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MEVIT2725 – Video Games: Aesthetics, Industry and Culture 

Assessment guidelines, fall 2021 

 

The exam consists of two assignments, and the candidate must answer both. The assignments 

count 50/50 in the evaluation. The candidate must ensure that the two assignments are of 

approximately equal length in the paper (approximately 5 pages for each assignment). 

Significant discrepancies in this page distribution must not occur. Standard rules and principles 

for academic writing apply. Both assignments must meet at least the minimum requirements for 

a passing grade (E) in order for the candidate to pass the exam in its entirety. If one assignment is 

evaluated as a fail, the entire paper receives an F.  

 

The first assignment offers a choice between two essay topics on the game industry and game 

culture. The second assignment on game analysis is the same for all candidates, but it offers a 

variety of different approaches. The two essay topics have the same formal requirements and test 

the same types of academic skills (use of relevant theory and examples, discussion and critical 

reflection), but differ in themes and subject matter. The game analysis assignment tests the 

candidate’s ability to specify their own analytical focus and conduct an independent analysis in 

which they interpret and discuss game mechanics and game content using relevant theories and 

terms. 

 

The candidate must actively and explicitly use the syllabus literature in both assignments. The 

candidate should use both the textbook Understanding Video Games and relevant articles and 

book chapters throughout. Mark Brown’s videos from The Game Maker’s Toolkit can be used as 

supplementary sources. Secondary sources (like Store Norske Leksikon, Wikipedia, other online 

sources or other textbooks) or lecture slides must not be used as sources to define terms and 

theories already covered in the syllabus literature or as replacements for using the syllabus 

literature. An exception applies for theories on representation. Since the lecture on game 

representation included some academic content not covered in the syllabus literature, the 

candidate may refer to lecture slides for this particular content. 

 

The following paragraphs explains what to look for in terms of content and focus. It is important 

that the candidate demonstrates a general understanding of the area the assignment asks for and 

that they are able to focus on aspects that are most central to and relevant for their chosen 

examples and cases. 

 

Assignment 1 

 

a)  

Essay topic A concerns specific problematic practices in the game industry. The candidate must 

decide whether to focus on problems related to crunch in game development or on 

discrimination/harassment in game development. Riot Games, Activision Blizzard and Rockstar 

Games are mentioned as possible cases the candidate might pursue, but the candidate is free to 

focus on other studios as well/instead. Both AAA-studios and indie studios are possible options. 
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The three mentioned cases should at least be acknowledged as part of a general problematic 

trend if the candidate chooses to focus on other studios. The candidate should demonstrate 

knowledge about the structure and particulars of the game industry as a media industry, and 

practices and processes within game development that might enable and contribute to the 

candidate’s chosen problems. This must be connected to actual reported cases/examples. Primary 

sources on the game industry and game development include chapter 2 in Understanding Video 

Games and the two chapters by O’Donnell. The articles by Shaw, Fisher, Braithwaite and Srauy 

contain relevant content about the industry that may further contextualize the chosen problems.  

 

The candidate should reflect on the industry’s responsibilities in providing safe, healthy and 

productive work environments for employees and how this might be improved. Further, the 

candidate should reflect on constructive and productive ways players could respond to the 

problems in order to encourage/demand improvements in the industry. It is important that the 

candidate is able to ground their evaluations and suggestions reasonably in the academic material 

and cases/examples they include. 

 

b)  

Essay topic B concerns fan content creation involving copyrighted content and how the game 

industry handles this both as an issue and non-issue. Similar to essay topic A, Nintendo, Sega 

and Bethesda are mentioned as possible cases the cases the candidate might pursue, but the 

candidate is free to focus on other studios as well/instead. Likewise, the three mentioned cases 

should at least be acknowledged as central actors for this topic if the candidate chooses to focus 

on other studios. The candidate should demonstrate knowledge about content creation as a 

central facet of metaculture in gaming, and why it may offer both benefits and challenges for the 

game industry. They should acknowledge various types of content/creative practices and why it 

is important for both creators and players. It is important that the candidate focuses on content 

creation using and repurposing copyrighted material (including artwork, game assets, music etc.) 

in fan productions which may violate copyright laws. Examples of such practices include various 

forms of modifications to existing games, uploading soundtrack videos on YouTube, and fan-

made games such as Pokémon Uranium and A2MR (Another Metroid 2 Remake). Primary 

syllabus sources include chapter 2 and 6 in Understanding Video Games and the two chapters by 

O’Donnell. 

 

The candidate should address different types of motivations in reflecting on the importance of 

content creation using copyrighted material. Possible motivations include learning technical and 

artistic skills, subversion or “correction” of game content, desire to extend games or explore 

alternate possibilities/gameplay, create communities. Further, the candidate should address 

various benefits and risks for industry as part of the reflection on different responses. Possible 

benefits and risks include free marketing/PR, increased engagement, positive branding, loss of 

control of intellectual property, intellectual properties used in undesirable/controversial contexts. 

Like essay topic A, it is important that the candidate is able to ground their reflections reasonably 

in the academic material and cases/examples they include. 
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Assignment 2 

 

The candidate must conduct an analysis of the gameworld in a video game of their own choice. 

The candidate must explain why the game and its gameworld are academically 

relevant/interesting, and they must specify an analysis question. It is important that the question 

focuses on what is particular for the candidate’s chosen game and gameworld, and that it helps to 

narrow and concentrate the aim of the analysis. The question must not be formulated in a way 

that directs the candidate away from what the assignment asks for. “Fictional content” is a broad 

category that allows the candidate to discuss what they find most interesting about the particular 

game. This might include storytelling, quests, worldbuilding/lore, character development, 

representation, etc. The candidate must decide what type of fictional content to focus on and 

should reflect this in the analysis question. 

 

The candidate should demonstrate knowledge about gameworld as a specific construction 

created with a specific type of gameplay in mind, how a gameworld differs from other fictional 

worlds, and how gameworlds affect and structure interactions and fictional content. Further, the 

candidate should demonstrate knowledge about types of game rules and game mechanics and 

how these encourage and discourage certain interactions and playstyles in their chosen game. 

This must be connected to the game’s fictional content. Additional game aesthetic terms such as 

genre, interface, geography, perspective, graphical style, sound and music will also be relevant to 

include, depending on the gameworld and analytical focus. The choice of fictional content will 

determine what additional literature might be relevant. For example, if the candidate wishes to 

discuss storytelling, they should also use syllabus literature specific to this topic. 

 


