
Learning Objectives: 
● Identify and discuss game mechanics and components of familiar arcade games. 
● Design a new arcade game through sketching, developing game rules, and gathering peer 

feedback. 
● Construct a cardboard arcade game using previously designed blueprint, iterating if necessary. 

 
 

Next Generation Science 

MS: ENERGY 

 MS-PS3-4.Plan an investigation to determine the relationships among the energy transferred, the 

type of matter, the mass, and the change in the average kinetic energy of the particles as 

measured by the temperature of the sample. 

MS: ENGINEERING DESIGN 

 MS-ETS1-3. Analyze data from tests to determine similarities and differences among several 

design solutions to identify the best characteristics of each that can be combined into a new 

solution to better meet the criteria for success.MS-ETS1-4. Develop a model to generate data for 

iterative testing and modification of a proposed object, tool, or process such that an optimal 

design can be achieved. 

ISTE NETS - Digital Age Skills 

1. CREATIVITY AND INNOVATION 

Students demonstrate creative thinking, construct knowledge, and develop innovative products 

and processes using technology. 

Apply existing knowledge to generate new ideas, products, or processes 

Create original works as a means of personal or group expression 

2. COMMUNICATION AND COLLABORATION 

http://www.nextgenscience.org/next-generation-science-standards
http://www.nextgenscience.org/msps-e-energy
http://www.nextgenscience.org/msps-e-energy
http://www.iste.org/docs/pdfs/nets-s-standards.pdf?sfvrsn=2


Students use digital media and environments to communicate and work collaboratively, including 

at a distance, to support individual learning and contribute to the learning of others. 

Contribute to project teams to produce original works or solve problems 

3. RESEARCH AND INFORMATION FLUENCY 

Students apply digital tools to gather, evaluate, and use information. 

Plan strategies to guide inquiry 

Locate, organize, analyze, evaluate, synthesize, and ethically use information from a variety of sources and 

media 

Evaluate and select information sources and digital tools based on the appropriateness to specific tasks 

Process data and report results 

4. CRITICAL THINKING, PROBLEM SOLVING, AND DECISION MAKING 

Students use critical thinking skills to plan and conduct research, manage projects, solve 

problems, and make informed decisions using appropriate digital tools and resources. 

Identify and define authentic problems and significant questions for investigation 

Plan and manage activities to develop a solution or complete a project 

Collect and analyze data to identify solutions and/or make informed decisions 

 


