 Table 1:  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
2-Year Academic Model (1-year calendar model shown on following chart)

               

	Term: Fall 1
	 
	Term: Spring 1

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

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

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

	IGME-603 Gameplay and Prototyping
	3
	X
	Matriculation in Program 
	 
	MS GDD Advanced Elective III
	3
	
	As per course

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

	Term credit total:
	10
	  
	 
	Term credit total:
	10
	 

	Term: Fall 2
	 
	Term: Spring 2

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

	IGME-788 Capstone Design
	3
	
	Permission of instructor
	 
	IGME-789 Capstone Development
	3
	
	IGME-788

	MS GDD Advanced Elective IV
	3
	
	As per course
	
	
	
	
	

	MS GDD Advanced Elective V
	3
	
	As per course
	
	
	
	
	

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

	Term credit total:
	 10
	 
	 
	Term credit total:
	3 
	 

	 
Program Totals:
	 
Credits: 33
	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

NOTE: Co-Op is entirely optional at the graduate level, and may delay time to completion depending on scheduling constraints.
 
 

	
	
	
	
	
	
	
	
	
	


         

                                    New: indicate if new course               Prerequisite(s):  list prerequisite(s) for the noted course
1-Year Calendar Model (2-year academic model shown on previous chart)
	Term: Fall 1
	 
	Term: Spring 1

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

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

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

	IGME-603 Gameplay and Prototyping
	3
	X
	Matriculation in Program 
	 
	MS GDD Advanced Elective IV
	3
	
	As per course

	MS GDD Advanced Elective I
	3
	
	
	
	IGME-788 Capstone Design
	3
	
	Permission of instructor

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

	Term credit total:
	13
	  
	 
	Term credit total:
	13
	 

	Term: Summer 1
	 
	Term:

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

	MS GDD Advanced Elective V
	3
	
	As per course
	 
	
	
	
	

	IGME-789 Capstone Development
	3
	
	IGME-788
	
	
	
	
	

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

	Term credit total:
	 7
	 
	 
	Term credit total:
	
	 

	 
Program Totals:
	 
Credits: 33
	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
NOTE: Co-Op is entirely optional at the graduate level, and may delay time to completion depending on scheduling constraints. 
 

	
	
	
	
	
	
	
	
	
	


MS Game Design and Development – IGM/Grad Advanced Electives

The IGM/Grad 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/Grad Advanced Electives are generally offered from the Interactive Games and Media unit, and additional courses from other units may be used with approval from a graduate student’s individual faculty advisor. 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-670
	Digital Audio Production
	Graduate Standing

	IGME-671
	Interactive Game Audio
	IGME-670

	IGME-680
	IGM Production Studio
	Permission of Instructor

	IGME-681
	Innovation & Invention
	Permission of Instructor

	IGME-720
	Social and Pervasive Game Design
	IGME-602 or Permission of Instructor

	IGME-730
	Game Design and Development for Casual and Mobile Platforms
	IGME-601, IGME-602 & IGME-603

	IGME-740
	Game Graphics Programming
	IGME-601 & IGME-603

	IGME-750
	Game Engine Design and Development
	IGME-601 & IGME-603

	IGME-760
	Artificial Intelligence for Gameplay
	IGME-603

	IGME-790
	Graduate Seminar in IGM (template)
	Varies

	IGME-796
	Advanced Topics in Game Design
	Varies

	IGME-797
	Advanced Topics in Game Development
	Varies

	IGME-799
	Independent Study (template)
	Permission of Instructor


MS Game Design and Development – IGM Other Courses

	Course Number
	Course Name
	Pre-requisite(s)

	IGME-699
	Graduate Co-op
	Permission of School Director


MS Game Design and Development – IGM Service Courses

	Course Number
	Course Name
	Pre-requisite(s)

	IGME-609
	Programming for Designers
	VCDE-709
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