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About the Program  
Computer Service and Support prepares students for careers in the Computer industry. The course 

sequence focuses on duties and tasks performed by professionals in Computer installation and repair 

occupations, as well as pre-employment and employment skills.  

 

Major Concepts/Content: This program is intended to prepare students for computer support 

careers. Students enrolled in this course will gain practical experience in assembling a computer 

system, installing an operating system, troubleshooting computers and peripherals, and using system 

tools and diagnostic software. They will develop skills in computer networking and resource sharing. 

Students explore wireless technologies (e.g., Bluetooth, Wi-Fi) and create and configure a network. 

In addition, students will explore the relationships between internal and external computer 

components. Customer service skills and career plans will be developed. Upon successful completion 

of the course, students may qualify to take the A+ certification exam.  

 

Major Instructional Activities: Students will be trained to use tools, electronic test equipment, and 

software to analyze and solve PC problems. This course provides students with training in procedures 

for optimizing and troubleshooting concepts for computer systems and subsystems. Emphasis is 

placed on technical proficiency, skill-building, and workplace readiness. During the course, students 

will analyze defective equipment, determine corrective measures, and make the equipment 

operational if possible. Students will build a PC as part of the requirements of the course.  

 

Major Evaluative Techniques: Students will demonstrate their knowledge through computer-based 

instruction and examinations, performance tests, hands-on service, and completion of various repair 

projects. Demonstration of performance and professionalism are major components of the student’s 

evaluation.  

 

The table below is a competency list for the Computer Service and Support course. The 

competencies are considered essential and are required of all students. 

 

CTI 401 Gaming Technology 
18 

weeks 
TASKS/COMPETENCIES 

Implement DoDEA’s CTE Course Requirements and Student Expectations 

• 001  Demonstrate DoDEA's Workplace Readiness Skills in course activities. 

• 002  Student will discuss and sign a computer usage agreement.  

• 003 Students will demonstrate appropriate behaviors and safe practices in a computer lab.  

• 004 Identify Internet safety issues and procedures for complying with acceptable use standards. 

Fundamentals of the computer game industry 

• 005  Student will apply STEM to real world gaming scenarios. 
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• 006  Student will explain the history of the gaming technology and it's impact on society. 

• 007 
Identify issues relating to this field of study that affect the individual, society and local and global 
communities. 

• 008 Student will identify the social and ethical impact of the gaming technology. 

• 009 Student will dentify key principals in gaming industry. 

Introduction to Computer Game Design, Game Engines, and Graphical User Interface (GUI)  

• 010 Student will successfully identify computer requirements for game engine software. 

• 011  
Students will identify and differentiate between different types of game engines and the types of 
games created using that engine. 

• 012 
Student will demonstrate proper use of the game engine interfaces and menus to be used in their 
project. 

• 013  Student will create and maintain file structures used throughout the game production process. 

Creating Objects, Materials and Textures-Production 

• 014  Student will create Objects and demonstrate how to appy Materials and Textures. 

• 015 Student will demonstrate how Objects, Materials and Textures interact within the game environment. 

Utilizing Objects, Collisions and Actions 

• 016  Student will create Collisions and Actions and apply them to an Object. 

• 017 Student will explain how Objects, Collisions and Actions interact within the game environment. 

Introducing and Creating Animations and Armatures 

• 018  Student will create Animations using Armatures within the parameters of the game engine. 

• 019 Student will explain how Animations and Armatures interact within the game environment.  

Introducing Sounds and Music 

• 020  Student will learn to insert Sounds and Music in their project. 



2011/2012 DoDEA Course Description and Competencies  

CTI401 – Gaming Technology Semester 1 
18 weeks 

 

 

• 021 Student will explain how Sounds and Music affect their project 

Introduction to Expressions and Variables ** 

• 022 
Student will create Expressions and Variables within the parameters of the game engine to be used in 
their project. 

• 023  Student will demonstrate the use of Expressions and Variables within a computer game. 

• 024  Student will explain how Expressions and Variables interact within the game environment.  

Pre-production for Final Project 

• 025 Student will create a game story to be used as their project. 

• 026  Student will develop characters to be used in their first game. 

• 027 Student will develop storyboard to be used in their first game. 

• 028 Student will develop rules and regulations to be used in their first game. 

• 029 Student will develop the navigation process to be used in their first game. 

• 030 Student will develop world environment to be used in their first game. 

Production for Final Project 

• 031 
Students will create a computer game using all pre-production elements and design features. 
  
  

Post Production for Final Project 

• 032 Student will use peer to peer critique form to identify/recommend changes. 

• 033  Student will modify/address recommendations provided by the peer critique form. 

Introduction to Game Distribution 

• 034 Students will identify their target audience. 

• 035 Students will identify how the game will be distributed. 

• 036 Students will create an advertisement campaign for game distribution.  
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• 037 Students will identify the online gaming market that supports their product. 

     
** 

(Expressions and variables are scripting tools within the game engine that are similar to computer 
programming languages like C-lite and C++.) 

 


