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Title:
Rhetorics of Gaming: Introduction to Video Game Analysis

Catalog Description:

An introduction to video game analysis, this course offers critical ways to understand games as complex narrative and cultural
texts. The course explores theories of play, the history of gaming industries and game studies as an academic field, and a variety
of analytical lenses through which to study this influential cultural form. Emphasizes playing, researching, and writing about video
games and gaming culture in theoretically, rhetorically, and methodologically sound ways.

Credit Hour(s):
3

Lecture Hour(s):
3

Requisites

Prerequisite and Corequisite

ENG-1020 College Composition I, ENG-102H Honors College Composition I, or ENG-2151 Technical Writing; or departmental
approval.

Outcomes
Course Outcome(s):
Recall and identify key concepts, terms, histories, and theories related to game studies as a field of critical inquiry.

Objective(s):

1. Define key terms used in the field of game studies.

2. Identify and examine key concepts and theories in the field of game studies.

3. Examine relevant histories of the development of video games as a significant cultural form.

Course Outcome(s):
Analyze video games as cultural, social, political, historical, creative, and industrial texts in light of their rhetorical contexts.

Essential Learning Outcome Mapping:

Critical/Creative Thinking: Analyze, evaluate, and synthesize information in order to consider problems/ideas and transform them in
innovative or imaginative ways.

Objective(s):
1. Apply diverse interpretive lenses to video games as texts, particularly in the context of the humanities.
2. Analyze video game-related content such as walkthroughs, livestreams, adaptations, and gaming forums.
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3. Investigate major controversies related to video games inside academia and within the gaming industry.

4. Describe how gaming cultures, game development, and games are shaped by the intersections of a variety of factors such as race,
gender, sexuality, class, disability, ethnicity, nationality, and/or other socially-constructed categories of difference.

5. Identify and empathize with diverse communities of players and their specific cultural worldviews.

Course Outcome(s):
Research video games in keeping with current critical practices in the field.

Essential Learning Outcome Mapping:

Information Literacy: Demonstrate contextual awareness of the research process through the reflective discovery of the production
and value of information, the use of information in the creation of new knowledge, and ethical participation in the use of information
in communities of learning.

Objective(s):

1. Apply a humanities-appropriate research method for a focused research project in game studies.
2. Find, evaluate, and use peer-reviewed and other reputable sources appropriate to the fields of game studies and English studies.
3. Gather appropriate evidence to support analyses and arguments related to video games.

4. Use research strategies appropriate to game studies to stay organized such as play logs, electronic recordings, and research
journals.

Course Outcome(s):
Write about video games from a critical and historically relevant perspective.

Essential Learning Outcome Mapping:

Information Literacy: Demonstrate contextual awareness of the research process through the reflective discovery of the production
and value of information, the use of information in the creation of new knowledge, and ethical participation in the use of information
in communities of learning.

Written Communication: Demonstrate effective written communication for an intended audience that follows genre/disciplinary
conventions that reflect clarity, organization, and editing skills.

Objective(s):

1. Write and develop a thesis in order to engage in focused research and writing based on research.

2. Find, evaluate, and use appropriate electronic and print sources for research based on historical and critical developments in the
field, industry, and culture(s) of gaming.

3. Utilize textual evidence as support for analyses and arguments related to video games.
4. Use the MLA system of documentation to deal ethically with primary and secondary sources.

Methods of Evaluation:

—_

. Analytical/argumentative essays

. Response papers

. Reports: oral and written

. Quizzes or tests

. Abstracts

. Play logs and research journals

. Research projects

. Annotated bibliographies

. Wikis, websites, or other social media
. Capstone projects
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Course Content Outline:

1. Histories of Video Games, Industry, and Scholarship
a. Evolution of video games from 1962 (Spacewar!) through the present.

b. Major debates in game studies, including the narratology vs. ludology debate.

c. Evolution of the video game industry from arcade games through VR/AR developments, including major crises and synergies
with related industries.
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2. Theories and Practice of Play and the Nature of Video Games
a. Major theories of play.

b. The experience of play through gaming.

3. Ludology and Procedural Rhetoric Approaches
a. Ludological approaches to games.

b. Procedural rhetoric approaches.

¢. Major concepts may include simulation, design, rhetoric, temporality, spatiality, proceduralism, feedback loop, mechanics, and
interface.

4. Narrative Approaches
a. Narrative approaches or ways of reading narratives in video games.

b. Major concepts may include narrative, story, place, genre, atmosphere, characterization, archetypes, adaptations, and the
chronotope.

5. Cultural Studies Approaches

a. Research-driven approaches to class, gender, race, dis/ability, religion, and/or identity.

b. Major concepts may include society, labor, the culture industry, commodification, and otherness.
6. Rhetorical Approaches

a. Educational approaches of using games for learning.

b. Rhetorical approaches of thinking about games as persuasive texts.
¢. Major concepts may include gamification, technical communication, fandom, and game communities.

Religious Accommodation

Before reviewing the course schedule, students should carefully review the following religious accommodation policy and other
required instructional policies:

Religious Accommodation:

Students seeking an accommodation for absences permitted under Ohio's Testing Your Faith Act must provide the instructor

with written notice of the specific dates for which the student requires an accommodation and must do so not later than fourteen
(14) days after the first day of instruction. Please submit requests for accommodations at this link: https://portal2.tri-c.edu/
ReligiousAccommodation/ Religious Accommodation Form. Students with questions about their religious accommodations under
Ohio's Testing Your Faith Act may contact the College’s Office of General Counsel and Legal Services by phone at 216.987.4856 or via
email at legal@tri-c.edu.

Other Required Instructional Policies:
https://www.tri-c.edu/student-resources/curriculum/documents/syllabus-part-b.pdf

Weekly Schedule
Topics

Week 1 Welcome, Introductions, and Video Game Rhetorics
Week 2 Rhetorics of Play

Week 3 Game Studies: History of the Field

Week 4 History of the Video Game Industry

Week 5 Narratology: Video Game Narratives

Week 6 Approaches to Video Games as Culture (1)

Week 7 Approaches to Video Games as Culture (2)

Week 8 Writing About Games

Week 9 Approaches to Video Games as Culture (3)

Week 10 Approaches to Video Games as Culture (4); How to Write an Abstract
Week 11 Researching Video Games and Library Resources
Week 12 Games and Learning

Week 13 Games in Education

Week 14 Individual Conferences

Week 15  Peer Review

Week 16  Essay Due and Final Reflection

The Course Schedule is subject to change due to pedagogical needs, instructor discretion, parts of term, and unexpected events.


https://portal2.tri-c.edu/ReligiousAccommodation/
https://portal2.tri-c.edu/ReligiousAccommodation/
https://www.tri-c.edu/student-resources/curriculum/documents/syllabus-part-b.pdf
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Required/Recommended Readings
Textbooks:
+ An Introduction to Game Studies: Games in Culture, Franz Mayra, Sage.
* Rhetorics of Gaming: An Introduction to Video Game Analysis, Mike Piero.
Selections from Scholarly, Peer-Reviewed Texts such as:
« On Rhetoric, Aristotle
* Homo Ludens: A Study of the Play-Element in Culture, Johan Huizinga
+ "The Rhetoric of Video Games,' lan Bogost
« Gaming Matters, Judd Ruggill and Ken McAllister
« Hamlet on the Holodeck, Janet Murray
+ “Game, Narrative and Storyworld in League of Legends,” Emily Joy Bembeneck
* “Young, Black (& Brown) and Don't Give a Fuck: Virtual Gangstas in the Era of State Violence, David Leonard
+ "The Foreign and the Familiar: Playing (Post)Colonialism in World of Warcraft,” Jessica Langer
“Putting the Gay in Games: Cultural Production and GLBT Content in Video Games," Adrienne Shaw
+ “Hot Dates and Fairy-Tale Romances: Studying Sexuality in Video Games,” Mia Consalvo
"Introduction,’ Nicholas Taylor and Gerald Voorhees
+ Games of Empire, Greig de Peuter and Nick Dyer-Witheford
« What Video Games Have to Teach Us about Learning, James Paul Gee
+ “Against the Use of Computer Games in the Classroom: The Wickedness of Ludic Pedagogies,’ Judd Ruggill and Ken McAllister

Resources for the Instructor
José P. Zagal and Sebastian Deterding. The Routledge Handbook of Role-Playing Game Studies. London: Routledge, 2024.

Simon Egenfeldt-Nielsen et al, eds. Understanding Video Games: The Essential Introduction. 3rd. New York: Routledge, 2016.

Mark J.P. Wolf and Bernard Perron, eds. The Routledge Companion to Video Game Studies. New York: Routledge, 2016.

Robin J.S. Sloan. Virtual Character Design for Games and Interactive Media. Boca Raton: CRC Press, 2015.

Jennifer DeWinter and Ryan M. Moeller, eds. Computer Games and Technical Communication: Critical Methods & Applications at the
Intersection. Dorchester. Dorset Press, 2014.

Jason C. Thompson and Marc A. Ouellette, eds. The Game Culture Reader. Newcastle upon Tyne: Cambridge Scholars Publishing, 2013.

Judd Ruggill and Ken McAllister. Gaming Matters: Art, Science, Magic, and the Computer Game Medium. Tuscaloosa: U of Alabama
P 2011.

Frans Mayra. An Introduction to Game Studies: Games in Culture. London: Sage Publications, 2008.

Mark J.P. Wolf and Bernard Perron, eds. The Video Game Theory Reader. New York: Routledge, 2003.

Additional Resources for the Instructor

1. Tri-C Library Research Guide for ENG 2770 -
https://libguides.tri-c.edu/gaming (https://libguides.tri-c.edu/gaming/). 2025.


https://libguides.tri-c.edu/gaming/
https://libguides.tri-c.edu/gaming/
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2. Eludamos: Journal for Computer Game Culture - http://www.eludamos.org/index.php/eludamos (http://www.eludamos.org/
index.php/eludamos/). 2025.

3. Game Studies (peer-reviewed journal) - http://gamestudies.org/. 2025.

4. Games and Culture (peer-reviewed journal) - http://journals.sagepub.com/home/gac (http://journals.sagepub.com/home/gac/).
2026.

5. Leveling Up Game Studies - https://www.zotero.org/groups/494532/leveling_up_games_studies (https://www.zotero.org/
groups/494532/leveling_up_games_studies/)

6. LGIRA - Learning Games Initiative Research Archive - https://lgira.mesmernet.org/

7. The Rhetoric of Games - https://www.zotero.org/groups/509172/rhetoric_and_games (https://www.zotero.org/groups/509172/
rhetoric_and_games/). 2019.

Instructional Services
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Ohio Transfer 36 TMAH
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