
7‑Year‑Old Crafts a 3D Game on iPad: Coding, Geometry & Creative Storytelling / Subject Explorer / LearningCorner.co

February 11, 2026 - Page 1 of 2

Core Skills Analysis

Computing

The student opened the Struckd 3D game creator on the iPad and selected a pre‑made template. They
followed the step‑by‑step instructions to place objects, set behaviours, and test the game, which taught
them basic programming concepts such as sequencing, loops, and conditionals. By manipulating the
interface, they learned how to give commands to a digital environment and debug simple errors when
the game didn't work as expected. This activity also introduced them to digital safety by using a
supervised app and understanding where their creations are stored.

Mathematics

While arranging 3D objects, the student measured distances, compared sizes, and rotated shapes along
different axes, reinforcing their understanding of spatial relationships and geometry. They counted the
number of items they added to the scene and used simple addition to keep track of total elements,
applying early number sense. The step‑by‑step guide required them to follow numeric instructions (e.g.,
"add three platforms"), which strengthened their ability to interpret and apply quantitative information.
They also explored symmetry by mirroring objects, supporting early concepts of reflection and
proportion.

Art & Design

The child chose colours, textures, and visual styles for characters and backgrounds, experimenting with
digital colour mixing and design composition. By customizing the look of the game world, they practiced
creating aesthetically balanced scenes and learned about contrast, harmony, and focal points. The
activity encouraged them to think like a designer, deciding where to place objects for visual impact,
which nurtured their creative decision‑making. They also documented their design choices in the app's
notes, reinforcing reflective practice.

English (Language Arts)

Following the template’s written guide, the student read and interpreted step‑by‑step instructions,
improving reading comprehension and sequencing skills. They wrote short descriptions for the game’s
characters and objectives, practicing concise narrative writing and vocabulary development. By
explaining their game to family members, they practiced oral language skills, using appropriate
terminology such as "spawn point" and "collision." The activity also encouraged them to reflect on what
worked well and what could be changed, fostering metacognitive language.

Tips

To deepen the learning, try having the child redesign the game using a new theme, which promotes
transfer of skills across contexts. Incorporate a math journal where they record measurements, counts,
and any calculations used during game building. Pair the activity with a simple paper‑prototype version
of the game to explore physical versus digital design. Finally, host a mini‑playtest session where peers
give feedback, encouraging social communication and iterative improvement.

Book Recommendations

Hello Ruby: Adventures in Coding by Linda Liukas: A storybook that introduces young readers to
basic programming ideas through Ruby's imaginative adventures.
The Fantastic Flying Books of Mr. Morris Lessmore by William Joyce: A beautifully illustrated tale
that blends storytelling with visual design, inspiring creativity in young creators.

https://www.amazon.com/gp/search?ie=UTF8&tag=subjectexplor-20&linkCode=ur2&linkId=2fa44c89b3daf562c349b7ad4db64bd4&camp=1789&creative=9325&index=books&keywords=Hello+Ruby%3A+Adventures+in+Coding
https://www.amazon.com/gp/search?ie=UTF8&tag=subjectexplor-20&linkCode=ur2&linkId=2fa44c89b3daf562c349b7ad4db64bd4&camp=1789&creative=9325&index=books&keywords=The+Fantastic+Flying+Books+of+Mr.+Morris+Lessmore


7‑Year‑Old Crafts a 3D Game on iPad: Coding, Geometry & Creative Storytelling / Subject Explorer / LearningCorner.co

February 11, 2026 - Page 2 of 2

Maths Quest: A Journey Through Space by Michael Gove (illustrated by Richard Jones): An
engaging adventure that uses space and 3‑D imagery to practice measurement, geometry, and
problem‑solving.

Learning Standards

Computing – National Curriculum (Key Stage 1): Use logical reasoning, understand simple
algorithms, and program basic sequences (NC1 Computing 1.1, 1.2).
Mathematics – Geometry: Recognise, describe, and draw 3‑D shapes; use position and direction
language (NC1 Maths 1.2, 1.3).
Mathematics – Number: Apply counting and simple addition to manage object totals (NC1 Maths
1.1).
Art & Design – Explore colour, form, and texture; create and evaluate 3‑D designs (NC1 Art &
Design 1.1, 1.2).
English – Reading: Follow multi‑step instructions; develop comprehension of technical language
(NC1 English 1.1).
English – Writing: Produce short descriptive texts using appropriate vocabulary (NC1 English 1.3).

Try This Next

Worksheet: Draw a 2‑D blueprint of the game level before building it digitally, labeling coordinates
and object counts.
Quiz: Create 5 multiple‑choice questions about sequencing (e.g., "What comes first: add a
platform or set the player start?")
Writing Prompt: Describe the game's hero in 5 sentences, focusing on character traits and the
quest goal.
Experiment: Build the same level using LEGO bricks to compare physical and virtual spatial
reasoning.

https://www.amazon.com/gp/search?ie=UTF8&tag=subjectexplor-20&linkCode=ur2&linkId=2fa44c89b3daf562c349b7ad4db64bd4&camp=1789&creative=9325&index=books&keywords=Maths+Quest%3A+A+Journey+Through+Space

