
 

 

STEM School Chattanooga 
9th Grade PBL 

Unit Plan Template 

 
 

Unit 2: Gaming  
 

Learning Target Topics 
 
Art I: Synthesize and relate knowledge and personal experiences to 
artistic endeavors.  
 
Algebra I: Recognize, describe and represent linear relationships 
using words, tables, numerical patterns, graphs and equations. 
 
Geometry: Experiment with transformations in the coordinate plane. 
 
English I: Determine meanings of words and phrases. Produce 
writing appropriate to audience, task, and purpose. Use technology to 
produce writing and display information. 
 
Physical World Concepts: Describe how light on a screen is able to 
emit the multitude of colors present in video games.  Use recorded 
frequencies to purposely construct a soundtrack for the video game. 
 
World History: Organize a presentation that both informs and 
persuades while using formal language. Three aspects of the 
presentation will include the game’s innovative features, the story 
line’s background, and a release day reflection.  

 
 
Grade Level 9th Grade Unit Length 6 Weeks  
Unit 
Overview 

The Unit 2 PBL on Gaming will investigate the essential concepts underlying the principles of light, sound, and 
electromagnetic waves.  Along with the study of various types of waves, students will apply creativity and 
critical thinking to collaboratively design and develop an original video game that showcases the best of 
Chattanooga. Within the game and storyboard, students will analyze the use of linear function and 
transformations to create movement.  Students will then market their original video game through a 
promotional video trailer and group presentation, including an original cosplay for one of the characters. 
Students will also analyze the efficiency of the game design through their group marketing presentation and a 
report that both informs and persuades both management and the media on the innovative and creative 
nature of their game. 

Unit 
Essential 
Issue 

 
Problem: Develop and market a new platform for gaming in the future through the creation of an original 
E10+ rated video game that showcases the best of Chattanooga.  
 
https://www.youtube.com/watch?v=c0o6BPYKBiA  
 

Culminating 
Events 

For the Unit 2 PBL, the students will work collaboratively in groups of 3.  Student teams will design and 
develop an original E10+ rated video game using Unity.  Students will also create an instrument to make an 
original soundtrack and an original cosplay costume to go with the game. They will also create a Google Slide 
Presentation with a video trailer to promote and market their game, including an evaluation of the design and 

https://www.youtube.com/watch?v=c0o6BPYKBiA


efficiency of the game explained in their marketing presentation. The top 10 video games from 9-12 grade will 
be featured in the PEF Inaugural Arcade Architects Event and Competition Showcase in May 2019. 
http://www.pefinnovationhub.org/arcadearchitects  
 
Video Game Creation Requirements: 

● Students will use Unity to create their video games - no other video game platforms may be used. 
● Students will be assigned to a computer to use throughout the unit, either in the Commons or Think 

Space room - groups must use the same computer each time since Unity saves to the computer.  
● Video games must be ORIGINAL - no templates may be used.  
● Video game must have an original soundtrack. 

 
Presentations – Week of December 10-14 
The culminating event is a 3-5 minute presentation where students will market their design for their original 
video game, including the marketing presentation slides and their promotional trailer with original game 
footage. The top 10 teams selected by the 9th grade teacher team will participate in the Arcade Architects 
Competition in May. The following items will be turned in as part of the presentation:  

● Video Game Promotional Trailer (for AD) 
● Original Video Game 
● Marketing Presentation Google Slide 
● Storyboard for the Video Game 
● Cosplay Costume and Mask 

 
The following items will be assessed by the appropriate content area teacher: 

● Algebra 1:  Learning Targets will be assessed through a document submitted to Google Classroom.  
● Geometry: Learning Target will be assessed through a document submitted on graph paper with 

accompanying notations. 
● Physical World Concepts: Learning Targets will be assessed through a document submitted through 

Google Classroom.  
● English I: Learning targets will be assessed through the use of marketing and propaganda techniques 

in the Marketing Presentation and the analysis of these elements in the Google Slides, with an 
included Video Game Trailer for AD. 

● Art: Learning Targets will be assessed through the visuals of the character cosplay, the written 
explanation, and the finished costume/mask. 

● History: Learning targets will be assessed through the explanation of the design process and 
marketing strategies in the Marketing Presentation slides and visuals. 

 
 
 

Common 
Assessment 

 
  

STEM PBL Rubric 
 

 
PBL Unit 2 - Gaming 
Student:   _______________________ 
Date:         ____________ 

 

Advanced Proficient Needs Improvement 
Math Components: 
Algebra I 

● Students will justify or improve 
the model of the translation by 
comparing it to the original 
situation. 

 
 

 

● Students will identify variables 
used in provided game 
simulation. 

● Students will create and select 
multiple representations to 
show a translation of a target.  

● Students will analyze the 
steepness of the translation. 

● Students will analyze the result 
in terms of the original given 
situation. 

 

 

Math Components: 
Geometry 

● Students will create a 
composition of transformations 
for at least one frame of the 

● Students will create a 
storyboard for their game.  

● Each frame must include at least 

 

http://www.pefinnovationhub.org/arcadearchitects


Storyboard. The composition 
must be written in function 
notation. 

 

one transformation. 
● Each transformation must be 

written in function notation. 
 

Science Components: 
Physical World 

Concepts  

● Students include recorded 
sounds of instruments made in 
PWC class in the soundtrack. 

● Students can explain the 
behavior of light waves in their 
game using a calculation for red 
light, green light, and blue light. 

● Students will design a musical 
theme and  soundtrack for their 
video game. 

● Students can explain the 
emission of colors by the screen 
necessary to generate colors in 
their video game.  

 

Language Arts 
Components: 
English I 

● Students use literary devices in 
the text, lyrics, or narration of the 
trailer to create a specific mood 
in the intended audience. 

● Students successfully highlight 
the most desirable elements of 
the video game by using 
persuasive techniques and game 
play footage in the trailer. 

● Groups role-play as game 
developers, effectively marketing 
their game to investors using 
elements like company names, 
logos, and experts in the 
marketing presentation. 

● Students analyze why their 
specific persuasive techniques 
and propaganda were chosen to 
market the game to the intended 
audience in the Appendix of the 
Marketing Presentation Slides. 

● Students effectively use a 
persuasive technique, such as 
logos, pathos, or ethos, to create 
a desire in the identified 
audience for the product in the 
Marketing Presentation. 

● Students include propaganda 
techniques and original game 
play video/images to make the 
Marketing Presentation 
interesting and engaging. 

● The group works together as a 
team to market their game 
through effective teamwork and 
presentation skills. 

● Students correctly identify the 
persuasive techniques and 
propaganda used to market the 
game in the Appendix of the 
Marketing Presentation Slides. 

 

Social Studies 
Components: 
World History 

● A clear explanation of why the 
target audience is the ideal 
consumer for the product is 
given in the presentation slides.  

● The marketing presentation is 
informative and creative, plus 
there is a memorable marketing 
element that creates a lasting 
impression.   

● Language creates a marketable 
strategy that builds throughout 
the presentation slides and is 
innovative in delivery. 

 

● The target audience for the 
game and/or gaming platform is 
identified in the slides  and is 
appropriate for the game 
developed. 

● The marketing presentation 
visuals and slides are 
informative and creative.  

● Language creates a marketable 
strategy that is consistent 
throughout the presentation 
slides and visuals. 

 

Art Components: 
Art I 

● Students make a professional 
costume that highlights the major 
visual details of the character.  

● The character also contains a 
written explanation of the role of 
the character in the video game. 

● A well-developed professional 
mask must be part of the 
costume. 

 

● Students sketch the main 
character and scenes in detail 
with the symbols and ideas 
demonstrated through 
accessories and props used by 
the character in the game. 

● Students will draw, color and 
map the process of making 
individual items and/or parts 
for the costume. 

● Students make the costume for 
the body. 

 
 

Minimum 
Requirement 
Components: 
Must be included to 
be graded 
 

Algebra I: 
● All calculations and responses should be completed on the assigned Algebra PBL document. 
● Assignment to be submitted through Google PBL Classroom assignment. 

 
Geometry: 

● Storyboard must include at least three frames for the game. 
● Storyboard must be drawn on graph paper using a coordinate plane. 
● At least one of each transformation; reflection, rotation, and translation must be used. 

 
English I:  

● Marketing Presentation Slides must include at least 1 propaganda technique used in the 
marketing of the video game. 



● Video trailer must be at least 30-60 seconds long and be included in the Marketing Presentation 
Google Slides and whole group presentation. 

● Video trailer must include original poetry/slogan with at least 1 example each of both a 
persuasive technique and figurative language. 

 
Art:  

● The chosen cosplay character must be part of the storyboard for the game. 
● The cosplay character must be a part of the Marketing Presentation. 

 
World History:  

● Presentation slides must include information from the three sections: Innovation, Backstory, and 
Release Day Recap. 

● Presentation must be organized in a way that is both appealing and easy to read.  
● Presentation must contain formal language.  
● Presentation must be submitted through Google Classroom to Mr. Evans. 

 
PWC: 

● Students must have a theme song. 

 
Unit 
Learning 
Targets 
 

Algebra 1:  
● I can interpret functions that arise in the context of a problem or a situation. 

 
Geometry:  

● I can identify and apply transformations used to create movement in a video game. 
● I can use function notation to describe the transformations. 

 
PWC: 

● I can record and edit a soundtrack using instruments with variable frequencies. . 
● I can explain how different color light can be emitted by a screen. 

 
English I: 

● I can determine the meaning of words and phrases as they are used in a text, including figurative, 
connotative, and technical meanings and analyze the cumulative impact of specific word choices on 
meaning and tone.  

● I can produce clear and coherent writing in which the development, organization, and style are 
appropriate to task, purpose, and audience.  

● I can use technology, including the Internet, to produce, publish, and update individual or shared 
writing products, taking advantage of technology’s capacity to link to other information and to display 
information flexibly and dynamically.  

 
Art: 

● Synthesize and relate knowledge and personal experiences to artistic endeavors.  
 
World History: 

● I can present information, findings, and supporting evidence, conveying a clear and distinct 
perspective, such that listeners can follow the line of reasoning, alternative or opposing 
perspectives are addressed, and the organization, development, substance, and style are 
appropriate to purpose, audience, and a range of formal and informal tasks. 

● I can make strategic use of digital media (e.g., textual, graphical, audio, visual, and interactive 
elements) in presentations to enhance understanding of findings, reasoning, and evidence and to 
add interest. 

● I can adapt speech to a variety of contexts and tasks, demonstrating a command of formal English 
when indicated or appropriate. 

Vocabulary  
Math: Algebra I 1. Function 

2. Slope 
3. Coordinate Plane 
4. Linear 

Math: Geometry 1. Rotations 
2. Reflections 



3. Translations 
4. Composite 

Science: Physical World Concepts 1. Frequency 
2. Photons 
3. Light Emission 
4. Transverse 
5. Longitudinal 

Language Arts: English I 1. Persuasive techniques 
2. Tone and Mood 
3. Figurative Language 
4. Word Choice 

Social Studies: World History 1. Marketing 
2. Persuasive Techniques 
3. Formal Language 

Art: Art I  
1. Design Elements & Principles 
2. Composition & Development 

 
 
 

 


