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Educational Relevancy  | SYSTEMS THINKING 
GAMESTAR MECHANIC: TEACHER IMPACT GUIDE 
Grade Level: 4-9 | 1-2 Hours    
 
Teacher Prerequisite: Computer, projector (optional), Teacher Guide 
Teacher Materials: Play Gamestar Mechanic, Use Player Impact Guide (optional but recommended) 
Student Materials: Computer (individual or group) 
 
ABOUT GAMESTAR MECHANIC  
Gamestar Mechanic is a robust game-based digital learning experience geared toward 4th to 9th grade 
students. Gamestar teaches the principles of game design and systems thinking in a highly engaging and 
creative environment. This experience allows students to learn about how systems work and how they can 
be changed. Students practice thinking analytically and holistically, experimenting and testing theories, and 
failing in a safe environment. They must also consider others as part of a larger system that they create. 
Gamestar Mechanic lets learners exercise these skills by creating games. Understanding how to construct a 
successful game involves system-based thinking, problem solving, collaboration, art, storytelling, and digital 
media literacy. Additional resources to support instruction can be found at www.gamestarmechanic.com 
 

!

HOW TO USE THIS GUIDE 
Teachers: We have identified an interesting theme in the game – systems thinking. We recommend that you play the game for a minimum 
of 30 minutes and reflect on it as a player first. Then, think about how to incorporate the game and theme into your class. How have you 
experienced this theme? Will students experience it as well? How does it align with how you might normally teach them? Are there other 
important themes present in the game? What kind of impact does your play allow in the larger world? 
 
Teacher Impact Guides have potential lesson plans and classroom activities. Guides may include handouts for in-class student reflection or 
homework.   

 
CLASS ACTIVITY (1-2 Hours) 
 

THEME: 
SYSTEMS 

THINKING 

Systems thinking is a way of seeing and understanding the world and recognizing the various components of a system 
and how interactions result in emergent behaviors. In game design, game space is an integral compenent. Game space 
is the environment in which the play occurs. Decisions about a game’s features -- the use of gravity, scrolling, and 
visual design -- represent ideas that are fundamental to a game designer’s craft. In this activity, students will explore the 
creation of game spaces. We’ve provided a lesson plan to help students think about designing and testing their 
creations. Do you have other lessons you might use? Share them with other teachers and students at 
http://gamesandimpact.org 

PURPOSE To develop two different game designs and explore how the qualities of a game space determine the kinds of activities 
that can take place within a game.!

OBJECTIVE 
Understand how game spaces influence the game experience; encourage students to think systemically; reinforce the 
idea that game spaces are a defining feature of a successful game; exercise creativity; develop an appreciation for the 
role that iteration has in game design; explore the relationship between game space and game mechanics. 
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LESSON PLAN 
 
Have your students play the first quest of Gamestar Mechanic, either in class or on their own. Students should be familiar with the storyline 
of the game.  
 
It is important to frame this activity around the concept of game spaces – ask your students to: 
1) Describe the qualities of the game space in the game(s) they have played in Gamestar Mechanic. 
2) Describe how the design of the space affected how they moved through the game space. 
3) Describe how the game space affected what they chose to do in the space.  
 
Next, select one or two games in the first quest for your class to play again so that you can highlight the different kinds of game spaces that 
are possible. Suggested games for students include Quest 1, Episode 3  - Mission 3, Mission 4, and/or Mission 5. After game play, have the 
class begin by designing a top-down game. Remind them that it is important to use the tools in the introduction screen to orient the player 
to their game space.  
 
Then, have the students create a second level to the game using a platformer space. Recreate the first level in this new space. Note that in 
the top-down perspective, the player controls an avatar seen from above, which can move in all four directions. In the platformer 
perspective, the player controls an avatar jumping from platform to platform. Once students have completed both tasks, give them enough 
time to playtest each other’s games. Allow them to make changes to both levels of their game based on the feedback received.  
 
OUTCOMES 

• Two (2) game designs using space differently in each level.  
• Reflective activity for students.  
• Student presentations of their designed game spaces to the rest of the class. 

 
QUESTIONS FOR TEACHER REFLECTION 

• How can systems thinking help students better understand the interactions they have in the world around them? How can this 
understanding change the way they approach everyday life?  

• How do the students respond to the given constraints of the activity? Do these contraints cause them to reconsider the way they 
think of the system?  

• To what degree are the students engaged in the activity?  
• Do the game spaces that students design reflect an adequate understanding of the role that game space plays in game design? 

 
CLASS DISCUSSION PROMPTS 

• What is the idea behind your game space?  
• How did the concept change from level 1 to level 2?  
• What other parts of the game (the system) did you have to consider in your design?  
• What are the relationships between different components of your design and why are they important to consider? 

 
 
 
 


