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Course Code and Number: MACS 364 ‘ Number of Credits: 4 Course credit policy (105)

Course Full Title: Rules of Play: The Cultural Significance of Video Games
Course Short Title: Cult. Significance Video Games

Faculty: Faculty of Social Sciences ‘ Department/School: Culture, Media, and Society

Calendar Description:

Students will focus on understanding games as a networked and collaborative technology as well as a social activity. Students will
examine how games, gaming practices, and gaming cultures communicate values through a study of the ways their structural,
representational, and cultural components are sites of contestation and negotiation.

Note: Students with credit for MACS 399C cannot take this course for further credit.

Prerequisites (or NONE): 45 university-level credits including 3 credits of MACS.

Corequisites (if applicable, or NONE): None.

Pre/corequisites (if applicable, or NONE): | None.

Antirequisite Courses (Cannot be taken for additional credit.) Course Details
Former course code/number: MACS 399C Special Topics course: No
Cross-listed with: (If yes, the course will be offered under different letter

designations representing different topics.)
Equivalent course(s):
a (<) Directed Study course: No

(If offered in the previous five years, antirequisite course(s) will be (See policy 207 for more information.)

included in the calendar description as a note that students with credit
for the antirequisite course(s) cannot take this course for further credit.) | Grading System: Letter grades

Delivery Mode: May be offered in multiple delivery modes

Typical Structure of Instructional Hours Expected frequency: Annually

Lecture/seminar 60 Maximum enrolment (for information only): 25
Prior Learning Assessment and Recognition (PLAR)
PLAR is available for this course.
Total hours 60 Transfer Credit (See bctransferguide.ca.)

Scheduled Laboratory Hours Transfer credit already exists: No

K No [ Yes Submit outline for (re)articulation: Yes

Labs to be scheduled independent of lecture hours: o )
(If yes, fill in transfer credit form.)

Department approval Date of meeting: April 5, 2024

Faculty Council approval Date of meeting: May 3, 2024

Undergraduate Education Committee (UEC) approval Date of meeting: September 27, 2024
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Learning Outcomes (These should contribute to students’ ability to meet program outcomes and thus Institutional Learning Outcomes.)
Upon successful completion of this course, students will be able to:

Outline the major theories and schools of thought used to study video games.

Comment on the ways that the production and distribution of video games shapes their content.
Respond critically to societal concerns and anxieties around video games.

Interrogate video game structure, narratives, and their representations.

Apply theoretical concepts to consider the relationships that gamers have with the games they play.

grODE

Recommended Evaluation Methods and Weighting (Evaluation should align to learning outcomes.)

Assignments: 30% | Project: 50% | Holistic assessment: 20%

% % %

Details:

NOTE: The following sections may vary by instructor. Please see course syllabus available from the instructor.

Typical Instructional Methods (Guest lecturers, presentations, online instruction, field trips, etc.)

This course may include lecture, seminar, guest lectures, small-group activities, in-class project-based assignments, student
presentations, and the use of audio-visual material.

Texts and Resource Materials (Include online resources and Indigenous knowledge sources. Open Educational Resources (OER)
should be included whenever possible. If more space is required, use the Supplemental Texts and Resource Materials form.)

Type Author or description Title and publication/access details Year

“Video gamers and (post-)identity” Video games as culture:
1. Article Muriel, D, & Crawford, G Considering the role and importance of video games in 2018
contemporary society (143-180)

“Come get some: Damsels in distress and the male default avatar

2. Article Salter, A. & Blodgett, B. in video games” Toxic geek masculinity in media (73-99) 2017

3. Atrticle LaPensee, EA, Laiti, O, & Longboat, M Towards Sovereign Games. Games & Culture, 17(3), 328-343 2022
Come for the game, stay for the cash grab: The ethics of loot

4. Article Neely, EL boxes, microtransactions, and freemium games. Games and 2021
Culture: A Journal of Interactive Media, 16(2), 228-247

5.

Required Additional Supplies and Materials (Software, hardware, tools, specialized clothing, etc.)

Course Content and Topics

e The video game industry

e Games as digital technology

e Games as social activity

¢ Reading video games

e  Gaming representations

¢ Video games, violence, and moral panics
e  Gaming culture

e Stereotypes and Gamer Gate

e Social dynamics of collaborative gaming
¢ Video games as transmedia content



https://open.bccampus.ca/
https://www.ufv.ca/media/assets/senate/uec/resources/Supplemental-Texts-and-Resource-Materials-Form.docx

