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Audience

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

Summary

This document includes an overview of curriculum maps and includes blank Curriculum Mapping Forms. The document is designed to support the review of curriculum and planning for converting quarter programs to semesters.
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Change Log
Curriculum Map Sample 1

	REQUIRED COURSES AND EXPERIENCES 
	LEARNING OUTCOMES

	
	apply knowledge of game design, game development processes, gameplay theory and prototyping to the field
	conduct applied and integrative research in the field of game design and development
	identify, analyze, and resolve game design problems using industry established game design and gameplay concepts
	integrate emerging design and technology concepts in the practice of game creation
	apply current technology in a media-centric context
	identify critical legal and ethical challenges in the design and production of games
	effectively communicate technical and design concepts through writing, speech, and formal presentation
	demonstrate how design and development applies to both a local and global industrial practice and research
	apply core industry processes in the construction of game systems and entertainment technology applications
	effectively participate and contribute to multidisciplinary design and development teams

	IGME-601
Game Development Processes 

	I, A
	
	
	
	I, A
	
	I
	I, A
	I,A
	I

	IGME-602 Game Design
	I, A
	I, A
	I, A
	
	
	I, A
	I, A
	I
	
	

	IGME-603 Gameplay and Prototyping
	I, A
	
	I
	I,A
	I
	
	I
	I
	I
	I,A

	IGME-695

Colloquium in Game Design & Development
	R
	R
	
	
	R
	
	
	R
	
	

	IGME-795
Game Industry Themes and Perspectives
	R
	
	
	
	
	R
	R
	R
	
	

	IGME-788

Capstone Design
	M
	M
	M, A
	M
	M
	
	M, A
	
	M
	M, A

	IGME-789

Capstone Development
	M, A
	M, A
	M
	M
	M, A
	
	M, A
	
	M
	M, A


(I = Introduce; R= Reinforce;  M = Mastery; and A = Assessment Opportunity)
