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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: BACHELOR OF SCIENCE (BS)
Credits:181 Quarter Credits to 124 Semester Credits
HEGIS code: 0799.00
Program code: 31321

	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

	The faculty have used conversion as an opportunity to create cohesion between the various programs that are part of the Interactive Games and Media academic unit, including cohesion between New Media Interactive Development and the Game Design and Development program as well as cohesion between the undergraduate and graduate program offerings.  In addition, conversion has allowed the faculty to realign the program to correspond with changes in industry trends as well as additions to faculty expertise.  The realignment will allow students to have a range of opportunities that span such topic areas as casual games, serious games, mobile games, and experiences that are broader than the games industry.  
The faculty have also used conversion to reexamine elective courses and to provide curricular opportunities supporting exploration, innovation, and directed research.  The result has been a restructuring of courses such that many of the individual courses now better cover concept areas within the advanced elective group and have better synergy with other options within the GCCIS college. 
Although the program is still fairly new (approved for 2007), the faculty have made several changes to program that are intended to provide stronger exposure to the field while simultaneously providing a solid computing foundation.  First, the faculty made further improvements to the introductory sequence to ensure that the semester separation of the first and second course provided an appropriate introduction and reinforcement point for design as well as development concepts.  Second, the 3D animation sequence was expanded to a full year.  The rationale for this decision was to provide increased exposure to the content development pipeline and to place extra focus on the process with respect to the 3D elements, which has of late become a greater concern with our industrial activities board members.  Third, in addition the game design and development core sequence has been expanded to a full year to better develop issues such as gameplay, ideation, brainstorming, pitch presentations, iterative refinement, prototyping, and mechanic development.  Fourth, elective options have been realigned for several key shifts in the industry.  The role of narration has been expanded with courses such as Digital Story and Narration.  Systems options have been increased with offerings such as game engine design and development, artificial intelligence for gameplay, and systems design and development.  Creativity and innovation courses include open source development experiences, physical computing, as well as innovation and invention.  Finally, some courses have been repurposed to support changes in the way the end user perceives game technology, including courses that merge entertainment and simulation, courses that address casual and values-at-play game design and development, as well as courses that extend into alternative controllers.  
In addition to the stated changes, the faculty have also identified two series of courses that would be appropriate for the writing intensive mission.  The courses include the Introduction to Interactive Media Course as well as the Game Design and Development I and II courses.  These courses require the students to perform extensive writing.  The first course requires students analyze and critique the role of media and media systems as both a technology and a medium of expression.  The design and development courses address writing for the presentation of game ideas, mechanics, and implementation specification.



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

	As part of the GCCIS assessment process, all units are examining their program goals and outcomes and are working to improve the process.  The program, due to its multidisciplinary nature, already embodies the spirit of many of the Academic Program Profile mandates.  
The faculty have realigned the program goals and outcomes and have mapped the Essential Program Outcomes onto the existing structure.  The resulting assessment matrix can thus be evaluated at many levels spanning course materials, programs, and the institute.  The faculty have also ensured that areas such as ethics, globalization, and creativity are explicitly observed in the corresponding course and program documentation.  
Specifically, the five institute essential outcomes have been integrated into the curriculum in the following manner.  First, critical thinking is addressed widely through the curriculum, with many courses addressing such skills through the fusion of technology and content.  Second, global interconnectedness is an important issue in game development, as games now prevalent outside North America.  Designers and developers must be cognizant of global issues, not just for language support, but form cultural norms and expectations in the design of their solutions.  Global interconnectedness issues are addressed at several points but are mainly addressed in the design and development sequence.  Third, ethical reasoning is important in game design and development.  Not only can games convey powerful messages to end users, the process of creating game systems can be an exercise in navigating legal and ethical issues from understanding how intellectual property works though issues of copyright and trademark claims.  Although the program does not contain a legal track, students are made aware of these issues at every level in the curriculum.  Fourth, integrative literacies are the basis of the program.  The development of any game system is an integration of technology, mathematics, physics, interface development, systems, game mechanics, and an understanding of social/entertainment systems.  Finally, creative and innovative thinking is also a mainstay of the program.  The creation of new experiences for games and entertainment technology is a constant challenge, and working with students with respect to new ways to develop such skills in a mainstay of what the program is about.



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

	X
	Slight-moderate changes

	
	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.

	As the program was initially approved in 2007, most structural changes are merely organizational to accommodate the semester conversion process as well as some minor adjustment related to our industrial activities board feedback.  However, there have been some changes to the General Education Math/Science and Technology block to improve the fit of the coursework related to this area.  Specifically, the department has requested the Mathematics unit to build new courses designed to increase the breadth and depth of mathematical skill within the program.  The faculty agree this will have a positive impact upon the students and the strength of the curriculum. 



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

	X
	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:

	Within program options (IGM/GDD Advanced Elective) are structurally the same.  Revisions are at a course level and are intended to accommodate the conversion process by adding and removing courses based upon restructuring, relevance, and academic agreement with units around campus. As per prior NYSED proposals, a non-exhaustive list will be provided of courses that are acceptable for the Advanced Elective block.  General Education option and concentration changes are based upon Institute changes to the General Education mandate.



C.  Program Title

	X
	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).

	X
	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).

	X
	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).

	X
	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).

	X
	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

	X
	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
	
	
	

	Program 2
	
	
	


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

	


c) Courses that will be counted toward both awards:

	


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

	


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
	Directions:

a) Using Table 1, display program course sequencing by semester.  Use the table to show how a typical student may progress through the program.
a. Free electives which may be taken from any college should be designated in table 1 and table 2.  A listing of possible elective courses is not needed.

b. If a program includes track, concentration, area of interest or general technical/professional electives , please indicate this in table 1 and table 2.  In addition please attach a list of the courses (number, name, credit hours) that satisfy this requirement.

c. If a program includes electives from a broad discipline area or areas (which are not included as part of the general education requirement) please list the discipline area (eg. Mathematics).  A list of specific courses is not required.

b) Using Table 2 (which follows below), display program courses by year level in the quarter calendar and display how program courses have been converted to the semester calendar.  Please follow the course conversion designation directions on Table 2.  


Table 1:  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 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 & 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 & Algorithms for Games & 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) 
	3
	 
	3
	
	 
	 
	IGM/GDD ADVANCED ELECTIVE (4) 
	3
	 
	3
	
	 

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

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

	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.                                                                                                                                                                           
BS Game Design and Development – IGM/GDD Advanced Electives

The IGM/GDD Advanced Electives consist of courses that are approved by IGM faculty on a case by case basis as appropriate to student preparation and trends in the field, as a part of individual plans of study.  IGM/GDD Advanced Electives are offered from the Interactive Games and Media unit, as well as other units (such as Computer Science) with appropriate coursework. The following list is non-exhaustive but is representative of the course offerings currently approved for 2013 conversion.

	Course Number
	Course Name
	Pre-requisite(s)

	IGME-430
	Rich Media Web Application Development II
	IGME-330

	IGME-431
	Digital Video for the Web
	IGME-202 AND IGME-230

	IGME-440
	Online Virtual Worlds & Simulations
	IGME-202 AND MATH-186

	IGME-450
	Casual Game Development
	IGME-430

	IGME-451
	Systems Concepts for Games and Media
	IGME-309

	IGME-470
	Physical Computing & Alternative Interfaces
	IGME-202

	IGME-529
	Foundations of Interactive Narrative
	IGME-202

	IGME-540
	Foundations of Game Graphics Programming
	IGME-309

	IGME-550
	Foundations of Game Engine Design & Development
	IGME-540

	IGME-560
	Artificial Intelligence for Game Environments
	IGME-309

	IGME-570
	Digital Audio Production
	IGME-230

	IGME-571
	Interactive Game Audio
	IGME-570

	IGME-580
	IGM Production Studio
	3rd Year Standing and Permission of the Instructor

	IGME-581
	Innovation & Invention
	3rd Year Standing

	IGME-582
	Humanitarian Free & Open Source Software Development
	3rd Year Standing

	IGME-590
	Undergraduate Seminar in IGM
	Varies

	IGME-599
	Independent Study
	Permission of Instructor


Table 2

Program Course Conversion Table:  Quarter Calendar and Semester Calendar Comparison
Name of Program GAME DESIGN AND DEVELOPMENT
Degree BACHELOR OF SCIENCE

	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


	4080-102
	Freshman Honors Seminar
	0
	
	
	
	D
	Course removed as per discussion with honors Institute and College reps.

	
	4080-201
	Freshman Seminar in Game Design and Development
	1
	
	
	
	D
	Removed due to conversion constraints

	
	4080-221

4080-222

4080-223
	Game Software Development I

Game Software Development II

Game Software Development III
	4

4

4
	IGME-105

IGME-106
	Game Development and Algorithmic Problem Solving I

Game Development and Algorithmic Problem Solving II
	4

4
	SR
	Introductory sequence realigned for 1 year in semesters

	
	4080-295


	Introduction to Interactive Media


	4


	IGME-110
	Introduction to Interactive Media
	3
	SE
	Course incorporates topics from 295. Small amount of 309 materials incorporated, but will leave as SE to support Q2S process.

	
	1720-050

1720-052
	(FYE) Discovery

(FYE) Pathways: Innovation
	1

1
	
	First Year Seminar
	3
	SR
	NOT AN IGM COURSE

Conversion based upon Conversion Packet information

	
	0502-227
	Writing
	4
	
	First Year Writing (Writing Intensive)
	3
	SE
	NOT AN IGM COURSE

Conversion based upon Conversion Packet information

	
	1016-204

1016-205

1016-206

1016-208
	Algebra and Trigonometry

Tech Discrete Math I

Tech Discrete Math II

Analytic Geometry
	4

4

4

4
	
	
	
	D
	NOT IGM COURSES

Current math sequence removed and replaced with new Mathematics offerings

	
	
	
	
	MATH-131
MATH-185

MATH-186
	Discrete Mathematics
Mathematics of Graphical Simulation I

Mathematics of Graphical Simulation II
	4

3

3
	N
	NOT IGM COURSES

New math sequence developed for GCCIS and IGM programs

	
	1017-211

1017-212
	College Physics I

College Physics II
	4

4
	PHYS-111
	College Physics I
	4
	SR
	NOT AN IGM COURSE

Conversion based upon Conversion Packet information

	
	
	WELLNESS ACTIVITY (2 courses years 1 and 2)
	0
	
	WELLNESS ACTIVITY (2 courses years 1 and 2)
	0
	SE
	NOT IGM COURSES

Conversion assumption based upon prior trends (no conversion packet data on wellness activity courses to date)

	
	
	LIBERAL ARTS CORE AND ARTS OF EXPRESSION  (5 courses years 1-3)
	20
	
	ARTS AND SCIENCES PERSPECTIVES (5 courses years 1-3)
	15
	SE
	NOT IGM COURSES

Conversion based upon Conversion Packet information

	
	
	
	
	
	
	
	
	

	2


	4080-330


	Introduction to Interactive Media


	4


	IGME-202
	Interactive Media Development
	3
	SE
	Course realigned to include partial advanced 2D time-based media manipulation from 434.  Will leave as SE to support Q2S process.

	
	4080-309
	Introduction to Web Development
	4
	IGME-230
	Website Design & Implementation
	3
	SE
	

	
	4080-346

4080-347
	2D Animation for Interactive Media

3D Modeling and Animation for Interactive Media
	4

4
	IGME-119

IGME-219
	2D & 3D Animation & Asset Production 

Advanced Animation & Asset Production 
	3

3


	SR
	Aligned with more 3D coverage and 2D principles applied to 3D.  Also aligned for full year experience

	
	4080-380

4080-381
	Fundamentals of Game Design and Development I

Fundamentals of Game Design and Development II
	4

4
	IGME-220

IGME-320
	Game Design & Development I

Game Design & Development II
	3

3
	SR
	Aligned for full year experience

	
	4080-387

4080-487
	Data Structures and Algorithms for Game Design and Development I

Data Structures and Algorithms for Game Design and Development II
	4

4
	IGME-209

IGME-309
	Data Structures & Algorithms for Games & Simulation I

Data Structures & Algorithms for Games & Simulation II
	3

3
	SR
	Aligned for full year experience, alignment with new math sequence

	
	4002-360
	Introduction to Database and Data Modeling
	4
	
	
	
	D
	NOT AN IGM COURSE

Replaced by IGME-330 for better program fit

	
	4050-210
	Small Office and Home Office Networking
	4
	
	
	
	D
	NOT AN IGM COURSE

Removed due to semester constraints

	
	4080-323
	Design of the Graphical User Interface
	4
	IGME-236
	Interaction, Immersion, & the Media Interface
	3
	SE
	Replaces Non-IGM Quarter Course 4002-425 HCI1: Human Factors

	
	
	
	
	
	
	
	
	

	3


	4080-310
	Digital Video for the Web
	4
	IGME-431
	Digital Video for the Web
	3
	SE
	

	
	4080-417
	Visual C++ for Programmers
	4
	
	
	
	D
	Subsumed by other courses

	
	4080-434

4080-538
	Programming for Digital Media (partial)

Multi-User Media Spaces 
	4

4
	IGME-440
	Online Virtual Worlds & Simulations
	3
	SR
	Alignment for better coverage of simulation and virtual environment emphasis

	
	4080-445
	Humanitarian Free and Open Source Software Development
	4
	IGME-582
	Humanitarian Free & Open Source Software Development
	3
	SE
	

	
	4080-499
	Undergraduate Co-op (3 sections years 2-5)
	0
	IGME-499
	Undergraduate Co-op (2 sections years 2-4)
	0
	SE
	To be determined by department and co-op committee

	
	4080-590
	Undergraduate Seminar in IGM
	2-8
	IGME-590
	Undergraduate Seminar in IGM
	2-6
	SE
	

	
	4080-599
	Independent Study
	1-8
	IGME-599
	Undergraduate Independent Study
	1-6
	SE
	

	
	
	LIBERAL ARTS CONCENTRATION (3 courses years 3 – 5)
	12
	
	ARTS AND SCIENCES CONCENTRATION (3 courses years 3-4)
	9
	SE
	NOT IGM COURSES

Conversion based upon Conversion Packet information

	
	
	GENERAL EDUCATION ELECTIVES (5 courses years 3 – 5)
	18-20
	
	UNIVERSITY ARTS AND SCIENCES ELECTIVE (4 courses years 3 and 4)
	12
	SE
	NOT IGM COURSES

Conversion based upon Conversion Packet information

	
	4002-435
	HCI 1: Human Factors
	4
	
	
	
	D
	NOT AN IGM COURSE

Replaced by IGME-236 for better fit

	
	4080-431

4080-432
	New Media Web Technologies I

New Media Web Technologies II
	4

4
	IGME-330

IGME-430
	Rich Media Web Application Development I

Rich Media Web Application Development II
	3

3
	SR
	Adapted and converted for all IGM programs, replacement for 4002-360 (first course core required, 2nd course advanced elective)

	
	
	
	
	
	
	
	
	

	4


	4080-433
	Introduction to Physical Computing
	4
	IGME-470
	Physical Computing & Alternative Interfaces
	3
	SE
	

	
	4080-495
	Honors Capstone Project
	4
	
	
	
	D
	Course removed as per discussion with honors Institute and College reps.

	
	4080-501

4080-502
	Foundations of 2D Graphics Programming

Foundations of 3D Graphics Programming
	4

4
	IGME-540
	Foundations of Game Graphics Programming
	3
	SR
	Condense 2D and 3D into a single course

	
	4080-527
	Introduction to Digital Audio Production
	4
	IGME-570
	Digital Audio Production
	3
	SE
	

	
	4080-528
	Writing for Interactive Media
	4
	IGME-529
	Foundations of Interactive Narrative
	3
	SE
	

	
	4080-535
	Interactive and Game Audio
	4
	IGME-571
	Interactive Game Audio
	3
	SE
	

	
	4080-541
	Data-Driven Time-Based Media Programming
	4
	IGME-450
	Casual Game Development
	3
	SE
	

	
	4080-555
	Innovation and Invention
	4
	IGME-581
	Innovation & Invention
	3
	SE
	

	
	
	
	
	IGME-451 
	Systems Concepts for Games and Media
	3
	N
	Fills need for small device programming, compiler optimization, and scripting language integration

	
	
	
	
	IGME-550
	Foundations of Game Engine Design & Development
	3
	N
	Fills need for undergraduate game engines experience

	
	
	
	
	IGME-560
	Artificial Intelligence for Game Environments
	3
	N
	Fills need for game specific AI undergraduate course

	
	
	
	
	IGME-580
	IGM Production Studio
	3
	N
	Fills need for applied research, creativity, and innovation course specific to the IGM media-centric model of software development

	
	
	FREE ELECTIVES (4 courses, years 4-5)
	12
	
	FREE ELECTIVES (5 courses, years 3 and 4)
	15
	SR
	Expanded to accommodate conversion packet expansion of minors (5 courses)

	
	
	
	
	
	
	
	
	

	
	
	Total 181
	
	
	Total 124
	
	
	


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.)


Option 2 

Program Level Outcomes Assessment Plan 

Program Name/College BS Game Design and Development
College Contact for Program Level Assessment Chris Egert (IGM Associate Chair)
Program Goal A combine concepts in essential knowledge domains such as programming, mathematics, physics, and game design towards the realization of game design and development applications or related media-centric works
Program Goal B work productively as game application developers, game designers, simulation and visualization application developers, and/or process tool developers within the games industry or a related media-centric discipline
Program Goal C effectively communicate within the profession as well as recognize and interpret technical, social, cultural, ethical, and global indicators within the field 

Program Goal D work effectively in multidisciplinary concept design and/or software development teams 

	Student Learning Outcomes
	Academic Program Profile
	Data Source/Measure
Curriculum Mapping 
	Benchmark
	Timeline
	Data Analysis
Key Findings
	Use of Results
Action Items

	Students will be able to: (task, capability, knowledge, skills, and dispositions) Use measurable verbs.
	Alignment to the five RIT essential outcomes. Check all that apply. Double click on the check box and find the Default Value and click Checked to check the box. To uncheck the box, double click and then click Not Checked.
	Assessment opportunity (course/experience, method/measures, assignment/rubric)
	Standard, target, or achievement level (usually a %) Statement of student Success
	Identify when and how data are collected, aggregated, and analyzed
	Identify who is responsible and list key findings 
	Identify how results are used and shared list any recommendations or action items


	apply knowledge of programming, math, physics, and game design to the field of game design and development (maps to Program Goals A and B)


	 FORMCHECKBOX 
 Critical Thinking

 FORMCHECKBOX 
 Ethical Reasoning

 FORMCHECKBOX 
 Integrative Literacies

 FORMCHECKBOX 
 Global Interconnectedness

 FORMCHECKBOX 
 Creative/Innovative

      Thinking
	IGME-105  Game Development and Algorithmic Problem Solving I

Individual projects, rubric-based, 5 point Likert scale (5=Exemplary, 4=Proficient, 3=Acceptable, 2=Marginal, 1=Unacceptable)


	80% of students successful in applying knowledge across math, science, technology, and design towards project work (measure based upon student rubric scores between 3 [Acceptable] and 5 [Exemplary])
	5-year assessment cycle to cover all SLOs

Each assessment year, curriculum committee will select the SLOs to evaluate

For each SLO, the curriculum committee will also select courses to evaluate, sampling from those designated as I, R, and M.  The committee will select at least one of each level, if possible.  However, it is acceptable to only select one course of one level if other assessment priorities exist.

Data captured in spreadsheet form based upon rubrics
	Course faculty member (course steward) working with the IGM curriculum committee, the IGM assessment coordinator, and the IGM school director

Key findings to be determined with the execution of the semester process
	Results will be shared with the program faculty during the annual retreat, as well as the IGM and the college assessment committee

Assessment results are also shared with the IAAB at each meeting

Action plans to be determined with the execution of the semester process

	
	
	IGME-209 Data Structures & Algorithms for Games & Simulation I

Individual projects, rubric-based, 5 point Likert scale (5=Exemplary, 4=Proficient, 3=Acceptable, 2=Marginal, 1=Unacceptable)


	
	
	
	

	identify, analyze, and resolve game design problems using industry-established game design and gameplay concepts (maps to Program Goals A, C, and D)
	 FORMCHECKBOX 
 Critical Thinking

 FORMCHECKBOX 
 Ethical Reasoning

 FORMCHECKBOX 
 Integrative Literacies

 FORMCHECKBOX 
 Global Interconnectedness

 FORMCHECKBOX 
 Creative/Innovative

      Thinking
	IGME-106 Game Development and Algorithmic Problem Solving II
Individual projects (rubric-based)


	80% of students able to resolve issues related to design challenges (measure based upon student rubric scores between 3 [Acceptable] and 5 [Exemplary])
	5-year assessment cycle to cover all SLOs

Each assessment year, curriculum committee will select the SLOs to evaluate

For each SLO, the curriculum committee will also select courses to evaluate, sampling from those designated as I, R, and M.  The committee will select at least one of each level, if possible.  However, it is acceptable to only select one course of one level if other assessment priorities exist.

Data captured in spreadsheet form based upon rubrics
	Course faculty member (course steward) working with the IGM curriculum committee, the IGM assessment coordinator, and the IGM school director

Key findings to be determined with the execution of the semester process
	Results will be shared with the program faculty during the annual retreat, as well as the IGM and the college assessment committee

Assessment results are also shared with the IAAB at each meeting

Action plans to be determined with the execution of the semester process

	
	
	IGME-320 Game Design & Development II

Design documents and game prototypes, rubric-based, 5 point Likert scale (5=Exemplary, 4=Proficient, 3=Acceptable, 2=Marginal, 1=Unacceptable)


	
	
	
	


	integrate game design and technology concepts in the practice of game creation (maps to Program Goals A, B, and D)
	 FORMCHECKBOX 
 Critical Thinking

 FORMCHECKBOX 
 Ethical Reasoning

 FORMCHECKBOX 
 Integrative Literacies

 FORMCHECKBOX 
 Global Interconnectedness

 FORMCHECKBOX 
 Creative/Innovative

      Thinking
	IGME-106  Game Development and Algorithmic Problem Solving II

Individual projects, rubric-based, 5 point Likert scale (5=Exemplary, 4=Proficient, 3=Acceptable, 2=Marginal, 1=Unacceptable)


	80% of students show integration and application of concepts within project work (measure based upon student rubric scores between 3 [Acceptable] and 5 [Exemplary])
	5-year assessment cycle to cover all SLOs

Each assessment year, curriculum committee will select the SLOs to evaluate

For each SLO, the curriculum committee will also select courses to evaluate, sampling from those designated as I, R, and M.  The committee will select at least one of each level, if possible.  However, it is acceptable to only select one course of one level if other assessment priorities exist.

Data captured in spreadsheet form based upon rubrics
	Course faculty member (course steward) working with the IGM curriculum committee, the IGM assessment coordinator, and the IGM school director

Key findings to be determined with the execution of the semester process
	Results will be shared with the program faculty during the annual retreat, as well as the IGM and the college assessment committee

Assessment results are also shared with the IAAB at each meeting

Action plans to be determined with the execution of the semester process

	
	
	IGME-202 Interactive Media Development 

Individual projects, rubric-based, 5 point Likert scale (5=Exemplary, 4=Proficient, 3=Acceptable, 2=Marginal, 1=Unacceptable)


	
	
	
	

	
	
	IGME-320 Game Design & Development II

Design documents and game prototypes, rubric-based, 5 point Likert scale (5=Exemplary, 4=Proficient, 3=Acceptable, 2=Marginal, 1=Unacceptable)


	
	
	
	

	identify and solve production pipeline issues related to the game design and development process (maps to Program Goals B and D)
	 FORMCHECKBOX 
 Critical Thinking

 FORMCHECKBOX 
 Ethical Reasoning

 FORMCHECKBOX 
 Integrative Literacies

 FORMCHECKBOX 
 Global Interconnectedness

 FORMCHECKBOX 
 Creative/Innovative

      Thinking
	IGME-119 2D and 3D Animation & Asset Production I

Projects related to production pipeline processes for model and code use, rubric-based, 5 point Likert scale (5=Exemplary, 4=Proficient, 3=Acceptable, 2=Marginal, 1=Unacceptable)


	80% of students able to successfully solve pipeline production issues related to FBX and Collada model import formats for game engines (pre-existing or custom) (measure based upon student rubric scores between 3 [Acceptable] and 5 [Exemplary])
	5-year assessment cycle to cover all SLOs

Each assessment year, curriculum committee will select the SLOs to evaluate

For each SLO, the curriculum committee will also select courses to evaluate, sampling from those designated as I, R, and M.  The committee will select at least one of each level, if possible.  However, it is acceptable to only select one course of one level if other assessment priorities exist.

Data captured in spreadsheet form based upon rubrics
	Course faculty member (course steward) working with the IGM curriculum committee, the IGM assessment coordinator, and the IGM school director

Key findings to be determined with the execution of the semester process
	Results will be shared with the program faculty during the annual retreat, as well as the IGM and the college assessment committee

Assessment results are also shared with the IAAB at each meeting

Action plans to be determined with the execution of the semester process

	
	
	IGME-219 Advanced Animation & Asset Production
Projects related to production pipeline processes for model and code use, rubric-based, 5 point Likert scale (5=Exemplary, 4=Proficient, 3=Acceptable, 2=Marginal, 1=Unacceptable)
	
	
	
	


	apply current technology in a media-centric context (maps to Program Goals B and D)
	 FORMCHECKBOX 
 Critical Thinking

 FORMCHECKBOX 
 Ethical Reasoning

 FORMCHECKBOX 
 Integrative Literacies

 FORMCHECKBOX 
 Global Interconnectedness

 FORMCHECKBOX 
 Creative/Innovative

      Thinking
	IGME-110 Introduction to Interactive Media 

Individual projects, rubric-based, 5 point Likert scale (5=Exemplary, 4=Proficient, 3=Acceptable, 2=Marginal, 1=Unacceptable)


	80% of students are able to utilize current technology concepts in the construction of applications and projects (measure based upon student rubric scores between 3 [Acceptable] and 5 [Exemplary])
	5-year assessment cycle to cover all SLOs

Each assessment year, curriculum committee will select the SLOs to evaluate

For each SLO, the curriculum committee will also select courses to evaluate, sampling from those designated as I, R, and M.  The committee will select at least one of each level, if possible.  However, it is acceptable to only select one course of one level if other assessment priorities exist.

Data captured in spreadsheet form based upon rubrics
	Course faculty member (course steward) working with the IGM curriculum committee, the IGM assessment coordinator, and the IGM school director

Key findings to be determined with the execution of the semester process
	Results will be shared with the program faculty during the annual retreat, as well as the IGM and the college assessment committee

Assessment results are also shared with the IAAB at each meeting

Action plans to be determined with the execution of the semester process

	
	
	IGME-230 Website Design & Implementation 

Individual web assignments, rubric-based, 5 point Likert scale (5=Exemplary, 4=Proficient, 3=Acceptable, 2=Marginal, 1=Unacceptable)


	
	
	
	

	
	
	IGME-330 Rich Media Web Application Development I

Individual Rich Media assignments (rubric-based)
	
	
	
	

	identify, critique, and apply knowledge of media theory, mediated communication, and aesthetics towards the construction of media-centric applications (maps to Program Goals C and D)
	 FORMCHECKBOX 
 Critical Thinking

 FORMCHECKBOX 
 Ethical Reasoning

 FORMCHECKBOX 
 Integrative Literacies

 FORMCHECKBOX 
 Global Interconnectedness

 FORMCHECKBOX 
 Creative/Innovative

      Thinking
	IGME-110 Introduction to Interactive Media

Writing assignments and projects, rubric-based, 5 point Likert scale (5=Exemplary, 4=Proficient, 3=Acceptable, 2=Marginal, 1=Unacceptable)


	80% of students able to successfully address media theory, interactivity, communication, and aesthetic principles towards the construction of applications (measure based upon student rubric scores between 3 [Acceptable] and 5 [Exemplary])
	5-year assessment cycle to cover all SLOs

Each assessment year, curriculum committee will select the SLOs to evaluate

For each SLO, the curriculum committee will also select courses to evaluate, sampling from those designated as I, R, and M.  The committee will select at least one of each level, if possible.  However, it is acceptable to only select one course of one level if other assessment priorities exist.

Data captured in spreadsheet form based upon rubrics
	Course faculty member (course steward) working with the IGM curriculum committee, the IGM assessment coordinator, and the IGM school director

Key findings to be determined with the execution of the semester process
	Results will be shared with the program faculty during the annual retreat, as well as the IGM and the college assessment committee

Assessment results are also shared with the IAAB at each meeting

Action plans to be determined with the execution of the semester process

	
	
	IGME-236 Interaction, Immersion, and the Media Interface

Individual assignments, rubric-based, 5 point Likert scale (5=Exemplary, 4=Proficient, 3=Acceptable, 2=Marginal, 1=Unacceptable)
	
	
	
	

	identify critical legal and ethical challenges in the design and production of games (maps to Program Goal C)
	 FORMCHECKBOX 
 Critical Thinking

 FORMCHECKBOX 
 Ethical Reasoning

 FORMCHECKBOX 
 Integrative Literacies

 FORMCHECKBOX 
 Global Interconnectedness

 FORMCHECKBOX 
 Creative/Innovative

      Thinking
	IGME-220 Game Design & Development I

Papers and presentations related to game ideation, rubric-based, 5 point Likert scale (5=Exemplary, 4=Proficient, 3=Acceptable, 2=Marginal, 1=Unacceptable)
	80% of students are able to identify legal and ethical issues related to copyright, intellectual property, fair use, and consumer rights (measure based upon student rubric scores between 3 [Acceptable] and 5 [Exemplary])
	5-year assessment cycle to cover all SLOs

Each assessment year, curriculum committee will select the SLOs to evaluate

For each SLO, the curriculum committee will also select courses to evaluate, sampling from those designated as I, R, and M.  The committee will select at least one of each level, if possible.  However, it is acceptable to only select one course of one level if other assessment priorities exist.

Data captured in spreadsheet form based upon rubrics
	Course faculty member (course steward) working with the IGM curriculum committee, the IGM assessment coordinator, and the IGM school director

Key findings to be determined with the execution of the semester process
	Results will be shared with the program faculty during the annual retreat, as well as the IGM and the college assessment committee

Assessment results are also shared with the IAAB at each meeting

Action plans to be determined with the execution of the semester process


	effectively communicate technical and design concepts through writing, speech, and formal presentation (maps to Program Goals C and D)
	 FORMCHECKBOX 
 Critical Thinking

 FORMCHECKBOX 
 Ethical Reasoning

 FORMCHECKBOX 
 Integrative Literacies

 FORMCHECKBOX 
 Global Interconnectedness

 FORMCHECKBOX 
 Creative/Innovative

      Thinking
	IGME-110 Introduction to Interactive Media

Presentations and writing assignments, rubric-based, 5 point Likert scale (5=Exemplary, 4=Proficient, 3=Acceptable, 2=Marginal, 1=Unacceptable)


	80% of students able to successfully present theoretical as well as practical topics (measure based upon student rubric scores between 3 [Acceptable] and 5 [Exemplary])

80% of students able to write a research-based paper to undergraduate research standards (measure based upon student rubric scores between 3 [Acceptable] and 5 [Exemplary])

80% of students able to successful write and present game design documents and related pitch materials (measure based upon student rubric scores between 3 [Acceptable] and 5 [Exemplary])
	5-year assessment cycle to cover all SLOs

Each assessment year, curriculum committee will select the SLOs to evaluate

For each SLO, the curriculum committee will also select courses to evaluate, sampling from those designated as I, R, and M.  The committee will select at least one of each level, if possible.  However, it is acceptable to only select one course of one level if other assessment priorities exist.

Data captured in spreadsheet form based upon rubrics
	Course faculty member (course steward) working with the IGM curriculum committee, the IGM assessment coordinator, and the IGM school director

Key findings to be determined with the execution of the semester process
	Results will be shared with the program faculty during the annual retreat, as well as the IGM and the college assessment committee

Assessment results are also shared with the IAAB at each meeting

Action plans to be determined with the execution of the semester process

	
	
	IGME-220 Game Design & Development I

Game mechanics and game treatment documentation, including writing and presentation exercises, rubric-based, 5 point Likert scale (5=Exemplary, 4=Proficient, 3=Acceptable, 2=Marginal, 1=Unacceptable)

	
	
	
	

	
	
	IGME-320 Game Design & Development II

Game design documentation, rubric-based, 5 point Likert scale (5=Exemplary, 4=Proficient, 3=Acceptable, 2=Marginal, 1=Unacceptable)
	
	
	
	


	effectively participate and contribute to multidisciplinary design and development teams (maps to Program Goal D)
	 FORMCHECKBOX 
 Critical Thinking

 FORMCHECKBOX 
 Ethical Reasoning

 FORMCHECKBOX 
 Integrative Literacies

 FORMCHECKBOX 
 Global Interconnectedness

 FORMCHECKBOX 
 Creative/Innovative

      Thinking
	IGME-106  Game Development and Algorithmic Problem Solving II

Multi-developer project experiences, rubric-based, 5 point Likert scale (5=Exemplary, 4=Proficient, 3=Acceptable, 2=Marginal, 1=Unacceptable)


	80% of students are able to effectively contribute to design and development team efforts (measure based upon student rubric scores between 3 [Acceptable] and 5 [Exemplary])
	5-year assessment cycle to cover all SLOs

Each assessment year, curriculum committee will select the SLOs to evaluate

For each SLO, the curriculum committee will also select courses to evaluate, sampling from those designated as I, R, and M.  The committee will select at least one of each level, if possible.  However, it is acceptable to only select one course of one level if other assessment priorities exist.

Data captured in spreadsheet form based upon rubrics
	Course faculty member (course steward) working with the IGM curriculum committee, the IGM assessment coordinator, and the IGM school director

Key findings to be determined with the execution of the semester process
	Results will be shared with the program faculty during the annual retreat, as well as the IGM and the college assessment committee

Assessment results are also shared with the IAAB at each meeting

Action plans to be determined with the execution of the semester process

	
	
	IGME-220 Game Design & Development I

Brainstorming and ideation team exercises, rubric-based, 5 point Likert scale (5=Exemplary, 4=Proficient, 3=Acceptable, 2=Marginal, 1=Unacceptable)


	
	
	
	

	
	
	IGME-320 Game Design & Development II

Game pitch treatments, rubric-based, 5 point Likert scale (5=Exemplary, 4=Proficient, 3=Acceptable, 2=Marginal, 1=Unacceptable)


	
	
	
	


Please note: for additional program goals, copy and use same format for each goal.
TABLE 3

Use of Program Level Assessment Data to 

Inform Calendar Conversion
Program Name/College BS Game Design and Development / GCCIS
Program Assessment Contact Chris Egert
Describe how you used the results from your current program level outcomes assessment plan to inform proposed changes to your program made as part of the conversion to semesters.

	Changes to Curriculum (program focus, content, requirements, course inventory, etc.)
	Data Source (2009-10) List data, measures, findings, etc. used to inform change(s).

	Extended 3D Asset Production to a full year experience.


	Data Source: Downstream Assessment (502 3D Graphics Programming 20083)

Findings: 80% of students enrolled in this section had problems based upon final project rubrics related to the technology of the production pipeline for content.  Findings are similar to those gathered within other production-related course experience.  Role of the course is to be extended to include content related to production pipeline considerations for FBX and Collada use.

	Extended design and development course to a full year experience.


	Data Source: Faculty group, Student focus group

Findings: Students need richer experiences related to ideation of game mechanics as well as practical experiences in idea pitch, iteration, and idea refinement, as well as practical approaches to brainstorming and persuasion.

	Extended Algorithms and Data Structures courses to one year.


	Data Source: Faculty focus group, assessment

Findings: Faculty note inconsistencies with mathematical skill and rigor with students in downstream courses.  Courses re-aligned to coincide with changes made to the introductory software development sequence as well as the mathematics sequence. 

	Removed HCI requirements and replaced with Interaction and Immersion experience.


	Data Source: Student focus group

Findings: Students need to have HCI experience that is contextual to interactive and immersive experiences.  Reformulation based upon both theoretical and practical media theory.

	Instruction altered to include Rich Media Application opportunities.


	Data Source: Student focus groups, IAB

Findings: Shift in technology towards rich media implies that students must have better appreciation of integrative technologies and how to leverage them from both a technical and design perspective.  Added strategies to incorporate rich media concepts throughout the curriculum. 

	Removed Small Office / Home Office networking course from curriculum as mandatory course.


	Data Source: Student focus group, advisement meeting

Findings: Students are not seeing the relevance of the course, especially in light of the recent changes in “plug, play, and forget” data appliances such as turnkey SVN systems, auto-configuring switches and routers, and plug and play wireless.  Where appropriate, key lessons in data security are integrated within the curriculum.

	Added option for casual game experience.


	Data source: Jobs survey

Findings: Increase of student interest in jobs related to the casual games sector (around 11%).  Offering will provide foundation for such experiences.

	Added additional offerings for applied Artificial Intelligence for gameplay.


	2007-2010 hiring and faculty transfer cycle has increased faculty expertise in this area, allowing for extended coverage of this topic.

	Added additional curriculum for systems and optimization.


	Data Source: Student focus group, IAB

Findings: Increase in demand for low level concepts such as scripting language integration, development for alternative platforms, and development optimization and real-time strategies.

	Added game engine elective to curriculum.


	Data Source: Student focus group, IAB

Findings: Students need an optional experience in the undergraduate program to extend the lessons of the graphics course toward the construction of stand-alone game engines built from scratch.  This experience has been adapted from a graduate experience.

	Changed Math/Science sequence.
	Data Source: Faculty focus group, assessment

Findings: Faculty note inconsistencies with mathematical skill and rigor with students in downstream courses.  In addition, students have not been successful in connecting mathematical concepts to implementation processes (assessed 20083 in Foundations of Graphics programming, n=10, 70% did not meet the threshold of this measure).  Working with the Mathematics Department to revise and extend math curriculum in support of GD&D degree program.. 

	Changes to Instruction 

(pedagogy, strategies, etc.)
	

	Made decision to petition for 4 chr, 6 contact hour introductory experience.


	Data Source: D/F/W rates for introductory course sequence.

Findings: Significant difference in retention since enacting the 6 contact hour introductory sequence.  

	Added active learning experiences to the introductory sequence.


	Based upon work by K. Whittington, who has worked with faculty in both undergraduate programs to improve access to active learning techniques.  Preliminary data shows attitudinal differences in students.

	Restructuring of introductory sequence to accommodate contextual learning.


	Based upon work by NSF funded work by J. Bayliss, additional observation by the faculty to include motivating experiences that are relevant and tangible to introductory learners.  Result has been re-working the introductory sequence in both 20084 and 20094 to include more opportunities for contextual access.  J. Bayliss has submitted a whitepaper based upon introductory course research, and recommendations from the paper are being infused into the curriculum.

	Modified approach in the design curriculum to incorporate more active pitch and presentation processes.
	Data Source: 20093 Assessment and Associate Chair classroom observation.

Findings: Students need more practice with their pitch and presentation skills for game ideation and game treatment.  Suggest that this experience is enhanced to support deeper writing and presentation.

	Web course sequence modified to address fusion of client and server side concepts.

	Data source 20092 focus group – undergraduate New Media and GDD students – conducted by Associate Chair, Advisory Board

Findings – Focus group based upon student concerns related to the separation of client and server topics for web system development.  Changed strategy to incorporate more hands-on treatment of processes that require both a client and server treatment of the topic matter.

	Modification of delivery format for Introduction to Interactive Media to include lecture and applied portions.
	Data Source: Faculty input on course design

Findings: Faculty added a new component to this course involving guest lecturers from industry and academic sources.  Modification of the delivery of the course has made it feasible for interactive, remote guest lecturers.  Initial course evaluations note a positive response from the students.  

	Increased utilization of collaborative spaces (so-called “pac-man” labs) to enhance team skills and brainstorming activities.
	Data Source: Course Evaluations – facilities portion, faculty focus groups

Findings: The collaborative labs are synergistic with the teaching philosophy and the media-centric approach utilized throughout the IGM programs.  In the semester model, IGM faculty will determine how to continue and extend this process to ensure active learning elements are utilized to maximum educational potential.  In particular, laboratory usage data will be collected and maintained at a department level such that it can be integrated and compared with other elements of curricular assessment.

	Faculty group created for examining language options in course sequences.


	Data Source: Industry Liaison (D. Schwartz)

Findings: Schwartz has collected industry data related to programming language options prevalently used in the games industry.  D. Schwartz and J. Bayliss have initiated a faculty group for examining introductory language problems and issues related to pedagogy and practical deployment in the classroom.

	Changes to Program Assessment Plan (outcomes, data sources, instruments, etc.)
	

	Restructured assessment plan to align with SLOAC initiatives as well as GCCIS internal re-alignments of assessment process.
	Based upon weekly meetings of college level assessment committee as well as within department assessment meetings.  Re-structured assessment plan approved by curriculum meeting as part of process.

	Evaluation of processes such as pre-tests and portfolio evaluation to be part of assessment cycle.

	Discussion/focus group meetings with faculty to determine means by which assessment cycle could prove to be more productive for daily use.  Faculty identified pre-test for courses to help determine if students were entering with the pre-requisite skills.  Portfolio evaluation was also considered as a means of providing qualitative feedback as well as to help students prepare for job search and continued educational experiences.

	Consideration of course evaluation process for faculty.

	Course evaluation for faculty to complement course evaluations submitted by students.  Questionnaire will be used to gather assessment data from the faculty perspective as well as provide valuable feedback on strategies and techniques that may or may not have been effective for a particular course offering.  Plan is to pilot this option before semester conversion and determine whether this will provide meaningful additions to our process.

	Other Programmatic Changes/Comments
	

	None.
	


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.

	While there are not incremental resources directly as a result of semester conversion, there are significant resources needed to offer the Game Design & Development program in general.  In particular, there is a sustained need for laboratory equipment, and this must be adequately augmented each year to ensure currency with the field, as per normal cascade operations.  Also of note are the costs of software licensing to support the laboratories that are critical to the delivery of the curriculum, the needs associated with attracting and retaining a top-tier faculty, and Institutional resources such as classroom and administrative space, Library access and support, etc.

The original BS in GD&D proposal sent to NYSED in 2006 estimated an entering class of 20, with a maximum total enrollment of 107 in the first 5 years.  The degree has had staggering student interest at a national level, and has raised the profile of the Institute in this unique area, attracting unprecedented enrollment.  Current projections estimate an entering class of approximately 180 per year, towards a standing student body of roughly 700.  Obviously given this significant increase in scale, the resources needed to adequately support the program at this size are significant, and represent a sizable commitment of the Institute.  



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
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