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Meaningful Learning Experiences 

Strategic Commitment ✓ Part of a Careers Hub research programme 

Curriculum Provision ✓ Year 7 Mathematics – Geometry 

Employer Partnerships ✓ Working with an established video games producer 

Reflective Young People ✓ Impact assessment integral to the research programme 

Informed Career Choices ✓ Illustrating the variety of possible career pathways 

 

Year 7 learn the importance of ‘Coordinates’ when programming video games 

 

 

 

 

 

 

 

 

 

 

 

 

 

  

 

 

 

 

 

‘Geometry can often be a difficult topic later in KS3/4 but if the foundations are well learnt then it 

makes further concepts easier to understand.’ That is how teachers at Nova Hreod Academy in 

Swindon explained the importance of giving added meaning to Year 7’s study of Angles, Polygons, 

Symmetry & Reflection and Coordinates. Their ideal outcome for this project was for the students to 

have a ‘solid understanding of the topic alongside being able to visualise/recall its application to real 

life mathematical problems’ and ‘Improved CIA scores (common interim assessments which are topic 

tests)’. Existing topic test for ‘Coordinates’ required students to answer questions including: 

- What are the coordinates on the marked points? 

- Write down the coordinates of A, B, C and D 

- Plot and label the following coordinates on the grid below 

- Plot the position of missing coordinates 

These questions were given a real-life context by partnering with Blueflame Digital, a games 

software development company based in Salisbury that was set up in 1999. In a recorded Q&A 

session, the Director of the company described his current role and career path and explained that 

‘maths is really important for programming’ and that ‘geometry and coordinates are paramount 

when creating a video game – each pixel is referenced from a coordinate system’.  

The students were asked to practice their new skills by designing a new computer game character 

on a coordinates grid – using coloured pixels and their creative imaginations. 

 
Benefits for the Students 

- ‘Y7s will work on these sheets tomorrow in lesson … Great response so far. They're all fascinated 

and excited!’ 

- With many young people attracted by the lure of video games and entrepreneurship, the year 7 

students learned about the director’s career path that involved a passion for programming; self-

taught skills; City & Guilds vocational qualifications and getting employment while also setting 

up his own company as a hobby before he left paid employment.  
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Benefits for the Employer 

With clients including Lego and the BBC, Blueflame Digital specialises ‘…  in applying our 22+ 

years experience to develop games and game based learning. Giving you bigger profits, 

measured impact and higher engagement.’ The firm is described as ‘… friendly and real people, 

we call a spade a spade. We work closely with you to break down and fully understand how we 

can help you to ensure effective results.’  

 

Benefits for the School 

The involvement of an inspiring entrepreneur helped to change a maths topic from academic 

theory and concepts to something real and purposeful. He told the students that, for him, 

programming was ‘… an addictive hobby because your brain starts problem-solving … I love 

meeting people and help people by solving problems with video games.’ He also stressed how 

maths can be a very creative subject area, and explained how his role requires him to be equally 

creative and logical. 

Year 7 students heard from a director with many years 

experience in video games programming. He explained the 

importance of ‘Coordinates’ in his work and students tackled a 

creative challenge requiring them to apply these maths skills. 

 

 


