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WILMINGTON UNIVERSITY 

COLLEGE OF TECHNOLOGY 

BASIC COURSE INFORMATION 
 

COURSE TITLE:  Game Literacy  

    

COURSE NUMBER:  GMD6000 

 

I. MAJOR INSTRUCTIONAL GOALS 

 

GOAL A:  Understand the landscape of what and aesthetics of what the gaming world consists of 

by examining the current offerings that both paper-based and video games offer. 

Learning Outcomes:  The student will be able to: 

A-1 Examine and research topics of current game titles 

A-2 Perform critical analysis through play and discussions 

A-3 Distinguish between various game genres 

 

 

GOAL B: Gain an appreciation of the history of game creation focused around the video game 

genre. 

Learning Outcomes:  The student will be able to: 

B-1 Identify pervasive trends throughout game history 

B-2 Investigate how various genres affect game play 

B-3 Discuss these games impact on society through history 

 

GOAL C:  Students will develop a foundation for game terms, development techniques, and 

approaches for utilizing and leveraging gamification. 

Learning Outcomes:   The student will be able to: 

C-1 Investigate game mechanics from popular game titles 

C-2 Develop strategies for implementing game mechanics into business and education 

C-3. Analyze the application of those strategies. 

 

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. 

 

 

  
Note: A cooperative and participative learning strategy will be deployed with every expectation that the 

student will contribute heavily, in a self-directed action-learning mode, to this educational experience.  

Students should anticipate that assignments, and this syllabus, will be adjusted to match the pace of the course, 

the class size, and to meet the needs of individual students. 
 

 


