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SECTION 1: PROGRAM OVERVIEW

PROGRAM GOALS

“Building a World Class Animation and Game Design program is a daunting task. While many
educational institutions are developing programs in these areas, the success ultimately will be
found in the quality of student portfolios and who is being successfully employed. As faculty in
the Digital Animation and Game Design Program at Ferris State University, we aspire to
become one of the top ten programs in the United States. We believe that by looking at our past
successes, listening to the industry and developing strategic planning we can achieve this goal. “

- David Baker, DAGD Program Coordinator

Program Overview

The Digital Animation and Game Design (DAGD) program at Ferris State University Grand
Rapids offers students a well-rounded education as they earn their Bachelor’s of Applied
Science, while giving them the depth of technical skills needed to compete in the fast-paced
world of interactive technology. Graduates of the DAGD program are able to enter into a
growing field of job opportunities that isn’t limited to just entertainment and video games, but
offers possibilities in legal simulations, corporate training, architectural flythroughs, education,
biomedical visualization, and a host of emerging opportunities as more and more industries see
the advantage of engaging their customers through interactive and animated applications.

Mission

DAGD will provide high-quality education at a reasonable price to students seeking to gain
technical expertise in interactive and animated applications, and instill skills that are valued and
relevant to the workplace.

Core Values

¢ Quality instruction by teachers who have a proven track record of industry success.
First rate response and customer service.
Leading hardware and software for lab use and instruction.
Relevant industry involvement in classroom projects.
Progressive strategy for implementing evolving curriculum and classroom content.
Expanding base of opportunities for students to showcase abilities to and interact with
industry.
e Growth and diversification of student population and industry opportunities in Digital
Animation and Game Design for South-Western Michigan.
e Outreach programs to high school and junior high schools designed to stimulate interest
and awareness for Digital Animation and Game Design.
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Vision

To be recognized as one of the leading educational institutions in animation and interactive
technologies not just in Michigan, but in the nation. Students will see us as a high quality
program for a good value, and feel confident in the skills that they will learn and the
opportunities for which they will be qualified when they graduate. Industry will see us as an

institution that provides skilled, talented, and employable graduates. Faculty will find this a
challenging and rewarding place to teach.

Customer Value Proposition

Students are our primary customers and will seek out FSU/GR DAGD because they will
recognize the caliber of education they will receive without having to leave Michigan. As a state
institution, it’s reasonable to expect (at least initially) that the majority of the students will come
from in state. Students will come to this program at first because it is the only program of its kind
in Michigan and later, as similar programs begin to appear at other institutions, they will come
because it will be an exceptional value of top-notch education at a reasonable cost. Additionally,
students will see the emerging list of employers of DAGD graduates grow and increase their
confidence in the validity and capability that a DAGD degree will bring them. In summary:

e The program remains unique to Michigan

e The program offers high quality Digital Animation and Game Design education
e The program is reasonably priced

e The program successfully prepares students for a strong and growing industry

Organizational Environment

The DAGD Department interfaces with a growing list of individuals, groups and organizations.
It is through this networking that DAGD will ensure the success of the program and its students.
The primary workforce includes a Program Director, three full-time instructors, and 4 part-time
or adjunct instructors. Provided that DAGD continues to prove successful, additional faculty will
likely be added. DAGD also works in conjunction with a supervising administrative department
(Dean, Assistant Dean) that includes a marketing staff, and an administrative assistant support
staff and an Information Technology (IT) staff. DAGD resides within FSU/GR’s office space as
leased from Grand Rapids Community College, maintains faculty offices and equipment, and
utilizes two computer labs/classrooms equipped with leading-edge computers, software, and
digital projection. DAGD has access to additional non-computer classrooms as needed and often
spills over into two more computer labs.

Organizational Relationships

DAGD has a growing list of individuals and organizations with which it interacts. On the front
end, DAGD works with high schools and junior high schools to promote the program and
industry. Students entering the program provide the foundation for the program’s existence and
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are the primary focus. DAGD needs to deliver results based on expectations set by the
Administrative Department. DAGD also continues to develop industry relationships for
professional portfolio reviews, developing and screening/judging class projects and Program
Review offering internships, and hopefully employing graduates.

Competitive Environment & Strategic Challenges

DAGD was unique in Michigan upon inception but that is changing. This type of program is
starting to pop up all over the country due to its popularity with students just graduating high
school. With more schools realizing the potential enrollment benefits that a program like this
brings, more will get over the stigma associated with the word “game” and start their own
programs. DAGD will need to stay ahead of the competition, constantly cultivate and recruit new
students, and continue to grow opportunities for its graduates. DAGD works with community
colleges to setting up 2+2 programs encouraging articulation of transfer students.

Explanation of How and By Whom the Goals Were Established

The original goals for DAGD were established by founders, Don Green, Tracy Powers and
Marty Lier. Goals were determined from real time experiences of Marty Lier and curricula from
established programs such as Full Sail in Orlando Florida and Digipen in Seattle Washington.
They talked to industry people, looked at what was working and what could be done better.

The Independent Game Developer Association (IGDA) game development curricula endorsed at
the 2003 Game Developer’s Conference in San Jose was the cornerstone for the Ferris DAGD
curricula design. This seminal document was created over a two year period from advisors from
industry professionals and educators creating what would be the foundation for the majority of
game design curricula in the United States.

DAGD: A Brief History

Original expectations were to partner with Kendall College of Art and Design to leverage the
expertise of design found at Kendall. “We wanted to do the technical and do the art at Kendall.”
(H. Martin Lier, 2005) However, the partnership never developed fully as administrative goals
and fiscal considerations at Kendall made the union impractical. Instead, a partnership with
Grand Rapids Community College was developed to create a strong articulation of liberal studies
to fulfill the general education requirement of the B.A.S. degree.

The original curricula was a combination of existing classes found at GRCC, Ferris Graphic
Design Classes from the main campus, and the creation of several new courses focused on
animation and game design. The blend of classes featured highlights typical of ‘New Media’
skills of computer programming, two and three dimensional design, computer aided design
(CAD), game design and theory and user interface design. Additionally, courses in
entrepreneurial concepts such as contracts and sales, marketing and project management would
help give students an advantage on starting their own businesses should the need arise. Using
successful established classes, Ferris DAGD began running classes in the fall of 2003.
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Hans (Marty) Lier was the first Program Coordinator to run classes. His strength was in
industrial design, 3D modeling and animation and project management. He hired adjuncts Roy
Pereira and Cory Heald to help run classes in animation and programming to accomplish the first
two years of the program.

By spring of 2005, enrollment was encouraging enough to bring two new faculty members on
board. Ward Makielski, an established game designer and animation artist from Los Angeles,
who had recently moved back to his home state of Michigan, was hired as a new Program
Coordinator. Additionally, David Baker was hired in the Summer of 2005 to leverage his
professional animation and design skills honed from over 20 industry years and five in the
community college system. With three fulltime faculty, and now over 80 students, DAGD was
fully operational.

As students matured and curricula developed, it became apparent that a new ‘checklist’ with a
clear pipeline of classes was needed. (See Appendix, Checklist 2005) Using data from industry
contacts, classes were now brought to fruition or developed to accomplish specific goals. The
game curricula was up and running with not only programming, but with solid theoretical and
design concepts in place. Graphics classes that were originally tuned for the publishing industry
were now guided toward game design and 3D texturing artists.

General education classes were suggested during advising sessions that helped to enhance what
was being offered in the DAGD curricula and advising students became a standard procedure
and task of the entire full time faculty.

The student population continued to grow with about 120 students actively pursuing a DAGD
degree. It became apparent that the original criteria that required students to have only a 15
composite ACT and a 2.2 GPA were problematic. Few students who had lower academic skills
and no art or programming background struggled and were no longer pursuing the degree after
two years. Better students thrived, though, and it was decided to improve the incoming student
population at the expense of growing enrollment. DAGD altered its incoming freshmen
requirements to a minimum GPA of 2.5, a composite ACT score of 19, and the initiation of a
portfolio requirement.

Portfolios are required of all the upper level art and design schools. It helps the school
determine, outside of a GPA, whether a student has been pursuing or achieved a certain quality
in their work. It is also used as a “self filtering’ technique that reduces the amount of completed
applications as non-motivated students fail to fulfill the requirement. DAGD employed this
technique of filtering to bring in only the motivated student. The portfolio requirements were
loose in comparison to most design schools. It asked for ten samples of work, whether it be art,
programming, music or any other animation or game design discipline. It has been effective,
although it temporarily flattened out enrollment. The typical DAGD student comes in with a
passion not shared by all in the earlier years.

By 2007 it became apparent that game design was playing a greater role as a draw to the
program. More than half of the students applying voiced more of an interest in game design than
in animation. Our only game design instructor, Ward Makielski, who was program coordinator,
could only teach two classes per semester which limited his scope. Additionally, adjunct
professor Roy Pereira gave notice that he would be leaving the state in the Fall. It was decided
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that we needed a full time faculty member that would concentrate on game design in addition to
Ward. Joshua Freeney, a freelance game programmer and designer and graduate of Full Sail, an
art and media institute in Florida was recruited to teach classes that Roy Pereira would be
vacating. He was added as term faculty in January, 2008 to deliver the classes left open by the
new development.

With more schools offering degrees online, the department felt it wise to start developing the
program ‘virtually’ to serve students across Michigan. In December 2007, Ward Makielski was
given the opportunity to develop the DAGD ‘online’ portion of the program. A ‘cross curricula’
approach was used to allow this starting with DAGD 100, a basic intro to 3D class, DAGD 103,
an online drawing class, DAGD 300, an upper level game design class and DAGD 499, or our
senior level ‘capstone’ class. With this approach we could reach beginning students, those at
community colleges or students who are working professionally. Additionally, Mr. Makielski
had been training on Ferris Connect, our online curricula delivery platform and achieved the rank
of ‘Black Belt’, a level that qualifies him to teach others. With this background, a blended online
delivery became ‘live’ in January, 2008.

Ward delivers the class ‘on the ground’ the first week of classes in a semester and once again the
last week of classes wrapping up the semester. This allows for a personal contact with younger
students and the advantages of virtual work.

Faculty member David Baker was asked to assume the vacant ‘Program Coordinator’ position
and began training for the new position which he assumed in January, 2008. His position of
Internship Coordinator was passed onto Marty Lier.

As the curricula matured, other classes began to be offered in the ‘elective’ category. These
were topic specific classes that provided the opportunity to investigate industry standard tools
such as Maya, Softlmage XSI and Z brush. DAGD alumni, Robert Evans was contracted as an
adjunct to deliver the ‘DAGD 380 Digital Sculpting’, (also known as Z Brush) course.

The faculty began another review of the DAGD check sheet as our students began requesting
more directed classes. It was determined that students should be allowed to direct their own
career goals earlier in the program. With industry guidance, we created three concentrations or
‘tracks’ of 18 credit hours that allowed students to pursue more rigorous work in animation,
game design or media generalist. No extra classes were created to allow this pursuit. Students
could focus on their interests. In January of 2009, a third version of the DAGD check sheet was
presented and well received by students. Students could move their credits to this check sheet or
maintain their original direction. This update has been well received by students and will allow
for new classes to be created as the need arises and directed by industry.

Preparing Students for the Workplace

How do the goals apply to preparing students for careers in and meeting employer needs in the
community/region/marketplace?

The DAGD program is designed to prepare students for careers in the animation and game
design fields. This pursuit is a major focus and we actively develop strong relationships with
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people and companies in the industry. As curricular designers, and professionals working in the
field, we looked at what we learned in the ficld and asked ourselves; “If we could have done it all
over, we would...”

This is the foundation of our goals. “Focused, real world skills that are needed in industry
supported by a liberal approach to learning that accommodates how students learn.”

George Lucas, the director and executive producer of the Star Wars series has developed
‘edutopia’, a foundation that supports new learning approaches. It proposes a theory that
students learn by doing. This is supported by six core concepts: Integrated studies, Project
Learning, Social and Emotional Learning, Technology Integration, Comprehensive Assessment
and Teacher Development. ( http://www.edutopia.org/core-concepts).

DAGD is coincidentally built around much of this learning theory. By immersing students in
‘real world’ challenges, and building skills to meet these challenges, students learn how to build
animations and games much like they would in the real world. The goal is to have students
ready to hit the ground running when brought into a company.

Additionally we work with students to develop the people skills that keep them working. Our
students often have highly developed internet and computer skills at the cost of their social skills.
We acknowledge this and continually work on these skills by utilizing teamwork, critique and
peer interaction. We create a supportive environment, and teach students how to properly
interact with each other in a creative environment; a prized skill in the industry.

As faculty we work on developing and maintaining industry relationships. Faculty are
encouraged and supported to attend industry events such as SIGGRAPH and the Game
Developer’s conference in San Francisco. Faculty respond by attending week long events
sometimes on their own time during the summer or when the conference falls during spring
break, otherwise release time is provided to faculty members. We also encourage students to
attend the same conferences and support them as they present portfolios at career fairs.

DAGD 491 Internship is one of the tools we use to promote our goals. Students are required to
secure an internship with our help or approval. This immersive 400 hour experience is in place
to help students make the transition from student to professional. Feedback from the internship
sites help provide us with data on how well our students are prepared for the workforce.
Students are permitted to take DAGD 491 after their capstone course to potentially secure a
position after graduation.

Other real world experiences we offer students can be found in DAGD 340 Junior Project. In
this class, small student groups are matched with industry professionals who are looking for
media work. The professionals come to the classroom, ‘pitch’ their project and enlist a student
group to work with them during the course of the semester. The students create work goals and
are held accountable for them as part of their grade. Professionals meet with the students during
the semester to critique the work and accept or reject the project at the end of the semester.

DAGD 220 Sophomore Portfolio is designed with multiple goals in mind. First, is to create an
industry quality portfolio presentation that develops assets such as websites, job reels, resumes,
promotional pieces such as business cards and industry ‘swag’. Additionally, students are
charged with discovering, attending and interacting at industry events locally, regionally or
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nationally. The final of the course is a 10 minute ‘pitch’ of their work to an industry panel. This
panel judges them on delivery as well as content. This course is also designed to have the
student consider “Why am I here and what can I add to this industry?”. As this is designed to
give students a realistic picture of the industry, we hope that students will continue to grow their
portfolio throughout their junior and senior years.

DAGD 499 Capstone is the final class a student would ultimately take. In it, students self direct
a portfolio level project. The goal is for the student to take all the skills they have learned and
apply them to a project that can support their career start-up. Students have chosen many
directions: documentaries, games and game levels, animations and special FX short films.
Seniors also participate in a ‘Capstone Presentation’ that requires them to ‘pitch’ their project in
front of their peers, professors and invited industry professionals. This is designed as a way to
have students rehearse their own ‘pitches’ as they job hunt. Additionally, the Capstone
presentation is a ‘one-stop shop’ for industry people to recruit new talent.

Have the goals changed since the last program review? If so, why and how? If not, why not?
This is the first program review for DAGD.

Describe the relationship of the program goals to the University’s mission, and the
departmental, college and divisional strategic plans.

The mission of Ferris State University:

Ferris State University prepares students for successful careers, responsible citizenship,
and lifelong learning. Through its many partnerships and its career-oriented, broad-
based education, Ferris serves our rapidly changing global economy and society.

The DAGD program is aligned with the mission of Ferris State University. We focus on the
growth of students in career skills, civil involvement and lifelong learning. We teach our
students how to learn and offer it in a professional context that demands rigor. We also bring
teamwork into many of our classes by requiring projects to be produced with a group of
likeminded designers. We see ourselves in the context of a global economy and understand the
stewardship with which we have been entrusted.

Alignment with Divisional Strategic Plans

DAGD aligns well with the Goals of the College of Professional and Technological Studies
(CPTS). CPTS’ mission is:

The College of Professional and Technological Studies will be the preferred choice for
students through the development of innovative career oriented degree programs,
dedicated instruction brought to students at a distance, the creation of strategic
partnerships, creative technology applications and convenient instructional models.

DAGD was created with these goals in mind. We look at how we can serve students better
through innovative curricula and teaching methods including distance learning. We work across
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the curricula to see how we can partner with fellow faculty and other programs such as Software
Engineering, Graphic Design, Television Production and even Kendall College of Art and
Design. We work on forming strategic partnerships with internal departments such as the
College of Pharmacy and external clients such as St. Mary’s health systems. We work with
community college faculty from across Michigan to actively develop transfer plans.

Our curricula is developed to be real world and to leverage the capabilities of our partners.
Along with supporting community colleges and technical schools such as ITT, we are looking to
help develop animation and game design programs in Hyderabad, India and China.

Don Green, our Vice President was central in helping to develop DAGD around the CPTS goals
and we continue to support this outstanding initiative.
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PROGRAM VISIBILITY AND DISTINCTIVENESS

Ferris Grand Rapid’s Digital Animation and Game Design (DAGD) program is a high profile
program that is creative, distinctive and rigorous. We are focused on developing the next
generation of animator sand game designers.

DAGD is designed as a multidisciplinary degree. Disciplines covered include 3D animation,
programming, design and business and liberal studies. Students study for careers in animation,
design, simulation, and programming. The digital animation concentration builds on the existing
B.A.S. format. This format includes a required concentration for depth, an elective section that
offers greater breadth in the discipline area, and general education requirements targeted toward
courses serving employees in digital technology.

Using state of the art technology, professional grade software and innovative teaching
approaches, Digital Animation and Game Design delivers an education that students will need to
succeed in a highly competitive business. Built from the ground up and designed by professional
media experts and game designers, students work with some of the most experienced and
respected professionals in the Midwest.

Unique Features
Describe any unique features or components of the program.

Dual Enrollment with Grand Rapids Community College

Part of our appeal is our partnership with community colleges. We are located on the campus of
GRCC and share in the Applied Technology Center that was built in 1991. Our classrooms are
modern, accessible and located close to amenities such as the GRCC field house, cafeteria and
parking ramps.

Students who start out at GRCC can transfer over with a strong transfer plan or start their career
at Ferris and blend classes seamlessly with their DAGD curricula. Our faculty is familiar with
many of the classes offered at GRCC and can advise appropriately according to student interests.
GRCC’s class offerings are very broad and the diverse population allows our students to fully
experience a university-like setting.

One of the most appealing aspects of a GRCC/FSU collaboration is the tuition advantage a
student enjoys. With up to 60 credit hours transferable to FSU, Kent county resident students
essentially get a 40 credit hour scholarship to FSU. This is significant for parents who are often
helping to finance their student’s education and students who are often holding a repayable
student load at the end of their time with us.

Students who attend private Colleges such as Ringling School of Art and Design are charged
$30,000 or more a year for tuition. A student with us can achieve their BAS four year degree for
what about what one year at another school would charge.
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Ferris’ DAGD program is an amazing value in the educational world partly in thanks to the
taxpayers of Kent County. Additionally, our consortium arrangement with GRCC’s financial aid
department allows students to receive financial aid from Ferris for classes they are taking at both
institutions.

DAGD Summer Camp

The Digital Animation and Game Design Summer Camp is a one week day camp that introduces
high school students to a career in animation and game design. Students are brought into the
classroom and tutored in software tools and game design principles.

During the summer camp week, students have the opportunity to learn from instructors and
students in the fields of Digital Animation and Game Design and Software Engineering. Learners
are exposed to the latest software tools used by industry professionals. They are challenged to
push their minds and technical skills to heights greater than they may have thought possible!
Students end the week with either an interactive 3D game level they have created or a 3D
animation. Those who find the introductory week to their liking are encouraged to take the
second ‘advanced’ course to take things to the next level. All profits from the summer camp are
added to a scholarship fund to help DAGD students obtain their educational goals.

1IGDA Student Chapter

The IGDA student chapter is FSU’s own chapter for the International Game Developer’s
Association. This organization is key to helping students get connected in the game design
world. “The International Game Developers Association is the largest non-profit membership
organization serving individuals that create video games. The IGDA is committed to advancing
the careers and enhancing the lives of game developers by connecting members with their peers,
promoting professional development, and advocating on issues that affect the developer
community.” (Essential Facts about the Computer Game Industry. Entertainment Software
Association 2008 - retrieved from http://www.theesa.com/ February, 2010)

Our chapter has about 30 members who meet on Friday afternoons after class. They work on a
yearly collaborative game that allows students to develop games outside of class. After the
organization’s meeting at 4 pm, dinner is usually pizza followed by playing video games until
the facility closes at 10 pm. It’s a good bonding event for students who are usually working and
focused on course work. Yearly, the IGDA student chapter helps to manage and sponsor a trip to
San Francisco to the Game Developer’s conference. Upper level students help mentor the lower
level classmates in this outstanding weeklong adventure.

Industry Day

At the end of the semester in May, the faculty invite companies and producers to an “Industry
Day” event. This career day is designed to showcase our students and in particular our
graduating seniors in a day-long event with shows and portfolio display opportunities. It starts at
9 AM with a faculty showcase displaying ‘the best of the year’ including animated music videos,
multimedia games, video documentaries and short films.
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We break for lunch and invite our industry guests to mingle with students, faculty and
administration in a tasty barbeque on our patio.

From 1 to 3 pm we have “DAGD Capstone Presentations’ that open the floor to our best and
bravest students for ten minute presentations. From 3:30 to 4:30 the day culminates with “The
Doggies”, a ‘best of show’ that will bring together some of the finest projects in the department.

During the day, the atrium at the Applied Technology Center is abuzz with our DAGD Trade
Fair. The Trade Fair features students who pitch their work with laptop ‘poster’ presentations,
and they have handouts and business cards for industry attendees. Employers may find the

perfect summer media intern at the fair or perhaps their newest employee waiting for that first
big break.

The day wraps up with ‘The Doggies’; a 45 minute Oscar like award ceremony that celebrates
our student achievements for the year. Categories such as Best Level Design, Best Character
Design, or Best Short Film, bring to light all the good work presented. ‘The Golden Doggie’ is a
coveted prize that students enjoy receiving.

Faculty ‘End of Semester’ Wrap-up

At the end of the semester in December the faculty get together and show each other student
projects from the fall. Every class is reviewed and critiqued in this event. We are able to
examine the content and suggest how we can leverage projects from one class to another. Using
this information we have been able to have more of a continuity and collaboration between all
classes. We also use this time to assemble the best work for the semester for our library. This
informal event helps improve student project quality.

Frag Fest

Once each semester, DAGD administration and the IGDA student chapter, sponsors ‘Frag Fest’.
This 24 hour modeling and level design competition is open to all DAGD students. It starts at 1
pm on Friday with a ‘themed challenge’ for contestants and ends at 1 pm on Saturday where
projects are collected and judged by faculty. Students can either produce a 3d model including
promotional assets or a 3d level playable by the student body. Past themes have been ‘Ghost
Story’, ‘Steam Punk’, and ‘Future Past’ among others. After judging the levels, the students join
in on an ‘Unreal Tournament’ event where teams play against each other in the winning game
environment.

For those who don’t wish to participate in the challenge, students are invited to play games
ranging from ‘Guitar Hero’, ‘Mario Smash Brothers’, tabletop card games or role playing games
such as ‘Dungeons and Dragons’.

Faculty stay the night supervising and participating in the challenge. CPTS student services
supports this event, by providing treats, pizza and other diversions to keep the students happy
and working. Many pull ‘all nighters’ to attain their goals of best of the best.
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Online Delivery and Virtual Faculty

As a support to the many community colleges in Michigan and a way to expand our offerings
and availability to students, we offer four of our courses mostly online in a mixed delivery
format. These include DAGD 100, Introduction to Computer Animation, DAGD 103, 3D
visualization — Drawing and Sculpture, DAGD 300, Game Design and Theory and DAGD 499,
Capstone. These course offerings are presented through Ferris Connect, the online course
delivery system of FSU. Students typically meet twice in the semester. The first class outlines
the course objectives and how to use Ferris Connect in context of the class. The final class is
used to wrap-up the class. The rest of the course is delivered online with weekly turn-ins and
deliverables. Besides readings, assignments and quizzes, students are included in discussion
boards and other interactive tools that help build community even when online. We plan on
expanding these offerings with DAGD 310, User Interface Design, DAGD 335, 3D Animation
III, DAGD 420 Visualization and Simulation and DAGD 460, Multimedia II for the 2010-2011
school years. As the program grows, we look forward to delivering more courses virtually to
serve students in Michigan and ultimately globally.

Professional Faculty Roots

All of our faculty have industry roots. We have all worked in the business world before
venturing into education. Professional experience includes working at companies such as Disney
and Sierra Online (Ward Makielski), Classic Animation and Lawrence Productions ( David
Baker), Sheepdog (Marty Lier), Dots in Motion and Design Vox (Cory Heald) and AOL and
Creative Capers (Joshua Freeney). The net result is that our curricula and teaching is based on
needs in the real world. We can speak from experience and point to major industry projects that
we have produced professionally. We maintain our relationship with our industry contacts and
all have retained internships for students based on these contacts.

Speaker Series

The DAGD speaker series is an effort to bring in professionals who are in the game design and
animation industry. The program has brought in such renowned individuals such as Mark Kistler
of the Imagination Station, Tony Benedict, animator from Disney and Hanna Barbera, Allan
Turner of Breakaway Games, Instructor Martin Murphy of Midway Games, and Sue
Shakespeare of Creative Capers. All these speakers have added color and life to our program.
Sue Shakespeare, in particular, has been a great supporter of DAGD, sits on the program’s
advisory board and regularly takes in student interns.

Quality Students

Describe and assess the program’s ability to attract quality students.

When DAGD was first initiated, we had entry requirements of a 2.2 GPA and a combined ACT

score of 15. While the modest entry level requirements served students who were looking to get

into college, it allowed students who were unprepared for the rigors of animation and game

design into the program. This had the net effect of screening quality students after they got into

the program. Higher than acceptable attrition rates, poor quality projects and upper level classes
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having unprepared students made good quality work spotty. In our view, we found this
unacceptable from the perspective of a quality program and the perspective of parents who were
likely funding much of the students’ education. We decided to increase the entrance
requirements to the program.

In 2006, after a year of classes with three full-time and three adjunct faculty, we made the
decision to increase the entry requirements to a 2.5 GPA from high school or Community
College, a 19 ACT composite from high school. This would cull academically challenged
students from our freshman class. Those who had the ambition to ‘increase’ their GPA, could
attend the community college, with our guidance and successfully re-apply to our program with
little or no loss of transfer credit.

In addition, we surveyed additional schools admired in the industry including Ringling School of
Art and Design, Savannah College of Art and Design, Pratt Institute and Kendall College of Art
and Design and found that the “portfolio” was a common application asset. However, we also
were aware that many of the students who were applying to our program would likely be limited
in ‘art’ during their academic career. How were we to balance a ‘best practice’ and the need to
see students from a multiple intelligence perspective with students who likely have had little
exposure to traditional ‘Art’ classes.

In 2007, the program chose to add a ‘portfolio submission’ to the application process. With this
portfolio, we could determine if students want to pursue this program as opposed to ‘fill in the
application’ as required by many high school programs. We also get to see what the student is
about by what they believe is their best work. We accept more than ‘art’ for a portfolio as game
design and animation is more than ‘art’. We allow writing samples, programming samples,
evidence of community work and anything the students feel describe themselves as artists. On
our website, the following discussion is put forward to help students craft a portfolio.

1 understand you need a portfolio to apply. Why is that?

The reason we ask for a portfolio is that you will be asked for one when you go for a job.
We want you to start thinking ‘portfolio’ early and that everything you do should be
focused on this important tool. We also want to see if you can follow directions and do
an assignment! You will be doing many assignments in our program and completely
filling out an application and creating a portfolio is Assignment Number One!

You will find later that when you go for a job, company websites will lay out the criteria
of what you are to submit. Remarkably, they are looking to see if you do what they ask as
much as anything. They want to see if you can follow directions. We want you to develop
this skill early.

A portfolio can be many things. We are looking to see who you are and what your
passion is and portfolios help us do that. We ask for ten samples of things you have done.
It could be artwork, programming samples, simple games you have made, photography,
music, short films and even writing samples.

Take these ten examples and burn them onto a CD or DVD-R and send them in. Please
send it to:
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DAGD Portfolio Submission
Ferris State University

151 Fountain NE

Grand Rapids, MI, 49503

Students who have the GPA, the ACT scores and have submitted a valid portfolio will
very likely get into DAGD. As we mention on our website;

“You don’t have to be great to get in. That’s why you are joining us. We’ll help you
become the designer or animator you want to be.

DAGD has been steadily getting more attention in the Grand Rapids area. Our aggressive
marketing stance that includes billboards, newspaper ads and community activism is gaining the
attention of the region as being the up and coming game design and animation degree.

We compete nationally and encourage our students to join character design competitions such as
‘Game Artisans’. Three students from DAGD placed in the top 10 of this international
competition in the summer of 2008. In May, 2009, a team of Ferris DAGD students participated
in the globally renowned ‘Cartoon Challenge’ at the Kalamazoo Animation Festival International
and placed well in the pack.

National Advertising

We are at a potential threshold for DAGD. As we approach our goal as a “Top Ten’ animation
school, we will be competing with schools such as Full Sail, Savannah and the Art Academies.
All said schools have aggressive advertising campaigns to help attract the best students available.
We should consider following their lead and placing directed advertising in national trade
magazines such as Gamasutra and Animation Magazine. Just as effective is placement on
strategic websites as AWN.com. Not only do we attract the attention of potential students,
industry professionals see these ads and when resumes of Ferris students cross their desks, they
will have an established view of the Ferris DAGD brand.

Summer Camp

DAGD summer camp is a one week experience for high school students that are designed to give
them insights into an animation or game design career. Students prepare game levels or a
character animation for demonstration at the end of the week. Advertising is done through the
college and departmental websites and local newspapers such as the Grand Rapids Press and the
Advance. Most students enjoy the experience and many come back for the third week of
summer camp that covers more advanced topics. We have discovered that around 30 percent of
the students who attend summer camp apply to DAGD.

KCTC Relationship

One of our strongest educational relationships is with Kent County Technical Center also known
as KCTC. They offer a two year — four course sequences that is articulated in Ferris as nine
credit hours of college work. The courses cover print design, interactive and web design and
animation and game design. One of the teachers, Amy Badovanic has all students apply to
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DAGD as a requirement of her course. Not all students can get in and not all students ultimately
attend Ferris, but application is a significant first step. KCTC students tend to be exemplary with
good technical, creative and business skills already in place.

Website http://dagd.ferris.edu

In 2006 we created a small departmental website for DAGD which was embedded into the CPTS
website. In 2009, we rebuilt the website and created a domain for it so it could be found
independently by search engines. This optimization has greatly improved communication
between Ferris and potential students. With the addition of Google analytics we can see the
effect of events and other promotional efforts from day-to-day. This year, applications are up
over 100 percent. While we will not attribute this specifically to the creation of a specific
DAGD website, we certainly see its effects on communication. When interviewed by parents
and students, we have tools we can point to while we discuss assets of the program.
Additionally, the website now lets us create a ‘corporate image’ that enhances our image of a
world class animation and game design program.

FSU/GR recruitment team

The Ferris GR recruitment team is a cut above. Bill Foster leads the ‘on the ground’ charge
supported by September Howet, and Jennifer Amlotte, the marketing director for Ferris. The
team is supported by graphic designer Mary Dilley who tirelessly and cheerfully executes first
class imagery for the college. We are fortunate to have such direct access and enthusiastic
support by this team. The team holds dynamic recruiting events, open houses, visits high schools
and community colleges and pursues new strategies for delivering our message that everyone can
improve their lives through education.

High School Visitations

DAGD is involved with many of the area high schools in promoting high tech careers such as
animation, game design and other new media pursuits. We work with high school event
coordinators and attend career days as much as possible. With career days, students attend
sessions they are interested in. During a typical career day, we can present three sessions of
twenty to thirty people per session. Multiply this by 20 to 30 visits a year, and we have an
opportunity to promote Ferris as the school of choice for animation and game design.

Additionally we participate in area portfolio reviews as found at the Kalamazoo Institute of the
Arts. Typically 200 to 300 art students attend these events during the day. We look at
portfolios, talk to students, hand out promotional flyers and have our own demo reel running
during the event.

Kalamazoo Animation Festival International

In May, 2009, the Ferris DAGD ‘Flying Bulldogs’ participated in the Cartoon Challenge; a four
day animation challenge at the Kalamazoo Animation Festival International. Ten teams worked
together in this event creating 30 second Public Service Announcements for the festival. Over
35 teams applied for the challenge internationally and only 10 were selected. The team from
DAGD was one. All ten teams worked together, ate together and slept (occasionally) at the
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Center for New Media in downtown Kalamazoo. After the challenge was done on Thursday
night, our team enjoyed the feeling of stardom as they were honored guests of the festival.

More about the festival can be found at http://kafi.kvce.edu.

GRFF Involvement

In summer 2009 Ferris DAGD was a sponsor of the inaugural Grand Rapids Film Festival. This
three day festival was presented as an alternative ‘family friendly’ event that attracted hundreds
of participants to Celebration Cinema on the northeast corner of Grand Rapids. Additionally,
DAGD students staffed the sponsorship table and played video games for two days straight.
While some may smile at such a concept, the DAGD students attracted many other students into
their world and were a center of activity for the festival.

SMARTfest Involvement

For two iterations, DAGD was involved with SMARTfest or the Student Media Art Festival
sponsored by the Community Media Center and the Open Concept Gallery. Students submitted
animations to the festival and were rewarded with free seminar tickets for being entrants. We
also became a local venue for the SMARTfest in 2008 with a remarkable audio installation at the
Applied Technology Center.

Mark Kistler Summer Art Camp

Mark Kistler is known nationwide for his ‘Imagination Station’ Public Broadcast System
television shows. These half hour shows are design to teach young children how to draw in
‘3D’. His warm engaging style has taught thousands of children how to draw.

In summer 2008, Ferris partnered with Mark to create 25 half hour episodes of the Imagination
Station for free distribution on Public Television. Ten DAGD students were enlisted as interns
that summer doing everything from designing virtual sets, creating animated openings, creating
animated bumpers, working on sets, preparing lighting, manning HD cameras for the show,
assistant directing and editing the show itself. This very interactive experience took three weeks
to prepare for, a week to shoot and five months of post production to achieve this professional
quality show that exceeded expectations. In May 2010, we were informed that Mark’s
Imagination Station created at Ferris in 2008 won a regional “Emmy” for educational
programming in the San Francisco market.

The shows are currently being aired across the country including WGVU in Grand Rapids.
Throughout the whole show, Ferris is credited with many attributes of the production. While
there was a significant investment for the college, it will pay dividends for years as the show is
repeated and Ferris’ name is carried on. Remarkably, Dreamworks director Rex Grignon (Shrek)
and Tim Miller (the Simpsons) were involved with producing elements of the show and were
able to see the good work that our students produced.

In 2009 and 2010, Ferris sponsored Mark’s return to our auditorium in the ATC to stage his
summer camp again. Hundreds of young students were able to walk through our doors to enjoy
Mark’s directive to ‘Draw, Draw, Draw!” While not produced for TV in 2009 and 2010, we
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hope that someday, we will be able to help Mark produce more episodes and teach more children
about the joy of Art.

Community College Relationships

Throughout Michigan we are establishing relationships and transfer plans for digital animation
and game design. These two-plus-two arrangements allow for the efficient transfer of credit
from one institution to another. Colleges we have created the plans include Grand Rapids
Community College, Lansing Community College, Macomb Community College, Kalamazoo
Valley Community College, Muskegon Community College and Northern Michigan College,
Southwest Michigan College and West Shore Community College. We plan on adding to this
list of colleges in the coming years. We believe that by partnering with the community colleges;
we can lift the educational bar for many potential artists and be a center of animation and gaming
in future years.

YouTube

With the unexpected and phenomenal growth of websites such as YouTube, we are able to reach
our audience worldwide without the cost of distribution. One project we have mounted on
YouTube has received over 1.3 million hits. We now regularly post our projects on the web with
a ‘Ferris DAGD’ tag that is easy to search.

Competition

Identify the institutions that are the main competitors for prospective students in this program.

While we are one of the few programs in Michigan that offer both animation and game design, a
number of schools have elements of both. We have identified a number including:

Competition in Michigan
College for Creative Studies
Kendall College of Art and Design
Michigan State
University of Michigan
Northern Michigan University
ITT Technical Institutes
Davenport University
Kalamazoo Valley Community College,
Lansing Community College
Muskegon Community College
Macomb Community College

Outside Michigan
Savannah College of Art and Design
Digipen
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Full Sail

Ringling School of Art and Design
Rochester Institute of Technology
Bowling Green State University
DePaul

Purdue

Indiana University

Carnegie Mellon

How are these programs similar and different from the FSU program?

The similarity shared by the colleges mentioned is a respect for a liberal concept of education.
All give heed to language arts, science, math, cultural enrichments and social awareness
concepts. This commonality underscores the efficacy of a broad educational base. Media arts
are by definition an art with intent to communicate. By exposing students to the depth of our
human experience we enrich the work produced.

The majority of the programs also create a broad base of design understanding based in drawing.
Many high school students have not been trained to draw as other educational demands are put
on them. The discipline of drawing allows for students to study a subject and investigate the
basic nature of something with observation. It is notable that most of the institutions remediate
this deficit and provide training in this area.

Another commonality is found in the computer. All the schools listed produce their animation
and game work though digital means. Industry demands it and students want it. Most students
entering programs now grew up with computers and most never knew the world without the
internet. They were born ‘surfing’. However, with all the technical knowledge they have,
students must learn the nature of this as a tool. Most of the schools understand that computers
are a means to an end and have designed their curricula as such.

What can be learned from them that would improve the program at Ferris?

Process drives excellence. We continue to study what makes these schools excellent and
incorporating the best elements into our own curricula. One theme seen in the best programs is a
focusing in on final senior projects that allow students to synthesis all of their experiences into
one outstanding portfolio piece.

Competition in Michigan

College for Creative Studies

Reputation built from years of continuity and experience attracting top talent
Dedicated faculty that live and breathe animation

Articulations and transfer programs with community colleges

Outstanding website makes research into their program easy and appealing
Fine Arts live side by side with career/technical arts
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The College for Creative Studies has a balanced approach to Animation. They train students in
the fundamentals of drawing before they advance into computer animation. There is also an
emphasis on storytelling and the animation history. There has been a recent emphasis on ‘nuts
and bolts’ skill building as competition for entry level jobs demand more. There is little game
design at CCS which provides DAGD a competitive advantage. CCS does have developed
relationships with a number of Community Colleges and is generous with the amount of
articulation they allow.

Kendall College of Art and Design

Kendall College of Art and Design is a direct competitor with DAGD. Kendall students tend to
come from an art background or have the ‘art’ gene as ours tend to be more diverse. Because of
this, higher level design students gravitate towards them and benefits Kendall greatly. However,
the ‘virtual reality’ Labs (floor 3) of Kendall struggles with some of the qualities with which we
excel. Remarkably, our students tend to compete more with the higher level ‘electronic
illustrators’ found on floor 4. Kendall’s emphasis on design and the history of art is a strength
that we struggle with. The foundation classes of drawing, color and design prepare the Kendall
student with attributes we could only hope students gain on the street.

Another strength Kendall has is its facility. While the Ferris GR facility is first rate in many
regards, it is not a ‘creative’ environment. One walk down Kendall’s halls exudes creativity.
Student work is always on display and celebrated. You feel you have entered an art gallery.
This anticipation is palpable. Additionally, Kendall freely brings in National level speakers and
recruiters from Nickelodeon, Disney and other big name studios creating a ‘National’ level
appeal. Additionally, people often confuse Ferris’ DAGD program with Kendall’s 3D program.

Michigan State

The Michigan State University Game Design ‘program’ is essentially a cluster of classes that are
game and programming related. It has not fully gestated into a full national level game design
program. . Remarkably, four years ago, it played host to a Midwest game conference called
‘Future Play’. Hundreds of students, educators, game designers and company representatives
gathered on MSU’s campus. However, this opportunity was squandered as MSU did not follow
through with establishing itself as the Michigan resource for game design. We have made
inroads and are gaining the national reputation that MSU has not been able to gather. The lesson
to be learned from this is to follow through. 1f you call yourself a game design program, design
games.

University of Michigan

The University of Michigan has been attempting to develop an animation program for close to
twenty years. While they have a strong graphics program, and many students work inside of
media applications inside it, they do not have a cohesive program. Weak leadership has not
allowed the program to flourish. Faculty hired has had academic credentials, but little
professional experience. Art has been the main driver of the program. However good Art has a
strong cultural and communication undercurrent and this is seemingly ignored.
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Northern Michigan University

NMU in Marquette has one of the stronger programs in the state. The reason is found in
leadership. It is staffed by award winning animators turned instructors. Short films coming from
this small but energetic program are delightful and well staged. Students are given a well
rounded education in design, animation history. Students are given good tools and are taught
strong skills. The lesson to be learned from NMU is that process, skill and art can coexist
successfully if it is led well.

ITT Technical Institutes

ITT is a significant competitor to FSU in the Grand Rapids Market. ITT has nationally
developed a curriculum that is grounded in the IGDA curricular framework of 2003. Instructors
are given ‘what to teach’ and very stringent guidelines as to what is acceptable in the classroom.
Portfolios that are produced at ITT are capable but not remarkable. The Grand Rapids Campus
offers an associate degree in animation. Articulating credits from ITT is difficult because of its
quarters system. The classroom consists of one instructor station, a projector and computer.
Students have to go to the lab after the lecture to get hands on with software. With the high cost
of tuition, it is remarkable that anyone would consider attending ITT in Grand Rapids. It does
thrive, however and pulls students from us.

ITT sell their statistics and national reputation to students. Television marketing implies high
career placement and satisfaction. What we can learn from ITT is that consistent process does
produce consistent results. Additionally we see how marketing is key to customer perception.

Davenport University

Davenport University, a private business college has seen the opportunity to cash in the desire
for students to learn game design. They have assembled a number of computer ‘IT’ courses,
added a couple with ‘game design’ in its title and called it a gaming program. In reality,
students learn strong computer IT and programming skills and can compete well with other
programming students. Davenport also has a strong foundation that offers scholarships to
exceptional incoming freshman. The lure of free tuition brings the students in.

Grand Valley State University

While not a direct competitor, GVSU has a thriving film production department with Animation
being one of the arts promoted actively. Animation students from GVSU are working
professionals in the media field because of their broad base of education with a whole world
perspective the college promotes.

Eastern Michigan University

A new entrant into the field, the Simulation Animation and Game Design program at EMU is
much like DAGD in the early days; a collection of programming and other classes that are
labeled as ‘game design’. They will draw from the community colleges on the east side of the
state and will be a significant competitor as they grow.
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Community Colleges such as Kalamazoo Valley Community College, Lansing Community
College and Muskegon Community College

The Community College system is well developed and a significant competitor to our lower level
classes. Quality programs driven by quality instructors deliver students who are highly
motivated to succeed. Associate programs are designed to provide the basics of design. CC’s
have the advantage of being funded by local property taxes. Students typically have 25 percent
of the tuition cost and are able to get over half of their credits to a four year degree at
Community College rates. Four year institutions are encouraged to take all credits in for
articulation which can seriously erode the foundation courses offered at FSU. Additionally, the
poor post collegiate employment climate in Michigan has encouraged some community college
faculty to send students out of state to fulfill their education. There is an unspoken implication
that anything in Michigan is a distant second to schools such as Savannah College of Art and
Design, Ringling or Digipen.

The Community Colleges have also waved the game design flag to bolster enrollments. They
have started gaming and animation programs to encourage students to enroll at home. After
granting them an associate degree in animation or game design, these students find that very few
opportunities are available to them as it takes many more years of study and experience to gain
the needed well rounded skills to succeed in the business.

What we can learn from the community colleges is to attempt to partner with them, acknowledge
their programs but try to identify and advise students as soon as possible as to good transfer
plans. As students look toward the future after Community College, we need to show them the
significant advantage of an education with Ferris State University.

Competition Outside of Michigan

Savannah College of Art and Design

Savannah College of Art and Design in Georgia is considered one of the top animation and game
design schools in the country. Over 10,000 students attend SCAD. They have a master’s degree
along with industry partners that visit the school.

Digipen

Digipen is one of the first ‘Game Design Schools’ in the world. They began as a technical
academy and have done the good work of becoming a full college that offers a BA degree in
Game Design. A rigorous course of work that requires over 145 hours of credit to complete,
they are considered one of the top game design schools. They are located in Seattle and have
close ties to Microsoft and Nintendo.

Full Sail

Full Sail in Orlando Florida also started as a private technical academy in response to the lack of
quality media programs in the United States. They too have done the good work to become a
College offering Bachelors and Master level educations. While not initially considered a quality
solution, their aim and dedication to quality education have made them one of the higher sought
institutions in the industry.
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Ringling School of Art and Design

Ringling School of Art and Design is considered one of the top animation schools in the world.
They have consistently improved their curricula and brought attention to themselves by creating
short films that are award winners at festivals such as Ottawa Animation Festival and
SIGGRAPH. Companies such as PIXAR, Disney and Dreamworks recruit top new talent from
this respected school. Ringling School of Design is exemplary in the animation education world.
Top students are recruited directly into major studios. Films from Ringling are used as
inspiration and often win top honors in festivals. In studying their curricula and discussions with
faculty, we discover that their success comes from talented students. With over 600 applicants to
the program and only 60 being accepted, faculty can choose the best artists and sharpest minds to
work with them.

Focus on artistic basics first before technical skills.

Emphasis on final capstone project

Capstone project started in Junior year

Supportive faculty who are mentor/advisors

Skill building supported by experienced technical artists in faculty

Rochester Institute of Technology

Similar to other schools, RIT blends the art of animation with technical aspects of the industry.
Founded by Kodak and one of the better schools that emphasis storytelling, this history is evident
in their productions. The original founder of the program, Marla Schwep, tirelessly worked
animation festivals worldwide establishing itself as one of the best schools to do animation.
Furthermore, RIT is one of the few schools in the United States that has a master degree in
animation allowing upper level students to create short films as their thesis films.

Bowling Green State University (Ohio)

Bowling Green University is likely most like Ferris State University in many ways. Its
animation department is very career oriented like DAGD yet appreciative of art like Kendall. It
has a dynamic leader in Bonnie Morris, the animation professor, who is active worldwide in
promoting her students in the program.
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PROGRAM RELEVANCE

Provide a labor market demand analysis: This activity is designed to assess the marketability
of future graduates. Reports from the Department of Labor and from industry are excellent
sources for forecasting demand on graduates.

“In 2005, US retail sales of computer and video games exceeded 37.0 billion.2 US
consumers play video games on game players (usually called consoles) such as the Sony
PlayStation 3, the Microsoft Xbox 360 and Nintendo Wii. Video games are also played on
personal computers (PCs) and on mobile video players such as the PlayStation Portable
“PSP,” the Game Boy Advance and the Nintendo DS. Finally, video games are played
“online” over the Internet and other proprietary online networks. Software game
developers frequently design games to be played on many of these “platforms.”

According to industry statistics, US sales of computer and video games grew from $2.6 billion in
1996 to well over $7.0 billion today.3 in the same period, unit sales of video games rose from
74.1 million in 1996 to more than 250 million in 2006.

The US entertainment software industry directly employs more than 24,000 people in 31
states.

In 2006, these employees received total compensation of $2.2 billion.

The total US employment, both direct and indirect, that depends on entertainment
software now exceeds 80,000.

For the four-year period 2002 through 2006, direct employment in the US entertainment
software publishing industry grew at an annual rate of 4.4%.

In 2006, average compensation per employee (wages, salaries and employer contributions
for pensions, insurance and government social insurance) was $92,368.

The US entertainment software industry’s value added to US Gross Domestic Product
(GDP) was $3.8 billion.

The real annual growth rate of the US entertainment software industry exceeded 17.0% in
the periods 2003-04 and 2005-06. During the same years, real growth for the US
economy as a whole was below 4.0%.

The entertainment software industry makes a disproportionate contribution to real growth
for the US as whole. In the periods, 2003-04 and 2005-06, the industry’s contribution to
real growth exceeded its share of GDP by more than four to one.

(Siwek, Steven. Video Games in the 21st Century: Economic Contributions of the Entertainment

Software Industry. Entertainment Software Association. 2007)

Analysis supplied by Ferris’ Library Academic Support Resources
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Labor Market Analysis — Digital Animation and Game Design

Job Outlook — Multimedia Artists and Animators

The Bureau of Labor Statistics, U.S. Department of Labor, Occupational Outlook Handbook,
2010-11 Edition, characterizes the projected market demand for multimedia artists and animators
(under the broader category of Artists and Related Workers) through the year 2018 is about as
fast as the average [employment is expected to grow seven to thirteen percent]. Competition for
jobs is characterized as keen [fewer job openings compared to job seekers] because the interest

in this career will continue to exceed the number of available openings (U. S. Department of
Labor, OOH, 2009).

Employment of multimedia artists and animators is expected to grow 14 percent through 2018, a
net increase of 11,200 jobs. “An Increasing reliance on artist to create digital or multimedia
artwork will drive growth.” (U. S. Department of Labor, OOH, 2009) “Because of the level of
technical expertise demanded, multimedia artists and animators also need a bachelor's degree.”
(U. S. Department of Labor, OOH, 2009)

“Demand for multimedia artists and animators will increase as consumers continue to demand
more realistic video games, movie and television special effects, and 3D animated movies.
Additional job openings will arise from an increasing need for computer graphics in the growing
number of mobile technologies. The demand for animators is also increasing in alternative areas
such as scientific research and design services. Some lower priority animation has been off
shored, negatively affecting employment of animators.” (U. S. Department of Labor, OOH,
2009)

“Multimedia artist and animators should have better job opportunities than other artists but still
will experience competition.” (U. S. Department of Labor, OOH, 2009)

It is uncertain what job opportunities will be created, but the government subsidies, grants, and
tax breaks offered by state governments to the film industry often also include the same
opportunities to game developers. Michigan’s film production credit, for example, also applies to
video game production (Remo, 2009). “Our state incentive also applies to video games,
webisodes, interactive games, digital animation, or an interactive website.” (Michigan Film
Office, n.d.)

The projected job growth for multimedia artists and animators in Michigan is 15 percent through
2016. (U.S. Department of Labor, Career, 2010 and Michigan Department of Labor, n.d.)

Need for Baccalaureate Education

With this positive job outlook, predicted nationally and within Michigan, it is important that
Ferris State University provide educational opportunities to contribute a well-prepared and
available workforce to this area of employment.

Over 40 percent of multi-media artists and animators aged 25 to 44 have at least a bachelor’s
degree, according to data found on the Career One-step’s occupational profile of Multi-Media
Artists and Animators (U.S. Department of Labor, Career, 2010).
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According to the salary survey (with a 95% confidence level) published by Game Developer in
July 2009, there is a clear wage advantage to having a bachelor’s degree over an Associate’s
degree and no college at all.

Bachelor’s Degree Associate’s Degree High School

Diploma

Programming $82, 867 $76,196 N/A

Art $66,516 $74,521 $67,500

Design $67,387 $55,500 $52,045

Production $83,598 $59,643 N/A

Audio $73,214 $59,643 N/A

Quality $34,737 N/A N/A

Assurance

(Duffy, The entry-level, 2009)

A formal education is a very clear path to a career in digital animation and game design. Students
who hold a degree have “clear ways of showing whether they meet the required skills in a job
ad” and “earning a degree in computer science or game programming is often a very good
investment toward getting a job in the game industry.” (Dufty, Beat, 2009)

A formal art education provides artists and animators with an opportunity to collaborate with
non-artists and prepares them with a flexible career applicable “not only to games, but film,
television, has advertising, and other commercial ventured, too.” (Beat the Catch-22)
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Emerging Issues

Describe and assess how the program responds to emerging issues in the discipline, changes in
the labor force, changes in employer needs, changes in student needs, and other forces of change.

Emerging Issues: The faculty in DAGD lives on the cutting edge of technology. We have grown
up with it, helped develop it and pursue the next generation of animation and game design
technology. Even better: we enjoy it.

Part of our job as a program is to help identify trends and respond to them. While students may
claim that making the next “Guitar Hero” is what they want to do, we would look at what is
behind a certain game trend and determine what really is happening. We try to separate the fads
from trends and identify that what people really enjoy. For instance, in “Guitar Hero” the game is
the experience of making ‘music’ publically tied to competition. The trend is performing music
and we can see where this could be a long term trend such as Karaoke. We examine ‘what is
fun?’ for games or ‘what is a good film’ for animation.

Admittedly, we enjoy a great film such as Avatar and revel in its technology. However, we
examine it to see if using technology such as ‘motion capture’ or ‘mocap’ is the right direction
for our program. Such set ups are very expensive and it takes expertise to run and instruct in
them. 3D projection is becoming ubiquitous, but do we need to know and perform this at a four
year degree level? To answer that question we look toward job boards. We see that there is
modest demand for mocap technicians and programmers. Without a direct sponsor who would
hire our graduates or underwrite our effort, we do not see a use for a full mocap studio.
However, if we could find significant backing, this would be a positive strategic move.

We avoid being reactionary in our decisions, however we are proactive and look toward the
industry on what will be the entry level positions for our students. We look at industry job
trends by searching job posting boards and listening to industry partners. We attend career trade
fairs and discuss with industry what their needs are. Every faculty member is encouraged to
travel once a year to an event to scout out what the needs of the industry will be.

While the industry does change, it changes steadily and surely. We started DAGD on a sturdy
base of 3D imagery. We progressed to making 2D imagery, game design and advanced the
programming attributes. We look to make steady progress in what we are good at and build from
there.

Professional Activities by Staff

Date Activity Location Staff

2004 Autodesk University Training Chicago, IL Marty Lier

2005 Autodesk University Training Chicago, IL Marty Lier

2005 Kalamazoo Animation Festival Kalamazoo, MI | Ward Makielski, Marty Lier,
International David Baker

2005 Autodesk University 3ds Max training | Chicago, IL Marty Lier

2006 Ann Arbor Film Festival Ann Arbor MI | David Baker
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2006 Blue Mountain Film Festival Roanoke VA David Baker

2006 Autodesk University  Training Chicago, IL Marty Lier

2007 Game Developer’s Conference e San Francisco | David Baker
CA

2007 Autodesk University Training Chicago, IL Marty Lier

2007 IUAUP Assessment training Indianapolis IN | David Baker

2008 Advising Conference Chicago, IL David Baker

2008 Game Developer’s Conference San Francisco | David Baker, Marty Lier
CA

2008 Siggraph Los Angeles, Cory Heald, Josh Freeney, Ward
CA Makielski

2009 Game Developer’s Conference San Francisco, | Marty Lier
CA

2009 Game Con Indianapolis IN | Cory Heald, Josh Freeney

2009 Kalamazoo Animation Festival Kalamazoo, MI | David Baker

International

2010 Game Developer’s Conference San Francisco, | Cory Heald, Joshua Freeney

CA

How do you discover emerging issues?

We discover emerging issues through our advisory board, the movies, trade shows, game
festivals and the internet. We pair this with examining job growth and recommendations from
our advisory panel. We also get feedback from our interns who present to classes on their
internships. With feedback from many sources, we can see what will be needed in the
workforce in the short term. Additionally, faculty are encouraged to maintain outside projects to
keep them in tune with current trends.

We all have different perspectives in the department. At our monthly departmental meetings, we
discuss different strategies and directions for the future. One emerging issue we found is the
need to deliver more curricula online or in a mixed delivery format. Community Colleges have
been requesting articulation with DAGD and the CPTS mission is to bring university education
to local colleges. We have responded by developing an animation and game design
concentration in the BIS degree that allows a 300 level 6 course sequence that is delivered online
at the community college.

We listen to all our partners and try to develop strategies on how to serve them.

32



How do you see the changing labor force?

Rise of the Creative Class

In Richard Florida’s much heralded book, “The Rise of the Creative Class” he speaks of a new
group of workers called the ‘Creative Class’.

The Creative Class is a class of workers whose job is to create meaningful new forms (2002).
The Creative Class is composed of scientists and engineers, university professors, poets and
architects. The Creative Class also “includes people in design, education, arts, music and
entertainment, whose economic function is to create new ideas, new technology and/or creative
content” (Florida, 2002, p. 8). (Florida, Richard, The Rise of the Creative Class, Perseus Book
Group).

In this book, Florida discusses how cities that have embraced this ethic are thriving and that
those who are not, are waning. We see creative occupations as a growing career that offers both
economic advantage and creative growth.

The Creative Class is not a class of workers among many but in reality it is the class that will
bring any country who has them to great economic power and growth. The main advantage to a
creative class is that it creates outcomes in new ideas, high-tech industry and regional growth.
Even though the Creative Class has been around for centuries, the U.S. was the first large
country to have this Creative Class that deals with information technology in the 1960s and
1970s. In the 1960s less than five percent of the U.S. population was part of the creative class
which is now 26 percent. Seeing that having a strong Creative Class is vital in today’s global
economy, Europe is now almost equal with America's numbers for this class. Competition has
developed as to who can attract the creative class to their cities.

The US government department of labor and statistics sees the projected growth of animators
and media artists to be 14% to 19% for the next ten years. (retrieved from
http://online.onetcenter.org/link/summary/27-1014.00 March 2010). It is considered a top
industry for self employment. (retrieved from
http://online.onetcenter.org/find/industry?i=94&j=27-1014.00. March 2010 ).

One of the most significant developments in recent years is the loss of manufacturing jobs in
Michigan. Between 2006 and 2010, we have lost close to 50 percent of our auto manufacturing
jobs. As a national economy, we are shifting from an industrial economy to an information
economy. While painful for our state, we can embrace this opportunity and train the next
generation for an exciting and creative career. However, animation and game design is currently
not a large industry in Michigan. There are only half a dozen game companies in Michigan. San
Francisco alone has over 150 and California is resident to over 40 percent of all game design
employees. Statistics for animation are similar. We have a thriving animation community in
Michigan, but major studios are elsewhere.

“Approximately 75% of the employees in the US entertainment software industry are located in
one of the six states of California, Washington, Texas, New York, Massachusetts and Illinois.
California is the largest employer of entertainment software personnel accounting for
approximately 40% of the total number of employees in the US as a whole.”
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Siwek, Steven — Video Games in the 21st Century

As faculty and working professionals, we have understood this for years. While we celebrate
the capabilities of artisans in Michigan, we are realists and encourage all our students to consider
going where the work is. While many parents groan at the thought of their children leaving
Michigan, exploring possibilities elsewhere is a noble tradition of young adults. We hope all our
students can thrive and help them with this transition by opening up new roads for them.

One bright spot is the Michigan Film Incentive (http://www.michigan.gov/filmoffice/0,1607,7-
248-46457-186660--,00.html) . This bill, sponsored by Representative Bill Huizinga from
Zeeland creates incentive rebates of up to 42 percent to producers who spend media production
money in Michigan. While controversial, the bill has spawned a number of projects. Clint
Eastwood shot the highly acclaimed ‘Gran Torino’ in Detroit and a remake of ‘Red Dawn’ has
begun shooting in Lansing. This year in Governor Granholm’s State of the State address she
announced a new studio opening in Northwest Grand Rapids called ‘Hanger 42°. This facility
will be over 500,000 square feet and be the largest sound stage in Michigan. Once the company
is up and running, they anticipate 1000 jobs to be created surrounding the film industry. Since
virtually every frame of popular film is touched digitally, we can anticipate that many of the jobs

created will be for animators and film technicians. The future for animation in Michigan could
be bright indeed.

How do you react to changes in employer, student and other needs?

We listen to students and employers. Our advisory board is helpful in determining what skills
will be needed for their company in the future. However we are careful not to react to fads but
carefully assessing what the need for students will be. Once we identify a trend, we examine
how best to anticipate and serve it.

Changes in Employer Needs

With guidance from our advisory council and feedback from our placed alumni, we examine
how our curriculum impacts the hire-ability of our students. We examine what entry level
employees may be called upon to do in a media setting and direct our curricula to address these
needs. For instance, most media companies either have or need a website. We train our students
to be able to produce websites as a matter of course in many of our classes. Our students can say
‘no problem’ when asked to create projects for the web. Additionally, we have all students take
at least one course in digital video which comes to bear in many projects or promotional media
for companies. We are constantly looking to see how our students can ‘fit in’ best by teaching
them a broad range of skills and finding specific talents for each student.

Every year we send at least two faculty members out to either the Game Developer’s conference
or SIGGRAPH to assess what is currently needed for employees in the industry. Both these
conferences have ‘career fairs’ that look to attract the best and the brightest talent in the industry.
At GDC alone, over 40 companies secure trade show career booths and speak to thousands of
potential employees. As faculty, we informally interview the principles of these companies and
gather data on what jobs they have available. Upon returning from the GDC, we spread the
information we have gathered around including contact information and promotional materials
from the companies. For students that attend the conference, internships sometimes are the result
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as was for DAGD student Robert Vaughn who worked at the Television channel G4, during the
summer of 2009. (http://www.gdconf.com/events/careerpavilion.html)

Changes in Student Needs

Students often enter DAGD with one goal and work exploring the available career paths. After
some exploration, they may discover that they have a particular talent that was heretofore
unrecognized. We help students identify this talent and direct them in ways that would be most
beneficial to them. Student advisors look at their body of work and point out positive directions
for their lives. We craft individual plans with students to help them achieve their goals.

Part of the Mission of CPTS is to reach out to student populations who cannot attend Ferris’s Big
Rapids Campus. One initiative we are developing is the online delivery of our curricula. We
currently have four classes delivered online and have an additional two that are being delivered
in a blended format. We plan to have a total of six 300 and higher classes available to be taken
online or mixed delivery by Spring semester 2011. This will allow students to work toward a
full four year degree.

We listen to Community Colleges across the state as they work on animation and game design
curricula. Students from these colleges are encouraged to decide early what their career goals
are and take appropriate actions. We have developed transfer plans that help students make a

smooth transition if they decide to apply to Ferris.

Assess why students come to FSU for the program. Summarize the results of the graduate
exit survey and the student program evaluation.

Students come to the program for mainly two reasons. First, they are looking to get into the
computer animation industry and work on film projects such as Star Wars, Avatar and Shrek.
Secondly they are drawn to DAGD to become game designers. In the informal interviews we
have with parents, more often than not students express an interest in ‘animation’ but when
probed, animation in the context of gaming is a primary driving motivator.

Some students had a high drive to enter DAGD as a first choice program and desire to be a game
designer or animator. Others start at GRCC and take an entry 3D course, CO 250 and get turned
on by the media. A few are turned down for advanced classes by the Graphic Design department
of Ferris or find that Kendall is not technical enough and turn toward our degree. We have had a
number of very successful students enter DAGD from this pipeline.

The Kent County Technical Center (KCTC) is another pipeline we encourage. We get five to ten
students a year from this resource. Usually, we receive 30 applications and portfolios a year
from KCTC, however, this is also used as a professional exercise for students.

Why do students come to the FSU program?

Students come to Ferris’s DAGD program for a number of reasons. When first interviewed, one-
third want to become game designers, one third digital animators with the remaining open to
either direction. Guidance councilors have been a great resource in terms of helping students
discover DAGD. As we have become more known around Michigan, students are being
referred to us by community college partners and even competition such as ITT. Our
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relationship with Kent County Technical Center is most beneficial. Students can achieve nine
college credit hours at KCTC that are inside the DAGD degree.

We have outstanding support staff members that are very active in the community supporting
CPTS’s efforts. Bill Foster travels extensively to area high schools and cheerfully offers
information about our program. Our graphic designer, Mary Dilley happily helps us with
professional quality design and print support. Judy Elsey, our career support coordinator
travels to schools helping them find their ‘true colors’ and often points them our way.

To help promote the program, we create a yearly DVD ‘yearbook’ that celebrates the best work
of'the year. We create 1000 for distribution to area schools and other events. Laid out on a
table, these are snatched up quickly.

The internet seems to have motivated students as well. While we can’t attribute growth in our
numbers to the launch of our website in September 2009, our numbers in applicants have more
than doubled from 2008 to 2009. Many people use the web to explore college opportunities and
a website is a ‘must have’ for a high tech program. We do get frequent calls now that attribute
hearing about us from our web site. They often comment on the importance of information and
how we its helped shape their decision to attend Ferris.

How well does the program meet student expectations?

We can see from the student surveys (pg 132) that students are reasonably pleased with the
quality of education that they received at Ferris. While there is plenty of room for improvement,
we have started something that not many have.

How is student sentiment measured?

Student Assessments of Instruction

We measure student sentiment by the Student Assessment of Instruction every semester. Part of
the assessment allows students to give feed back with comments. Our classes have benefitted
greatly from this information and we continually improve what we do. All classes are assessed
and we encourage students to provide comments to improve the class. This provides semester by
semester feedback that lets us respond quickly and affirmatively to improve class content or fix
problems.

Advising

We assess our efforts with advising appointments. We ask students informal questions about
courses they have taken and get an overall picture what they have been successful at in our
program. This is a very hands-on approach that helps us understand the dynamics and problems
in the student lives. We assess students and how they are meshing with the program, their peers
and their instructors. If there are problems, we try to work solutions that are accessible to all.

Advising appointments allow us to get feedback on general education experiences at GRCC. It
helps us find the quality courses that support our efforts.
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Social Networking

We stay close to our students by using social networking sights such as Facebook.
(http://www.facebook.com). While not all faculty participate, we ‘friend’ students in our classes
and use their everyday comments to understand their joys and frustrations with the program. We
use this tool to quickly assess student sentiment. Students have created their own ‘groups’ that
critique DAGD. These groups are their ‘turf” that allows them a place to ‘vent” about
frustrations and perceptions. This also allows us to respond to students on their ground. We
seek to be understanding but firmly declare our own justification of issues or offer insights the
students may not have been aware of. We have found that students are willing to listen if we are
willing to listen.
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PROGRAM VALUE

Program Benefit to University

Describe the benefit of the program, facilities, and personnel to the University.

DAGD is a high profile program. Positioning ourselves as more than a new media degree,
aiming at the highly competitive and visible worlds of animation and game design invites both
supporters and detractors. We are specifically channeling ourselves to develop students who
will be able to compete and be successful in the Digital Media world.

Animation, game design and media careers are considered some of the hottest jobs for the
coming generation (U. S. Department of Labor, OOH, 2009). Having a quality program that
develops students who are employable in this realm is a great asset to Ferris. No other
University in Michigan has such a robust program that is gaining the attention that DAGD has.

Projects we have produced include:

e The ‘Mark Kistler Imagination Station” drawing series that has been aired nationwide on
PBS television.

e Competed successfully in international competitions such as the ‘Cartoon Challenge’ at
the Kalamazoo Animation Festival International (KAFTI).

e Created games for local industry and films such as ‘Gofers’ being produced at the Center
for Entrepreneurial studies.

e WOOD TV’s Miranda’s youth segments about new media.

e ‘Rocumentaries’ featured on WGRD’s website that garnered hundreds of thousands of
hits.

e ‘Reveal Michigan’ video campaigns for the upcoming West Michigan Film websites.

e Summer Camps that have successfully introduced hundred of teens to the world of game
design.

Our facility, a partnership between Ferris and GRCC is relatively unique for a university. More
than just a classroom or two, we are a fully operational environment with its own distinct
personality. Our proximity to GRCC helps to gain exposure to the thousands of people who
come to conferences, expos and even the Heritage restaurant within our walls. The ATC
auditorium plays host to kid audiences with the Mark Kistler Imagination Station Summer
Camps, media professional groups such as the West Michigan Film and Video Alliance, public
campaigns such as the Barack Obama political rally in Fall 2008 and the center of activity for the
GRCC computer gaming club. This significant public traffic, with DAGD classrooms across the
hall is helpful in promoting our program.

The computers we have are a cut above the standard classroom computer. They feature dual
core Pentiums with 4 gigabytes of ram and high end graphics cards. Dual monitors show
students what they are doing and they are packed with state of the art software. Quality
classroom projectors and full stereo sound systems make the students’ work shine during
critiques. Potential Ferris candidates are impressed when they see our classrooms. We
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occasionally add banners to walls as events allow and utilize the rear pushpin boards to display
students work.

The faculty of DAGD is unique. Pulled from industry and then trained as teachers, all faculty
have years of professional experience behind them before walking into the classroom. This
gives credibility to the program as few programs have. Additionally, there is diversity within the
group as all have come from different dimensions of the game design and animation industry.
The benefit to the University is credibility, experience and professional focus. When parents
and potential students talk to us, we can speak to them from our professional experiences. We
are grounded in reality and help students see things from that perspective.

Our faculty survey helps illustrate our perspectives (see Appendix C — Faculty Survey Results).

Facility and Personnel Benefit to Students

Describe the benefit of the program facilities, and personnel to the students enrolled in the
program.

We built DAGD for the students. We looked at what we believed would be a credible animation
and game design environment and brought it, with the support of the University, into fruition.
We are here to support the career paths with these good tools.

Facility: The Applied Technology Center at Ferris/DAGD is a versatile building that serves
students adequately. Shared with GRCC, we have two restaurants/classrooms, a large atrium,
patio, student lounges and classrooms all within walking distance of a vibrant urban landscape.
Administration is convenient and help is just a few steps away for students. Faculty offices are
in direct proximity and the auditorium space is immediate to our classrooms. Students have
short walks to GRCC classes that make up their general education requirements. Two frequent
complaints from students is that there is no ‘communal’ space that is ‘Ferris’ and that the
classrooms can get overheated as the computers tend to use significant power.

Personnel: Besides having exemplary faculty, DAGD has the privilege to be served by a skilled
and dedicated administrative staff. Receptionists can help students book appointments, direct
traffic and most importantly make people feel at home. Financial aid councilors are available by
appointment or by ‘drop in’ subject to availability. Students need not go any farther than their
own halls to get advice on financing their education. Registration also is immediately available
as is a student service councilor and career service councilor. Students are cared for and helped
quickly and politely by the first rate staff.

Value Assessment

What is the assessment of program personnel of the value of the program to employers?

The DAGD teaching faculty have all had industry careers before becoming faculty at Ferris. We
are here for a number of reasons that reflect the different ages of the members. One
commonality that we all share is the desire to have students succeed in this industry. Being the
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case, and having the unique opportunity to start ‘from the ground up’, we have crafted all the
courseware in our program to be a reflection of something students will need to succeed in
animation or gaming. We are training students to be employable as we often had to discover
employment on our own.

We believe we are developing a generation of animators and game designers that we would hire.
In some cases, we have hired students to assist us in professional projects that we produce. We
have also followed the careers of a number of our students as they grow professionally. We are
pleased with the students that have followed our direction and forged new directions of their
own. Examples of our student work and progress can be found in links on our website at

http://dagd.ferris.edu/activek/content.asp?s=&catid=13&tid=17

Explain how this value is determined.

This value is determined on street level. Many of our students stay in contact with us via social
networking sites such as Facebook and Linked In. We often hire our own students during the
summer to help us with projects. This provides value for our students and the industry as
students are given real world projects to work on. We stay in close contact with our alumni and
follow their successes and join in on their frustrations. Employers are part of our network and
we hear from them often. We are now experiencing the satisfaction of having alumni calling us
for our best students to help them out on projects. The cycle is becoming complete!

Describe the benefit of the program, faculty, staff and facilities to entities external to the
University (services that faculty have provided to accreditation bodies, and regional, state, and
national professional associations; manuscript reviewing; service on editorial boards; use of
facilities for meetings, etc.).

DAGD teaching faculty are involved professionally, improving the climate of animation and
game design in Michigan.

The West Michigan Film and Video Association SEMAFX — Ward Makielski has presented
Flash Game Design at Smart Fest

Josh Freeney is reviewing a Flash Text as a technical editor

We use our auditoriums for professional associations like WMFV A, ASIFA, IGDA and MCAL.
We have held a number of events in our hallways bringing professional media people into our
world. The ATC auditorium is a quality facility that is in demand for organizations such as this.

Community Benefit

What services for extra-University general public groups (e.g., presentations in schools or to
community organizations) have faculty, staff or students provided? Describe how these
services benefit students, program, and community.

DAGD faculty members are involved with the community. We embrace the opportunity to be
part of the animation, game design and media community.
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David Baker Kent County Technical Center Advisory Chairperson 2008 - 2010

High School Career Path presenter 2007 — 2010

Jr. Achievement presenter

Ann Arbor Film Festival Judge

Blue Ridge Film Festival special guest and presenter 2006

KAFI Cartoon Challenge Team initiator and sponsor

Founding member of West Michigan Film and Video Association
Member of ASIFA — the international independent animator’s society
West Michigan Film Board Task Force

SmartFest founding board member

Community Media Center sponsor

Summer Camp coordinator

Producer for Ferris’s contribution for Mark Kistler’s Imagination Station on PBS
Member of IGDA, the International Game Developer’s Association
Guest speaker at Ferris Big Rapid’s summer camp

Ward Makielski

KCTC Advisory Board Member and Co-Vice President

Junior Achievement Presentations — 2005 — 2007

WMCAT - Ran after school camps, brought in guest speakers

GR Leadership Seminar Series - Sat on panel at the Music Society just down the street
Guest Speakers - Organized and brought in numerous professional guest speakers, open
to the public including Mark Kistler of the Imagination Station and Tony Benedict of
Hanna Barbara studios

Brought Sue Shakespeare of Creative Capers into our world who has been a significant
contributor to DAGD’s internship efforts

Summer Camps - Launched and operated summer DAGD camps for high school students
2005 - 2007

Speaker at ‘SmartFest’ 2006

Josh Freeney

Guest Speaker at Flash Fest in Detroit 2008

Faculty advisor for Ferris Student Chapter of the IGDA at the Game Developer’s
Conference in San Francisco 2010

Guest speaker at Ferris Big Rapids” Summer Camp in 2008, 2009 and 2010

Cory Heald

Faculty advisor for Ferris Student Chapter of the IGDA at the Game Developer’s
Conference in San Francisco 2010 and school year.
Guest speaker at Ferris BR computer summer camp in 2010
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Marty Lier

e Faculty advisor for Ferris Student Chapter of the IGDA at the Game Developer’s
Conference in San Francisco 2009

e Visited High Schools from 2004 to 2008 presenting game design career seminars.
e Supported the CIS department summer camps with day seminars.
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SECTION 2: COLLECTION OF
PERCEPTIONS

SURVEYS

The survey sections must include, among others, a discussion of techniques used in collecting the
information, difficulties encountered during the surveying process, number and percent of
respondents, and analysis of data in accordance with established methodologies. The survey
instruments must be designed and distributed, in consultation with Institutional Research and
Testing, to reflect general aspects of program review as well as the specific nature of the
program itself. All comments should be included, but the names of individuals mentioned should
be deleted.

Graduate Follow-Up Survey

The purpose of this activity is to learn from the graduates their perceptions and experiences
regarding employment based on program outcomes. The goal is to assess the effectiveness of the
program in terms of job placement and preparedness of the graduate for the marketplace. A
mailed or e-mailed questionnaire is most preferred; however, under certain conditions telephone
or personal interviews can be used to gather the data.

(See Appendix C — Graduate Follow-Up Survey Results)

Employer Follow-Up Survey

This activity is intended to aid in assessing the employers’ experiences with graduates and their
perceptions of the program itself. A mailed or e-mailed instrument should be used to conduct the
survey; however, if justified, telephone or personal interviews may suffice.

(See Appendix D — Employer Follow-Up Survey Results)

Graduating Student Exit Survey

Graduating students are surveyed every year on an ongoing basis to obtain information regarding
quality of instruction, relevance of courses, and satisfaction with program outcomes based on
their own expectations. The survey must seek student suggestions on ways to improve the
effectiveness of the program and to enhance the fulfillment of their expectations. This survey is
mandatory for all program graduates.

(See Appendix E— Graduating Student Survey Results)
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Alumni Survey

(See Appendix F — Alumni Survey Results)

Student Program Evaluation

Current students are surveyed to obtain information regarding quality of instruction, relevance of
courses, and satisfaction with program outcomes based on their own expectations. The survey
must seek student suggestions on ways to improve the effectiveness of the program and to
enhance the fulfillment of their expectations. This survey should be conducted during the year
before the PRP report is submitted.

The following Student Assessments of Instruction (SAI’s) are compiled from the start of
DAGD. These are the composites for all the classes.

DAGD 100=4.4 DAGD 310=3.9
DAGD 101=4.2 DAGD 330=4.3
DAGD 102 =4.3 DAGD 335=4.2
DAGD 103 =4.4 DAGD 340=4.0
DAGD 150=4.2 DAGD 355=4.2
DAGD 180=3.9 DAGD 375=4.3
DAGD 185=4.4 DAGD 380=4.3
DAGD 200=4.4 DAGD 385=4.2
DAGD 210-4.4 DAGD 390=4.2
DAGD 220=4.1 DAGD 400 = 3.8
DAGD 230=4.3 DAGD 420=3.9
DAGD 255=4.7 DAGD430=4.4
DAGD 260=4.2 DAGD 460=4.2
DAGD 290=4.4 DAGD 490=4.1
DAGD 300=4.4 DAGD 490=4.2

DAGD 499=4.2

(See Appendix G — Current Student Survey Results)
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FACULTY PERCEPTION OF PROGRAM

The purpose of this activity is to assess faculty perceptions regarding the following aspects of the
program: curriculum, resources, admissions standards, degree of commitment by the
administration, processes and procedures used, and their overall feelings. Additional items that
may be unique to the program can be incorporated in this survey.

Our perception survey asked the following questions - instructors were asked to provide honest
answers to them.

How can do things better as a department?

I think we really need to ask "why?" much more than we do. We like to take action but
having good reason and assessment of risk and reward would cut some of the wasted
effort from our work plate.

Produce more games!

Produce more short films!

Continued ‘laddering’ of courseware where DAGD 100 links to 230 to 335 etc

Do more than just the minimum requirements of the job. Go the extra mile

Continue mentoring students by being available for students/advisees all year not just
during the semester.

More precise assessments and frequent feedback.

Emphasis on creating quality original work

Other than research, material grabbed from the web should not be used in class work. We
need to respect copyright laws by setting a good example.

Customer service

Making sure we are keeping up to date on current software and techniques both specific
to our classes and more global industry changes. Be more honest with what is working
and not working and more honest with students. Ways to evaluate the growth of faculty
so we do not become stagnant.

We can have more collaboration between classes to ensure a "complete" and "solid" core
that is being taught to our students. With collaboration we can better understand exactly
what skills each student should be bringing to the table at the beginning of each class.
Have department meeting times that work within each instructor’s schedules.

Overall, I’m still very pleased with how our department runs and I’'m proud to be a
member of our faculty. The past couple years saw some challenges as restructuring of
roles created some minor rifts. However, I believe that with time and communication,
those rifts have lessened and we’re operating better as a cohesive body. The key to
successful operation is communication. I believe the DAGD staff meetings that have
been running with some regularity have been the greatest boon to our department. It’s my
hope that even though nobody likes having meetings, we continue to meet on a monthly
basis.

Things we can do better as a department is to have regular scheduled meetings. We could
also do things as a group or even with spouses. Mostly due to low enrollment, lack of real
increases, and job instability.
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Personal faculty goals for the next two years

Make all of my classes online-ready. Have students who are capable of making 3d games
for capstone. Increase student numbers in the game design track of the program.
Continue working with regional schools and community colleges

Continue with TOM courseware in advanced masters program

Create and direct more short films

Develop overseas project

Put all classes into a Hybrid\Online format

Provide more feedback to students

Fill in weaknesses in areas such as custom rigging and particles

To help create and maintain a curriculum on the net

Help to better facilitate a uniformed class delivery to both online and onsite.

Take on more responsibility and teaching opportunities.

Along with expanding and developing our online offerings, it’s my hope to further
develop my 3D skills to expand into the areas of character modeling and matte painting.
While we have some departmental expertise in character modeling, I believe the more I
can develop this skill, the better I can serve our foundation students in directing their
processes. And, as for matte painting, I believe that to be a largely untapped discipline in
our program and likely one that will become more pertinent in the upcoming years. Matte
painting will include the use of Vue along with expanded Photoshop and texturing work,
as well as traditional 3D tools. And, lastly, as an extension of character modeling, I'd
like to increase my ability with 3D character animation. Again, I believe this will trickle
down into the foundation programs and there is certainly a strong need in our program
for increased character animation instruction.

My personal faculty goal is to become more involved with the students and industry. 1
also hope to have all of my classes use Ferris Connect. I also hope to work towards my
doctorate degree.

General Departmental Directions

We need to make our material more available to additional student groups outside our
GR campus. Also we must remain agile and forward thinking and not be scared to jump
out into untested waters since this is exactly what is necessary to succeed in these
industries that we want our students to get into.

Continue curricula clean-up and linking

More ‘training’ at the lower levels to provide skills for upper levels

Growth to a solid 60 quality freshman students

Quality instruction in all classes - No fluff busywork —

Focus on DAGD 499 asset creation in both domains

Make Games that work and are published

Make sure we do not let standard Academic Mindset compromise the edge we need to
have in order to stay current in the industry.
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I would like to see a shift in the curriculum to cover more video game creation: both art
and programming. I would like to see us follow through with topics that are covered
during department meetings/end of year reviews.

1 believe the important one is the one we are already undertaking — the movement to
make more (if not all) of our program online. As we look to expand our student base, the
most available model is online. I believe that students who will excel in our field will also
excel at online learning. There are substantial crossover skill sets. That doesn’t mean
that we need to abandon our offerings on the ground, but we are uniquely positioned to
be able to grab substantial online real estate.

1 think the Department as a whole needs to become more connected with other faculty
people in Big Rapids. I think our department should work towards full time status and
union representation. I think the new general direction of developing hybrid classes is
excellent.

What additional concentrations and classes are appropriate?

3D math class (trig / physics)

tools programming class (importers, exporters, editors, prototyping)
game studio class (start to finish game production in a group)
Additional Digital FX work

Drawing for Animation class

Acting in 3D Animation

Game Design Capstone Concentration

Storytelling as English 3xx class. Develop Capstone here

Classes:

After Effects
Two classes that run together Game Art \ Game Programming
Character Modeling and a Character Animation

Degrees:

VFX and Motion Graphics
Animation Artist
Game Artist
Pipeline\Tool Engineer
More art! Painting, life drawing, art history/appreciation.
While I'd love to see us develop concentrations in Medical/Scientific Visualization, I’'m
not sure if there is student or industry interest to justify. I do believe that we need to
develop a Web/Mobile Application Development concentration, because there is
substantial opportunity in that area. However, I suspect that that would need to be a
hybrid DAGD/SENG degree to produce truly successful candidates. We also would need
to find faculty support with better experience in that arena. As for classes, I’d like to see
us develop a traditional animation course and a focused 3D animation course.
I would love to see more fundamental art and animation courses in our program. I would
love to see a concentration in Architecture & Mechanical Design.
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How we can improve retention?

We need to have better data about where a student is in the program so we can give them
more specific input and direction. Too many students just get lost in the process and the
check sheet does not stand up to modern data and process management architectures. I
think if we took this system into the modern age of instant feedback and user control we
would hold onto many more students.

Customer Service

Balance coursework loads

Continuous feedback and critique

Make all work relevant as possible

Ladder all curricula. Small steps reaching high heights

Appeal to a higher achieving, higher skilled student population

Improve community and ‘fraternal’ feel.

Steer people into appropriate directions earlier

Have people feel they are part of an elite organization

Show a proven track record for graduates. Make sure those who come into the program
really want to be here

By helping to empower students to be more active in the community (locally and globally
Communication is the surest way to keep students coming back. This can and should
happen at the advisor/student level. Ideally, advisors should meet with every advisee
every semester (or at least once a year). However, this is a logistical/scheduling
nightmare and potentially very time consuming. Alternatively, there should be a better
way to communicate with students. Regular monthly emails would be a good idea —
potentially from the department, potentially from the advisor. However, this would mean
enforcing a consistent email collection from all of our students. Nonetheless, a newsletter
might not be a bad idea for the department.

We need to be more focused on retention. We need to spend more time with our students.
We should not let our students sign up for classes unless they first meet up with their
advisors.

How we can improve cross-class collaboration?

Solidifying our curriculum and having group review of class design so we can see the
bridges between classes would accelerate this process.

Have ‘course assignment schedules’ laid out uniformly and available to all faculty for
inspection and review

Improve public ‘gallery space’ utilizing pin boards and Plasma/projector space

Keep talking among ourselves — be proactive and not secretive - teamwork

Keep end of semester show focused on collaborative work

Identify classes that should work together and make it happen by identifying the steps
necessary to make it functional.

I think the best opportunity for collaboration is between DAGD and SENG. I think
collaborations within DAGD will be too incestuous to offer much gain. Studio based
projects with a specific goal or client could be set up specifically to develop cross
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discipline teams. So this is really an additional course and should be addressed in number
four, above. If we want to cross collaboration, then we just need to set up courses where
we make that happen. The cleanest solution for cross departmental courses would be to
have each department set up a class for their students, and then have those classes work
together. With that model, we could work with SENG, TVPR, or any other department. If
we don’t want to add a course, then I think this could happen with our Junior Project
course.

I think by having regular weekly departmental meetings we can discuss student issues &
encourage collaboration between our classes.

How can we achieve the goal of ‘a top ten animation/game design curricula’?

We need to be more strict in our evaluation and acceptance of student work and progress.
Those schools did not become great or at least perceived as great until they only started
graduating fantastic students. Since Ferris has a mindset of being accessible to everyone I
don't think we will ever be in this position because in order to get there we would have to
take a stance that is definitely anti Ferris ideals. I think however that we can be known for
giving job-specific skills and experience that other schools do not give which falls
directly in line with what Ferris was founded to do. I think this will have the effect of
having successful graduates that get jobs based on their work as opposed to our stamp of
approval. Ultimately I think it is the same result and better for students.

‘Design’ should be a prime consideration.

Sketchbooks maintained in all design classes (Ringling Website example)

Teach ‘Illusion of Life’ basics of animation

Map out career directions for students earlier

Improve our appeal to high quality/achieving students

Keep entering contests (both faculty and students)

Attend conferences and promote at career fairs

Take lessons from the top schools VFS, RIT, SCAD, Ringling, Digipen, Guildhall. -
Examine

what they do and do it better

Bi— Weekly Critiques in studio classes.

Improved placement of internships. (It’s been steadily improving)

Improved job opportunities and career outreach (it’s been improving)

Provide an Associate’s for those who are not capable of "high-end" work. Right now the
ratio of quality artist to average artist is very off balance

Have department meeting times that work within all of our schedules. The use of Google
docs within classes that can be viewed by all instructors as well as edited by them.
Establish an open forum for communication within the department for collaboration
(Google docs, etc).

I believe we are already very close to being a top ten program, we just need to show the
world who we are and what we can do. That, in turn, will attract stronger students to help
us prove ourselves. We need to start advertising online at field-appropriate sites
(gamasutra.com, awn.com, 3dtotal.com, etc.) and we need to start having a presence at
some of the industry shows (IndieGameDev, GameDev, SIGGRAPH, etc.). People need
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to know who we are if we hope to be recognized for what we’ve done and what we can
do.

We need proper housing for potential students, we need more collaboration with Big
Rapids, We need to stop being an island by ourselves and be part of Ferris Big Rapids.
Our students need the real college/university experience. So many parents do not send
their children here due to this issue

To wrap up the essay, please answer this question: “If we had to do it from scratch again, we
should....”

I really think we should have had two programs one for 3d artists and one for game
developers. Our new setup allows for this but I think we could have kept a lot of
credibility intact if we had had better descriptors.

Examine what it takes to be a great Animator and Game Designer

Create a roadmap of how to get there

Allow for earlier tracking

Create a culture of excellence

Combine Contract and Marketing class to allow for more training and DAGD bandwidth.
Quality results come from great process. We need to continually refine our process until
we get the results we desire. While creativity is essential, we need to teach how to follow
good process rules so the rules can ultimately be broken.

Prescribe all Gen-eds to be applicable to our domain where possible

Start with the 4 programs listed above plus the current General and Game Development
track.

Find a way to partner with Kendall

Map out the 3D Track in a better way

Require Laptops, Tablets (for Artist Tracks), Specific HDD's and software.

Have more art at the core.

I do not feel that it should have been done radically different than occurred. I think if
we’d known the work and challenges before it was done the first time, we might have
thought twice before signing on. I’'m proud of where we are and the path we have walked.
I feel that we have made mostly the right decisions along the way. I would love to have a
fancier facility, but that’s about the only thing I’d change. The content, the meat of what
we do, is excellent and I would not change that.

If we had to do it from scratch again, we should begin with a strong 2D foundation. We
should do more art & straight animation. We also should consider dropping the gaming
part of the degree because it really is not happening.

(See Appendix H — Faculty Survey Results)
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ADVISORY COMMITTEE PERCEPTIONS

The purpose of this survey is to obtain information from the members of the program advisory
committee regarding the curriculum, outcomes, facilities, equipment, graduates, micro- and
megatrends that might affect job placement (both positively and adversely), and other relevant
information. Recommendations for improvement must be sought from this group (combine notes
from meetings). In the event that a program does not have an advisory committee, a group of
individuals may be identified to serve in that capacity on a temporary basis.

Members of the DAGD advisory committee include:

Sue Shakespeare — President, Creative Capers, Montrose California

David Anderson — Faculty, Cornerstone University/adjunct DAGD

Duane Loose — Creative Director - Alpha Zed Studios, Santa Monica, CA
Amy Badovinac — Instructor — Kent County Skills Center, Grand Rapids, MI
Peter Klein — Dean, Macomb Community College, Warren MI

Angie Mistretta — Lighting Technical Director - Pixar, Emeryville CA

Fred Munch — Producer - Lawrence Productions, Grand Rapids, MI

(See Appendix H — Advisory Committee Survey Results)
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SECTION 3: PROGRAM PROFILE

Include Administrative Program Review document in this section. Provide the number and
percentage for the variable addressed for each of the years since inception (for new programs)
or the last program review.

PROFILE OF STUDENTS

Student Demographic Profile.

Gender
Term Enrolled | Male | Female
2005/08 | 115 103 | 12
2006/08 | 114 102 | 12
2007/08 | 140 120 | 20
2008/08 | 147 129 | 18
2009/08 | 134 120 | 14
Ethnicity
Term Unknown | Black | Hispanic | Indian/Alaskan | Asian/PI | White
2005/08 | 39 2 1 0 1 72
2006/08 | 30 3 1 0 2 78
2007/08 | 10 6 3 0 3 118
2008/08 | 15 6 1 0 4 121
2009/08 | 12 5 3 0 3 111
Average Age
Term Age
2005/08 | 21
2006/08 | 21
2007/08 | 22
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2008/08 | 22
2009/08 | 22

Residency (In-state and out-of-state)

Term Resident | Midwest Compact | Non-Resident
2005/08 | 115 0 0
2006/08 | 114

2007/08 | 140
2008/08 | 147
2009/08 | 134

| O o O
| O o O

Full-time and part-time.

Data unavailable

Attend classes during the day, in the evenings, and on weekends.

Data unavailable

Enrolled in classes on- and off-campus.

Term On campus | Off campus
2005/08 | 0 115
2006/08 | 0 137
2007/08 | 0 141
2008/08 | 0 147
2009/08 | 0 134
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Enrolled in 100% on-line and/or mixed delivery courses.

No students are 100% enrolled in online and/of mixed delivery courses.

Blended Courses

Term 2005 | 2006 | 2007 | 2008 | 2009

DAGD 100 | Na Na Na Na Na

DAGD 103 | Na Na Na Na Na

DAGD 300 | Na | Na Na 31 Na

DAGD 499 | Na | Na Na 7 Na

Discuss how the information presented in (a) through (f) impacts the curriculum, scheduling,
and/or delivery methods in the program.

We have a ten-to-one ratio of men to women in our program. Most of the students are white and
they are slightly older than the usual student population. Many work part-time and all are
residents of Michigan. All attend classes at the Grand Rapids facility, but some are taking
classes online to help reduce travel time or to continue attending a local community college
before fully transferring to the DAGD program in Grand Rapids. We have had a few students
finish their course work while employed outside of the state.

We see that there has been a 30 percent population growth over the last five years with a leveling
off the last four. This has allowed us an opportunity to improve the quality of instruction and
curricula rather than increase the size of our facility. Scheduling is manageable as well as we
have ‘settled in” and can create schedules that are distributed over the week to allow students
time to prepare for classes.

We have also anticipated the need to distribute our work over the internet with blended format
classes that include DAGD 100, 103, 300 and 499. The choice of these classes helps students
who are at the beginning and at the end of their careers with us. They can choose to work away
from campus to accommodate their own life needs. For our program, it frees three computer
classroom sessions up for lab space or other DAGD classes.

As DAGD enters the next phase of development, we will be working with community colleges
closer to offer our courseware at their schools or online so students will not have to move away
from home to pursue a degree. By the next program review, we will likely be able to deliver 100
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percent of our curricula as a transfer degree that can be completed at a student’s community
college.

We do offer some courses at night. This is more of a response to the availability of the
instructor, David Anderson in DAGD 102 than an accommodation to the students. Most students
are able to work schedules with employers to help them attend classes during the day.

Quality of Students

What is the range and average GPA of all students currently enrolled in the program? ACT?
Comment on this data.

Term GPA | ACT
2005/08 | 3.41 | 23.05

2006/08 | 3.39 | 23.24
2007/08 | 3.25 | 23.14
2008/08 | 3.28 | 23.14
2009/08 | 3.09 | 23.06

We see the average GPA is decreasing while the ACT scores remain steady. This writer would
attribute this to our outreach efforts bringing in a more academically diverse student pool.

What are the range and average GPA’s of students graduating from the program? ACT?
Comment on this data.

Term GPA | ACT
2005/08 | Na | Na
2006/08 | Na | Na
2007/08 | 3.3 | 21
2008/08 | 3.48 | 24.71

2009/08 | 3.5 | 21.92

The average GPA of students graduating DAGD has been rising while the ACT scores have
grown slightly. This writer believes can be attributed to overall improvement in student quality
and improvement in instruction.
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In addition to ACT and GPA, identify and evaluate measures that are used to assess the
quality of students entering the program.

In the early years of DAGD (2004 — 2007) we examined other programs such as ours and
decided that a commonality in most of the ‘good’ ones was a portfolio requirement. A portfolio
helps to identify skills and intelligences that cannot be easily seen in an overall number such as a
GPA or ACT score. Additionally, it has the effect of limiting the amount of completed
applicants to a program to those who have the determination and drive to complete the portfolio
requirement. Currently, just submitting a portfolio to the simple specifications outlined in our
entrance guidelines is sufficient for entry into our program. We don’t judge the portfolio based
only on quality. We see what the portfolio reflects and assess from that perspective.

We do believe as the quality of our student work grows and more people apply, we will be able
to use the portfolio as a tool to admit the better design and programming students first. As space
allows we will then permit the second tier of students in. As we wish to create one of the top
design schools in the country, this strategy will help us bring in the best when we have sufficient
quality applicants.

Identify academic awards (e.g., scholarships or fellowships) students in the program have earned.
Comment on the significance of these awards to the program and students.

Scholarships: Students who participate in internships outside the state are encouraged to submit
for the DAGD Scholarship. They can receive up to $1000 to help defray tuition expenses if they
accept an internship that will require travel outside of Michigan. The scholarship is funded by
DAGD summer camp profits.

A number of students have participated in the Ferris ‘Presidential’ scholarship. Their
outstanding performances are helping to improve the DAGD culture and mission of excellence.

Students have also applied for and received special scholarships such as TIP funds and Crones
disease scholarships.

What scholarly/creative activities (e.g., symposium presentations, other presentations or
awards) have students in the program participated in? Comment on the significance of these
activities to the program and students.

Students in DAGD are participating in a number of scholarly and creative events. Twice yearly
we hold ‘Fragfest’ which is a competition based in our Grand Rapids facility that is a 24 hour
level design and modeling competition. Over twenty students typically throw their hat into the
ring and work on the tasks presented. They discover that the pressure of competition can bring
them further than just the pressure of a grade.

In 2009, our students were chosen to be part of the world renowned ‘Cartoon Challenge’ at the
Kalamazoo Animation Festival International. Over thirty five teams entered to be a Challenge
team with only ten being chosen. The Ferris ‘Flying Bulldogs’ were one of those five person
teams. The challenge is to create a 30 second Public Service Announcement (PSA) spot in four
days on a subject given on Monday morning of the Challenge. They have to deliver a final spot
Thursday night at 6 pm. Our team was successful in completing the challenge with time to
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spare. While San Jose State University was the ultimate winner, the Ferris Flying Bulldogs
performed admirably with great teamwork and great spirit.

Every year we have a cotillion of twenty or so students travel to the Game Developer’s
Conference in San Francisco. This is ‘ground zero’ for the game development industry with over
20,000 attending. Students learn from professional seminars, attend trade shows, play new
generation games in the ‘Independent Game Festival’ which are often produced by fellow
students. Most significant is attending the career fair that typically has 80 companies looking for
the next generation of game designer. A number of our students are ‘conference associates’,
volunteers that take tickets, answer questions and generally keep the wheels turning at the
conference. More importantly, these students get to network with other students who will be
professionals some day. Students return from this conference with a new drive and fire seeing
how the industry works.

Other students have headed off to the Ottawa Animation Festival in Ottawa Canada which
provides more of an ‘artists’ view of the animation industry. Seminars on Russian Animation,
Social issues, and animation history are just a few of the many subjects covered at Ottawa.
While not a technical conference, it abounds in the latest and greatest displays. Often, unheard
of animators are ‘discovered’ by studios such as PIXAR, Disney and Dreamworks. Students
discover that animation is not just a career, but an art.

Siggraph is another outstanding seminar that is a blend of all of the above. It is the ‘grand
daddy’ of all computer graphics conferences attracting over 40,000 animators, programmers,
artists and marketing teams showing the latest computer technologies. Students see computer
technologies such as ‘mocap’ five years before it is commercially available. Computer scientists
are highly regarded ‘rock stars’ at SIGGRAPH and people line up to get their autographs.
Remarkably, SIGGRAPH is very accessible with everyone approachable and helpful. Students
are seen as colleagues and not just annoying kids looking for work.

What are other accomplishments of students in the program? Comment on the significance of
these accomplishments to the program and students.

Students in DAGD are still discovering themselves. This writer believes that one of the greatest
accomplishments of our students is how they have become nationally competitive in such a short
space of time. Other established programs have been around since the early 1990’s and have
refined their curriculum. Our students can compete toe-to-toe with many of them We are proud
of DAGD students and consider them some of the brightest and most dedicated students in the
industry.

Employability of Students

How many graduates have become employed full-time in the field within one year of receiving
their degree? Comment on this data.

q1 How long has it taken for you to be employed
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How long has it taken for you to be Cumulative
employed? Frequency Percent Valid Percent Percent
Valid Within six months 1 14.3 14.3 14.3
Within a year 2 28.6 28.6 42.9
Within three years 1 14.3 14.3 571
| am not working in the field 3 42.9 42.9 100.0
Total 7 100.0 100.0

What is the average starting salary of graduates who become employed full-time in the field
since inception (for new programs) or the last program review? Compare with

g2 Current salary

Cumulative
Frequency Percent Valid Percent Percent
Valid $20,000 - $39,999 2 28.6 50.0 50.0
$40,000 - $59,999 2 28.6 50.0 100.0
Total 4 571 100.0
Missing | System 3 42.9
Total 7 100.0

How many graduates have become employed as part-time or temporary workers in the field
within one year of receiving their degree? Comment on this data.

g3 Work in field part-time w/in yr of graduation

Cumulative
Frequency Percent Valid Percent Percent
Valid |Yes 1 14.3 14.3 14.3
No 6 85.7 85.7 100.0
Total 7 100.0 100.0
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Describe the career assistance available to the students. What is student perception of career
assistance?

We have a career assistance councilor at our facility in Grand Rapids. She is available by
appointment to discuss career options and strategies. Our methodology for career development
includes mock interviews, resume writing and portfolio review as part of our capstone class. She
is brought into our sophomore portfolio class to help with resume writing and career discovery.

Students recognize the support Ferris provides. However, they would appreciate more direct
contact with companies and career opportunities. Ferris claims a 98% placement for students
and this is not an accurate portrayal of jobs our students have retained. We also need to
recognize that our career service person is spread very thin as she councils all of CPTS and is
also called on to council high school students as to career direction.

As seen in the alumni surveys, the greatest help they could get is in career services.

How many graduates continue to be employed in the field? Comment on this data.

g4 Still employed in this field

Cumulative
Frequency Percent Valid Percent Percent
Valid |Yes 4 571 571 571
No 3 42.9 42.9 100.0
Total 7 100.0 100.0

Describe and comment on the geographic distribution of employed graduates.

g5 Geographically, where working

Cumulative
Frequency Percent Valid Percent Percent
Valid | Detroit, Mi 1 14.3 14.3 14.3
Grand Rapids 1 14.3 14.3 28.6
Grand Rapids Michigan 1 14.3 14.3 42.9
Grandville, MI 1 14.3 14.3 571
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Los Angeles 1 14.3 14.3 71.4

Los Angeles, California 1 14.3 14.3 85.7

Southfield, Michigan 1 14.3 14.3 100.0

Five out of seven alumni respondents are living in Michigan. Two are in Los Angeles,
CA. We should note that the low response rate of this survey yields a data that is not
accurate.

How many students and/or graduates go on for additional educational training? (Give annual
average.) Comment on this data.

g6 Gone on for additional training

Cumulative
Frequency Percent Valid Percent Percent
Valid |Yes 2 28.6 28.6 28.6
No 5 71.4 71.4 100.0
Total 7 100.0 100.0

Where do most students and/or graduates obtain their additional educational training?
Comment on this data.

q7 Where
Cumulative
Frequency Percent Valid Percent Percent
Valid 5 71.4 71.4 71.4
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| got the internship myself 1 14.3 14.3 85.7
the summer before |
graduated. They hired me 6
months after | graduated

and I've been working there

since.

University of Southern 1 14.3 14.3 100.0
California.

Total 7 100.0 100.0
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ENROLLMENT

Fall Enrollment for DAGD 2006 - 2009
2006/2007 = 137
2007 /2008 = 141
2008/2009 = 147
2009 /2010 = 134

What is the anticipated fall enrollment for the program?

Anticipated Fall Freshman enrollment for 2010 is 50. We look forward to a total program of 150
students.

Have enrollment and student credit hour production (SCH) increased or decreased since the
last program review? Supply a table and comment on any enrollment trends.

This is our first program review, however the SCH for the last five years are as follows:

Term Freshman | Sophomore | Junior Senior
Total Total Total Total
2004-05 316 78 48 32
2005-06 466 165 142 99
2006-07 477 249 164 186
2007-08 324 288 417 237
2008-09 381 282 312 395

After an initial surge of credit hours and freshman entry into the program, we are seeing a
slow softening or a reduction in credit hours in the freshman column. We can follow the
surge of hours from 2005 to 2008 as that class worked its way through the system.

Since the last program review, how many students apply to the program annually?

The follow table represents admitted students who chose to take classes.

Freshman Sophomore . .
Term Total Total Junior Total | Senior Total
2004 44 13 9 5
2005 63 22 19 11
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2006 52 27 15 20

2007 35 34 44 27
2008 39 28 32 48
2009 27 33 29 45

In 2008-2009, we had 79 people apply to DAGD
In 2009 — 2010 we have had about 200 apply to DAGD

Of those who apply, how many and what percentage are admitted?

We would approximate a 35 percent new student admit enrollment rate to DAGD based on 2008-
2009 data. Some do not complete application by not forwarding transcripts or submitting a
portfolio. Our admission requirements are very clearly laid out so many who do not meet the
requirements do not apply.

Of those who are admitted, how many and what percentage enroll?

In 2009, we had 79 people apply with 27 choosing to enroll as a freshman.

What are the program’s current enrollment goals, strategy, and efforts to
maintain/increase/decrease the number of students in the program? Please explain.

Our current enrollment goal is 40 quality freshman students and 30 quality transfer students.
This is based on classroom capacity and anticipated graduation target of 40 students a year.
Attrition is expected to be higher than average rate because of the nature of our students
discovering the rigorous nature of our business. Students in our program discover early on that
being a game designer is not all fun and games and move to other easier programs.

Our strategy is to increase our class to 40 and hold for three years. During this time, we will
work on increasing the quality of students who attend our program based on evidence found in
GPA’s and portfolio. Currently, we have a rolling admittance with a “first come, first served’
approach without a cap on enrollment. Once we understand the flow of application into the
program, we will begin a tiered admittance that will bring in the most promising first based on
GPA and the portfolio rating. Those students, who don’t make the first cut, will be moved to the
next cut and so forth. However, we are a year or more away from this process. We estimate we
will need an application pool of at least 300 people before we can institute such a process.

We attract students a number of ways. First is with relationships.
Relationships

Early on, our program founder, Dr. Donald Green saw the need to partner with Grand
Rapids Community College to help create opportunity for their students and a pipeline of
talent for ours. This healthy symbiotic relationship is fostered by articulation of up to 60
credit hours that can be taken at GRCC to be app