how to get vv employees m.s degrees without paying full rpi tuition

1. a scholarship program cofunded by rpi and vv for outstanding workers at vv

2. vv workers get teaching assistantships or teaching fellowships that come with tuition credits.( perhspas instead of $$)

3. an honors section of the  capstone course program , entry  based on competition.  Students submit portfolios , eligibility determined by a committee of faculty and VV reps.

4. Industrial fellows senior members of the gaming community ( initially vv) would spend a semester conducting scholarly activities and faculty guided educational activities.  Fellows would be available to give colloq, workshops,  perhaps teach classes.  Fellows would be eligible to take one or two grad courses for credit.

5. how to equate industry experience with academic ‘terminal degree’ requirements

a. lead designer on game project is equivalent to a publication

b. what level of product responsibility is equivalent to a phd dissertation

affiliating with vv

I came away from the meeting very enthusiastic about the possiblities for linking with VV.   Jim did a great job of clearing away bureaucratic brush and his due diligence made it clear that the enterprise is feasible and identified some of the key steps..  I  thought about some of the chores that need to be attended to and I’m sending along my list to aid  the conversation.

1. My understanding is that if the best and brightest students can have  Game Dev I and II under their belts by the end of Junior Year that would make them available to work with VV.  What makes this tractable is that not every student has to meet this criterion , just the one’s who want to be eligible and are reasonable candidates.  How much curriculum modification is needed to make this happen?
2. Setting up a workshop on how to develop and maintain a portfolio of artwork, prototypes , or whatever is appropriate to the student’s  concentratin..   The VV people volunteered to present something along these lines.  I think this would be a good way to initiate new majors into the program with a voluntary workshop at the beginning  to launch their careers in an orderly way.  Starting off with a real introduction to portfolio building ( in it’s various forms depending on concentration) would set a tone for the program.  
3. establishing the ability of senior staff at VV to teach courses at RPI as appropriate.  There seems to be two parts to this.  First establishing a set of criteria that define the equivalent of a terminal degree. There are several people at VV who have the game world’s  credentials equivalent to a terminal degree.   Second these criteria and a process for their application need to be prepared as part of the overall package .

4. finding a reasonable way for selected VV staff to pursue a M.S. degree at RPI on reasonable terms.  This could be a challenge.  RPI has been pretty firm about charging full tuition to industrial clients and has lost industrial and foreign government contracts over the pricing policy.  We need to develop some ways to work around  this policy.  I can see two strategies, one involves setting up a scholarship program for industrial fellows who could pursue a masters program while participating in the games study programs mentor.  This would be suitable for  more senior folks.  For more junior folks setting up a program that combines part time teaching assistantships, research assistantships and  fellowships funded  by VV with tuition remission being rpi’s cost sharing.  This could be the nucleus of a professional M.S. program similar to what they do at CMU.
