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.
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