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NEW YORK STATE EDUCATION DEPARTMENT

Office of Higher Education—Office of College and University Evaluation

89 Washington Avenue, Albany, NY 12234
	Request to Change or Adapt a Registered Program

	Item
	Response (type in the requested information)

	Institution name and address


	ROCHESTER INSTITUTE OF TECHNOLOGY
1 Lomb Memorial Drive

Rochester, New York 14623
Additional information:

· Specify campus where program is offered, if other than the main campus:



	Identify the program you wish to change       
	Program title: Game Design and Development
Awards: BS/MS in Game Design and Development
Credits:  124 credits for the BS degree, 33 for the MS degree, 9 credits are double counted.
HEGIS code: 0799.00
Program code:  
31321 –Bachelors of Science in Game Design & Development


31050 – Masters of Science in Game Design & Development

	Contact person for this proposal
	Name and title:  Christine M. Licata, Senior Associate Provost
Telephone:585-475-2953



Fax:585-475-4460




E-mail:  cmlnbt@rit.edu


	CEO (or designee) approval 

Signature affirms the institution’s commitment to support the program as revised.
	Name and title:   Jeremy Haefner, Provost and Sr. Vice President for Academic Affairs
Signature and date:


	
	If the program will be registered jointly
 with another institution, provide the following information:

	
	Partner institution’s name:
Name and title of partner institution’s CEO:
Signature of partner institution’s CEO:



1. RIT Program Conversion:  Overview of Proposed Changes
Describe how program faculty used the calendar conversion process as an opportunity to revise and improve the program.
Program Revisions and Improvements

	This program is an accelerated delivery of the BS and MS in Game Design and Development, which saves one semester (9 semester credits) from the delivery of the two programs by counting three graduate elective courses in both programs.  The total number of credits for the combined programs is 148 semester credits.

BS program will count three graduate advanced electives in place of undergraduate advanced electives.

MS program is unchanged from the standard MS program.



Describe how your converted program responds to the RIT Academic Program Profile (see RIT Academic Program Profile: https://www.rit.edu/conversion/media/documents/packet/RIT_Academic_Program_Profile_05-20-2010.pdf .  How have you aligned the appropriate Essential Program Learning Outcomes from this profile into your program?  Please also include these outcomes in your Program Level Assessment Plan required in Section 3 of this form.

 Academic Program Profile

	Please refer to the BS and MS programs in Game Design and Development


NYSED: Please check the appropriate boxes in section A-H and provide other requested information as appropriate.
A. Program Goals, Objectives, Focus and/or Design

Have there been changes to the goals, objectives, focus and /or design of the program? 

	
	No changes

	
	Slight-moderate changes

	X
	Substantive changes (e.g., substantial change in the focus and design of the program; change of 1/3 or more in program outcomes/objectives and accompanying content of the program).


Explain any proposed changes, the rationale for these changes, the impact of changes on the capacity of current faculty to deliver the revised program, impact, if any, on current admissions standards and the expected impact on enrollment projections.  Enrollment Projection changes should be provided by EMCS, as appropriate.

	Creation of the BS/MS option/program.  Approved by Provost as a means to capture the interest of students desiring a combined BS/MS experience in the field of Game Design and Development.  


B.  Program Options or Concentrations (i.e., a specific group of related courses that lead to greater understanding in a field or discipline).
	
	No changes to options or concentrations

	
	Kept current option(s)/concentrations with some revisions

	
	Added an option(s)/concentration(s)

	
	Title of new option(s)/concentration(s)

	
	Eliminated option(s)/concentration(s)


Explain these proposed changes and the rationale for these changes:

	


C.  Program Title

	
	No change in program title

	
	New program title proposed

	
	New program title:

Old program title:



	
	Explain the rationale for any proposed change in program title:



D.  Elimination of a requirement for completion (e.g. requirements to be eliminated might include an internship, clinical, cooperative education or other work-based experience).

	
	No change in requirements

	
	Change made to program completion requirements


Describe any change proposed and the rationale for the change:

	


E.  Change in program award (e.g. BFA to BS, MBA to MS, etc).

	
	No change in program award

	
	Change in program award


Describe any proposed change and the rationale for the change:

	


F. Mode of delivery (e.g. adding distance education format).

	
	No change in mode of delivery

	
	Change in mode of delivery


Describe the change proposed and the rationale for the change:

	


G.  Format Change (a change that alters the program’s financial aid eligibility;e.g. from full-time to part-time, or to an abbreviated or accelerated semester format).

	
	No change in format

	
	Proposed change in format


Describe the proposed change in format and any change in availability of courses, faculty, resources or support services that this proposed format change requires:

	


H.  Discontinuing a Program

	
	No discontinuance

	
	Proposed discontinuance


Indicate the date by which the program will be discontinued and reason for discontinuance action:

	


I.  Dual-Degree Program
a) Complete the following table to identify the existing programs:

	
	Program Title
	Degree Award
	Program Code

	Program 1
	Game Design and Development
	BS
	31321

	Program 2
	Game Design and Development
	MS
	31050


b) Proposed dual-degree program (title and award):

	BS/MS Game Design and Development


c) Courses that will be counted toward both awards:

	Three of the following: IGME 670*, 671*, 680*, 681*, 720, 730, 740, 750, 760, 796, 797
(Note that these are studio courses, and thus exempt from the “20% rule” that applies to graduate programs)


d) Length of time for candidates to complete the proposed program:

	11 semesters (5 ½ years) including required co-operative education experience


e) Use the Sample Program Schedule in   Table 1  to show the sequencing and scheduling of courses in the dual-degree program. 

J.  Creating a new program by merging or consolidating with one or more existing programs and basing the new program entirely on existing courses converted to semester calendar

a)  Provide Current Program Name(s) and Program Code(s)

	


b)  Brief description of proposed program and rationale for converting the existing coursework to a separately registered program.

	


c)  Brief description of the expected impact on existing program(s).
	


d)  Adjustments the institution will make to its current resource allocations to support the newly created program.
	


e)  Statement confirming that the admissions standards, process and evaluation methods are the same as those in the existing program.
	


2. Program Course Mask and Schedule
Table1.doc
Program Course Mask and Schedule

Audience

This document is intended for all department chairs and program directors.

Summary
	Responsible
	Date
	Version
	Short description

	Chris Licata
	6/15/2010
	1
	Document originator

	
	
	
	

	
	
	
	

	
	
	
	

	
	
	
	

	
	
	
	

	
	
	
	



 This document is the table for the program course mask and schedule.
Change Log
Table 1a:  Undergraduate 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 Software Development I
	4
	4
	 
	
	None
	 
	IGME-106 Game Software Development II
	4
	4
	 
	
	IGME-105

	IGME-110 Introduction to Interactive Media (WI)
	3
	 
	3
	
	None 
	 
	IGME-119 3D 2D & 3D Animation and 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-191 Discrete Math for Computing 
	4 
	4
	 
	
	 
	 
	MATH-185 Mathematics of Graphical Simulation I
	3
	3
	 
	X
	MATH-191 

	Wellness Activity
	0 
	 
	 
	
	 
	 
	Wellness Activity
	0
	 
	 
	
	 

	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-201 or IGME-106) AND IGME-110 AND MATH-191 
	 
	IGME-220 Game Design and Development I
	3
	 
	3
	
	IGME-202 

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

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

	IGM/GDD ADVANCED ELECTIVE (2) = 

MS GDD Advanced Elective I **
	3
	 
	3
	
	 
	 
	IGM/GDD ADVANCED ELECTIVE (3) =

MS GDD Advanced Elective II **
	3
	 
	3
	
	 

	FREE ELECTIVE (3)
	3
	 
	 
	
	 
	 
	IGM/GDD ADVANCED ELECTIVE (4) =

MS GDD Advanced Elective III**
	3
	 
	3
	
	 

	FREE ELECTIVE (4) 
	3
	 
	 
	
	 
	 
	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:
	15 
	6
	3
	 
	 
	Term credit total:
	15 
	6 
	6
	 

	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: 124
	Liberal Arts & Sciences: 64
	Major: 45
	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.

** NOTE: For the BS/MS program in Game Design and Development, three MS GDD Advanced Elective courses will be taken from the list of Graduate advanced electives as defined in the MS Game Design and Development proposal.  Those courses will also count as IGM/GDD ADVANCED ELECTIVE courses 2, 3 and 4 in the BS degree.

Table 1b:  Graduate 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 5
	 
	Term: Spring 5

	Course Number & Title
	Credits
	New
	Prerequisite(s)
	 
	Course Number & Title
	Credits
	New
	Prerequisite(s)

	 IGME-601 Game Development Processes
	3
	
	Matriculation In Program
	 
	 MS GDD Advanced Elective IV
	3
	
	As per course

	 IGME-602 Game Design
	3
	
	Matriculation in Program
	 
	 MS GDD Advanced Elective V
	3
	
	As per course

	 IGME-603 Gameplay and Prototyping
	3
	
	Matriculation in Program 
	 
	IGME-788 Capstone Design
	3
	
	As per course

	IGME-695 Colloquium in Game Design & Development 
	1
	
	Matriculation in Program 
	
	IGME-695 Colloquium in Game Design & Development
	1
	
	Matriculation in Program

	Term credit total:
	10
	  
	 
	Term credit total:
	10
	 

	Term: Fall 6
	 
	Term:

	Course Number & Title
	Credits
	New
	Prerequisite(s)
	 
	Course Number & Title
	Credits
	New
	Prerequisite(s)

	 IGME-789 Capstone Development
	3
	
	IGME-788
	
	
	
	
	

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

	Term credit total:
	 4
	 
	 
	Term credit total:
	
	 

	 
Program Totals:
	Credits: 33
Including 9 credits taken in Year 4 of Table 1a.
	For Master’s programs, identify the required comprehensive, culminating element(s) (e.g., thesis), including course number if applicable: IGME-788 CAPSTONE DESIGN AND IGME-789 CAPSTONE DEVELOPMENT
 
 

	
	
	
	
	
	
	
	
	
	


                        

                                    New: indicate if new course               Prerequisite(s):  list prerequisite(s) for the noted course

A sample program of study is presented below:

	Year
	Fall
	Spring
	Summer
	Hours

	1
	Same coursework required for BS degree (same)
	
	34

	2
	Same coursework required for BS degree (same)
	
	30

	3
	Same coursework required for BS degree (same)
	Co-op
	30

	4
	FREE ELECTIVE (3)

FREE ELECTIVE (3)

ARTS AND SCIENCES CONCENTRATION (3)

UNIVERSITY ARTS AND SCIENCES ELECTIVE (3)

OVERLAP

IGM/GDD ADVANCED ELECTIVE / MS GDD Advanced Elective I (3)
(15 cr.)
	FREE ELECTIVE (3)

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

IGM/GDD ADVANCED ELECTIVE / MS GDD Advanced Elective II (3)

IGM/GDD ADVANCED ELECTIVE / MS GDD Advanced Elective II (3)

(15cr.)
	Co-op
	30

	5
	IGME-601 Game Development Processes (3)
IGME-602 Game Design (3)

IGME-603 Gameplay and Prototyping (3)

IGME-695 Colloquium in Game Design & Development (1)
	MS GDD Advanced Elective (3)
MS GDD Advanced Elective (3)

IGME-788 Capstone Design (3)

IGME-695 Colloquium in Game Design & Development (1)
	NOTE: 789 & 795 can be
 taken in 5th year 

summer or in 6th 

year fall depending 

on student planning 

scenarios (6th year

fall shown here)
	20

	6
	IGME-789 Capstone Development (3)
IGME-795 Game Industry Themes and Perspectives (1) 
	Graduated
	
	4

	Total
	157
(124 undergrad)

(33 grad)

(9 double counted

in year 4)


Table 2

Program Course Conversion Table:  Quarter Calendar and Semester Calendar Comparison
Name of Program 
Degree 
	Directions: Use the following legend to show course comparison by year in program in quarter calendar and semester formats.  Use courses as listed in the current (2010-11) bulletin as basis for this table. Display all required program courses and program-specific elective courses. Display General Education course requirements with generic label (not each course) of “Liberal Arts and Sciences “= X Credits.  Clarify how course sequences in the quarter calendar convert to semesters by either bracketing or using some other notation.
Course Conversion Designations 
Semester Equivalent (SE) – Closely corresponds to one quarter course (e.g., a 4 quarter credit hour (qch) course which becomes a 3 semester credit hour (sch) course.) The semester course may develop material in greater depth or length. Identify the number and the title of the quarter course being converted.

Semester Replacement (SR) – A semester course (or courses) taking the place of previous a quarter course(s) by rearranging or combining material from a previous quarter course(s) (e.g. a two semester sequence that replaces a three quarter sequence). List the new semester course or sequence and the old quarter course or sequence it is replacing. For all SR designations, if additional space is needed to describe the distribution of content among courses, use space provided in the last column.

New (N) - No corresponding quarter course(s). 

Course Deleted (D) – No corresponding semester course.


	Year
	QUARTER:  Current Program Courses
	SEMESTER:  Converted Program Courses
	Course Conversion Designation 

	
	Course #
	Course Title
	QCH
	Course  #
	Course Title
	SCH
	Course Conversion Designation

SE, SR, N, D
	Additional comments on content distribution within semester courses

	1


	
	
	
	
	
	
	
	

	2


	
	
	
	
	
	
	
	

	3


	
	
	
	
	
	
	
	

	4


	
	
	
	
	
	
	
	

	5


	
	
	
	
	
	
	
	

	
	
	Total
	
	
	Total
	
	
	


3. Program Level Outcomes Assessment Plan 
See Program Outcomes Assessment Overview and Directions for guidance, required form, and sample plans.
	 FORMCHECKBOX 

	a. Attach updated Program Level Outcomes Assessment Plan which should include how your program meets the RIT Essential Program Outcomes outlined in the RIT Academic Program Profile.

b. Program Assessment Plan should follow one of the formats found at:  
Program Level Outcomes Assessment Plan Blank Form Option 1 
Program Level Outcomes Assessment Plan Blank Form Option 2 
Program Level Outcomes Assessment Plan Blank Form Option 3 


	 FORMCHECKBOX 

	 c.  Complete information requested in Table 3 for Middle States.

(See:  Sample Completed Form for guidance and other information.)


4. RIT Incremental Resources (faculty, space, library holdings, equipment, other)
It is not expected that significant incremental resources will be required to deliver the same program outcomes in a semester format.  If you believe that incremental resources are required, please explain.

	


5. RIT Course Outlines 

Course outlines for all required courses offered by the program and any program-specific electives must be deposited in the course outlines-final PDF module using the proper naming conventions. Use the RIT Course Outline Form.  These course outlines will be reviewed by the curriculum committees.

For guidance on assignment of appropriate credit hour/contact hour designation, please refer to:

http://www.msche.org/documents/Degree-and-Credit-Guidelines-062209-FINAL[1]Dec09.pdf
[image: image2.jpg]



Congratulations!  You are on your way to conversion!  













































July 27, 2010
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