
Provide an overview and highlight distinctive features
of your anthropology department for both internal
university use (e.g., administrators, sister disciplines)
and external use (e.g., prospective students, parents,
organizational partners) 
Portray some department features sequentially,
reinforcing individual building blocks as well as their
cumulative effect
Gauge progress toward a degree: what has been
accomplished and what the future holds 

Drafting Your Anthropology
Department Roadmap

A department roadmap is a visual plan that specifies program goals and the major
activities tied to those goals. It illustrates the domains of knowledge, skill
proficiencies, and hands-on experiences that students acquire as they complete the
requirements for their degree. The roadmap is designed to portray what students
learn as well as how to apply what they learn during fieldwork, internships, laboratory
environments, and project work.

Rationale for a Roadmap

1. Core Training - Learn to Think Like an
Anthropologist

Contemporary theory
Evolutionary principles

2. Domains of Knowledge - Explore Topics
and Issues 

Cultural heritage management
National vs. organizational cultures
Migration and climate change

3. Skills - Develop Marketable Skills
Project design and management
Presentation and communication
Content analysis
Geographic Information System (GIS) and
spatial analysis

4. Experiences - Apply Your Training
Professionalization seminars and workshops
Internships
Field schools
Networking events
Client-based class projects

5. Graduate - Join Alumni Network
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Roadmap Example with Selected Features

“Our roadmap has been a game
changer. It gives students a clear
vision for how college pathways

and opportunities connect to
goals and aspirations beyond. It

helps make the anthropology
student experience more
concrete, relatable, and

compelling because the great
value of our field as a source of

human understanding is
powerfully framed for career
readiness and professional

development.”
 Peter Benson, Department Chair,

University of Delaware
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Validation

Instructors identify the 1) content, 2) skills, and 3)
experiences associated with each of the courses they
teach for curriculum-related learning
Staff and/or academic advisors enumerate the co-
curricular and extra-curricular activities (e.g.,
internships, workshops, service learning) for
departmental activities
Analyst 

Compiles all department-sponsored learning and
its frequency by course and in departmental
programming 
Identifies the key content, skills, and experiences
of all department-sponsored learning

Department members may review and offer input to
validate the department analyst’s draft 
Designer 

Produces an initial roadmap design
Incorporates the key features (i.e., content, skills,
experiences) into this design 

Editor adds supplementary text to clarify and/or
explain the key features
Department members review the prototype
roadmap to validate and offer suggestions for any
changes
Prospective students and their parents review the
prototype as well; it is helpful to hear their reactions
and listen to any comments they share

Curriculum-related 
Learning

Departmental
Activities

Process for Drafting Your
Department Roadmap
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Value of the Roadmap
Opens a window into what anthropology is, the
competencies associated with it, and its application
to problem solving in organizations and communities 
Represents a user-friendly visualization that invites
interest and conversation, and is especially useful for
distribution at public-facing events, to funders and
senior administrators 
Helps publicize a discipline not known to promote
itself 
Serves as a “living document” that can be modified
over time
Can be replicated on a smaller scale for anthropology
minors, concentrations, and certificatesRoadmap


