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1. Course title and credit points
The course is called Digital Game Theory and Design (Swedish: Teori och design av digitala spel) and awards 7.5 credit points.
2. Decision and approval 

This course was established by the School of Technoculture, Humanities and Planning 2007-02-28

3. Objectives
The objective of this course is to provide students with a foundation for analyzing the historical and cultural implications of digital and non-digital games from a game-design perspective. Students will explore Meaningful play in relation to media and culture, and examine and demonstrate the various ways that play may be enhanced by effective game design.
4. Contents
Students will study the narrative and interactive features of games and the theoretical principles informing game design, play, and production. They will pay particular attention to the rhetorical properties of design and study the way design enhances play through their analysis of different games and game formats. Students will familiarize themselves with key issues relevant to game studies and the humanities by their reading and discussion of critical texts. In particular, students will examine the storytelling capabilities of digital and non-digital games, explore agency and how it is enforced in game design, compare and contrast rule sets, and examine the relation between games and other media forms. Students will also work to produce their own game prototypes based on principles explored in the course and demonstrate them in digital form and oral presentations.
5. Learning outcomes
On completion of the course the student will be able to:

· Distinguish and analyze the rhetorical properties of game design
· Identify and evaluate rule sets in relation to effective play.

· Recognize and demonstrate how agency affects play

· Recognize and explain how games are historically and culturally contextualized.
· Communicate  elements of effective design through their own creative production of games

· Describe how digital games are designed an produced within commercial contexts
· Articulate the relationship between games and other related media.

6. Generic skills   

The following generic skills are trained in the course:
· Critical reading and writing practices in English

· Reflection about critical analysis and its application to practice.

· Creative design and artistic expression.
· Computer literacy

· Oral presentation skills

7. Learning and teaching 

The course is outlined around seminars and group discussions based on the readings and students’ interpretations of the material. These insights will be problematized and concretized in class discussions with the teacher and in the individual assignments by each student. Lectures will introduce theoretical concepts, and related individual assignments in- and out-of-class will give opportunity for reflection. Students will demonstrate their learning through their production of original artifacts.
Program students will integrate assignments into his or her digital portfolio which is developed throughout the program.

The course is taught in English. 

8.  Assessment and grading 

----------------------------------------------

Code
Module
Credit
Grading
----------------------------------------------


Exam
7.5
---------------------------------------------



7.5
<ECTS>
----------------------------------------------

Both the Swedish grading scale U-VG and the ECTS grading scale are used. 

ECTS grades are as follows: 

A= Excellent (Utmärkt), B = Very Good (Mycket bra), C = Good (Bra), D = Satisfactory (Tillfredsställande), E = Sufficient (Tillräckligt), FX = Fail, (Otillräckligt), F = Fail (Otillräckligt).

The course assessment comprises exams of various forms, including digital production and written analysis, and continuous assessment of students’ assignments and class participation. 

Participation in seminars and lectures is compulsory. Submission and attendance policies are posted on program website

Students with a passing grade can request a course diploma.

9. Course evaluation 

The course coordinator is responsible for conducting course evaluations. The results of the evaluations are taken into consideration in the future development of the course.
10. Prerequisites 

Program students: 90 ECTS credits / 60 credits from the former system within the Literature, Culture and Digital media program. 

11. Field of education and subject area 

Technology, Media technology
12. Restrictions regarding degree

The course cannot form part of a degree with another course, the content of which completely or partly corresponds with the contents of this course.

13. Other

The course is part of the undergraduate program Literature, Culture, and Digital Media. 
The course is taught in English.  

14. Course literature and other learning resources

The instructor will make a selection of the following:

The instructor will select from the following texts: 

Bates, Bob. Game Design: The Art and Business of Creating Games 
Crawford, Chris. Chris Crawford on Game Design 
McCloud, Scott Understanding Comics 
Murray, Janet. Hamlet on the Holodeck 
Wardrip-Fruin, Noah and Pat Harrigan First Person: New Media as Story, Performance, and Game. 
Salen, Katie and Eric Zimmerman. Rules of Play: Game Design Fundamentals. 

Instructor may provide online resources for students.

A compendia of critical articles may be provided by the instructor-

Media resources such as MS Powerpoint, Adobe Photoshop and Macromedia Dreamweaver may be used in labs and examination projects. 

