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PC_BS Simulation Science, Games and Animation
Standing Requirements

Program Mission Statement
• The Simulation Science, Games, and Animation degree is interdisciplinary and requires diligence in; game
design, digital media, computer science, simulation, software engineering and general education that merge
into a coordinated, coherent degree; with intentional ratios of breadth and depth; providing functional &
whole degree experience enabling students to solve complex problems with robust solutions. This projectbased learning program aims to transform students into designers able to construct software and immersive
experiences that enable the solving of complex problems and mastery of challenging proficiencies.

• The program aims to equip a diverse demographic of students, technically and creatively, in mathematics,
programming, content creation, software development, and critical thinking. From these experiences, they
derive the ability to design real-time interactive systems from the ground up - from graphical algorithms to
interactive-story scenarios to game levels to simulation engines. Game systems are built to employ artificial
intelligence, code, and content designed to generate compelling interactive models of complex variables or
3d virtual environments. Students design data-driven simulations for user-centered and multi-user training,
management, scientific research, and concept exploration. Students create prototypes to explore various
platforms and learn effective and appropriate uses of technology in ways relevant to how people interact
with information and reality, including the new frontiers of spatial computing (AR augmented reality, VR
virtual reality, XR mixed reality). During this experience, students learn to communicate clearly and to
develop their ideas through critiques and workshops. A shared design-thinking approach provides a
supportive environment for exploration and peer-tested results.

• Graduates of this major can expect to find flexible options and rewarding career opportunities.
Employment opportunities can are possible in the established global entertainment industries, such as game
design, game development, and also for a vast array of other areas, such as military and intelligence
communities, high-tech manufacturing, aviation, and healthcare.

• Examples of employment could include assignments such as spatial computing based training for Boeing
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manufacturing, flight simulators for Lockheed Martin, safety management applications for small aircraft
markets, helping people to manage common diseases or ailments with serious games, or working in modeling
and simulation for the Department of Defense. Students will also find related opportunities in the large and
growing segment of mobile gaming and app development.

Last Modified: 01/17/2020 10:55:31 AM EST

Printed on: 1/28/2020 8:09:37 PM

2

Form: "ERAU Alignment to University Mission"
Created with : Taskstream
Participating Area: PC_BS Simulation Science, Games and Animation

ERAU University Mission Statement
Embry-Riddle Aeronautical University is the world leader in aviation and aerospace higher
education. Our mission is to teach the science, practice and business of aviation and
aerospace, preparing students for productive careers and leadership roles in business,
government agencies and the military. Embry-Riddle’s reputation as a leader in aviation and
aerospace higher education is grounded in its aviation roots dating back to 1926.

(REQUIRED) Program Alignment to University Mission

Program Alignment to University Mission
Select all that apply.

Our mission is to:
•
•
•

1. Teach the science, practice and business of aviation and aerospace
2. Prepare students for productive careers
3. Prepare students for leadership roles in business, government agencies, or
military
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PC_BS Simulation Science, Games and Animation
Standing Requirements

Program Outcomes
Obsolete: PC_BS Simulation Science, Games and Animation Outcomes Set (2019 and beyond)
Outcome

Outcome

Mapping

OBSOLETE: PC_OLD_BS Simulation Science, Games and Animation Outcome Set (2018)
Outcome

Outcome

Mapping

PC_BS Simulation Science, Games and Animation Assessment Outcome Set
Outcome

Outcome

Mapping

PC_SSGA 01
Students will use prototyping to test and
refine new ideas for larger scaledevelopment.

No Mapping

PC_SSGA 02
Students will use software development
principles and methods to construct
programs for interactive user experiences.

No Mapping

PC_SSGA 03

No Mapping
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Students will employ principles and methods
of engaging storytelling, worldbuilding, and
interface design to create appealing user
experience.

PC_SSGA 04
Students will apply design principles and
techniques to produce functional,
informative, and appealing user experiences.

No Mapping

PC_SSGA 05
Students will demonstrate effective artistic
skills by incorporating aesthetic concepts
and methods in content creation.

No Mapping

PC_SSGA 06
Students will synthesize technical and
creative domains to solve complex design
problems.

No Mapping

PC_SSGA 07
Students will develop collaboration skills to
maturely exchange and interact with
different ideas through conflict, analysis,
and consensus.

No Mapping

PC_SSGA 08
Students will demonstrate effective
communication skills in the exchange of
constructive criticism.

No Mapping
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PC_BS Simulation Science, Games and Animation
Courses and Activities Mapped to PC_BS Simulation Science, Games and Animation Assessment Outcome Set

Courses and Learning Activities
SIM 115
Digital Illustration
SIM 205
Game Design Workshop
SIM 215
Interactive Media I
SIM 350
Game Systems III Production
SIM 315
Interactive Media II
SIM 401
Character Design
SIM 403
Set and Environment Design
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PC_BS Simulation Science, Games and Animation
Courses and Activities Mapped to PC_BS Simulation Science, Games and Animation Assessment Outcome Set

Courses and Learning Activities
2020-2021
Assessment Cycle
2021-2022
Assessment Cycle
2022-2023
Assessment Cycle
2023-2024
Assessment Cycle
2024-2025
Assessment Cycle
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PC_BS Simulation Science, Games and Animation
2020-2021 Assessment Cycle

Assessment Plan

Measures

Obsolete: PC_BS Simulation Science, Games and Animation Outcomes Set (2019 and beyond)
Outcome

Outcome: Students should exhibit the ability to build application prototypes.
Prototyping is an important part of the application development process. Simulation and games frequently use
prototyping to test new ideas, refine them, and get them ready for larger-scale development.
Marked obsolete by ERAU Manager on 03/15/2021 4:24:10 pm EDT

Measure: Student prototype project submission in SIM 150
Program level Direct - Student Artifact

Details/Description:

The final team project from SIM 150

Criterion for Success:

75% of the students score 80% or better

Timeframe of Data

End of Spring 2021 term

Collection:
Key/Responsible
Personnel:

Bill Slease

Measure: End of course evaluation in SIM 150
Program level Indirect - Survey

Details/Description:

End of course survey questions to measure success
of the outcome.

Criterion for

80% of student responses either agree or strongly

Success:

agree to the program based survey statement
"I have the foundational knowledge necessary to build game prototypes."
asked at the end of the course .

Timeframe of Data

End of Fall 2020 term

Collection:
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Key/Responsible
Personnel:

Bill Slease

Supporting Attachments:
PC_BSSSGA_Prototypes_EOC (Adobe Acrobat Document)

Outcome: Students should be able to demonstrate the ability to create immersive user
experiences.
Good user experience is necessary for any application to be successful in the market. Employing principles and
methods of engaging storytelling, worldbuilding, and interface design is necessary to be successful in their field.
Marked obsolete by ERAU Manager on 03/15/2021 4:24:36 pm EDT

Measure: End of course evaluation in SIM 315
Program level Indirect - Survey

Details/Description:

These questions will test the students perception as
it relates to the outcome

Criterion for

75% of students responses will be agree or strongly agree to the survey

Success:

statement
"I have foundational knowledge in creating immersive user experiences"
on the end of course evaluation.

Timeframe of Data

End of fall 2020 term

Collection:
Key/Responsible

Derek Fisher

Personnel:
Supporting Attachments:
PC_BSSSGA_Immersive user experiences_EOC (Adobe Acrobat Document)

Measure: Final Project in SIM 315
Program level Direct - Student Artifact
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Details/Description:

This is the culminating result of all the topics learnt
in the class and the student demonstrates
proficiency via this project

Criterion for Success:

75% of the students score 80% or better

Timeframe of Data
Collection:

end of fall 2020 term

Key/Responsible
Personnel:

Derek Fisher

Outcome: Students should be able to demonstrate the ability to create interactive user
experiences.
Good user experience is necessary for any application to be successful in the market. Our students need to
understand the design principles & techniques that produce interactivity among users.
Marked obsolete by ERAU Manager on 03/15/2021 4:24:51 pm EDT

Measure: End of course evaluation in SIM 215
Program level Indirect - Survey

Details/Description:

These questions will test the students perception as
it related to the outcome

Criterion for Success:

75% of the students responses were agree or strongly agree to
the
statement"I have foundational knowledge in creating interactive
user experiences" on the end of course evaluation.

Timeframe of Data

Ends of fall 2020 term

Collection:
Key/Responsible
Personnel:

Derek Fisher

Supporting Attachments:
PC_BSSGA_Create interactive user experiences_EOC (Adobe Acrobat Document)
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Outcome: Students should apply critical thinking to solving multi-disciplinary design problems.
The program aims to connect the creative and technical domains. The ability of our students to think critically and
synthesize diverse domains to solve design problems is essential. The program should make every effort to develop
a well-rounded student to make them successful in their careers.
Marked obsolete by ERAU Manager on 03/15/2021 4:25:25 pm EDT

Measure: End of course evaluations in Capstone
Program level Indirect - Survey

Details/Description:

In this survey students will be asked about how they
applied critical thinking to solving multi-disciplinary design
problems.

Criterion for Success:

75% of the surveyed answers were either agree or
strongly agree

Timeframe of Data

End of spring 2021

Collection:
Key/Responsible

Derek Fisher

Personnel:
Supporting Attachments:
Assessment-PC-BSSG-Critical-Thinking.pdf (Adobe Acrobat Document)

Measure: Final Project of Capstone
Program level Direct - Student Artifact

Details/Description:

This final project is the culmination of both technical and
creative domains and the synthesis of them toward solving a
design problem.

Criterion for Success:

75% of the students get 80% or better

Timeframe of Data
Collection:
Key/Responsible
Personnel:

End of spring 2021
Derek Fisher
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Outcome: Students should be able to work in teams to produce software artifacts.
The students are being trained to be industry-ready. Workshopping, developing, and building content and software
on production teams is an essential skill for our students.
Marked obsolete by ERAU Manager on 03/15/2021 4:25:56 pm EDT

Measure: End of course evaluation in SIM 315
Program level Indirect - Survey

Details/Description:

End of course questions based on team work on a production

Criterion for Success:

75% of the student answers are either agree or
strongly agree to the survey statement
"I can work with a team to workshop, develop, and create content
for users." on the end of course evaluation

Timeframe of Data

End of spring 2020 term

Collection:
Key/Responsible
Personnel:

Derek Fisher

Supporting Attachments:
PC_BSSGA_visual artifacts_EOC (Adobe Acrobat Document)
PC_BSSSGA_Teams_EOC (Adobe Acrobat Document)

Measure: Final Project Presentation in SIM 315
Program level Direct - Student Artifact

Details/Description:

Students contribute to an essential part of the final project
production team.

Criterion for Success:

75% of the students get 80% or better

Timeframe of Data

End of Fall 2020 term

Collection:
Key/Responsible
Personnel:

Derek Fisher
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