Option 2 

Program Level Outcomes Assessment Plan 

Program Name/College MS 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 game development processes, game design, as well as gameplay and prototyping, 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

Program Goal E engage in applied and integrative research related to game design, game technology, or media-centric application development

	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 game design, game development processes, gameplay theory and prototyping to the field (maps to Program Goals A and B).


	 FORMCHECKBOX 
 Critical Thinking

 FORMCHECKBOX 
 Ethical Reasoning

 FORMCHECKBOX 
 Integrative Literacies

 FORMCHECKBOX 
 Global Interconnectedness

 FORMCHECKBOX 
 Creative/Innovative

      Thinking
	IGME-601 Game Development Processes

Course assignments, rubric-based, 5 point Likert scale (5=Exemplary, 4=Proficient, 3=Acceptable, 2=Marginal, 1=Unacceptable)
	80% of students can apply knowledge in the critical aspects of game design and development  (measure based upon student rubric scores between 3 [Acceptable] and 5 [Exemplary])
	3-year assessment cycle 

year 1 –game design and prototyping

year 2 – game development and program colloquia 

 year 3  - capstone, electives, indirect measures

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

Each assessment year, course samples selected from the categories, with emphasis upon the selection of at least one I, R, and M course

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-602 Game Design

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

	
	
	IGME-603 Gameplay and Prototyping

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

	
	
	IGME-789 Capstone Development

Rubric for assessment of capstone deliverable, 5 point Likert scale (5=Exemplary, 4=Proficient, 3=Acceptable, 2=Marginal, 1=Unacceptable)
	
	
	
	


	conduct applied and integrative research in the field of game design and development (maps to Program Goal E)
	 FORMCHECKBOX 
 Critical Thinking

 FORMCHECKBOX 
 Ethical Reasoning

 FORMCHECKBOX 
 Integrative Literacies

 FORMCHECKBOX 
 Global Interconnectedness

 FORMCHECKBOX 
 Creative/Innovative

      Thinking
	IGME-602 Game Design

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


	80% of students can formulate and execute a research plan in relation to an emerging topic (measure based upon student rubric scores between 3 [Acceptable] and 5 [Exemplary])
	3-year assessment cycle 

year 1 –game design and prototyping

year 2 – game development and program colloquia 

 year 3  - capstone, electives, indirect measures

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

Each assessment year, course samples selected from the categories, with emphasis upon the selection of at least one I, R, and M course

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-789 Capstone Development

Rubric for assessment of capstone deliverable, 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-602 Game Design

Pitch documents and concept treatments, rubric-based, 5 point Likert scale (5=Exemplary, 4=Proficient, 3=Acceptable, 2=Marginal, 1=Unacceptable)


	80% of students properly address and resolve game design issues (measure based upon student rubric scores between 3 [Acceptable] and 5 [Exemplary])
	3-year assessment cycle 

year 1 –game design and prototyping

year 2 – game development and program colloquia 

 year 3  - capstone, electives, indirect measures

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

Each assessment year, course samples selected from the categories, with emphasis upon the selection of at least one I, R, and M course

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

	integrate emerging 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-603 Gameplay and Prototyping

Prototyping assignment and technology selection, rubric-based, 5 point Likert scale (5=Exemplary, 4=Proficient, 3=Acceptable, 2=Marginal, 1=Unacceptable)
	80% of students can apply emerging theme principles to the design and/or development of a game (measure based upon student rubric scores between 3 [Acceptable] and 5 [Exemplary])
	3-year assessment cycle 

year 1 –game design and prototyping

year 2 – game development and program colloquia 

 year 3  - capstone, electives, indirect measures

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

Each assessment year, course samples selected from the categories, with emphasis upon the selection of at least one I, R, and M course

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

	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-601 Game Development Processes

Exploration and implementation projects incorporating current technologies, rubric-based, 5 point Likert scale (5=Exemplary, 4=Proficient, 3=Acceptable, 2=Marginal, 1=Unacceptable)
	80% of students demonstrate the application of current technology concepts  (API, technique, etc.) in their production work (measure based upon student rubric scores between 3 [Acceptable] and 5 [Exemplary])
	3-year assessment cycle 

year 1 –game design and prototyping

year 2 – game development and program colloquia 

 year 3  - capstone, electives, indirect measures

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

Each assessment year, course samples selected from the categories, with emphasis upon the selection of at least one I, R, and M course

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


	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-602 Game Design

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


	80% of students are able to recognize ethical and legal challenges related to intellectual property, copyright, trademark, fair use, and contract/publisher conflicts (measure based upon student rubric scores between 3 [Acceptable] and 5 [Exemplary])
	3-year assessment cycle 

year 1 –game design and prototyping

year 2 – game development and program colloquia 

 year 3  - capstone, electives, indirect measures

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

Each assessment year, course samples selected from the categories, with emphasis upon the selection of at least one I, R, and M course

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-788 Capstone Design

Capstone Design Presentation and Capstone Design Document , rubric-based, 5 point Likert scale (5=Exemplary, 4=Proficient, 3=Acceptable, 2=Marginal, 1=Unacceptable)


	80% of students are able to write effectively within the standards of game design and game development documents (measure based upon student rubric scores between 3 [Acceptable] and 5 [Exemplary])

80% of students are able to effectively pitch a game idea (measure based upon student rubric scores between 3 [Acceptable] and 5 [Exemplary])

80% of students are able to refine their writing and presentation to accommodate for critique and evaluation (measure based upon student rubric scores between 3 [Acceptable] and 5 [Exemplary])
	3-year assessment cycle 

year 1 –game design and prototyping

year 2 – game development and program colloquia 

 year 3  - capstone, electives, indirect measures

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

Each assessment year, course samples selected from the categories, with emphasis upon the selection of at least one I, R, and M course

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-789 Capstone Development

Capstone Development Presentation and Capstone Development Document , rubric-based, 5 point Likert scale (5=Exemplary, 4=Proficient, 3=Acceptable, 2=Marginal, 1=Unacceptable)
	
	
	
	


	demonstrate how design and development applies to both a local and global industrial practice and research (maps to Program Goal C)
	 FORMCHECKBOX 
 Critical Thinking

 FORMCHECKBOX 
 Ethical Reasoning

 FORMCHECKBOX 
 Integrative Literacies

 FORMCHECKBOX 
 Global Interconnectedness

 FORMCHECKBOX 
 Creative/Innovative

      Thinking
	IGME-601 Game Development Processes

Formal presentation and/or classroom exercises, rubric-based, 5 point Likert scale (5=Exemplary, 4=Proficient, 3=Acceptable, 2=Marginal, 1=Unacceptable)


	80% of students are able to demonstrate globalization issues as applied to game development processes (measure based upon student rubric scores between 3 [Acceptable] and 5 [Exemplary])


	3-year assessment cycle 

year 1 –game design and prototyping

year 2 – game development and program colloquia 

 year 3  - capstone, electives, indirect measures

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

Each assessment year, course samples selected from the categories, with emphasis upon the selection of at least one I, R, and M course

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

	apply core industry processes in the construction of game systems and entertainment technology applications (maps to Program Goals A and B)
	 FORMCHECKBOX 
 Critical Thinking

 FORMCHECKBOX 
 Ethical Reasoning

 FORMCHECKBOX 
 Integrative Literacies

 FORMCHECKBOX 
 Global Interconnectedness

 FORMCHECKBOX 
 Creative/Innovative

      Thinking
	IGME-601 Game Development Processes

Exploration and implementation projects incorporating current technologies, rubric-based, 5 point Likert scale (5=Exemplary, 4=Proficient, 3=Acceptable, 2=Marginal, 1=Unacceptable)
	80% of students are able to successfully follow a game production model to the point where a playable prototype is successfully produced (measure based upon student rubric scores between 3 [Acceptable] and 5 [Exemplary])
	3-year assessment cycle 

year 1 –game design and prototyping

year 2 – game development and program colloquia 

 year 3  - capstone, electives, indirect measures

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

Each assessment year, course samples selected from the categories, with emphasis upon the selection of at least one I, R, and M course

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 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-788 Capstone Design

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


	80% of students achieve success in rubric-based measure of team skills (measure based upon student rubric scores between 3 [Acceptable] and 5 [Exemplary])
	3-year assessment cycle 

year 1 –game design and prototyping

year 2 – game development and program colloquia 

 year 3  - capstone, electives, indirect measures

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

Each assessment year, course samples selected from the categories, with emphasis upon the selection of at least one I, R, and M course

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-789 Capstone Development

Capstone Development Participation, 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.
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