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Course Description

Course Standards
CITATION(S)

Chapter 13, Lesson 1
Chapter 14, Activity 1

Chapter 13, Lessons 2 - 4
Chapter 14, Activity 2

Throughout the course

N/A (Teacher discretion)

15.0  Create a working game or simulation as part of a team. The student 
will be able to:
15.01 Create a storyboard describing the essential elements, plot, flow, and 
functions of the game/simulation.

http://www.fldoe.org/core/fileparse.php/19869/urlt/8208300-2021.rtf

CompuScholar, Inc.
Alignment to Florida "Game & Simulation Design"  Course Standards

Game & Simulation Design (2020-2021)
8208120
1

Florida Course Details:

CompuScholar Course Details:

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.  

Note 1: Citation(s) listed may represent a subset of the instances where objectives are met throughout the 
course.

Note 2: Citation(s) for a "Lesson" refer to the "Lesson Text" elements and associated "Activities" within the
course, unless otherwise noted. The "Instructional Video" components are supplements designed to introduce
or re-enforce the main lesson concepts, and the Lesson Text contains full details.

Unity Game Programming
978-0-9887070-7-8
2019

15.02 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.

15.04 Present the game or simulation.

15.03 Using a simple game development tool, create a game or simulation.
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CITATION(S)

Chapter 13
Chapter 14, Activities 1 - 2

Chapter 25, Lesson 2

CITATION(S)

Suppl. Chapter 2, Lesson 1

N/A

Throughout the course

CITATION(S)

N/A

N/A

Chapter 13, Lesson 2

CITATION(S)

Chapters 13, 14, 25

Chapter 25, Lesson 1

Chapter 13, Lesson 1
Chapter 14, Activity 1

CITATION(S)

Chapter 13, Lesson 3

Chapter 13, Lesson 3

Chapter 13, Lesson 3

17.03 Define and use the necessary vocabulary related to gaming and the 
different genres.

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

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

18.02 Compare and contrast the top selling video games in terms of player 
interaction, plot complexity, and reward.

18.01 Analyze and deconstruct game environments and interactions.

17.01 Research, compare and categorize the different gaming genres.

17.0  Categorize the different gaming genres. The student will be able to:

17.02 Analyze examples of different gaming genres.

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

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

20.0  Understand the general principles of storytelling for game design. The 
student will be able to:
20.01 Identify the essential elements of a story.

20.02 Describe how creative writing is used as a game design tool.

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

19.02 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.

19.01 Describe the design process from conception to production.

16.0  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:
16.01 Use industry standard game design production documents to create a 
game design production plan.
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CITATION(S)

N/A

N/A

N/A

CITATION(S)

Chapters 13, 14

Chapters 13, 14

Chapter 13, Lesson 3

N/A

Chapter 13, Lesson 1
Chapter 14, Activity 1

CITATION(S)

Chapter 21, Lesson 1

N/A

N/A

N/A

N/A

Chapter 13, Lessons 1 - 3

Chapter 13, Lessons 2 - 3

CITATION(S)

Chapter 13, Lesson 3

23.06 Analyze design elements that maintain player interest and vary the 
degree of challenge.
23.07 Discuss the need for a balance of design elements for the purpose of 
rewarding and frustrating players.

24.01 Identify techniques of introducing the story plot and beginning play.

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

23.01 Describe the use of artificial intelligence challenges in game design and 
the need for giving the player rest time between challenges.

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

22.02 Define the rules of play and multi-player options.

22.03 Define strategic positioning of game immersion dynamics and 
psychological effect.
22.04 Describe how game layout charts are used in game design.

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

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

23.04 Discuss the principles of player-centric design.

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

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

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

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

21.03 Create character backstory and profile.

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

21.01 Research and identify common character archetypes used in computer 
games.
21.02 Design character prototypes to physically match archetype.

www.CompuScholar.com/florida Page 3 of 4



Copyright, CompuScholar, Inc.

N/A

N/A

CITATION(S)

N/A

N/A

N/A

CITATION(S)

N/A

N/A

N/A

N/A

CITATION(S)

N/A

N/A27.02 Review and discuss industry methods of communicating how inventory 
items can have an effect on game play.

27.0  Understand the use of inventory systems in game design. The student 
will be able to:
27.01 Discuss the various methods of describing items in player’s inventory 
in contemporary game design.

26.0  Describe player challenge rule creation elements. The student will be 
able to:
26.01 Research common design methods for clearing obstacles or series of 
obstacles.
26.02 Describe common design elements introducing skill, luck and 
combinations including escalating challenges to games.
26.03 Identify common design elements used to vary weapons, characters 
and tools.
26.04 Discuss the incorporation of risk reward and adaptive challenges (AI).

25.0  Assess common principles and procedures in game flow design. The 
student will be able to:
25.01 Assess missions and scenarios game flow techniques.

25.02 Describe common use of mission design and campaigns.

25.03 Evaluate usage of static versus dynamic campaigns.

24.02 Describe story plot development techniques for the middle of play in 
game design.
24.03 Analyze and discuss planning techniques for climax and finale of 
games.
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