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Course Description 

 

This elective course offers a theoretical and creative workshop around the theme of radical game design. The 

course will focus on building a conceptual language around ‘the social’, ‘radical’ and connected concepts - from 

there, students will use the conceptual language to generate game design solutions to social, cultural and political 

problems.  

 

During this course, students will develop critiques of a wide variety of game designs given the social and political 

focus of the workshops. Topics will include how games intersect with labour; games for education; games built 

around specific political agendas, etc.  

 

Objectives 

 

Grow critical skills around the analysis of game experiences - specifically, critiques of their construction, play and 

cultures.  

Develop socially-aware design ideas specific to games that include intervention tactics, political response, player 

awareness.  

 

Overview of Learning Activities 

 

The focus of studies will be the understanding, use and construction of mechanics, visual aesthetic, narrative and 

user experience design. To develop an intermediate level of experience design and analysis skills, you will be 

expected to create and analyse experience design examples.  

 

Overview of Learning Resources 

 

Studio classes will consist of a mixture of conceptual and creative tutorials. A key focus of this course is 

consumption of research materials as directed by the lecturer. You will also engage in self directed learning 

activities outside of class. Such activities involve iterative design exercises, research, reflection, planning, 

preparation and the development of your assignments. The lecturer will provide guidance in these self directed 

learning activities. 

 



Overview of Assessment 

 

You will be assessed on your ability to effectively construct and communicate relevant experience design projects 

in the context of interactive art and entertainment. Assignments consist of in-class presentations of critical 

presentations, discussion, and creative projects.  

 

 

Assessments 

 

 

1.  Written Response to Key Texts - 800 Words - Week 5 (20%) 

 

As the first assignment for Experience Design (Radical Games), students will be asked to respond to a small 

selection of five key texts, select two for close analysis and reading, and produce an 800 word response. This 

response will be graded along the criteria of: 

 

- Understanding of the argument in the key texts. (10%) 

- Understanding of impact on social and political issues involved. (20%) 

- Understanding of impact on potential design problems. (30%) 

- Articulation of your own critically reasoned viewpoint in response to the two key texts. (40%) 

 

 

2.  Analysis of Existing Radical Game - Presentation - Weeks 6-9 (20%) 

 

This assignment asks students to develop a short (7-10 minute) presentation that proposes an analysis of an 

existing radical game. The key ideas which these presentations must cover are: 

 

- The social or political nature of the game / game design / experience. (20%) 

- The qualities of the game / game design / experience in terms of design values - such as repeatability, enjoyment, 

aesthetics, dynamics, mechanics, etc. (30%) 

- Personal critique. (30%) 

- Demonstrating connection to the course material and themes. (20%) 

 

 

3.  Radical Game Prototype + Statement Document - Week 12 (60%) 

 

As the major assignment of this course, you will develop a substantial prototype along the themes and ideas of the 

course. These themes include: 

 

- Intervention into a social or cultural situation for a particular agenda.  

- Making a political statement.  

 

Prototypes can be built in any suitable platform - from game engines such as Unity to pen-and-paper, or can take 

the form of staged interventions, events, mixed media performances, online performances, and so on.  



 

This assignment will be graded against the applicability of the design to the chosen theme and the ability of the 

statement document to explain the connection between the theme and the game design.  

 

 

Week Topic Required Readings/Weekly Activity 

1 Introductory Week No readings. 

2 System Design for 

Social Problem-Solving 

Freire, Paolo, 2003. Pedagogy of the Oppressed. Myra Bergman Ramos trans. 

New York and London: Continuum. pp. 71-86. 

 

Boal, Augusto, 2002. "The Early Forms of Forum Theatre". in Games for 

Actors and Non-Actors. Adrian Jackson trans. London and New York: 

Routledge. pp. 241-252 

3 Social Sensitivity and 

Responsibility in Game 

Design 

Gunraj, Ruiz & York, 2011. "Power to the People: Anti-Oppressive Game 

Design" in Designing Games for Ethics: Models, Techniques and Frameworks. 

Schrier & Gibson eds. Hershey, NY: Information Science Reference. pp. 253-

274. 

4 The Transformative 

Power of Games and 

its Limits 

McGonigal, Jane, 2011. “Saving the World Together” in Reality is Broken: why 

games make us better and how they can change the world. New York: 

Penguin. pp. 296-344. 

5 Game Mechanics and 

Player Motivation 

Conway, Steven, Forthcoming 2013. “On (or On Ludic Ambrosia and Dragon’s 

Teeth).” in The Game Culture Reader. Jason Thompson and Marc Ouellette 

eds.Ludicity  

 

 

 

Presentations Start This Week. 

6 Games and 

Contemporary Issues: 

War and Militarism 

Dyer-Witheford & de Peuter, 2009. “Banal War”. in Games of Empire: Global 

Capitalism and Video Games. Minneapolis: University of Minnesota Press. 

pp. 97-122. 

 

Written Response to Key Texts Due Tuesday, 9 AM. 

  Mid-semester break. 

7 Games and 

Contemporary Issues: 

Class 

Johnson, Randal. 1993. “Introduction.” Bourdieu, P. The Field of Cultural 

Production. Randal Johnson ed. Cambridge UK: Polity Press.  

 

Williams, Dmitri. 2006. “A Brief History of Social Game Play.” 



8 Games and 

Contemporary Issues: 

Gender 

Mia Consalvo, “Confronting Toxic Gamer Culture: A Challenge for Feminist 

Game Studies Scholars” http://adanewmedia.org/2012/11/issue1-consalvo/ 

 

Presentations End This Week. 

9  Workshopping Student Games 

10  Workshopping Student Games 

11  Workshopping Student Games 

12  Workshopping Student Games 

Game Prototype and Statement Documents Due This Week 

 


