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The purpose  of  this  course  is  to  introduce  students  to  the  main 
critical  tools  necessary  for  understanding  how  video  games 
communicate  narrative  meaning.  The  course  relies  on  recent 
developments in narrative theory and draws connections to more 
conventional storytelling media, such as novels, films, and comics. In 
addition to this, the course also discusses video games by placing 
them in their larger social and political contexts. 

The topics tackled in this course are:

 Video games and narrativity: To what extent can video games 
be considered narratives? What is it about video games that 
allows a narratological analysis?

 Multimodal narrative communication: What are the specific 
means  whereby  video  games  communicate  narrative 
meaning? How are they different from other narrative media?

 The diegetic dimension of gameplay: Does gameplay contribute 
to the game’s narrative? 

 The narrator in video games: Is there such thing as a narrator 
in video games? If the answer is yes, then how does the act of 
narration unfold? 

 The  emotional  reception  of  games:  How  do  games  cue 
emotional responses and identification with characters? How 
do we morally assess the events of a video game?

 The cultural dimension of games: How do American history 
and American notions of self and other structure the narratives 
of games?



Students who sign up for this course will have to play at least one 
video game or watch a walkthrough. 

Student evaluation is based on a written exam. 
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