
Topic in Int/Org: Communication and Virtual Gaming (COMM 4829.002) 

MWF 10:00-10:50; LANG 313 

 

 

Instructor: Iftekhar Ahmed 

Office: 320A GAB 

Office Phone: 940-565-2819 

Email: Iftekhar.Ahmed@unt.edu 

Office Hours: M 2:30 PM – 4:30 PM, W 2:30 – 3:30 PM, and by appointment* 

 

*It is YOUR RESPONSIBILITY to schedule an appointment outside of office hours with me, 

and give me at least 48 hours advanced notice of needing a meeting. 

 

Course Description 

With more than half of the adult population of the nation involved, virtual gaming has already 

transcended the boundary of mere entertainment. Now-a-days, we use virtual game spaces for 

social interaction and community development, to perform tasks, to engage in teamwork, and to 

use them for learning and education. There are questions, speculations, anxieties, and excitement 

about virtual gaming. What are the factors that transformed video games? Why are people so 

engaged in gaming activities? How can we use gaming for our benefit? How different are gamers 

from each other? Does virtual gaming reflect our real-world personality or change it? And the 

list continues.  

 

This is an introductory course in games studies that covers basic topics in games from an 

interdisciplinary perspective. It is designed to explore fundamental ideas related to games and 

gamers from socio-cultural, psychological, and technological viewpoint.  

 

By looking into the history of games, socio-psychological perspectives of sports and games, and 

the influence of technology on our daily life, this course will shed light into virtual gaming. We 

will learn the ways to understand games and gamers, and to apply that knowledge in various real 

world contexts. 

 

The goals of this course are:  

 to give you basic understanding of virtual gaming environment. 

 to consider positive and negative consequences of virtual gaming . 

 to enhance your understanding of the role of gaming technologies in communication, 

specifically focusing on how they change the nature of communication and on their 

impacts on people's lives and on society. 

 to explore current and future trends in virtual gaming. 

 to explore possibilities of virtual gaming in training and education. 

 to develop analytical abilities to analyze games and use gaming technology in a creative 

and effective way. 

 

Course Readings 

There is no text book for this course. Course readings will be posted electronically using 

Blackboard and the electronic course reserve systems.  
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Assessment 

 

Assignment and Grade Distribution 

1. Class Participation/Activities      200 points 

2. Exams       600 points  

3. Short Research Paper (6-7 pages*)   200 points 

        __________ 

TOTAL:      1000 points 

 

Grading Scale 

Grades will be assigned on the following scale**: 

               A = 90% or above 

               B = 80-89% 

               C = 70-79% 

               D = 60-69% 

               F = 59% or lower 

 

Description of Assignments 

Class participation/Activities:  It is the student’s responsibility to attend class, be prepared to ask 

and respond to questions about assigned readings. 

 

Game Analysis (150 points): You will be required to undertake a game analysis exercise, 

which will pose a problem for you to solve, and then you will present this to the class at a 

scheduled time. The instructor will allocate a group of 3 students to each exercise and 

you will work as a team to complete the exercise by the specified deadline. Each group 

will collaborate to solve the problem through research, analysis, and evaluation. Each 

group is responsible to deliver 15 minutes in-class presentation (Formal PowerPoint 

presentation) and also to submit one copy of the typewritten summary of their findings (a 

3-page paper) two days before their presentation. This exercise carries a total of 150 

points (75 points for paper and 75 points for presentation). 

 

Individual presentation (50 points): Each student will choose one of the course readings, 

summarize the article, and develop a short oral presentation (no PowerPoint needed) 

based on the summary. Each student is responsible to submit one copy of the typewritten 

summary before his/her presentation. In addition to the individual presentation, each 

student needs to critically review two of the peer presentations. Individual presentation 

carries a total of 30 points and each peer review carries a total of 10 points. 

 

Exams (600 points): There will be three examinations consisting of multiple choice questions, 

definitions, and short questions. Both lecture content and reading assignments will be covered. 

Each examination will be worth 200 points.  

 

Short Research Paper (200 points): Your 5-6 page research paper will require you to analyze a 

particular aspect of virtual gaming (i.e., history, developmental trends, identity formation, etc.). 

We will discuss possible topics, approaches to defining a topic and organizing the research paper 

in class (Topic discussion: 09/12/2012). Each student will be allowed a week from the discussion 
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date to submit a topic of interest. In the paper, you will identify the need for research in a certain 

area, survey the literature, and pose research questions. The paper is due in the final week of the 

semester (Due: 12/03/2012). Incomplete or late submissions will not be accepted. The research 

paper carries a total of 200 points. 

 

*All papers and written submissions need to be typewritten in Letter size paper (8.5” X 11”) 

with 1” margin on all sides, 12 point Times New Roman font, and double spaced.  

**Note: It is my policy at the end of the semester to round up a grade if it is at or higher than 

a 69.75%, 79.75%, or 89.75%. 

 

General Course Policies 

 

Attendance:  Attendance in this course is vital to your grade. Class sessions will employ 

case readings and application of content material. Students should come 

prepared to discuss the readings and the cases. Hence, it is important that 

students keep up with the readings. Everything covered in class is 

applicable to assignments and tests. 

 

Submissions:  All submissions need to be typewritten (8.5 X 11 letterpage,12 point 

Times New Roman font, double spaced, 1 inch margin all sides). Graphs, 

charts, tables, pictures, and illustrations will not count within the 

mentioned page limits. E-mails of any assignments will not be accepted. 

 

Access Policy: The University of North Texas is on record as being committed to both the 

spirit and letter of federal equal opportunity legislation; reference Public 

Law 92-112—The Rehabilitation Act as amended.  With the passage of 

new federal legislation entitled Americans With Disabilities Act (ADA), 

pursuant to section 504 of the Rehabilitation Act, there is renewed focus 

on providing this population with the same opportunities enjoyed by all 

citizens.  Therefore, we cooperate with the university’s Office of 

Disability Accommodation (ODA) to provide reasonable accommodation.  

Students who wish to self-identify should register with the ODA no later 

than the second day of classes. 

 

Library Copier: Students conducting research in the Communication Studies Library 

associated with departmental coursework have access to a 

printer/photocopier located in the office adjacent to the library.  We 

encourage students to make use of this resource to print research accessed 

online in the library or to copy essays from any of the department’s 

holdings.  Students may not use this resource for other purposes, such as 

printing courses assignments, class notes, scripts, etc.  Students who use 

the copier for uses other than those outlined above will lose copying 

privileges. 
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Code of Student Conduct: 
 All persons shall adhere to the Code of Student Conduct regarding 

academic dishonesty, including acts of cheating and plagiarism 

Cheating.  The willful giving or receiving of information in an 

unauthorized manner during an examination, illicitly obtaining 

examination questions in advance, using someone else’s work or 

written assignments as if it were your own, or any other dishonest 

means of attempting to fulfill a requirement of this course. 

Plagiarism.  The use of an author’s words or ideas as if they were 

your own without giving proper credit to the source, including but 

not limited to failure to acknowledge a direct quotation. 

 Policies and procedures regarding adjudication of acts of academic 

dishonesty are available in the UNT Policy Manual at 

http://www.unt.edu/policy/  

 

Student Behavior: Student behavior that interferes with an instructor’s ability to conduct a 

class or other students' opportunity to learn is unacceptable and disruptive 

and will not be tolerated in any instructional forum at UNT. Students 

engaging in unacceptable behavior will be directed to leave the classroom 

and the instructor may refer the student to the Center for Student Rights 

and Responsibilities to consider whether the student's conduct violated the 

Code of Student Conduct.  The university's expectations for student 

conduct apply to all instructional forums, including university and 

electronic classroom, labs, discussion groups, field trips, etc.  The Code of 

Student Conduct can be found at www.unt.edu/csrr 

 

Incompletes: In accordance with university policy, grades of “Incomplete” will be 

awarded only in circumstances where students have completed 75% of the 

coursework for the semester with a passing average and the grade is 

warranted by a medical or military excuse.  Inability to complete 

coursework in a timely manner does not constitute an acceptable or 

appropriate reason for requesting an incomplete. 

 

Course Evaluations: The SETE evaluation for this course will open Monday, November 29th, 

and will close Friday, December 17th at 5:00 p.m.  To complete the 

evaluation go to either www.sete.unt.edu or your my.unt.edu account for 

complete instructions. 

 

Disclaimer: This syllabus should not be considered a binding contract on the part of 

the instructor, who reserves the right to change any aspect of the course 

without prior notice.  

 

 

 

 

 

http://www.unt.edu/policy/
http://www.unt.edu/csrr
http://www.sete.unt.edu/
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Daily Schedule 

 

 

Date Topic/Discussion/Assignments Readings 

29-Aug-12 Wednesday Course Overview  

31-Aug-12 Friday Studying Video Games Crawford CH 1 

3-Sep-12 Monday Labor Day; No Class  

5-Sep-12 Wednesday History of video games Kline et al. CH 4,5, & 6 

7-Sep-12 Friday History of video games (cont.) Kline et al. CH 7&8 

10-Sep-12 Monday Understanding games Smith 

12-Sep-12 Wednesday Understanding games (cont.) Crawford CH 2 

14-Sep-12 Friday Understanding games (cont.) Reeves & Read CH 4 

17-Sep-12 Monday Understanding games (cont.) Crawford CH 5 

19-Sep-12 Wednesday Understanding games (cont.) Wardrip-Fruin CH 4 

21-Sep-12 Friday Topic Discussion  

24-Sep-12 Monday Understanding games (cont.)  

26-Sep-12 Wednesday Understanding games (cont.) Caillois CH 1-3 

28-Sep-12 Friday Understanding games (cont.) Caillois CH 6 & APNDX 

1-Oct-12 Monday Exam 1  

3-Oct-12 Wednesday Video gamers Reeves & Read CH 2 

5-Oct-12 Friday Video gamers (cont.) Klug & Schell 

8-Oct-12 Monday Video gamers (cont.) Ohler & Nieding 

10-Oct-12 Wednesday Video gamers (cont.)  

12-Oct-12 Friday Group Presentations  

15-Oct-12 Monday Group Presentations  

17-Oct-12 Wednesday Group Presentations  

19-Oct-12 Friday Games, interaction, storytelling Sellers 

22-Oct-12 Monday Games, interaction, storytelling (cont.) Wardrip-Fruin CH 1 

24-Oct-12 Wednesday Games, interaction, storytelling (cont.)  

26-Oct-12 Friday Games, interaction, storytelling (cont.) Wardrip-Fruin CH 8 

29-Oct-12 Monday Effects Crawford CH 8 

31-Oct-12 Wednesday Effects (cont.) Lee & Peng 

2-Nov-12 Friday Effects (cont.) Weber et al. 

5-Nov-12 Monday Exam 2  

7-Nov-12 Wednesday Beyond entertainment Susi et al.; Yusoff et al. 

9-Nov-12 Friday Beyond entertainment (cont.) Reeves & Read CH 3 

12-Nov-12 Monday Beyond entertainment (cont.) Smith 

14-Nov-12 Wednesday Beyond entertainment (cont.) Squire 

16-Nov-12 Friday Beyond entertainment (cont.)  

19-Nov-12 Monday Critical discussions Williams et al. 

21-Nov-12 Wednesday Critical discussions (cont.)  

23-Nov-12 Friday Thanksgiving Break; No Class  

26-Nov-12 Monday Critical discussions (cont.) Kline et al. CH 11 

28-Nov-12 Wednesday Critical discussions (cont.)  

30-Nov-12 Friday Games research  
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3-Dec-12 Monday 
Games research (cont.) 

Research Paper Due 
 

5-Dec-12 Wednesday Concluding Remarks  

7-Dec-12 Friday Reading Day; No class  

10-Dec-12 Monday No Class  

12-Dec-12 Wednesday Exam 3  

 

 

Reading List 

 

Studying Video Games 

Crawford, G. (2012). Video gamers. New York: Routledge. 

Chapter 1 

 

History of video games 

Kline, S., Dyer-Witheford, N., & De Peuter, G. (2003). Digital play: The interaction of 

technology, culture, and marketing. Montreal and Ithaca, NY: McGill-Queen’s University Press 

Chapter 4-8 

 

Understanding games 

Smith, B. P. (2006). The (computer) games people play: An overview of popular game content. 

In Vorderer, P., & Bryant, J. (Eds.), Playing Video Games: Motives, Responses, and 

Consequences (pp. 43-56). Mahwah, NJ: Lawrence Erlbaum Associates. 

 

Reeves, B. & Read, J.L. (2009). Total engagement: Using games and virtual worlds to change 

the way people work and businesses compete. Boston, MA: Harvard Business School Press.  

Chapter 4 

 

Crawford, G. (2012). Video gamers. New York: Routledge. 

Chapter 2 

 

Caillois, R. (1961). Man, play, and games. New York: Free Press. 

Chapter 1-3, 6, Appendix II 

 

Crawford, G. (2012). Video gamers. New York: Routledge. 

Chapter 5 

 

Wardrip-Fruin, N., & Harrigan, P. (2003). First person: New media as story, performance, and 

game. Cambridge, MA: MIT Press. 

Chapter 4 

 

Video gamers 

Reeves, B. & Read, J.L. (2009). Total engagement: Using games and virtual worlds to change 

the way people work and businesses compete. Boston, MA: Harvard Business School Press.  

Chapter 2 
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Klug, G. C. & Schell, J. (2006). Why people play games: An industry perspectives. In Vorderer, 

P., & Bryant, J. (Eds.), Playing Video Games: Motives, Responses, and Consequences (pp. 91-

100). Mahwah, NJ: Lawrence Erlbaum Associates. 

 

Ohler, P. & Nieding, G. (2006). Why play? An evolutionary perspective. In Vorderer, P., & 

Bryant, J. (Eds.), Playing Video Games: Motives, Responses, and Consequences (pp. 101-114). 

Mahwah, NJ: Lawrence Erlbaum Associates. 

 

Games, interaction, storytelling 

Sellers, M. (2006). Designing the experience of interactive play. In Vorderer, P., & Bryant, J. 

(Eds.), Playing Video Games: Motives, Responses, and Consequences (pp. 9-22). Mahwah, NJ: 

Lawrence Erlbaum Associates. 

 

Wardrip-Fruin, N., & Harrigan, P. (2003). First person: New media as story, performance, and 

game. Cambridge, MA: MIT Press. 

Chapter 1 & 8 (pp. 310 – 317) 

 

Effects 

Crawford, G. (2012). Video gamers. New York: Routledge. 

Chapter 8 

 

Lee, K. M. & Peng, W. (2006). What do we know about social and psychological effects of 

computer games? A comprehensive review of the current literature. In Vorderer, P., & Bryant, J. 

(Eds.), Playing Video Games: Motives, Responses, and Consequences (pp. 327-345). Mahwah, 

NJ: Lawrence Erlbaum Associates. 

 

Weber, R., Ritterfeld, U., & Kostygina, A. (2006). Aggression and violence as effects of playing 

violent video games? In Vorderer, P., & Bryant, J. (Eds.), Playing Video Games: Motives, 

Responses, and Consequences (pp. 347-361). Mahwah, NJ: Lawrence Erlbaum Associates. 

 

Beyond entertainment 

Susi, T., Johannesson, M., & Backlund, P. (2007). Serious games: An Overview, Technical 

Report HS- IKI -TR-07-001, School of Humanities and Informatics, University of Skövde, 

Sweden. 

 

Yusoff A, Crowder R, Gilbert L, Wills G. (2009). A Conceptual Framework for Serious Games. 

The 9th IEEE International Conference on Advanced Learning Technologies; July 15-17, 2009; 

Riga, Latvia. 

 

Reeves, B. & Read, J.L. (2009). Total engagement: Using games and virtual worlds to change 

the way people work and businesses compete. Boston, MA: Harvard Business School Press.  

Chapter 3 

 

Smith, R. B. (2010). The long history of gaming in military training. Simulation & Gaming, 41, 

6–19. 
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Squire, K. (2003). Video games in education. International Journal of Intelligent Simulations and 

Gaming, 2(1), 49-62. 

 

Critical discussions 

Williams, D., Martins, N., Consalvo, M., Ivory, J., 2009. The virtual census: Representations of 

gender, race and age in video games. New Media & Society 11 (5), 815-834. 

 

Kline, S., Dyer-Witheford, N., & De Peuter, G. (2003). Digital play: The interaction of 

technology, culture, and marketing. Montreal and Ithaca, NY: McGill-Queen’s University Press 

Chapter 11 

 

 


