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PROPOSAL: INTERDISCIPLINARY STUDIES CLASSES
COMPUTER GAMES – THEORY AND PRACTICE


A. Instructor Name
Andy Cox
andycox@twcdc.com
415-420-1261

67 – 29th Street

San Francisco, CA94110
B. Course Title
Computer Games – Theory and Practice

C. Course Description
Computer games have now exceeded Hollywood movies in global sales. Computer games are now recognized as important cultural and artistic products. Cultural practitioners should be familiar with the theory and practice of computer games. This course will look at how computer games are made, why they are made, and how students from all disciplines can interpret and respond to them. Key words include: economics, violence, politics, military, simulation, and subjectivity. We will not just theorize about games. We will play them! As part of the class each student will choose a computer game and play it in depth, relate the experience to game theory and cultural theory, and report back to the class. Students will produce a final project in their medium of choice. For those who are interested, the opportunity will be available to construct basic 3d games using 3d GameStudio.
D. Course Objectives

The course objectives are described generally in the course description above. 

Although computers allow computer games to happen, computer games are not just a technological computer phenomenon; they have emerged at a particular historical moment and their genesis relates to a complex of inter-related phenomena including economics, violence, politics, military imperatives, simulation, sexuality and subjectivity. Since computer games are such a huge cultural phenomenon I believe that students from all departments could benefit from this class. Here are just a few random ideas on how different disciplines could relate computer games:
· Architecture: Space in computer games and contemporary architecture.
· Ceramics / Sculpture: Modeling in clay versus modeling pixels: the analog compared to the digital.
· Creative Writing: Writing like computer games.
· Fashion Design: Gender-specific fashion in computer games.

· Film/Video/Performance: Investigations in interactive narrative.

· Graphic Design / Illustration: The design of computer game packaging.

· Industrial Design: Virtual machine design in computer games.
· Interior Design: Computer games as a design tool.

· Painting and Drawing / Printmaking: The game screenshot as a starting point.
· Photography: The computer game still: fiction v. reality.
· Textiles: Computer model skinning and the wrapping of the body.
· Visual Studies: Computer games and capitalism
The class will aim to unite theory and practice. Students will be expected to research areas of interest and produce a response (artwork, writing, performance, video, etc) in their media of choice. The objective is very much to encourage students to think outside their specific discipline by studying how it relates to a major cultural phenomenon.
E. Syllabus/Outline/Calendar

Below is a rough outline, based on 15 weeks of classes.

Week 1:
Introductions / syllabus / popular game demos / discussion of major issues / assign reading and research on computer games in art.
Week 2:
Show-and-tell. Computer games in art: a survey of the field. Presentation and discussions. Assign readings on computer game technology.
Week 3:
Show-and-tell. How computer games are made. 3D GameStudio and 3d modeling and animation software demonstration. Students select game for in-depth study and agree schedule for presentations. Assign reading/research on origins and history of computer games.
Week 4:
Show-and-tell. The origins of computer games: military / adventure games / aviation. Demo some early computer games, e.g. Pong, Space Invaders, Adventure. Presentation and discussion. Assign reading on the economics of computer games and relation to technological change.
Week 5:
Show-and-tell. Computer games as an economic phenomenon driven by techno-capitalism. Presentation and discussion.
Week 6:
Field visit: CompUSA computer game section. Browse through games, categorize, and discuss. Browse computer game peripherals: joysticks, guns, etc.
Week 7:
Follow up on field trip. Visiting computer game professional or curator. Presentation and discussion.
Week 8:
Show-and-tell. Students present in-depth game-playing experiences. Presentations and discussions.
Week 9:
Show-and-tell. Students present in-depth game-playing experiences. Presentations and discussions.
Week 10:
Show-and-tell. Students present topics for final projects. Discuss.
Week 11:
Computer games and narrative structure. Screenings: games inspired by films; films inspired by games. Writing and computer games.
Week 12:
Computer games and violence: an old chestnut which needs to be discussed. 
Week 13:
Computer games and activism. selectparks.net – art and computer games web site – live video conference.
Week 14:
Final project presentations.
Week 15:
Final project presentations.
F. Describe One Project in Detail

Each class will start with a show-and-tell where each student will present a computer game article or artifact culled from print media, the web, etc. Brief demos of games also possible. This form of active research was very successful in my previous class at CCA – The Digital.
A key part of the class is that students actually play one video game in-depth, think deeply about the personal experience, relate the experience to game and cultural theory and share their findings with the class. In this way students will gain an understanding of several games. Students will be presented with a range of possible options, including the current “hot” games. Possibilities include:

· Doom 3

· The Sims

· Myst/Riven/Uru

· Civilization

· Sim City

· Half Life

· Deus X
· Grand Theft Auto

· Microsoft Flight Simulator

· Warcraft

The time frame is presented in E. above. Relevant readings will be discussed with individual students. 
G. List any other exercises, activities, field trips, etc.

See E. above.

H. Materials
Each student is required to research and play a computer game. Students may need to independently purchase the game.

I. Readings and Other Independent Research

· The Video Game Theory Reader, Wolf and Perron
· Gamestudies.org

· Selectparks.net

· WIRED magazine

· PC Gamer

· Circuits, The New York Times

J. Studio and Class Facilities

Each class will require a Macintosh computer, internet connection, and video projector. Students will need access to computers outside of class for playing computer games and for internet research.

K. Other Information

I have spent the last 6 months making the 3d computer game STOP BUSH.

http://twcdc.com/STOP_BUSH_3D_COMPUTER_GAME/
The game is featured on the art and computer game web site selectparks.net and in October will be part of War.Games at the Gene Siskel Film Center at the School of the Art Institute of Chicago. 
As a media artist, civil and environmental engineer, computer programmer, and activist I am able to bring a broad and unique view to the subject of computer games. I am particularly interested in the potential of computer games as tools of social change.
In the spring semester of 2004 Steve Hartzog and I taught the interdisciplinary graduate seminar “The Digital”. 
I. Resume and References

Resume: see attached
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