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Description

This analytical, advanced undergraduate level seminar explores the game—from surrealist games to computer games, students in the course critically examine gaming through the study of the history of games, the role of narrative and language in games, game structures, interaction paradigms, rule-creation, and theories of play.  

Artists, anthropologists, gamers, and academics are seeking to understand the role games play in everyday adult life as games become further integrated into popular culture. This course is intended to familiarize students with important approaches incorporating games and play developed by both the art world and popular culture during the 19th and 20th, centuries. Students will be encouraged to play with these approaches in their written assignments. Each week we read, discuss, and study games to explore possibilities of gaming elements within media arts, artistic practice, and performance. A game is itself a language, and it is this language we seek to understand. This course explores all kinds of games, from artists' games to common children's games. We'll examine historical and contemporary artist's projects, including dance, installation, computer games, and performance, as well as look at the game as a tool for abstraction, storytelling, and activism. 
Games are clever templates for social interaction and entertainment and offer tremendous potential in their original, proactive, and collaborative visions of the future. Games are subtle yet powerful methods of enculturation by which social values, interaction styles, and everyday activities are practiced. Gaming history is a little studied yet essential aspect of developing interactive media. Nationally, new media curricula are adding gaming courses to the curriculum, and there is a growing interdisciplinary field of computer gaming.

Computer games constitute an important medium: that the gaming industry is now more profitable than the US film industry box office sales, and that Americans spend more time playing computer games than watching TV, clearly signifies that computer games are at the forefront of defining culture (Quittner, 2001). 

Course Objectives: 

Students will learn:

· Various historical approaches to the study of play and gaming

· How gaming concepts have altered both the art world and popular culture during the 20th and 21st century 

· To engage with conceptual issues and social issues surrounding the development of computer games, for example, the political implications in the design of multiuser worlds such as Everquest, or the definition of play as consumerism as seen in The Sims games

· To effectively write about gaming and apply historical analyses to computer games 

· To engage with creative exercises involving theories behind games and play
Course Organization and Content  

The course combines assigned readings and class discussions with exploratory exercises and active learning techniques devised by the instructor and the class in response to particular concepts and issues. The class will cover the concepts behind interactivity and play, and the exercises in this class will inform projects in other classes, in personal work, and in industry. 

Method of evaluation 

Assignment Breakdown

Weekly Research + Participation (sketchbook/game notebook)
40%

Short Paper 1







20%

Short paper 2







20%

Short Paper 3







20%
Weekly Research, Contributions to Class, and Participation


40%
Every week we research games. Think of them as our test subjects and experiments. We may create them for groups or individuals, or we may research particular aspects of the weekly theme that are particularly compelling. Each game developed and/or ideas about the games should be documented in the sketchbook and brought to class each week to share with the class.  You are encouraged to write a short (2 page) paper in lieu of a particular game if you encounter a particular issue you wish to explore critically.

Participation is key to this class. Attend and participate fully! Participating in others' games means we must all be open to play (which is easier said than done)! Offer thoughtful comments on other’s work, take a leadership role in discussion in class and in the community outside of class, and help others to talk/be heard in true seminar style interaction. Listen to other’s views with respect, and attend class and turn in work on time. Attendance is mandatory- I take attendance every class. The success of the group depends on your punctuality, attendance, and attention. Because class only meets once per week, you will be considered absent if you arrive 10 minutes or more late.  Each class research and participation session constitutes 2.66 points toward this section of the grade. Over two absences results in a failing grade for the course. 

Recommended and Discussed in Class will be the following shows, notes about which should be included your sketchbooks:

Guggenheim exhibitions: Singular Forms (Sometimes Repeated): Art from 1951 to the Present March 5–May 19; Seeing Double: Emulation in Theory and Practice, March 18–May 16, 

2004 Whitney Biennial Exhibition, March 11 – May 30
Short Papers









60%


Three short papers of 5 pages each are required of each student, with at least 2 cited references in MLA style. These are typed, double spaced papers written in a formal style. The first paper will explore game history, the second will center on the Fluxus movement, and the final will investigate meaning in computer games/popular culture games. Papers found to be plagiarized or have plagiarized content will result in the student failing the class.

	Week 1

Wednesday 

Feb 4
Chance


	An overview of gaming practices, including historical game artifacts and gambling


Screening

· Play Mancala and Senet, ancient board games

· View excerpt, Sometimes it Works, Sometimes it Doesn’t (1983) Cunningham Dance Foundation, about chance operations and performance

Read 

· Csikszentihalyi, Mihaly. "Some Paradoxes in the Definition of Play." Play as Context. Ed. Alyce Taylor Cheska. West Point, NY: Leisure Press, 1979.

· Huizinga, Johan. Homo Ludens: A Study of the Play Element in Culture. Beacon Press, 1971. (Chapter 1)

· Hopscotch

	Week 2

Wednesday 

Feb 11
Games and Play


	What is play? A cross cultural look at play and games.

Screening

· Play a contemporary board game and Victorian Parlor games

· View [domestic], Mary Flanagan 2003

· View Metapet, Natalie Bookchin 2002

Read
· Brotchie, Alastair and Gooding, Mel. Surrealist Games. Boston: Shambhala, 2001, INTRODUCTION & CHAPTER ONE

· "The Futurist Manifesto" 1909 (Marinetti)

· "The Surrealist Manifesto(s)" 1925 (Aragon, et al), 1929 (Breton)

Research

· Prepare a surrealist game for class



	Week 3

Wednesday 

Feb 18
Games, Ritual, & the Unconscious
	Historical overview of art movements and gaming, focusing on the Surrealists

*SHORT PAPER I DUE

Screening

· View Un Chien Andalou (1928) Salvador Dali and Luis Bunuel.

· Play Exquisite Corpse

Read

· Shawver, Lois. “On Wittgenstein's Concept of a 
Language Game.” http://www.california.com/~rathbone/word.htm
· Blake, Kathleen. Chapter 2, "Games." Play, Games, and Sport: The Literary Works of Lewis Carroll. Ithaca and London: Cornell University Press, 1974

Research

· Prepare a riddle or pun in sketchbooks, on cards, or paper.



	Week 4

Wednesday 

Feb 25
Games and Language


	Language games and poetry games

Screening 

· View excerpt, Lewis Carroll's Alice in Wonderland (Broadway Theatre Archive) (1983) Kirk Browning

· View excerpt, Sesame Street: Bert and Ernie’s Word Play (1969)

Read 

Research

· Make a coded message using Carroll's system



	Week 5

Wednesday 

Mar 3
Codes


	Code breaking machines, war codes, communication codes

Screening 

· View excerpt, Navajo Code Talkers: The Epic Story (1994) Allan Silliphant
· View excerpt, Breaking the Code (1997) Herbert Wise

Read

· Maciunas, George, "Fluxus Manifesto" 1963

· Beuys, Joseph "Fluxus Manifesto" 1970

· Friedman, Ken. The Fluxus Performance Workbook. 1960 – present. http://www.nutscape.com/fluxus/homepage/fpw_indx.html

· Bateson, Gregory, and Batson, Mary Catherine. Steps to an Ecology of Mind: Collected Essays in Anthropology, Psychiatry, Evolution, and Epistemology. Chicago: University of Chicago Press, 2000. (Excerpt: A Theory of Play and Fantasypahge)
Research

· Wildcard! You decide.



	Week 6

Wednesday Mar 10
Fluxus
	Fluxus art movement and its use of games and play as a methodology

Screening 

· View excerpt, Cage / Cunningham (1991) Elliot Caplan 

· View John Cage Scores (paper/plastic)

· Play the I-Ching

· View excerpt, The Misfits: 30 years of Fluxus (2001) Lars Movin 
Read 

· Excerpt, Calvino, Italo. If On a Winter's Night, a Traveler. . . Trans. William Weaver. NY: Harcourt Brace & Co, 1981.

· Murray, Janet. Chapter Five, "Agency." Hamlet on the Holodeck. NY: Free Press, 1997.

Research

· Choose a fluxus role model and create a work, object or otherwise

· Required Attendance: Visiting Artist or Artist Talk



	Week 7

Wednesday Mar 17
Games & Narrative
	Exploring the relationship between games and narrative

*SHORT PAPER II DUE

Screening 

· View Excerpt, Rashomon (1951) Akira Kurosawa

· View Excerpt, Run Lola Run (1999) Tom Tywker 

Read 

· Lewitt, Sol. "Sentences on Conceptual Art." Conceptual Art: A Critical Anthology. Ed. Alberro and Stimson. Cambridge: MIT Press, 2000.  

Research

· Plan a physical game 



	Week 8

Wednesday Mar 24
Experimental Play Laboratory
	In this session we research gaming by playing each other’s weekly game plans, documenting, and altering rules.

Read 

· Aarseth, Espen. Cybertext: Perspectives on Ergodic Literature. Baltimore: Johns Hopkins University Press, 1997. (Excerpt). 

· Zimmerman, Eric and Salen, Katie. Rules of Play : Game Design Fundamentals. Cambridge: MIT Press, 2003. (Excerpt)

Research

· Prepare small image based puzzle



	Week 9

Wednesday Mar 31
Computer Gaming History 
	Computer game history, 1960s-1970s

Screening

· Play/view early computer games on the Atari

· GAME due

Read 

· Poole, Steven. Chapter Two, Trigger Happy. London: 4th Estate, 2000


Research

· Prepare a Magritte influenced image game



	Week 10

Wednesday April 7


	SPRING BREAK

	Week 11

Wednesday April 14

Subjectivity & Semiotics
	Exploring signs and meaning in contemporary video games

Screening

· Play/View Pac Man, Tomb Raider, other games

Read 

· Crawford, Chris. “The Art of Computer Game Design.” 1982. http://www.vancouver.wsu.edu/fac/peabody/game-book/Coverpage.html, chapters 1-5 and “education of a game designer” essay at the same site


Research

· Prepare a rule set incorporating Poole’s ideas on time


	Week 12

Wednesday April 21

Rule Creation Workshop
	gaming by interface

Screening

· Play/View The Black and the White, other games


Read 

Crawford, Chris. “The Art of Computer Game Design.” 1982. http://www.vancouver.wsu.edu/fac/peabody/game-book/Coverpage.html, chapters 6-8; Kennedy, Helen W. “Lara Croft - Feminist Icon or Cyberbimbo? On the Limits of Textual Analysis.” December 12, 2002. http://www.gamestudies.org/0202/kennedy/ . Accessed March 15, 2003.


Research

Modify the rules of a well known computer game



	Week 13

Wednesday April 28

Gaming & Gender


	Concepts of gaming and gender study 

Screening

· Play/View Sissyfight (2001)

· Play/View games from Purple Moon, Inc.


Read  

· Flanagan, Mary. "Next Level: Women's Digital Activism through Gaming." Digital Media Revisited. Edited by Andrew Morrison, Gunnar Liestøl & Terje Rasmussen. Cambridge: MIT Press, 2003.

Research

Political games

	Week 14

Wednesday May 5

Gaming & Activism
	How are games used in activist projects?

Screening

· Play/View Internet games, Critical Art Ensemble

Read

· Zimmerman, Eric and Salen, Katie. Rules of Play : Game Design Fundamentals. Cambridge: MIT Press, 2003. (Excerpt)
· 

	Week 15

Wednesday May 12

Games Theory


	Understanding game theory and its relationship to playing games

· Visitor from Economics/Business


Research

· Paper reviews
 

	Week 16

Wednesday May 19

Exhibiting Games


	Who wins?

*SHORT PAPER III DUE

Presentation of overall games research


Required Readings and Materials 

Materials: Sketch Book

Readings: Readings are online.


Readings


Aarseth, Espen. Cybertext: Perspectives on Ergodic Literature. Baltimore: Johns Hopkins University Press, 1997.

Aragon, et. al. "The Surrealist Manifesto." 1925 

Bateson, Gregory, and Batson, Mary Catherine. Steps to an Ecology of Mind: Collected Essays in Anthropology, Psychiatry, Evolution, and Epistemology. Chicago: University of Chicago Press, 2000.

Beuys, Joseph. "Fluxus Manifesto." 1970

Blake, Kathleen. Chapter 2, "Games." Play, Games, and Sport: The Literary Works of Lewis Carroll. Ithaca and London: Cornell University Press, 1974.

Breton, Andre."The Surrealist Manifesto." 1929.

Brotchie, Alastair and Gooding, Mel. Surrealist Games. Boston: Shambhala, 2001.

Calvino, Italo. If On a Winter's Night, a Traveller. . .Trans. William Weaver. NY: Harcourt Brace & Co, 1981.

Costa, Eduardo, Escari, Raul, and Jacoby, Roberto. "A Media Art (Manifesto)." 1966. Conceptual Art: A Critical Anthology. Ed. Alberro, Alexander, and Stimson, Blake. Cambridge: MIT Press, 2000.  

Crawford, Chris. “The Art of Computer Game Design.” 1982. http://www.vancouver.wsu.edu/fac/peabody/game-book/Coverpage.html. Accessed March 1, 2004.

Csikszentihalyi, Mihaly. "Some Paradoxes in the Definition of Play." Play as Context. Ed. Alyce Taylor Cheska. West Point, NY: Leisure Press, 1979.

Edwards, Brian. Theories of Play and Postmodern Fiction. NY: Garland Publising, 1998.

Flanagan, Mary. "Next Level: Women's Digital Activism through Gaming." Digital Media Revisited. Edited by Andrew Morrison, Gunnar Liestøl & Terje Rasmussen. Cambridge: MIT Press, 2003.

Friedman, Ken. The Fluxus Performance Workbook. 1960 – present. http://www.nutscape.com/fluxus/homepage/fpw_indx.html

Godfrey, Tony. Conceptual Art (Art and Ideas). London: Phaidon Press, 1998.
Huizinga, Johan. Homo Ludens: A Study of the Play Element in Culture. Beacon Press, 1971

Lewitt, Sol. "Sentences on Conceptual Art." Conceptual Art: A Critical Anthology. Ed. Alberro, Alexander, and Stimson, Blake. Cambridge: MIT Press, 2000.  

Maciunas, George "Fluxus Manifesto." 1963
 

Marinetti, Filippo Tommaso. "The Futurist Manifesto." 1909


Murray, Janet. Chapter 5, "Agency." Hamlet on the Holodeck. NY: Free Press, 1997.

Pearce, Celia. "Girl Games: The New Feminine Mystique." The Interactive Book. NY: Macmillan, 1997.

Poole, Steven. Excerpt. Trigger Happy. London: 4th Estate, 2000.

Sudnow, David. Pilgrim in the Microworld. New York: Warner Books, 1984.

Shawver, Lois. “On Wittgenstein's Concept of a 
Language Game.” http://www.california.com/~rathbone/word.htm
Zimmerman, Eric and Salen, Katie. Rules of Play : Game Design Fundamentals. Cambridge: MIT Press, 2003.

Video

· Un Chien Andalou (1928) Salvador Dali and Luis Bunuel.

· Cage / Cunningham (1991) Elliot Caplan,Kultur Video 1995

· Game Shows (1994)

· John Cage: I Have Nothing to Say and I Am Saying It (1990) Kultur Video 1997, 56 minutes

· Sometimes it Works, Sometimes it Doesn’t (1983)  Cunningham Dance Foundation. 1983, 63 minutes.

· THE MISFITS : 30 Years of Fluxus (2001) Lars Movin, 83 minutes

· Rashomon (1951) Akira Kurosawa

· Navajo Code Talkers: The Epic Story (1994) Allan Silliphant
· Breaking the Code (1997) Herbert Wise

· Sesame Street: Bert and Ernie’s Word Play (1969) Stan Lathan, Bob Schwarz

· Lewis Carroll's Alice in Wonderland (Broadway Theatre Archive) (1983) Kirk Browning

· Run Lola Run (1999) Tom Tywker

Resources
Artpool's Fluxus Bibliography http://www.artpool.hu/Fluxusbibliography/default.html


Fluxus Home Page http://www.nutscape.com/fluxus/homepage/


More FluxResource http://www.ubu.com/aspen/ 

Email Puzzles http://www.elasticmind.com/ 
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