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BASIC COURSE INFORMATION 

 

COURSE NUMBER: GMD360 

COURSE TITLE:  Indie Survival Practicum 

 

I. MAJOR INSTRUCTIONAL GOALS 

 

At the conclusion of this course, students will be able to navigate through professional 

and social situations necessary to interact, network, and continue professional 

relationships within the context of becoming an independent game developer. 

Goal A:  Develop the necessary skills to participate effectively in a game jam 

Learning Outcomes: 

A-1:  Create toolsets in order to participate in game jams 

A-2:  Develop strategies for team leadership and team performance in game jams 

A-3:  Understand and meet deadlines for individuals as well as the team during a 

 game jam 

Goal B:  Preparation for development plan and strategies as an Indie Game Developer 

Learning Outcomes:  

B-1:  Develop a self-marketing strategy through known business materials such as 

 Business Cards, Resumes, and Portfolios 

B-2:  Understand the audience to which the Self-Marketing is targeted, how to 

 approach potential employers, and how to build a lasting conversation with 

 interested parties; also knowing when to bow out. 

B-3:  Communication with the team during professional conferences or networking 

 opportunities, communication throughout a game jam, communication for 

 follow up with potential contacts and employers. 

Goal C: Students will develop strategies around building from the game jam into real  

 products 

Learning Outcomes: 

C-1:  How to determine whether a project is of value and then how to communicate 

 and sell that value for that particular title. 

C-2:  How to leverage contacts and opportunities with examples from game jams and 

 outside-of-school projects. 

C-3:  Determining which outlets are a good fit for your project and what the next 

 steps could be for promoting and distributing your projects. 
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II. CLASS PARTICIPATION 

Students are expected to attend class and participate actively and in a positive way. 

Questions and relevant observations are encouraged and enrich the experience of the 

entire class. 

 

Computers in the classrooms are intended to be used as tools to enhance the students' 

learning experience. Instant messaging, gaming, emailing, and surfing the web are 

distractions to the student, the surrounding students, and the instructor and constitute 

inappropriate behavior. Students are ethically obliged to avoid these and similar 

practices. 

External Storage Requirement: 

Students are required to supply their own external storage (ie. SD card, external hard 

drive, etc.)  See Course Blackboard for instructor’s directive for your course.  Memory 

cards are NOT supplied with cameras and video equipment. 

 


