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Communication 513:

Video Games and the Individual
Spring 2009 Syllabus
Instructor:
Dr. Chad Mahood
Lecture Time:

TBD
Office:
3045E Derby Hall
Lecture Location: 
TBD
Office Hours:
TBD


Email:
mahood.7@osu.edu

Course Objectives
(
To familiarize students with the history and content of video games.
(
To provide a broad overview of both the positive and negative effects of video game play on the individual.
(
To follow up the broad overview with a discussion of specific video game effects that are currently being examined by communication scholars.
(
To allow students to design their own study on video game effects based on their critique of the literature discussed throughout the quarter.
Required  Readings

Vorderer, P. & Bryant, J. (2006). Playing video games: Motives, responses, and consequences. Lawrence Erlbaum Associates: Mahwah: NJ.

Additional readings for this class will be made available electronically through the CARMEN system (http://carmen.osu.edu).
Grading
Your grade for this course will be based on 2 exams, 2 short papers, a longer final paper, a group presentation, and participation in communication research studies announced by the instructor.

The weighting of each component is as follows:

Exam #1


  30%
Exam #2


  20%

Individual Short Paper
    5%

Group Short Paper 

    5%

Individual Final Paper

  30%

Group Presentation

    5%
Research Participation
    5%
Total



100%

Course Details
Exams:


All exams are to be taken in class on the designated exam dates.  No early or late exams are allowed except in the case of an extreme emergency.  In the rare event that an emergency arises, you should take appropriate action to inform the instructor.  When possible, you must inform the instructor BEFORE the scheduled exam time.  However, if the emergency is unforeseen, you must provide the instructor with written documentation of the emergency (e.g., a medical note from a certified physician) as soon as possible. 
Individual Short Paper:
The first paper in this class will allow students to design their own study on the effects of video game play.  To prepare for this paper students will individually write a short paper outlining at least 3 research topics they might like to focus on for their final paper.  This paper should build on specific ideas mentioned in lecture, cite lecture and textbook material, and be at least 2 pages long.  More specific details on this paper will be provided later in the quarter.
Group Short Paper:
Students will be assigned to groups based on the topics they chose to write about in the individual short paper.  Each group must come to a consensus on which research topic they consider to be the best.  Each group of students will then turn in one group paper outlining how this study could be accomplished.  This paper should build on specific ideas mentioned in lecture, cite lecture and textbook material, and be at least 2 pages long.  More specific details on this paper will be provided later in the quarter.
Individual Final Paper
:
For the final paper each individual student will be responsible for writing a paper based on the topic and design discussed in their group paper.  Students may decide to write a more-detailed version of the group paper, or they may decide to branch off on their own and add more concepts to the group paper.  This paper should be much more in depth than the group paper.  In addition to citing lecture and textbook material, it is expected that students will bring in several new citations from scholarly research journals.  More specific details on this paper, such as the number of citations needed and page length, will be provided later in the quarter.
Group Presentation:
At the end of the quarter students will present to the class their group research topic idea.  As a part of this group presentation each individual student will also discuss how they adapted this general idea for their own papers.  Each group must create an MS PowerPoint slideshow for this presentation.  The slideshow does not need to be fancy and students will be graded on content alone, not style.  The entire presentation should be somewhere around 10 minutes. More specific details on this presentation will be provided later in the quarter.
Research Participation:
A few times throughout the quarter students will be given opportunities to participate in research studies conducted by both faculty and graduate students. Participation in studies provides for first-hand communication research experience.  Participation may NOT exceed 2.5 hours.  Information concerning these studies will be posted on the CARMEN system (http://carmen.osu.edu). Students who cannot participate in these studies will be provided other equivalent opportunities, such as summarizing a research paper.
Academic Misconduct:

It is the responsibility of the Committee on Academic Misconduct to investigate or establish procedures for the investigation of all reported cases of student academic misconduct.  The term “academic misconduct” includes all forms of student academic misconduct wherever committed; illustrated by, but not limited to, cases of plagiarism and dishonest practice in connection with examinations.  Instructors shall report all instances of alleged academic misconduct to the committee (Faculty Rule 3335-5-487).  For additional information, see the Code of Student Conduct (http://studentaffairs.osu.edu/resource_csc.asp).

Students with Disabilities:

If you are a student with a disability and would like to discuss special academic accommodations, please contact the instructor as early as possible during the quarter.  Also, please contact the office for disability services at 292-3307 in room 150 Pomerene Hall to coordinate reasonable accommodations for students with documented disabilities.  

Tentative Course Schedule
Date:
Topic:
Read:
Work Due:
T
3-31
Defining Video Games
Chapters 1 & 2
(Topics: Introduction to class; Definitions of core class concepts, such as video games, interactivity, and game play.)

TH
4-2
History of Video Games
Chapter 3

(Topics: History of video games from invention through 7 generations of innovation; Focus on 7G, the current generation of games; Factors that make a video game “next-generation.”)

T
4-7
Video Game Genres
Chapter 4

(Topics: Overview of each popular video game genre including sports, driving, simulation, strategy, role-playing, shooting, fighting, and action-adventure; Unique genres; Where the industry is headed.)
TH
4-9
Negative Content
Chapter 5
(Topics: Recent content analyses on violent content in games; Recent content analyses on sexual content in games.)
T
4-14
Exploring Effects
Frey et al. (2000)

(Topics: Overview of social-scientific methodology; Experimental design; The difference between a concept and a measurable variable; Independent variables as the cause; Dependent Variables as the effect.)
TH
4-16
Negative Effects
Chapter 22 (327-333)




Chapter 23
(Topics: Negative effects of video game violence on aggression; Negative effects of video game sex on male attitudes toward females; Addiction; Health problems.)
T
4-21
Positive Effects
Chapter 22 (333-340)






Durkin & Barber (2002)
(Topics: Positive effects of video games on spatial skills, cognitive abilities, academic performance, and sociability; Use in education; Use in Therapy.)

TH
4-23
Exam #1
T
4-28
Personality Effects
Chapter 9
(Topics: The effect of personality on game play; Aggressive tendencies; Competitive tendencies; Escapism tendencies; Skills and efficacy beliefs.) 
Date:
Topic:
Read:
Work Due:
TH
4-30
Frustration Effects
Mahood (2006)
(Topics: The interaction of feelings of frustration and violent content on aggression.)
T
5-5
Realism Effects
Chapter 19
(Topics: The effect of realism on game play; Predictors of perceived realism, such as story elements, setting, pacing, and character development.)
TH
5-7
Music Effects
Chapter 17
Individual Short Paper Due
(Topics: The effect of music on game play; Music as communication; The evolution of music and sound effects in video games; Music and psychological immersion.)

T
5-12
Online Gaming
Chapter 20
(Topics: Online versus offline video game play; Components of LAN /WAN network gaming; Components of MMORPGs (Massively-Multiplayer Online Role-Playing Games); Social Effects of online game play; Violence in the online gaming context.)

TH
5-14
Exam #2

T
5-19
Designing an Effects Study

(Topics: How to design an experiment; Defining variables; Hypotheses construction; Experimental design, Questionnaire development, Implications of potential results.)
TH
5-21
Group Work: Design Study

(Students will work in groups to develop a draft of their study on video game effects.)

T
5-26
Group Work: Design Study

Group Short Paper Due
(Students will work in groups to finalize their proposed study on video game effects.)

TH
5-28
NO CLASS: Work on Final Paper
(Students will work outside of class to gather a literature review for their final paper.  Although class will not be formally held on this day the instructor will be available during class time to meet with students on an individual basis concerning their final papers.)


T
6-2
Group Presentations

Individual Final Paper Due
(Students will present both their group project idea as well as how their individual papers differed from, and expanded upon, this group project.)

TH
6-4
Group Presentations Continued
