
 
 
 
 
 
 
 

Component 4: 	To introduce map-based text adventures.  
What we will know after this sequence: 

• Pupils can map out an existing text adventure.  
• Pupils can contrast a map-based game with a sequential 

story-based game.  
• Pupils will understand the different elements of both and 

how they help gameplay  
Vocabulary: 
Map out, existing, text adventure, elements, story-based game, 
contrast, sequential, gameplay 

How will this feed into my 
next learning: 
Pupils will use their knowledge 
of creating and debugging 
games to review a game 
created by their peers 
SEN:  Visual word mat with 
newly learnt vocabulary. Extra 
support when explaining the 
brief and task. Discussion to 
ensure full understanding.   

Component 5: To code a map-
based text adventure with an 
MND theme 
What we will know after this 
sequence: 
• Pupils can create their own 
text-based adventure based 
upon a map.  
• Pupils can use coding concepts 
of functions, two-way selection 
(if/else statements) and 
repetition in conjunction with 
one another to code their game.  
• Pupils can make logical 
attempts to debug their code 

when it does not work correctly.  
Vocabulary: 
Text-based adventure, functions, two-way selection, repetition, 
conjunction, code, debug 
How will this feed into my next learning: 
SEN:  Visual word mat with newly learnt vocabulary. Extra support 
when explaining the brief and task. Discussion to ensure full 
understanding. 
 
 

Component 3:  To complete a story-based adventure.  
What we will know after this sequence:  

• Pupils will complete their game 
• Pupils will test and debug their game using their plan from 

the last component 
• Pupils will be able to use the full functionality of 2Create a 

Story Adventure mode 
Vocabulary:  
Test, debug, functionality, adventure, create, mode 
How will this feed into my next learning: 
Pupils will look at map-based text adventures and how they compare 
to story-based games 
SEN:  Visual word mat with newly learnt  
vocabulary. Extra support when explaining the  
brief and task. Discussion to ensure full  
understanding. 

Component 2:  To begin creating a 
Midsummer Night’s Dream theme 
story-based adventure 
What we will know after this 
sequence:  
• Pupils will be able to use their 
knowledge of characters and 
situations from MND to create an 
engaging and exciting story 
• Pupils will recognise that there 
are different parts to a game 
• Pupils will be able to logically 

split their adventure-game design into sections to 
begin to create it 

• Pupils will use their chosen sections to add to the 
excitement and suspense of their game 

Vocabulary:  
Test, debug, functionality, adventure, create, mode, split 
How will this feed into my next learning: 
SEN:  Visual word mat with newly learnt   
vocabulary. Extra support when explaining the  
brief and task. Discussion to ensure full  
understanding. 
 
 

Component 1: Looking at text adventures – planning our own story-based adventure 
We should know: That there are different forms of computer games.  That computer 
games have different age ranges and audiences.  That most computer games have a 
theme. 
What we will know after this sequence: 

• Pupils will be able to describe what a text adventure is and give examples  
• Pupils will be able to name the key features of a text adventure. 
• Pupils will have mapped out their own story-based adventure. 
• Pupils will be able to use 2Connect to record their ideas 
Vocabulary:  
Text adventure, story adventure, map out, 2Connect, record, computer game, target 
audience  
How will this feed into my next learning: 

Pupils will begin to create their game on 2Create a Story using their plan from this component 
SEN:  Visual word mat with newly learnt vocabulary. Extra support when explaining the brief and task 
 

Final Outcome: Pupils will play each other’s 
adventures and write a review of the game that 

they played. 
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