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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 is the same for all candidates and the second assignment offers a choice 

between two types of analysis. These two analysis types have the same formal requirements and 

test the same types of academic skills (analysis, interpretation and discussion), but differ in 

themes and subject matter. The candidate must actively and explicitly use the syllabus literature 

in both assignments. The candidate should use both the textbook and relevant articles 

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

supplementary sources. Secondary sources (like SNL, 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. Some references to lecture slides are allowed for the 

representation analysis since the lecture on game representation included some content not 

covered in the syllabus literature. 

 

The following paragraphs will list what to look for in terms of content and focus. Due to page 

restrictions, the candidate is not expected to and should not include everything that is listed 

below. 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 

 

Assignment 1 is about metaculture in gaming. The candidate should demonstrate a general 

understanding of what metaculture is, various manifestations of it in game culture, and reflect on 

how and why video games enable such practices. The candidate must connect gaming 

metaculture to significant game historical developments. Relevant aspects include technological 

developments, the internet, game communities and various creative and helpful player practices. 

The candidate should use most of the paper to discuss and exemplify central opportunities and 

challenges for both players and the game industry. Relevant aspects include in-game and out-of-

game communities, modification of games (modding), player-created games, digital genres and 

experiments, and economic and copyright issues. 

 

 

   



Assignment 2 

 

The candidate can choose to conduct a narrative analysis or a representation analysis of a video 

game of their own choice. The game must be appropriate for the selected type of analysis, and 

the candidate must explain why the game is academically relevant/interesting. If the game seems 

inappropriate or unconventional (for example, choosing to conduct a narrative analysis on a 

mostly non-narrative game), the candidate must convincingly argue for its 

relevance/appropriateness and why the type of analysis is useful for understanding the game. 

Both analysis types ask the candidate to formulate a specific question for the analysis of the 

game. The course teachings have not focused on how to formulate good research questions. 

Thus, in the evaluation, the relevance of the question is more important than the quality of it. It is 

important that the question focuses on what is particular for the candidate’s chosen game and 

that it helps 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. 

 

Relevant terms and theories should be explained briefly. It is important that the paper is an 

analysis and interpretation of a game using relevant syllabus subject matter, not a general 

exposition on various syllabus subject matter. Both analysis types ask the candidate to discuss 

the relationship between gameplay and the theme of the analysis. Thus, the candidate must 

demonstrate knowledge of and ability to use relevant game aesthetic terms, such as game rules 

and structures, genres, mechanics, interfaces, geography, perspectives, graphical styles, sound 

and music. 

 

For a narrative analysis, the following is relevant to include: definitions of narratives; similarities 

and differences between games and narratives; Aarseth’s ludonarrative model (world, objects, 

agents and events); narrative mechanics such as cutscenes, characters, branching, choices and 

quests; emergent narratives and storytelling through landscapes.  

 

For a representation analysis, the following is relevant to include: definition of representation; 

game representation specifics; historical and current representations of male and female 

characters; types of LGBTQ+ content in games; race/ethnicity in games; species in games; 

diversity; aesthetic pluralism; optional content; conditional sexuality. 
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