


New Program Proposal

NOTE: This form should be used for new minors, or new concentrations to existing degrees.  For new majors/degrees, complete the HECC new program proposal form as well as this form.  

New Program name: Minor in Esports Management (university-wide)
CIP Code: (Classification of Instructional Program): 50.1001

Impact statement:

1.  What is the expected effect of this program on existing courses (both within your department/program or elsewhere in the SOU curriculum)?  

The expected effects are minimal when compared to other programs. Because we will be drawing on pre-existent courses almost entirely, (aside from three ESM related courses being proposed that are a-specific to the minor itself), the effects would include growth for other programs/courses should this minor take off; which it Is expected to do. Of the three courses proposed, two will be required (ESM300 and ESM 301) for the minor core itself, which suggests that they need to be offered regularly.

2. Will any prerequisites or other course requirements affect other departments/programs? 

No. No prerequisites are required for ESM300 or ESM 301 or ESM 399 to allow for maximum flexibility.  

If so, the relevant chairs or program directors should be notified to determine if those departments/programs have sufficient capacity to meet these requirements.  Please document your research into this possible impact.
n/a

3. Program Resource evaluation:

a. Faculty:  Cite faculty availability or needs and impact on other teaching obligations.  If additional faculty teaching hours are needed, how will that need be met?

Jeremy L. Carlton, PhD Candidate, from the SOU Business program, will be teaching the core courses. Other interested faculty who have an affinity for gaming and appropriate professional preparation will be recruited as the program is implemented. For Jeremy, teaching two Esports Management courses each year will impact his ELU teaching load within the SOU-BCE for the time being.



b. Facilities: Cite any additional need for classrooms, equipment or laboratory space and how that need will be met.

No additional sites needed. The plan is to teach the Esports Management related courses in Central Hall or Taylor Hall for the time being. There also will also be opportunities to use the new Esports Lab in the Lithia Pavilion building as the course content warrants.

c. Library: Are Hannon Library resources sufficient to meet the needs of this program?  (Check with the library staff and attach a copy of their report.)

The Hannon Library’s Resources with respect to Esports are more than sufficient per their robust database[s], in addition to the ability to locate resources within the interlibrary loan system. See attached.

d. Other:  Are any other resources needed to support this program?  If so, please document them and explain how they will be obtained.

None. 

4. Catalog copy for the new program, including requirements and electives.

The eSports Management minor is an interdisciplinary, stand-alone, minor that will serve to meet a growing demand for eSports industry leaders. The minor will consist of two core courses that are directly tied to eSports Management (e.g. Intro. to eSports Management and Contemporary & Ethical Issues in eSports) as well as four other required courses from other programs. A total of seven courses (28 hours) will satisfy the minor requirement[s]. Tentatively, the courses are as follows:

REQUIRED CORE (8 hours):

*ESM 300 - Introduction to Esports Management (4 credits)
	ESM 300 – This course introduces students to the Esports industry and its respective history as a whole. The course will also consider how one might create and promote value within its infancy. This course will also tease out, at length, the turbulent nature of Esports as a young, varied, and growing industry. Lastly, this course will explore various models of event management, marketing, and innovation.
*ESM 301 - Contemporary & Ethical Issues in Esports (4 credits)
	ESM 301 – This course explores both contemporary and ethical issues relating, specifically, to gaming and the Esports industry as a whole. Through careful consideration, students will pour over case studies and articles that pertain to issues surrounding health, exploit, oppression, and representation. It is the aim of this course to encourage students to think both opportunistically and equitably about Esports as a field.

ELECTIVE LISTING (20 hours required to complete minor; minimum of 12 upper division):

*ESM 399 – Special Studies: Esports Seminar Course (4 credits)
eSports Seminar: Special Topic TBD.  Repeatable for up to 8 credits.
[bookmark: _GoBack]BA 330 – Principles of Marketing (4 credits)
Introduces the establishment of a specific target market and the subsequent development of a product or service, pricing strategies, promotional strategies, and channels of distribution designed to satisfy the needs of the market. Prerequisite(s): Sophomore standing or above.
BA 374 – Principles of Management (4 credits)
Provides an introductory survey of management principles. Students develop an understanding of all managerial types: domestic and international, public and private, small and large. Applies a systems approach to the managerial functions of planning, leading, organizing, controlling, and staffing. Prerequisite(s): Sophomore standing or above. 
BA 410 – Event, Meeting and Management (4 credits)
Select to introduce students to a more specialized area of study focusing on events, meetings, conventions and exhibition planning. In-depth analysis of convention and exhibition planning will students an understanding of managerial strategies while embracing a functional and operational context which is transferable to every sector of the hospitality industry. 
COMM 200 – Communication Across Cultures (4 credits)
Provides an introduction to cultural and intercultural communication. Students are exposed to a variety of ways in which cultures and communication intersect through readings, lectures, and guest speakers from the multicultural community. Approved for University Studies (Explorations Strand E--Humanities).
COMM 203 – Media Literacy (4 credits)
Students will learn to analyze messages conveyed by the media in daily life; understand the influence of media in their professional, political and social lives; participate in the use and creation of media in democratic, ethical and socially responsible ways; understand how people from diverse cultures might interpret and process media in distinct ways. Approved for University Studies Explorations (Strand E – Humanities).
COMM 327 – Creative Careers Bootcamp
Connects students with dynamic and innovative creative employers such as marketing agencies, tech startups and new media content producers and publishers.  Students visit innovative workplaces, learn about actual professional roles in creative industries, work on personal networking skills, and develop professional resumes and portfolios.
COMM 424 – Creative Entrepreneurship (4 credits)
Students use the Lean Startup model of entrepreneurship to develop a value hypothesis, conduct customer development interviews, and build a minimum viable product (prototype) to test the student’s business model.  While the class is aimed at artists and media makers, students are welcome to apply entrepreneurial thinking to pursue any enterprise that interests them.  The course also addresses intellectual property protection, crowdfunding, and social media marketing.
EMDA 201 – Emerging Media and Digital Arts I (2 credits)
Lectures focus on the fundamentals of visual narrative, design, and critical thinking about the creation of visuals in a digital age. EMDA 201 serves as a prerequisite or recommended course for several upper division classes in art, applied multimedia, computer science, photojournalism, and video production. (Core requisite[s]: EMDA 201R)
EMDA 201R - Emerging Media and Digital Arts I Recitation (2 credits)
Students complete a series of projects combining contemporary techniques in digital photography, graphic design, and illustration. (Core requisite[s]: EMDA 201)
EMDA 202 - Emerging Media and Digital Arts II (2 credits)
Focuses on the development of time-based media, including digital video and audio production. Serves as a prerequisite or recommendation course for several upper division courses in art, applied multimedia, computer science, photojournalism, and video production. (Core requisite[s]: EMDA 202R)
EMDA 202R Emerging Media and Digital Arts II (2 credits)
Students complete a series of projects exploring techniques in digital video, audio production, and digital storytelling. (Core requisite[s]: EMDA 202)
EMDA 203 – Digital Interactive Foundations (2 credits)
Focuses on the development and applications of web-based media, including Web site design, Flash animation, as well as the integration of other media such as digital photography, art, video, and audio for the Web. Serves as a prerequisite or recommended course for several upper division courses in art, photojournalism, and video production.  (Core requisite[s]: EMDA 203R)
EMDA 203R – Digital Interactive Foundations (2 credits)
Develop web-based media skills through hands-on learning. Projects include Web site design, Flash animation, multimedia design, streaming video and audio, and digital story boarding. Serves as a prerequisite or recommended course for several upper division courses in art, photojournalism, and video production. (Core requisite[s]: EMDA 203)
EMDA 410 - Cultures of Video Gaming: The Serious Business of Play
(4 credits)
Students explore video and computer games’ potential for aesthetic expression, cultural meaning, and collective action. In addition to research essays, students have the option of demonstrating their grasp of the course material through “critical making” projects they can add to their portfolios such as concept art, computer game design, or 3D modeling. Prerequisite(s): EMDA 202 or COMM 215 or EMDA 203 or EMDA 204 or EMDA 205. (Grade mode designated on a CRN basis each term. Students should consult current term schedule.)
PSY 317 – Personal and Social Adjustment (4 credits)
Studies the processes contributing to human adjustment. Explores such topics as identity, self-concept, self-control, social relationships, feelings, conflicts and anxiety, sex role image, love, death, and fulfillment of human potential. Examines the influence of these topics on interpersonal effectiveness and satisfaction with life. 
PSY 437 – Creative Thinking
Involves experiential exercises designed to give students an opportunity to learn and gain thinking skills. Topics and exercises cover the development and assessment of creativity; the roles of learning styles, communication, assumptions, inferences, and hypotheses in creativity; the impact of groups on creativity; and various strategies for enhancing creativity.  Approved for University Studies (Integration - Strand H). Prerequisite(s):  PSY 202. Junior standing or above.
PSY 472 – Sustainable Compassion (4 credits)
Our personal and professional lives demand endless care and compassion for those we serve. Yet we encounter inner psychological and structural barriers to compassion, including compassion fatigue, reductive biases, and aversion to suffering. This course will explore the theory and practice of Sustainable Compassion Training (SCT), which is a system of compassion and mindfulness meditation practices informed by neuroscience, social psychology, developmental psychology, cognitive psychology, and affective science. SCT draws on three modes of care receiving care, deep self-care, and extending care with the aim to realize more sustainable and inclusive compassion in our personal lives, our organizations, and our communities. Repeatable. Prerequisite(s): Junior standing or above.

*Designates new courses being offered at SOU



5. Please provide written verification of contact with the Chair of any other departments or programs affected by the new program.

a. School of Business
i. Elective courses approved by the Chair (Dr. Joan McBee) and various Business faculty on 2/21/20
b. Communication Dept.
i. Elective courses approved by the Chair (Dr. Alena Ruggerio) and participating Communication’s faculty on 3/3/20
c. Psychology Dept.
i. Elective courses approved by the Chair (Dr. Rachel Jochem) and participating Psychology faculty on 3/4/20
d. Emerging Media & Digital Arts Dept.
i. Elective courses approved by the Chair (Robin Strangfeld, MFA) and participating EMDA faculty on 3/27/20
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