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Objectives

This course will delve into the artistic qualities and expression capacities of video games
to highlight the specific virtues and value of the medium. Through a deep understanding of the
meaning of art, its history, and the functioning of storytelling, the course strives to showcase
the perspective on video games as art that has been evolving over the last decades and is
striving for more serious and expressive works. Relying on specific works of historical and
cultural relevance, the course aims to explain the inner workings and language of video games
to fully understand how they are constructed.

Methodology

The contents will be taught through theoretical lessons about the topics in the syllabus
given in two-hour class lectures and the implementation of that knowledge into small practical
projects and analysis and commentary on different works. It will be required to create small
video game projects on websites like Bitsy or Scratch, as well as writing critical essays where
the content of the course is put to practice in relation to real video games.

Syllabus

1. INTRODUCTION TO THE ONTOLOGY OF ART, MEDIUMS AND VIDEO GAMES

2. NARRATIVE AND LUDONARRATION. INTRODUCTION TO THE DIFFERENT FORMS OF
STORYTELLING

3. BRIEF HISTORY OF VIDEO GAMES

4. GAME DESIGN PRINCIPLES. THE LANGUAGE OF VIDEO GAMES

5. SERIOUS GAMES. EXPRESSION THROUGH GAMING

ASSESSMENT CRITERIA

The final grade will be based on the scores obtained from the different projects and essays as
well as participation in class.

PROJECTS: 50%
ESSAYS: 30%
PARTICIPATION: 20%
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