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2019 – 2020
Florida Department of Education
Curriculum Framework 

Program Title:	Game/Simulation/Animation Programming
Program Type:	Career Preparatory 
Career Cluster:	Information Technology

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
15-1151
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
15-1199
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)

Academic Alignment Table




















2019 – 2020
Florida Department of Education
Student Performance Standards

Course Title:	Game & Simulation Design
Course Number:	8208120
Course Credit:	1

Course Description:

This course covers fundamental principles of designing a game or a simulation application, rules and strategies of play, conditional branching, design and development constraints, use of sound and animation, design tools, and implementation issues.  The content includes market research, product design documentation, storyboarding, proposal development, and presentation of a project report.  Emphasis is placed on the techniques needed to develop well-documented, structured game or simulation programs.  Extensive use is made of evaluating and analyzing existing games or simulations. 

Hands-on activities using an entry-level game development tool should be integrated into the curriculum.  Regardless of topic sequencing, the culminating activity is the creation and presentation of a playable game with design documentation.

Game/Simulation Project 

Instruction relating to the standards in this section should be interspersed throughout the entire course with the other standards taught progressively in the context of game design and development. 

Abbreviations: 
FS-M/LA = Florida Standards for Math/Language Arts
NGSSS-Sci = Next Generation Sunshine State Standards for Science

CTE Standards and Benchmarks
FS-M/LA
NGSSS-Sci
Create a working game or simulation as part of a team.  ̶   The student will be able to:

SC.912.N.1.1
	Create a storyboard describing the essential elements, plot, flow, and functions of the game/simulation.

MAFS.912.G-MG.1.3

	Create a design specification document to include interface and delivery choices, rules of play, navigation functionality, scoring, media choices, start and end of play, special features, and development team credits.



	Using a simple game development tool, create a game or simulation.


SC.912.N.3.5
	Present the game or simulation.


SC.912.N.3.5
	Create a game design production plan that describes the game play, outcomes, controls, interface and artistic style of a video game.  ̶   The student will be able to:



	Use industry standard game design production documents to create a game design production plan.


SC.912.N.1.1
	Categorize the different gaming genres.  ̶   The student will be able to:



	Research, compare and categorize the different gaming genres.


SC.912.L.15.4
	Analyze examples of different gaming genres.


SC.912.L.15.6
	Define and use the necessary vocabulary related to gaming and the different genres.



	Identify popular games and identify commonality between them.  ̶   The student will be able to:



	Analyze and deconstruct game environments and interactions.


SC.912.N.1.1
	Compare and contrast the top selling video games in terms of player interaction, plot complexity, and reward.



	Categorize gameplay elements by player type. (Killer, talker, explorer and achiever).



	Understand the general procedure and requirements of game design.  ̶   The student will be able to:



	Describe the design process from conception to production.



	Explain the iterative nature of game design through the different stages of design iterations including pre-alpha, alpha, beta, release candidate, going gold and support.



	Develop design plans, for example, character sketches, documentation and storyboards for proposed games.



	Understand the general principles of storytelling for game design.  ̶   The student will be able to:


SC.912.N.1.7
	Identify the essential elements of a story.


SC.912.N.1.1
	Describe how creative writing is used as a game design tool.



	Compare and contrast methods of delivering a story in a game.



	Understand character archetypes and character design.  ̶   The student will be able to:



	Research and identify common character archetypes used in computer games.



	Design character prototypes to physically match archetype.



	Create character backstory and profile.



	Develop a game design document.  ̶   The student will be able to:



	Create a game strategy overview, character overview, and storyboard overview.



	Define the rules of play and multi-player options.



	Define strategic positioning of game immersion dynamics and psychological effect.

MAFS.912.G-MG.1.3

	Describe how game layout charts are used in game design.



	Understand the use of storyboards in the game design industry with regard to environmental illustrations, level designs, character designs, model sheets and GUI Designs.


SC.912.N.1.1
	Understand the process of creating and designing player choice and other game designer strategy considerations.  ̶   The student will be able to:


SC.912.L.17.15
	Describe the use of artificial intelligence challenges in game design and the need for giving the player rest time between challenges.



	Evaluate the impact of randomness in game design especially as it pertains to pattern recognition.

MAFS.912.S-MD.1.1
MAFS.912.S-MD.1.2

	Identify techniques used in the industry to help the player to navigate.



	Discuss the principles of player-centric design.



	Examine and discuss design elements that encourage continuous active engagement both mental and physical.



	Analyze design elements that maintain player interest and vary the degree of challenge.


SC.912.N.1.1
	Discuss the need for a balance of design elements for the purpose of rewarding and frustrating players.



	Create and design the game flow as it relates to story and plot.  ̶   The student will be able to:



	Identify techniques of introducing the story plot and beginning play.



	Describe story plot development techniques for the middle of play in game design.



	Analyze and discuss planning techniques for climax and finale of games.



	Assess common principles and procedures in game flow design.  ̶   The student will be able to:



	Assess missions and scenarios game flow techniques.



	Describe common use of mission design and campaigns.



	Evaluate usage of static versus dynamic campaigns.



	Describe player challenge rule creation elements.  ̶   The student will be able to:



	Research common design methods for clearing obstacles or series of obstacles.


SC.912.N.1.1
	Describe common design elements introducing skill, luck and combinations including escalating challenges to games.



	Identify common design elements used to vary weapons, characters and tools.



	Discuss the incorporation of risk reward and adaptive challenges (AI).



	Understand the use of inventory systems in game design.  ̶   The student will be able to:



	Discuss the various methods of describing items in player’s inventory in contemporary game design.



	Review and discuss industry methods of communicating how inventory items can have an effect on game play.






