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NSW Syllabus Outcomes and Indicators
English
WS2.9 Drafts, revises, proofreads and publishes well‐structured texts that are more demanding in terms of topic, audience and written language features.
Science and Technology
IC S2.2 Creates and evaluates information products demonstrating an understanding of the needs of particular audiences.
DM S2.8 Develops, implements and evaluates ideas using drawings, models and prototypes at appropriate stages of the design process.
NSW Syllabus for the Australian Curriculum Outcomes

English
EN2‐2A Plans, composes and reviews a range of texts that are more demanding in terms of topic, audience and language
Science and Technology
ST2‐4WS Investigates their questions and predictions by analysing collected data, suggesting explanations for their findings, and communicating and
reflecting on the processes undertaken.
ST2‐15I Describes ways that information solutions are designed and produced, and factors to consider when people use and interact with information
sources and technologies.
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Resources Needed
A4 paper per team
Pens/pencils
Key Ideas
Create a game to get children to learn their times tables faster.

Language
n/a
Assessment Strategies
• Did students incorporate motion capture into their game?
• Did students write an appropriate explanation of their game?
• Did students present an engaging presentation?

Workshop Activities
10 minutes – Introduction Explain to students they will need to create a game that will help year three and four children learn their times tables. Students
will need to design the game, explain and model how It is played and it must involve motion capture. One example of a game could involve a basketball and
a series of hoops, whereby a problem lights up on a screen and the student throws a basketball into the hoop that has the correct answer above it. Each
team needs to create an original idea for their game. Students will present/mime their game to the class at the end of the lesson. Each presentation must
include a diagram of what the screen will look like. A written explanation of the game, how children can earn points and a demonstration of what motion
capture will be included in the game.
30 minutes – Teamwork Students work on creating their motion capture times tables game.
20 minutes – Presentations Teams present their game to the class. Class can offer feedback to the team if the teacher feels it is appropriate.

