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Approval automatically lapses after two offerings unless permanently approved by Action 9 
Codes: a) Director of Library Services (Langsdale or Law) b) College Dean c) Planning Office d) EMSA 
Letter of Intent is required by USM at least 30 days before a full proposal can be submitted. Letter of Intent requires only the approval of the 
dean and the provost and is forwarded to USM by the Office of the Provost. 
One-page letter to include: Program title & degreelcertificate to be awarded; resources requirements; need and demand; similar programs; 
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b, proposed date after which no new students will be admitted into the program; 
c. accommodation of currently enrolled students in the realization of their degree objectives; 
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DOCUMENT 0 - SUMMARY PROPOSAL 

College: Liberal Arts 1 Department: Information Arts and Technologies I Cost Code: 
Contact Person: Kathleen Harmeyer ( Phone: 5473 1 Effective Semester: Fall, 2006 

0-2: Set forth the rationale for the proposal: 
Games and Society is a core topic for the Curriculum Framework for The Study of Games and Game Development from the International 
Game Developers Association. The framework suggests that successful members of the game development community would 
"understand how games reflect and construct individuals and groups." 

il 0-4 lmpact including OTS and Library resources (Complete a or b) 

0 -3  Resources Needed: 

No additional resources are required to support this proposal. 

Personnel Equipment Expendables Facility TOTAL 
Costs COSTS 

l a) Impact was reviewed. All impacted units were contacted and understandings worked out. No unit objects to the proposal as 
currently submitted. The units contacted were: 

Start-up First Year I $ 

b) lmpact was reviewed. All objections were worked out except those documented in attachments. Units contacted were: 

Department Chair Signature Date 

$ 
Annual Thereafter I $ 

$ 

Indicate probable source of additional funds, if needed: 
$ 

$ $ 
$ $ $ 



DOCUMENT P: COURSE SYLLABUS 

Date prepared: 1 111 912005 
Prepared by: Kathleen Harmeyer 
Department: Information Arts and Technologies 
Course Number: COSC 460 
Course Title: Games, Simulations, and Society 
Credit Hours: 3.0 
Prerequisites: COSC 320 Game Concept and Design 
Catalog Description: This course examines the nature of games and how they are framed 

by and impact individuals and groups. Topics include scholarly 
work on online economies and community building, fan cultures 
and their creative reworking of game content, the role of play in 
human culture and the relationships between online and offline 
identity, as well as psychological facets of games. 

Class Size: 24 
Content Outline: 

1. Player and Effects 
a. Gaming Demographics 

i. Gender and diversity 
ii. Childhood, education, and child development 

iii. Evolution of play with age 
iv. Understanding the choices and patterns of buyers and 

players 
b. The "Cultures" of Gaming 

i. Pop Culture: Games ad icons and cultural artifacts 
ii. Fan Culture: Game communities and the people who 

inhabit them 
iii. Mass Culture: Cultural dialog about games 

2. Experience of Play 
a. Historical aspects 
b. Social aspects 
c. Emotional aspects 
d. Cognitive aspects 
e. Psychological aspects 
f. Humanlmachine interaction 
g. Uses of games in medical training, therapeutic, and other 

non-entertainment applications 
Learning Goals: Students will be able to 

1. Analyze how games reflect and construct individuals and 
groups. 

2. Use online and print based tools to rcscarch social implications. 
Assessment Strategies: 

1. Assignments that locate and record data about simulations, 
games, and society 

2. Game community analysis project 
3. Final examination 

Required Text: Mark J.P. Wolf (Editor), Bernard Perron (Editor). The Video Game 
Theory Reader. Taylor & Francis, Inc. 2003. ISBN: 0415965799 



DOCUMENT Q: FULL DESCRIPTIONIRATIONALE 

Games, Simulations, and Society 

This course examines the nature of games and how they are framed by and impact individuals 
and groups. Topics include scholarly work on online economies and community building, fan 
cultures and their creative reworking of game content, the role of play in human culture and the 
relationships between online and offline identity, as well as psychological facets of games.' 

The International Game Developers Association, the premier professional organization for those 
employed in the computer game industry, has published a framework for developing curriculum in 
game related academic programs. Prepared by a joint collaboration with industry specialists and 
academic curriculum developers, this document details content for courses and capabilities 
desired in graduates of a game studies bachelors' degree. 

Games and Society is a core topic for the "Curriculum Framework for The Study of Games and 
Game Development." The framework suggests that successful members of the game 
development community would "understand how games reflect and construct individuals and 
groups. Found here are issues of representation, ideology and rhetoric as they relate to gaming."* 

The study of games, and their companion technology computer simulations, and how they 
influence and are influenced by society requires a great deal of research and higher level 
processing that is appropriate for seniors to engage to inform the development of new games 
including the games that aim to shape society. 

At the end of this course, students will be able to analyze how games reflect and construct 
individuals and groups, and use online and print based tools to research social implications. 
To accomplish this they will engage in such activities as develop assignments that locate and 
record data about simulations, games, and society, produce a game community analysis project. 

1 Church, Doug, et. al. "IGDA Curriculum Framework, the Study of Games and Game Development." 
Hypertext reference: www.igda.org/academia/ IGDA~Curriculum~Framework~Feb03.pdf. Version 2.3.2003. 

Ibid. p. 7. 


