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	1.  What are the purposes of the proposed program?


Dakota State University is requesting permission to offer a Bachelor of Science Degree in Computer Game Design.  Computer gaming is a growing industry within the United States, with a growing demand for employees who have technical, narrative, and artistic skills.  The proposed degree program is an interdisciplinary one, with coursework in art, music, English, digital media, and computer programming. 

According to an article entitled “Working so Others Can Play: Jobs in Video Game Development”, posted at: http://www.bls.gov/opub/ooq/2000/Summer/art01.pdf, demand for video games is rising and job markets are expanding.  Sales of video games generated more than $6 billion in recent years and more than 19,000 new video games are developed annually. Employment in the average video development company grew by 18 percent in recent years, with approximately 50,000 people working in the industry at the beginning of 2000.  

	2.  Rationale


	A.  What is the rationale for the curriculum?  


The curriculum is divided into four components: 21 credit hours in Digital Arts and Design, 7 credits in Math, 18 credits in Computer Programming and 18 credit hours in Game Studies.  By dividing the curriculum into components, the student will become immersed in both the design and development portion of the field.  In addition, a strong Math component is necessary for 
providing a strong working foundation, particularly for the programming component.  The 18 credit hours in Game Studies include 6 hours in game theory and the remaining 12 units are in project-based classes.  These project based courses will allow students to work as teams in the development of a game product, developing essential skills for work as members of interdisciplinary teams. Additionally, the projects courses will provide experience and instruction through the entire game development cycle.
	B.  Demonstrate that the curriculum is consistent with current national standards. Complete the tables below and explain any unusual aspects of the proposed curriculum.


	C.  If a new degree is proposed, what is the rationale? 


N/A

	D.  Summary of the Degree Program


	Title of proposed program
	Credit Hours
	Credit Hours
	Percent

	System General Education Requirements
	30
	
	

	Institutional Graduation Requirements
	11
	
	

	Information Technology Literacy Requirements
	
	
	

	Subtotal, Degree Requirements
	
	41
	32%

	Required Support Course (not included above)
	
	
	

	Major Requirements
	64
	
	

	Major Electives
	0
	
	

	Subtotal, Program Requirements
	
	64
	50%

	Free Electives
	23
	23
	18%

	Degree Total
	128
	128
	100%


*If the proposed undergraduate degree program is to be available in more than one degree and the number or distribution of credits will vary, provide a separate table for each degree.

	Required Courses in the Major

	Prefix
	Number
	Course Title
	Credit Hours
	New (yes/no)

	ARTD
	282
	2-D Design I
	3
	No

	ARTD 
	285
	2-D Design II
	3
	No

	ARTD
	382
	3-D Design I
	3
	No

	ARTD 
	385
	3-D Design II
	3
	No

	ARTD
	431
	Graphic Effects I
	3
	No

	CIS
	275
	Web Application Programming I
	3
	No

	CIS
	332
	Structured Systems Analysis and Design
	3
	No

	CIS
	375
	Web Application Programming II
	3
	No

	CSC
	250
	Computer Science II
	3
	No

	CSC
	260
	Object Oriented Design
	3
	No

	CSC
	300
	Data Structures
	3
	No

	DAD
	375
	Storyboarding
	3
	No

	GAME
	111
	Introduction to Game Design
	3
	Yes

	GAME
	222
	Computer Game Analysis and Development
	3
	Yes

	GAME
	333
	Project and Process I
	3
	Yes

	GAME
	334
	Project and Process II
	3
	Yes

	GAME
	444
	Project Development I
	3
	Yes

	GAME
	445
	Project Development II
	3
	Yes

	MATH
	123
	Calculus I
	4
	No

	MATH
	282
	Mathematics of Games
	3
	Yes

	MCOM
	353
	Web Interactivity
	3
	No

	
	
	Subtotal
	64
	


	Required Support Courses outside the Major:  Students in this major must take the following courses are part of their General Education selection:
SGE:  ART 121, PHYS 111/113 or PHYS 211/213

IGR:  CSC 150


	Elective Courses in the Program: List courses that may be taken as electives in the program. Indicate any new courses to be added specifically for the major. (If the list of existing courses is long, it may be provided as an appendix.)  

None


	3.  Student Outcomes & Demonstration of Individual Achievement


	A. What specific knowledge and competencies, including technology competencies, will all students demonstrate be able to demonstrate before graduation? The knowledge and competencies should be specific to the program and not routinely expected of all university graduates. Complete Appendix A – Outcomes using the system form. Outcomes discussed below should be the same as those in Appendix A.  The knowledge and competencies specific to the program must be related to the proposed assessments in B and C below.


1. Students will develop knowledge domains in digital design and programming relevant for a career in game design and development.
2. Students will develop the personal and professional attitudes and values that foster professional responsibility, leadership, and team work.
3. Students will develop strong professional communication skills relevant to the field of game design and development (these include verbal, written, graphic, technical communication skills).
4. Students, in cooperation with other team members, will have the skills to develop an interactive computer game.
	B.  What national instruments (examinations) are available to measure individual student achievement in this field?  


There are no national instruments or exams available to measure student achievement directly in the game design and development field.  

Students will complete the MFAT in Computer Science in order to assess that portion of the program.  This exam has components for “Programming” and “Discrete Structures & Algorithms” which are applicable to this program.  The other sub-scores will not be relevant to this degree.

	How will mastery by individual students be demonstrated? Describe the specific examinations or processes to be used. This is to include external measures.
 What will be the consequences for students who do not demonstrate mastery?


In addition to the MFAT exam noted above, student achievement will be measured based on a locally developed capstone exam. This exam will cover the broad range of topics from the program core as well as selected specialty subjects based on the student’s focus area as determined by the advisor.  Additionally, the project courses completed in the third and fourth year of the program will result in the development of a portfolio of work.  If the body of work is not sufficient at each stage, the student will not be allowed to 
register for the next course in the sequence.  The final portfolio will be used for program assessment purposes as well.

Student’s mastery in individual courses will be assessed by one or more of the following:  appropriate written/oral examinations, created works, portfolios and/or research projects, and development of an interactive game.  Students who do not demonstrate mastery will be required to remediate any deficiencies by an appropriate method; most often, repeating the course and earning a passing grade.  Students who do not successfully remediate deficiencies or otherwise fail to meet academic expectations will be dismissed from the program.
	4.  What instructional approaches and technologies will be used to teach courses in the program? This refers to the instructional technologies used to teach courses and NOT the technology applications students are expected to learn.  


	5.  Did the University engage any developmental consultants
 to assist with the development of the curriculum? Were any professional or accrediting associations consulted during the development of the curriculum? What were the contributions of the consultants and associations to the development of curriculum?  


Glen’s stuff—I will get from him.  Steve Graham also has had discussions with others at conferences.  The IGDA (International Game Developers Association) curriculum framework was used in developing the curriculum. Faculty attended presentations and discussions of the curriculum framework, and discussed plans with Susan Gold, president of the IGDA Education Sig. Additional feedback on student preparation was collected from presentations by and discussions with technical and HR representatives from Electronic Arts, Bizzard, Inc., Microsoft, and other game development companies. 
	6.  Are students in the program expected to be new to the university, redirected from other programs or both? Complete the table and explain how the estimates were developed.


	
	Fiscal Years*

	
	1st
	2nd
	3rd
	4th

	Estimates
	FY 09
	FY 10
	FY 11
	FY 12

	Students new to the university
	15
	15
	15
	15

	Students from other university programs
	5
	5
	5
	5

	= Total students in the program (fall)
	20
	40
	60
	80

	Program credit hours (major courses)**
	1280
	2560
	3840
	5120

	Graduates
	
	
	
	15-20


* Do not include current fiscal year.

** This is the total number of credit hours generated by students in the program in the required or elective program courses. The same numbers are used in Appendix B – Budget.

	7.  If program accreditation is available, identify the organization and explain whether accreditation is required or optional, the resources required, and the University’s plans concerning the accreditation of this program.  


There aren’t any specific accreditation requirements for this program.
	8.  Does the University request any exceptions to any Board policy for this program? Explain any requests for exceptions to Board Policy. If no exceptions are requested, enter “None.”


None
	9.  Program Delivery


	A.  Does the University request authorization to deliver this entire program at any off-campus locations? If yes, list location(s) and intended start date(s).


No
	B. Does the University request authorization to deliver this entire program by distance technology? If yes, identify delivery method(s) and intended start date(s).  


No

	C.  Include off-campus tuition and site or delivery costs in the next section and in Appendix B. If off-campus or distance delivery authorization is not requested, enter “None.”


	10. Costs, Budget and Resources


	A.  Explain the amount and source(s) of any one-time and continuing investments in personnel, professional development, release time, time redirected from other assignments, instructional technology & software, other O&M, facilities, etc needed to implement the proposed major. Address off-campus or distance delivery separately.


DSU will request GAME prefix have a lab fee associated similar to CSC & DAD.
	B.  Complete Appendix B -- Budget and Resources.  Table 1 and 2 should be provided to support BOR staff analysis.


	11. Additional Information. Additional information is optional. Use this space for information not requested above.  Limit the number and length of additional attachments.  Identify with capital letters.  Letters of support are not necessary and are rarely included with Board materials.  In some cases, response to questions from the Board or the Executive Director may be provided as appendixes to the original proposal. This item may be deleted if it is not used.


New Course Request List/Course Descriptions
GAME 111 Introduction to Game Design (3 cr.)

An introduction to game design and analysis.  All types of games will be studied.  Topics to include: Play-testing, persistent worlds, rules, and purposes of games.

 GAME 222 Computer Game Analysis and Development (3 cr.)
This course will examine the history of video games, examining seminal games and focusing on critical analysis of games. Students will engage in critical analysis of games and will continue with projects addressing video game design topics. The course will examine alternatives for game delivery such as computers, consoles, and mobile platforms; implications of platforms and networking for multiplayer games will also be considered. Prerequisite: GAME 111
GAME 333 Project and Process I (3 cr.)
Students will work as members of a game production team while studying topics in the game development process. Development methodologies, such as agile methods will be explored and applied. Students will learn and apply teamwork methods.  Prerequisite:  GAME 222 or Consent of Instructor.
GAME 334 Project and Process II (3 cr.)
Students will work as members of a multidisciplinary game production team.  Students will apply methods for effective teamwork and development processes. Students will also study the content and development process for formal game design proposals. Students will develop complete game design proposals, which will be subjected to public, competitive evaluation.  Prerequisite:  GAME 333.
GAME 444 Project Development I (3 cr.)
Students will, in conjunction with interdisciplinary teams, complete the development of an entire computer game. Selected proposals from GAME 334 will be implemented during the course of GAME 444 and GAME 445. Students may function as project leaders, team leaders for specific content or as project members. Game development will follow methodologies (such as those taught in GAME 333) and teams will work under the guidance of a faculty member. This course will emphasize earlier phases of the development process. Prerequisite:  GAME 334
GAME 445 Project Development II (3 cr.)
Students will, in conjunction with interdisciplinary teams, complete the development of an entire computer game. Selected proposals from GAME 334 will be implemented during the course of GAME 444 and GAME 445. Students may function as project leaders, team leaders for specific content or as project members. Game development will follow methodologies (such as those taught in GAME 333) and teams will work under the guidance of a faculty member. This course will emphasize later phases of the development process. Prerequisite:  GAME 444
MATH 282 Mathematics of Games (3 cr.)
An introduction to mathematics applied to the understanding of games.  Topics to include discrete probability, expectation, counting, and introductory game theory.  Prerequisite/Corequisite MATH 123
GAME 291/491 Independent Study (1-3 cr.)
GAME 292/492 Topics (1-3 cr.)

� What national examination, externally evaluated portfolio or student activity, etc will be used to verify that individuals have attained a high level of competence and identify those who need additional work?


� Developmental consultants are experts in the discipline are hired by the university to assist with the development of a new program (content, courses, experiences, etc). Universities are encouraged to discuss the selection of developmental consultants with Board staff.
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