[image: ]                                                                      Workforce program Review	                                                             8-9-16
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Program review contact:  Tom Ottinger
phone: ______________________________________________________   	Email:   tottinger@collin.edu

Section I.  Are We Doing the Right Things?

1.  WHAT DOES YOUR WORKFORCE PROGRAM DO?
A.  What is the program and its context? 

The Animation & Game Art program within the Communication Design department is one of three programs that share five common courses that provide foundation skills for upper level courses within each program. Graphic Design and Video Production are the “sister” programs. All are closely-related creative services industries which often overlap in providing end-product work to clients. The Dallas/Fort Worth area is one of the largest media markets in the US and offers many related jobs.
The Animation & Game Art program serves the animation, visual effects, motion graphics, industrial/architectural visualization and game industries. These particular creative services are found in standalone agencies and studios as well as in-house communication and marketing departments within larger businesses. There are full-time staff positions in the industry as well as contract and freelance artists who work for the aforementioned studios and in-house departments. The skills that we teach are found in a spectrum of end-product work from entertainment to marketing to education and training. This is a fluid industry with constant change and a requirement to pursue ongoing professional development to stay abreast of the latest standards and practices.
Career paths/job titles that are found in this industry include:
- 3D Modeler
- Texture Artist
- Technical Artist
- Animator
- Concept Artist
- Production Artist
- Visual Effects Artist
- Environment Artist
- Production Manager
- Production Assistant
- Creative Director
- Director
- Producer

Industry end-product examples are:
- Feature Films
- Short Films
- Documentary
- Training Video
- Broadcast\Online Commercials
- Movie Trailers
- Product or Service Visualization
- Video Games
- Video Game Cinematics
- Mobile Games
- Virtual Reality (VR)

The Animation & Game Art program meets THECB and WECM regulations and guidelines. Our completion rate exceeds the minimum requirement. There is no external industry accreditation process pertaining to this program. Our Advisory Committee and ongoing faculty professional development contribute to the maintenance of up to date standards and practices reflected in our curriculum and instructional methods.

Animation & Game Art Program Outcomes
	1. Demonstrate effective concept development for the execution of professional media


	2. Demonstrate effective communication skills in the execution of professional media.


	3. Demonstrate proficiency in design principles in the execution of professional media.


	4. Demonstrate effective project management in the execution of professional media.



B.  Executive summary:  briefly summarize the topics that are addressed in this self-study, including areas of strengths and areas of concern.  
The Animation & Game Art program supports Collin College's Mission, Core Values and Strategic plan through its engagement with students, the industry served by the program and the wider community as detailed in Part 2. We have a high rate of program completion while also striving to improve student success through analysis of potential impediments and working internally as well as with college administration to improve our students' achievement. Our program addresses market demand through input from our industry advisory committee as well as participation in industry related community events (guest speakers, workshops and conferences). Our curriculum provides students with a breadth of skill development to allow them to identify their specific areas of strength and demonstrate this through their final portfolio work. Our communication efforts include department handouts to assist in advising students and explain industry career paths along with student shows featuring our students' best project work. The Communication Design brochure also highlights student work and features testimonials from former students about their college and post-graduation experience in the industry. We are working to improve our online communication in the near future. Animation & Game Art industry partnerships offer additional learning and community involvement opportunities for our students and keep us abreast of industry needs. Department full-time faculty all have industry experience in addition to their academic credentials and nearly 100 years of combined teaching experience. Our associate faculty are all practicing industry professionals and bring their real-world knowledge and experience into the classroom. We have looked at our facilities and equipment to identify current and future needs that are necessary to maintain an up to date program and educational experience for our students. Our CIP analysis reinforces the curriculum's effectiveness while also helping us continue to improve student outcomes. We have identified a critical need for resources to expand department teaching facilities and maintain up to date technology.









2. WHY WE DO THE THINGS WE DO:  PROGRAM RELATIONSHIP TO THE COLLEGE MISSION, CORE VALUES & STRATEGIC PLAN.
· Provide program-specific evidence of actions that document how the program supports the College’s mission statement: “Collin County Community College District is a student and community-centered institution committed to developing skills, strengthening character, and challenging the intellect.”
The Communication Design department, its curriculum and staff contribute to the fulfillment of the College’s mission by being focused on students and the community. We are committed to developing skills, strengthening character and challenging the intellect. The following outlines those efforts.

Through hosting and participating in numerous events the Communication Design department has become a community-centered institution. Examples include participation in off-campus events such as Industry Giants, Big D Design Conference, DSVC and the Texas 2Show.  Additionally, the department hosts numerous on-campus events such as the annual Global Game Jam, guest speakers Max Howard of the Max Howard Consulting Group, and Nic Climer, creative director of Match.com. In 2017, a panel of Gearbox Software Technical Animation Department artists spoke about their respective job roles and were available for Q&A from students in our Student Animation and Game Artists (SAGA) RSO. The Communication Design department sponsors student tours of Color Dynamic in Allen, Texas, as well as Richards Group, Clampitt Paper and Slingshot, LLC in Dallas, Texas. We also sponsor monthly guest speaker events organized in conjunction with A Bunch of Short Guys (abosg.org) featuring local industry professionals. Finally, faculty and staff work with community organizations such as Frisco Arts, McKinney Public Art taskforce and Collin County Historic Society and Museum to provide design service via faculty and student collaborations.

The Communication Design department faculty mantra is, “we are here for and because of the students.” This is reflected in their actions and the curriculum they develop. Department faculty actively assist and advise students beyond their established lecture/lab hours. We do this out of passion for the student’s own success. We assist students regarding specific projects or course work problems. Faculty members are actively engaged in providing academic advising, industry insight and support in barrier resolution. The curriculum is developed in a manner that ensures student success throughout the program and upon entering the workforce. Courses are structured to provide appropriate foundations upon entering and challenge students to meet industry standards as they move further along. 

The curriculum by its very nature, as a Workforce Program, focuses on developing skill sets. To work in the Communication Design industry one’s character is strengthened and intellect challenged through this process. The Animation & Game Art curriculum specifically centers on development of visual creative and technical skills. The curriculum structure starts with developing theses skills independently, then collaboratively. 

As part of developing the necessary skill sets for the Animation & Game Art field, students strengthen their character as they learn time management, resource management, collaboration, and incorporation of constructive criticism. They are then challenged intellectually in this process. The Animation & Game Art industry requires knowledge of applied aesthetic and technical problem-solving skills for the purpose of communicating a specific message or end-user experience to a specific audience. This requires a high level of critical thinking. Students must understand design principles and apply them in a unique solution.

· Provide program-specific evidence of actions that support the case that the program and its faculty contribute to fulfillment of the College’s core values:  “We have a passion for Learning, Service, Involvement, Creativity, Innovation, Academic Excellence, Dignity, Respect and Integrity.”
The Communication Design department fulfills the college core values in the following ways: 
· Its curriculum, by its very nature, focuses on the core values of creativity and innovation as well as academic excellence. 
· Projects both inside and outside of the classroom focus on the college’s core values of service and involvement.
· The culture of collaboration within the Animation & Game Art curriculum gives special emphasis to the college’s core values of dignity and respect. 
The core value of dignity and respect can be seen in the collaborations among industry professionals as well as between Animation & Game Art students and students in other departments. For example, students are required to present their work for feedback. For this process to be effective, students and faculty must practice the values of dignity and respect. Faculty demonstrate how to appropriately give constructive feedback that can be applied in a manner that is respectful and sensitive to the student. Students are then asked to do the same by sharing their own insights in the same manner. 
The College’s core value of service and involvement is demonstrated by the faculty in their on-going engagement in college service including their participation on fellow department search committees, serving on the Core Objective Assessment Team (COAT), the Curriculum Advisory Board (CAB), the Program Review Steering Committee and speaking to various groups like Collin’s Art Club. Additionally, faculty service and involvement reaches beyond the college through participation in community and industry events as outlined in Part 7. Examples include the annual Industry Giants and Global Game Jam events. Students are similarly encouraged to serve and get involved. 
Finally, the college core values of academic excellence, creativity and innovation are deeply rooted in the program. Beginning with creativity and innovation, Communication Design faculty and its Advisory Board members seek to ensure that the highest standards are maintained in the curriculum to support student success upon completing their award. Examples of the program’s creativity and innovation can be seen in its department displays, bi-annual “Energy” student shows and the industry professional show in The Arts Gallery. The Energy show in particular showcases student work across the Communication Design department's programs and, for the Animation & Game Art program specifically, the event features concept development such as storyboards along with final execution pieces such as game prototypes, animation and 3D modeling.


· Provide program-specific evidence that documents how the program supports the College’s strategic plan:    https://www.collin.edu/aboutus/index.html.  
Priority 1 – Finalize and execute a comprehensive plan that facilitates the safety of students, faculty, and staff at Collin College
As an academic/workforce department at Collin, Communication Design faculty and staff complete required training pertaining to safety issues. In the classroom, we do our part to make students aware of the resources that are available to them through the Collin Police, Dean of Students, ACCESS and Counseling offices. When specific needs arise, department staff and faculty facilitate communication and interaction between students and appropriate administrative personnel to resolve any developing problems or conflicts. 
Priority 2 – Increase outreach and create streamlined Pathways from High School.
Communication Design continues to be involved in outreach to area high schools both in traveling to those schools as well as inviting teachers and students to Collin. We have participated in college/career events at Booker T. Washington High School in Dallas as well as the Frisco ISD CATE Center and the Lewisville ISD Dale Jackson Career Center. We have also organized visits by teachers and students from Allen ISD, Frisco ISD, Lewisville ISD and Midlothian ISD during our Energy student shows which feature the range of creative output executed by our students.
Priority 3 – Emphasize student achievement and streamline pathways to four-year colleges and universities.
Communication Design, as a Workforce Education program, is focused on helping students develop the necessary skills to enter the job market. Our degrees are not intended to transfer to four-year institutions with the exception of the AAS Core curriculum. With respect to this emphasis, we nevertheless support student goals in transferring to relevant programs at the university level when they are motivated to do so.
Priority 4 – Expand Career and technical programs and training offerings in alignment with current and future regional labor market demand and become the customized training provider of choice for additional employers.
Over time, we have maintained relevant industry standards and practices. This has been accomplished through faculty professional development such as involvement and leadership within local industry organizations (A Bunch of Short Guys/Industry Giants, Big D Design Conference, Dallas Society of Visual Communications, Women in Film Dallas and the Dallas Producers Association) as well as with national/international organization conferences such as ACM SIGGRAPH, National Association of Broadcasters (NAB), International Game Developers Association (IGDA), Adobe Max and HOW Design Live. We also maintain a local industry advisory board who we meet with to review our curriculum, solicit input on current industry trends and propose curriculum changes to improve the relevancy of our program. The advisory board’s advice is critical in our current development of new programs in virtual reality, motion graphics, 3D fabrication and user interface/experience (UI/UX). All of these areas, in addition to the Animation & Game Arts program, have been identified as in high need of trained personnel that only a College like Collin can provide.
Priority 5 – Promote innovation and diversify revenue streams
As stated under Priority 4, we are in the process of developing new academic programs. 
Priority 6 – Create an increasingly welcoming environment for students, community members, faculty and staff.
As stated in the Core Values section above, department faculty work diligently to shape the culture of the Communication Design department around Collin’s Core Values, which are relevant to Priority 6. Department faculty actively advise current and prospective students about their chosen degree plan and make ourselves available when needed for student questions that fall “in between the cracks” but that apply to their development as future industry professionals. Due to the proximity of other Fine Arts disciplines at our campus, we communicate with and occasionally collaborate with our fellow colleagues.
Priority 7 – Expand the physical footprint of Collin College to meet emerging programmatic needs; improve facilities as necessary, and implement the maintenance plan to elevate services to our students.
The department fully cooperates with our Provost, Dean and Associate Dean to provide support in their efforts to implement this strategic priority as it relates to our position within the larger college community.



















3.   Why we do the things we do: Program relationship to student demand
Make a case with evidence to show that students want the Degree or Certificate, and are able to complete the program.  
Requested points to address, but not limited to:
· The number of students who completed the award in each of the last 4 years. 

The Animation & Game Art program has experienced substantial growth in the number of awards issued over the past five years. In FY2013 there was an 83% increase over FY2012, FY2014 a 66% increase over FY2012, FY2015 a 316% increase over FY2012 and FY2015 a 233% increase over 2012. Measure 2b shows the number and type of awards issued by fiscal year. In a five-year timeframe 72 AAS degrees and certificates in Animation & Game Art have been issued, exceeding the Workforce target of 25 over a five year period. 
	Animation & Game Art Awards Issued – CIP 500411

	Award Type
	FY2012
	FY2013
	FY2014
	FY2015
	FY2016
	TOTAL

	Degree Total
	3
	9
	7
	13
	10
	42

	Certificate Total
	3
	2
	3
	12
	10
	30

	Combined Total
	6
	11
	10
	25
	20
	72








Measure 2b
Certified Awards by CIP Code Type 

· What is the enrollment pattern?  Declining, flat, growing, not exhibiting a stable pattern, please explain.

The highest volume of awards issued occurred in FY2015 and comparable numbers in FY2016. Between FY2012 and FY2016 enrollment in the program grew by 90% according to Measure 1b. The greatest increase occurring between FY2013 and FY2014 of 57%. A correlation can be made between the increase in awards issued and the increase in student enrollment. 

This significant increase in awards issued occurred at least a year prior to the introduction of Animation & Game Art’s new reduction from 72 credit hours to the 60 credit hour AAS. This reduction has provided students with a more efficient path to completion. Based on this change and increased enrollment numbers, the number of awards issued in the next five years is expected to remain comparable to FY2015 and FY2016 and has the potential to increase.
	ANIMATION & GAME ART  


	Term
	Unique Student 
Enrollment Count
	Term
	Unique Student 
Enrollment Count

	FY2012
	FY2015

	Fall 2011
	130
	Fall 2014
	208

	Spring 2012
	122
	Spring 2015
	202

	Maymester 2012
	4
	
	

	Summer I 2012
	29
	
	

	Summer II 2012
	17
	Summer 2015
	78

	
	 
	
	 

	FY2013
	FY2016

	Fall 2012
	130
	Fall 2015
	248

	Spring 2013
	130
	Winter 2015
	7

	Maymester 2013
	6
	Spring 2016
	210

	Summer I 2013
	44
	
	

	Summer II 2013
	23
	Summer 2016
	95

	
	 
	
	 

	FY2014
	

	Fall 2013
	205
	

	Spring 2014
	187
	

	Maymester 2014
	3
	

	Summer I 2014
	48
	

	Summer II 2014
	25
	

	
	 
	




































Measure 1b
Unduplicated Student Enrollment by Term
FY2012 through FY2016



· What are the implications for the next 5 years if the enrollment pattern for the past 4 years continues? 
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If enrollment levels are maintained or continue to increase the Communication Design Department and Animation & Game Art Program will not be able to serve all interested students due to facilities, faculty and staff limitations. 

Analysis of enrollment patterns in ARTV1345 3D Modeling & Rendering I, a recommended first semester course for both AAS and certificates in Animation & Game Art, will illuminate the constraints. Course section enrollment is based on the available number of workstations, 18 per lab. This number is set due to space and also instructor/student impact. Currently 2 sections of ARTV1345 are offered each fall and spring with a possible total of 36 seats per semester. There has been an increase in Animation & Game Art program enrollment from FY2012 to FY2016 of 85% but student enrollment in ARTV1345 has remained the same if not declined. Decline is based on the limitations stated above. ARTV2335 Portfolio Development for Animation students have to be cross-listed into the course in order for them to complete their awards. Therefore, as enrollment improves we are seeing an increase in completions but due to limitations we are conversely seeing a decrease in available seats for critical courses such as ARTV1345. The increase in enrollment of 85% in the number of seats for ARTV2335 would suggest that we have the potential to offer 30.6 more seats per semester. Limitations in facilities, faculty and staff prevent this at the current time. Strategies are being discussed to address this issue. However, these solutions might negatively impact critical open lab time. We have found that interest in this entry-level course is not reflected in summer enrollment despite frequent scheduling during that term. Several variables could be impacting this, including a higher volume of interest among high school graduates who do not start their college education until the fall.  
	ARTV 1345  Modeling & Rendering I
	FY2012
	FY2013
	FY2014
	FY2015
	FY2016

	Semester
	FL11
	SP12
	FL12
	SP13
	FL13
	SP14
	FL14
	SP15
	FL15
	SP16

	Number of Student
	35
	34
	35
	34
	36
	33
	35
	32
	36
	30








There are classroom/lab limitations. Currently the department utilizes two non-Communication Design labs: SCC J121 and CPC B202. These labs are NOT outfitted with the same level of equipment and resources as department labs and are not capable of replicating the lab set-up in K129. The Communication Design department has only one fully outfitted Animation & Game Art lab, K129. The majority of the program’s major-area courses, including ARTV1345, are taught in this lab. The lab is not replicated anywhere in the Collin College system. This lab requires specially configured computers, software and other peripheral resources. Currently K129 is utilized 79% 6 days a week in the fall and 85% 6 days a week in the spring. Measure 5 does not reflect the essential open lab access for students accounting for 28% of the lab use.  A modified version of Measure 5 is provided with typical open lab hours included. Adding additional courses in this lab will negatively impact student access to open lab. Open lab is essential for students to complete their required assignments because they are unable to replicate the professional set-up of the lab in a home/personal environment. Most importantly, the department offers technical support for students via a part-time department tutor and two part-time student assistants who are familiar with the software and technical requirements students are expected to learn.

[image: ]
Currently the Communication design department has a 4.2 to 1 part-time to full-time faculty ratio. In order to best serve our students and meet the demands of a growing enrollment, that ratio should be 5.2 to 1. We often have to overload associates to fill instructor needs. Several variables limit the hiring pool for this field. Not all skilled professionals meet Workforce and/or SACS educational requirements. Most qualified instructors work traditional 9 to 5 hours, limiting their availability to nights and weekends. Lastly there is a significant pay discrepancy for teaching compared to the industry pay, which makes it difficult to recruit and retain additional, high quality faculty.

In instances where we are limited in time and space for additional courses, open lab access has to be provided under the supervision of department full-time faculty or staff.  This is a factor restricting student access to the lab.  To increase lab access for students, an additional part- or full-time staff member is needed. Currently the Communication Design department has only one part-time staff member and two part-time student assistants to serve 30+faculty members and 616 students based on measure 1b FY2016 fall enrollment. 

1b Unduplicated Student Enrollment FY2016 
Animation & Game Art = 248 
Graphic Design = 266 
Video Production = 102
Communication Design department total = 616

To effectively meet the current enrollment levels and trends, additional facilities are imperative along with additional faculty and staff. The department has and will continue to explore summer offerings of ARTV1345. In the past, this summer offering has not received as much interest as fall and spring semesters. Additionally, the department is discussing the inclusion of another ARTV1345 section Friday mornings in either or both fall and spring semesters. However, this raises concerns regarding location of qualified instructors and the impact to open lab access. The next concern would be the trickle-upward affect. If we start to funnel more students into the program through ARTV 1345 we are still limited in increasing the number of course offerings by having only one Animation & Game Art lab which would then be at or exceeding capacity. We will not be able to provide enough seats as the number of students increases through the program. 

The Communication Design department has started dual credit initiatives with area high schools. These schools have provided students with increased access and interest in Communication Design programs such as Animation & Game Art. Based on these variables and employment industry trends outlined in the next section we anticipate continued growth in the Animation and Game Art program. 
· Describe any actions taken to identify and support students enrolled in program-required courses early in the degree plan. If no actions are taken at the present, please develop and describe a plan to do so. 
· Analyze the evidence you provide.  What does it show about the program?

It has been difficult to accurately identify the number of students who intentionally declared Animation & Game Art degree plans. It had been observed that students applying to Collin often select a degree plan without true intent. We are in the process of implementing strategies to address this issue. This includes continued engagement with students in and out of the classroom by department faculty. We are working closely with the registrar's office to improve awareness of the Animation & Game Art program and encourage students to declare their degree plans. The most recent initiative is the addition of a Career Coach. Our Career Coach has begun meeting with key courses to inform students of the various Communication Design programs including Animation & Game Art. The Career Coach assists students in efficiently completing degree plans and petitions for awards. 

The Communication Design department encourages all students to seek advising with full-time faculty members and assistance from the departmental Career Coach. We find students who engage with full-time faculty have a better understanding of their field’s expectations as well as the program's structure. They complete awards more quickly and have improved access to resources that may address barriers preventing award completion. The inclusion of a career coach on the department’s team has enhanced this approach. Full-time faculty promote their availability and the Career Coach’s availability in their classes. Associate faculty are encouraged to promote this information in class as well. Printed department program guides provide students with easy access to award information in addition to faculty and career coach contact information. These are made available in all labs. 

With the implementation of a Career Coach we anticipate an improvement in graduate placement through the resources provided to both the program and students. Resources span the range from industry engagement, facilitation of internship and job placement, resume assistance, mock interviews, and minimizing barriers to completion.
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4.  WHY WE DO THE THINGS WE DO: PROGRAM RELATIONSHIP TO MARKET DEMAND 
Make a case with evidence to show that employers need and hire the program’s graduates. 
Collin College graduates with a Certificate or AAS in 3D Animation & Game Art are finding employment as modelers, animators, texture artists, 3D generalists, technical artists, programmers, and producers in the Dallas and Fort Worth area as well as nationally and internationally in feature animation companies, game design companies, creative agencies, and technology startups. In many fields a Bachelor’s degree is preferred, however in the animation and game art industry a demonstration of applicable skills outweighs an advanced degree. It is sufficient to acquire the necessary skillset and to produce a portfolio demonstrating those skills through a certificate or associate degree, culminating in the portfolio development course. A portfolio is a primary tool used by recruiters and clients seeking employees.
According to the Occupational Outlook Handbook (Handbook) at the Bureau of Labor Statistics (https://www.bls.gov/ooh/arts-and-design/multimedia-artists-and-animators.htm), Multimedia Artists and Animators are paid above the median of all occupations and demand is growing:
	Quick Facts: Multimedia Artists and Animators

	2016 Median Pay
	$65,300 per year  / $31.40 per hour

	Typical Entry-Level Education
	Bachelor's degree

	Work Experience in a Related Occupation
	None

	On-the-job Training
	None

	Number of Jobs, 2016
	73,700

	Job Outlook, 2016-26
	10% (Faster than average)

	Employment Change, 2016-26
	7,700



Because the program focuses on solid fundamentals and provides access to specific skills, graduates are prepared to take advantage of the coming trends in the growing industry, which the Handbook notes in “Job Outlook”:
“Employment of multimedia artists and animators is projected to grow 10 percent from 2016 to 2026, faster than the average for all occupations.”
The industry is growing. Although there will be competition from foreign workers and economic pressures caused by government subsidies which lure companies from city to city, many workers are freelancers and often already navigate the switch from company to company.
“Consumers will continue to demand more realistic video games, movie and television special effects, and three-dimensional movies. This will create demand for newer computer hardware, which will enhance the complexity of animation and visual effects. Additional multimedia artists and animators will be required to meet this increased demand.”
Demand for specialty training beyond the basics will increase as the number of specialties grows. The Communication Design Department regularly consults with the Advisory Board and updates its course offerings and curriculum to reflect these changes in demand.
“Further, an increased demand for computer graphics for mobile devices, such as smart phones, will lead to more job opportunities. Multimedia artists will be needed to create animation for games and applications for mobile devices.”
As an example of the change in demand, the GAME courses use the Unity game engine (https://unity3d.com/) which is a robust and growing system that support publishing to PC, Mac, the Web, Apple iPhone, Android phones, the various game consoles, and the Virtual Reality and Augmented Reality devices that have just recently come to market. Our graduates are prepared to handle the changes in the industry with the training the receive.
“In addition to having a robust portfolio, those who specialize in a specific type of animation or in a specific skill, such as drawing or computer programming, should have the best opportunities.”
During the Portfolio Development course, and many of the projects in other courses, each student samples many different skills used in the industry and then focuses on developing the skills in which they excel, while developing supporting skills. Graduates leave with a portfolio that reflects their best work in a specialty skill.
[All of the quotes above are from https://www.bls.gov/ooh/arts-and-design/multimedia-artists-and-animators.htm#tab-6]




Texas is the fourth largest market in the United States for the employment of multimedia artists and animators as of May 2016, according to the Bureau of Labor Statistics:
States with the highest employment level in this occupation:
	State
	Employment
	Employment per thousand jobs
	Location quotient(9)
	Hourly mean wage
	Annual mean wage 

	California
	10,910
	0.68
	3.22
	$39.75
	$82,680

	New York
	1,960
	0.22
	1.02
	$35.25
	$73,310

	Washington
	1,800
	0.59
	2.76
	$36.60
	$76,130

	Texas
	1,720
	0.15
	0.69
	$34.13
	$70,990

	Georgia
	1,430
	0.34
	1.60
	$26.57
	$55,260


(9) The location quotient is the ratio of the area concentration of occupational employment to the national average concentration. A location quotient greater than one indicates the occupation has a higher share of employment than average, and a location quotient less than one indicates the occupation is less prevalent in the area than average.
https://www.bls.gov/oes/current/oes271014.htm#st




The Dallas-Plano-Irving, TX Metropolitan Division has the 10th highest employment level in the United States for the occupation:
Metropolitan areas with the highest employment level in this occupation:
	Metropolitan area
	Employment (1)
	Employment per thousand jobs
	Location quotient (9)
	Hourly mean wage
	Annual mean wage

	Los Angeles-Long Beach-Glendale, CA Metropolitan Division
	5,670
	1.34
	6.33
	$39.37
	$81,890

	New York-Jersey City-White Plains, NY-NJ Metropolitan Division
	1,840
	0.28
	1.31
	$36.14
	$75,180

	Seattle-Bellevue-Everett, WA Metropolitan Division
	1,600
	1.01
	4.75
	$37.04
	$77,040

	San Francisco-Redwood City-South San Francisco, CA Metropolitan Division
	1,590
	1.49
	7.01
	$45.23
	$94,080

	Atlanta-Sandy Springs-Roswell, GA
	1,260
	0.49
	2.32
	$26.28
	$54,650

	San Jose-Sunnyvale-Santa Clara, CA
	1,020
	0.97
	4.58
	$40.38
	$83,980

	Chicago-Naperville-Arlington Heights, IL Metropolitan Division
	970
	0.27
	1.25
	$30.72
	$63,890

	Portland-Vancouver-Hillsboro, OR-WA
	960
	0.84
	3.97
	$35.76
	$74,380

	Boston-Cambridge-Newton, MA NECTA Division
	860
	0.48
	2.25
	$37.98
	$79,010

	Dallas-Plano-Irving, TX Metropolitan Division
	680
	0.28
	1.31
	$34.29
	$71,320


https://www.bls.gov/oes/current/oes271014.htm#st
Section II.  Are We Doing Things Right?

5. HOW EFFECTIVE IS OUR CURRICULUM, AND HOW DO WE KNOW?

A. Make a case with evidence that there are no curricular barriers to completion. Review data related to course enrollments, course retention rates, course success rates, and the frequency with which courses are scheduled to identify barriers to program completion. 
· Number of students who completed the program awards in each of the last 4 years?  If the number of graduates does not average 5 or more per year, describe your plan to increase completions and address this issue in the Continuous Improvement Plan (CIP).

· FY2013 – 26 Total (9 degrees, 2 certificates, 15 MSAs)
· FY2014 – 19 Total (7 degrees, 3 certificates, 9 MSAs)
· FY2015 – 40 Total (13 degrees, 12 certificates, 15 MSAs)
· FY2016 – 40 Total (10 degrees, 10 certificates, 20 MSAs)
· FY2017 – 40 Total (19 degrees, 19 certificates, 2 MSAs)

From FY2013 to FY2017 the number of graduates in Animation & Game Art has well exceeded the threshold of 5 per year, totaling 104 (degrees + certificates).

· At what point(s) are substantive percentages of students dropping out of the program?  Use data in the “Program-Based Course Performance” tool to examine enrollment flow through the program curriculum.  Does the data suggest any curricular barriers to completion?  Address problems in the CIP.

Although students do not always properly declare their major in Animation & Game Art upon beginning course work towards an AAS or Certificate we are able to analyze key courses within the first year/first semester which are required of all incoming students. In ARTC 1305 Basic Graphic Design and ARTC 1325 Intro to Computer Graphics, we have high enrollment numbers due to multiple sections being offered as well as the requirement that these are also mandatory entry-level courses in our Graphic Design and Video Production programs. Even after factoring out students who are pursuing one of those awards, there is a drop-off of students continuing on to courses that are specific to the Animation & Game Art program. We allow open enrollment with no incoming assessment or review to prevent students from entering. ARTC 1305 and ARTC 1325 present students with the opportunity to learn important industry foundation skills as well as with the challenge to achieve entry-level skill mastery in technical and concept development. In short, some students learn in these early courses that the required mindset and creative and technical skills needed may not be what they are ultimately interested in pursuing.

Concerning barriers to completion, we have taken steps to address this. In the course sequence, ARTV 1341 > ARTV 2351 > GAME 2325 (all 3D animation courses) we have streamlined the prerequisites to allow students completing ARTV 1341 (prerequisite) to enter either ARTV 2351 or GAME 2325, whichever course is available in the next semester. Important skills are taught in each class but the order in which they are completed is not detrimental to student outcomes and allows for flexibility. A significant curriculum change, implemented in 2015-2016, is our transition to the 60 credit hour maximum for the AAS. The lower requirement resulted in an immediate increase in students eligible for and completing our ARTV 2335 Portfolio Development for Animation Capstone course. The previous AAS requirement was 72 credit hours and we saw a lower rate of completion under that program curriculum. However, we strongly believe that the additional curriculum was critical in the development of industry skills and have created the Enhanced Skills Certificate (ESC) in Advanced Animation & Game Art Production to allow students the option of completing an additional 12 hours to receive the ESC. It is a new award option but we are seeing a high level of interest in the ESC.

One barrier to completion is the limited offering of FLMC 1301 History of Animation Techniques, one section in the fall and one in the spring. Summer sections have been offered but have not made. We plan to offer more sections of this course in upcoming fall and spring semesters. The limited number of sections has been partly due to the need for uniquely qualified instructors to teach this course. We are working to resolve this and believe that we will be able to find capable instructors to achieve this goal.

· Review course enrollment patterns, course retention rates, course success rates, and the frequency with which courses are scheduled to identify barriers to program completion.  Address problems in the CIP.

Looking at a first year/first semester course, ARTV 1345 3D Modeling & Rendering I and our ARTV 2335 Portfolio Development for Animation Capstone course, we will analyze enrollment, retention and success. The following table shows five-year averages for academic years 2013 - 2017:

Course		Enrollment		Completion %		Pass %		Success %
ARTV 1345		66.4			92.46			83.06		81.52
ARTV 2335		18.2			99.14			91.86		90.2


ARTV 1345, an entry-level course has a success rate of 81.52. The ARTV 2335 Capstone course has a success rate of 90.2. The enrollment ratio is 3.64:1. What is not seen here is the increase in enrollment in ARTV 2335 over this time period. Here is that breakdown:

2013	12
2014	10
2015	16
2016	23
2017	30

In five years, there are more than twice as many students enrolling in the Capstone course. Overall, the numbers reflect student success in mastering a challenging curriculum that prepares those who graduate for a competitive and fast-changing industry. 

· Analyze the evidence you provide.  What does it show about the program?

Animation & Game Art has a completion rate that exceeds minimum requirements. We believe the program is successful in preparing students to enter this demanding field. For instance, one former student owns two local studios, Brazen and Green Grass Studios. Another is a producer at Element X Creative, another local studio. Yet another is a Technical Director/Designer at Janimation Studios.

The change in enrollment between first year/first semester courses and the Capstone course overall indicates a self-selection process where students, upon learning the challenging skills required for industry success, are sometimes making the choice to pursue other career paths. Those who complete the award demonstrate a passion for this field through their commitment to hard work.


B. Show evidence that the THECB standards listed below have been met.  For any standard not met, describe the plan for bringing the program into compliance.

1. Credit Hour Standard: There are no more than 60 credit hours in the program plan. 
Number of semester credit hours (SCH) in the program plan:  60 credit hours for AAS. Animation & Game Art complies with the Credit Hour Standard.

2. Completers Standard: Average 25 completers over the last five years or an average of at least five completers per year.
Number of completers:  104 from FY2013 - FY2017 years (total degrees + certificates).
Animation & Game Art exceeds the Completers Standard.

3. Licensure Standard: 90% of test takers pass licensure exams.
Not applicable to this program.

4. Retention Standard: 78% of students enrolled in program courses on the census date should still be enrolled on the last class day (grades of A through F).

In the major-area courses (excluding Core) there is an average retention of 95.4%. The per-course retention trends upward as students move from lower to upper level courses.
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C.   Make a case with evidence that the program curriculum is current.
Requested points to address, but not limited to:
· How does the program curriculum compare to curricula at other schools?  Review programs at two or more comparable colleges. Discuss what was learned and what new ideas for improvement were gained.

Dallas County Community College District Campuses:
Brookhaven
Visual Communications AAS (Track A – Communication Design, Track B – Interactive Media, Track C – Web Design) – This program does not overlap with the Animation & Game Art program.
Cedar Valley
Computer Graphics AAS / Certificate (Track 1 Animation Emphasis, Track 2 Print/Web Emphasis) – Some overlap in Track 1 curriculum but not focused on 3D modeling and animation curriculum as much as Collin. Does not include game-related curriculum. Emphasis in Graphic Design curriculum overall.
Eastfield
Digital Media Technology AAS (“Designated” Electives: Digital Imaging, Photography, Communication) – Primarily a Graphic Design / Advertising program with a few 3D modeling and animation course electives.
El Centro
Internet Development Technologies AAS, Interactive Media Development Specialization (also a Certificate) – This program includes some curriculum elements pertaining to Animation & Game Art but the overall emphasis is on web development.
North Lake
Computer Graphics AAS / Certificate (Track 1 Animation Emphasis, Track 2 Print/Web Emphasis) -  Small overlap in curriculum under the Animation Emphasis but this program is primarily a blend of Graphic, Web and Advertising Design.
Richland
Interactive Simulation and Game Technology AAS (Art/Animation/Design Specialization or Programming Specialization) – This program most closely mirrors the Animation & Game Art program but primarily emphasizes game development with less opportunity to develop broader generalist skills in animation and visual effects.
Texas A&M Commerce – Dallas
BFA in Visual Communication, Emphasis in New Media – This program currently incorporates some 3D modeling and animation courses but is designed as a motion graphics emphasis within an overall curriculum in graphic design. It has previously mirrored aspects of our 3D modeling and animation course work but did not and does not offer any game-related curriculum.
University of Texas at Dallas
Arts, Technology, and Emerging Communication with Animation (BA) – This 120 credit hour Bachelor of Arts degree offers a breadth of course work similar to our program. As with any four year undergraduate program there are requirements for art foundation courses. However, the major area requirements (24 credit hours) plus the elective requirements (30 credit hours) total 54 credit hours. Our Animation & Game Art AAS program requires 60 credit hours, 45 of which are requirements in the major area. Furthermore, our AAS graduates are eligible to receive the Enhanced Skills Certificate (ESC) in Advanced Animation & Game Art Production (12 credit hours). For students interested in developing the necessary skills to seek industry employment this effectively totals 57 credit hours (AAS + ESC) targeted towards industry skill development vs. 54 credit hours for the UTD BA program.
Concerning this comparison to area programs at two-year and four-year institutions, the Animation & Game Art program is most closely related to only two of these:
• Richland - Interactive Simulation and Game Technology AAS
• University of Texas at Dallas (UTD) - Arts, Technology, and Emerging Communication with Animation (BA)
While Richland has similarities to our program, it differs in offering more programming-specific curriculum. Although our curriculum's focus is to develop generalist skills to allow students to pursue a variety of industry opportunities, we support students who are interested in developing coding skills through courses such as GAME 1303 Intro to Game Design and Development, GAME 2359 Game & Simulation Group Project, GAME 2325 3D Animation II - Character Setup and GAME 2341 Game Scripting (within the ESC). Within these courses, applicable coding skills are addressed through the process of completing a game prototype or character rig in addition to game play behavior and physical effects simulations. Furthermore, our program's generalist focus also facilitates the development of skills for animation and visual effects that fall outside of game-specific skills. We believe this provides a diversified set of skills for our graduating students.
With respect to UTD, we offer a program that is competitive in the arena of developing industry-specific skills in order to seek employment (57 skill-specific credit hours vs 54 as stated above in discussion of UTD's program). Some of our graduates do transfer to UTD and other four-year institutions. Anecdotally, they have informed us that they were well-prepared to pursue a higher degree level despite the inherent disadvantages of our WECM curriculum generally not being accepted by state institutions such as UTD.
*See Appendix 5C for curriculum information on programs described above
Bachelor of Applied Arts & Sciences (BAAS) Degrees
The University of North Texas offers a BAAS degree that allows our graduates to transfer all Animation & Game Art curriculum and adds Management curriculum along with additional general education courses. Texas Woman's University also offers a BAAS in Business which adds Business curriculum to our students' transferred credits along with general education courses. Both of these allow our students to complete a four-year bachelors degree while keeping course credits they have earned at Collin.
· How does the program curriculum align with any professional association standards or guidelines that may exist?

Concerning the industry skill sets that the Animation & Game Art program addresses, there are no overall professional association standards or guidelines. This is a fast-evolving industry with standards and practices that are developed and then superseded by new techniques on a regular basis. To the extent there are production standards such as software tools, the video screen format standards and preparation of digital assets, those are included in our curriculum and updated by faculty as new work flows are put in practice. Faculty engage in ongoing professional development such as industry conferences in addition to input from our industry advisory board members.

· Is the curriculum subject to external accreditation? If so, list the accrediting body and the most recent accreditation for your program.

Animation & Game Art is subject to no industry-specific accreditation. It does comply with SACSCOC accreditation relative to Collin College as a whole.

· If the program curriculum differs significantly from these benchmarks, explain how the Collin College curriculum benefits students and other college constituents.

Not applicable to this program.

D.  Present evidence from advisory committee minutes, attendance, and composition that the advisory committee includes employers who are actively engaged on the committee and who are representative of area employers.
1.  How many employers does your advisory committee have?

From 2012 to 2017, for each meeting, we have averaged:

	7 attendees per meeting (6 meetings)
	6 of whom are in hiring positions
	2 of whom are business owners

2.  How many employers attended the last two meetings?

	5 members - 3/22/17
	7 members - 11/29/17

3.  How has the advisory committee impacted the program over the last four years (including latest trends, directions, and insights into latest technologies)?

Our advisory committee has provided valuable insight into industry trends and recommendations relevant to the Animation & Game Art program. In video editing software, they recommended a change from Final Cut Pro to Adobe Premiere in 2012. In this and other areas, the committee serves as a sounding board for the adoption of critical industry software tools. For example, the Adobe Creative Cloud suite of applications provides an important set of industry standard tools (used throughout all Communication Design department programs) the fields of animation and game development require more specialized tools such as the Autodesk Education Suite, Zbrush, Unity, Unreal, Allegorithmic Substance Painter/Designer and Vray rendering software which we have incorporated into our lab. The advisory committee endorsed all of these tools.

The committee also provides feedback concerning evolving industry job skills. They have identified the following job skills as important for artists entering the field:

• Drawing hand skills
• Concept development
• Storytelling and acting (as applied to animation)
• Critical thinking and problem-solving
• Communication skills
• The ability to work independently as well as in a collaborative context
• Engagement in and positive response to constructive criticism
• 2D and 3D animation
• 3D modeling and texturing
• Lighting and rendering
• Rigging
• Visual effects systems
• Programming

Because the most important end-product of our program is the content of student portfolios, our advisory committee helps guide the emphasis we place on developing and presenting the student's final body of work. Committee members have pointed out the need for succinct, focused portfolios that are kept up to date as well as tailored to the needs of specific job applications that students may pursue. The committee's consensus is that prospective industry artists should include these criteria and make their work available on social media platforms used by the industry as well as on dedicated websites.

 
4.  Briefly summarize the curriculum recommendations made by the advisory committee over the last four years.

Although we are addressing the last four years in this document, our curriculum has been under ongoing development and evolution for over 20 years with the input of advisory committees over that time period. The committee has contributed to major revisions to this curriculum when they have identified emerging needs and they have also provided guidance for small changes within the existing curriculum such as a focus on particular skills within given courses. At the beginning of this Program Review period, Animation & Game Art was a 72 credit hour program following previous THECB / WECM guidelines. Our advisory committee worked closely with us in the refinement of this curriculum. When the state mandated a reduced maximum of 60 credit hours, we consulted the committee in making the necessary changes to accomplish this. After consultation and feedback, the committee approved our 60 credit hour AAS in 2014-2015 (along with the corresponding 42 credit hour Certificate). This new curriculum was recommended by CAB, approved Collin leadership and the THECB and then implemented in 2015-2016. In addition, the committee also reviewed and approved the 12 credit hour Enhanced Skills Certificate (ESC) in Advanced Animation & Game Art Production which was approved by the advisory committee in 2015-2016 and has completed the Collin and THECB approval process, becoming effective in 2016-2017. This ESC effectively provides our students with a path to further develop their skills for employment.

Looking to the future, we have consulted our advisory committee in developing new curriculum for the following programs which we plan to formally propose in the next few years:

• UX/UI
• Virtual Reality
• 3D Fabrication
• Motion Graphics
 
E.  For any required program courses where there is a pattern of low enrollment (fewer than 15 students), explain your plan to grow enrollment and/or revise the curriculum.
ARTV2335 Portfolio Development for Animation (Capstone) - Enrollment statistics show fewer than 15 students but this is a Capstone course taught in two sections each fall and spring. These sections are cross-listed (concurrent) with other courses taught by the two full-time professors who devote intensive one-on-one time with each ARTV2335 student to help them develop their best possible portfolio of work tailored to their individual strengths and abilities. As stated elsewhere, the program exceeds the THECB requirement for completers despite the apparent low enrollment. We consider this intensive one-on-one teaching approach critical to student success.
ARTV2371 Advanced Skill Development - This is a course required under the Enhanced Skills Certificate in Animation & Game Art Production. It allows students to work with their instructor on a one-on-one basis to develop their skills to prepare for industry employment. Although two sections are offered each Fall and Spring, they are cross-listed with other courses and higher enrollment is not required for them to make under this scenario.
FLMC2331 Video Graphics and Visual Effects II - This an upper level course which requires the lower level FLMC1331 course as a prerequisite. It is cross-listed with a section of FLMC1331 and therefore does not require higher enrollment numbers in order to make.
GAME2309 Video Game Art II – This is an elective in our ESC and has only been offered once so far. The ESC became effective in 2016-2017.
GAME2336 Lighting, Shading & Texture – This is an elective in our ESC and we have not been able to offer it yet. Lab availability affects the ability to offer this and other ESC elective courses. The ESC became effective in 2016-2017.
GAME2341 Game Scripting – This is an elective in our ESC and has only been offered twice. The ESC became effective in 2016-2017.


F.  Make the case with evidence that the required courses in the program are offered in an appropriate sequence and at appropriate intervals to enable students to complete “on time” for students enrolled full-time and following the degree plan.

Our curriculum has evolved through many iterations of curriculum revision in concert with our advisory committee. This includes significant changes to address the mandated change from our 72 credit hour AAS to 60 credit hours effective in fall 2015. The prerequisites currently in place have been carefully chosen to support student success while also allowing students to complete the program in a timely manner. Most first year courses are offered in fall, spring and summer. Common courses shared with our sister programs in Graphic Design and Video Production are offered in multiple sections each fall and spring as well as once during the summer. Critical mid- and upper level courses are offered at least twice per year as well as once during the day and once at night. This is due to reduced enrollment demand in advanced courses. Despite this “funneling” effect, students are able to complete the necessary course work to be eligible for enrollment in the ARTV 2335 Capstone course in year two/second semester. This tells us that the course offering frequency is working for our students. When certain upper level courses have been offered more often, we have run into low enrollment problems where classes did not make.

Although course sequencing may be adequate at the mid- and upper level for the purposes of ensuring student completion, the lack of available instructional facilities for lower level courses (offered in multiple course sections) affects how many students are able to enter and proceed through the program at any given time.

G.  Make a case with evidence that the program is well managed.  
Requested points to address, but not limited to: (Definitions of data elements can be found on CougarWeb under Workplace>Institutional Effectiveness>Program Review>Institutional Research Files for Program Review [in the right-hand column].)
· Student/Faculty Ratios

Our student to full-time faculty ratio has increased from 197/5 (39.4:1) in 2013 to 391/5 (78.2:1) in 2017.

· Average Class Size 

Our average class size is 16 overall (FY2012- FY2016 available data) relative to our typical lab capacity of 18 students.

· Unduplicated, actual, annual enrollment data

FY2012	157 students
FY2013	197 students
FY2014	266 students
FY2015	297 students
FY2016	335 students
FY2017	391 students

This represents a 240% increase in students who have declared Animation & Game Art as their major.












· Grade Distributions

Grade distribution shows improvement as students progress through the curriculum. In first year/first semester courses, more B and C grades are common with A grades below 50%. In upper level courses the distribution shifts towards higher grades. With open enrollment, more students enroll in lower level courses. From the first year to the second, students self-select to leave or stay in the program. Those who complete upper level course work have progressed in their skill level and are able to execute their assigned projects to a higher standard. 
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· Contact Hours Taught by Full-Time and Part-Time Faculty

Year	Full-Time Faculty		Part-Time Faculty	Total
2012	32,160 46%			37,712	54%		69,872
2013	32,544 45%			39,184 55%		71,728
2014	30,048 42%			42,144 58%		72,192
2015	37,024 49%			37,872 51%		74,896
2016	37,152 50%			36,576 50%		73,728

Increase in total hours from 2012 - 2016 is 3,856. There was a progressive decrease in full-time contact hours from 2012 - 2014. A new full-time faculty member was hired effective 2015. There has been a recent resignation of a full-time faculty member and a decrease in full-time faculty contact hours is expected in the next reporting period, fall 2018.

· Identify all courses that have a success rate below 75%.

With the exception of the courses discussed below, program courses meet or exceed a 75% success rate.

ARTC 1305 Basic Graphic Design – This is an entry-level course in our program and one of five common courses used in Animation & Game Art, Graphic Design and Video Production. There are no prerequisites. Students are exposed to traditional 2D art foundation design principles in addition to beginning graphic design principles. It is required because all Communication Design programs are at their core, visual art. The lower retention standard here reflects the open enrollment nature of this course where students have an interest in graphic design but not a full appreciation of the necessary skills required to pursue study in this area.

ARTC1325 Intro to Computer Graphics - This is also an entry-level course in our program and one of five common courses used in Animation & Game Art, Graphic Design and Video Production. There are no prerequisites. In ARTC 1325 students are taught the basics of using Adobe Creative Cloud applications which are essential to doing intermediate and advanced work in later courses. The lower retention standard here again reflects the open enrollment nature of this course where students have an interest in computer graphics but not a full appreciation of the necessary skills required to pursue study in this area.

ARTV1341 3D Animation I – This is a first year/second semester course whose prerequisite is ARTV 1345 3D Modeling & Rendering I which has a good retention rate. ARTV 1341 builds on the 3D modeling skills of ARTV 1345 and also introduces students to a wide range of new, complex skills in creating a successful animation concept such as: building working character rigs for animation, execution of animation in the time line with proper refinement, shading, texturing, rendering and then compositing the final animation product into a viewable movie. This represents a test of the student’s ability to learn and implement new concepts while also executing a final animation project over the course of the semester. Students who do not remain in the class will sometimes retake this course and succeed. Others may learn that the broad skill set required is more than they anticipated. Most students who complete this course with a C or above will also complete the program. 

· How well are general education requirements integrated with the technical coursework?  

The Animation & Game Art AAS program incorporates general education requirements per Collin's AAS Core. ENGL 1301 Composition I is required but we are discussing the possibility of a Technical Writing course. For Natural Sciences / Mathematics students may choose from many available optional courses. For Humanities / Fine Arts we encourage students to take ARTS 1301 Art Appreciation or ARTS 1313 Art History due to the relevance of those courses to a program focused on visual art. Students have a choice of Social / Behavioral Science options. SPCH 1311 is required.













6.   HOW EFFECTIVELY DO WE COMMUNICATE, AND HOW DO WE KNOW?

A.  Provide website URLs (for both the program website and the catalog information posted by the Curriculum Office):  If no program website is available, describe plans for creation of website.
http://www.collin.edu/finearts/communicationdesign.html
https://www.collin.edu/academics/programs/pdf/animation.pdf

B.	Make a case with evidence that the program literature and electronic sites are current, provide an accurate representation of the program, and support the program’s recruitment plan, retention plan and completion plan.  
Requested points to address, but not limited to:
· Demonstrate how the unit solicits student feedback regarding its website and literature and how it incorporates that feedback to make improvements. 
· Designate who is responsible for monitoring and maintaining the unit’s website, and describe processes in place to ensure that information is current, accurate, relevant, and available. 

The department website is managed externally with information appearing to be funneled from the Curriculum Office. At present the department website inaccurately lists the Animation & Game Art program as “Animation.” In the section that describes the program, it inaccurately describes Tracks which have been eliminated from the all programs. Similar description issues are found on the academic website and catalog pages. Again, these items are managed externally primarily through the curriculum office. Since these items have been identified, the department has been taking steps to have these issues resolved by communicating with the respective parties. 

In the past, structural and website content management limited the Communication Design department from directly overseeing the department website. New structures allow the department to begin to transfer development internally. By making this transfer we will be able to control the content and integrate crucial information that influences the student’s decision about selecting Collin’s Animation program. Additional resources will be included such as department contact information, department program guide, industry overview packet and other industry resources. 

Professor Mike McKee is taking the lead in coordinating the development of the departmental website. He will be working in collaboration with Professors Flores, McMillion, Ottinger and Pittman and Career Coach Cade. To complement the departmental website Professor McMillion is initiating a Facebook page and she will be working collaboratively with department faculty and staff. 

For over 10 years the Communication Design department has produced a Program Guide. The guide outlines our programs' structure, pre-requisite requirement, department contact information, and explains various aspects of the Workforce program's makeup. Students find the guide to be much easier to interpret than the catalog. Additionally, it has all essential information at their fingertips. Professor Flores oversees the production of the program guide with collaboration form department faculty and staff. The curriculum office proofreads the program guide at least once a catalog year to ensure information is up to date and accurate.

The Program Guide has become an essential tool to advising students because it clearly outlines the recommend academic path. Students are able to follow it closely when making course selections and developing completion strategies unique their needs. Additionally it provides quick reference to faculty advisors to further address any question or barrier that might stand in a student’s way when attempting to complete an award. We find that many students carry a marked-up copy of a Program Guide with them. It has notes they and their faculty advisor have made. In addition, students cross off courses as they complete them in order to help them stay focused on their goal as well as feel accomplishment as they complete each semester.   

Another resource produced by the Communication Design department is an ‘Industry Overview’ packet. The Industry Overview explains the respective fields served by the various programs, outlines essential skill-sets, job titles, project types, industry requirements, salary ranges, industry resources, and companies that employ our graduates. Students and parents alike find this resource helpful when selecting a career path and program. Professor Flores produces the Industry Overview in collaboration with the department faculty, staff and the Department Advisory Board. 

In the spring 2016 the Communication Design department was awarded a grant to produce a promotional brochure. The grant provided the department a means to produce an in-depth promotional piece. The brochure not only provides an insight into the department's programs, it also allowed us to present color samples of student work for a much more effective communication of the quality of our programs. Included were recent graduate interviews highlighting how Collin’s Communication Design program prepared them for their jobs.
 
C.  Describe the process used to keep all program literature (course descriptions, degree plans, catalog entries, etc.) and electronic sites updated and aligned with College literature and sites. 
Course descriptions including local need courses are dictated by WECM. Degree plans are developed with guidance from the Communication Design Advisory board, which must comply with WECM and SCACs requirements and are approved by CAB and the leadership team. The Curriculum Office oversees their entry into catalogs and electronic materials stemming from that resource. Department faculty and staff provide feedback regarding these items.	

Departmentally produced materials are proofread internally, with relevant portions proofread by curriculum office and any other required party. 

D.  In the Program Literature Review Table, below, document that the elements of information listed on the website and in brochures (current academic calendars, grading policies, course syllabi, program handouts, program tuition costs and additional fees, description of articulation agreements, availability of courses and awards, and local job demand in related fields) were verified for currency, accuracy, relevance, and are readily available to students and the public.
Program Literature Review Table
	Title
	Type (i.e. URLs, brochures, handouts, etc.)
	Date of Last Review/Update
	
	Responsible Party

	Department website
	http://www.collin.edu/finearts/communicationdesign.html

	Last Modified By: ddmiles@collin.edu on 06/05/2017 17:35:41
	 Current
 Accurate
X Relevant
X Available
	D. Miles, Division of Fine Arts

	Academic Workforce Program page/ online catalog page
Catalog
	https://www.collin.edu/academics/programs/pdf/animation.pdf

	Last Modified By: kfenton@collin.edu on 12/11/2017 6:17 p.m.  ©
	X Current
 Accurate
X Relevant
X Available
	Curriculum Office

	Program Guide
	Handout
	08/21/2017
	X Current
X Accurate
X Relevant
X Available
	Communication Design Department

	Industry Overview
Product is in process of being updated to current salary surveys. 
	Handout
	10/27/2017
	 Current
 Accurate
X Relevant
X Available
	Communication Design Department

	Department Brochure
	
	05/25/2017
	X Current
X Accurate
X Relevant
X Available
	Collin PR department, Communication Design Department

	Student Reels
	Digital Content
	04/14/2017
	X Current
X Accurate
X Relevant
X Available
	Communication Design Department

	
	
	
	
	





7. How well are we leveraging partnership resources and building relationships, and how do we know?

A.  Make a case that the program enlists business, industry, government, college, university, community, and/or consultant partnerships to advance the program outcomes.
The Communication Design Department creates, builds, and maintains partnerships and connections to resources in the local community and nationwide that provide up-to-date curriculum advice and access to the latest software tools necessary for our graduates to gain employment, and that foster the professional and personal relationships necessary for our students to establish and our graduates to grow a career in the computer animation and video game industry.
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B.  Complete the Partnership Resources Table, below.
Primary self-study questions were adapted from Academic Program Review “Structuring the Six Self Study Questions “, Michigan State University, 2008.                                          95

Partnership Resources Table
	Partner
	Description (See Points to Consider)
	Briefly Describe Partnership Value to Program

	A Bunch of Short Guys
	Monthly meetings at Collin College with industry speakers from local communities, Texas, and neighboring states.
Industry Giants annual conference in Addison, TX
Big Design annual conference in Addison, TX
Industry Insights with Brenda Chapman (Director of Brave) on August 16th, 2016
	Communication Design and ABoSG have had a 15-year-long collaboration of providing professional training, mentorships, advice, and job access to Collin students.
Communication Design lends video camera equipment to ABoSG non-profit as a sponsor of the Industry Giant annual conference, which started at Collin College in 2001.

	Unity Technologies
	Educational Software License Grant (15 – 40 seats)
· Annual renewal 2016-17, 2017-18
Curriculum advisement and development
	Through professional relationship with David Della Rocca at Unity
https://store.unity.com/education/license-grant-program

	Allegorithmic
	2015-16 Software License Grant
	

	Gearbox Software
	Advisory  Board Member Lillith Newman
Technical Animation Department speakers
Student delegation to annual Global Game Jam
	Graduate Newman serves on the Communication Design Advisory Board

	Allen High School
	Advisory Board Member Karen Allen 
	Allen HS students annually tour Collin College

	Dale Jackson Career Center
	Professor J. Marshall Pittman advises DJCC teachers on game design curriculum.
	Dale Jackson students annually tour Collin

	Booker T Washington High School
	Communication Design faculty annually give creative workshop and do portfolio reviews during BTW’s college recruitment days.
	

	Playful
	Woody Smith served as Associate Professor in Storyboard class
	Student tour of Playful Studios (VR games)

	Reel FX Creative Studios
	Advisory Board Member Augusto Schillaci is Lighting Director at Reel FX
	Students tour Reel FX Studios periodically as an activity of SAGA (Student Animators and Game Artists) RSO (Recognized Student Organization)

	Brazen Animation
	Graduate and company Founder Bryan Engram presented about production at Brazen
	

	Element X Creative
	Advisory Board Member Chad Briggs is Owner
Advisory Board Member Amy Cass is Producer
	Element X Creative has hired Collin graduates, provided mentorships, and given tours.

	ACM SIGGRAPH professional organization
Annual International SIGGRAPH Conference
	Professors Ottinger and Pittman regularly attend the annual conference to maintain professional relationships and industry ties, to receive training, and to review upcoming technology.
Student Animators and Game Artists (Recognized Student Organization) student members have travelled to SIGGRAPH via SAFAC funding.
	SIGGRAPH is the premiere conference for research in Computer Graphics, where the coming innovations in technology and techniques are first introduced.
The SIGGRAPH conference provides a concentrated venue for training, networking, and technology evaluation.



8. ARE WE HIRING QUALIFIED FACULTY AND ADJUNCTS, AND SUPPORTING THEM WELL WITH PROFESSIONAL DEVELOPMENT, AND HOW DO WE KNOW?
Make a case with evidence that faculty are qualified, keep current, and advance the program and the College. List program employees (full-time and part-time), their roles, credentials, and known professional development activity in the last four years.
Requested points to address, but not limited to:
· Document that all faculty meet SACSCOC standards in the table (or add an appendix**)

All Communication Design department faculty meet Workforce and SACSCOC standards. Workforce outlines these standards in GIPWE Chapter Two section F, 1 - Faculty … are in compliance with the current requirements of SACSCOC. SACSCOC outlines these standards in Comprehensive Standard 3.7.1 of the Principles of Accreditation - The institution also considers competence, effectiveness, and capacity, including, as appropriate, undergraduate and graduate degrees, related work experiences in the field, professional licensure and certifications, honors and awards, continuous documented excellence in teaching, or other demonstrated competencies and achievements that contribute to effective teaching and student learning outcomes. Section 8, Table 1 Faculty outlines how each faculty member meets these established standards. The Animation & Game Art program heavily emphasized demonstration of competency via industry experience. Therefore, the number of years of industry related experience is noted within each faculty member’s credentials. Animation and game art are relatively young academic fields. Often professionals and educators enter the field through their equivalent career paths and or degrees. 

· Professional development related to discipline and/or teaching

Professional development for our part-time faculty continues through their primary occupations. Full-time faculty continue to be practitioners in their respective fields via special projects and ongoing research. Again, denotation of their years of industry experience is listed with each faculty’s credentials to help identify their breadth of continued professional development. Full-time faculty regularly attend conferences and professional development workshops. Section 8, Table 1 Faculty outlines professional development.

Based on the outlined credentials and ongoing professional development; the Communication Design department supports the Animation & Game Art program with highly qualified faculty.  The greater majority of our faculty each bring over 20 years of industry experience to the classroom. This includes experience shaped by local businesses serving our community along with national and internationally renowned leading creative companies. Competitive standards are ensured by continuing to provide a high level of qualified faculty whose education is shaped by industry leaders giving them an advantage when entering the job market.  


1. Faculty
	Employee Name
	Role in Program
	Credentials
	Professional Development since Last Program Review**

	Bradley D. Albright
	Associate Faculty
	University of Hartford - Hartford Art School - MFA – Illustration

Cornell University - College of Architecture, Art & Planning - BFA - Combined Media

Collin College - supplemental Applied Graphic Design coursework
10+ years of industry experience
	Creative Quarterly 33 - Illustration - Selected Runner Up, October 2013
Dallas Society of Visual Communication Professional Show - Illustration - Bronze Medal Winner - June 2013
Kettle Art Gallery - Juried Show Winner & Selected Album Cover Art, `Live Fast / Die Slow` Spector 45 Anthology - October 2012
Illustration Merit Award - Hartford Art School - July 2012

	Stephen Delmar Barnes
	Associate Faculty
	Texas A&M – Commerce – BFA
Texas A&M – Commerce – BFA – MFA – Communication Design
Teaching History -
Fall 2012 - 
Institution: Northlake College
Position: Instructor
Spring 2013 - 
Institution: Eastfield
Position: Instructor
Spring 2007 - Fall 2007
Institution: Art Institute of Portland
Position: Instructor
Fall 1996 - Spring 2007
Institution: Art Institute of Dallas
Position: Instructor
20 + years experience
	

	Kimberly J. Bauer
	Associate Faculty
	Pratt Institute – MFA – Computer Graphics
University of Texas – BA - Art
Teaching History
Fall 2011 -
Institution: Duncanville ISD
Position: Web Specialist
Summer 2009 - Fall 2011
Institution: Thomas Nelson
Position: Web Producer
 2007 - 2009
Institution: TM Advertising
Position: Flash Designer
Fall 2005 - 2007
Institution: Torchmark
Position: Webmaster
SMU Summer 2011-Current Texas A&M Commerce 2000-2009
20 + Industry Experience 
	

	Amanda Leigh Bryant-Kelly
	Associate Faculty
	University of Texas at Austin - BFA in Studio Art
Texas Women's University - MA in advertising/Graphic Design
Summer 1998 - Summer 2013
Institution: Art Institute of Dallas
Position: Associate Professor
Fall 1996 - Spring 2010
Institution: Brookhaven College
Position: Adjunct Faculty
Fall 2006 - Summer 2008
Institution: Richland College
Position: Adjunct Faculty
Fall 2010 - Fall 2011
Institution: Wade College
Position: Adjunct Faculty
20+ Industry Experience
	

	Nicholas Bradburn Bober
	Associate Faculty
	University of North Texas - Master of Music Composition
University of North Texas - Bachelor of Music Composition
Collin College - Associate of Arts
10+ Industry Experience 
	

	Ray-Mel Cornelius
	Associate Faculty
	East Texas State University - Bachelor of Science
Spring 2011 - 
Institution: Texas Christian University
Position: Adjunct Instructor - Illustration
Fall 2007 - 
Institution: Collin County Community College
Position: Adjunct Instructor - Illustration
Fall 1993 - 
Institution: Texas A&M University - Commerce
Position: Adjunct Instructor - Illustration
Fall 1987 - 
Institution: Brookhaven College
Position: Adjunct Instructor – Illustration
Brookhaven College, Fall 1987 - present Collin County Community College, Fall 2007 - present East Texas State University, Fall 1987 - Fall 1990 Texas A&M University - Commerce, Fall 1993 - present Texas Christian University, Spring 2011 – present
20+ Years of Industry Experience
	Publications:
• American Heart Association, Winter1979 Internship, Dallas, Texas. 
• Hallmark Cards, Intern with Dallas Satellite Studio, 1987. 
• American Cattlemen's Magazine, Best Ad Series for a series of paintings of Limousine cattle, 1989.
• How Magazine, Packaging Award for Crescent Hotel private label soaps & lotions, Peterson & Company, 1989. Illustrator for label.
• Rough Magazine, DSVC publication, May/1996. Contributed to an issue dedicated to Don Ivan Punchatz.
• Collaborated on a short video shown during the formal ceremony presenting George Toomer the DSVC Golden Egg Award, a Lifetime Achievement 
• On Our Own Time, Juried show. Displayed at NorthPark Mall, October 2010. First Place in Professional Painting category.


	Jennifer Delia Curtiss
	Associate Faculty
	University of North Texas - Masters in Learning Technologies
Central Washington University - Bachelors in Graphic Design
Spring 2012 - Current 2015
Institution: Richland College
Position: Adjunct
Fall 2011 - Fall 2011
Institution: Eastfield College
Position: Adjunct

Upward Bound-Rising Star Technology teacher. Richland college, Summer 2012 and 2013.
20+ Industry Experience
	

	Barbara Gail Dacus
	Associate Faculty
	Arizona State University – BFA – Painting, Education
Summer 2005 -  Fall 2015
Institution: Collin College
Position: Adjunct Faculty
Fall 2010 -  Spring 2013
Institution: Richardson Independent School District
Position: Certified Substitute Teacher
Spring 2012 -  Summer 2012
Industry Experience: Medical Graphics and Medical Illustration – UT-Southwestern Medical Center August - 2013 to Present Art Teacher in Fine Arts Music Program - Salvation Army August 2012 - May 2013 Freelance Illustration and Graphic Design Graphic Design - JCPenney 1994-2001
Institution: Frisco Independent School District 
Position: Certified Art Teacher K-5
20+ Industry Experience
	

	Conley Edwin Trey Dunlap
	Associate Faculty
	Savannah College of Art and Design - Masters of Art
Middle Tennessee State University - Bachelors of Science
Fall 2016 -  Current 
Institution: Collin County Community College
Position: Adjunct Instructor (Animation)
Fall 2014 -  Current 
Institution: Dallas County Community College
Position: Adjunct Instructor (Animation)
Fall 2011 -  Current 
Institution: The Art Institute of Fort Worth
Position: Media Arts Program Coordinator
Fall 2009 -  Fall 2012
Institution: Hill College
Position: Full-Time Instructor (Animation)
10+ Industry Experience
	

	Laura Evelyn Flores
	Full-time Faculty
	Savannah College of Art and Design – MFA – Communication Design
University of North Texas - 
Belmont University – BFA – Communication Design
University of Tennessee – 
Summer 2011 - Fall 2016
Institution: Collin College
Position: Chair of Communication Design
Fall 2009 - Current 
Institution: Collin College
Position: Professor of Communication Design
Fall 2002 - Summer 2009
Institution: Collin County Community College
Position: Associate Faculty of Communication Design
Fall 2016 - Current 
Institution: Collin College
Position: Communication Design Discipline Lead
Publications: Design to be Read: Text Accessibility Guidelines for Educators. Graduate thesis project comprised of three parts, thesis paper, information book and promotional poster
20+ Industry Experience
	UX Certificate, HOW University – 2017
Toured Fossil – April 2017
Attended Industry Giants conference, Arlington, Texas – September 2015
Chair training – October 2014
Textbook training – October 2014
Faculty Development, When do you draw a line in the sand. Student conflict. – January 9th, 2015
Search Committee Chair training, January 12th, 2015
Attended, "Industry Giants: Visual Effects, Animation and Game Conference," Addison, TX, Fall 2014
Attended, "HOW: Design Conference," San Francisco, CA, Summer 2013
Attended, "Reel FX" facilities and capabilities tour, Dallas, TX Fall 2012 
Attended, Academic Advisor training, Fall 2012
Attended, Student Organization training, Spring 2013 
Attended, “Critical Thinking,” Faculty Development Conference, Spring 2013
Organized / Attended, "Final Cut Pro" workshop for Communication Design Faculty, Spring 2013
Attended, "Sobi: What happens behind closed doors” and “Academic Freedom,” Faculty Development Conference, Fall 2012

	Margaret Mebane Fullwood
	Associate Faculty
	University of North Texas - Bachelor of Arts
Fall 2001 - 
Institution: Collin College
Position: Adjunct Faculty - Storyboard Design
Faculty Advisor, KDUX Web Radio, Richland College - Fall 2007 to Spring 2008.
20+ Years Industry Experience
	

	Sandra Krishelle Gillmore
	Associate Faculty
	University of Denver - 
Sam Houston State University - Bachelor of Arts
University of Houston - 
Tomball College - 
University of Texas - Austin – 
Fall 2017 - 
Institution: Career and Technology Education Center
Position: Graphic Design Instructor
10+ Years Industry Experience
	

	Karen Elizabeth Gogerty
	Associate Faculty
	University of North Texas – MA – Journalism, Integrated Communications
University of Oklahoma – BA – Journalism, Advertising, Graphic Design

Spring 2012 - Present
Institution: Collin
Position: Associate Professor
10+ Years of Industry Experience
	

	Howard Eugene Goldthwaite
	Associate Faculty
	University of North Texas – BFA – Advertising, Journalism, Photography
Guest lecturer at SMU, TCU, UTA, UNT, Art Institute of Dallas

Publications: BOOKS:
Words To Never Live By
Where To Begin
The Foremost Commandment
Quiet Time Well Spent
Great Excuses of the Bible
20+ Years Industry Experience
	

	John Russell Haggard
	Associate Faculty
	Texas Tech University - Bachelor of Arts – Visual Communication
Spring 2009 - Present
Institution: Collin
Position: Associate Professor
20+ Years Industry Experience
	

	Pamela Diane Harrelson
	Associate Faculty
	Texas Woman`s University - Master of Arts
University of North Texas - Bachelor of Fine Arts
Spring 2015 - Current 2017
Institution: Wade College
Position: Faculty
Fall 2013 - Current 2015
Institution: Collin College
Position: Associate Faculty
Fall 2013 - Spring Spring
Institution: SMU Continuing and Professional Education 
Position: Faculty
Spring 2012 - Summer 2012
Institution: Brookhaven College
Position: Adjunct Faculty
20+ Years Industry Experience
	

	Kevin Edward Kreneck
	Associate Faculty
	Syracuse University - Masters Degree in Illustration/Graphic Design
University of Texas at Austin - Bachelors Degree in Fine Art
Summer 2015 - Summer 2015
Institution: Richland Community College
Position: Instructor
Summer 2015 - Summer 2015
Institution: Mountain View Community College
Position: Instructor
Fall 1997 - Spring Spring
Institution: Art Institute of Dallas
Position: Instructor
Currently having politically topical graphics accepted weekly for worldwide syndication 
through The Chicago Tribune Content Agency. Clients include The Washington Times, 
The Press Democrat, The Progressive Populist, The Washington Spectator, and The Seattle Times. 
For further info, go to KevinKreneck.com
Accomplishments:
2015: Invited to speak at the Free Speech Under Fire symposium at Texas Woman’s
University. 2006, 09: Work submitted by OpArt Syndicate for Pulitzer Competition.
2005: Work shown in retrospective of artwork done over the past ten years for The
Texas Observer. Opening was in Austin, TX.
2001: Established website containing portfolios for both me and my students. Go
to http://kevinkreneck.com/index.html
1995: One of 125 illustrators chosen for the Graphis “Counting Sheep” book.
1994, 95, 96, 97: Work published in Spectrum’s “Best Of The Year” annual for
Fantastic Art.
1993, 96: Received award of excellence for illustration from the Dallas Press Club.
1992: One of 120 U.S. artists chosen to exhibit work in “The Artist And The Baseball
Card.” Show toured the country.
1988, 91: Received award of excellence for illustration from the Society of Newspaper
Design’s annual show.
1990: Helped judge the North Carolina Press Women’s contest for newspaper
graphics.
1988: Work featured in the Society of Newspaper’s “Design” magazine.
1988, 89: Illustration exhibited in Society of Illustrator’s “Humor” show.
1987, 88: Received first and third place awards from Virginia Press Association
1988: Artwork acquired by Ohio State University for its collection of cartoon art.
20+ Years Industry Experience
	

	Richard Jean LeBlanc
	Associate Faculty
	University of Southwestern Louisiana – BFA – Advertising Design
Spring 200) - Present
Institution: Collin College
Position: Associate Professor
Publications: Work honored and/or recognized by: 
Communication Arts Magazine
Dallas Addies/American Ad Federation (multiple gold medalist) 
Print Regional Design Annuals 
American Corporate ID 
American Advertising & Design
Restaurant News
New Orleans Art Director`s Show
The Dallas Show (Dallas Society of Visual Communications)
Texas PRSA
20+ Years Industry Experience
	

	Mark Leon
	Associate Faculty
	Art Institute of Dallas - Computer Science of Media Arts 
Art Institute of Dallas - Graphic Design
Spring 2008- 
Institution: Art Institute Dallas
Spring 2015 - 
Institution: Collin College
Position: Associate Professor
20+ Years Industry Experience
	

	Jessica M. Loredo
	Associate Faculty
	Southern Methodist University - Master of Interactive Technology
University of Missouri-Kansas City - B.A. English, Studio Art
University of Kansas - n/a
Johnson County Community College - n/a
Fall 2014 - 
Institution: Collin College
Position: Associate Professor
5+ Years Industry Experience
	

	Mike Dennis Lynch
	Associate Faculty
	University of Texas at Dallas - Masters of Fine Art: Art & Technology
University of Texas at Arlington - Bachelor of Arts: Communications
Spring 2013 - 
Institution: Collin College
Position: Associate Professor

Fall 1995 - 2014
Institution: Dallas County Community College
Position: Adjunct Professor
Spring 2010 - Summer 2012
Institution: University of Texas at Dallas
Position: Lecturer
	

	Michael G. McKee
	Full-time Faculty
	Art Center College of Design, Los Angeles
BFA Photography
1973 – 1978 -Francisco & Booth Photography
Position: Photographer
1978 – 2000 McKee Photography
Position: Owner – Photographer
2000 – Present - Collin College
Position: Full-Time Faculty20+ Years Industry Experience
	Conferences/Workshops attended
9/18/2015 - Industry Giants 2015 Dallas, Texas
9/16/2016 - Industry Giants 2016 Dallas, Texas
Fall 2016 - Attended, Faculty Development Conference presentation “Harnessing Brain Potential in the Classroom”
9/16/2017 - Industry Giants 2017 Dallas, Texas
8/17/2017 - Attended, Faculty Development Conference presentation “Games, Gamification and the Quest for Student Engagement”
Professional presentations.
Spring 2015 -  Created, online Instructional video “Drop Menus”
Fall 2016 - Created, online Instructional video "Compositing Images"
Fall 2017 - Created, online Instructional video “Making Selections”
Coursework recently
Fall 2015 – Fall 2017 – Over 50 hours of online video courses on Adobe software on Lynda.com.
Visited these museums to enhance design skills.
10/4/2015 – Modern Art Museum of Fort Worth, Fort Worth, Texas
11/15/2015 - Kimbell Art Museum Fort Worth, Texas
12/20/2015 - Alte Pinakothek Munich, Germany
12/27/2015 - The Kunsthaus Bregenz Austria
11/19/2016 - The Amon Carter, Fort Worth, Texas
11/26/2016 - The Meadows Museum, Dallas, Texas
12/10/2016 - Dallas Museum of Art, Dallas, Texas
12/15/2017 - The Albertina, Vienna, Austria
5/14/2017 - The Museum of Photography – Fotografiska, Stockholm, Sweden
5/16/2017 - Skagens Museum, Skagen, Denmark
5/16/2017 - Drachmann’s House, Skagen, Denmark
5/18/2017 - The Danish Museum of Art and Design, Copenhagen, Denmark
5/18/2017 - The Natural History Museum of Denmark, Copenhagen, Denmark
5/22/2017 - The Jewish Museum, Hohenems, Austria
5/30/2017 - The Kunsthaus, Bregenz, Austria


	Meagan Anne McKeeman
	Associate Faculty/Full-time Faculty
	The University of Texas at Austin - Bachelor of Fine Arts in Design
Fall 2014 -
Institution: Collin College
Position: Associate Professor
Spring 2007 - Fall 2012
Institution: Austin Community College
Position: Adjunct Assistant Professor
10+ Years Industry Experience
	

	Tonya Banu McMillion
	Full-time Faculty
	University of Nebraska at Lincoln - MA, Journalism, Minor in Film
Brown University - BA, Cultural Anthropology
Fall 2009 - Current 
Institution: Collin College
Position: Professor of Communication Design
Spring 2010 - Fall 2011
Institution: The Art Institute of Dallas
Position: Adjunct Instructor
Fall 2007 - Summer Summer
Institution: Richland College
Position: Visiting Scholar, Program Coordinator
Fall 2006 - Fall 2007
Institution: Richland College
Position: Adjunct Instructor
Wartburg College, Senior Lecturer, 2002 – 2006
Publications: Presenter, Final Cut Pro An Introduction to Video Editing for Teachers Frisco, TX Winter Working Connections, 2012

Presenter, How Technology is Changing Higher Education, Collin College Faculty Workshop, 2012

Grip, Heritage Farm Lights and Lantern Night, starring Burt Gillam, Plano Network Television, 2011

Computer Graphics Generator operator, Planning and Zoning Meetings, Plano Network Television, 2011

Robotic Camera Operator, Plano City Council Meetings, Plano Network Television, 2011

Teleprompter operator, Plano Network Television, 2011"It`s Three O’clock Somewhere," Plano Network Television, 2011

Editor, Balloon Festival Public Service Announcement, Plano Network Television, 2011

Actor, promotion video "Take the Case," Plano Network Television, 2011

Co-Creator, Learning Community: Visual Motion Course Learning Community provided Collin College dance and video students an opportunity to develop their dance and video compositional skills, 2011

Attended 25th Anniversary South by Southwest Conference, Austin, TX, 2011

Editor, Making the Soundtrack: Behind the scenes DVD features, (Feature Film) 2010

Presenter, iClassroom: Engaging Students Where They Play, Collin College Faculty Workshop 2010

Presenter, Multimedia Training, Digital Video Editing and Output with Adobe Premiere, Tallinn, Estonia, 2008

Created Going Green Blog for Richland College. Blog dedicated to inform the public of green energy options in Dallas, 2008

Published article For the Love of the Game for the Dallas Morning News, 2006

Editor/Videographer/Producer/Writer, Frisco Football League Highlight Sports Videos, 2006

Editor/Videographer/Producer, Wartburg West, (DV Documentary) 2005

Presenter, Broadcast Education Association (BEA), Integrating Creativity into Production Class Assignments,
Las Vegas, NV, 2005

Received a Wartburg College grant to travel to Cuernavaca, Mexico and participate in language courses. 2005

Presenter, The Digital Revolution: The Impact of Digital Media and Information Technologies, Using Adobe Audition in the Classroom, South Carolina, 2004

Editor/Producer/Videographer, We Are WSR: A Wrestling Season, (DV Documentary), 2004

Producer/Writer/Editor, Football Physics, 2001-2002

Director, Devil, (16mm Student Film), 2002

Producer/Writer/Editor/Videographer, Paul Sanderford Show, 2001-2002

15+ Years Industry Experience
	Faculty Development: The Power of Service Learning 2018
2 Day Film School with Dov Simens 2017
Faculty Council Summer Institute 2017
Adobe Premiere editing - Continuing Education 2017
Multiple UTD classes 2015 -2017
Co-authored a journal article: Communication and Security Issues in Online Education: Student Self-Disclosure in Course Introductions
Faculty Development Spring 2017
Understanding COAT - Spring 2017
Gaming: Learning and Teaching - Spring 2017
Work Smarter with Word and Excel - Spring 2017
Best Practices in Online Education - Spring 2017
A Professor, a Librarian, and a Guide on the Side: Using College Library resources to increase student engagement - Spring 2017
Team Based Learning 101 Workshop - Spring 2017
Fall 2015, Spring 2017 Service Learning Camp



	Michael Medina
	Full-time Faculty
	University of North Texas - Bachelor of Music
Fall 2015 - Current 
Institution: Collin College
Position: Full-time Professor
20+ Year Industry Experience

	

	Freda Anne Metoff
	Associate Faculty
	Texas A&M University-Commerce - MFA Visual Communication
Texas A&M University-Commerce - BS Liberal Studies
Fall 2013 - 
Institution: Collin College
Position: Associate professor
Fall 2014 - Fall 2015
Institution: Northlake College
Position: Adjunct Professor 
Fall 2013 - 
Institution: University of North Texas
Position: Adjunct Professor 

JOUR 3055 Visual Strategy - I substitute taught two sections of this class at UNT twice a week for 4 weeks in the spring of 2015 and have been asked to teach one of the sections in the Spring of 2016.
20+ Years Industry Experience
	

	Rock Alan Morris
	Associate Faculty
	Art Institute of Dallas - Bachelor of Fine Arts
Brookhaven College - Associate of Applied Science in Graphic Design
Fall 2013 - 2015
Institution: Collin College
Position: Associate professor
Fall 2009 - 
Institution: Brookhaven College
Position: Adjunct Professor 
David Carter’s American Corporate Identity, Big Book of Logos, and Red is Hot, Blue is Cool: Choosing the Right Color for Your Logo; Award of Excellence for eleven logos included in six separate international publications
20+ Industry Experience
	

	Steven Phelps
	Associate Faculty
	University of Texas at Austin – Radio, Television, Film
University of Texas at Dallas - B.A., Arts & Humanities
Art Institute of Dallas - A.A.S., Graphic Design
Spring 2005 - 
Institution: Collin College
Position: Associate professor
Spring 2005 – Spring 2006 
Institution: Brookhaven College
Position: Adjunct Professor 
Publications: 2010 - Web Marketing Association Award - Silver
2009 - W3 Awards - Silver
2008 - All-Industry Marketing Awards - Cowboys & Indians, 5 gold, 3 silver 
2007 - All-Industry Marketing Awards - Western & English Today, 6 gold, 2 silver
2005 - Secretary - Graphic Artists Guild - At-Large Chapter
2004 - Best Package Design, Art Institute of Dallas Portfolio Show
2004 - Best Special Interest Newspaper - Texas Lawyer - Dallas Press Club
2003 - Best Special Interest Newspaper- Texas Lawyer - Dallas Press Club
2002 - Best Overall Newsletter - Headnotes - State Bar of Texas
2001 - Best Special Interest Newspaper - Texas Lawyer - Dallas Press Club
2000 - Best Special Interest Newspaper - Texas Lawyer - Dallas Press Club

Published Work Writing
Johnny Cash Reloaded Cowboys & Indians, April 2011
Gary P. Nunn: Texas Troubador Cowboys & Indians, Sep. 2010
Craig Johnson Cowboys & Indians, July 2010
Angola Prison Blues Cowboys & Indians, March 2010
Vicente Fernandez - Living Legend Cowboys & Indians, Apr. 2009
Cowboy Comics Cowboys & Indians, Apr. 2008
Graphics & The Legal Industry: An Emerging Market - Graphic Artists Guild News, Fall 2007
Go Tell, Come See - Dallas Morning News, 2001

Published Work - Photography, Illustration & Design
Marfa Magazine, Cowboys & Indians, Western & English Today, Texas Lawyer, Executive Legal Adviser, DeNovo, Headnotes, In-House Texas, Dallas Business Journal, American Lawyer, Sojourn, Dallas Morning News


Published Work - Photography, Illustration & Design
Marfa Magazine, Cowboys & Indians, Western & English Today, Texas Lawyer, Executive Legal Adviser, DeNovo, Headnotes, In-House Texas, Dallas Business Journal, American Lawyer, Sojourn, Dallas Morning News

Guest Lectures
"Journalism and the West" - Texas A&M Commerce, 2010
"I Can Shoot - Now What?" - CCCCD Photo dept. Guest Lecture, 2007

Workshops
PhotoExpo Plus - Seth Reskin - 2006
20+ Years Industry Experience
	

	Charles Thomas Ottinger
	Full-time Faculty
	University of New Mexico – BFA
Fall 1998 – 
Institution: Collin College
Position: Full-time Professor
Summer 1995 - Spring 1998
Institution: Collin College
Position: Associate Professor, Applied Graphic Design Technology
Fall 1988 - Spring 1998
Institution: Dallas County Community College District
Position: Associate Professor, Visual Communication
20+ Years Industry Experience
	Industry Giants events 2012 - 2017
SIGGRAPH 2013 Conference
Faculty Advisor for SAGA Students who attended
SIGGRAPH 2016 Conference
Faculty Advisor for SAGA Students who attended
Monthly A Bunch of Short Guys meetings during fall and spring semesters, 2012 - 2017. Coordinate room scheduling for these meetings on behalf of Communication Design department, which sponsors the meetings.


	J. Marshall Pittman
	Full-time Faculty
	Valencia Community College - AAS Graphic Design Technology
Fall 2004 - 
Institution: Collin College
Position: Full-time Professor
Spring 2000 - Spring 2004
Institution: Collin College
Position: Associate Professor
Fall 2001 - Fall 2003
Institution: University of Texas at Dallas
Position: Adjunct Faculty
Spring 1996 - Spring 1996
Institution: Valencia Community College
Position: Adjunct Faculty
Full Sail Real World Education Lab Instructor Fall 1996 - Spring 1998
20+ Years Industry Experience
	2012-2013 January 25th-27th 
Host for Global Game Jam 2013 (http://globalgamejam.org/) 
40 Collin College students, local University students, and Industry Professionals 
Collin Jammers created 8 games for Unity, Windows Phone, Text & Paper 
International Event with 16,705 Participants in 319 Jam sites in 63 Countries. 
Producer - "A Bunch of Short Guys" Professional Speakers Series (Collin College): 
"How to Build a Portfolio" with Steven Quentin - January19th, 2013 
"Integrating Cinema 4D with After Effects with Marc Gilpin" February 16th, 2013 
"Reel Fx Texture Artist - Daniel Zinck" - March 23rd, 2013 
"Houdini 3D Animation Tools with Luke Olson" - April 27th, 2013 
Attended Faculty Development Conference at CHEC, Fall 2012 
August 5th-9th 
SIGGRAPH 2012 in Los Angeles, CA 
Faculty Adviser, Student Animators Workshop Student Trip with 3 students 
Collin College Representative at: 
Unity 3D Workshop (SIGGRAPH Education Committee) - August 5th, 2012 
"Autodesk Education Summit" - August 6th, 2012 
"Digital Arts Community" Meeting & Reception - August 7th, 2012 
Pixar Renderman Annual User Group Meeting - August 8th ,2012 
Legacy Board Member for "A Bunch of Short Guys" 
Producer for monthly meetings (at Collin College, see previous) 
Technical Director for 10th annual Industry Giants Conference: 
September 22nd, 2012 at Kessler Theatre in Oak Cliff, TX 
Video Producer for Industry Giants Interviews 2012 
Artist Chauffeur for Industry Giants Master Classes 2012 
September 23rd, 2012 at Motus Digital in Dallas, TX 
Adviser for 11th annual Industry Giants Conference / Big (D) Conference: 
October 2013 at Crowne Plaza Hotel in Dallas, TX 
September 27ht- 30th, 2013 
Animation Judge for 25th Annual Dallas Video Festival (Dallas Museum of Art) 
Presenter for SIGGRAPH Computer Animation Festival Reel 
May 7th, 2013 
Judge for Underexposed Film Festival (Student Film and Video Organization) 
at Fort Worth Museum of Modern Art for SFVO at University of Texas at Arlington 
February 23rd, 2013 
Lean UX For Startups (and Everyone) Workshop (Dalllas UX Group) 
All Day workshop on application interface design methodologies 
Dallas Unity 3D User Group: 
"Unity and Microsoft - new cross platform opportunities!" - January 24th, 2013 
Dallas International Game Developers Association (IGDA) 
Post-mortem for Global Game Jam 2013 - February 26th, 2013 
Industry Professional Meetup - January 10th, 2013 
Industry Professionals Meetup - March 14th, 2013 
November 11th, 2012 
TEDx American Riviera Conference on "the Unthinkable" (Santa Barbara, CA) 
December 1st, 2012 
TEDx SMU Conference on "Re: Think" (Dallas, TX) 
March 2013 
3D Scan Artist (Unity) for Crow Collection of Asian Art (SculptCAD / Austin College) 
March - May 2013 
Animator for Recycle Campaign (4 spots) at Allen Events Center 
May 2013 
Visualization Artist for "Lyons Salt Mine Collapse" animation 
Modo (3D) Community Contact for Luxology/The Foundry (2012-2013) 
Attended numerous Virtual Events (in real-time and on-demand) including: 
GDC Online (Austin) - October 10th-13th, 2012 
TED Conference in Long Beach, CA - February 28th-March 1st, 2013 
Autodesk Entertainment Unfold Event - March 5th, 2013 
Autdoesk Entertainment at GDC (Game Design Conference) - March 25-29, 2013 
2013-2014 
January 24th-26th 
Host for Global Game Jam 2014 (http://globalgamejam.org/) 
- 69 Collin College students, local University students, & Professionals 
- Collin Jammers created 11 games for Unity, Phone, Text & Paper 
- International Event 23,198 Participants in 488 Jam sites in 72 Countries. 
July 21st-25th, 2013 
SIGGRAPH 2013 in Anaheim, CA 
Faculty Adviser, Student Animators Workshop Student Trip with 7 students 
Collin College Representative at: 
"Digital Arts Community" Meeting & Reception – July 21, 2013 
Autodesk User Group – July 23, 2013 
Pixar Renderman Annual User Group Meeting – July 24, 2013 
October 10th-13th, 2013 
Dallas VideoFest 26 
“Google Glass” session (recommended student for participation) 
SIGGRAPH Animation Festival in 4K – session introduction 
October 19th & 20th, 2013 
Industry Giants 2013 in Addison, TX (Crowne Plaza Hotel) 
Technical Adviser & Speaker Chauffeur 
TED Live viewing (TED Conference) at SMU Embrey Engineering Bldg – March 17-21, 2014 
Art and Technology with Captured Dimensions at Motus Digital – July 24th, 2014 
Legacy Board Member for "A Bunch of Short Guys" animation 
Dallas Unity User Group member (various monthly meetings) 
May 2014 
UTA Underexposed Film Festival 2014 – Short Films Judge 
Microsoft “Day of Unity” game engine - Lecturer & Teacher 
Columbus, OH – April 12th, 2014 
Dallas, TX – April 19th, 2014 
Houston, TX – April 26th, 2014 
Minneapolis, MN – May 3rd, 2014 
Austin, TX – May 10th, 2014 
2014-2015 
Global Game Jam 2015 - Jan 23rd-25th - Host at Collin event in K labs at SCC 
65 students, instructors, and game industry professionals made 10 games in 24 hours 
Worldwide: 28,837 people in 518 jam sites in 78 countries made 5438 games. 
DVA Summer Animation Workshop at Dallas Museum of Art - June 19th, 2015- Instructor 
Unity VR (Unity User Group | Bottle Rocket Apps) - August 6th, 2014 - attendee 
Big Design Conference - Sep 3rd-6th, 2014 - Attendee / Speaker Liaison 
Industry Giants 2014 - Sep 6th-7th - Technical Advisor / Speaker Chauffeur 
Oculus Connect Conference - Sep 19th-20th - live online attendee 
VR Dallas Kickoff (VR Dallas Group | Reel FX ) - Sep 25th, 2014 - attendee w/students 
Day of Unity 2.0 (Unity User Group | Microsoft Corp) - Sep 26th, 2014 - Instructor 
Dallas Videofest 27 - October 8th-19th - Animation Block Programmer 
90 minutes of student animation 5 schools Computer Visionaries "3D Scanning" with Billy Chrysanthopoulos - Jan 5th, 2015 
Dallas Virtual Reality Meetup with John Olick - March 21st, 2015 Tour of NTEC (North Texas Enterprise Center) - Mar 27, 2015 - Collin faculty and students 
Mish Mash Machine, one of the NTEC member companies, headed by Mario Latham, started at Collin College Global Game Jam 2014! They also exhibited their game at Pax South in Austin, Jan 2015. 
A Bunch of Short Guys - Legacy Board member, Advisor 
Various meetings, including Drawing at the Zoo 
Augmented World Expo Santa Clara, CA - June 8th-10th, 2015 - Virtual Reality research conference 
2015-2016 
Global Game Jam 2016 – Collin College at SCC - Jan 29th-31st Host 
60 students, instructors, and game industry professionals made 10 games in 48 hours 
Worldwide: 36,000 people in 600+ jam sites in 93 countries made 6800 games. 
Pursuing BS degree in Computer Information Systems from Friends University (on-line) 
Spring 2016 Courses: IDST 101 Introduction to Communities of Practice (complete A) 
ACCT 215 Managerial Accounting (completed with A) 
Summer 2016 Courses: CIS 312 Management of Computer Information Systems (started) 
SIGGRAPH 2015 Los Angeles, CA - Aug 9th-11th, 2015 Attendee 
A Bunch of Short Guys – various meetings Legacy Board, Faculty Sponsor 
“Learn About Motion Graphics with J. Schuh” Oct 24th, 2015 (Collin) 
“A Look at Space with Skip Howard and Marc Gilpin” Jan 23rd, 2016 (Collin) 
“Highflight Summer Short with Alan Chan” Feb 20th, 2016 (Collin) – 60 in attendance 
“Substance Designer with Arvin Villapando” - former student returns to campus as speaker 
Big Design Conference - Sep 17th-20th, 2015 Attendee / Speaker Liaison 
Industry Giants 2015 - Sep 18th-19th, 2015 Tech Advisor/Speaker Chauffeur 
Dallas Videofest 28 - October 12th-18th, 2015 Animation Block Programmer 
90 minutes of student animation from 5 schools (videofest.org) 
Dallas Unity User Meetup – various meetings at UT Dallas Co-Organizer 
Computer Visionaries Meetup – various meetings Attendee 
Dallas Virtual Reality Meetup – various meetings at UT Dallas Attendee 
Dallas Society of Play Meetup – various meetings (Improving) Attendee 
Virtual Reality Workshop #2 – Los Angeles, CA - Mar 10th, 2016 Attendee 
Women in VR Salon - Los Angeles, CA - Mar 11th, 2016 Co-host 
Oculus Connect 2 Conference - Online- Sep 23rd-25th Attendee (online) 
Virtual World Society – Dallas/Fort Worth Affiliate meetings Ambassador 
Augmented World Expo Santa Clara, CA - June 1st-2nd, 2016 Speaker 
“Pipeline Consideration for Character and Story-Drive Augmented Reality” for Augmented Traveler 
2016-2017 
Global Game Jam 2017 – Collin College at SCC - Jan 20th-22nd Host 
50 students, instructors, and game industry professionals made 10 games in 48 hours 
Visiting professors and students from SMU GuildHall, UT-Dallas ATEC 
Worldwide: 36,000 people in 702 jam sites in 95 countries made 7000+ games. 
3+ visiting companies to recruit students for software positions 
Unity Certified Developer Exam (Sep 24th, 2016) Unity Certified Developer 
Pursuing BS degree in Computer Information Systems from Friends University (on-line) 
Fall 2016 CIS 332 Computer Networking (A) 
Spring 2017 CIS 442 Information Systems Project Management (A) 
CIS 402 Computer Programming (A) 
Summer 2017 BMGT 350 Business Law 
Augmented World Expo Santa Clara, CA - June 1st-2nd, 2016 Speaker 
“Pipeline Consideration for Character and Story-Drive Augmented Reality” for Augmented Traveler 
SIGGRAPH 2016 in Anaheim, CA - Jul 24th-28th, 2016 Attendee / Faculty Adviser 
Advised four students from Student Animators & Game Artists RSO during conference trip 
Big Design Conference - Sep 8th-10th, 2016 Attendee / Speaker Liaison 
Industry Giants 2016 – Sep 10th, 2016 Tech Advisor/VR Room Prod 
Dallas Videofest 29 - October 18th-23rd, 2016 SIGGRAPH CAF Host 
A Bunch of Short Guys – monthly general meetings Legacy Board, Fac. Sponsor 
Feb 18, 2017 “M2 Studios” Architectures & VR/AR Studios with Forest Meador 
Mar 18, 2017 “Character FX 101” with Reel FX Character FX Artist Barbara Ellison 
Apr 22, 2017 “Rooster Teeth: Episodic Animation” Animation Team, Austin, Texas (105 attend) 
May 20, 2017 “Motion Addicts” with Roger Young Jr & Mike Martin 
VRLA Expo – Los Angeles, CA – Apr 14th-15th, 2017 Exhibitor 
Developed interactive VR environment to showcase Reminiscent (VR Scent delivery system) 
Women in VR Salon – Nov 4th, 2016 & Jan 13th, 2017 Attendee (online) 
Oculus Connect 3 Conference – San Jose, CA - Oct 5th-7th Attendee (online) 
Vision Summit 2017 – Hollywood, CA – May 1st-2nd, 2017 Attendee (online) 
Google I/O dev conf – Mountain View, CA - May 17th-19th, 2017 Attendee (online) 
Texas Production Roundup – Grapevine, TX May 25th, 2017 Attendee 
Dallas Unity User Meetup – various meetings (UT Dallas) Co-Organizer 
Computer Visionaries Meetup – various meetings Attendee 
Dallas Virtual Reality Meetup – various meetings (UT Dallas) Attendee 
Virtual World Society – Dallas/Fort Worth Affiliate meetings Ambassador/Organizer 

	Randal D. Presson
	Associate Faculty
	Texas A&M University - Commerce – MFA – Visual Communication
Southern Illinois University – BS – Graphic Communication/Design
Southern Illinois University – AS – Communication Design
Fall 2007 - 
Institution: Collin College
Position: Associate Professor
Fall 2015 - 
Institution: University of North Texas
Position: Adjunct Professor
Spring 2014 - Spring 
Institution: Texas A&M University - Commerce
Position: Adjunct Professor
Fall 2013 - Spring 2015
Institution: Brookhaven College
Position: Adjunct Professor
Richland College: Adjunct Professor, 2013-2015 Eastfield College: Adjunct Professor, 2011-2013 North Lake College: Adjunct Professor, 2011-2012
Publications: Work has been recognized in most all of the major national creative publication
including the New York Art Directors Annual, Communication Arts Design Annual, Print
Regional Design Annual and the New York Type Directors Design Annual. Work has also
been recognized in all of the major Texas design competitions including the Dallas Ad
League’s annual design competition, the Houston Art Directors’ annual show as well as
the Dallas Society of Visual Communication’s annual design competition.
20+ Years of Industry Experience
	

	Melanie Denise Riley
	Associate Faculty
	University of North Texas - BFA – Advertising Design
Fall 2012 - 
Institution: Collin College
Position: Associate Professor

20+ Years Industry Experience
	

	Jillian Diane Round
	Associate Faculty
	Collin County Community College - Associate of Arts
University of Texas at Dallas - Bachelor of Arts, Arts and Performance
University of Texas at Dallas - Master of Fine Arts, Arts and Technology
Fall 2008 - Current 
Institution: University of Texas at Dallas
Position: Instructor
Fall 2011 - Current 
Institution: Dallas County Community College: Brookhaven College
Position: Adjunct Professor
Spring 2012 - Current 
Institution: Collin College
Position: Associate Professor
Dallas Museum of Art’s Center for Creative Connections Guest Instructor: August 2, 2008 – ART AND SOUND (families) November 15, 2008 – ART OF SOUND DESIGN (adults) January 10, 2009 – PHOTOSHOP MASH-UP (families) February 1, 2009 – DIGITAL MASH-UP (teens) March 28, 2009 – TEACHER TECHNOLOGY WORKSHOP: PHOTOSHOP (adults)
Publications: Individual Exhibitions:
Emotions- Performance Installation, Mezzanine Gallery University of Texas at Dallas-
May 2008
Voices of Paintings: Jackson Pollack Cathedral- Sound, Dallas Museum of Art-
January 2007
Untitled #1 Sound, Dallas Museum of Art- 2007
Group Exhibitions:
tenth annual SNAP TO GRID: the UN-Juried Exhibit, Los Angeles Center for Digital Art 2013-2014
The Return of Big Tex, Brookhaven College Atrium Gallery- 2013
Faculty Exhibit- Brookhaven College Atrium Gallery- 2013
Faculty Exhibit- Collin College Spring Creek Campus- 2012
Faculty Exhibit- Brookhaven College Atrium Gallery- 2012
Timeline- Performance Installation, Spring Arts Festival, University of Texas at Dallas-
2007
Installations- Sound Collective installation, University of Texas at Dallas- 2007
Apparitions- Sound, Arts and Technology Showcase, University of Texas at Dallas- 2007
The Passage of Time- Sound, Dallas Museum of Art- 2006
Times Twenty - MFA Gallery, Dallas, Texas- 2010
x20+- McKinney Avenue Contemporary, Dallas, Texas- 2010
Festivals:
Inside the Athlete- Short Film, Dallas 24 hour Video Race, 2008
5+ Years Industry Experience
	

	Jesse R. Sandifer
	Associate Faculty
	Texas A&M University - Bachelor of Environmental Design
Spring 2016 - 
Institution: Collin College
Position: Associate Professor
10+ Years Industry Experience
	

	Bret W. Sano
	Associate Faculty
	Art Institute of Dallas - Associates Degree of Applied Arts in Visual Communication
CCCCD, Fall 2008, Art Direction II CCCCD, Spring 2009, Art Direction II CCCCD, Fall 2009, Portfolio CCCCD, Spring 2010, Portfolio
20+ Years Industry Experience
	

	John F. Schuh
	Associate Faculty
	University of North Texas - Bachelor of Arts in Psychology
Texas Tech University - Bachelor of Arts in Advertising
Fall 2001 - Current 
Institution: Collin College
Position: Adjunct Professor
Fall 2006 - Current 
Institution: Texas A&M Commerce
Position: Adjunct Professor
Fall 2013 - Spring 2014
Institution: MediaTech
Position: Adjunct Professor
Summer 2014 - Current 
Institution: SMU
Position: Adjunct Professor
Publications: BRILLIANCE: Understanding the Creative Mind ISBN-13: 978-0991649006 (2014)
20+ Years Industry Experience 
	

	Russell Lawrence Smith
	Associate Faculty
	University of Texas at Dallas – PHD – Arts and Technology
University of Texas at Dallas – MFA – Arts and Technology
Louisiana Tech University - Bachelor of Fine Arts – Graphic Design
Bossier Parish Comm. College - Assoc. in General Studies

Spring 2014 - Current 
Institution: Collin College
Position: Adjunct Faculty: Comm. Design/Animation
Fall 2011 - Current 
Institution: Richland College
Position: Adjunct Faculty: Gaming/Multimedia
Summer 2015 - Summer 2015
Institution: Southern Methodist University
Position: Adjunct Faculty: Cont. Ed.
Fall 2014 - Spring 2015
Institution: Eastfield College
Position: Adjunct Faculty: Cont. Ed.
University of Texas at Dallas, Teaching Assistant, Fall 2007 - Summer 2009
5+ Years Industry Experience
	

	Wilson Woods Smith
	Associate Faculty
	Ringling College of Art and Design – BFA- in Computer Animation
Fall 2010 – Summer 2014 
Institution: SMU Guildhall
Position: Adjunct Professor

	

	Diana F. Souza
	Associate Faculty
	University of Texas, Dallas – MFA – Arts and Technology
University of North Texas – BFA – Communication Arts
Spring 2008 - Fall 2015
Institution: The Art Institute of Dallas
Position: Instructor
Fall 2005 - Spring 2008
Institution: Westwood College
Position: Instructor
20+ Years Industry Experience
	

	Christopher Deniz Titze
	Associate Faculty
	Art Institute of Dallas – BA - Advertising Design
Spring 2012 - Spring 2014 
Institution: Collin College
Position: Associate Professor
Publication: Entry to Luerzer's Archive "200 Best Digital Artist worldwide 2015/2016"
10+ Years Industry Experience
	

	Victor R. Rodriguez Tang
	Associate Faculty
	Texas A&M - Commerce - BFA
Eastfield College – AA
Spring 2014 - Spring 2014 
Institution: Collin College
Position: Associate Professor

	

	Donald L. Thompson
	Associate Faculty
	California Institute of Arts – BA - Advertising/ Design
Art Institute of San Diego - Bachelor of Science
Spring 2011 
Institution: Collin College
Position: Associate Professor

15+ Years Industry Experience
	

	Benjamin John Vincent
	Associate Faculty
	Art Center College of Design, Pasadena - BFA Illustration
Spring 2008 - Spring 2008
Institution: Wade College
Position: Perspective Class
Fall 1983 - Spring 1986
Institution: Richland College
Position: Illustration techniques
Publications: Dallas Times Hearld weekly cartoon 1983-1990, American Way Magazine, 84-89, Boy`s Life 1985, Jay McGraw, Life Strategies for Teens, 2001, Ned Venture Movie Poster, Bluebonnet the Armadillo book series, Avid Golfer magazine 2000- present.
20+ Years Industry Experience

	


 Employee Resources Table
**For convenience, if providing a listing of professional development activities, this list may be included in this document as an appendix.











9.  DO WE SUPPORT THE PROGRAM WELL WITH FACILITIES, EQUIPMENT, AND THEIR MAINTENANCE AND REPLACEMENT, AND WHO THINKS SO?
Due to the constant technological changes in the Animation and Game industries we have an ongoing struggle to keep up with current standards. It is our responsibility to equip our students with the latest hardware and software in order for them to be ready to enter the workplace with up to date skills. Besides keeping up with the latest technologies we also strive to give students the advantage of the latest professional standards and practices utilizing these tools. With this in mind, we need to constantly upgrade the equipment and facilities involved in this process. It is important to note that technology is only part of the story, applying creative aesthetic problem-solving skills along with technical skills is the end goal in developing well-rounded skills in our graduating students.

Points to consider:
· All rooms have visual presentation tools such as projectors and white boards to help explain visual concepts. In the Program Facilities table below are listed some rooms that utilize computers as part of curriculum assessment.  I-116 SCC in not equipped with computers. Ideally all rooms would be equipped with computers 
· At present, we have insufficient classroom facilities.  Currently we are offering more sections than our designated Communication Design labs can accommodate.  We have to use classrooms and non-department computer labs to fulfill course offerings. The non-department labs lack needed resources such as color printers, electronic drawing tablets, and software. The general use classrooms do not have appropriate computer access or team discussion setups. For example, ARTV 1371 Storyboard and Concept Development, currently taught in I-116 SCC has no computers and should be in a class with computer facilities.
· The projectors used in the classrooms are not sufficient to show important concepts such as text quality and color representation in design projects.  This is a basic part of what we are lecturing about. The current projectors should be replaced with brighter LED projectors to better display visual nuances which are crucial in discussing any visual art form.
· SCC H-232 has limited Internet and interconnectivity issues.  Connecting to Canvas and transferring files from student workstations to the instructor are ongoing problems.
· There is a need for a dedicated Communication Design studio labs. These labs could be designed in conjunction with and used with other programs.  They would allow students to experience industry-standard workplace conditions.  



    The following labs would meet department demands.

At least 1 -2 Mac Communication Design studio labs
To meet current enrollment demands and meet course offering at least one Mac Communication Design lab is needed. To grow the department, two Communication Design Labs are needed. 
· 30’ x 30’ plus room
· 1 – Teacher station & content presentation
· Oversized work space to allow needed to organization of materials and allow one-on-one meeting with the students
· Mac Pro 
· 27” monitor
· Digital pen tablet (example Wacom)
· Video camera connected to computer to project desktop demonstrations
· Digital displays vs projectors
· Projectors are not able to fully render detail nor color necessary for instruction
· 18 – student workstations/studio tables
· Oversized workspace to allow students to work on assignments that require physical space. 
· Mac Pro 
· 27” monitor
· Digital pen tablet (example Wacom)
· Folding/Nesting Conference tables 
· Storage Room or Cabinet
· Bookshelves
· Black 8’ Bulletin Board
· Dry Erase Board



Design Studio Lab Area
Flexible space for instruction of storyboard courses, design fabrication and motion production. 
· 35’ x 40’ plus room
· 1 – Teacher station & content presentation
· Oversized work space to allow needed to organization of materials and allow one-on-one meeting with the students
· Mac Pro 
· 27” monitor
· Digital pen tablet (example Wacom)
· Video camera connected to computer to project desktop demonstrations
· Digital displays vs projectors
· Projectors are not able to fully render detail nor color necessary for instruction
· 18 - Folding/Nesting Worktables 
· Light table
· Spray booth
· Storage Room or Cabinet
· Bookshelves
· Black 8’ Bulletin Board
· Dry Erase Board



VR/Motion Capture/Video/Photo Studio
To support proposed VR Certificate
· 35' x 40' room
· Unfinished ceiling to allow lighting grid installation
· A wraparound Cyclorama along 3 walls (Cyclorama or "Cyc": a space with rounded corners between the floor and walls, allows for seamless backdrops for video and photography)
· Wall-mounted bracket to permit 9'-wide rolls of seamless paper to serve as backdrop. Paper rolls available in white, gray, black and other colors
· 2 free-standing light kits
· 2 computer workstations, desks, chairs
· Projector, screen
· Dedicated electric circuits

3D Fabrication/Maker Space
To support proposed 3D Printing Certificate
· 35' x 40' room
· 3-4 3D printers, different size capacities
· 3-4 3D milling devices, to be used with various materials (metals, wood, plastic)
· 2-3 3D scanning/capture devices
· Instructor/lecture computer workstation, projector, screen
· 6-8 computer workstations, modular furniture, chairs
· Work tables for preparation, finishing, assembling
· Closet/Materials storage
· Storage cabinets
· Dry Erase board
· Dedicated electric circuits
Program Facilities 
	Room/Office Location and Designation
	Size
	Type
	Special Characteristics
(i.e. permanent like ventilator hood)
	Meets
current
needs: 
Y or N
	Will meet needs for next five years: 
Y or N
	Describe additional needs for any “N” answer in 
columns 5 or 6.

	K-122 SCC Classroom
	30’X27’
	Computer
	19 Computers, 3 Printers and 1 Scanner
	Y
	N
	Replacement of computers, printers and scanners due to use and technology changes.

	K-130 SCC Classroom
	33’X27’
	Computer
	19 Computers, 2 Printers and1 Scanner
	Y
	N
	Replacement of computers, printers and scanners due to use and technology changes.

	K-129 SCC Classroom
	25’X25’
	Computer
	18 Computers, 1 Printer and 1 Scanner
	Y
	N
	Replacement of computers, printers and scanners due to use and technology changes.

	H-232 SCC Classroom
	33’X27’
	Computer
	19 Computers, 2 Printers and 1 Scanner
	Y
	N
	Replacement of computers, printers and scanners due to use and technology changes.

	I-116 SCC Classroom
	30’X27’
	Lecture
	Work Tables
	N
	N
	Need some computer access in addition to conventional means of drawing and designing.

	L-205 PRC Classroom
	30’X27’
	Computer
	18 Computers, 2 Printers and 1 Scanner
	Y
	N
	Replacement of computers, printers and scanners due to use and technology changes.

	LA-237 CPC Classroom
	27’X27’
	Computer
	18 Computers, 2 Printers and 1 Scanner
	Y
	N
	Replacement of computers, printers and scanners due to use and technology changes.





Program Equipment, Maintenance/Repairs - List all equipment required by the program that you do not consider supplies
	Current
Equipment Item or Budget Amount
	Meets
current
needs:
Y or N
	Will meet needs
for next five
years: 
Y or N
	For any no in columns 2 or 3,
justify needed equipment or budget change

	3 Digital Nikon SLR Cameras
	Y
	N
	Changing Technology, Functionality and wear.

	8 Intuos Small Pen Tablets + Pens
	N
	N
	Changing Technology, Functionality and wear.

	6 Intuos3 Graphics Tablets 8X6 + Pens
	N
	N
	Changing Technology, Functionality and wear.

	2 Arri Light Kits
	Y
	N
	Changing Technology, Functionality and wear.

	3 Lowell Light Kits
	Y
	N
	Changing Technology, Functionality and wear.

	2 Portable Wireless Receiver
	Y
	N
	Changing Technology, Functionality and wear.

	6 Tripods Manfrotto
	Y
	N
	Changing Technology, Functionality and wear.

	2 Video Cameras Go Pro Hero 3
	Y
	N
	Changing Technology, Functionality and wear.

	7 Video Cameras Canon XA10
	Y
	N
	Changing Technology, Functionality and wear.

	2 Video Cameras Canon XA20
	Y
	N
	Changing Technology, Functionality and wear.

	1 Handy Recorder Zoom
	Y
	N
	Changing Technology, Functionality and wear.

	3 Projectors Hitachi
	N
	N
	Changing Technology, Functionality and wear.

	14 LED Light Pad Huion
	Y
	N
	Changing Technology, Functionality and wear.





Financial Resources
	Source of Funds
(i.e. college budget, grant, etc.)
	Meets
current
needs:
Y or N
	Will meet needs
for next five
years:
Y or N
	For any no in columns 2 or 3, explain why
	For any no in columns 2 or 3, identify expected source of additional funds

	Department budget
	No
	No
	Increasing enrollment, current lack of appropriate instructional space. Ongoing need for technology upgrades to be current with industry standards in the field.
	The source of funds will be up to the Dean, Provost and Administrators per their decision- making process.

	
	
	
	
	













Section III.  Continuous Improvement Plan (CIP)
10. GIVEN OUR PRESENT STATUS, HOW DO WE INTEND TO CHANGE IN WAYS THAT HELP US ADVANCE?  
Based on the information, analysis, and discussion that have been presented up to this point, summarize the strengths and weaknesses of this program.  There should be no surprise issues here!  This response should be based on information from prior sections of this document.  Describe specific actions the faculty intends to take to capitalize on the strengths, mitigate the weaknesses, and improve student success.

Our Strengths

· Full-time faculty have decades of combined teaching experience in addition to collective industry experience.
· Associate faculty are drawn from local industry who bring current knowledge and practice into the classroom.
· The department offers a strong curriculum that is paralleled only by one other area community college program (Richland) and offers comparable technical and creative skill development to UTD's BA. The program curriculum has been refined through two decades of evolution informed by our industry advisory committee, faculty professional development and industry partnerships.
· Completion statistics well exceed THECB minimum requirements: 104 total degrees and certificates, FY2013-2017.
· Unduplicated enrollment has increased from 197 to 391, FY2013-2017.
· We have transitioned to a 60 credit hour AAS from the previous 72 credit hour curriculum as mandated by the THECB. To maintain advanced skill development options, we have introduced the Enhanced Skills Certificate which offers students an additional 12 credit hours of upper level courses with elective choices.

Our Weaknesses

· Course schedules are generally effective in allowing students to proceed through the curriculum but we are working to minimize bottlenecks where they are identified to offer more sections or add courses in semesters where they haven't been offered.
· Student declaration of their major. We are working to make students aware of the importance of this in our early courses.
· Facilities, equipment and software are critical to our students' success. We need additional instructional space. At the current time our lab computer hardware is adequate in the labs that are equipped with computers. Due to an expansion in the total number of class sections offered over the time of this review, we are utilizing classrooms that are not equipped with computers. The ARTV 1371 Storyboard & Concept Development course is taught exclusively in classrooms which do not have computers. This situation was acceptable in the past but now is not serving the needs of the curriculum. Although this course emphasizes traditional hand skills in drawing along with media concept development, the need for computers to execute electronic media for presentation of storyboards (2D animatics) has become necessary. Software tools specifically designed for this type of work which have not been readily available are now widely available. In addition, the computer labs we do utilize include labs that are shared with academic programs outside of our own which means the lab configuration is not optimized for our curriculum.
· The associate faculty to full-time faculty ratio is currently 1.42:1 (53 class sections). Accounting for 7 class sections which are taught by full-time faculty as cross-listed courses, the ratio is 1.3:1 (46 class sections). This is based on spring 2018 classes taught throughout the Communication Design department's programs. This has been affected recently by the resignation of a full-time faculty member at the end of fall 2017. There are currently 5 full-time faculty members.



11.  HOW WILL WE EVALUATE OUR SUCCESS? 
Complete the Continuous Improvement Plan (CIP) tables that follow.

CIP Outcomes, Measures & Targets Table
	A. Outcomes(s)
Results expected in this department/program
	B. Measure(s)
The instrument or process used to measure results
	C. Target(s)
The level of success expected

	5. Demonstrate effective concept development for the execution of professional media

	33% - Effective character sheets for animation character designs.
33% - Effective environmental concept art to establish the “look and feel” of a production.
33% - Effective storyboard development to plan a narrative storyline as executed in final media.
TOTAL – 100%
	Passing > 75% - Evaluated by the instructor based professional practices and standards

	6. Demonstrate effective communication skills in the execution of professional media.

	33% - Effective communication with clients, co-workers and supervisors.
33% - Does the finished work communicate effectively with the target audience? (i.e. client intent, target and audience needs).
33% - Presents portfolio work effectively.
TOTAL – 100%
	Passing > 75% - Evaluated by the instructor based professional practices and standards

	7. Demonstrate proficiency in design principles in the execution of professional media.

	20% - Form
20% - Color
20% - Lighting
20% - Movement
20% - Composition
TOTAL – 100%
	Passing > 75% - Evaluated by the instructor based professional practices and standards

	8. Demonstrate effective project management in the execution of professional media.
	33% - Effective time management, overall.
33% - Client proofing cycles delivered in a timely manner.
33% - All stages of production coordinated to avoid bottlenecks.
TOTAL – 100%
	Passing > 75% - Evaluated by the instructor based professional practices and standards





Implementation of the action plan laid out in the CIP Cycle 1 Table will begin during the next academic year.
CIP Cycle 1 Table
	 Outcomes
(From Outcomes, Measures & Targets Table)


Results expected in this program/department
	 Action Plan
(Review Cycle Year 5)
Based on analysis, identify action(s) to be taken to accomplish outcome.
	 Implement Action Plan
(Review Cycle Year 1)

Implement action plan and collect data.
	Results Summary
(Review Cycle Year 2)


Summarize collected data.
	Findings
(Review Cycle Year 2)

What does data say about outcome(s)?

	Demonstrate effective project management in the execution of professional media.
	Outcome 4, project management has been targeted to improve the consistency, quality, and presentation standards of student portfolios going forward. To further this goal, we propose a curricular change involving an adjustment to the course sequence for ARTV2355 and ARTV2351. Currently, ARTV2351 is a prerequisite for ARTV2355. The new sequence would make ARTV2355 the prerequisite for ARTV2351.
	2013-2014 ARTV2335 student performance:

1 - 84%
2 - 45%
3 - 0%
4 - 100%
5 - 68%
6 - 98.7%
7 - 100%
8 - 93.3%
9 - 91.7%
10 - 75%
	After implementation of the curriculum sequence change outlined in the Action Plan, it was observed that the course offering frequency created a bottleneck whereby students sometimes had to wait a year to take the GAME2325 prerequisite (previously ARTV2355) if the class did not make in either the fall or spring semester. The offering frequency is affected by the number of students continuing on to higher level courses in the program. After faculty discussed the most critical student learning outcomes involved in these courses, we decided it would best serve the students to allow them to take ARTV2351 or GAME2325, whichever course was available, in the next semester. The prerequisite for both courses was changed to ARTV1341 so that students were eligible to take either course next.

Also, during this time a major curriculum revision was made to conform with the THECB's mandate that AAS programs be capped at 60 credit hours (vs. the previous 72 credit hours). This required difficult decisions in removing 12 credit hours of upper level course requirements. There were two important outcomes of this change: 1) Due to the lower credit hour requirement, more students began to finish the program earlier; 2) Effective in fall 2016, we created the Enhanced Skills Certificate (ESC) in Advanced Animation & Game Art Production which allowed students to take additional course work to further improve their skills. 

	The data analyzed here was pulled from the ARTV2335 Portfolio/Capstone course.

Student data shows a success rate of 75.6% for 10 students. This includes 2 failing grades. The failing grades appear to be anomalies due to both students choosing to pursue different career paths during their final semester. They each stated as much when asked about the quality of their work in the capstone course.

With these exceptions, 7 students performed within a range of 75% - 100% and one had a final grade of 68%, below the passing target.

With respect to the outcome specified here, 7 of 10 students performed at or exceeding the 75% target.

	
	
	
	
	

	
	
	
	
	

	
	
	
	
	

	
	
	
	
	

	

	
	
	
	






Development of a CIP Cycle 2 action plan in the following table will occur at the end of the CIP Cycle 1 and implantation will begin during the third year of the program review cycle.
CIP Cycle 2 Table
	 Outcomes
(May come from CIP Cycle 1 Table or from the Outcomes, Measures & Targets Table if it includes any expected outcomes that were not address during CIP Cycle 1)
Results expected in this program/department
	 Adapt Action Plan
(Review Cycle Year 2)
Based on analysis, identify new action(s) or adapt prior actions to accomplish outcome.
	Implement Action Plan
(Review Cycle Year 3)


Implement new or adapted action plan and collect data
	Results Summary
(Review cycle Year 4)



Summarize collected data.
	Findings
(Review Cycle Year 4)


What does data say about outcome?

	Demonstrate effective project management in the execution of professional media.
	We implemented the prerequisite change for ARTV2351 and GAME2325, both requiring ARTV1341 as a prerequisite rather than GAME2325 being a prerequisite for ARTV2351.

Also, the 60 credit hour AAS was initiated in fall 2015, effectively allowing students to complete their degree more quickly. In tandem with the revised program curriculum, one specific course, ARTV1371 Storyboard and Concept Development, was created as a local need course. It addresses important art foundation skills taught by the previously required ARTS1316 Drawing I class (dropped due to the 60 hour maximum) as well as media concept development in the previous ARTV1211 Storyboard course. There was no 3 credit hour version of ARTV1311 available in WECM. We believe that the additional contact hours are critical to student success.

Further, ARTV2335 Portfolio/Capstone students have requirements at the beginning of the semester to set their portfolio goals and a 16-week production schedule to accomplish those goals.
	2015-2016 ARTV2335 student performance:

1 - 85%
2 - 95.3%
3 - 32%
4 - 96.7%
5 - 90%
6 - 92%
7 - 97.3%
8 - 75%
9 - 76%
10 - 90%
11 - 76%
12 - 100%
13 - 100%
14 - 78%
15 - 100%
16 - 25%
	We continue to see student program completion and success rates at 75% or above for the majority of students completing the ARTV2335 Portfolio/Capstone course. The project management outcome results are good but warrant continuing emphasis through instruction.

We are seeing a higher overall number of students completing the program due to the 60 credit hour AAS change.

Going forward, we will integrate an analysis of program outcome #1, concept development and #3 proficiency in design.

Concerning curricular flow through the program, FLMC1301 History of Animation has been identified as a bottleneck preventing students from completing all necessary first year/first semester course work before proceeding to upper level courses. We will work to increase the number of sections offered.
	The data analyzed here was pulled from the ARTV2335 Portfolio/Capstone course.

Student success was at 81.8% for 16 students during this review cycle. There were 2 failing grades in this group. The 14 remaining students had a success rate of 75 - 100%.

Student performance on the project management outcome has been good overall although it merits further attention.
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12.  HOW DO OUR IMPROVEMENT PLANS IMPACT THE PROGRAM BUDGET?
A.  What additional funding beyond the program’s base budget is needed to implement your Continuous Improvement Plan? 
In addition to full-time faculty, the Communication Design department and the Animation & Game Art program needs funding for additional classroom facilities, computer hardware, technology related to program curriculum (video cameras, graphics tablets, projection and display equipment) and software as well as proper classroom furnishing and display boards for posting student work on paper. We plan to work with our Associate Dean and Academic Dean to acquire the needed funds and facility expansion.

B. With these additional funds, please explain how funds will be used to improve student learning or other program outcomes. 
We have seen a healthy increase in program enrollment but funds are needed for facility expansion and updates in order to address the higher numbers of students. Our completion rate is good, exceeding the minimum requirements significantly. But we may be at a plateau here due to space limitations. In addition to the existing program, we are charged with developing new programs to address evolving needs in the industry. That cannot happen without an expansion of available resources.
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Grade Distribution FY2012-2016

A B C D P F w Completion Success
ARTC1325
44.4%  16.9%  9.5% 3.1% 0.0% 18.7%  7.4% 92.6%  70.8%
ARTC1305
38.3% 24.9% 10.1% 3.4% 0.0% 15.4%  7.7% 92.3%  73.4%
ARTV1211
44.3% 25.2% 6.9% 4.4% 0.0% 11.5% 7.8% 92.2% 76.4%
ARTV1345
44.7%  26.8%  5.9% 1.8% 0.0% 14.1%  6.8% 93.2%  77.4%
ARTV1341
354%  25.7% 8.3% 1.4% 0.0% 20.8% 8.3% 91.7%  69.4%
ARTV1371
40.6%  24.2%  10.3% 5.5% 0.0% 13.3%  6.1% 93.9%  75.2%
ARTV2335
73.8%  9.2% 6.2% 3.1% 0.0% 6.2% 1.5% 98.5%  89.2%
ARTV2345
36.6% 35.2% 11.7% 0.7% 0.0% 10.3%  5.5% 94.5%  83.4%
ARTV2351
61.2% 163% 163%  0.0% 0.0% 6.1% 0.0% 100.0% 93.9%
ARTV2371
78.0% 17.1%  2.4% 0.0% 0.0% 2.4% 0.0% 100.0% 97.6%
FLMC1301
39.0% 37.9% 7.1% 1.1% 0.0% 7.7% 7.1% 92.9%  84.1%
FLMC1331
69.5%  8.0% 5.3% 0.5% 0.0% 10.2%  6.4% 93.6%  82.9%
FLMC2331
75.6%  6.7% 6.7% 2.2% 0.0% 6.7% 2.2% 97.8%  88.9%
GAME1303
63.9% 9.7% 9.0% 1.3% 0.0% 12.9%  3.2% 96.8%  82.6%
GAME2325
82.4% 11.8% 0.0% 0.0% 0.0% 2.0% 3.9% 96.1%  94.1%
GAME2359

95.9%  0.0% 0.0% 0.0% 0.0% 4.1% 0.0% 100.0% 95.9%
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