MID TERM PROJECT – COMPUTER GAME PRESENTATION
Presentations scheduled for October 24 and October 26; 5 students per class.

Web site: http://www.TWCDC.com/computer_games
OBJECTIVE

Students play one game and research it over several weeks. The aim is to gain an in-depth understanding of multiple aspects of the game and to share experience and research with the rest of the class in a presentation.

GAME ASPECTS

The following aspects should be considered when playing the game and could be included as part of the presentation. These are a preliminary ideas – please think broadly about what else you might include.

Personal experiences while playing the game

This is important and should be included in all presentations. For example: How did the game make you feel? Was it a positive experience? How did it relate to the rest of your life? How did your experience develop over time? 

History
Where does the game come from? What other games (computer and traditional) does it relate to? What is the history of the developer?

Technology

What kind of technology does the game employ? In what way is it innovative? Anything special about the game engine (3d games)? Does it rely on any special hardware? 
Aesthetics

How appealing is the visual imagery? How is this limited by the technology? How do the aesthetics enhance or degrade game play? How is abstraction employed?
Psychology

What aspects of the game appeal to human psychology?
Cultural Relevance

To what extent does the game relate to events and issues of contemporary culture? Does it add any insights or does it simply mirror culture? How does it function politically?
Narrative Structure

What kind of narrative structure is employed in the game? eg linear, branching, open. Is this effective? How is the game structured? How does it differ from a book or a film? If a multiplayer game, how does this manifest itself? What is the difference between online encounters  and “real” encounters?
Gender and Race
How does the game reinforce or question traditional notions of gender or race? How is this manifested in the game?
Violence/Military

How is violence used in the game? Is it a necessary part of the narrative? How did it make you feel? How is the game rated?
Economics
How has the game sold? How have economic imperatives affected its structure and content? Where was it made? Was outsourcing used?

References: 

Articles form Video Game Theory Reader
Print media

Online research using Google, etc

PRESENTATION FORMAT

Each presentation will last about 30 minutes. For the first 20 minutes student will demo the game and present results of research to the class as listed above. The use of other visual material (e.g. from the web) is encouraged. A handout of one page or more summarizing the findings for other students future reference is required and may be posted to the web site. If students use PowerPoint or other presentation software this may also be posted to the class web site.
GRADING

25% of total class grade. Approximately evenly divided between presentation format, content, and written summary.
