
PRIVATE INSTRUCTOR PAGES  /  EXERCISE 02

How a Game Builds a World Around
You
Use the broad explanation and focused answers after the child checks the reading.

USE AFTER THE SOURCE CHECK Tick the ideas you can find. Drawings and own words count.

01 Human rules and repeatable choices

What to look for in your child's explanation

□ People make the rules and art for a generated world.
□ A seed, location, and the same game setup can remake a place that has not
changed.
□ The seed is an input, not a stored map.

THE LEARNER MIGHT WRITE OR DRAW
“People make the rules and pieces. The
seed and address go into the same
system so it can make the place again.”

WHERE TO CHECK Passage 1, 1.1-1.6; Passage 2, 2.1-2.7

□ Clear □ Partly there □ Missing □ Needs correction

02 Structured and playable terrain

What to look for in your child's explanation

□ Separate random heights can make spiky ground.
□ Nearby places with related values make smoother land.
□ Rules keep trees, roads, and starting places usable.

THE LEARNER MIGHT WRITE OR DRAW
“Random heights jump everywhere.
Related values make hills, and limits
keep paths connected and trees off
steep slopes.”

WHERE TO CHECK Passage 3, 3.1-3.7

□ Clear □ Partly there □ Missing □ Needs correction

03 Active chunks, saved changes, finite world

What to look for in your child's explanation

□ The game keeps nearby land active and does less work on faraway land.
□ It can remake unchanged land but needs to save player changes.
□ The world can feel huge, but it is not endless.

THE LEARNER MIGHT WRITE OR DRAW
“The game works on nearby squares. It
can rebuild an unchanged square, but it
saves what the player changed. The
world still has limits.”

WHERE TO CHECK Passage 4, 4.1-4.7

□ Clear □ Partly there □ Missing □ Needs correction
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PRIVATE ANSWER KEY  /  EXERCISE 02

Answers to the three questions
After your child's source check, use the key for each question they answered. Own words count.

QUESTION 1

How can a seed, a location, and a compatible generator make the same untouched
place return?

A clear answer includes

The seed and coordinates enter the same compatible rules and settings, producing repeatable values that terrain rules
interpret. The seed is an input, not a map. A different seed usually changes the value, while a different version or rules
may also change the result.

WHERE TO CHECK Passage 2, 2.1-2.7

QUESTION 2

Why does independent randomness damage a landscape, and how do noise and
constraints repair it?

A clear answer includes

Unrelated nearby heights jump into spikes or static. Noise relates nearby values and can be layered at different scales.
Thresholds, assets, and constraints turn values into recognizable terrain and prevent impossible, blocked, overlapping,
disconnected, or unsafe results.

WHERE TO CHECK Passage 3, 3.1-3.7

QUESTION 3

How can chunks manage nearby land, distant regions, and changes made by the
player?

A clear answer includes

Nearby chunks can remain active and detailed while distant regions simplify, unload, or wait. Compatible generator inputs
may reproduce untouched terrain, but changed state may need permanent storage. Chunking can also manage a
hand-built world, so it is not the same as procedural generation.

WHERE TO CHECK Passage 4, 4.1-4.7
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