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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 8) Syllabus and Requirements
2. Narratology (September 15) – Sarah Kozloff
3. Ergodic literature (September 22) – Espen J. Aarseth
4. Gamification (September 29) – Lee Sheldon
5. Ludology 1 (October 6) – Gonzalo Frasca
6. Ludology 2 (October 13) – Sarah M. Coyne – Laura Stockdale
7. Agency (October 27) – Janet H. Murray
8. Immersion (November 3) – Emily Brown – Paul Cairns
9. Consultations (November 10)
10. Role-Playing Games 1 (November 17) – Game Session
11. Role-Playing Games 2 (November 24) – José P. Zagal – Sebastian Deterding
12. Role-Playing Games 3 (December 1) – Tabletop Role-playing Game Research Group
13. Contest (December 8)

Suggested Reading
Aarseth, Espen J., Cybertext. Perspectives on Ergodic Literature; Introduction, The Johns Hopkins University Press, Baltimore–London, 1997, 1–23.

Brown, Emily – Cairns, Paul, A Grounded Investigation of Game Immersion, CHI 2004, 1297–1300.
Coyne, Sarah M. – Stockdale, Laura, Growing Up with Grand Theft Auto: A 10-Year Study of Longitudinal Growth of Violent Video Game Play in Adolescents, CYBERPSYCHOLOGY, BEHAVIOR, AND SOCIAL NETWORKING, 2020/December 18, 1–6.

Frasca, Gonzalo, Simulation versus Narrative. Introduction to Ludology = Mark J.P. Wolf and Bernard Perron (Eds), Video/Game/Theory, Routledge, London–New York, 2003, 221–235.

Hlavacska, András, Preparing a Tabletop Role-Playing Game Experiment: Methodological Notes for Studying the Immersion of Tabletop Role-Playing Game Participants, ACTA LUDOLOGICA 2024/7, 84–97.

Kozloff, Sarah, Narrative Theory and Television = Channels of Discourse Reassemble. Television and Contemporary Criticism, Robert C. Allen (ed), Routledge, London, 1992, 52–76.

Murray, Janet H., Hamlet on the Holodeck: The Future of Narrative in Cyberspace; Agency, The Free Press, New York–London–Toronto–Sydney–Singapore, 1997.

Sheldon, Lee, Multiplayer Classroom. Designing Coursework as Game; Section One and Two, Cengage Learning PTR, Boston, 2011.

Zagal, José P. – Deterding, Sebastian, Definitions of „Role-Playing Games” = José P. Zagal and Sebastian Deterding (Eds.), The Routledge Handbook of Role-Playing Game Studies, Routledge, New York–London, 2024, 21–55.

