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Computer Game Programming 
 

Course Description: Ever wonder how simple games on the Internet are developed? You will 
learn how to create these games using Clickteam Fusion 2.5 . The class will teach you the 
tricks and techniques that you will need to create simple 2D games all the way to more 
advanced arcade type games.  

 
 

Learning Targets 
 
Domain:  AP1: Students will recognize and define computational problems using 
algorithms and programming.  
Priority Standard:  AP1.a.1.e: Construct and execute algorithms (sets of step-by-step 
instructions), which include sequencing, and simple loops to accomplish a task, both 
independently and collaboratively, with or without a computing device. 

● Learn the origins of Boolean logic - students answer how computers make logical 
decisions (binary code) logic gates 

● Describe logic gate (AND,OR,NOT,XOR) 
● Explain how a logic gate is a building block of a digital circuit. 

 
Domain:  CS1: Students will communicate about computing systems. 
Priority Standard:  CS1.a.2.e: Use appropriate terminology in naming and describing the 
function of common computing devices and components (e.g., desktop computer, laptop 
computer, tablet device, monitor, keyboard, mouse, printer). 
 
Priority Standard:  CS1.b.1.e: Identify the components of a computer system and what the 
basic functions are (e.g., hard drive, and memory) as well as external features and their uses 
(e.g., printers, scanners, external hard drives, and cloud storage). 
 
Priority Standard:  CS1.b.2.i: Model how a computer system works. [Clarification: Only 
includes basic elements of a computer system, such as input, output, processor, sensors, and 
storage].  
 
Domain:   CS4: Students will create and modify computer games. 
Priority Standard:  CS4.a Modify and create computational artifacts. 

 



 
 

 

● CS4.a.1.m: Extend or modify existing programs to add simple features and 
behaviors using different forms of inputs and outputs (e.g., inputs such as sensors, 
mouse clicks, data sets; outputs such as text, graphics, sounds). 

Domain:  What is a Video Game 
Priority Standard:  Learn the differences between game genres. 

● Explain characteristics which make each genre different from others 
● Describe arcade games, puzzle games, role play games, strategy games, 

management games, adventure games, first-person, third person, sport games, 
racing games, simulators 

 
Priority Standard:  Understand elements required for a game to work well 

● Explain goal or purpose 
● Explain why player decision affects game 

 
Priority Standard:  Think of ideas for a new game using the elements discussed 

● Describe balance when it comes to gaming 
● Describe rewards in gaming 
● Explain the flow of a game 
● Explain a plot/story line 

 
Domain:  Understand what sprites in games are. 
Priority Standard:  Define a sprite 

● Give examples of multiple sprites 
● Explain the importance of sprites 

 
Priority Standard:  Improve the quality of sprites 

● Explain why colors are important with the design of sprites 
● Explain why shapes are important to the design of sprites 

 
 

These standards and learning targets will be reported on at the end of each grading period.  If 
you have questions regarding any standards or learning target, please contact the building 
principal. 

 

 

 

 


