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Videogames, Identity, and Culture 
CRN 2674 

12-1:20, Tuesdays and Thursdays 
Chapman 303 

 
Carol A. Stabile 
cstabile@uoregon.edu 
541.346.5524 
Office: 208 Allen Hall 
Office Hours: 1:30-3:30 pm Tuesdays 
 
DESCRIPTION 
 
In the US, sales of videogame have outpaced film sales. Given the immersive 
nature of videogames and their accessibility, kids and adults alike spend 
millions of hours engaged in playing videogames – alone, with each other, 
and with people they only know through play. Research is only beginning to 
catch up with usage.  
 
Like new media throughout history, videogames have been alternately 
understood as the source of social problems like online aggression and social 
violence and in the next breath as the solution to a range of intransigent 
problems, particularly in education. In this course, we will explore issues of 
play, identity, online aggression, culture, and politics through the lens of 
contemporary interdisciplinary game studies scholarship. 
 
REQUIRED TEXTS 
 
Nina Huntemann and Matthew Thomas Payne (2009) Joystick Soldiers (this is 
also available as an ebook at the UO libraries) 
 
T.L. Taylor (2006) Play Between Worlds 
 
All other readings are on the website or listed as links below. The password 
for the readings on the website is CHC424. 
 
COURSE LINKS 
 
Zotero Group: https://www.zotero.org/groups/125001/ 
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Website: http://chcgamestudies.wordpress.com/ 
 
Assignments (undergraduates) 
 
All grades for undergraduates will be posted on Blackboard. 
 
blog posts (8 @ 5% each for 40%): You will post eight times to the course 
website. Each post will be no more than 500 words in length (please use word 
count).  
 
Four of the posts can be devoted to either of the following: 
 

• reviews of assigned readings for dates you’ll sign up for on the first day 
of class 

• using assigned readings to analyze games that you’ve played  
 
The four remaining posts must be 500 word responses to blog posts by other 
students in the class. 
 
Before you post, please read the commenting policy at the Fembot Project: 
http://fembotcollective.org/about/commenting-community-standards/, which is 
what we’ll adhere to on our own blog. I’d like to model rigorous, collegial, 
and productive discussions on the course website and in order to do that, we 
all need to understand what the rules are. 
 
game demo (10%): In groups of three, and with the assistance of UO 
librarians, you will be responsible for demonstrating a videogame in class and 
providing a brief presentation on the history and production of that game. 
Game demos will be no more than 20 minutes in length. You will sign up for 
game demos on the second day of class. 
 
draft bibliography (10%): Videogames aren’t just about fun. They’re also 
about scholarship and good scholarship requires research. Without a strong 
bibliography, you’ll spend a lot of time spinning your research wheels, 
wondering, “How do I know that” or “Where did I read that bit of 
information?” Your draft bibliography (due week 5) for your extended blog 
post should be comprehensive, building on resources you will use for your blog 
posts and responses. You are strongly encouraged to use Endnote, Zotero, or 
Mendeley as you build your bibliography. It must be formatted using The 
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Chicago Manual of Style, 16th ed. This assignment is weighted heavily to 
encourage you to start your research early. Credit will be given primarily for 
content (the breadth, depth, and creativity of your research). 
 
extended blog post (2,500 words) (30%): In teams of two, you will create a 
final post for the course site. This final post should be an extended piece of 
writing --- not an essay intended for my eyes alone (e.g. you should incorporate 
visual elements into it and think about it as something that other people will be 
looking at online). In it, you could offer a meditation on videogames as an art 
form, using some of the readings we’ll read for the course, as well as sources 
you’ve developed for your bibliography. You could criticize a genre of games. 
You could write about the political potential of games. You could write about 
the rich world of fan-related activities. You could write about all the productive 
(or non-productive) time people spend playing games. You could compare and 
contrast the experience of playing a board game with the experience of 
playing an online version. The main requirement is that you use assigned 
readings and bibliographic sources to produce an original contribution to how 
we’re thinking about games and gaming in 2013, grounded in research and 
cognizant of the fact that what distinguishes scholarly writing from fan writing is 
the former’s grounding in research.  
 
These final posts must be posted on the website by 5 pm, March 17, 2013.  
 
Participation (10%): Participation grades will be evaluated on the basis of two 
things:  
 
1. Participation in class discussion (as well as preparation, which is evident in 
the level and quality of participation – this is a reminder to do the readings) 
 
2. Participation on the website beyond the assigned contributions. Here I’m 
looking for evidence that you’ve read each others’ posts, responded in a 
manner that demonstrates that you’ve put some thought into your response, 
added links and ideas to the website, and generally helped contribute content. 
 
The participation grade is a cumulative grade, meaning that a number of posts 
in the last two weeks of class won’t count for as much as consistent posts across 
the quarter. 
 
Assignments (graduate students) 
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In addition to the above assignments, graduate students will be required to: 
 
1. do additional readings, as discussed with me. 
 
2. team teach one session of the class in collaboration with me. 
 
3. complete a separate final project, to be negotiated in discussion with me. 
 

 
 
Course Schedule 
 
Week 1: Play 
 
Games: Gloom (2004), Dixit (2010), Pandemic (2008), Pass the Bomb 
(1998), Scrabble (1938), Snakes and Ladders (16th century) 
 
1.8.13 Reading:  
 

• Johan Huizinga (1938) “Nature and Significance of Play as a Cultural 
Phenomenon” The Game Design Reader 

 
1.10.13 Readings: 
 

• Pierre Bourdieu (1993) “How Can One be a Sportsman?” Sociology in 
Question 

• Judd Ruggill (2007) “’I’m here because I’m Bored’: Getting at the 
Nature of Ludic Computation, In Media Res, 
http://mediacommons.futureofthebook.org/imr/2007/10/30/i’m-here-
because-i’m-bored-getting-at-the-nature-of-ludic-computation 

• http://www.homestarrunner.com/sbemail94.html 
 
Week 1 further reading: 
 

 Ian Bogost (2011) How to do Things with Videogames 
 Alexander Galloway (2006) Gaming: Essays on Algorithmic Culture 
 Linda Hughes (1983) “Beyond the Rules of the Game: Why are Rooie 

Rules Nice?” The Game Design Reader, 504-517 
 
Week 2: Do games make us better or worse people? 
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Games: Eve Online (2003), Foldit (2008), Freerice (2007) (These lists are 
recommendations for demos, mainly, but you may want to just check these 
games out briefly) 
 
1.15.12 Reading: 
 

 Sherry Turkle (2011) “Introduction,” Alone Together: Why We Expect 
More from Technology and Less from Each Other 

 
1.17.12 Reading: 
 

 Jane McGonigal (2010) “Gaming Can Make a Better World,” TED Talk: 
http://www.ted.com/talks/jane_mcgonigal_gaming_can_make_a_bette
r_world.html 

 John Markoff (2010) “In a Videogame, Tackling the Complexities of 
Protein Folding,” New York Times: 
http://www.nytimes.com/2010/08/10/science/10gamers.html?_r=0 

 
Week 2 further reading: 
 

• Sam Anderson (2012) “Just One More Game,” New York Times 
Magazine: http://byliner.com/sam-anderson/stories/just-one-more-game 

• Mia Consalvo (2006) “From Dollhouse to Metaverse: What Happened 
when The Sims Went Online,” Gaming as Culture 

• Wu-Chang Feng, David Brandt, Debanjan Saha (2007) “A Long-Term 
Study of a Popular MMORPG,” Proceedings of the 6th ACM/SIGGCOM 
Workshop on Network and System Support 

• Ellen Seiter (2007) “Practicing at Home: Computers, Pianos, and 
Cultural Capital,” Digital Youth, Innovation, and the Unexpected 

• Mel White (2006) “Law and Disorder in Cyberspace: How Systems of 
Justice Developed in Online Text-Based Gaming Communities,” Gaming 
as Culture 
 

Week 3: Militainment 
 
Game: Halo: Combat Evolved (2001), Quake (1996) 
 
1.22.12 Reading: 
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• Sebastian Deterding (2009) “Living Room Wars: Remediation, 

Boardgames, and the Early History of Video Wargaming,” Joystick 
Soldiers 

 
1.24.12 Readings: 
 

• Christopher J. Ferguson (2008) “The School Shooting/Violent Video 
Game Link: Causal Relationship or Moral Panic?” Journal of 
Investigative Psychology and Offender Profiling  

• Matthew Thomas Payne (2012) “Marketing Militainment in a Post-Bin 
Laden World,” 
http://mediacommons.futureofthebook.org/imr/2012/10/31/marketing
-militainment-post-bin-laden-world 

 
Week 3 further reading: 
 

• Pierre Bourdieu (1984) “Postscript: Toward a ‘Vulgar’ Critique of ‘Pure’ 
Critiques,” Distinction 

• Dmitry Epstein (2011) “The Analog History of the ‘Digital Divide,’” The 
Long History of New Media 

• Caroline Marvin (1990) “Inventing the Expert,” When Old Technologies 
Were New 

• Lynn Spigel (1992) Make Room for TV 
• Derek Van Rheenen (2012) “A Century of Historical Change in the 

Game Preferences of American Children,” Journal of American Folklore 
• Nick Dyer-Witheford and Peuter (2009) “Machinic Subjects: The Xbox 

and its Rivals,” Games of Empire: Global Capitalism and Video Games 
 
Week 4: Cyborgs and militarization 
 
Games: Call of Duty: Black Ops (2010) 
 
1.29.12 Reading: 
 

• Randy Nichols (2009) “Target Acquired: America’s Army and the Video 
Games Industry,” Joystick Soldiers 

• “There’s a Soldier in All of Us,” Call of Duty: Black Ops Television 
Commercial, http://www.youtube.com/watch?v=Pblj3JHF-Jo 
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1.31.12 Reading:  
 

• Donna Haraway (1986) “Manifesto for Cyborgs,” Socialist Review 
• John Varley (1984) Press Enter 

 
Week 4 further reading: 
 

•  Aaron Delwiche (2007) “From The Green Berets to America’s Army: 
Video Games as a Vehicle for Political Propaganda, The Players’ Realm, 
91-109 

• Frédérick Gagnon (2010) “’Invading Your Hearts and Minds’: Call of 
Duty® and the (Re)Writing of Militarism in U.S. Digital Videogames and 
Popular Culture,” European Journal of American Studies 

• Nina Huntemann (2009) “Interview with Colonel Casey Wardynski,” 
Joystick Soldiers 

• Joel Penney (2009) “’No Better Way to ‘Experience’ World War II’: 
Authenticity and Ideology in the Call of Duty and Medal of Honor 
Player Communities,” Joystick Soldiers 

 
Week 5: Representing selves 
 
Games: The Sims 3 (2009), Star Wars: The Old Republic (2011), World of 
Warcraft (2004) 
 
2.5.12 Reading: 
 

 Tom Boellstorff (2008) “Personhood,” Coming of Age in Second Life, 
Princeton: Princeton University Press  

 
2.7.12 Reading: 
 

 Beth Coleman (2012) “What is an Avatar?” Hello, Avatar! 
 
Week 5 further reading:  
 

  “Our Avatars, Our Projected Selves” (2010) Jezebel, 
http://jezebel.com/5478367/our-avatars-our-projected-selves 

 Margaret Hartmann (2010) “How Video Game Makers Design 
Characters,” Jezebel, http://jezebel.com/5715630/how-video-game-
makers-design-characters 
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 Tanner Higgin, “Making Men Uncomfortable: What Bayonetta Should 
Learn from Gaga,”	  http://www.tannerhiggin.com/making-men-
uncomfortable-what-bayonetta-should-learn-from-gaga/ 

 Lisa Nakamura (2007) “Avatars and the Visual Culture of Reproduction 
on the Web,” Digitizing Race” 

 
Week 6: Hostile climates 
 
Game: Halo 4 (2012) 
 
2.12.12 Readings: 
 

• Mia Consalvo (2012) “Confronting Toxic Gamer Culture: A Challenge 
for Feminist Game Studies Scholars,” 
http://adanewmedia.org/2012/11/issue1-consalvo/ 

• Lisa Nakamura (2012) “Queer Female of Color: The Highest Difficulty 
Setting There Is? Gaming Rhetoric as Gender Capital,” 
http://adanewmedia.org/2012/11/issue1-nakamura/ 
 

2.14.12 Readings: 
 

• Lisa Nakamura (2009) “Don’t Hate the Player, Hate the Game: The 
Racialization of Labor in World of Warcraft” 
http://lnakamur.files.wordpress.com/2012/03/donthatetheplayer.pdf 

• Amanda Phillips (2012) “5 things academics might learn from how the 
rowdy social justice blogosphere handles fucknecks,” 
http://fembotcollective.org/blog/2012/04/10/im-not-offended-im-
contemptuous-5-things-academics-might-learn-from-how-the-rowdy-social-
justice-blogosphere-handles-fucknecks/ 

 
Week 6 further reading:  
 

• “GAMBIT Hate Speech Project” (2012), 
http://gambit.mit.edu/projects/hatespeech.php 

• Lisa Harney (2010) “Penny Arcade Markets Rape Culture,” 
http://www.questioningtransphobia.com/?p=3205 

• Tanner Higgin (2009) “Blackless Fantasy: The Disappearance of Race in 
Massively Multiplayer Online Role-Playing Games,” Games and Culture 
4(1), January, 3-26 
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• Jane Osmand (2010) “Questioning Transphobia: Penny Arcade Markets 
Rape Culture,” http://www.questioningtransphobia.com/?p=3205 

• Jane Osmand (2010) “Outing Rape Culture,” 
http://geekfeminism.org/2011/10/20/outing-rape-culture/ 

 
Week 7: Interactivity 
 
Games: Lord of the Rings Online (2007), World of Warcraft (2004) 
 
2.19.12 Reading: 
 

• T.L. Taylor (2006) Play Between Worlds, Chapters 1- 2 
 
2.21.12 Reading: 
 

• T.L. Taylor (2006) Play Between Worlds, Chapters 3-4 
 
Week 7 further reading: 
 

 “Interview with Morgan Romine, Ubisoft’s Frag Dolls” (2008) Beyond 
Barbie & Mortal Kombat 

 Searle Hub and Dmitri Williams (2010) “Dude Looks Like a Lady: 
Gender Swapping in an Online Game,” Online Worlds: Convergence 
of the Real and the Virtual. London: Springer-Verlag (available online, 
UO Libraries) 

 
Week 8: Videogames and competit ion 
 
Games: Starcraft (1998), League of Legends (2009) 
 
2.26.12: Reading: 
 

• T.L. Taylor (2006) Play Between Worlds: Exploring Online Game 
Culture, Chapters 5-6 

 
2.28.12: T.L. Taylor to visit class!!! Reading: 
 

• T.L. Taylor (2012) “Computer Games as Professional Sport,” Raising the 
Stakes: E-Sports and the Professionalization of Computer Games 
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Week 8 further reading: 
 

 Dr. Nerdlove (2011) “Nerds and Male Privilege,” 
http://www.doctornerdlove.com/2011/11/nerds-and-male-
privilege/all/1/  

 Mark Chen (2012) Leet Noobs 
 
Week 9: Sexualit ies 
 
Games: Second Life (2003), Grand Theft Auto: The Ballad of Gay Tony 
(2009), The Walking Dead (2012) 
 
3.5.12 Deadline: Draft bibliography; Reading: 
 

• Derek A. Burrill (2008) “Masculinity, Structure, and Play in 
Videogames,” Die Tryin’: Videogames, Masculinity, Culture 

 
3.7.12 Reading: 
 

• C.J. Pascoe (2007) “Dude! You’re a Fag: Adolescent Male 
Homophobia,” Dude! You’re a Fag: Masculinity and Sexuality in High 
School 

 
Week 9 further reading:  

 
 Mary Gray (2009) Out in the Country: Youth, Media, and Queer 

Visibility in Rural America 
 Lori Kendall (2002) “Hanging out in the Virtual Locker Room: BlueSky 

as Masculine Space,” Hanging out in the Virtual Pub: Masculinities and 
Relationships Online 

 C.J. Pascoe (2007) “Making Masculinity: Adolescence, Identity and 
High School,” Dude! You’re a Fag: Masculinity and Sexuality in High 
School 

 
Week 10: Resistance 
 
Games: Dear Esther (2012), Wolfquest (2007) 
 
3.12.12 Reading: 
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• Mary Flanagan (2009) “Critical Computer Games,” Critical Play 
(available online, UO Libraries) 

• Dean Chan (2010) “Dead-in-Iraq: The Spatial Politics of Digital Game 
Art Activism and the In-Game Protest.” Joystick Soldiers 

• Nina Huntemann (2010) “Irreconciliable Differences: Gender and Labor 
in the Videogame Industry,” FlowTV, 
http://flowtv.org/2010/01/irreconcilable-differences-gender-and-labor-
in-the-video-game-workplace-nina-b-huntemann-suffolk-university/ 

 
3.14.12 Reading 
 

• Corey Doctorow (2010) For the Win, 
http://craphound.com/ftw/download/ 

• “Cory Doctorow on Gold Farming” (2010) 
http://wow.joystiq.com/2010/08/04/15-minutes-of-fame-cory-doctorow-
on-gold-farming/ 

 
Week 10 further reading: 
 

• Jonathan Belman and Mary Flanagan (2010) “Designing Games to 
Foster Empathy,” Cognitive Technology 14(2) 

• Hilde Corneliussen (2008) “World of Warcraft as a Playground for 
Feminism,” Digital Culture, Play, and Identity  

• Ea_spouse (2004) EA: The Human Story, http://ea-
spouse.livejournal.com/274.html 

• Mary Flanagan (2008) “Design Heuristics for Activist Games,” Beyond 
Barbie & Mortal Kombat 

• Amanda Lange (2010) “Why Can’t We Make Another Shadow of the 
Colossus?” Second Truth Blog, http://second-
truth.blogspot.com/2010/05/why-cant-we-make-another-shadow-of.html 

• Jack Linchuan Qui (2009) “Places and Communities,” Working-Class 
Network Society 

 
3.17.13: Extended Blog Post Due by 5 pm 
 
Week 11: Dance Central, Rock Band, and Chocolate (either 3/19 
or 3/20 - - date TBA) 
 
APPENDIX (MISC POLICIES): 
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1. Attendance: If you miss class, it is your responsibility to get materials 
covered during that session from a classmate and to make sure you 
understand what was discussed in your absence.  
 

2. Participation: This course will be run as a seminar. What that means is 
that much of class time will be devoted to discussing the assigned readings 
and related ideas. It’s helpful to bring any questions you might have about 
jargon, vocabulary, etc. to class on the date we’ll discuss the readings. This 
is an interdisciplinary course, which means that there’s no question that 
should be considered too simple. Please pay attention to what others are 
saying. Listen carefully to other students and address what they have to say.  

 
3. Getting to Class Late and Leaving Early: Late arrivals and early 

departures distract and disrupt class. I find them especially annoying. If you 
know that you have to leave early, let me know before class and please 
leave the classroom quietly.  

 
4. Assignments and Extensions: All assignments are listed on the syllabus. 

If you know ahead of time that you can’t turn an assignment in on time, 
please talk to me about this before the due date. Requests for extensions 
after a due date will be given only in exceptional circumstances and must 
include (a) one typed, double-spaced page explaining the reason for 
missing the deadline, and (b) supporting documentation (e.g. an official 
doctor’s note). Any such written request must be received by us no later 
than one week after the missed due date. In addition, any assignments that 
are accepted after the due date may suffer a significant grade penalty. 

 
5. Grades: The best advice I can give for doing well on assignments is to visit 

me during office hours to ask questions when you are working on an 
assignment or reviewing material. If you have questions about a grade, 
please see me as soon as you have received the grade to get further 
feedback. These are the circumstances under which I would change a 
grade: (a) if I have made an error, or (b) if I have failed to hold you to the 
same standard as everyone else. If you believe that you have received an 
undeserved grade, you should make your case in writing to me within two 
weeks of receiving the grade.  

 
6. Collaboration: In this class, you’ll be working collaboratively with other 

students. Collaboration is always a challenge, whether in university settings, 
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professional settings, or political organizations. We’ll discuss collaboration 
more in class, but there are three key issues worth emphasizing.  
 
a. Collaboration requires organization. You should either ask one person 

to organize the group activities and keep track of deadlines or figure 
out a way to rotate responsibilities (maybe breaking the project into 
phases) during your first meeting. 

b. Effective collaboration requires clear communication about tasks, 
deadlines, and who is responsible for which component of the project. 
It’s also important that all members of the group feel challenged and 
valued, which also foregrounds the importance of clear communication. 
When possible, meet face-to-face, especially when dividing up work or 
discussing creative goals. And make sure that you’ve got a plan or 
agenda for meetings, so members of your group can organize their 
thoughts and ideas in advance of the meeting (research about group 
meetings suggests these are most effective when participants have 
completed parts of an assignment beforehand).  

c. If you are having problems with a group member, discuss these with her 
or him as soon as possible. If you can’t resolve the problems within the 
group, let me know and we’ll figure out a way to work things out. 
Don’t just shoulder the extra work yourself. 

 
7. Incompletes: A notation of "incomplete" may be given in lieu of a final 

grade to a student who has carried a subject successfully until the end of the 
quarter but who, because of illness or other unusual and substantiated 
causes beyond the student' s control, has been unable to take or complete 
some limited amount of term work. 
 

8. Students with disabilit ies: If you will need accommodations in order to 
meet any of the requirements of this course, please let me know as soon as 
possible.  

	  
9. Academic Misconduct: The University Student Conduct Code (available 

at conduct.uoregon.edu) defines academic misconduct. Students are 
prohibited from committing or attempting to commit any act that constitutes 
academic misconduct. By way of example, students should not give or 
receive (or attempt to give or receive) unauthorized help on assignments or 
examinations without express permission from the instructor. Students 
should properly acknowledge and document all sources of information (e.g. 
quotations, paraphrases, ideas) and use only the sources and resources 
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authorized by the instructor. If there is any question about whether an act 
constitutes academic misconduct, it is the students’ obligation to clarify the 
question with the instructor before committing or attempting to commit the 
act. Additional information about a common form of academic misconduct, 
plagiarism, is available at 
www.libweb.uoregon.edu/guides/plagiarism/students.  	  

 
10. Discriminatory conduct (such as sexual harassment): The 

University will not tolerate discriminatory conduct. It poisons the work and 
learning environment of the University and threatens the careers, 
educational experience, and well being of students, faculty, and staff. Such 
behavior will not be allowed in this classroom. 

 
11. Announcements: Any changes to the syllabus, class cancellations, or 

other matters pertaining to the class will be posted on the course website. 
You should check this site frequently. 

 
12. Inclement Weather: in the case of snow, please check the course website 

for information about class cancellations.  
 
For further information about university policies, please see the UO Student 
Conduct Code.  


