
Conclusions:
 The questions in the assignment are clear enough for first 

year computer science students to understand.

 The difficulty of the questions range from easy to 

challenging,

 The assignment is of a standard which can be incorporated 

into a first year programming course.

Aim
 To create a 2D game assignment which students will 

complete by adding in code specified by the assignment 

document and can be used in introduction to programming 

courses to help students learn programming more 

efficiently.

 Assignment document containing the 

questions for the assignment.
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Overview
• Programming is a challenging concept to be learnt and high 

failure rates are common in introduction to programming 

courses, but when assignments are made in a more 

engaging way, students are able to learn programming 

much more effectively.

An example of the PyPiGame assignment Running

Framework

 Code scaffold version of the assignment.

 Assignment memorandum.
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