Advisement Worksheet: Game Development Option (2009-2010) 

Name:  __________________________

Note: The catalog contains official requirements.  This is simply an advisement tool to help with planning.  In all cases, you should check the catalog to make sure that you are meeting curriculum requirements.

General Education Requirements:

The General Education Requirements are expressed in Competencies. The student can meet their requirements for these competencies by taking seven courses, but careful planning is required. If you are transferring courses from other colleges or had taken other courses at BCC that meet the competencies, then you need to analyze the impact and choose courses to fulfill the graduation requirements. I recommend talking to a CIS advisor for assistance.

Competency:
How to meet competency:
Credits
Notes:

Critical Analysis (Critical Thinking and Critical Reading)
Infusion in CIS program


No course  required
Embedded in CIS courses across the curriculum – also CS17, CIS73 and ENG11

Critical Analysis (Information Literacy)
Infusion in CIS program
No course required
Embedded in CIS courses across the curriculum – also  ENG11

Written Communication
ENG11, ENG12
6


The CIS Department requires a speech/communications course to meet graduation requirements. The speech /communications course meets both the Humanities competency and the Oral Communications competency and gives students 3 Humanities credits towards graduation. 

Oral Communication


SPH14 or SPH11 or COM18

The Department recommends SPH14.
Met with SPH14, SPH11 or COM18
Oral Communications can be infused. Taking SPH14, SPH11, or COM18 meets the Humanities and Oral Communications Competencies

Humanities
SPH14 or SPH11 or COM18.

The Department recommends SPH14.
3
Humanities requires 3 credits, Oral Communications can be infused. Taking SPH14, SPH11, or COM18 meets the Humanities and Oral Communications Competencies

Scientific Reasoning and Discovery
Select science course from list
3-4
Note that 4 credit courses transfer best. 

Quantitative and Symbolic Reasoning
MTH17
3


BCC requires that students take a course to meet the Historical Awareness Competency and a course to meet the Social Phenomenon Competency. Students are also required to meet the Global Awareness Competency, the Multicultural Perspective Competency, and the Ethical Dimensions Competency.  

Global Awareness, Multicultural Perspective, and Ethical Dimensions can be met by taking a variety of courses that infuse these competencies into the course.  

Department recommendations:

Plan A: HST 14 will meet Historical Awareness, Multicultural Perspective and Ethical Dimensions. 

Historical Awareness
Choose from HST11, HST12, HST13, HST14, AMC11, AMC12.
3
See notes on department recommendations

Global Awareness
SOC11 or SOC12
Can meet with infusion.
SOC11 or SOC12 taken to meet the Social Phenomenon requirement also infuses Global Awareness.

Multicultural Perspective
Recommend infusion.
Can meet with infusion.   
See notes on department recommendation

Social Phenomenon
SOC11 or SOC12
3
SOC11 or SOC12 taken to meet the Social Phenomenon requirement also infuses Global Awareness.

Ethical Dimensions
Recommend infusion.
Can meet with infusion.
See notes on department recommendation

Technical Literacy
Infusion in CIS program
No course required
Infused throughout the CIS curriculum

Non-CIS Requirements:


BUS15 
Fundamentals of an Enterprise (1 cr)

Recommendation (for students with little computing experience): 


CIS11
Introduction - recommendation for students with little experience in computing and/or application packages.  Does not count towards degree.

CIS Requirements: Recommended Order

*Semester I:


CIS17
Programming Logic, Design and Implementation (3 credits)


CIT40
Electronic Game Development (3 credits)


CIT41
Visual Concepts for Game Designers (3 credits)


CIT42
Computer Game Level Building (3 credits)

Semester II:


CIT43
Programming for Game Designers (3 credits)


Game Creation
Programming Games


CIT50
Modding I (3 credits)
CIT32
Open Source Database (3 credits)


CIT44
Electronic Game Development II (3 credits)
Elective
CIS44, CIS56, CIS73(need to adjust if spring course)(3-4credits)

Semester III:


CIT63
PreProduction Game Production (3 credits)


Game Creation
Programming Games


CIT46
Game and Sound Production (3 credits)
CIT45
Programming for Game Designers II (3 credits)


CIT53
Game Design on Paper (3 credits)
CIT55
Topics in Game Programming (3 credits)

Semester IV:


CIT66
Computer Game Production (4 credits)


Game Creation
Programming Games


CIT56
Modding II (3 credits)
CIT58 
Data Structures in the Game Environment (3 credits)


CIT60
Advanced Game Analysis (3 credits)
CIT59
Fundmentals of Game Engine Design (3 credits)

Example of implementatio:

This example assumes that the placement tests allow you to take ENG11 and  MTH17. If this does not apply, then you should take the courses required starting in your first semester.

Semester I:


CIS17
Programming Logic, Design and Implementation (3 credits)


CIT40
Electronic Game Development (3 credits)


CIT41
Visual Concepts for Game Designers (3 credits)


CIT42
Computer Game Level Building (3 credits)


ENG11
Composition I: College Writing (3 credits) 

Semester II:


CIT43
Programming for Game Designers (3 credits)


ENG12
Composition II: Writing About Literature (3 credits)


MTH17
Technical Mathematics (3 credits)


BUS15 
Fundamentals of an Enterprise (1 credit)


Game Creation
Programming Games


CIT50
Modding I (3 credits)
CIT32
Open Source Database (3 credits)


CIT44
Electronic Game Development II (3 credits)
Elective
CIS44 or CIS56 or CIS73 (need to adjust if spring course) (3-4 credits)

Semester III:


CIT63
PreProduction Game Production (3 credits)


SPH14
Professional Speaking (3 credits)


SOC11 or SOC12
Principles of Sociology  or The Sociology of Social Problems (3 credits)


Game Creation
Programming Games


CIT46
Game and Sound Production (3 credits)
CIT45
Programming for Game Designers II (3 credits)


CIT53
Game Design on Paper (3 credits)
CIT55
Topics in Game Programming (3 credits)







Semester IV:


CIT66
Computer Game Production (4 credits)


HST14
United States History from 1877 (3 credits)


Science elective
Choose from the list of science courses. Note that 4 credit courses transfer best. (3 or 4 credits)


Game Creation
Programming Games


CIT56
Modding II (3 credits)
CIT58 
Data Structures in the Game Environment (3 credits)


CIT60
Advanced Game Analysis (3 credits)
CIT59
Fundmentals of Game Engine Design (3 credits)

