” Design Sheets (see page 13). Explain that each pair will get one and it is the same 
as the Story Path Diagram but blown up so there is space to write their story for each scene and the decisions 
for the characters next to the button graphics. 

5) Refer to the enlarged poster version of the Design Sheet with an example story written in. Have a student read 
out loud through a couple of the paths with different endings. 

6) As the student reads parts of the story, refer the group back and forth from the Story Path Diagram Poster to 
the Design Sheet as necessary to help them make the link between the two. Ask them questions (e.g., which 
button on Scene B leads to Scene D) to check for understanding. 

 

Write Story Paths 60 minutes 

1) Tell students it is now time for them to write their own story for their game based on the ideas they 
brainstormed.  

2) Explain that one of the partners can be the “scribe” or “recorder” and they can trade roles during the activity, but 
both partners must contribute to the story for the game. 

3) Suggest that pairs get out the Story Idea Brainstorm sheet from their binder and use the idea that they decided 
upon to decide about places, characters and things that will happen. 

4) Ask for and answer any questions. 

5) Hand out pencils and one 18x24” Design Sheet to each pair. 

6) Tell students to begin writing the 1st Story Path and to continue through the other paths if they finish that one. 

7) When they are finished, have them read it over a couple of times to make sure it makes sense. They should 
also have an adult check it over. Have students make edits if necessary. 

 



 

 

 

STORY PATH SHEET 

      ________________________________________ 
 

 

 

 

 

 

 

 

      ________________________________________ 
 

 

 

 

 

 

 

 

      _______________________________________ 
 
 

 

 

 

 

 

 

 

       ______________________________________ 

 

 

 

 

 

  

 

 

      _________________________________________ 
 

 

 

 

 

 

 

  

      _______________________________________ 

 

 

 

 

 

 

 

WELCOME SCENE: 
 

NAME OF GAME 
 
_________________________________________________________ 
 

GAME INSTRUCTIONS  TEXT 

 

 

 

 

CREDITS SCENE:  

 

      _______________________________________ 
 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

A 

F 

E 

D 

C 

B 

G 

DESIGN SHEET 
* Enlarge on ~18x24 sheet * 
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Game ConstructionGame ConstructionGame ConstructionGame Construction    

 

Purpose:  In these activities, the students were provided with the IT hardware and software, and the adult 
assistance necessary to successfully complete a digital game.  
 
Time required: Approximately 24 hours.  
 
Materials:  

• How to Fix Things that Don’t Work poster 

• How to Create New Things poster 

• Pair Programming poster  

• 12 Steps poster  

• Game Ideas poster (chart paper with different 
ideas for game)  

• Tech agenda 

• Timer 

• Earphones (1 per student) 

• Pencils (1 per student) 

• Game Construction & Design binders (1 per pair) 

• Specification Sheets (in binders) 

• Instructor computer, LCD, projection screen 

• Computers (1 per pair) 
 

Key Points 5 minutes each session 

Instruction will depend on your own program structure and focus. Below are things to include in each game 
construction lesson plan to support independent problem-solving, pair programming, and the completion of their 
game. Each day, before starting work on their games, review the following with the students: 

• Acknowledge and congratulate students on where they are in the completion of game construction. Refer to 
12 Steps poster. 

• Promote independent problem-solving by referring students to problem-solving steps on poster and 
flowcharts. The poster is available in our Independent Problem Solving Guide at 
http://programservices.etr.org/gcgweb/ Click on Tools for Teachers, and the Problem Solving tab. 

• Remind students of their roles as pair programmers. Use a timer as necessary to ensure equal times in 
each role. For more information and resources on Pair Programming, see the Overview and Lesson plans 
at http://programservices.etr.org/gcgweb/. Click on Tools for Teachers, and the Pair Programming tab. 

• Encourage students to add new things to their games if they are finished with the requirements. They can 
refer to the Game Ideas poster, or look at what other pairs are doing. 

• Give students direction on what they are expected to work on (i.e., requirements) for that session. Remind 
them that they will have time to add additional things to their game after completing the requirements. 

 

 

 

 

 

 

 
 
 
 

� How We Did It � 

Facilitators taught students a small set of software skills at the beginning of each session and students practiced these 
skills immediately following instruction. Skill practice also took place within the context of game construction. 

Specification Sheets for each story path were provided to help students track their progress, including essential elements 
need to make their game to work, targeted dates for completing requirements and reminders of optional elements they can 
add to their game (see example on page 16; it uses language from Flash MX software). Adult facilitators helped students 
pace their game construction so they were able to finish the game within the allotted time. 

Tech Agendas were projected on overhead screen to guide students’ work. Below is an example of a typical Agenda: 
1) Open latest dated game file from pair folder 
2) Save as in your folder with your names (or game name) & date 
3) Finish requirements for 5 scenes in addition to Welcome & Credits 
4) Work on Requirements for remaining scenes 
5) Switch pair programming roles every 15 minutes 
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Computer Time 30-60 minutes each session 

As students work, adults should check in with them and coach them as necessary to do the following: 

• Have Game Design and Construction binders accessible. 

• Use resources to solve problems (e.g., books, peers). 

• Perform pair programming roles and responsibilities as driver and navigator. 

• Work on their requirements before starting on additions to their game. 

• Pace their game construction time so they are able to finish the program with a working project.  

 

� How We Did It � 

To help students work more independently from adults, we created instructional materials called Flowcharts. Each Flowchart 
provides visual, step by step instruction on how to create a part of their game using the Flash MX software. For example, there is 
a Flowchart on how to insert clip art, and one on how to do frame-by-frame animation. Nineteen different flowcharts can be 
downloaded from our website http://programservices.etr.org/gcgweb Click on Tools for Teachers, then click the Game Design 

tab.  
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Example of a Specification Sheet 
 

STORY PATH #2 – SCENES F & G 

 

Each of your SCENES F & G should have the following: 
 

1st do: 
• Add 2 New Scenes to your game file and name them “Scene F” or “F” and “Scene G” or “G” 

• Add “stop”ActionScript to each scene so it doesn’t “flicker” and jump back and forth to each scene before clicking 

on a button. 

And then… 

• Create a Layer for each part of the scene (text, buttons, ‘stop’ ActionScript, etc.) Each layer should have a 

descriptive name. For example: “text,” “button,”etc. 

• Type the “Story” text from what you wrote for each scene on your story path sheets.  

• Add 1or more Buttons (depending on the scene) to lead to the correct next scene (see your Story Path Diagram). 

• Add “goto” ActionScript programming to buttons so that when a player clicks them, they lead to the correct scene of 

your game (see your Story Path Diagram).  
 

 

Assignment Requirements by 11/30/04 
 

 

OPTIONAL 
 

 
New Scene 

 

 
“stop” 

ActionScript 

 
“Story” 

Text 

 
Button/s 

 
“goto” 

ActionScript 
(on button/s) 

 

 
Button 

text 

 
Sound 

on 
button/s 

 
Drawing/s 

 
Clipart 

 
Frame by 

Frame 
Animation/s 

 

F 
         

 

G 
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Playtesting Playtesting Playtesting Playtesting and and and and Debugging GamesDebugging GamesDebugging GamesDebugging Games 

 
Purpose:  The purpose of this activity is to guide participants through the process of testing and fixing the mistakes 
in their game (a.k.a. “debugging”). At the end of this process, participants should have a game that plays smoothly 
with good story continuity and with no “bugs” or “glitches.” 
 
Time required: 30 minutes 
 
Materials:  

• Fix those Bugs activity sheet (1 per pair) 

• List of Playtesting Buddies on chart paper 

• Activity steps on chart paper 

• Game Design & Construction binders (1 per pair) 
 

• Ground Rules poster 

• Computers (1 per pair) 

• Pencils (1 per student) 
 
 

Instructions <5 minutes 

1) Give each pair a pencil and a Find those Bugs activity sheet (see page 18). 

2) Explain that in this activity they will debug each others’ games with assigned Playtesting Buddies. Then they 
will fix the identified “bugs” and/or possibly add things that were suggested by their Buddies. 

3) Remind them that their games look great the way they are, that you are impressed and others will be too. 

4) Post and review abbreviated version of the following activity steps: 

a) Play through your own game a couple times, taking different paths of the story. Take notes on what 
needs to be fixed on your Bug sheet (grammar, spelling, story flow, programming). 

b) Leave your Bug Sheet at your computer and trade workstations with your Playtesting Buddies and test 
their game in the same way. Write down any “bugs” you find in their game. There is also a space to 
write down any suggestions for improvement and/or to note things that you like in their game. 

c) Return to your workstation to review what your Buddies wrote. Ask for clarification if needed. Fix or add 
new things to your game and mark off what you fixed on your Bug sheet. 

5) Remind students of the Ground Rules – especially being sensitive and supportive when giving feedback or 
making suggestions. 

 

 

 

 

 

 

 

 

 

Playtest & Debug 25+ minutes 

1) Announce Playtesting Buddies and have students get started. 

2) Assist as needed and guide students to working on additional parts of their game after completing this activity. 

3) Have students put their Bug sheets into their binders.  

� How We Did It � 

A poster of Ground Rules was presented to the students at the first program session. It included typical ground rules used 
in most classrooms (e.g., no put downs, insults or hurtful teasing; arrive on time and stay for the whole session; have fun 
and be creative). Students reviewed the list and agreed to follow them by signing the poster. This poster was up during 
every program session and referred to as necessary to support a safe learning environment. One-third of the way through 
the program, students reviewed the Ground Rules and created additional ones based on their experience in the program. 
Often times these additions were related to pair programming behaviors. See Pair Programming Lesson Plans at 
http://programservices.etr.org/gcgweb, click on Tools for Teachers and the Pair Programming tab----- for a more complete 

description of the Ground Rules Review and Additions Activity. 
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+ 
What do you like (keep in game)? 

 

 

 

 

 

 

 

 

 

 

 

���� 
What might improve the game? 

 

 

 

 

 

 

 

 

 

Names:________________ 
 

 

Find those BUGS! 
 

(actionscripting, grammar, spelling, 

sound, storyline, animation…) 
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Gallery WalkGallery WalkGallery WalkGallery Walk    

 
Purpose:  The purpose of this activity is to promote a learning environment where peer consultation and idea-
sharing is the norm. This activity reinforces the value of peer technical assistance, and affirms participants’ 
expertise and creativity as they showcase their IT project.  
 
Time required: 30 minutes 
 
Materials:  

• List of student groups 

• Ground Rules poster (specific to class) 

• Blank chart paper sheets 

• Large index cards (1 per student) 

• Small colored markers (1 per student) 

• Tape (1 roll per group) 

• Feedback Forms (optional) 

• Computers (1 per pair) 
 

Introduction <5 minutes 

1) Explain to students that they are going to participate in an activity called “Gallery Walk.” Explain that the name 
“gallery walk” comes from visiting museums and art galleries, where people walk around to look at different 
exhibits and pieces of art. Tell students that this activity is going to be similar to visiting a gallery or museum 
except that instead of looking at art or exhibits, they are going to look at each others’ games.  

2) Emphasize that their games are “works-in-progress” and that they should all be proud of their accomplishments 
at any stage of completion. Refer to the Ground Rules poster and remind them to keep them in mind during this 
activity. Finally, express confidence that every single one of them has at least one thing in their project that they 
should be proud of. Be sure to include this step because many students may feel uneasy showing their work. 
Youth often feel like their work isn’t very good and are reluctant to show it for fear of being embarrassed or 
feeling like they are going to be judged or that their work is going to be unfavorably compared to other work by 
their peers.  

3) Explain to students that each programming pair will have a few minutes to showcase their game. Explain that 
after each project is shown, the students looking at the work will give feedback for two minutes.  Explain that 
this feedback needs to contain one or more of the following things: 

• Questions you have about the project being showcased. 

• Things you liked about the projects, suggestions for things that you think would improve the project. 

• Ideas for new things the pair could consider adding to the project.  
 

Generating Questions 5+ minutes 

1) Divide students up into small groups consisting of three sets of pair programming partners. After the students 
have joined their small group, assign them a place where they can work together. 

2) Explain to students that they are going to spend a few minutes brainstorming questions they can pose to pairs 
as they showcase their game. As necessary, require the groups to generate a minimum number of questions in 
the time available for brainstorming in order to help keep them on task. 

3) Remind students to be respectful in their questions (refer to Ground Rules).  

4) Pass out one index card and marker to each student. Tell students to write down any ideas they have for 
questions they might want to ask about the game components they see during the Gallery Walk. Instruct them 
to write in big letters and put only one idea on each card. 

5) Have adult program leaders circulate to assist with the brainstorming process and to make sure that questions 
are constructive. 
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6) If students are having a difficult time coming up with questions, suggest they try to think of questions that they 
would like someone else to ask them about their own game. 

7) Tell students that they have 2-3 minutes to write down their ideas for questions. At the end of those minutes, 
ask them to put their pens down and tape their cards to the cardboard/bulletin board. 

8) Ask for a volunteer to carry the board full of questions to the computer where they are going to showcase 
games. 
 

Showcasing Games 20 minutes 

1) Each small group should visit the workstation of each of its member pairs. At each workstation, one pair does a 
“show and tell” of the component of the game they are showcasing. The show and tell should feature a visual 
walk-through of an appropriate portion of their project. The pair should tell the group what part of the 
component is their favorite as well as what part of the game they are most proud of. Each pair in the group 
should have an equal amount of time to showcase their game. 

2) Adult program leaders should watch the time to make sure that all pairs get close to equal time showcasing 
their game and enforce Ground Rules around respect and “no put downs.” 

3) After each pair shares their game, encourage observers to select questions off of the board and pose them to 
the students who are showcasing their project. 

4) If you are using the optional Feedback Forms (see “Optional” below), have students fill them out after each  
”show and tell.” If time allows, have each observer share aloud something from their form. The completed forms 
should be given to each showcasing pair to refer to when they return to working on their game. 

 
Optional:  The Feedback form (see page 10), which is also used during Story Idea Brainstorm activity,  can be 
used to structure feedback at the discretion of the program leader. If the form is used, briefly orient students to the 

form:  the left hand “+”  column is where they write compliments about the project, the middle “∆” (delta) column is 
where they write suggestions for improvements and the right hand “light bulb” column is where they write ideas they 
have for new things that a pair could do in their game. 
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