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1. Components

The components are introduced and mounted on the circuit board

Various components such as transistors, diodes, resistors etc and their function are introduced by means of a multi-media presentation. Course participants learn how to differentiate between components which look similar and the correct position to mount them on the circuit board.

2. Soldering

Learning to use a soldering iron and soldering the circuit board together.

What makes a good soldering iron? How do you solder correctly and avoid so-called cold soldering joints? These questions will be answered for absolute beginners so that all kitsets can be successfully soldered. The games can begin!

3. Casing

The course participants make a casing for their game.
By using a strip of Teflon the soldering iron becomes a film sealing device and each of the course participants can create an individual casing for their game. Further art and craft materials encourage the use of colour and glue in the casing design.

4. Program Intro

Designing a game-intro is used as an introduction to programming skills

The course participants learn how the game code can be opened in a Basic Compiler. With two simple commands the audio and animation of the intro-sequence can be changed. The code is then uploaded into the game.

5. Programming

Programming skills are extended
In this unit the basic commands of the computer language are covered. Sample files illustrate how an entire game can be programmed independently.

6. Game ideas

Storyboards of new game ideas are developed and discussed

After becoming familiar with the technology the question arises what can be done with it. Which attributes could a game character have? What is the aim of the game? What functions do the buttons have? As soon as a game has been developed on paper it is then programmed.

7. Conclusion

The results are presented
Each course participant attempts to complete a project which is of interest to them. Those who find the world of programming too abstract can turn their attention to designing a new intro or working on the casing. The results will be presented collectively, photographed and discussed.
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