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Course Name :  Fundamentals of Information Technology Course Code  : ITIS101 

Pre Requisite  : FPIT0001-  IT For Foundation Credit Hours  :  3 

Passing Grade :  Depending on the Type of the course belongs 
to the Audit Degree 

Level: Year I (Diploma First Year) 

No. of Theory Hrs: 0 No. of Practical Hrs : 4 

Goal: To provide students with the fundamentals of Information Technology so as to have a better 
understanding of concepts required in various specialization in the field.  

 

Objectives:   
Upon completion of this course, the students should be able to:  

1. Acquire understanding about the importance of Internet Technology, and to be able to 
demonstrate skills that are necessary for the proper management of its security and other 
ethical issues 

2. Understand the importance of the concept of academic integrity and must be able to 
demonstrate this through IT using an anti-plagiarism software in their reports / research papers 

3. Acquire deep understanding of computer number systems and be able to apply this by 
designing logic Circuits.  

4. Develop computational thinking and understanding of the main principles of solving problems 
using computers.  

5. Gain deeper understanding of the concepts of logic formulation and programming by describing 
algorithmic solutions on case studies involving game development.  

Outcomes 
Upon completion of this course, the students should be able to: 

Methodologies 

1. Explain how the Internet and its components function to enable 
communications, including basics of basics of data packets, connection types, 
Internet addressing, domains, browsers and servers, URLs, and navigation 
tools and techniques. 

Practical 

2.  Conduct basic research using resources located in the Internet, understand 
the concepts of search engine techniques, evaluation of results, copyright 
guidelines, and downloading images. 

Practical 

3. Demonstrate effective strategies and techniques for locating, preparing, 
and/or creating Web content, including writing text for websites, word 
processing software, message-driven image content, accessing graphics, and 
Web communication strategies.   

Practical 

4.  Demonstrate the correct use of an anti-plagiarism utility to be able to submit 
reports/research papers that adhere to academic integrity. 

Practical 

5. Demonstrate knowledge of Internet safety practices to combat risks related 
to online social and recreational activities, including cyberbullying, online 
gaming, etc. 

Practical 

6. Demonstrate knowledge of ethical and legal issues related to content found 
in the Internet, including music and videos downloaded from the Internet, and 
guidelines for copyright and fair use.  

Practical 

7. Demonstrate knowledge of security threats to computer systems (including 
common security threats, and viruses vs. malware), and perform 
countermeasures to secure a computer (including antivirus scans, strong 
passwords, and cyber safety techniques for protecting your computer when 
using the Internet).  

Practical 

8. Explain the different representations of number systems used in computing.  Practical 

9. Use data to design logic circuits. Practical 
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10. Explore, analyze and visualize data with Excel.  Practical 
11. Analyze, design and, create problem solving plans.  Practical 
12. Identify principles of gaming, including modern uses for games and various 
game types.  

Practical 

13. Describe the design process and apply it to game development, including 
design process steps, problem-solving, deconstruction of existing games for 
analysis, game creation tools, design criteria and constraints, and storyboard 
creation.  

Practical 

14. Describe programming concepts and apply them to game development, 
including common programming languages and applications for games, 
programming structures (sequential, iteration and loop), algorithm creation, 
pseudocode for modeling program flow, logic errors, Boolean concepts, and 
programming language elements such as variables, events and handlers, 
functions, objects, properties, and methods.  

Practical 

15. Create a basic interactive game program, videos or animations, including 
writing code, testing and evaluating, solving problems, and creating and 
controlling an animated object.  

Practical 

Software & Hardware Tools:  
 
- MS Excel.  
- College e-learning Portal: http://e-learning.hct.edu.om/moodle263/login/index.php.  
- College e-mail: http://www.hct.edu.om/hct/live@edu-hct/index.html.  
- Scratch: https://scratch.mit.edu/educators/.  
- Logic Design Simulator: https://academo.org/demos/logic-gate-simulator/.  
Text Book: [1] Patt, Yale N., Sanjay J. Patel, and J. Patel. Introduction to computing systems: 
from bits and gates to C and beyond, 2004.  
  
[2] Sinha, Pradeep K., and Priti Sinha. Computer Fundamentals. Vol. 4. BPB publications, 2010  
Reference Book:  
1. Support for Office 2001 and 2010. Accessed 06 June 2016. 
http://support.microsoft.com/gp/gp_off_main#tab0 . Accessed 06 June 2016.  
2. White,Ron, How Computers work ( Eighth Edition), Que, 2006.  
3. Sinha, Pradeep K., and Priti Sinha. Computer Fundamentals. Vol. 4. BPB publications, 2010  
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