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Description
Geek: a young person who is clumsy in society, but who is at home in the world of science, computers, and video games. While in the late 1990s and early 2000s this adjective was generally used in a pejorative sense, in recent years this stigmatization has faded: primarily the popularity of esports and streaming media channels led to the rise of “geeks”. The Media Theory lecture guides the students into this contemporary environment. In the first half of the semester, it explores the main paradigms and defining questions of ludology, the cultural role of ergodic literature and cybertext, paying particular attention to the wider social perception of the phenomenon. In the second half of the semester, instead of digital media, tabletop role-playing game will come to the fore – not forgetting that the digital environment also played a decisive role in their development history.
Requirements
The course can be completed with a written exam, the material of which consists of the studies included in the reading list and the lectures.
Topics to be covered throughout the semester / Calendar
1. Introduction (September 7) Syllabus and Requirements
2. Narratology (September 14) – Sarah Kozloff
3. Ergodic literature (September 21) – Espen J. Aarseth
4. Gamification (September 28) – Lee Sheldon
5. Ludology 1 (October 5) – Gonzalo Frasca
6. Ludology 2 (October 12) – Sarah M. Coyne – Laura Stockdale
7. Immersion (October 26) – Emily Brown – Paul Cairns
8. Machinima (November 9) – Guest Speaker: Benedek Gergely – 
9. Consultations (November 16) 
10. Role-Playing Games 1 (November 23) – Game Session
11. Role-Playing Games 2 (November 30) – José P. Zagal – Sebastian Deterding – Tabletop Role-playing Game Research Group
12. Contest (December 7)
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