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Description

The Introduction to Media Studies seminar follows the topics of Media Theory, which runs in parallel during the semester. Its aim is for the students to deepen the knowledge gained at the lecture by analyzing cultural products. The seminar sessions undertake the analysis of a film, short story, comic book, video game or gamebook, focusing primarily on the narrative construction, the ergodic, interactive nature, and the use of metaphors and symbols.
Requirements
· Writing at least seven of the short tests at the beginning of the class. The tests ask about the content of the currently analyzed media text.

· Giving a short (10–15 minutes) keynote presentation on a chosen topic.
· Only three absences are allowed.
Topics to be covered throughout the semester / Calendar
1. Introduction – (September 8) – Syllabus and Requirements
2. Milorad Krstic: Ruben Brandt, Collector (2018) – movie – (September 15)

3. Rudyard Kipling: The Mark of the Beast (1890) – short story (September 22)

4. Jennifer Kent: The Babadook (2014) – movie – (September 29)

5. S. Eric Meretzky: The Cavern of Doom (1983) – gamebook – (October 6)
6. Antal Nimród: The Whiskey Bandit (2017) – movie – (October 13)
7. Dontnod Entertainment: Life is Strange (2015) – video game – (October 27)
8. Alberto Rodríguez: La isla mínima (2014) – movie – (November 3)
9. Consultations (November 10)
10. Art Spiegelman: Maus – A Survivor’s Tale (1986) – comic book – (November 17)
11. Ryan Coogler: Sinners (2025) – movie – (November 24)
12. John Francis Daley – Jonathan Goldstein: Dungeons & Dragons: Honor Among Thieves (2023) – movie – (December 1)
13. Grading (December 8): Discussion of the semester’s work
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