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2026 Animation, Game Development and Visual Effects Tracks 
The 2D Animation track 
will focus on hand-drawn 
and puppet animation. 
Its primary focus is on 
the style of traditional 
and digital animation, 
both film and Television. 
The track will explore 
Traditional, Digital, and 
AI-driven tools and build 
digital and physical 
assets. Tools include: 
ToonBoom and 
hand-made assets. 

2D Animation 

The 3D Animation and 
Visual Effects will focus 
on 3D animation in the 
style of studios such as 
Disney, Pixar, and 
DreamWorks. Students 
may also export other 
studio styles, such as 
Industrial Light and 
Magic. The track will 
explore Traditional, 
Digital, and AI-driven 
tools, and build Digital 
and Physical assets. Tools 
include: Maya, ZBrush, 
and Houdini. 

3D Animation 
And Visual Effects 

The Game and XR track 
will focus on four major 
areas of Game 
development. Mobile 
games, AAA games, 
XR/VR/AR titles, and 
physical games such as 
board games. Styles 
range from 2D, 
uber-casual to high-end 
games. The track will 
explore Traditional, 
Digital, and AI-driven 
tools, and build Digital 
and Physical assets. Tools 
Include: Maya, Houdini, 
Unity, and Unreal. 

Game and XR 
Development 



�

2026 Animation, Game Development and Visual Effects Tracks 

� Discipline Core — 22 Credits 
DGM 1110 — Digital Media Essentials I 
DAGV 1200 — 3D Modeling Essentials 
DGM 3120G — Digital Media for Intercultural 
Communication (GI) 
DAGV 3470 — Animation Story Development (WE) 
DAGV 3480 — Writing for Technical Directors 
   (or DGM 3110) 

� Total Credits: 120 

˜ General Education — 30 Credits 
✏ Writing 
ENGL 1010 — Introduction to Academic Writing (or 
ENGL 1005) 
ENGL 2010 — Intermediate Academic Writing 

� Quantitative Literacy (Choose One) 
MAT 1030 / MAT 1035 — Quantitative Reasoning 
STAT 1040 / STAT 1045 — Statistics 
MATH 1050 / 1055 / 1090 — College Algebra

 American Institutions (Choose One) 
HIST 1700, HIST 1740 
HIST 2700 & 2710 
POLS 1000 or POLS 1100 

� Distribution Areas 
Biology 
Physical Science 
Humanities 
Fine Arts 
Social/Behavioral Science 
Personal, Professional, & Civic Growth 

DAGV 4900R — Senior Capstone 
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  2D Animation Track 
Focus: Hand-drawn animation, 
rigging, and storytelling 
Key Courses Include: 
2D Animation Essentials + Lab 
Visual Development 
2D Animation I 
2D Character Development 
2D Rigging I & II 
Storyboarding & Compositing 
Production I & II 
Advanced Technical Direction I & II 
Performance Animation 
� Includes 36 upper-division credits 
� + 20 advisor-approved electives 
(4 must be upper-division) 

2D Animation 

� 3D Animation & VFX Track 
Focus: Character animation, 
simulation, and flm production 
Key Courses Include: 
3D Animation Essentials 
Game Development Essentials 
Visual Development I & II 
3D Animation I–IV 
3D Character Development I & II 
3D Rigging I & II 
Visual Effects I & II 
Group Project + Portfolio 
Development 
� Includes 40 upper-division credits 
� + 14 advisor-approved electives 

3D Animation 
And Visual Effects 

� Game & XR Development 
Track 
Focus: Game design, real-time 
systems, and XR 
Key Courses Include: 
Game Development I–IV 
3D Character Development I & II 
Visual Development I & II 
Mixed Reality Experiences 
Game Engine & FX I & II 
3D Rigging I & II 
Group Project + Portfolio 
Development 
� Includes 40 upper-division credits 
� + 14 advisor-approved electives 

Game and XR 
Development 


