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MACS 399 Social, Cultural and Media Studies 4

COURSE NAME/NUMBER FACULTY/DEPARTMENT UCFV CREDITS
Special Topics in Media and Communication Studies

COURSE DESCRIPTIVE TITLE

CALENDAR DESCRIPTION:

This course involves an examination of a selected topic in media and communication studies that is not addressed in
current course offerings. Topics covered will vary from semester to semester.

Note: The special topic is denoted with a letter designation (e.g. MACS 399C). Students may take MACS 399 as many
times as they wish, but will not receive credit for the same letter designation more than once.

PREREQUISITES: 45 university-level credits, including at least three credits in MACS
COREQUISITES: None
PRE or COREQUISITES:

SYNONYMOUS COURSE(S): SERVICE COURSE TO: (department/program)
(&) Replaces:

(b) Cross-listed with:

(c) Cannot take: for further credit.

TOTAL HOURS PER TERM: 60 TRAINING DAY-BASED INSTRUCTION:

STRUCTURE OF HOURS: Length of course:

Lectures: 40 Hrs Hours per day:

Seminar: 20 Hrs

Laboratory: Hrs OTHER:

Field experience: Hrs Maximum enrolment: 25

Student directed learning: Hrs Expected frequency of course offerings: Annually

Other (specify): Hrs (every semester, annually, every other year, etc.)

WILL TRANSFER CREDIT BE REQUESTED? (lower-level courses only) []Yes 1 No
WILL TRANSFER CREDIT BE REQUESTED? (upper-level requested by department) []Yes X No
TRANSFER CREDIT EXISTS IN BCCAT TRANSFER GUIDE: []Yes X No

Course designer(s): Eric Spalding

Department Head: Elizabeth Dennis Date approved: February 8, 2008
Supporting area consultation (UPACA1) Date of meeting: April 11, 2008
Curriculum Committee chair: Moira Gutteridge-Kloster Date approved: June 6, 2008
Dean/Associate VP: Eric Davis Date approved: June 2008

Undergraduate Program Advisory Committee (UPAC) approval Date of meeting: August 25, 2008
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LEARNING OUTCOMES:

Upon successful completion of this course, students will be able to:
e Recognize and understand a specific topic in relation to media and communication studies;
e Assess the positive and negative aspects of the selected topic;
o Apply more effectively theories and ideas connected to media and communication studies;
e Appreciate the role played by the media and communication in society.

METHODS: (Guest lecturers, presentations, online instruction, field trips, etc.)

Lecture, seminar, classroom discussion. Lectures may include films and guest speakers.

METHODS OF OBTAINING PRIOR LEARNING ASSESSMENT RECOGNITION (PLAR):

[] Examination(s) [] Portfolio assessment L] Interview(s)
X Other (specify): Examination and/or essay, determined on a case by case basis by the instructor.
] PLAR cannot be awarded for this course for the following reason(s):

TEXTBOOKS, REFERENCES, MATERIALS:
[Textbook selection varies by instructor. An example of texts for this course might be, if taught as Social Aspects of Video Games:]

Raessens, Joost, and Jeffrey Goldstein, eds. (2005) Handbook of Computer Game Studies. Cambridge, MA: MIT Press.
Rutter, Jason, and Jo Bryce, eds. (2006) Understanding Digital Games. Thousand Oaks, CA: Sage Publications.

SUPPLIES / MATERIALS:

No special supplies.

STUDENT EVALUATION:

[An example of student evaluation for this course might be:]

Assignment one 15%
Midterm exam 25%
Assignment two 15%
Final exam 25%
Presentation 15%
Attendance and participation 5%

COURSE CONTENT:

[Course content varies by instructor. An example of course content might be:]

The historical development of video games;

A political economy of video games;

Representations: Gender and sexuality in video games;
Representations: Race and racism in video games;
Effects Studies: Violent games and antisocial behaviour;
Addiction to video games;

Therapeutic effects of video games;

Video games and identity formation;

Participatory media culture;

Video games as viewed by gamers;

The design and aesthetics of video games;

“Serious” games: the educational potential of video games;
The future of video games.



