Table 1:  BSMS Program Schedule
 
           Indicate academic calendar type: __X_Semester ___Quarter      ___ Trimester              ___Other (describe)

           Label each term in sequence, consistent with the institution’s academic calendar (e.g., Fall  1, Spring  1, Fall  2)

           Copy/expand the table as needed to show additional terms
	Term: Fall 1
	Check course classification (s)
	 
	Term: Spring 1
	 (Check course classification (s)

	Course Number & Title
	CR
	LAS
	Maj
	New
	Prerequisite(s)
	 
	Course Number & Title
	CR
	LAS
	Maj
	New
	Prerequisite(s)

	IGME-105 Game Development and Algorithmic Problem Solving I
	4
	4
	 
	
	None
	 
	IGME-106 Game Development and Algorithmic Problem Solving II
	4
	4
	 
	
	IGME-105

	IGME-110 Introduction to Interactive Media (WI)
	3
	 
	3
	
	None 
	 
	IGME-119 2D and 3D Animation & Asset Production 
	3
	 
	3
	
	IGME-110

	First Year Seminar
	3
	3
	 
	X
	 
	 
	ARTS AND SCIENCES PERSPECTIVES (1)
	3
	3
	 
	
	 

	Writing Seminar
	3 
	3
	 
	
	 
	 
	PHYS-111 College Physics I
	4
	4
	 
	
	Competency in ALG/TRIG/GEO 

	MATH-131 Discrete Mathematics 
	4 
	4
	 
	
	 MATH-101 or equiv.
	 
	MATH-185 Mathematics of Graphical Simulation I
	3
	3
	 
	X
	MATH-101 or equiv. 

	Term credit total:
	17
	14
	3
	                                                   
	 
	Term credit total:
	17
	14
	3
	 

	Term: Fall 2
	Check course classification (s)
	 
	Term: Spring 2
	(Check course classification (s)

	Course Number & Title
	CR
	LAS
	Maj
	New
	Prerequisite(s)
	 
	Course Number & Title
	CR
	LAS
	Maj
	New
	Prerequisite(s)

	IGME-202 Interactive Media Development 
	3
	 
	3
	
	(IGME-102 or IGME-106) AND IGME-110 AND MATH-131 
	 
	IGME-220 Game Design & Development I
	3
	 
	3
	
	IGME-202 

	IGME-219 Advanced Animation and Asset Production
	3
	 
	3
	
	IGME-119 
	 
	IGME-209 Data Structures & Algorithms for Games & Simulation I 
	3
	 
	3
	
	IGME-202, PHYS-111, AND MATH-185 

	IGME-236 Interaction, Immersion, & the Media Interface
	3
	 
	3
	
	(IGME-102 OR IGME-106) AND IGME-110 
	 
	IGME-230 Website Design & Implementation 
	3
	 
	3
	
	(IGME-102 OR IGME-106) AND IGME-110 

	ARTS AND SCIENCES PERSPECTIVES (2)
	3
	3
	 
	 
	 
	 
	ARTS AND SCIENCES PERSPECTIVES (3) 
	3
	3
	 
	
	 

	MATH-186 Mathematics of Graphical Simulation II
	3
	3
	 
	X
	MATH-185 
	 
	ARTS AND SCIENCES PERSPECTIVES (4) 
	3
	3
	 
	
	 

	Term credit total:
	15
	6
	9
	 
	 
	Term credit total:
	15
	6
	12
	 


	Term: Fall 3
	Check course classification (s)
	 
	Term: Spring 3
	Check course classification (s)

	Course Number & Title
	CR
	LAS
	Maj
	New
	Prerequisite(s)
	 
	Course Number & Title
	CR
	LAS
	Maj
	New
	Prerequisite(s)

	IGME-320 Game Design & Development II
	3
	 
	3
	
	IGME-220 
	 
	IGME-330 Rich Media Web Application Development I 
	3
	 
	3
	
	IGME-202 AND IGME-230 

	IGME-309 Data Structures and Algorithms for Games and Simulation II
	3
	 
	3
	
	IGME-209 AND MATH-186 
	 
	UGRAD IGM/GDD ADVANCED ELECTIVE (1)
	3
	 
	3
	
	 

	ARTS AND SCIENCES PERSPECTIVES (5)
	3
	3
	 
	
	 
	 
	FREE ELECTIVE (1)
	3
	 
	 
	
	 

	ARTS AND SCIENCES CONCENTRATION (1) 
	3
	3
	 
	 
	 
	 
	FREE ELECTIVE (2) 
	3
	 
	 
	
	 

	UNIVERSITY ARTS AND SCIENCES ELECTIVE (1)
	3
	3
	 
	 
	 
	 
	ARTS AND SCIENCES CONCENTRATION (2)
	3 
	3
	 
	
	 

	Term credit total:
	15
	9
	6
	 
	 
	Term credit total:
	15 
	3
	6
	 

	Term: Fall 4
	Check course classification (s)
	 
	Term: Spring 4
	Check course classification (s)

	Course Number & Title
	CR
	LAS
	Maj
	New
	Prerequisite(s)
	 
	Course Number & Title
	CR
	LAS
	Maj
	New
	Prerequisite(s)

	IGME-601 Game Development Processes
	3
	 
	3
	X
	 Matriculation in Program
	 
	IGME-695 Colloquium in GD&D 
	1
	 
	1
	X
	 Matriculation in Program

	IGME-602 Game Design
	3
	 
	3
	X
	 Matriculation in Program
	 
	FREE ELECTIVE (3) 
	3
	 
	 
	
	 

	IGME-603 Gameplay and Prototyping
	3
	 
	3
	X
	 Matriculation in Program
	 
	FREE ELECTIVE (4)
	3
	 
	 
	 
	 

	IGME-695 Colloquium in GD&D 
	1
	 
	1
	
	 Matriculation in Program
	 
	FREE ELECTIVE (5)
	3
	 
	 
	 
	 

	ARTS AND SCIENCES CONCENTRATION (3) 
	3
	3
	 
	
	 
	 
	UNIVERSITY ARTS AND SCIENCES ELECTIVE (3) 
	3
	3 
	 
	 
	 

	UNIVERSITY ARTS AND SCIENCES ELECTIVE (2)
	3
	3
	 
	 
	 
	 
	UNIVERSITY ARTS AND SCIENCES ELECTIVE (4)
	3
	3
	 
	
	 

	Term credit total:
	16 
	6
	10
	 
	 
	Term credit total:
	16
	6 
	1
	 

	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	


	Term: Fall 5
	Check course classification (s)
	 
	Term: Spring 5
	Check course classification (s)

	Course Number & Title
	CR
	LAS
	Maj
	New
	Prerequisite(s)
	 
	Course Number & Title
	CR
	LAS
	Maj
	New
	Prerequisite(s)

	GRAD IGM/GDD ADVANCED ELECTIVE (1)
	3
	 
	3
	
	
	 
	GRAD IGM/GDD ADVANCED ELECTIVE (4)
	3
	 
	3
	
	

	GRAD IGM/GDD ADVANCED ELECTIVE (2)
	3
	 
	3
	
	
	 
	GRAD IGM/GDD ADVANCED ELECTIVE (5)
	3
	 
	3
	
	 

	GRAD IGM/GDD ADVANCED ELECTIVE (3)
	3
	 
	3
	
	 
	 
	IGME-789 Capstone Development 
	3
	 
	3
	
	 IGME-788

	IGME-788 Capstone Design 
	3
	 
	3
	 
	 Permission of Instructor
	 
	
	
	 
	 
	
	 

	IGME-795 Game Industry Themes and Perspectives
	1
	 
	1
	 
	 Matriculation in Program
	 
	
	
	
	 
	
	 

	Term credit total:
	13
	 
	13
	 
	 
	Term credit total:
	9 
	
	9
	 

	Term: Summer 2*
	Check course classification (s)
	 
	Term: Summer 3*
	Check course classification (s)

	Course Number & Title
	CR
	LAS
	Maj
	New
	Prerequisite(s)
	 
	Course Number & Title
	CR
	LAS
	Maj
	New
	Prerequisite(s)

	IGME-499 Undergraduate Co-op 
	0
	 
	
	
	 1st and 2nd year major core complete
	 
	IGME-499 Undergraduate Co-op
	0
	 
	
	
	1st and 2nd year major core complete 

	Term credit total:
	0
	 
	 
	 
	 
	Term credit total:
	0 
	 
	 
	 

	 

	Program Totals:
 
	Credits: 148
	Liberal Arts & Sciences: 64
	Major: 69
	Elective & Other: 15

	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	


Cr:  credits     LAS: liberal arts & sciences      Maj:  major requirement           New:  new course                      Prerequisite(s): list prerequisite(s) for the noted courses          
* NOTE: Cooperative Education consists of two real-world work experiences designed to supplement the educational experience.  The cooperative education requirement consists of two semesters (or summers) of experience taken after the 2nd year.  Acceptable activities should consist of 350 work hours and should be evaluated by a supervising professional associated with the game design and development and/or computing field. Experiences included paid work experiences, unpaid internships, entrepreneurial activities, as well as faculty supervised research and innovation activities.                                                                                                                                                                           
PAGE  
3

