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Alignment to Georgia Programming, Games, Apps, and Society Standards

Georgia Course Details:
Course Title: Programming, Games, Apps, and Society
Primary Career Cluster: CTAE / Information Technology

Course Code(s): 11.47200

Standards Link: https://www.gadoe.org/Curriculum-Instruction-and-
Assessment/CTAE/Documents/Programming-Games-Apps-and-Society.pdf

CompusScholar Course Details:

Course Title: Windows Programming with C#
Course ISBN: 978-0-9887070-0-9

Course Year: 2019

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.

Course Description

Are you ready to design and develop? The course is designed for high school students to strategize, design, and
develop games and mobile and desktop applications that can be produced in the real world. Students will learn
about life-cycles of project development and use models to develop applications. Attention will be placed on
how user interfaces affect the usability and effectiveness of a game or an application. Programming constructs
will be employed which will allow students’ applications to interact with “real world,” stimuli. The course
exposes students to privacy, legality, and security considerations with regards to the software industry.

Course Standards

IT-PGAS-1: Standard: Demonstrate employability skills required by business

and industry. AL

IT-PGAS-1 standards are identical across all CTAE courses and are intended to
be incorporated by the teacher into other lessons as opportunities arise. All
CompuScholar courses contain opportunities for effective communication, Throughout the course
research, problem solving, creative thought, career exploration and
workspace traits, time management and teamwork.
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IT-PGAS-2: Describe the software application life cycle and use a prototype
development model to develop applications.

CITATION(S)

2.1 Understand the software development cycle and the iterative nature of
the software development cycle.

Chapter 18 (Team Project)
Suppl. Chapter 2, Lesson 1

2.2 Understand and use steps to a designing a good software product.

Chapter 18 (Team Project)
Suppl. Chapter 2, Lesson 1

2.3 Use a good prototype development model to write a cellphone
application or a video game.

N/A

2.4 Write easy to read programs by using user-friendly comments and
naming conventions.

Chapter 2, Lesson 3
Chapter 4, Lesson 2

2.5 Test the programs for completeness and accuracy.

Chapter 10, Lesson 4
Chapter 18, Lesson 4

IT-PGAS-3: Design and develop applications using objects.

CITATION(S)

3.1 Understand the fundamental concept of an object and the differences
between primitive data types and objects.

Chapters 4, 12,13

3.2 Design real-life applications with objects interacting with one another.

Chapters 13, 16, 17

3.3 Develop programs with multiple events and objects solving problems.

Chapters 16, 17, 18

IT-PGA-4 Design, develop, and implement accessible and usable interfaces,
and analyze applications for engaging the user.

CITATION(S)

4.1 Identify the components of a user interface.

Chapter 3, Lesson 2
Chapter 6

4.2 List the criteria used to determine the effectiveness of an interface.

N/A

4.3 Design and produce a user interface.

Suppl. Chapter 1, Lesson 6

Chapters 6, 18

4.4 Apply user interface design criteria to critique common user interfaces
(mobile phones, tablets, remote controls, and microwave ovens).

N/A

4.5 Discuss how the design of applications can influence and motivate or
demotivate the user.

N/A

4.6 Write a program that involves the design and development of multiple
programs utilizing the software development practices.

Suppl. Chapter 1, Lesson 6

Chapters 16, 17, 18

4.7 Compare and contrast a collection of software based on usability and
user preference.

N/A

4.8 Test the program for usability.

Chapter 18 (Team Project)
Suppl. Chapter 1, Lesson 6

IT-PGA-5: Use and implement different digital representations of media.

CITATION(S)

5.1 Explain the relative strengths and weaknesses of different
representations of images.

N/A
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5.2 Explain the relative strengths and weaknesses of different

representations of music and sound. N/A
5.3 Use computational thinking practices to manipulate images and sounds N/ A
captured from the real world.

5.4 Write a program to modify an image and sound for use in an application N/ A

or game.

5.5 Research and create tools and techniques to manipulate media at

different levels of abstraction. N/A
IT-PGA-6 Evaluate an application design in terms of meeting privacy needs, CITATION(S)

legal and intellectual property requirements, and security considerations.

6.1 Understand privacy needs in the development of application software.

Chapter 1, Lesson 5

6.2 Explain how security considerations play a part in software development.

Chapter 1, Lesson 6

6.3 Evaluate how intellectual property plays into to the development of
applications.

Chapter 1, Lesson 5

6.4 Research examples of how security and privacy leaks in applications have
affected users and society.

Chapter 1, Lesson 5
Chapter 1, Lesson 6

IT-PGA-7 Develop applications that read real-world data from sensors,
interpret the data, and respond to the real-world stimuli.

CITATION(S)

7.1 Plan how real-world data collection can influence the design decisions.

Suppl. Chapter 1, Lesson 6

7.2 Develop a program that will interpret and react to real-world stimuli.

Suppl. Chapter 1, Lesson 5
Suppl. Chapter 1, Lesson 6

7.3 Use real-world data and use computational thinking practices while
manipulating data.

Suppl. Chapter 1, Lesson 5
Suppl. Chapter 1, Lesson 6

IT-PGA-8 Describe the unique needs for information and communication
technologies for diverse audiences.

CITATION(S)

8.1 Understand the need for designing software that is intuitive and user-
friendly.

Chapter 18 (Team Project)
Suppl. Chapter 1, Lesson 6

8.2 Conduct usability tests that help identify needs of the user based on their

backgrounds, needs, and experiences. N/A
8.3 Identify and analyze software and applications designed for users with
disabilities. N/A
8.4 Analyze appropriate software that will engage students from diverse

. . N/A
backgrounds and with diverse needs.
8.5 Develop criteria and requirements for the development of applications to
reach a certain segment of society. N/A
8.6 Analyze what issues play a part in the development of software outside
the United States for users in developed nations and for users in N/A

underdeveloped nations.
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IT-PGA-9: Explore how related student organizations are integral parts of
career and technology education courses through leadership development,
school and community service projects, entrepreneurship development,
and competitive events.

CITATION(S)

9.1 Explain the goals, mission and objectives of Future Business Leaders of
America.

Suppl. Chapter 2, Lesson 3

9.2 Explore the impact and opportunities a student organization (FBLA) can
develop to bring business and education together in a positive working
relationship through innovative leadership and career development
programs.

Suppl. Chapter 2, Lesson 3

9.3 Explore the local, state, and national opportunities available to students

through participation in related student organization (FBLA) including but not

limited to conferences, competitions, community service, philanthropy, and
other FBLA activities.

Suppl. Chapter 2, Lesson 3

9.4 Explain how participation in career and technology education student
organizations can promote lifelong responsibility for community service and
professional development.

Suppl. Chapter 2, Lesson 3

9.5 Explore the competitive events related to the content of this course and
the required competencies, skills, and knowledge for each related event for
individual, team, and chapter competitions.

Suppl. Chapter 2, Lesson 3
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