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Secondary – Career Preparatory
Program Number
8208300
CIP Number
0550041116
Grade Level
9-12, 30, 31
Standard Length
4 credits
Teacher Certification
Refer to the Program Structure section.
CTSO
FBLA
BPA
SOC Codes (all applicable) 
15-1199 – Computer Occupations, All Other
15-1131 – Computer Programmers
CTE Program Resources 
http://www.fldoe.org/academics/career-adult-edu/career-tech-edu/program-resources.stml

Purpose 

This program offers a sequence of courses that provides coherent and rigorous content aligned with challenging academic standards and relevant technical knowledge and skills needed to prepare for further education and careers such as a Game/Simulation Designer, Game Programmer, and Game Software Developer in the Information Technology career cluster; provides technical skill proficiency, and includes competency-based applied learning that contributes to the academic knowledge, higher-order reasoning and problem-solving skills, work attitudes, general employability skills, technical skills, and occupation-specific skills, and knowledge of all aspects of the Information Technology career cluster. 

The content includes but is not limited to practical experiences in game/simulation conceptualization, design, storyboarding, development methodologies, essential programming techniques, and implementation issues.  Specialized programming skills involving advanced mathematical calculations and physics are also integrated into the curriculum.
Additional Information relevant to this Career and Technical Education (CTE) program is provided at the end of this document.



Program Structure

This program is a planned sequence of instruction consisting of three occupational completion points. 

To teach the courses listed below, instructors must hold at least one of the teacher certifications indicated for that course.

The following table illustrates the secondary program structure:

OCP
Course Number
Course Title
Teacher Certification
Length
SOC Code
Level
Graduation Requirement
A
8207310
Digital Information Technology OR
DIT Teacher Certifications
1 credit
15-1199
2
PA

8208110
Game & Simulation Foundations 
BUS ED  1 @2
COMPU SCI  6
COMM ART @7 7G
TV PRO TEC @7 7G
DIGI MEDIA 7G
COMP PROG 7G
1 credit

2
PA

8208120
Game & Simulation Design

1 credit

2
PA
B
8208330
Game & Simulation Programming

1 credit
15-1131
3
VO
C
8208340
Multi-User Game & Simulation Programming

1 credit
15-1131
3
PA
(Graduation Requirement Abbreviations- EQ= Equally Rigorous Science, PA= Practical Arts, EC= Economics, VO= Career and Technical Education)
Standards

Digital Information Technology (8207310) is the first course in this and other programs within the Information Technology Career Cluster.  Standards 01.0 – 14.0 are associated with this course.

After successfully completing this program, the student will be able to perform the following:

	Demonstrate knowledge, skill, and application of information systems to accomplish job objectives and enhance workplace performance.
	Develop an awareness of microprocessors and digital computers.
	Demonstrate an understanding of operating systems.
	Use technology to enhance the effectiveness of communication skills utilizing word processing applications.
	Use technology to enhance communication skills utilizing presentation applications.
	Use technology to enhance the effectiveness of communication utilizing spreadsheet and database applications.
	Use technology to enhance communication skills utilizing electronic mail.
	Investigate individual assessment and job/career exploration and individual career planning that reflect the transition from school to work, lifelong learning, and personal and professional goals.
	Incorporate appropriate leadership and supervision techniques, customer service strategies, and standards of personal ethics to accomplish job objectives and enhance workplace performance.
	Demonstrate competence using computer networks, internet and online databases to facilitate collaborative or individual learning and communication.
	Demonstrate competence in page design applicable to the WWW.
	Develop an awareness of emerging technologies.
	Develop awareness of computer languages and software applications.
	Demonstrate comprehension and communication skills.
	Create a game design production plan that describes the game play, outcomes, controls, interface and artistic style of a video game.
	Use information technology tools.
	Design and create a playable game.

Categorize the different gaming genres.
Categorize different gaming platforms.
Understand the historical significance of electronic and non-electronic games.
Describe the trends in current and future game development.
	Identify the business model commonly used in game development industries. 
	Examine and categorize the significant processes in the production of games.
Understand the core tasks and challenges that face a video game design team.
	Identify legal issues that affect games, developers and players.

Demonstrate the professional level of written and oral communication required in the game development industry.
Investigate career opportunities in the game industry.
Demonstrate an understanding of the vocabulary of the industry for discussing games and play.
	Demonstrate research and information fluency.
	Demonstrate an understanding of the techniques used to evaluate game mechanics, game play, flow, and game design.
	Identify popular games and identify commonality between them.
Understand the general procedure and requirements of game design.
Explore the methods used to create and sustain player immersion.
Become familiar with popular game tools such as DirectX, 3DMax, and different gaming engines.
Demonstrate language arts knowledge and skills.
Demonstrate mathematics knowledge and skills.
Demonstrate science knowledge and skills.
Create a working game or simulation individually or as part of a team.
Describe the game development life cycle.
Identify hardware constraints on video games including processors and I/O devices.
Understand the general principles of storytelling.
Understand character archetypes and character design.
Understand the use of storyboarding in game design.
Develop a game design document or cut.
Understand outlining in game designs.
Explore elements of puzzle design.
Discuss game designer strategy considerations. 
Understand the process of creating and designing player choice.
Create and design the game flow as it relates to story and plot.
Assess common principles and procedures in game flow design.
Describe rule creation elements of player challenge.
Identify tools and software commonly used in game development. 
Understand the technical methodologies for integrating digital media into a game or simulation.
Identify commonly used art and animation production tools in the game design industry.
Understand the general concepts of environmental design.
Describe how environmental design is used in conjunction with game level design.
	Describe pertinent issues facing game designers.

Describe Monte Carlo simulation as it relates to game design.
Understand the use of inventory systems in game design.
	Use information technology tools.

Describe the roles within a game studio.
	Describe the importance of professional ethics and legal responsibilities. 
	Identify functions of information processing.

Test programs.
Plan program design.
Code programs.
Perform program maintenance.
Create and maintain documentation.
Evaluate assigned game programming tasks.
Implement enhanced program structures.
	Demonstrate the importance of health, safety, and environmental management systems in organizations and their importance to organizational performance and regulatory compliance. 

Demonstrate leadership and teamwork skills needed to accomplish team goals and objectives. 
Demonstrate personal money-management concepts, procedures, and strategies.  
	Identify and describe basic network terminology and network security.

Game configuration.
Test programs.
Plan program design.
Create and maintain documentation.
Code programs.
Demonstrate an understanding of operating systems, environments, and platforms. 
Implement enhanced program structures.
Implement multimedia programming.
Develop an understanding of programming techniques and concepts.

