STRANDS AND STANDARDS
GAME DEVELOPMENT FUNDAMENTALS 2
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Course Description

Game Development 2 is an advanced, project-driven course that deepens students’ understanding of the game
development process while reinforcing key STEM concepts. Building on the foundational skills from Game
Development 1, students will apply advanced techniques in game design, scripting, digital asset creation,
animation, and interactive storytelling. The course emphasizes the full Game Development Production
Pipeline—from concept development and prototyping to testing and final deployment, giving students real-
world insight into how games are professionally produced. Students will also enhance their skills in hardware
comprehension, collaborative development, problem-solving, and project management. By the end of the
course, students will have created original, fully functional games that demonstrate both technical proficiency
and creative innovation.

Intended Grade Level 9-12

Units of Credit 0.5

Core Code 35.02.00.00.046

Concurrent Enrollment Core Code | 35.02.00.13.046

Suggested Prerequisites Game Development Fundamentals 1,

Computer Programming 1

Skill Certification Test Number 897

9495 — Unity Certified User

9496 — Unity Certified User Artist
9497 — Unity VR Developer

Skill Certification Cut Score 80% - Pilot

Test Weight 0.5

License Area of Concentration CTE and/or Secondary Education 6-12
Required Endorsement(s)

Endorsement 1 Programming & Software Development

Endorsement 2 Multimedia

Updated: JULY 2025



STRAND 1

Pre-Production: Students will be able to evaluate what the game concept is, why it should be made, and
what resources are required to make it.

Standard 1
Game Concept Development—Students will be able to develop a game concept.
e Create a game proposal - "Game Pitch Document"

Goal - Objective player is trying to achieve in order to reach end of level or end of game

Characters

e protagonist - Player's main character or hero

e antagonist - Primary character that stands against main player character

Environment - Location in which game takes place, features of immediate surroundings

Obstacles - characters and environmental features that stand between the player character and the
goal

Platform - device on which the game will be played--Desktop computer, game console, mobile
phone, etc.

Storyboard Sketch - visual description of actions and events in the game

Market Research - Exploring trends in game sales, find a game similar to the one you are seeking to
develop, understand the target audience and competition, etc.

e Develop a concept with considerations for plan, cost (not a budget, but cost to student and time
outside of class), project hours and scope.
e Understand Game Development Documents and their purpose:

Game Design Document — Outlines core gameplay and mechanics
Game Pitch Document — Presents game ideas to stakeholders
Storyboard — Maps out key scenes visually

Beta Testing Report — Records player feedback for improvements

Standard 2
Pre-Production (Design)—Students will create a Game Design Document (GDD) — Blueprint of the game.
e Create a Storyline (Narrative/story structure)
e Write Dialogue (Barks)
e (Create detailed storyboard
e Design concept of the game
e Select a game engine
e Plan gameplay mechanics
e Put together a comprehensive GDD detailing the game's goals
* Plan level designs, rooms
e Sketch and plan characters



Strand 2

Production: Students will be able to create assets and incorporate them in a game as part of a team (game
designer, programmer, project manager, art director, animation director, & audio designer).

Standard 1
Implement Project Management—Students will implement project management skills in developing a game.
e Understand the concept of iterative development
e Repeated testing and improvement of the game
e C(Create a feature of the game
e Test the game to identify issues
e Make changes and improvements
e Create an analog or digital prototype version of a game
e Workinateam
e Utilize project management skills (review a scaled down version of SCRUM)
e Setting clear goals and deadlines for each phase of development
¢ Time management structure
e Task management (assignment of roles)
e Breaking up projects into smaller tasks
e Look at mobile development S & S
* Review basic project management skills - strong communication, leadership, planning, problem-
solving, and the ability to manage resources, time, and risk effectively, all while maintaining
adaptability and conflict resolution skills.

Standard 2
Aesthetic Game Development Components (Assets) —Students will be able to explain and implement key
aesthetic components of game development:

e Animation

e Sprites or 3D models

e Environment (player view, surroundings, camera, lighting)

e Music and Sound Effects

e User interface/Ul components (eg: inventory, score, health bar, lives, navigation, powerbar, text

indicators, maps, level, sound on/off)

Standard 3
Functional Game Design Components — Students will understand and effectively explain the role of game
design components and its impact on gameplay mechanics.

e Physics (motion, gravity, collision, drag, why it is important, etc.)

e UserInput

e Game Feedback

e Scripting

e Game control



Standard 4
Design Usability and accessibility—Students will implement the design control concepts.
e Create usability in design control (implement the ability for the player to change movements, switching
views, customize controls, visual indicators for sound cues, button remapping, etc.)
e Describe accessibility (describe how game controls will accommodate users with disabilities and / or
refer to what is used to play the game: touch screen, adaptive controller, motion control)
e Understand immersion (feeling part of the game, emotions)

Standard 5
Interface Elements—Students will implement classifications of interface elements.
e Understand diegetic elements (skins, weapons, overlays, dashboard of car)
e Understand non-diegetic elements (HUD (Heads-Up Display), life meter, action bar, stats)
e Understand spatial elements (racing lines, directional arrows, floating texts, tool tips)
e Understand meta elements (color filters, subtitles, environmental effects)



STRAND 3

Post- Production—Students will implement marketing strategies, engage in game testing, and release the
game.

Standard 1

Beta Testing & Reporting —Students will beta test games.
e Implement beta testing
e Receive feedback from beta testers
e Make needed adjustments

Standard 2
Marketing—Students will use marketing strategies to successfully advertise their game.
e |dentify target market
e Research different marketing platforms
e Crowdfunding - Raising money for a game by collecting small donations from many supporters
online.
o Affiliate marketing - Earning money by promoting a game and getting a commission for sales
through a referral link.
e Research and choose licensing options
e Understand the role of community management in marketing
e Interact with players and build long-term engagement.
e Develop advertisements using at least two different mediums (online, social media, print)
e Social Media Ads — Engage potential players through online platforms.
e Influencer Sponsorship — Promote the game through content creators and streamers.
e Game Trailers — Showcase gameplay and features to attract interest.
e Press Kit — Marketing materials nicely packaged and sent to game journalists.
e Understand different sales (monetization) strategies
e Freemium — Free to download, but in-app purchases are available.
Upfront Purchase — One-time payment to access the full game.
e Subscription Model — Recurring payments for continued access.
e Ad-supported Model — Free but generates revenue through advertisements.

Standard 3
Game Release—Students will publish/release game(s).
e Research intellectual properties
e Explain piracy and copyright — Legal protection for original creative works, including games.
e Fair Use - A rule that lets people use small parts of copyrighted work without permission for things
like teaching, reviews, or news.
e Public Domain - Creative works that are no longer under copyright protection and can be freely
used by anyone.
e Creative commons - A licensing system where creators allow others to use their work under specific
conditions.
e Digital Rights Management (DRM) — Software tools that prevent unauthorized copying or use of a
game.
e Intellectual Property (IP) — Unique ideas, characters, and designs protected by law.
e Piracy — lllegal downloading, copying, or distribution of a game.
e DMCA (Digital Millennium Copyright Act) — Law that allows copyright owners to request the
removal of pirated content.
e Understand the process of publishing a game to your platform



Standard 4
Game Maintenance—Students will provide for maintenance of the game.
e Develop strategies for post release content, bug fixes, and updates.

Performance Skills
e Design and create functional and aesthetic game assets.
e Perform tasks including project management and testing early versions of video games.

e \Work as a team to develop a playable game using the Game Development Production Pipeline.

e Use marketing strategies to promote the game.
e Develop strategies for post release content, bug fixes, and updates

Workplace Skills
e Communication
* Problem Solving
e Teamwork
e Critical Thinking
e Dependability
e Accountability
e Legal Requirements/Expectations

Skill Certification Test Points & Questions by Strand

Number of Test POINTS by Strand

TestN Test #
est Name est 1 ’ 3 a

7 15 9 0 Total

Number of QUESTIONS by Strand

Game Development 897
Fundamentals 2 1 2 3 4

Total

Points | Questions

5 11 ] 6 0 31
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