
Modesto Junior College (MJC) Computer Graphics 

Career & Technical Education (CTE) Advisory Committee Meeting 

January 10, 2020 

5:30PM 

 

Attendees: 

• Kwei-Yu Chu, CG professor, MJC. Technical Communications Supervisor, Lawrence Livermore Lab. 

• Brian Sinclair, CG professor, MJC. 

• Veronica Chen. 3D Generalist, Lawrence Livermore National Lab. 

• Adam Connell. Game designer, Lawrence Livermore National Lab.  

• Sabrina Fletcher. Digital artist, Lawrence Livermore National Lab.  

• Ryan Goldsberry. Animator/Illustrator, Lawrence Livermore National Lab.  

• Jake Long. Visual effects artist, Lawrence Livermore National Lab.  

 

Meeting Minutes 

 

Introductions 

Each member in attendance gave a self-introduction. 

 

Overview of CTE program and purpose of the meeting 

Kwei-Yu reviewed the Carl Perkins Act and how funds for that support instructional programs and services for the 

success of students from special populations enrolled in CTE programs. 

 

Discussion of Current 3D Animation Series 

Kwei-Yu provided an overview of the 3D Graphics and Animation series, discussing how both classes take a generalist 

approach. CG 225 brings students through the 3D production pipeline and producing a short at the end of the semester. 

CG 226 takes students through the production pipeline again, exploring concepts in more depth with a focus on advanced 

modeling techniques, UV mapping, and advanced rigging techniques. 

 

The committee agreed that with two semesters to bring students up to speed in 3D, the generalist approach is effective. 

Also, teaching advanced concepts in CG226 that may be found in upper division classes is warranted to provide students 

with a foundation to be productive, especially if the AS degree would be their only training. 

 

Discussion of Game Development Courses 

Kwei-Yu described the 4 courses currently submitted for curriculum review: 

• CG271 – Fundamentals of Game Design 

• CG274 – 2D Game Development 

• CG278 – 3D Level Design 

• CG279 – 3D Game Development 

 

Adam and Ryan have a greater background with games and provided their opinions. They felt that CG271 focused on 

game theory and conceptual design was appropriate. Adam recommended the book The Art of Game Design: A Book of 

Lenses for the class. They felt that it was appropriate to have capstone game production classes, whether 2D or 3D. But if 

only one semester were available for the production class, then the level of detail expected in the games should be pared 

down significantly. Veronica noted that in one of her undergrad classes at UC Berkeley, students were tasked with 

producing an interactive game in one semester, and many were able to successfully complete the project. Another 



suggestion was that the game development classes could be expanded a two-semester series, with the first class setting up 

the framework for the game and the second class adding the details. But the committee agreed that a game production 

class is essential. With regards to the topic of remote learning, it was a consensus that in-person class interaction is 

superior to online and pointed out the importance of networking. 

 

It was then discussed what kinds of equipment they would recommend purchasing for the Gaming program. They 

suggested high-end graphics cards, Intuos Cintiq displays, VR headsets (HTC Vive), 3D game assets, and console 

development kits. 

 

Computer Graphics 202 Format Discussion 

The last topic of discussion focused on the content for CG202 – Intro to Computer Graphics. It was brought up that 

several of the instructors are using Bryce to teach the art concepts in the class. Unanimously, the committee felt that Bryce 

was an outdated program. Kwei-Yu described his course design for CG202, introducing students to image manipulation 

with Photoshop, video editing and compositing with AfterEffects, and 3D animation with Maya, and the committee 

agreed with this approach. Brian stated that some of the adjunct instructors would not be receptive to learning Maya, and 

it would be a challenge to have all the instructors adopt this format. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 


