
Course Syllabus 

 

Title of the course Computer game worlds (in English) 

Title of the Academic 

Programme  
Bachelor’s Programme 'Sociology and Social Informatics' 

Type of the course  Elective 

Prerequisites Information Systems, Data analysis  

ECTS workload 6 

Total indicative study hours Directed Study Self-directed study  Total 

48 180 228 

Course Overview Students will face the social nature of online games, methods of their study. 

From games as complex systems, the course will proceed to the individual 

behaviour of the players, their motivations. After this, the focus of the course 

will shift to the group behaviour of the players, how they form communities 

and build a hierarchy within them. At the end of the course, students will 

analyze the influence of the virtual world on the real and vice versa. 

Intended Learning 

Outcomes (ILO) 

As a result of the course, students will be able to 

- Analyze computer games as complex systems 

- Locate and highlight player micro behaviours 

- Share the motivation of the player, measure it 

- Decompose group behaviour to the actions of actors in games 

- Create and analyze the specification of game projects 

Teaching and Learning 

Methods 

Teaching and learning methods include lectures, seminars, practical home 

assignments (R). 

Content and Structure of the Course 

№ Topic / Course Chapter Total 

 

Directed Study Self-

directed 

Study 
Lectures Seminars 

1 Introduction to the “Game 

World” 

48 4 4 36 

2 Individual Behaviour in 

Computer Games 

60 8 8 54 

3 Group behaviour in 

Computer Games 

60 8 8 54 

4 Game design approaches 

and challenges 

60 4 4 36 

Total study hours 228 24 24 180 

Indicative Assessment 

Methods and Strategy  

Resulting grade consists of: 

● Test (50%) 

● Essay (50%) 

Readings / Indicative 

Learning Resources 

Mandatory  

1. Bernhaupt, R. (2015). Game User Experience Evaluation. Cham: 

Springer. Режим доступа: 



https://proxylibrary.hse.ru:2176/book/10.1007/978-3-319-15985-0    

2. Karpouzis, K., & Yannakakis, G. N. (2016). Emotion in Games : 

Theory and Praxis. Switzerland: Springer. Режим доступа: 

https://proxylibrary.hse.ru:2176/10.1007/978-3-319-41316-7   

 

Optional 

1. Lucci Stephen, & Kopec Danny. (2016). 16. Advanced Computer 

Games. In Artificial Intelligence in the 21st Century (2nd Edition). 

Mercury Learning and Information. Режим доступа: 

https://proxylibrary.hse.ru:2258/toc.aspx?bookid=94346  

2. Social Interactions in Virtual Worlds: An Interdisciplinary Perspective. 

1 edition / ed. Lakkaraju K., Sukthankar G., Wigand R.T. Cambridge, 

United Kingdom ; New York, NY: Cambridge University Press, 2018. 

452 p. Режим доступа: 

https://proxylibrary.hse.ru:2258/toc.aspx?bookid=142638    

Indicative Self- Study 

Strategies 
Type +/– Hours 

Reading for seminars / tutorials (lecture materials, 

mandatory and optional resources) 

+ 40 

Assignments for seminars / tutorials / labs + 60 

E-learning / distance learning (MOOC / LMS)   

Fieldwork   

Essay + 64 

Other (please specify)   

Preparation for the exam   

Academic Support for the 

Course 

Academic support for the course is provided via LMS, where students can find: 

guidelines and recommendations for doing the course; guidelines and 

recommendations for self-study; samples of assessment materials 

Facilities, Equipment and 

Software 

Projector, internet access, R, 

Course Instructor N. Ivanova, I. Pshenichniy 

 

Intended Learning Outcomes (ILO) Delivering 
 

Programme ILO(s) Course  

ILO(s) 

Teaching and Learning 

Methods for delivering 

ILO(s) 

Indicative Assessment 

Methods of Delivered 

ILO(s) 

 

UC-5 Ability to work 

with information: find, 

evaluate and use 

necessary information 

from different sources 

in order to solve 

scientific and 

professional problems 

Able to find and 

asses information 

about differnet 

aspects of computer 

games design and 

structure of social 

interactions in 

multiplayer games 

Readings for seminars, 

preparation for tests and 

essay 

Test, Essay 

https://proxylibrary.hse.ru:2176/book/10.1007/978-3-319-15985-0
https://proxylibrary.hse.ru:2176/10.1007/978-3-319-41316-7
https://proxylibrary.hse.ru:2258/toc.aspx?bookid=94346
https://proxylibrary.hse.ru:2258/toc.aspx?bookid=142638


(including through the 

system approach) 

PC-5 Ability to 

independently 

formulate goals and set 

specific objectives for 

scientific research in 

various areas of 

sociology and solve 

them using modern 

research methods 

Can formulate 

research goals for 

game studies from 

interdisciplinary 

perspective 

In-class activity, 

preparation for an essay 

Essay 

PC-13 Ability to use the 

methods of collecting, 

processing, and 

interpreting 

comprehensive social 

information to solve 

organizational and 

managerial tasks, 

including those outside 

the immediate scope of 

activities 

Can use a variety of 

research methods to 

study social 

interactions, 

usability and 

motivation aspects 

of online games 

 

In-class activity, 

preparation for tests 

Test 

 

 

 

 

Course Content 
 

 

Part 1. Introduction to the “Game World” 

Topic 1 Games as unique complex environments. Types, rules and 

principles.  

Topic 2 Approaches to studying players’ behaviour. Research 

goals and challenges. 

Topic 3 Pprospects of entertainment environments. Technology 

forecasts. 

Part 2. Individual Behaviour in Computer Games 

Topic 1 Avatars and characters as identities. Self-Perception and 

self-representation models. 

Topic 2 Motivation and goals. Economic Decisions in Virtual 

Worlds.  

Topic 3 Aggression, friendship, patronage as behaviour models. 

Role models. 



Part 3. Group behaviour in Computer Games 

Topic 1 Norms, values and expectations in Massive Online 

Games. 

Topic 2 Types of communities. Leadership and goals. Teams and 

alliances. 

Topic 3 Virtual economy and organization. Politics, laws, 

hierarchy and punishments. 

Part 4. Game design approaches and challenges 

Topic 1 What makes the game a Game. Why some games attract? 

Game cults and subcultures.  

Topic 2 Dealing with real world differences. Risks and threats. 

Social skills, perception, norms and values. 

Topic 3 Games as a learning environment. Challenges, goals and 

failures. Knowledge vs behaviour.  

 

Assessment Methods and Criteria 

 

Assessment Methods  
 

Types of Assessment Forms of 

Assessment 

Modules 

1 2 3 4 

Formative Assessment Test  *   

Essay  *   

 

 

Assessment Criteria 

 

Test 

Open question examples for module test 

Module test consists of 5 theme questions which are supposed to be answered precisely, 

based on the studied theoretical concepts during the course and independently learned in 

the literature. The answers should be illustrated with examples from real entertainment 

platforms, games or applications.  

1. Why is game environment a difficult field to study? Name at least 3 challenges that social 

scientist face while trying to analyze players behaviour and social aspects of the game. 

What approaches and methods are used to cope with these problems? 



2. Why is computer game culture so widespread? What makes games a perfect place to 

express oneself? Why people play games on a regular basis? How do people decide what 

game to play? 

3. How and why social norms and values are produced and reproduced to other players? 

What are game policies and laws, how are they created? 

4. Why people form communities in computer games? What types of communities prevail 

and why? How is game management structured? 

5. What makes the game environment a risky structure? How do scientists cope with social 

norms alteration? What are future challenges of game design? How can games help us to 

teach and learn? 

 

Grades Assessment Criteria 

«Excellent» (8-10) 

 

Has a clear argument, which addresses the topic and responds effectively to all 

aspects of the task. Fully satisfies all the requirements of the task; rare minor errors 

occur;  

«Good» (6-7) Responds to most aspects of the topic with a clear, explicit argument. Covers the 

requirements of the task; may produce occasional errors. 

«Satisfactory» (4-5) 

 

 

Generally addresses the task; the format may be inappropriate in places; display 

little evidence of (depending on the assignment): independent thought and critical 

judgement include a partial superficial coverage of the key issues, lack critical 

analysis, may make frequent errors. 

«Fail» (0-3) Fails to demonstrate any appropriate knowledge. 

 

 

Essay  

Essay description 

The project involves the generation of an analytical report discussing the social aspects of a 

chosen online game using theoretical concepts learned during the course and additional 

literature. Within the framework of the project, students are divided into groups of 2-3 

people and choose a game to analyze. Report on the results of the analysis takes the form 

of oral presentations.  

The project consists of several parts: 

1. Analysing the structure of the game (concepts, rules, design, in-game mechanics). 

2. Applying a particular theoretical framework to discuss the game structure (chosen by 

students themselves). 

3. Highlight game distinctive features and compare them to other games’ features. 

4. Discussing possible ways to redesign the game. 

 

Project assignment must include: 

● At least 2 theoretical ideas discussed during the course 

● At least 3 unique game feature to be discussed 

● At least 3 suggestions of improving the game 

● A report in text form (700-1000 words)  



 

Grades Assessment Criteria 

«Excellent» (8-10) 

 

Has a clear argument, which addresses the topic and responds effectively to all 

aspects of the task. Fully satisfies all the requirements of the task; rare minor errors 

occur;  

«Good» (6-7) Responds to most aspects of the topic with a clear, explicit argument. Covers the 

requirements of the task; may produce occasional errors. 

«Satisfactory» (4-5) 

 

 

Generally addresses the task; the format may be inappropriate in places; display 

little evidence of (depending on the assignment): independent thought and critical 

judgement include a partial superficial coverage of the key issues, lack critical 

analysis, may make frequent errors. 

«Fail» (0-2) Fails to demonstrate any appropriate knowledge. 

 

Recommendations for students about organization of self-study 

 

Self-study is organized in order to: 

● Systemize theoretical knowledge received at lectures;  

● Extending theoretical knowledge;  

● Learn how to use legal, regulatory, referential information and professional literature;  

● Development of cognitive and soft skills: creativity and self-sufficiency;   

● Enhancing critical thinking and personal development skills;  

● Development of research skills; 

● Obtaining skills of efficient independent professional activities.  

Self-study, which is not included into a course syllabus, but aimed at extending 

knowledge about the subject, is up to the student’s own initiative. A teacher recommends 

relevant resources for self-study, defines relevant methods for self-study and demonstrates 

students’ past experiences.  Tasks for self-study and its content can vary depending on individual 

characteristics of a student. Self-study can be arranged individually or in groups both offline and 

online depending on the objectives, topics and difficulty degree. Assessment of self-study is 

made in the framework of teaching load for seminars or tests.  

In order to show the outcomes of self-study it is recommended: 

● Make a plan for 3-5 presentation which will include topic, how the self-study was 

organized, main conclusions and suggestions and its rationale and importance.  

● Supply the presentation with illustrations. It should be defined by an actual task of 

the teacher.   

Recommendations for essay  

An essay is a written self-study on a topic offered by the teacher or by the student 

him/herself approved by teacher. The topic for essay includes development of skills for critical 

thinking and written argumentation of ideas.  An essay should include clear statement of a 

research problem; include an analysis of the problem by using concepts and analytical tools 

within the subject that generalize the point of view of the author.   

Essay structure: 

1. Introduction and formulation of a research question. 

2. Body of the essay and theoretical foundation of selected problem and argumentation of 

a research question.   

3. Conclusion and argumentative summary about the research question and possibilities 

for further use or development.  



 

Special conditions for organization of learning process for students with special needs  

 

The following types of comprehension of learning information (including e-learning and 

distance learning) can be offered to students with disabilities (by their written request) in 

accordance with their individual psychophysical characteristics: 

1) for persons with vision disorders: a printed text in enlarged font; an electronic document; 

audios (transferring of learning materials into the audio); an individual advising with an 

assistance of a sign language interpreter; individual assignments and advising. 

2) for persons with hearing disorders: a printed text; an electronic document; video 

materials with subtitles; an individual advising with an assistance of a sign language 

interpreter; individual assignments and advising. 

3) for persons with muscle-skeleton disorders: a printed text; an electronic document; 

audios; individual assignments and advising. 

 


