
Name: Class:

Date Learning Objective(s) Achievement
J or K or L

LO: Learn how to create a world

and control a character using Kodu
9/5/13

8A4 JDR

16/5/13

23/5/13

Game development

Game Testing and Modification

wWW…

EBI…



 Task 1:E
nvironm

ent

O
bjectives:G

o over the skills you learned in the last session by creating
land w

ith texture, add w
ater, trees, rocks, etc.

To D
o C

hecklist:
q

 G
o to E

m
pty W

orld.

q
 C

reate a landm
ass w

ith:

·
A

t least tw
o types of m

aterials

·
C

reate rolling hills, m
ountains (w

ith a w
hite peak), and valleys

q
 M

ake an island or tw
o off the coast of your land

q
 A

dd w
ater as either a river, lake, ocean or all of the above ( rem

em
ber

w
ater needs to be on land!)

q
 C

reate a m
agical forest som

ew
here in your landscape (Y

ou can define
m

agical in any w
ay you w

ant. There are num
ber of objects to choose

from
: trees, rocks, stars, coins,etc.)

Extension/C
hallenge Level

A
fter you have created your w

orld, see if you can find w
here to

change the m
ood and tone of the gam

e. S
pecifically, try

changing som
e of the settings. Investigate the follow

ing
settings and note how

 they change the m
eaning of your w

orld:

q
 W

ave height

q
 S

ky

q
 Lighting

q
 B

reeze

H
ow

 do adjustm
ents to the setting change the feeling of your

w
orld? H

IN
T: S

panner!

Task 2:
O

bject B
ehaviour and P

aths

O
bjectives:

To D
o C

heck List:

q
 C

reate a character that the user controls w
ith the controller.

q
 C

reate a second character that has autom
ated m

ovem
ent.

q
 C

reate a path on w
hich a third character m

oves.

q
 C

reate an object that does som
ething either w

hen it is
bum

ped, sees or told to do som
ething using the controller

or w
hen it is program

m
ed to do som

ething autom
atically

through a D
O

 statem
ent.

                Learn how
 to add different types of

B
ehaviours to objects &

 paths in a G
am

e environm
ent


