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Objective: to create a game for entry to the Kodu Kup, which runs from January until the end of May. 

The Kodu Kup is a competition run by Microsoft. Each year they change it slightly. The first year, we focused on creating retro games; the second year wanted a clear 

storyline. 2015 has a focus on creating merchandise that could be sold alongside the game. You may want to guide your class to create a game that goes alongside another 

topic that your pupils are studying in a different subject. Pupils must enter the competition in a group of 3. 

 Activity ideas Resources 

Explore software (independently)  Provide small challenges for them to complete, 
designed to help pupils explore the software e.g. build 
a hill; add some water/lava; score 10 points when you 
eat an apple; make an apple disappear when you touch 
it; make the sky change colour at random points; make 
Kodu move quickly/slowly; make Kodu jump; add 
background music. 

 Work through the help guide to ensure pupils know 
how to create basic lines of code in their game. They 
could also use the Queen of Kodu youtube videos. 

 Kodu challenge cards 

 Access to Kodu (1 PC per child) 

 Queen of Kodu help videos (youtube or accessed through 
VLE) 

 Code Booklet Help Guide 

Plan your game (in groups of 3)  Use Talk4Writing story mapping techniques to create a 
story map to help plan their storyline. They should be 
able to retell the storyline of their game to another 
group just by looking at their story map. 

 Write examples of kode around their story map to 
show what will be happening at certain points of the 
game. 

 Write about their characters. 

 Draw their game world. 

 Create pseudo code: create lines of code using large 
paper and small squares, e.g. yellow squares for When 
statements; orange cards for Do statements. Stick on a 
large sheet. Could create line of code and then reorder 
them. 

 Large sheets of paper and small squares to write code on 
to, e.g. yellow squares for When statements; orange cards 
for Do statements. 

 Mini whiteboards 

 Story planning sheets (main character/baddie/world) 
 Game world design 
 Character development 
 Story planning 

 Game designer ideas notebook 
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Create and test (simultaneously)  Use the game ideas sheet to ensure that they have 
included a range of features in their game. Some pupils 
may focus on ‘easy’ features, whereas others may be 
able to extend their learning and progress to ‘medium’ 
and ‘hard’ skills. 

 Encourage pupils to test their game regularly after each 
new line of code is added. 

 Refer back to planning and the judging criteria (for the 
current year of the Kodu Kup) to ensure the game fits 
the criteria. 

 If pupils have access to the Kodu for Kids book, they 
could develop more complex skills, e.g. screenshots. 

 Skills table (easy/medium/hard) 

 Judging criteria 

 Kodu for Kids 

Merchandising  Pupils plan, design and make at least one example of 
merchandise that could be sold alongside their game, 
e.g. story books about the characters; bookmarks; t-
shirts; Top Trumps; a user-guide 

 Top Trumps template 

 Any resources you have access to for merchandise, e.g. t-
shirts. 

Apprentice/Dragons’ Den Activities 
(optional and dependent on time 
available) 
 

 Some ideas of tasks for groups to participate in include: 
 Create an advert for TV. 
 Plan presentation and present it to a panel of 

judges. 
 Create artwork to go alongside the game. 
 Create a logo for their ‘game studio’. 
 Plan a sequel game. 

 Access to computers 

 Video camera/ipad/tablet for filming 

 

Many of these activities could take place outside of the ICT lesson. You could direct your pupils to create their game based around a book or topic that they are currently 

studying in another subject area. There is no directed timescale for how long should be spent at each stage. The aim is that each group has a completed game that can be 

entered into the Kodu Kup. 

As long as pupils are developing their own individual computing skills, the teacher should not be concerned that pupils are progressing at different speeds. 

Pupils should be encouraged to ‘debug’ their games by solving their problems themselves and investigating their code. 
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