
Modesto Junior College (MJC) Computer Graphics 
Career & Technical Education (CTE) Advisory Committee Meeting 

April 25, 2019 
 
Attendees: 

• Kwei-Yu Chu, CG professor, MJC. Technical Communications Supervisor, Lawrence Livermore Lab. 
• Brian Sinclair, CG professor, MJC. 
• Adam Connell. Animator, Lawrence Livermore National Lab 925-423-6499. Background game designer. 
• Ryan Goldsberry. Animator, Lawrence Livermore National Lab 925-424-5311. Background game animator. 
• Jake Long. Animator, Lawrence Livermore National Lab 925-422-0162. Background visual effects specialist. 

 
Meeting Minutes 
 
Introductions 
Each member in attendance introduced himself, discussing educational background and work experience 

 
Overview of CTE program and purpose of the meeting 
Kwei-Yu provided an overview of 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. 

 
MJC Computer Graphics Curriculum Overview 
From there, an open discussion of the current curriculum took place. 
 
The following suggestions were provided by the committee. They felt that having an beginning and advanced Photoshop 
class was appropriate and that there should be an advanced AfterEffects class, due to its relevance not only in motion 
graphics but also as part of the 3D production pipeline. They questioned if Dreamweaver was as prominent as it has been 
in the past for web design, thinking that there is more of an emphasis on UX/UI design and the implementation of already 
available tools for functionality. Upon followup discussion, they felt that Bryce is an obsolete tool to be teaching in the 
curriculum. 
 
In their own experiences, they felt that it was important to establish draftsman/drawing skills, an understanding of 
traditional art concepts, and problem solving skills. 
Discussion of Game Development Program 
Finally, the new game and interactive design program for Strong Workforce was discussed. The Unity game engine was 
the preferred engine over Unreal for teaching, due to its extensive support, easier learning curve, and recent advances to 
close the gap visually with Unreal. It was suggested that an Intro to Unity class could focus on scripting through code or 
node-based visual scripting. 
 
They suggested that the first two years of curriculum could be generalist in training, but the final project should be team-
based, forcing members of each team to take on specialized roles. They felt that a team-based approach better reflects the 
kinds of experiences one would be exposed to in the industry. These specializations would encompass programming, 3D 
art, and game level design. 
 
The committee provided the following schools with 4-year game or computer graphics programs to consider 
communicating with: BYU, CalArts, Ringling, SCAD, University of Utah, Animation Mentor (Animation). 


