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WILMINGTON UNIVERSITY 

COLLEGE OF TECHNOLOGY 

BASIC COURSE INFORMATION 
 

COURSE TITLE: Game Development Co-op II 

COURSE NUMBER: GMD 442 

 

All courses are open to students from all colleges. Only where a course is preceded by an 

introduction course is there a need to observe a prerequisite. However, students might benefit 

from prior knowledge on some of the courses, and this is given as the content found in your 

course catalogue by course code. 

 

I. MAJOR INSTRUCTIONAL GOALS  

 

During this course, students should improve their understanding of: 

 

GOAL #1: Create a body of work that includes documentation, walkthroughs, and 

playable demos of the students work to a degree of comparable entry level positions. 

Learning Outcomes - The student will: 

A. Have a portfolio of template examples complete with documentation, and 

sample levels, and demonstration materials based on course work. 

B. Be comfortable presenting their ideas and approaches to game development. 

C. Be able to represent themselves professionally among their peers.  

 

GOAL #2: Demonstrate personal skills in self-management and problem solving. 

Learning Outcomes - The student will: 

A. Develop strategies for managing multiple timelines and deadlines. 

B. Be able to work on several projects simultaneously. 

C. Develop and employ creative and innovative ways to solve problems during 

development of their templates and portfolio. 

D. Be able to implement one or more common design patterns as a foundation for 

further study. 

 

GOAL #3: Apply Ethical principles required of Game Design and Development 

professionals. 

Learning Outcomes - The student will: 

A. Be able to define terms and concepts within the game industry. 

B. Manage team and individual issues that arise during the course in an ethical 

way. 

C. Be familiar with their roles and responsibilities within their teams. 

 

GOAL #4: Investigate the current state of the industry and be able to demonstrate 

that understanding through research. 

Learning Outcomes - The student will: 
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A. Be able to research the game industry to determine where jobs are available 

and what the current requirements are for finding a job within their area of 

interest and industry. 

B. Understand the current state of the industry. 

 

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. 

 

III. ASSIGNMENTS: 

 

Students participating in this Co-op course will have assignments given to them by other 

students, the client, or the instructor in order to have a “real-world” experience in game 

development. In optimal experiences, they will be working towards a prototype or 

“proof-of-concept” for a game, simulation, or virtual training product.  This course is a 

continuation of GMD 441, and students will further develop the prototype from GMD 

441 in this course.  A focus around polishing the project to completion, meeting client 

expectations and delivering a product will be the end result. The goal is to give the 

students at least two semesters of continuous development time to work with an outside 

client on a focused project. All of the project concepts covered in the face-to-face course 

of GMD 405 will be inherent in the Co-op. 

 

 

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. 

 


