General Curriculum Committee Questions About New Course Proposals



This document is intended to help one who plans to propose a new course. The careful reader can save all parties time and frustration down the road by preparing to address concerns commonly raised by curriculum committee members. 

Therefore, if you are proposing a new course and want relatively smooth sailing in the Curriculum Committee, you should carefully consider and prepare written answers to the following questions as early as possible in the process. These answers should be submitted for informal consideration and feedback from the Curriculum Committee somewhat before the formal course request is made. 

After review of the answers to these general questions, the Curriculum Committee may ask for more specific information before considering whether to "bless" the proposal in principle. Such a blessing is not intended to be an official action of the Curriculum Committee, but a statement that the Committee believes that a subsequent formal new course request is appropriate for consideration under normal procedures. There are no guarantees, of course, that the course request will be approved just because the Curriculum Committee has agreed that the proposal makes sense at this level. It would be accurate to say that this document is geared more toward preparing the course proposer and making sure that the proposal will be not sent back several times due to technicalities before coming up for serious discussion. On the other hand, in the absence of satisfactory answers to these questions at the beginning of the process, it is likely that a formal new course request will face significant questions regarding most of its aspects. 

1. What is the nature of the proposed course? 

1. What is the overall nature of the course briefly stated? 

The course is first and foremost a Capstone course developed to allow students to test and strengthen their programming skills. Game specific issues and technologies will be addressed in the first few weeks along with group structures and responsibilities.

2. What is the scope of the course in terms of expected changes to the current CSE curriculum? 

Not sure. We may see a small increase in demand for CSE 681 and CSE 630. A Curriculum “Option” targeted towards Interactive or Media Computing would include this as an option.

3. What existing CSE courses or courses are related to the proposed course by similarity, prerequisites, etc.? 

CSE 682 is most closely related. It is also a project oriented capstone course and targeted towards our computer graphics students.

4. What other departments will be concerned with the proposed course and how? 

ACCAD is also teaching a Game Design (Arts 753 for 5 credit hours). The flow of the course is similar. The focus is on arcade-style games and the art and music. Little programming is required. We are looking into whether there might be interest to have Art students help with the 3D modeling and animation (real-time) for 3D game development.
2. What problems does the proposed course solve and/or create? 

1. Why is there a need for this course? 

There is student demand for this course. In my personal opinion, CSE does not have any true Capstone courses. I have tried to get closer to this goal, but I still need to address new material. However, this material is provided at a very high-level and the students are asked to research the technology and provide more detailed information to the class. As the employment market becomes more complex, students are needing a portfolio in addition to a course vita. Project-oriented courses like this provide the catalyst for this. Also, this course is more about the practice of CS, rather than the theory of CS. 
2. What could not be accomplished if this course were not created? 

For AI students, implementing AI in game characters gives them an opportunity to experience AI in dynamic, unpredictable, multi-agent environments, which is not emphasized in the other follow-up courses to the intro AI sequence.
3. Who is demanding the course or the product of the course?
Students in the Intro AI class (630) when asked what follow-up courses they would like to be offered, consistently request AI for games or agent-based team game design courses (such as robocup). 
4. Who is the intended/expected audience for the course?
All students who have been through the initial AI, animation courses and want to exercise these skills in the context of developing a complete software product.

5. How many students would be involved in the course?
30 – 40 students per year
6. How is the course related to national movements or trends?
The game industry is now a $10 billion dollar a year industry and a large employer of high-tech jobs in the U.S. Its forecast is rosey (with a touch of periwinkle).   There is a growing emphasis on using game engines or simulation environments to accomplish “serious” purposes such as foreign language training (numerous DOD-funded projects, increasing number of conferences, etc.)
7. How is the course related to the GRE advanced test in CS?
I have never seen the GRE advanced test in CS. I have seen the GRE test for dummies in CS though and there is no relationship.

3. What is the proposed course's detailed structure? 

1. What draft sample course descriptions (objectives, prerequisites, syllabi, texts, grading schemes, ...) are available? 

See the course web site: http://www.cse.ohio-state.edu/~crawfis/cse788GameDesign/index.html 
2. What draft sample homework problems, lab assignments, and exam questions are available? 

See the course web site: http://www.cse.ohio-state.edu/~crawfis/cse788GameDesign/index.html 
3. What is the history and previous experience with this course (pilot sections, other universities, ...)? 

Piloting it this quarter (as a 788) due to many student requests. The course is a little unique in that most courses use games as a ruse to teach OpenGL and computer graphics. We are assuming they have mastered this subject and providing it as a capstone. Depaul and USC both have extensive Game programming curricula. 

4. What resources are needed to implement and conduct the course? 

1. What faculty are available/will be required to teach the course?
Most of the graphics faculty and the AI faculty can coordinate the course.

2. What computer resources (hardware, software, staff time, etc.) will be required to implement this course? What's the initial, one-time cost and what is the yearly maintenance, upgrade, replacement cost? 

The course is very resource heavy. A server for source code control, group web-space (Wiki) and content repositories is needed. Each development machine requires Visual Studio, TortoiseSVN, and the many development toolkits that will be used by the teams. All of these are free for non-commercial use except Visual Studio. 

3. What other materials or resources will be required to implement this course? 

Without (or even with) artistic talent and mastery of modeling and animation packages such as Maya, content resources are a primary concern for each game development team. There are many free models on the web and we have purchased one library. Sound resources are also needed. These can be shared with CSE 682.

4. What kind of grading or lab assistant support will this course need? 

5. How will the course be implemented? 

1. If applicable, how will the course's curriculum be phased in? 

Phase III will follow Phase I but proceed Phase V. Phase II does not impinge on Phase IV which is immediatary and post to Phase III.

2. What are the "fall-back" positions if the changes cannot be completed as originally planned? 

Our fall-back position is to go full steam ahead, only this time without planning.

6. How will "success" of the course be gauged? 

1. What are the criteria to be evaluated?
Initial success will be measured by our students landing great positions in their dream jobs (game studios). Later success will be determined by alumni endowments and complementary pink slippers. The use of established Rubics for group-work, presentations and communications will be followed.
2. What provisions are there to conduct the evaluation? 

Ideally, we would like to invite alumni in the field to evaluate the student projects. This would provide some measure of the overall course’s success. A public final presentation of the projects will be conducted at the end of the quarter. Note, ACCAD built a kiosk to hold and demo their games.
