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Main focus of activity: 

 To recognise the major changes in the computer gaming industry from the earliest limitations 

due to the technology available to the current high speed graphics games of today.. 

Learning objectives: 

 To understand the history and evolution of game playing on computers. 

 To begin to design characters or game ideas 

 To evaluate games based on various criteria. 

 
Links to curriculum aims:   
 

 Computing:  design, write and debug programs that accomplish specific goals, including 
controlling or simulating physical systems; solve problems by decomposing them into smaller 
parts 

 Computing:  use sequence, selection, and repetition in programs; work with variables and 

various forms of input and output 

 Computing:  use logical reasoning to explain how some simple algorithms work and to detect 

and correct errors in algorithms and programs 

 Art and design: evaluate and analyse artistic works using the language of art, craft and design. 

 History: understand historical concepts such as continuity and change, cause and consequence, 
similarity, difference and significance, and use them to make connections, draw contrasts, 
analyse trends, frame historically-valid questions and create their own structured accounts, 
including written narratives and analyses. 
 

Activity outline: Discussion and background  

 Use the 14 – Game On! resource page 

 Use the PDF of – 14 – Game On! - History of Computer Games 

 Use the PDF of – 14 – Game On! - History of Computer Gaming 

 

 Look at how the advances in hardware and accessibility of computers in the home led to the 

development of computer games (improved graphics, speed, memory, mobility etc).  

 

Discuss at impact on society of the growing popularity of gaming as a pastime (more time in front of 

screens means less exercise).  

 

Look at the volume of games that are sold and how much money is spent on gaming systems – gaming 

industry now bigger than Film industry! 

 

Discuss gaming habits. Think about safety implications for online gaming. 
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Possible Activities: 

 

Activity 1: Play some ‘old school’ computer games online (use old consoles if available) – there are many websites 

with Flash versions of old computer games from the 80s and 90s.. 

Activity 2: If available have a go at designing a computer game using software such as ‘2DIY’, ‘MissionMaker’, 

‘Alice’ or ‘Scratch’. 

Activity 3:  Write a review of a computer game - rate various elements such as gameplay, graphics, etc. 

Activity 4: Design a computer game character - annotate drawing to explain different choices about the character 

and to give information about the type of game it would be found in.  

Activity 5: Carry out a gaming survey – what do the children play? How long spent gaming? Do they play against 

anyone they don’t know? 

  

Plenary:  

Discuss results of the survey. Do they think they play too much?  

 

Possible Extension/independent or homework learning activity: 

Survey leisure habits of a range of family members across generations in terms of computer/video 

games – can they make any statements based on their findings in terms of who predominantly plays 

games and on what platform? 

 

Resource: 

 

Videos and Web Links: 

 

 The value of the British Games Industry: can be found on this website - 

http://www.mcvuk.com/news/read/revealed-the-real-size-of-the-uk-games-market/091345%5D 

See the breakdown of the £3.266 billion the British Games Industry  

 

Search for Computer game history timelines 
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