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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: MASTER OF SCIENCE (MS)
Credits: 62 Quarter Credits  to 33 Semester Credits
HEGIS code: 0799.00
Program code: 31050

	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 re-package portions of the Masters of Science program without impacting the overall goals, objectives and focus of the program.  In particular, when the program was first created, it attracted a combination of external applicants as well as internal applicants outside the game design and development program.  However, as the Institute now supports a vibrant undergraduate game design and development experience, the program has changed to support increasing interest of those students who desire a culminating graduate experience to their undergraduate program.  This is in addition to maintaining the external attraction of the existing graduate program.  The conversion process has also allowed the faculty to examine the role of the various major and minor tracks within the program.  
After examination of student registration patterns and student forum feedback, the faculty decided to reconfigure the tracks such that students would have flexible course selections while still reducing the resource burden to the academic unit.  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 in areas of applied artificial intelligence, prototyping, game design, casual and web games, as well as social and pervasive systems. The faculty have also used conversion to reexamine elective courses and to provide curricular opportunities supporting exploration, innovation, and directed research.  
Although the program is relatively new (established 2006), there are several specific changes that have been made by the faculty.  First, the offerings in artificial intelligence related specifically to gameplay topics has been modified to reflect the research backgrounds and interests of our faculty hired since the inception of the program.  Second, the transition between the graphics and the game engines class has been modified to address new issues in game engine development, including advanced GPU programming, multicore support, scripting language integration, and alternative interface integration.  The processes course has been augmented to address faculty program concerns related to preparation for the capstone process. 


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 are 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 production courses, as well as in the capstone experience.  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, as the  entire curriculum revolves around the integration of various theories and design paradigms with a multi-disciplinary approach to technological implementation.  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 the program recognizes the innovation and creativity that form the core of the student experience in this exciting discipline.



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

	
	Slight-moderate changes

	X
	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.

	The conversion process has slightly altered the design of the program.  The original experience was designed for 62 Quarter Hours, and included a major track, a minor track, seminar courses, and a capstone experience.  The conversion has altered the design such that students have a core experience, followed by advanced electives, and culminates in the directed group capstone experience, all within a total of 33 semester credit hours.



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

	
	Kept current option(s)/concentrations with some revisions

	
	Added an option(s)/concentration(s)

	
	Title of new option(s)/concentration(s)



	X
	Eliminated option(s)/concentration(s) – Eliminated specific tracks, reformulated as core and and advanced elective experiences.


Explain these proposed changes and the rationale for these changes:

	Due to issue of compression in the conversion process (moving from a 62 QCH to a 33 SCH sequence), several changes had to be performed in addressing the original program tracks.  The core consists of three primary courses in design, prototyping, and development. This ensures all students have a fundamental foundation that is appropriate for advanced graduate work in game design and development.  After the core is completed, students select 5 advanced electives that are related to their intended direction in the field.  Some of the advanced elective classes are highly regimented combinations of theory and practice while others reflect advanced topic research as well as production experiences.  Colloquia for current themes, practices, and research along with the capstone courses round out the entire experience.


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:  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
	
	Matriculation In Program
	 
	 MS GDD Advanced Elective I
	3
	
	As per course

	 IGME-602 Game Design
	3
	
	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 faculty advisor
	 
	 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
	
	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
	
	Matriculation In Program
	 
	 MS GDD Advanced Elective II
	3
	
	As per course

	 IGME-602 Game Design
	3
	
	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
	
	Varies 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:
	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
	
	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
	Introduction to Digital Audio Production
	IGME-603

	IGME-671
	Interactive and Game Audio
	IGME-670

	IGME-680
	IGM Production Studio
	Permission of Instructor

	IGME-681
	Innovation & Invention
	Permission of Instructor

	IGME-720
	Online Identity, Social and Community Behavior
	IGME-602 & IGME-603

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

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

	IGME-750
	Game Engine Design & 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
	IGME 601, IGME 602 & IGME 603

	IGME-797
	Advanced Topics in Game Development
	IGME-601, IGME 602 & IGME 603

	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 Coop
	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


Table 2

Program Course Conversion Table:  Quarter Calendar and Semester Calendar Comparison

Name of Program  GAME DESIGN AND DEVELOPMENT
Degree MASTER 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


	4085-715
	Programming for Designers
	4
	IGME-609
	Programming for Designers
	3
	SE
	Service course for CIAS provided at graduate level, will be offered upon CIAS CGD request.

	
	4085-727
	Introduction to Digital Audio Production
	4
	IGME-670
	Introduction to Digital Audio Production
	3
	SE
	

	
	4085-728

4085-732

4085-791

4085-794
	Narrative and Digital Storytelling

Game Design

History and Critical Analysis of Computer Games and Interactive Entertainment (partial)

Online Identity, Social and Community Behavior (partial)
	4

4

4
	IGME-602

IGME-720


	Game Design

Social and Pervasive Game Desing

	3

3


	SR
	Realignment of Major Track and Minor Track to provide sufficient coverage in semester conversion.  Topics from these 4 courses were re-arranged into the two courses shown, one of which forms a part of the new core, with advanced elements in the advanced electives course.

	
	4085-738
	Multi-User Media Spaces
	4
	
	
	
	D
	No graduate option due to co-list restrictions

	
	4085-742


	Interactive Media Development
	4
	
	
	
	D
	

	
	4085-744
	Building Online Communities
	4
	
	
	
	D
	

	
	4085-757
	Graphical Elements of the User Experience
	4
	
	
	
	D
	

	
	4085-790

4085-791

4085-793
	Emerging Themes in Entertainment Technology

History and Critical Analysis of Computer Games and Interactive Entertainment (partial)

Business and Legal Aspects of Game Development
	4

4

4
	IGME-795
	Game Industry Themes and Perspectives
	1
	SR
	Critical topics from Seminar Track courses distilled into required colloquium in the 2nd year of semester, to capture the essence of industry practices.

	
	4085-834

4085-835
	2D Graphics Programming

3D Graphics Programming
	4

4
	IGME-740
	Game Graphics Programming
	3
	SR
	Merged courses with predominant focus on 2nd quarter course material

	
	4085-890
	Graduate Seminar in IGM
	2-8
	IGME-790
	Graduate Seminar in IGM
	3-6
	SE
	Template for GCCIS College Curriculum Committee Approved Seminar Courses

	
	4085-891
	Advanced AI: Evolutionary Computing
	4
	
	
	
	D
	

	
	4085-899
	Independent Study
	1-8
	IGME-799
	Independent Study
	1-6
	SE
	Must be approved by faculty sponsor and IGM Chair

	
	4085-899
	Graduate Co-op
	0
	IGME-699
	Graduate Co-op
	0
	SE
	

	
	
	
	
	IGME-760
	Artificial Intelligence for Gameplay
	3
	N
	Addresses conversion assessment: new faculty hires with expertise and desire by graduate students for such experiences

	
	
	
	
	IGME-603
	Gameplay and Prototyping
	3
	N
	Addresses conversion assessment: new course to provide added emphasis on design process and prototyping models

	
	
	
	
	IGME-730
	Game Design & Development for Web & Mobile Platforms
	3
	N
	Addresses conversion assessment: new course to provide material in rapidly expanding area of the field.

	
	
	
	
	IGME-796
	Advanced Topics in Game Design
	3
	N
	Provides course structure for advanced exploration of current industry design topics and associated processes.

	
	
	
	
	IGME-797
	Advanced Topics in Game Development
	3
	N
	Provides course structure for advanced exploration of current industry development topics and associated research.

	
	
	
	
	IGME-695
	Colloquium in Game Design & Development
	1
	N
	Colloquium series structure to address need for current topics, faculty research and creative practice lectures, visiting scholars and industry luminaries.

	
	
	
	
	
	
	
	
	

	
	4005-761
	Computer Graphics I
	4
	
	
	
	D
	NOT AN IGM COURSE – SERVICE AGREEMENT

Pending GCCIS CS Course Approval

Will be an elective with faculty approval

Note that deletion here refers to formal requirement in the MS GDD program, not deletion of the course from the home department.

	
	4005-762
	Computer Graphics II
	4
	
	
	
	D
	NOT AN IGM COURSE – SERVICE AGREEMENT

Pending GCCIS CS Course Approval

Will be an elective with faculty approval

Note that deletion here refers to formal requirement in the MS GDD program, not deletion of the course from the home department.

	
	4005-750
	Introduction to Artificial Intelligence
	4
	
	
	
	D
	NOT AN IGM COURSE – SERVICE AGREEMENT

Pending GCCIS CS Course Approval

Will be an elective with faculty approval

Note that deletion here refers to formal requirement in the MS GDD program, not deletion of the course from the home department.

	
	4005-752
	Artificial Intelligence for Interactive Environments
	4
	
	
	
	D
	Course affiliated with IGM after transfer of  faculty from CS to IGM



	
	2001-721
	3DCG Modeling
	4
	
	
	
	D
	NOT AN IGM COURSE – SERVICE AGREEMENT

Pending CIAS CGD Course Approval

Will be an elective with faculty approval

Note that deletion here refers to formal requirement in the MS GDD program, not deletion of the course from the home department.

	
	2001-722
	3DCG Interactive Animation
	4
	
	
	
	D
	NOT AN IGM COURSE – SERVICE AGREEMENT

Pending CIAS CGD Course Approval

Will be an elective with faculty approval

Note that deletion here refers to formal requirement in the MS GDD program, not deletion of the course from the home department.

	
	2001-743
	3DCG Character Design
	4
	
	
	
	D
	NOT AN IGM COURSE – SERVICE AGREEMENT

Pending CIAS CGD Course Approval

Will be an elective with faculty approval

Note that deletion here refers to formal requirement in the MS GDD program, not deletion of the course from the home department.

	
	2001-787
	3DCG Production Pipeline
	4
	
	
	
	D
	NOT AN IGM COURSE – SERVICE AGREEMENT

Pending CIAS CGD Course Approval

Will be an elective with faculty approval

Note that deletion here refers to formal requirement in the MS GDD program, not deletion of the course from the home department.

	
	4004-745
	Foundations of HCI
	4
	
	
	
	D
	NOT AN IGM COURSE – SERVICE AGREEMENT

Pending GCCIS MS HCI/MS IST  Course Approval

Will be an elective with faculty approval

Note that deletion here refers to formal requirement in the MS GDD program, not deletion of the course from the home department.

	
	4004-748
	Usability Engineering
	4
	
	
	
	D
	NOT AN IGM COURSE – SERVICE AGREEMENT

Pending GCCIS MS HCI/MS IST  Course Approval

Will be an elective with faculty approval

Note that deletion here refers to formal requirement in the MS GDD program, not deletion of the course from the home department.

	
	4004-749
	Usability Testing
	4
	
	
	
	D
	NOT AN IGM COURSE – SERVICE AGREEMENT

Pending GCCIS MS HCI/MS IST  Course Approval

Will be an elective with faculty approval

Note that deletion here refers to formal requirement in the MS GDD program, not deletion of the course from the home department.

	
	4002-720
	Data Object Development
	4
	
	
	
	D
	NOT AN IGM COURSE – SERVICE AGREEMENT

Pending GCCIS MS IST  Course Approval

Will be an elective with faculty approval

Note that deletion here refers to formal requirement in the MS GDD program, not deletion of the course from the home department.

	
	4002-784
	Multi Client Database Implementation
	4
	
	
	
	D
	NOT AN IGM COURSE – SERVICE AGREEMENT

Pending GCCIS MS IST  Course Approval

Will be an elective with faculty approval

Note that deletion here refers to formal requirement in the MS GDD program, not deletion of the course from the home department.

	
	4002-785
	Fundamentals of DBMS Architecture and Implementation
	4
	
	
	
	D
	NOT AN IGM COURSE – SERVICE AGREEMENT

Pending GCCIS MS IST  Course Approval

Will be an elective with faculty approval

Note that deletion here refers to formal requirement in the MS GDD program, not deletion of the course from the home department.

	
	
	
	
	
	
	
	
	

	2


	4085-735
	Interactive and Game Audio
	4
	IGME-671
	Interactive and Game Audio
	3
	SE
	

	
	4085-743
	Interactive Media Project
	4
	IGME-680
	IGM Production Studio
	3
	SE
	Reworked course to encompass scholarly and innovative processes

	
	4085-746
	Programming for Interactive Media
	4
	
	
	
	D
	

	
	4085-747
	Topics in Interactive Media
	4
	
	
	
	D
	

	
	4085-792


	Development Processes in the Game Industry
	4

4
	IGME-601
	Game Development Processes
	3
	SE
	  

	
	4085-802
	Perspectives on Computer Mediation
	4
	
	
	
	D
	

	
	4085-804
	Building Tools for Creative Practice
	4
	
	
	
	D
	

	
	4085-836
	Game Engine Design and Development
	4
	IGME-750
	Game Engine Design and Development
	3
	SE
	

	
	4085-855
	Innovation and Invention
	4
	IGME-681
	Innovation and Invention
	3
	SE
	

	
	4085-887


	MSGDD: Capstone Design 


	4


	IGME-788


	Capstone Design
	3
	SE
	

	
	4085-888
	MSGDD: Capstone Development
	2

4
	IGME-789
	Capstone Development
	3
	SE
	Credit hours changed

	
	
	
	
	
	
	
	
	

	
	4005-763
	Computer Animation: Algorithms and Techniques
	4
	
	
	
	D
	NOT AN IGM COURSE – SERVICE AGREEMENT

Pending GCCIS CS Course Approval

Will be an elective with faculty approval

Note that deletion here refers to formal requirement in the MS GDD program, not deletion of the course from the home department.

	
	4005-759
	Topics in Artificial Intelligence
	4
	
	
	
	D
	NOT AN IGM COURSE – SERVICE AGREEMENT

Pending GCCIS CS Course Approval

Will be an elective with faculty approval

Note that deletion here refers to formal requirement in the MS GDD program, not deletion of the course from the home department.

	
	4005-756
	Genetic Algorithms
	4
	
	
	
	D
	NOT AN IGM COURSE – SERVICE AGREEMENT

Pending GCCIS CS Course Approval

Will be an elective with faculty approval

Note that deletion here refers to formal requirement in the MS GDD program, not deletion of the course from the home department.

	
	4005-755
	Neural Networks and Machine Learning
	4
	
	
	
	D
	NOT AN IGM COURSE – SERVICE AGREEMENT

Pending GCCIS CS Course Approval

Will be an elective with faculty approval

Note that deletion here refers to formal requirement in the MS GDD program, not deletion of the course from the home department.

	
	2001-732
	3DCG Shading
	4
	
	
	
	D
	NOT AN IGM COURSE – SERVICE AGREEMENT

Pending CIAS CGD Course Approval

Will be an elective with faculty approval

Note that deletion here refers to formal requirement in the MS GDD program, not deletion of the course from the home department.

	
	2001-747
	3DCG Rendering, Output, and Prototyping
	4
	
	
	
	D
	NOT AN IGM COURSE – SERVICE AGREEMENT

Pending CIAS CGD Course Approval

Will be an elective with faculty approval

Note that deletion here refers to formal requirement in the MS GDD program, not deletion of the course from the home department.

	
	2001-731
	3DCG Lighting
	4
	
	
	
	D
	NOT AN IGM COURSE – SERVICE AGREEMENT

Pending CIAS CGD Course Approval

Will be an elective with faculty approval

Note that deletion here refers to formal requirement in the MS GDD program, not deletion of the course from the home department.

	
	
	
	
	
	
	
	
	

	
	
	Total
	62
	
	Total
	33
	
	NOTE: the program has been significantly redesigned, and offers a fair number of elective credits.  Students are not expected to take every course in this table, and as such the “sums” in this row represent the required totals to graduate from the degree in quarter and semester format, not a direct summation.


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 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.

TABLE 3

Use of Program Level Assessment Data to 

Inform Calendar Conversion

Program Name/College MS 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).

	Revised structure such that major track, minor track, and seminar track are replaced with core and electives.
	Data Source: Enrollment data (2007-2010), focus group, scheduling/resource projections

Findings: overwhelming evidence that students want courses in both major tracks, and that some of the minor tracks are not properly utilized. 

	Design course modified to create more linkage between gameplay, media theory, and practice.


	Focus group Spring 20093 showed that 33% of the students involved (n=15) did not understand the relevance of the history and critical analysis portion of the curriculum.  The restructuring of this topic will provide additional depth and linkage for this topic.

	Enhanced offerings for applied Artificial Intelligence for Gameplay.


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

	Added colloquium courses in first year, and industry preparation colloquium course in the third semester.
	Data Source: Faculty evaluation

Findings: More appropriate for students to see some of the themes at the end of the program such that they can draw better connections between the theoretical and practical knowledge achieved in the program.


	Changes to Instruction 

(pedagogy, strategies, etc.)
	

	Expansion of the “rounds” process to include industry talks and career skills, and integration into the proposed colloquium series.


	“Rounds” is a mandatory informal process that is part of the graduate experience, and is designed to help students build communication skills with team leads and other interested parties.  Focus group discussion showed that although 75% of the students involved saw the relevance of rounds, they wanted a deeper experience.  

	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.  

	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 department assessment meetings.  Re-structured assessment plan approved by curriculum committee 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.

	No significant incremental resources are expected for the conversion process.



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
[image: image2.jpg]



Congratulations!  You are on your way to conversion!  
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