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SUMMARY 

Simon Fraser University is defined by its dynamic integration of innovative education, 
cutting-edge research and far-reaching community engagement. SFU was founded in 1965 
with a mission to bring an intradisciplinary approach to learning, embrace bold initiatives, 
and engage with communities near and far. Today SFU is consistently ranked amongst 
Canada’s top comprehensive universities and is one of the world’s leading teaching and 
research institutions. 

The School of Computing Science proposes the creation of a “Professional Visual Computing” 
program.  It will be a unique professional intradisciplinary program in visual computing conceived 
in close collaboration with leading industry partners and government organizations. Students will 
acquire the technical background knowledge and practical skills needed to meet the province’s 
growing demand for visual computing professionals. These skills include advanced topics such as 
deep learning, computer vision, and computer graphics, and they will be provided to the students 
through several meticulously developed technical and hands-on courses. SFU has a high-quality, 
diverse set of faculty members focused on visual computing that makes the program unique in 
Canada and BC.  

The program will align with and reinforce SFU’s strategic academic plans. Moreover, it reinforces 
the Province of British Columbia’s commitment to stimulate industry-focused programs that support 
high demand occupations in the province’s technology sector. The visual computing market was 
valued at US$14.812 billion in 2017 and is projected to expand at a compound annual growth rate 
of about 18% to reach almost US$40 billion by 20251,2. Visual computing related industry in Canada 
is also growing very fast and requires experts that can fulfill this need. In Vancouver alone, over 60 
studios make up the VFX and animation industry, making it the world’s largest cluster of domestic 
and foreign-owned studios3. There are several other areas and sectors that can benefit from our 
program including game companies, AR/VR, autonomous driving, modern agriculture, etc. As a 
result, we expect that our graduates will be hired by the industry very quickly and will become 
leaders in these areas benefiting Canada’s economy and society. 

                                                 
1 https://www.marketsandmarkets.com/Market-Reports/visual-computing-market-157021061.html 
2 https://www.marketwatch.com/press-release/visual-computing-market-2021-top-countries-data-with-
market-size-comprehensive-research-methodology-regional-study-and-business-operation-data-analysis-by-
2025-2021-06-09 
3 https://www.vancouvereconomic.com/vfx-animation/ 

https://www.marketsandmarkets.com/Market-Reports/visual-computing-market-157021061.html
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1) Proposed credential to be awarded 
Master of Science 
 

2) Location of program 

The Professional Visual Computing Program will be offered at SFU Burnaby. 

3) Academic unit(s) offering proposed program 

School of Computing Science in the Faculty of Applied Sciences 

4) Anticipated program start date 

January 1, 2023 

5) Anticipated completion time 

It is anticipated that the program will typically be completed in 4-5 terms (16 or 20 months). The 
duration depends on whether the students take a four or eight-month co-op / industrial internship 
placement during their study. 

6) Contact information 

Dr. Jiannan Wang, Associate Professor and Program Director, 778-782-4288, jnwang@sfu.ca 

Dr. Richard Zhang, Professor in Visual Computing, 778-782-6843, haoz@sfu.ca 

Dr. Ali Mahdavi Amiri, Assistant Professor of Professional Practice, 604-202-1156, 
amahdavi@sfu.ca 
 

PROGRAM DETAILS 

7) Aims, goals and/or objectives of the proposed program 

This program aims to address the talent gap in the area of visual computing and related information 
technology sectors. It trains experts and engineers in visual computing related fields (e.g., computer 
vision) who apply a deep knowledge of computer science to develop cutting-edge tools, stimulate 
product innovation, and explore new technology fronts in all commercial, engineering, and creative 
professions. Such a program is needed in the area of visual computing since a bachelor's degree is 
not sufficient to train students to become experts in this area. In fact, becoming an expert in visual 
computing requires highly technical knowledge in various aspects including computer vision, 
computer graphics, and deep learning for which a bachelor's degree in computer science or a related 
field is a pre-requisite.  
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In this program, students will be well-prepared to become software developers and architects in 
areas including computer graphics, computer vision, deep learning, image processing, AR/VR, and 
computer-aided design and manufacturing. The final goal of this program is to train technical leaders 
and experts in the rapidly growing area of visual computing that can help Canada’s economy. It is 
also expected to become the best and most specialized master’s program in the area of visual 
computing considering our outstanding faculty members that perform top-notch research and 
industrial collaborations in this field. The curriculum will focus on topics and practices that are in 
high demand and applicable in the industry (e.g., deep learning, computer vision) by offering 
relevant hands-on courses and mandatory internships.  

Visual computing is an intradisciplinary field of study and research with applications in many 
different areas including manufacturing, autonomous driving, gaming, etc. Our proposed graduate 
degree program promotes experiential learning through unique hands-on training in visual 
computing concepts, appropriate tools, and related applications. For this reason, the well-rounded 
curriculum focuses on visual computing skills such as computer graphics, computer vision, game 
programming, deep learning, etc. Additional elective courses in machine learning, natural language 
processing, computer animation, and geometric modeling further broaden the scope. Intensive lab 
courses built on practical aspects of visual computing are developed based on the topics needed in 
industry. Such topics have been collected in consultation with local and international companies 
such as Electronic Arts, Terramera, IBM, MetaOptima, etc. 

Technical training provided in classrooms and laboratories will also be paired with practical 
experience through an industrial internship or co-op program of at least four months, working with 
external partner organizations in industry, and government. This way, the program prepares 
graduates for working in a wide range of sectors in need of visual computing expertise and skills 
and expedites their absorption into the job market. Graduates from this program can expect to easily 
find well-paid jobs right now and even more so in the future. 

 

8) How does the proposed program fit within the mandate of the institution? 

The new program supports SFU’s mandate to integrate innovative education and cutting-edge 
research, especially in the area of visual computing for which our faculty has been highly awarded. 
The proposed visual computing program is a direct outcome of the Faculty of Applied Sciences 
(FAS) Academic Plan 2019-20244, which outlines expansion and diversification of professional 
graduate programs “which provides an increased range of opportunities for our students upon 
graduation.” Modern visual computing is also heavily involved with AI and machine learning related 

                                                 
4 https://www.sfu.ca/content/dam/sfu/vpacademic/files/vp_academic_docs/pdfs/AppliedSciences2019-
2024.pdf 
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topics such as deep learning in computer vision, autonomous driving, deep geometry processing, 
etc. As a result, our program is well aligned with FAS’ priorities.  

SFU visual computing research program and faculty ranks among the highest caliber programs and 
faculties in Canada and around the world. According to the global university ranking (CSRanking) 
in computer science, the School of Computing Science at Simon Fraser University is among the top 
15 schools in visual computing in terms of research. The School of Computing Science has more 
than ten faculty members who perform high quality visual computing related research and engage 
indirectly relevant industry collaborations.  

 
9) How does the proposed program support the current academic and strategic 

plan of the institution? 

This new program supports the challenges as identified in SFU’s Five-Year Academic Plan in the 
following ways5: 

• Student life, learning and success: our faculty and staff have extensive expertise in the area 
and will ensure students have the best possible learning experience. 

• Academic quality: because of our existing resources in visual computing, we will be able to 
offer exceptional education while also meeting diverse student needs.  

• Engagement: the size of the new program and the staff support we have available will allow 
us to engage with our students on a regular basis through personal advising, info sessions 
and events.  
By offering this new program we will also help solve a range of problems arising in industry 
and communities using knowledge in deep learning, machine learning and visual 
computing. 

• Bridging divides: this is supported by the involvement of other Faculties as instructors or 
member(s) in our steering committee. 

• Faculty and staff renewal: as previously mentioned, the School of Computing Science is 
home to excellent faculty and research in the area of visual computing which will ensure 
outstanding learning opportunities are available to our students. The School is also 
committed to hiring and training high quality personnel to support our program.   

• Creative technologies: the program also contributes to SFU’s strategic interest in 
capitalizing on opportunities and needs to advance innovation and exciting academic 
programming, especially in creative technologies with a special focus on professional 
degrees at the master’s level. 
 

10) Target Audience  

                                                 
5 Five-Year Academic Plan 2019-2024, Simon Fraser University, November 2018 [Online]. 
 

http://csrankings.org/#/fromyear/2007/toyear/2019/index?vision&graph&world
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The target audience consists of recent graduates and working professionals who hold a bachelor’s 
degree in computer science or a related field and wish to upgrade their education with a visual 
computing graduate degree. For some, the motivation might be a career change, while for others, 
especially those who are already working in a position that deals with computer graphics, computer 
vision, or human-computer interaction, it may be the prospect of a promotion or consideration for 
management opportunities down the road.  

As the program would be offered face-to-face, our target audience is looking for a typical university 
environment with its opportunities for thought exchange, extracurricular activities, and networking 
on campus, rather than a technical institute or an online program. 

 

11) Related programs in the institution or other British Columbia post-secondary 
institutions and outside of British Columbia  

There are no similar programs offered by Canadian institutions at the time of this writing. Programs 
that are somewhat similar are traditional research-based master's degrees allowing students to 
specialize in one of the various areas of computer science. However, we have not encountered any 
professional course-based master's programs that specifically focus on applied visual computing 
skills as our proposed master's program would. 

For example, SFU’s School of Interactive Arts and Technology (SIAT) offers a Master of Science 
wherein students learn about designing, making, and using human-centered technologies. However, 
our proposed program focuses on rigorous techniques and algorithms related to visual computing 
and trains engineers that will be experts in computer vision, computer graphics, image processing, 
and deep learning. These topics are completely different from the contents provided in SIAT’s 
program. In addition, the SIAT’s program is research-based requiring the completion of a thesis and 
does not cover the many other aspects that our proposed program would include such as the 
mandatory co-op that prepares students for the job market. 

The Master of Digital Media (CIP 50.0401) program co-offered by the University of British 
Columbia, Simon Fraser University, Emily Carr University of Art and Design, and the British 
Columbia Institute of Technology is slightly similar to our proposed program in terms of duration, 
and structure, but its content and target audience are totally different. While MDM focuses on 
training visual content designers, our program focuses on training engineers and experts that have 
backgrounds in mathematical concepts and algorithms related to visual computing, computer vision, 
computer graphics, machine learning, and deep learning. These topics are not covered in the MDM 
program as its focus is on social aspects of visual content. Therefore, the two programs are different 
in content, job markets, and audience. So, our proposed program would not be considered a 
duplication. We elaborate on the programs’ differences in the subsequent section.  

Northeastern program has a thesis-based program (Electrical and Computer Engineering with 
Concentration in Computer Vision, Machine Learning, and Algorithms) with similar courses. 
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However, Northeastern’s program is structurally quite different from our proposed program. First, 
Northeastern’s program is quite a bit longer in duration (by 8-16 months), it offers additional 
delivery modes (online and hybrid) and includes an optional co-op rather than a mandatory one. It 
also does not offer the two hands-on lab courses that we offer in our program to prepare students for 
applied industry related tools and concepts.  

 

12) What differentiates the proposed program from all other related programs in 
the province? 

There are no other similar master’s programs that deal with visual computing in the province or even 
in the country (yet). Although there are thesis-based master’s degrees allowing students to study 
under a visual computing research faculty, such programs typically differ from our proposed 
program in their nature and duration. These programs tend to be longer than our proposed program, 
and they focus on research skills, requiring students to complete a thesis or project subject to a 
formal examination by a supervisory committee. Such programs often serve to prepare students for 
research-focused careers or further study at the doctorate level. As such, they typically lack the 
applied lab work that our program would offer as well as the industry experience provided via the 
mandatory co-op / industrial internship. 

The Master of Digital Media (MDM) program mentioned in the previous section differs from our 
proposed program in multiple ways. Most notably, the MDM course content deals with social and 
creative aspects of digital media, for example the history of digital media and its role in society, 
visual storytelling, creative improvisation within a team environment, and principles of interactive 
game design. Its aim is to train students in the digital design process with a strong focus on project 
management competencies such as self-awareness, time management, communication and literacy 
skills, and teamwork. Our proposed program, on the other hand, deals with the mathematical and 
computational underpinnings of computer graphics, computer vision, animation, and other visual 
applications of computer science. Our program trains technical personnel in the acquisition, analysis, 
manipulation, and creation of 2D or 3D visual content. MDM graduates typically work in media 
management/director or designer/artist positions, whereas alumni of our proposed program would 
hold software development, computer engineering, and data analysis roles specializing in one of the 
many sub-disciplines within visual computing (e.g., computer vision, imaging sciences, virtual 
reality, computer-aided design and manufacturing, etc.). As mentioned in the support letter from 
David Fracchia (see Appendix 3), Professor of Professional Practice at the Centre for Digital Media, 
our proposed program differs significantly from the MDM, which is “multidisciplinary, with 
students whose undergraduate backgrounds include art, design, management, and software 
development, and is focused on developing essential communication, collaboration & leadership 
skills with an emphasis on experiential learning through project courses.” It is important to note that 
Fracchia’s letter was endorsed by the director of the MDM, who is the most instrumental member 
of the program’s leadership team. 
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13) An overview of the level of support and recognition from other post-
secondary institutions, and relevant regulatory or professional bodies  

There are many Canadian and foreign companies in Canada that are actively working on different 
branches of visual computing including computer vision, computer graphics, computational 
fabrication, and computer games. We have had discussions with several industry partners including 
Electronic Arts, Terramera, OneCup AI, and IBM among others, and we observed that all of them 
are keen to hire highly qualified personnel proficient in visual computing. Given the accelerated 
pace of this program, it is not designed as one for which there are many opportunities to transfer to 
other programs within the British Columbia post-secondary education system. However, students 
could request to have a limited number of graduate courses taken elsewhere to be considered 
regarding the unit requirements of the proposed degree (as is the case for other graduate programs). 

The Program will not require the approval of any external regulatory or professional bodies in the 
area of computer science to show the level of support and recognition for the program.  

To highlight the level of support and recognition from other post-secondary institutions, we have 
collected and included letters of support from well-known universities available in Appendix 3.   

 

14) What added value will the proposed program offer graduates in terms of 
employment opportunities?  

Students will benefit from a focused program on visual computing and take courses that are designed 
to train visual computing experts. Along with the high-quality visual computing courses that are 
available to all graduate students in the school, two six-unit lab courses are mandatory for students 
in this program that provide hands-on experiences on fundamental and state-of-the-art visual 
computing techniques. In addition, students in this program must take a four- or eight-month co-op 
/ industrial internship that gives them the opportunity to learn about the job market and work on 
problems that industries are trying to overcome. There are many large and small companies in BC 
that are trying to hire talent trained in the area of visual computing. These companies work on a 
variety of topics related to visual computing including AR/VR, agriculture, computer vision, 
autonomous driving, aviation, etc. Considering the strong collaboration of our faculty members with 
these industries, students can take advantage of this already built-up relationship and they can enter 
the market faster and more efficiently. Specifically, the program focuses on the application of deep 
learning in visual computing. Computer vision, computer graphics, and deep learning are sought-
after skills in the job market with a high average salary - our students will be well-trained in these 
areas (See Appendix 8). 
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15) Do potential employers require a degree for graduates to gain employment in 
the field?  

To become an expert in visual computing that can immediately contribute to the current challenges 
that industries are facing, a graduate degree that specifically trains students for visual computing is 
required. This is due to the fact that the topics and concepts of visual computing are highly technical 
and diverse, and these topics can only be communicated with students that already have a  
background in computer science or related fields. As a result, visual computing companies are 
mostly interested in hiring employees that are specifically trained in visual computing and hold a 
graduate degree. General software engineers are not qualified for visual computing markets as they 
don’t have enough knowledge with adequate depth and breadth in visual computing areas such as 
deep learning, natural language processing, computer vision, and computer graphics. We have 
attached three job postings from respectable companies located in Canada that explicitly need the 
expertise that we provide to the students (See Appendix 9). Also, having a master’s degree for these 
jobs is required.  
 

16) Potential areas/sectors of employment for graduates and/or opportunities for 
further study in the field 

All sectors related to computer vision, computer graphics, and machine learning can be targeted by 
our graduates. They can include game companies, companies dealing with visual tracking, 
autonomous driving, AR/VR, modern agriculture, autonomous driving, manufacturing software 
development, etc. In addition to visual computing specific jobs, students can be hired as software 
engineers and software developers as they have sufficient background knowledge in software 
engineering domains.  

17) Does the proposal lead to a specific occupation?  

Students can take jobs at various levels including but not limited to the following: 

Computer vision engineer/expert: who is responsible for employing state-of-the-art computer 
vision concepts and skills to apply to a variety of problems such as identification, segmentation, 
classification in different industries such as image editing and manipulation, autonomous driving, 
remote quality controls in mining and agriculture, remote sensing, etc. 

Computer graphics engineer: who is responsible for building graphics pipelines and employing 
relevant knowledge in 2D and 3D graphics to build software that can be used in a variety of 
industries such as animation, games, road design, simulation, etc. 

Rendering Engineer: who is responsible for building rendering engines that can be used in different 
industries such as gaming, simulation, visual effects and so on. Considering the huge market of 
visual effects and games in Vancouver and giant companies like Electronic Arts, there is a large 
market for game developers and rendering engineers in Vancouver. 
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Deep learning engineer: who is capable of employing the recent and advanced techniques in deep 
learning and can apply them to many different application areas including natural language 
processing, robotics, data analysis, etc. 

Software engineer: who can be hired in many different sectors including backend engineers, 
frontend engineer, full stack developers, etc. Considering the background of our students and the 
training that they will receive, they will be perfect candidates for general software engineering roles.  

We have attached three job postings from respectable companies located in Canada that explicitly 
need the expertise that we provide to the students (See Appendix 9). 

 

18) What labour market needs would the proposed program meet for the 
province? (Please include no more than 5 applicable National Occupational 
Classification (NOC) codes.) 

Job market analysis 

The visual computing market was valued at US$14.812 billion in 2017 and is projected to reach 
almost US$40 billion by 20256,7. Visual computing related industry in Canada is growing rapidly 
and requires experts that can fulfill this need. In Vancouver alone, over 60 studios make up the VFX 
and Animation industry, making it the world’s largest cluster of domestic and foreign-owned 
studios8. There are many other areas and sectors that need the expertise of the students that will be 
trained in our program including robotics, autonomous driving, modern agriculture, game 
companies, etc. In addition to all the giant companies such as Apple, Google, Nvidia, Amazon, and 
Microsoft 9￼, medium-size companies are heavily investing in visual computing (e.g., computer 
vision, AI, deep learning). Therefore, there will be even more demand for visual computing experts 
for the foreseeable future. 

Graduates from our program are classified as NOC: 2173 – software engineers and designers and 
also NOC: 2174 – Computer programmers and interactive media developers. Both categories are 
high-opportunity occupations in BC according to WorkBC statistics: 

 

 

                                                 
6 https://www.marketsandmarkets.com/Market-Reports/visual-computing-market-157021061.html 
7 https://www.marketwatch.com/press-release/visual-computing-market-2021-top-countries-data-with-
market-size-comprehensive-research-methodology-regional-study-and-business-operation-data-analysis-by-
2025-2021-06-09 
8 https://www.vancouvereconomic.com/vfx-animation/ 
9 https://www.forbes.com/sites/robtoews/2021/02/28/a-wave-of-billion-dollar-computer-vision-startups-is-
coming/?sh=1e1adc043f4c 

https://www.marketsandmarkets.com/Market-Reports/visual-computing-market-157021061.html


Master of Science 
Professional Visual Computing 

Full Program Proposal Page 11 

Table 1. B.C. Labour Market Outlook 2019 (this is the latest addition) 

NOC Employment 
2019 

Job 
Openings 
2019-2020 

Wage Rate 
Low 

Wage Rate 
Medium 

Wage Rate 
High 

2174 2,620 1,020 $19.00 $47.69 $64.78 

2173 11,060 4,480 $24.36 $38.46 $60.00 

https://www.workbc.ca/Labour-Market-Industry/Labour-Market-Outlook.aspx 

19) Plans for admissions and transfer within the British Columbia post-secondary
education system

Students within the BC post-secondary education system will be admissible to the Program 
provided they meet the admission requirements. Transfer into the Program will be more 
challenging due to the Program’s cohort nature and the two mandatory core lab courses, 
specializing on hands-on training across a range of fundamental visual computing skills. Transfer 
requests will thus have to be reviewed on a case-by-case basis in consultation with the Program 
Director and relevant faculty members. In all cases, students will need to apply for admission to 
the Program during the open admission period. Students who have previous graduate-level course 
credits not counted toward a prior credential and sufficiently similar to courses in the Program 
may receive specific transfer credit counting toward the Program. 

Program graduates may be accepted for graduate or professional school programs at other 
institutions, but the visual computing master’s degree is not intended as preparation for a doctoral 
degree or a research career. For most graduates, it will be the final degree leading to distinctively 
advanced professional opportunities. 

There are no regulatory professional bodies relevant to the Program. 

20) Enrolment Plan

The following projections focus on full-time students only as the program will not offer a part-
time option during this time period.  

For the first intake, we project to enroll about 35 students. Based on past trends in similar master’s 
programs in the Faculty of Applied Sciences, we anticipate increased interest, but we plan on 
keeping the admission numbers steady at about 35 per intake since it matches our delivery capacity. 
We will strictly follow and comply with SFU's EDI policies and procedures. 

https://www.workbc.ca/Labour-Market-Industry/Labour-Market-Outlook.aspx
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21) Delivery methods  

The Program will be delivered face-to-face. Students will complete at least 30 units of graduate 
work divided into three sections: 12 units of specialized hands-on lab courses, which comprise two 
courses with 6 units each; 12 units of required core courses; 3 units of electives; and 3 units for an 
industrial internship placement, typically working for at least four months with an industry partner 
in the visual computing sector anywhere in Canada. It will be delivered using a cohort model; this 
is required to manage the logistics around the highly specialized lab courses, which heavily rely on 
cutting-edge industrial-strength visual computing hardware-software environments. Further, it will 
streamline organizational efforts for placing student interns with industry partners, normally during 
summer terms, and for the fall terms for students who take an 8-month industrial internship. 

 

22) Eligibility for scholarships, awards, and financial aid 

Students are considered full-time and may apply for certain forms of external and internal 
support in the form of scholarships, awards, and financial aid as long as they meet all other 
eligibility criteria. Students will not be able to apply for scholarships and awards associated 
with internal funding.  

 

23) Does the proposed program offer an alternative exit, if appropriate?  

The proposed program does not offer an alternative exit to students who do not complete 
the program requirements. However, for a short-duration, course-based, industry-focused 
degree as this one, an alternative exit is not necessary, as individual courses carry 
considerable weight in industry. Students who successfully complete some, but not all 
courses can use the knowledge gained in those courses for professional advancement in the 
visual computing field in the same way that one might use stand-alone, domain-specific, 
technical certificates. 

 

24) Resources required and/or available to implement the program  

For this program, we have considered and allocated necessary personnel and equipment along with 
well-designed courses. The lab courses will focus on hands-on learning of various models, 
algorithms, and software. The labs themselves will be run by faculty members, professors of 
professional practice, and university research associates who are knowledgeable in the lab content. 
The students will receive considerable help from teaching assistants. The lab courses will be run in 
the Visual Computing Lab located in Blusson Hall at the SFU Burnaby campus. Since the lab 
courses provide the premium experience in this program, our plan is to continue to use this lab that 
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has recently acquired sophisticated, state-of-the-art computer hardware and software including 
GPUs that are essential for deep learning and visual computing projects. The lab is equipped with 
built-in projectors, several white boards, a shared area and other amenities that facilitate running 
lectures and fruitful discussions among students. Because of the extension plans of our programs, 
we are planning to add a third lab in order to avoid conflicts between programs. The new lab may 
be shared among the programs (see budget allocation). 

The lab is spacious enough to accommodate 36 students. Labs will be run by TAs and instructors 
following meticulously planned hands-on practices, exercises, and mini assignments. To fulfill the 
needs of advanced visual computing assignments and prepare high-quality and state-of-the-art 
teaching material, the lab is equipped with a set of hardware and software. For the labs' software and 
hardware requirements, we intend to use the following resources: 

• Premium workstations and displays available in the Visual Computing lab. 

• Educational Unity and Blender are installed on all the machines. These are software programs 
and development tools that are vastly used by industries such as gaming or animation. 

• Deep learning libraries such as Tensorflow, Keras, and PyTorch are provided. 

• Other necessary coding environments and libraries necessary for visual computing (e.g., Matlab, 
OpenCV, OpenGL, etc.) are provided. 

For the program, we will need 1 University Research Associate (URA) and 1 continuing faculty 
member to take charge of and teach each of the two lab courses and lecture courses, and also support 
developing employment opportunities for the students, and preparing them for their co-op / industrial 
internship placements (e.g., coaching them for technical interviews). 

The faculty members are needed to teach the lab courses. These are innovative lab courses, and the 
course development necessitates the creation of a series of programming assignments that will 
impart hands-on experiences in programming with the tools commonly used in their area of visual 
computing. Each of the 6-unit lab courses will require 12 hours per week for students (using the 
typical 0.5 unit per weekly lab hour). A faculty member will be assigned to each 6-unit lab course, 
where each section will have a maximum capacity of 36 students. There will also be substantial 
teaching assistant support in the labs to assist students with their assignments. 

Our new visual computing program together with the Professional Computer Science program 
would be supported by 1 Program Director, 1 Program Coordinator, 1 Program Assistant and 1 
Research Assistant (part-time). 1 additional Program Coordinator will be needed in the future. Cost 
for administration will be shared equally between all programs. 

To support the mandatory co-op or industrial internship component of the program, the School of 
Computing Science will be working with the FAS graduate co-op office. The co-op administration 
of 3 master programs will be supported by 1 Co-op Coordinator, 1 Co-op Career Advisor, and 1 Co-
op Program Assistant. The cost for this will be shared by all 3 programs but since the staffing 
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depends on the number of students enrolled in the program the cost is not shared equally. According 
to student numbers 60% of the co-op administration will be carried by the Professional Computing 
Program and 20% by each Professional Cybersecurity and Visual Computing. These co-op staff 
members will help the students prepare their applications, assist with the interview process, monitor 
the placements, deal with program marketing and opportunity development (in order to successfully 
place all students, the identification of over 100 possible positions is required).  

25) Program evaluation and academic/administrative oversight 

Academic and administrative oversight will be provided by the steering committee for the program. 
Currently, the steering committee consists of the program director (Dr. Jiannan Wang, Associate 
Professor), the computing science graduate program director (Dr. Jiangchuan Liu), the director of 
the School of Computing Science (Dr. Mohamed Hefeeda), three visual computing professors in the 
program (Dr. Richard Zhang, Dr. Angel Chang and Dr. Kangkang Yin) and one assistant professor 
of professional practice in the program (Dr. Ali Mahdavi Amiri). 
  
The program will be reviewed internally using the same mechanisms that are used to review the 
other graduate programs in the School of Computing Science. Program changes will be administered 
through the existing School of Computing Science Graduate Program Committee. 
 
The school has already established an external advisory committee for the program, and this 
advisory committee will be expanded. The external advisory committee currently has four members, 
who are industrial technical leaders in visual computing. Advisory members each serve a 3-year 
term. Each member can serve at most two terms on the advisory board. 
 
Advisory members meet two times per year (usually early December & early April) to discuss 
strategic priorities for the program. The advisory council provides input regarding industry 
expectations, related professions and societal trends. Advisory members’ feedback and guidance 
allow the program to be responsive to changes in its external environment due to technological 
advances, industry needs, government priorities, and community and professional expectations. 
 
In addition, co-op employers and students will be given surveys on a regular basis with respect to 
the program content and structure to receive input in order to make the program better and more up 
to date. 
 

26) Faculty member’s teaching/supervision 

The teaching and supervision needs of the program will be provided by the faculty members in the 
table below which also shows their research expertise, complemented by one Assistant Professor in 
Professional Practice (shown in italics below) who will play the main role in the program in terms 
of industry relations, teaching, and supervision. The program will not affect regular faculty 
members’ involvement in other programs.  



  
 Master of Science  
 Professional Visual Computing 
 

Full Program Proposal    Page 15 
 

Course Name Research Area Percentage 

CMPT 757: Machine 
Learning 

Mo Chen Robotics and Autonomous 
Systems 

13% 

Greg Mori Computer Vision, Machine 
Learning 

13% 

Oliver Schulte Machine Learning, 
Computational Logic, 
Computational Decision 
Theory 

13% 

CMPT 813: Computational 
Geometry 

Binay Bhattacharya Computational Geometry, 
Pattern Recognition 

13% 

CMPT 764: Geometric 
Modelling in Computer 
Graphics 

Hao (Richard) Zhang Computer Graphics, 
Geometric Modelling 

13% 

CMPT 767: Visualization Steven Bergner Big Data 13% 

CMPT 820: Multimedia 
Systems 

Mohamed Hefeeda Computer Networks, 
Multimedia 
Communications 

13% 

CMPT 822: Computational 
Vision 

Yasutaka Furukawa Computer Vision, Deep 
Learning, Computer 
Graphics & Computational 
Photography 

13% 

CMPT 742/743: Practices 
in Visual Computing 

Ali Mahdavi Amiri Computer Graphics, Deep 
Learning, Geometric 
Modelling 

70% 

Manolis Savva Computer Vision, 
Computer Graphics, 
Robotics 

13% 

CMPT 880: Deep Learning Oliver Schulte Machine Learning, 
Computational Logic, 
Computational Decision 
Theory 

13% 

CMPT 825: Natural 
Language Processing 

Angel Chang Computer Vision, 
Computer Graphics, 
Natural Language 
Processing 

13% 
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CMPT 766: Computer 
Animation and Simulation 

Kangkang Yin Computer Graphics, 
Computer Animation 

13% 

 

27) Is the program focus primarily on meeting social benefit(s) or economic 
benefit(s)?  

Economic benefits might be met more by our program as the visual computing industry is rapidly 
expanding. However, visual computing can be beneficial in other aspects including social benefits 
and goods. For instance, visual computing can provide cheaper and more accessible medical services 
by automating cancer diagnosis and bone fracture or heart disease identifications. It can also be used 
for automatic fall detection for seniors and monitor their health condition. Recently, visual 
computing has been vastly used in the automotive industry to design autonomous cars that can 
ultimately provide safer, more accessible and cheaper transportation to society. In addition, visual 
computing is heavily used in agriculture and farming for yield estimation, plant disease 
identification, automatic disease detection and monitoring of calves, and automated farming. Our 
program will focus on these applications and train experts that can be acquired by such industries.  

We make sure that students will receive proper training in terms of ethics. We will make clear that 
their professional activities and their final outcomes and conclusions must be well-justified, 
requiring honesty, objectivity, transparency and ethical professional practices. In addition, their 
activities consider the welfare of all those involved and affected, whether directly or indirectly, and 
minimize the negative impact of their work on greater society, and the environment.  They will also 
learn that if their work has research components, research participants must be treated with respect 
and resources should be used efficiently and thoughtfully. 

28) How would the proposed program advance social goods or government 
priorities?   

Visual data is ubiquitous and therefore any section that works with imagery, video, spatial data (e.g., 
Lidar), etc. can benefit from our program as it trains individuals with skills to manipulate and analyze 
such datasets. Various priorities of the government can benefit from our program as they are dealing 
with visual data. For instance, visual computing experts can help strengthen border security as they 
can design algorithms to detect guns or other prohibited goods in travelers' luggage.  

29) What social, cultural, regional, community, environmental, institutional 
and/or intellectual benefit would the proposed program provide? 

Our proposed program will train individuals with particular skills that can be used to contribute to 
many different aspects of society including industries dealing with environmental challenges. Our 
trained students can analyze satellite images and identify lands that are endangered by fire, drought, 
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or flood to protect the environment. In addition, since our program is a multi-cultural program, it 
also contributes to society's diversity.  

30) How would the proposed program support economic growth and/or 
government economic priorities?  

One of the main focuses of our visual computing program will be on machine learning, artificial 
intelligence (AI), and deep learning. Therefore, it is also highly aligned with the Pan-Canadian AI 
strategy of the government that aims to produce trainees and researchers in the field of AI: 
https://www.tradecommissioner.gc.ca/innovators-innovateurs/strategies.aspx?lang=eng. 

The program is also aligned with Canada's superclusters which aim to promote innovation and 
cutting-edge technologies since visual computing is a very popular and in-demand area for both 
research and technology.  In addition, students in this program are trained so that they would be able 
to make useful products. As a result, these trained individuals can potentially be entrepreneurs that 
can create jobs and boost the Canadian economy.   

31) What direct and/or indirect economic, industrial or labour market benefits 
would the program offer the student, community, region or province? 

Students will benefit from their co-op / industrial internship placements, and they will learn useful 
skills that can be applied when working with local companies after graduation. With the state-of-
the-art skills that students gain in areas of visual computing including computer vision, machine 
learning, deep learning, etc., they are ready to contribute to a variety of industries in BC and Canada 
including game design, agriculture, medical, and so on. Considering the huge market of visual 
computing in Canada and especially Vancouver such as visual effects, gaming, and agriculture, 
students that graduate from this proposed program will directly contribute to local companies and 
help boost the economy.  Terramera, for example, is a local company using visual computing 
techniques to improve agricultural tasks such as disease detection and yield estimation. MetaOptima 
uses visual computing approaches to identify skin anomalies such as melanoma. Electronic Arts is 
one of the main game producers around the world that employs all kinds of different visual 
computing experts to build and develop video games. There are many other companies in different 
sectors that need visual computing expertise such as OneCup AI,  Motion Metrics, and Softree, to 
name a few.  

 

APPENDICES 

Appendix 1 Calendar entry 

School of Computing Science | Professional Visual Computing 
Master of Science 
 

https://www.tradecommissioner.gc.ca/innovators-innovateurs/strategies.aspx?lang=eng
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Description of Program 
The Master of Science in Professional Visual Computing engages students in developing deep knowledge and 
practical skills in the area of visual computing. The program trains visual data scientists and engineers who 
apply specialized knowledge in computer science to develop cutting-edge tools, stimulate product innovation, 
and explore new technology fronts in all commercial, engineering, and creative professions. Students take 
instructional and applied courses in a cohort, and complete work placement through SFU's co-op program, 
allowing them to tackle real-world scientific, engineering, and socio-economic problems and gain valuable 
project management experience while expanding their network of industry contacts. This full-time master's 
program is suitable for students with a strong aptitude in computer science, or other quantitative fields, such 
as engineering and mathematics.  
 
Admission Requirements 
Applicants must satisfy the University admission requirements as stated in Graduate General Regulation 1.3 
in the SFU Calendar. Applicants should normally have a bachelor's degree, or equivalent in computer 
science or a related field. Students who do not meet the minimum university requirements may be 
recommended as conditional or qualifying students as per Graduate General Regulation (GGR) 1.3.8 or 
1.3.9. 
 
For further information on conditional or qualifying admission requirements, please contact the Program 
Coordinator. 
 

Program Requirements 
This program consists of course work, and co-op or graduate project for a minimum of 30 graduate units. 
Students must maintain a minimum 3.0 CGPA throughout their graduate career. 

Students complete all of: 

CMPT 726 - Machine Learning (3)  
CMPT 742 - Practices in Visual Computing I (6)  
CMPT 743 - Practices in Visual Computing II (6)  
CMPT 756 – Distributed and Cloud Systems (3)  
 
and an additional nine units of graduate courses in Computing Science 

and one of 

CMPT 626 - Graduate Co-op I (3)  
 
or 
 
CMPT 629 - Graduate Project (3)  
 
 

Program Length 
Students are expected to complete the program requirements in four terms. 

 
Other Information 
Co-op 

A co-op is an integral part of this program. However, it is offered on a competitive basis. 

https://www.sfu.ca/students/calendar/2020/fall/fees-and-regulations/grad-regulation.html#1.3.8
https://www.sfu.ca/students/calendar/2020/fall/fees-and-regulations/grad-regulation.html#1.3.9
https://www.sfu.ca/students/calendar/2020/fall/programs/professional-computer-science/master-of-science.html
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All students are required to apply for a co-op. With assistance from the co-op coordinator for this program, 
students will be expected to find a suitable industry partner. Students may complete one or two terms of co-
op. The latter option is in place to satisfy requests from our industrial partners for continuity and to carry out 
a large-scale project. Students are required to enroll in at least one of the program courses in the term 
following their co-op. 

In the event that a student is unable to secure a co-op during the summer term, they will be required to go on 
academic break since no courses will be offered. The student will be able to apply for a co-op in the 
subsequent term or, if unsuccessful, will be required to undertake additional course work. In consultation 
with the program director, the student may complete a graduate project in their final term to fulfill program 
requirements. 

 

Academic Requirements within the Graduate General Regulations 
All graduate students must satisfy the academic requirements that are specified in the graduate general 
regulations, as well as the specific requirements for the program in which they are enrolled. 

 

 

 

 

 

 

 

 

 

 

Appendix 2 Letters of support 

Following are copies of nine letters of support from the following organizations: 
 

• SFU, Faculty of Communication, Art and Technology 
• Centre for Digital Media 
• University of British Columbia 
• DaoAI 
• Electronic Arts (EA) 
• Softree Technical Systems 
• Terramera 

http://www.sfu.ca/students/calendar/fees-and-regulations/grad-regulation.html
http://www.sfu.ca/students/calendar/fees-and-regulations/grad-regulation.html
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Appendix 3 Memo from the library 
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Appendix 4 Details of program steering committee (if applicable) 

Jiannan Wang (Director, Professional Computer Science Program) 

Jiangchuan Liu (Director, Graduate Program in Computing Science) 

Mohamed Hefeeda (Director, School of Computing Science) 

Richard Zhang (Associate Director, Research and Industry Relations) 

Ali Mahdavi Amiri (Assistant Professor of Professional Practice, School of Computing Science)  

KangKang Yin (Associate Professor, School of Computing Science)  

Angel Chang (Associate Professor, School of Computing Science) 

 

We consider adding another faculty member from the School of Criminology.  
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Appendix 5 Abbreviated curriculum vitae for faculty 

ANGEL XUAN CHANG 
angelx@sfu.ca, 

http://angelxuanchang.github.io/ 

 
CURRENT Simon Fraser University Vancouver, BC 

Canada 
AFFILIATIONS School of Computing Science  

 Assistant Professor August 2019 to 
present 

 Canada CIFAR AI Chair at Amii  

EDUCATION Stanford University Stanford, CA 
 Ph.D. in Computer Science December 2015 
 Thesis: Text to 3D scene generation 

Advisor: Christopher D. Manning 
 

 Massachusetts Institute of Technology Cambridge, MA 
 Master of Engineering in EECS February 2000 
 Bachelor of Science in Computer Science June 1999 

 
RESEARCH My research lies at the intersection of natural language understanding, computer 
graphics, and AI. My 
INTERESTS  research focuses on the connection of language to 3D representations of shapes 

and scenes and addresses grounding of language for embodied agents in indoor 
environments. I’m interested in how can we build intelligent agents that we can 
communicate with using natural language and that can navigate in and interact 
with objects in 3D environments (e.g. a robot that can ``put away the dishes’’). I 
also worked on methods for synthesizing 3D scenes and shapes, 3D scene 
understanding, and the creation of large-scale 3D datasets, simulation 
frameworks and interactive assets for training embodied AI agents. 

 
SELECTED S. Patel, S. Wani, U. Jain, A. Schwing, S. Lazebnik, M. Savva, A. X.Chang. “Emergent 
Communication 
PUBLICATIONS in Collaborative Multi-Object Navigation.” In Proceedings of ICCV 2021. 

K. Wang, X. Xu, L. Lei, S. Ling, N. Lindsay, A. X. Chang, M. Savva, D. Ritchie. 
“Roominoes: Learning Assemble 3D Rooms into Floor Plans.” In Proceedings of 
SGP 2021. 

D. Z. Chen, A. Gholami, M. Nießner, A. X. Chang. “Scan2Cap: Context-aware 
Dense Captioning in RGB- D Scans.” In Proceedings of CVPR 2021. 

M. Vidanapathirana, Q. Wu, Y. Furukawa, A. X. Chang, M. Savva. “Plan2Scene: 
Converting Floorplans to 3D Scenes.” In Proceedings of CVPR 2021. 

J. Tan, W. Lin, A. X. Chang, M. Savva. “Mirror3D: Depth Refinement for Mirror 
Surfaces.” In Proceedings of CVPR 2021. 

mailto:angelx@sfu.ca
mailto:angelx@sfu.ca
http://angelxuanchang.github.io/
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X. Xu, D. Charatan, S. Raychaudhuri, H. Jiang, M. Heitmann, V. Kim, S. Chaudhuri, M. Savva, A. X. 
Chang, 

D. Ritchie. “Motion Annotation Programs: A Scalable Approach to Annotating 
Kinematic Articulations in Large 3D Shape Collections.” In Proceedings of 3DV 
2020. 

S. Wani, S. Patel, U. Jain, A. X. Chang, M. Savva. “Multi-ON: Benchmarking 
SemanticMap Memory using Multi-Object Navigation.” In Proceedings of NeurIPS 
2020. 

V. Setlur, E. Hoque, D. H. Kim, A. X. Chang. “Sneak Pique: Exploring Autocompletion as a Data 
Discovery Scaffold for Supporting Visual Analysis.” In Proceedings of UIST 2020. 

D. Z. Chen, A. X. Chang, M. Nießner. “ScanRefer: 3D Object Localization in RGB-D 
Scans using Natural Language,” In Proceedings of ECCV 2020. 

F. Xiang, Y. Qin, K. Mo, Y. Xia, H. Zhu, F. Liu, M. Liu, H. Jiang, Y. Yuan, H. Wang, L. 
Yi, A. X. Chang, L. Guibas, H. Su. “SAPIEN: a SimulAted Part-basedInteractive 
Environment,” In Proceedings of CVPR 2020. 

K. Wang, Y-A Lin, B. Weissmann, M. Savva, A. X. Chang, D. Ritchie. “PlanIT: Planning and 
Instantiating Indoor Scenes with Relation Graph and Spatial Prior Networks,” In Proceedings of 
SIGGRAPH 2019. 

K. Mo, S. Zhu, A. X. Chang, L. Yi, S. Tripathi, L. J. Guibas, H. Su. “PartNet: A Large-scale Benchmark 
for Fine-grained and Hierarchical Part-level 3D Object Understanding,” In Proceedings of CVPR 
2019. 

A. Avetisyan, M. Dahnert, A. Dai, M. Savva, A. X. Chang, M. Nießner. “Scan2CAD: 
Learning CAD Model Alignment in RGB-D Scans,” In Proceedings of CVPR 2019. 

Y. Shi, A. X. Chang, Z. Wu, M. Savva, K. Xu. “Hierarchy Denoising Recursive 
Autoencoders for 3D Scene Layout Prediction,” In Proceedings of CVPR 2019. 

K. Chen, C. B. Choy, M. Savva, A. X. Chang, T. Funkhouser, S. Savarese. “Text2Shape: Generating 
Shapes from Natural Language by Learning Joint Embeddings.” In Proceedings of ACCV 2018. 

K. Wang, M. Savva, A. X. Chang, D. Ritchie. “Deep Convolutional Priors for Indoor Scene Synthesis,” In 
Proceedings of SIGGRAPH 2018. 

S. Song, A. Zeng, A. X. Chang, M. Savva, S. Savarese, T. Funkhouser. “Im2Pano3D: Extrapolating 360 
Structure and Semantics Beyond the Field of View,” In Proceedings of CVPR 2018. 

A. X. Chang, A. Dai, T. Funkhouser, M. Halber, M. Nießner, M. Savva, S. Song, A. Zeng, Y. Zhang. 
“Matterport3D: Learning from RGB-D Data in Indoor Environments,” In Proceedings of 3DV 2017. 

L. Shao, A. X. Chang, H. Su, M. Savva, L. Guibas. “Cross-modal Attribute Transfer for Rescaling 3D 
Models,” In Proceedings of 3DV 2017. 

A. Dai, A. X. Chang, M. Savva, M.f Halber, T. Funkhouser, M. Nießner. “ScanNet: Richly-annotated 3D 
Reconstructions of Indoor Scenes,” In Proceedings of CVPR 2017. Received SGP dataset award 2020. 

S. Song, F. Yu, A. Zeng, A. X. Chang, M. Savva, T. Funkhouser. “Semantic Scene Completion from a 
Single Depth Image,” In Proceedings of CVPR 2017. 

V. Setlur, S. E. Battersby, M. Tory, R. Gossweiler, A. X. Chang. “Eviza: A Natural Language Interface for 
Visual Analysis,” In Proceedings of UIST 2016. 
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M. Savva, A. X. Chang, P. Hanrahan, M. Fisher, M. Nießner. “PiGraphs: Learning Interaction Snapshots 
from Observations,” In Proceedings of SIGGRAPH 2016. 

A. X. Chang, W. Monroe, M. Savva, C. Potts, C. D. Manning. “Text to 3D Scene Generation with Rich 
Lexical Grounding”, In Proceedings of ACL 2015. 

M. Savva, A. X. Chang, P. Hanrahan, M. Fisher, M. Nießner. “SceneGrok: 
Inferring Action Maps in 3D Environments”, In Proceedings of SIGGRAPH Asia 
2014. 

A. X. Chang, M. Savva, C. D. Manning. “Learning Spatial Knowledge for Text to 3D Scene Generation”, 
In 

Proceedings EMNLP 2014. 

 
PREPRINTS/ A. Szot, A. Clegg, E. Undersander, E. Wijmans, Y. Zhao, J. Turner, N. Maestre, M. 
Mukadam, D. Chaplot, 
WORKSHOP O. Maksymets, A. Gokaslan, V. Vondrus, S. Dharur, F. Meier, W. Galuba, A. X. 
Chang, Z. Kira, V. Koltun, 
PAPERS J. Malik, M. Savva, D. Batra. “Habitat 2.0: Training Home Assistants to 

Rearrange their Habitat,” arXiv preprint arXiv:2106.14405 [cs.LG,cs.RO], 2021 

D. Batra, A. X. Chang, S. Chernova, A. J. Davison, J. Deng, V. Koltun, S. Levine, J. Malik, I. Mordatch, R. 
Mottaghi, M. Savva, H. Su. “Rearrangement: A Challenge for Embodied AI,” arXiv preprint 
arXiv:2011.01975 [cs.AI RO], 2020 

P. Anderson, A. X. Chang, D. S. Chaplot, A. Dosovitskiy, S. Gupta, V. Koltun, J. Kosecka, J. Malik, R. 
Mottaghi, M. Savva, A. R. Zamir. “On Evaluation of Embodied Navigation Agents,” arXiv preprint 
arXiv:1807.06757 [cs.AI], 2018 

M. Savva, A. X. Chang, A. Dosovitskiy, T. Funkhouser, V. Koltun. “MINOS: 
Multimodal Indoor Simulator for Navigation in Complex Environments,” arXiv 
preprint arXiv:1712.03931 [cs.LG], 2017 

A. X. Chang, T. Funkhouser, L. Guibas, P. Hanrahan, Q. Huang, Z. Li, S. Savarese, M. Savva, S. Song, H. 
Su, J. Xiao, Li.Yi, F.Yu. “ShapeNet: An Information-Rich 3D Model Repository,” arXiv preprint 
arXiv:1512.03012 (2015). Received SGP dataset award 2018. 

 
SUPERVISED Simon Fraser University 

STUDENTS Graduate Student Supervision (Senior Supervision) 

Ph.D: Yasaman Etesam, Sonia Raychaudhuri, Han-Hung Lee 
M.Sc: Hanxiao (Shawn) Jiang, Yue Ruan, Leon Kochiev, Ali Gholami, Akshit Sharma 

 
Undergraduate Student Supervision: Hanxiao (Shawn) Jiang (next M.Sc. SFU), 
Qirui Wu, Weijie Lin 

 
Co-Supervision at Technical University of Munich part of TUM-IAS 
Hans Fischer fellowship 

Ph.D: Dave Zhenyu Chen with Matthias 
Nießner as main supervisor 
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 GRANTS CFI-JELF (2020-2025), NSERC-Discovery (2020-2025) with launch supplement, 

CIFAR AI Chair (2019- 2024), SFU-PRG (2019-2024), Facebook AI Research Grant for capturing 
interactive 3D Environments (2020-2021), Hans Fischer Fellowship (2018-2022). 
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Appendix 6 Budget for the proposed program (financial and personnel) 

Program Cost 

A.     Instructional costs 

Most faculty members teaching courses for the visual computing program will also teach courses 
for other programs so the cost has been included proportionally. 

Course instructors are generally supported by Teaching Assistants. 

B.      Staffing 

The new program, together with other master’s programs, will be supported by dedicated 
administrative staff and the program director. Cost for administration will be shared between 
programs.  

C.     Equipment and lab 

IT support and technical equipment is also shared with the other master’s programs. 

The professional visual computing program will share a lab (currently located at Blusson Hall) 
with the professional computer science program. Another lab is currently used exclusively for the 
latter because of the larger cohort size in that program. The school is hoping to also run a new 
professional cybersecurity program in the future and, if approved, will require an additional lab (so 
in total there will be 3 labs). The new lab will be shared between three programs (professional 
computer science, professional visual computing and professional cybersecurity) that the School 
aims to offer concurrently, so 1/3 of the set-up cost of the new lab has been included in this 
budget.  

D.     Other expenses 

Expenses for recruitment, marketing and retention have been included in the budget. 
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Proposed tuition and other program fees including a justification  

The tuition fee structure is based on a per term (not per unit) fee of $9,000 (CAD) per term for 
domestic students and $12,500 (CAD) for international students. Please note that the same per-
term fee applies to the industrial internship term as well. We expect most students to graduate in 
four terms, but, in cases where additional terms are required for program completion, a continuing 
fee is assessed for each additional term. The continuing fee is half the normal tuition per term. 

Total tuition cost for domestic students (4 terms):  $36,000 (CAD) 

Total tuition cost for international students (4 terms):  $50,000 (CAD) 

 TOTAL Term 1 Term 2 Term 3 

Annual fee 

(3 terms) 

Domestic $36,000 $9,000 $9,000 $9,000 $27,000 

International $50,000 $12,500 $12,500 $12,500 $37,500 

  1.      Revenue 

The revenue is based on 3 terms (annual revenue), for enrolment numbers see enrolment plan. 

Enrollment 
revenue 

Year 1 Year 2 Year 3 

Domestic $472,500.00 $659,137.50 $672,320.25 

International $656,250.00 $924,309.29 $964,643,75 

TOTAL $1,128,750.00 $1,583,446.79 $1,636.964.00 
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2.      Overall budget 

  Year 1 Year 2 Year 3 
Program Expenses  $    614,830.00   $    626,300.00   $    553,488.00  
Program Revenue  $ 1,128,750.00   $ 1,583,446.79   $ 1,636,964.00  
Net Income $513,920.00  $1,042,196.79  $1,202,120.75  
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Appendix 7 Salary examples
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Appendix 9 Examples of Job postings



  
 Master of Science  
 Professional Visual Computing 
 

Full Program Proposal    Page 66 
 



  
 Master of Science  
 Professional Visual Computing 
 

Full Program Proposal    Page 67 
 



  
 Master of Science  
 Professional Visual Computing 
 

Full Program Proposal    Page 68 
 



  
 Master of Science  
 Professional Visual Computing 
 

Full Program Proposal    Page 69 
 



  
 Master of Science  
 Professional Visual Computing 
 

Full Program Proposal    Page 70 
 

 


	SGSC to SCUP Memo. Full Program Proposal Visual Computing MSc.pdf
	Full Program Proposal - Visual Computing - Final SCUP.pdf
	Description of Program
	The Master of Science in Professional Visual Computing engages students in developing deep knowledge and practical skills in the area of visual computing. The program trains visual data scientists and engineers who apply specialized knowledge in compu...
	Admission Requirements
	Applicants must satisfy the University admission requirements as stated in Graduate General Regulation 1.3 in the SFU Calendar. Applicants should normally have a bachelor's degree, or equivalent in computer science or a related field. Students who do ...
	For further information on conditional or qualifying admission requirements, please contact the Program Coordinator.
	Program Requirements
	Program Length
	Students are expected to complete the program requirements in four terms.
	Other Information
	Academic Requirements within the Graduate General Regulations


	MSc Professional Visual Computing - Final.pdf
	Description of Program
	The Master of Science in Professional Visual Computing engages students in developing deep knowledge and practical skills in the area of visual computing. The program trains visual data scientists and engineers who apply specialized knowledge in compu...
	Admission Requirements
	Applicants must satisfy the University admission requirements as stated in Graduate General Regulation 1.3 in the SFU Calendar. Applicants should normally have a bachelor's degree, or equivalent in computer science or a related field. Students who do ...
	For further information on conditional or qualifying admission requirements, please contact the Program Coordinator.
	Program Requirements
	Program Length
	Students are expected to complete the program requirements in four terms.
	Other Information
	Academic Requirements within the Graduate General Regulations




