










































Revised 8.28.2023 

Area of Focus Discussion Template  
INNOVATIVE SCHEDULING  

Innovative Scheduling embraces mapping, scheduling, and student outcomes. This focus 
includes a review of modalities, times, days, and sequence of courses. It supports areas of 
interest. It is based on student success, retention, and completion/graduation data. Sample 
activities include the following:

Possible topics:  
Review scheduling matrices – program map alignment, successes, and 
challenges.  
Collaborate with guided pathways success teams to assess scheduling conflicts 
and bottlenecks within and across disciplines that impact student completion.
Assess mix of teaching modalities – mornings-afternoons-evenings; weekends; 
face-to-face, hybrid, and distance learning. NOTE: Hybrid is the combined use of 
various teaching modalities.  

 Address scheduling conflicts or dependencies across disciplines or general 
education areas.  

 Student access – cultivate majors, support cohorts and interdisciplinary 
connections.  

 Review units and time to course and program completion.

1. What data were analyzed and what were the main conclusions? 
 
Data reviewed and analyzed was: 

o Enrollment trends for courses: Art 115 / MMAC 115 / FILM 115 has been taught in 
combination with FILM 116 / MMAC 116 - these are the intro and intermediate levels of 
2D animation. In the fall and spring of this year each course had 14 students in the 
introductory class and 10 students in the intermediate class. For the 2025-26 semester, 
these courses have been separated so that just the introductory course will be offered 
in the summer and fall and then the hope is that there will be a separate offering of 115 
and 116 in the spring semester. By separating out these courses, students in the 
intermediate course will have more instruction in storyboarding and storytelling in the 
second course, enhancing their learning and ability to create portfolio-worthy work. In 
addition, by freeing up spaces in the intro courses, this enables approximately 20 more 
spots to be freed up for intro students to get those students in the pipeline to grow the 
program.

o Courses fulfill requirements in multiple programs such as film, graphic design, 
multimedia, and animation and game art. Schedules must work so that students can 
take courses on the program map for each of the areas without scheduling conflicts. As 
such, MMAC 126 / FILM 126 and MMAC 128 / FILM 128 have an adjusted schedule so 
that they no longer conflict with FILM 110 or FILM 111. 
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o Program Map for Animation & Game Art A.S. Revised: This revised program map puts 
Drawing 1 during the first semester (previously it was in semester 3) before Introduction 
to Animation (moved to semester 2), which should help students build skills and 
confidence in drawing before tackling 2D animation. This decision was supported by 
feedback from students as well as observation of student performance. An additional 
change to the program map was to move Life Drawing to semester 3 (up from semester 
4), so students building portfolios for schools such as SJSU or CalArts, can have figure 
drawing sketches for their portfolios in time for their applications. 

o Concurrent enrollment class at Santa Ynez High School is offered the same semester as 
MMAC 126/128. While this could potentially be seen as a conflict, I do not believe it 
affects enrollment because of the significant distance between the two campuses. 

o MMAC 112 - Responsive Web Design - This course is part of the Web Design Certificate 
of Achievement and has historically been low-enrolled. In order to encourage 
enrollment and completions in this program the modality has changed so that it will be 
offered online in the spring of 2026

o MMAC 131: 3D Character Creation - this course is being offered for the first time in the 
fall semester. The choice of time - Tu/Thu from 2:15pm to 5:05pm was chosen so that if 
high school or community students want to take the course after school they have that 
opportunity. 

o MMAC 117 / FILM 117 & MMAC 118 / FILM 118 - this course has been switched from 
an evening class to a morning class for the fall of 2025. The reasoning behind this was 
that primarily the Animation & Game Art courses are offered during the day, so having 
one so late at night was difficult for students to arrange transportation home. 
Additionally, this is one of the most difficult courses in the series of classes, and from an 
energy level, students were struggling with the late-night course. Finally, the course had 
previously been offered at night when part-time instructors were available, however 
now with a full-time instructor on campus, this course can be offered during the day. 
This does limit the offering of night classes however. In the future, I would like to look 
into online modalities or night course offering to students.  

o Units for programs: Currently the Animation & Game Art A.S. degree has a required 36 
units and the Multimedia A.S. has 37 units. When combined with the general education 
requirements, this is a significant number of units to complete in two years. There was 
also an additional course added to GE requirements. In the past students have 
transferred without achieving their A.S. degree and being just one or two classes short. 
In order to encourage completions in the future, when the programs are reviewed in the 
fall, I will attempt to lower the unit requirements to 33 and 34 units, respectively, to 
encourage course completions. 
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2. Based on the data analysis and looking through a lens of equity, what do you perceive 
as challenges with student success or access in your area of focus?

The biggest challenge to student success is success in individual courses which then 
affect degree completion rates. Continued support with technology with loaner laptops 
so students can work outside of the classroom is going to be critical to student success
in individual courses. Please see the main program review document to see the proposal 
for 12 to 24 replacement laptops to replace just a portion of the broken and missing 
laptops. Developing a sustainable plan for the replacement of these laptops as they age 
will be crucial to the equitable success in both the Multimedia and Animation & Game 
Art programs.  

3. What are your plans for change or innovation?  

Please see the changes implemented in the answer to question 1. 

4. How will you measure the results of your plans to determine if they are successful?
Validation for Program Planning Process: If you have chosen to do the Validation this year, 
please explain your process and the findings.

1. Program completions, consistent enrollment patterns, retention from fall to spring, 
transfer rates to programs, certificate completions.  

2. Who have you identified to validate your findings? Advisory Committee Members, 
related faculty, industry partners and higher education partners.

3. Are there specific recommendations regarding the core topic responses from the 
validation team? 

 

Based on the narratives for the prompts above, what are some program planning initiatives and 
resources needed for the upcoming years?  Use the tables below to fill in NEW resources and 
planning initiatives. This section is only used if there are new planning initiatives and resources 
requested that pertain to the Core Topic only.  

Please see the 2024-2025 program review document for all proposals.  
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Outstanding Articulation Requests: 2024-25 

SJSU

CSU San Jose Allan Hancock College 

ANI 41 - Introduction to 3D Modeling GRPH 130 - 3D Modeling for Production

ANI 61 - Introduction to 3D Animation MMAC 117 - 3D Computer Animation 1 
(Same as FILM 117)  

CSU Northridge: 
ART 210 – Animation and Immersive 
Technology  

MMAC 115 - Introduction to Animation 
(Same as ART 115 and FILM 115)  

CSU Long Beach:
ART 291 – Intro Studio: Animation  ART 115 - Introduction to Animation (Same 

as MMAC 115 and FILM 115)

CSU Long Beach: Design B.A.
DESN 156 – 3D Computer-Aided Design  GRPH 130 - 3D Modeling for Production 

UC Santa Cruz: Games & Playable Media
These have been rejected previously, so more work needs to be done here 
CMPM 25 – Introduction to 3D Modeling (5 
units)

GRPH 130 - 3D Modeling for Production

CMPM 26 – Introduction to 3D Animation (5 
units)   

FILM 117 - 3D Computer Animation 1 (Same 
as MMAC 117)

CMPM 80K – Foundations of Video Game 
Design (5 units)  

MMAC 114 - Game and App Design

CSU Fullerton B.F.A., Art – Entertainment Art/Animation Concentration  
CSU Fullerton  Allan Hancock College 



ART 253T – Principle of Animation MMAC 115 - Introduction to Animation 
(Same as ART 115 and FILM 115)  

ART 255 – Introduction to 3D Computer 
Animation  

MMAC 117 - 3D Computer Animation 1 
(Same as FILM 117)

ART 255A – Introduction to 3D Modeling  GRPH 130 - 3D Modeling for Production

ART 255B – Introduction to 3D Animation MMAC 117 - 3D Computer Animation 1 
(Same as FILM 117)

California State University, Fullerton (Continued) 
B.F.A., Art – Game Art & Animation & Immersive Media Concentration  

ART 253T – Principle of Animation  MMAC 115 - Introduction to Animation 
(Same as ART 115 and FILM 115)

ART 255 – Introduction to 3D Computer 
Animation   

MMAC 117 - 3D Computer Animation 1 
(Same as FILM 117)

ART 255A – Introduction to 3D Modeling GRPH 130 - 3D Modeling for Production  

ART 255B – Introduction to 3D Animation  MMAC 117 - 3D Computer Animation 1 
(Same as FILM 117)

California State University, Fullerton (Continued) 

B.F.A., Art – Graphic & Interactive Design Concentration (same, just different 
concentration) 

ART 253T – Principle of Animation  MMAC 115 - Introduction to Animation 
(Same as ART 115 and FILM 115)

ART 255 – Introduction to 3D Computer 
Animation   

MMAC 117 - 3D Computer Animation 1 
(Same as FILM 117)

ART 255A – Introduction to 3D Modeling GRPH 130 - 3D Modeling for Production  

ART 255B – Introduction to 3D Animation  MMAC 117 - 3D Computer Animation 1 
(Same as FILM 117)   

California State University, Fullerton (Continued) 
B.F.A., Art – Creative Photography & Experimental Media



ART 253T – Principle of Animation MMAC 115 - Introduction to Animation 
(Same as ART 115 and FILM 115)

ART 255 – Introduction to 3D Computer 
Animation   

MMAC 117 - 3D Computer Animation 1 
(Same as FILM 117)

ART 255A – Introduction to 3D Modeling GRPH 130 - 3D Modeling for Production  

ART 255B – Introduction to 3D Animation MMAC 117 - 3D Computer Animation 1 
(Same as FILM 117)

CSU Chico (I think these have been rejected before) 
CSU Chico  Allan Hancock College  

 

CAGD 230 – Digital Modeling   GRPH 130 - 3D Modeling for Production  

CAGD 270 – Level Design  MMAC 114 - Game and App Design  

CSU Chico 
B.S., Computer Animation and Game Development – Animation Production Option

CAGD 240 – Digital Animation  MMAC 115 - Introduction to Animation 
(Same as ART 115 and FILM 115)
















