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Learning outcomes

Evaluation methods At the end of this course, students will be able to:

1. Critically analyze video games based on theoretical concepts (level: evaluation).

2. Apply methods of video game analysis to draw relevant conclusions (level: application).

3. Develop a relevant scientific bibliography on a topic related to game studies (level: synthesis).

4. Collaborate with peers to create a (video) game concept and cross-analyses of its components (level:
collaboration).

5.Communicate a critical analysis in a reasoned manner through various formats (e.g., video and
academic article) (level: creation).

Assessment

1. Continuous assessment (50%): active participation in discussions and group activities, completion
of one or more video game analyses, collaborative bibliography.
2. Final assignments (50%):

» Group assignment (25%): writing a GDD and creating a prototype that can be demonstrated
« Individual part (25%): academic article on a cross-disciplinary topic, structured as follows (see
articles in Introduction aux Théories des Jeux vidéo)

* Theoretical introduction

» 2-3 case studies (mini-empirical research with own data)
» Conclusion

» Annotated bibliography

*“To go further” (additional resources)

Teaching methods * Presentation: of the main journals and works in video game analysis from several perspectives
(aesthetic, narrative, mechanistic, educational, UX/UI, etc.).

*Readings and critical analyses: students will read scientific articles on video games and participate
in class discussions.

* Practical work (in the computer lab or at home): live analysis of video games.

*Video analysis: students will produce video analyses of video games.

* Collaborative bibliography: creation of a collaborative bibliography on Zotero.

*Final assignment:

*Group work: creation of a game design document (GDD) and a game prototype to discuss the
principles studied by each member of the group

*Individual work: writing a mini-article inspired by the approaches in the book Introduction aux
Théories des Jeux vidéo (Introduction to Video Game Theories), co-edited by Sébastien Genvo
and Thibault Philippette.

Content This course offers an introduction to game studies and the critical analysis of video games as cultural and
media objects. It is structured around three main areas:

1. An introduction to the scientific literature on game studies, with a particular focus on fundamental
theories and concepts.
2. An exploration of methods for analyzing video games, including critical, structural, and playful
approaches.
3. Practical application of analytical skills through case studies of specific video games.
Sessions will combine theoretical presentations, discussions, practical activities (video game testing), and
collaborative activities.

Inline resources See Moodle
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Other infos

Use of artificial intelligence (Al)

The use of generative Als (such as ChatGPT, Gemini, or others) is governed by the principles of
responsibility, transparency and authenticity:

1. Authorized use without mention : Students may use generative Als for linguistic assistance tasks,
such as grammatical or spelling correction, reformulation and translation. However, the tool must not
add content not authored by the student.

2. Authorized use with compulsory mention : If a student uses Al-generated content (text, image, etc.)
or translates text directly via an Al without substantial revision, this must be explicitly mentioned in the
assignment, in accordance with academic citation rules.

3. Prohibited use : Any use of an Al that prevents verification or assessment of the student's personal
learning is prohibited. This includes the unmentioned use of Al-generated content or the submission
of work where the Al has produced a significant proportion of the content without human review.

Students must keep records of interactions with Als in case of audit. Any failure to comply with these rules
may be considered an academic irregularity and subject to the sanctions set out in the general regulations

governing studies and examinations (RGEE (in French) Réglement général des études et des examens
| UCLouvain).

Faculty or entity in charge

CcoMuU
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Programmes containing this learning unit (UE)

Program title Acronym Credits Prerequisite Learning outcomes

Master [120] in Communication CORP2M 4

Master [60] in Information and
L CcoMuU2M1 4
Communication
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