	Spring Semester 2023
	Instructor: Nakho Kim

	Class day/time: MWF 9:05AM - 9:55AM
Location: Olmsted E224
	nmk5360@psu.edu 
Office:  1 717 948 4353

	
	Office hours: MW 11:00-12:30p, by appointment
Office Location: Zoom or Olmsted C005F



COMM 190 Gaming and Online Media

Course Description
This course provides an introduction and overview of digital games and the interactive media industry. The course will be divided into four larger themes: the culture of games, gaming principles, industry information, and social aspects. Key topics will include the historical development of games, genre conventions, gamer communities, psychology of rewarded involvement, current business models, legal/ethical issues, representation, gamification, and other social applications. 

Although this course does not include workshop training in actual game production, crucial aspects of the game design process will be explored. Students will be encouraged to bring in their own experiences and preferences in electronic games of all kinds, to explore how games function as a part of our media culture. At the end of the semester, students will develop and present their own project proposals, which can be for actual games or services that utilize gaming elements. Since this is designated as a 100-level GenEd course, students will not be mandated to program a game as part of the coursework; however, those who are comfortable with coding will be encouraged to develop and demonstrate a proof-of-concept product.  
 
Prerequisites
None.
 
 Course Learning Outcomes
By the end of this course, students will:
- Understand how electronic games have functioned as part of our media culture
- Understand the principles of effective gaming process and how to apply them to other areas
- Understand the business models, ethical and legal dilemmas of the interactive media industry
- Understand the social impacts of games, ranging from individual psychological influences to social institutions
General Course Requirements
Be a guild player: A significant part of the assignments will require you to form a guild with 3 to 4 members and achieve something through collaboration (do a raid, in gaming lingo). Do not be a free-rider or a dictator; also, keep others in your guild from becoming those. But then again, always take initiative.      
Party chat: in-class discussion and online forums will be both utilized to engage with course material, each other’s ideas and everything else. Students should come to class prepared, having done the readings for the week, allowing us to engage and discuss their contents during class. Note that class participation is a part of the grading scheme. Electronic reserve readings will be available online or on CANVAS file repository. Additional short media (online articles, videos, etc.) may be assigned during the semester. As such, students are required to check the online site regularly for vital class announcements.
Be INTERESTED in gaming: you don’t have to be a hardcore video gamer to keep up with this class. But be prepared to explore and analyze awesome games and gamified constructs from past and present. We will play some games, watch some casts, read some articles about current developments, and mock-design some gaming mechanics in class; you need to do more on your own (if you are not doing it already).    
 
Attendance
Class starts promptly. Please plan to arrive on time, and remain until the end of the class period, in order to avoid disrupting class discussions.
Please keep careful track of assignment deadlines. Late assignments will be not be accepted or will be evaluated with a significant penalty. Exceptions will be made only in cases of genuine emergency - in which case you may be required to provide documentation or other acceptable proof of an emergency nature. When contacting the instructor via email, it is recommended to do it via CANVAS to ensure prompt retrieval.
Excused absences must be by PRIOR arrangement with the instructor, unless brought on by a genuine emergency as mentioned above. Each unexcused absence will count significantly negative toward the final grade and will not be granted make-up opportunities.
 
Assessment and Grading
Course grades will be based on the reading quizzes, discussion leadership (group presentation) and the final essay. Grades will be determined according to the following formula:
- Status / online, aka attendance: 100 pts (80 for non-absence, 20 for active participation)
- Coins, aka Forum discussions: 150 pts
- Bosses, aka Quizzes: 300 pts (100 * 3 times)
- Sub-quest, aka group presentation: 150 pts   
- Campaign, aka Final project: 300 pts
*Easter eggs, aka Extra credit assignments: as the opportunity arises.
 
Total raw score 1000 points
The breakdown of grades will be as follows:
A = 93% and higher; A- = 90 - 92.99%; B+ = 87 - 89.99%; B= 83 - 86.99%; B- = 80 - 82.99%; C+ = 77 – 79.99%; c = 70 – 76.99%; D = 60 – 69.99%; F = 59.99% and below.
 
Status / Online: you are required to be here and take part in the conversation. It is highly recommended that you bring in your own cases of interest and observations into the mix. Participation will be assessed not simply based on the frequency of talking, but on the relevance, collaborative manner and civility. Those who are not comfortable in speaking in class may share written questions on the readings with the class through the discussion boards on CANVAS.
Coins: over the course of the semester, online forum discussions will be held to critically analyze popular games or gamified activities. Students will be asked to contribute to the discussion, with each guild “moderating” one of the discussion boards. It will culminate into a summary post (“sticky”) in the last weeks. More details will be explained in class. 
Bosses: three quizzes will be given, to test the basic knowledge about the concepts learned in class. They will be quite straightforward.     
Sub-quest: your guild will work on a short research project on an industry or social impact issue topic, which will result in an in-class presentation mid-semester.   
Campaign: either individually or as a team, you will make a design proposal for a game or gamification project at the end of the semester. It doesn’t necessarily have to be a fully functional beta version; it is about explaining persuasively why your project makes sense in terms of realizability, positive impact and playability, and should be greenlit to be produced. After the in-class proposal presentation, a finalized report will be submitted as the final paper.   
Details including deadlines for each assignment will be announced in class and on CANVAS.
    
Academic Integrity
Academic dishonesty is not limited to simply cheating on an exam or assignment. The following is quoted directly from the "PSU Faculty Senate Policies for Students" regarding academic integrity and academic dishonesty: "Academic integrity is the pursuit of scholarly activity free from fraud and deception and is an educational objective of this institution. Academic dishonesty includes, but is not limited to, cheating, plagiarizing, fabricating of information or citations, facilitating acts of academic dishonesty by others, having unauthorized possession of examinations, submitting work of another person or work previously used without informing the instructor, or tampering with the academic work of other students."    
All University and Penn State Harrisburg policies regarding academic integrity/academic dishonesty apply to this course and the students enrolled in this course. Refer to the following URL for further details on the academic integrity policy of Penn State Harrisburg. Each student in this course is expected to work entirely on her/his own while taking any exam, to complete assignments on her/his own effort without the assistance of others unless directed otherwise by the instructor, and to abide by University and Penn State Harrisburg policies about academic integrity and academic dishonesty. Academic dishonesty can result in an assignment of "F" or "XF" as the final grade for the student.
 
Class Etiquette and Accommodation
The use of personal computing devices in the classroom is basically allowed because we are not living in the Victorian Age. However, their usage is limited to activities directly related to the class such as note-taking, reference searching, and in-class interactions (not permitted: checking out your social media timeline, leveling up your gaming stats, or other unique ways of distraction). Also, it should be noted that such forms of media use can be very distracting to other students. If distraction is severe, it will count as an offense and repeated offenses will affect your participation grades.
Food and drinks are officially prohibited in the classroom by university policy, but it does not mean you should stay hungry as long as your intake becomes a distraction.
 
Weather Policy
If we have bad weather, please listen to local radio and TV stations for announcements about Penn State Harrisburg or check the Penn State Harrisburg website, or simply your phone (please sign up for message alerts). Naturally, they will be faster than my announcement on CANVAS.
 
Disability Access
Penn State welcomes students with disabilities into the University’s educational programs. Penn State values diversity and inclusion; we are committed to a climate of mutual respect and full participation. Our goal is to create environments that are usable, equitable, inclusive, and welcoming. Every Penn State campus has a Student Disability Resources office. Student Disability Resources at Penn State Harrisburg is located in the Student Enrichment Center Room 205. The Assistant Director Student Disability Resources, Alan Babcock, can be contacted via email at aub15@psu.edu or by phone at 717-948-6025.
To receive consideration for accommodations, please contact Student Disability Resources (SDR), participate in an intake interview, provide documentation of your disability, and complete an online Introductory Questionnaire. Please know that you are not required to already have documentation to begin the process with SDR, as SDR can assist with the process of requesting accommodations. Additional information is available on the Student Disability Services Resources website. If the documentation supports requests for reasonable accommodations, SDR will provide you with an accommodations letter, which you can then give to your professors. Please know that requests for accommodations and support must be initiated by the student and communication with professors regarding the approved accommodations must be initiated by the student. You will receive accommodations after you give your accommodations letter to your professors. It is recommended that you share your accommodations letters with your professors as early in the semester as possible. Professors do not provide accommodations retroactively.
 
Counseling & Psychological Services
Success in college depends heavily on your personal health and wellbeing. Please recognize that some stress and anxiety is a normal part of life and the college experience, and it can be compounded by unexpected setbacks or life changes outside the classroom. Penn State Harrisburg has a number of support options listed in this syllabus.  
If you are experiencing issues that feel unmanageable, you reach the point that you have difficulty concentrating and/or feeling motivated, or have anxiety or feelings of depression that interfere with your ability to take care of yourself or your daily responsibilities, please consider talking with someone in CAPS (Counseling and Psychological Services). We have a range of services to help you navigate issues that are impacting your ability to be healthy, well, and productive at college. 
You can learn more about the confidential mental health services available on campus by visiting the Counseling and Psychological Services website or by calling (717) 948-6025 Monday through Friday 8am to 5pm. CAPS is located on the 2nd floor of the Student Enrichment Center, Suite 205. 
You can access a crisis counselor 24/7/365 any time by calling 1-877-229-6400 or by texting “LIONS” to 741741. 
Find us on Instagram @pshbg_caps_sdr or on Facebook @psuhbgcounselinganddisabilityservices.
(Yes, I know it’s an unyieldingly long handle)
 
Educational Equity
Penn State takes great pride to foster a diverse and inclusive environment for students, faculty, and staff.  Acts of intolerance, discrimination, harassment, and/or incivility due to age, ancestry, color, disability, gender, national origin, race, religious belief, sexual orientation, or veteran status are not tolerated and can be reported through Educational Equity at the Report Bias site: https://equity.psu.edu/reportbias.  Penn State’s Code of Conduct can be found at the following link: https://studentaffairs.psu.edu/support-safety-conduct/student-conduct/code-conduct.   
Direct all inquiries regarding the nondiscrimination policy to The Office of Diversity, Equity, and Inclusion at Penn State Harrisburg at 717-948-6016, and to Equity & Compliance at 717-948-4381 or in person in Olmsted E125. 
 
Mandated Reporting
Penn State is committed to equal access to programs, facilities, admission, and employment for all persons. It is the policy of the University to maintain an environment free of harassment and free of discrimination against any person because of age, race, color, ancestry, national origin, religion, creed, service in the uniformed services (as defined in state and federal law), veteran status, sex, sexual orientation, marital or family status, pregnancy, pregnancy-related conditions, or physical or mental disability, gender, perceived gender, gender identity, gender expression, genetic information or political ideas. Discriminatory conduct and harassment, as well as sexual misconduct and relationship violence, violates the dignity of individuals, impedes the realization of the University’s educational mission, and will not be tolerated. Gender-based and sexual harassment, including sexual violence, are forms of gender discrimination in that they deny or limit an individual's ability to participate in or benefit from University programs or activities. For reporting resources, and support, please visit Penn State's Title IX website.
Penn State strongly encourages all members of the campus community to take appropriate action by providing support and encouraging those impacted by such incidents to submit a report to the Title IX Coordinator. You may also submit a report online by using the Incident Report Form found here: Office of Sexual Misconduct Prevention & Response Incident Report Form. If the University Title IX staff receives information about an incident, they will reach out to offer information about resources, rights, and procedural options available to you. 
At Penn State Harrisburg, your point of contact is:
Nicholas Paesano – Equity & Compliance Specialist/Sexual Misconduct Resource Person
Penn State Harrisburg 
E125 Olmsted Building 
717-948-4381 
nbp5382@psu.edu
 
Penn State’s Interim Title IX Coordinator is:
Suzanne Adair, Interim Title IX Coordinator 
222 Boucke Building 
University Park, PA 16802 
814-867-0099 
titleix@psu.edu
Other resources that are available include:   
Penn State Harrisburg Counseling and Psychological Services   
SEC 205 - 717-948-6025   
Department of Safety & Police  
Campus Police – 717-979-7976   
Emergency – 911
UPMC Harrisburg  
111 South Front Street – 717-782-3131   
Penn State Harrisburg Student Health Services   
220 Capital Union Building – 717-948-6015    
Penn State Hotline 800-560-1637 (Anonymous reporting) 
 
Writing Support: Learning Center Writing Support Information
The Russell E. Horn Sr. Learning Center may have a tutor who can assist you with this course. An appointment is recommended. Tutoring sessions are available in-person or on Zoom, depending on your preference.
Visit: Student Enrichment Center Room 201  
Or go to: starfish.psu.edu and click on “My Success Network”  
Or call: 717-948-6475  
Or email: PSHLearningCtr@psu.edu  
The Learning Center can help you in a variety of ways: Academic Success Coaches, Subject Area Tutoring and Writing.
 
Other Support 
The Lambert Undergraduate Advising Center can assist you with exploring majors and minors, understanding academic policies, and planning courses for future semesters. You can see your assigned advisor in the "My Advisors" box in LionPATH. Drop-in Quick Question Advising is available during the semester both in-person and online (no appointment necessary). See dates, times, and locations at: bit.ly/whatsnexthbg
The Madlyn L. Hanes Library has Library Guides ready. Access curated resources such as databases, books, and journals relevant to your course and areas of study. Browse by topic (subject guides) or by campus and course number (course guides): Penn State Library Guides.  
Changes to Syllabus
To reflect current events and developments, the syllabus is subject to change at the instructor’s discretion.
 


Schedule
 
* Required “textbook”: 
- How to Play Video Games (User's Guides to Popular Culture Book 1), by Matthew Thomas Payne &  Nina B. Huntemann (Eds), 2019. / hereon, HP. An edited volume with each chapter explaining a key concept through a specific game. 
- Other readings will be comprised of individual scholarly research and journalistic articles, publicly available online (link on the syllabus). 
* Each Friday, we will PLAY a specific game in class related to the topic of the week, followed by a critical discussion. The list of games and how to access it will be further explained. 
 
Week1: Introduction: media and the playing experience  
Class format intro, history of play and digital games, etc.  
- HP Chapters 1 (FIFA), 2 (Tetris), 3 (King’s Quest), 9 (Bioshock)
- Video Game History (History Channel) https://www.history.com/topics/inventions/history-of-video-games
 
Week2: State of the Industry (No class on MLK)
General overview of the industry; platforms, genres, revenues.
- HP Chapters 22 (Clash Royale), 23 (Game Dev Tycoon), 26 (Angry Birds), 
- Consumerist OpEd  https://consumerist.com/2014/06/09/its-time-to-start-treating-video-game-industry-like-the-21-billion-business-it-is/ 
- The Creativity of Indie Video Games https://www.pbs.org/video/-book-creativity-indie-video-games/
 
Week3: Gamification 1 
Principles of challenge and reward structure.
- Gamification to improve our world, TEDx Talk by Yu-kai Chou https://www.youtube.com/watch?v=v5Qjuegtiyc 
- Pitfalls (Bogost, 2011) http://bogost.com/writing/blog/gamification_is_bullshit/  
 
Week4: Gamification 2 
Narratives, genre conventions, cultures.
- HP Ch 25 (Ball-and-Paddle Games), Ch 30 (Pokemon GO)
- Fails https://journals.sagepub.com/doi/abs/10.1177/1555412015591900 
- Analysis of genre clusters https://dl.acm.org/citation.cfm?id=2793123
 
Week5: Production 
  Different roles of creators, Proposal design workshop.
- HP Ch 10 (The Legend of Zelda: Ocarina of Time), 21 (Miyamoto/Kojima)
- Gamespot game designer interviews https://www.gamespot.com/articles/so-you-wanna-be-a-game-designer/1100-6129276/ 
- Blow (2004) https://queue.acm.org/detail.cfm?id=971590 
- The proposal https://www.gamasutra.com/view/feature/131320/the_game_proposal_part_one_the_.php
 
Week6: Laws and Ethics
Regulations governing gaming.
- HP Ch 4 (GTA), Ch 37 (Night Trap)
- WIPO report https://www.wipo.int/wipo_magazine/en/2014/04/article_0006.html 
- ESRB FAQ http://www.esrb.org/ratings/faq.aspx 
- The ideal EULA (2015) https://www.pcgamer.com/the-eula-that-pc-gamers-deserve/ 
- Intellectual property FAQ https://www.newmediarights.org/guide/legal/Video_Games_law_Copyright_Trademark_Intellectual_Property  
 
Week7: Communicating games
e-sports, game journalism, marketing.
- HP Ch 27 (LEGO Dimensions), 28 (Tomb Raider). 35 (Counter-strike)
- Dilemma http://www.gamasutra.com/view/news/219671/Pay_for_Play_The_ethics_of_paying_for_YouTuber_coverage.php 
- Reviewing issues https://medium.com/super-jump/a-critique-on-the-state-of-video-game-journalism-966d263aacb4
 
Week8: Interfaces
Exergaming, VR, AR, etc.
- HP Ch 32 (NES D-pad) 
- Benefits of exergaming summarized: https://www.mdpi.com/2077-0383/8/5/734
 
Week9: Serious games 1 
Modeling social problems, gamified outreach, education etc  
- HP Ch 5 (Civilization), 40 (Walden, a game: Reflection)
 
Week 10: Serious games 2
Communicating ideas: news games, PR campaigns, etc
- HP Ch 7 (Don’t Starve)
- Newsgames http://www.storybench.org/power-play-journalists-warm-newsgames/ , recent list https://robinkwong.com/newsgames-list/
 
Week 11: Game as art form
Basic elements of aesthetic gravity, media adaptation, gamified media forms, etc
- HP Ch 8 (Braid), 18 (Papers, Please). 
- Con argument https://www.theguardian.com/artanddesign/jonathanjonesblog/2012/nov/30/moma-video-games-art , Pro argument https://www.theguardian.com/technology/gamesblog/2012/dec/06/video-games-as-art , elements http://time.com/collection-post/4038820/chris-melissinos-are-video-games-art/ ,
 
Week 12: Shadows  (No class on “Wellness Day”)
Violence in games, addiction, attention deficiencies, etc.
- Meta analysis by Prescott et al (2018) https://www.pnas.org/content/pnas/early/2018/09/25/1611617114.full.pdf ,
 
Week 13: Representations in gaming
Game as pop culture, stereotyping, gamer culture.
- Ch 12 (The Last of Us), 15 (NBA 2K16), 19 (Age of Empires: Postcolonialism)
- “Gamergate” https://www.washingtonpost.com/news/the-intersect/wp/2014/10/14/the-only-guide-to-gamergate-you-will-ever-need-to-read  
 
Week 14: Virtual communities
Online social presence, community dynamics.
- HP Ch 33 (Minecraft)
- Sense of community https://onlinelibrary.wiley.com/doi/full/10.1002/casp.2224  
 
Week 15: Oral presentations of proposals
The big proposal day.
 
Finals Week: Final report due on Monday 11:59 pm.	
