CIS 5
               Computer Literacy
                                                N. Rose

Lab 14 Cover Sheet
Name:______________________________________     Section ______________________

I am turning in the following:

PART 1 – Office Integration
From Unit M in Microsoft Office XP text: (on floppy disk in Week 14 folder)
·   Investor’s Report form letter
·   First Quarter Review web page. 


PART 2 – Programming

·   New Perspectives “Visual Programming” report screenshot as GIF in Week 14 folder on floppy disk
·   Bonus -- Modified Game Maker clown tutorial in Week 14 folder on floppy disk
	Instructor’s Comments:

Unit M
10 + 10 = 20

NewPersp
=   5

Folder

=   5
Game Maker     = 15 (bonus+ more for each Super Bonus)
	Points Earned   _______

Points Possible 30 (+15+?)


Lab 14 Instructions

PART 1   Microsoft Office 2003 text (NOTE: You will need the files from your Student Disk 2 floppy.)


In Unit M: “Integrating” in Microsoft Office 2003 text, pages 288-305
1. Save Investor’s Report form letter (p.302) on floppy disk in Week 14 folder 
2. Save First Quarter Review web page (p.304) on floppy disk in Week 14 folder

PART 2 -- New Perspectives “Visual Programming” (Steps lesson)

Bonus – Using Game Maker
1. Go to http://www.yoyogames.com/gamemaker/
2. Click the Download link. Register so you can download the program in .exe format
( If you do this in the lab, you must download to your thumb drive and run it from there.

3. Click the Tutorials link and click on Tutorial:Your First Game (zip file, 850 KB). Download this zip file, then right-click on it and extract it. It will become a folder with the tutorial instructions (a PDF file), a subfolder with files for creating a game, and a subfolder with a finished game.
4. Go through the tutorial, at least to the bottom of page 18. (You can skip the part on Alarm Clock and anything that comes after that.) This will teach you the basic elements of the program

5. Using your finished game (or the one that came with the tutorial), modify it in these ways:

a. Re-color your clown and your wall piece 
b. Make some inner walls in your room
c. Put another clown in your room (a twin that will automatically have the same characteristics)
d. Change the scoring so that each click of the clown gets 5 more points instead of 10
e. Super Bonus: Make your 2nd “clown” a different object, with its own properties and its own sprite, including an event for when the 2 clowns collide

f. Super Bonus: Make the game go to a 2nd room when the score reaches 100

( Remember, if you work in the lab, all your files must be on your thumb drive (
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