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Learning outcomes

This Course has seven Programme Learning Outcomes.

Programme Learning Outcomes

A2. The student considers contextual factors in the implementation

of their solutions.

A3. The student can construct concepts and relates these to relevant

theory and the needs of the users.

C2. The student employs appropriate prototyping methods to

develop digital interactive prototypes.

E2. The student can compare and choose appropriate channels and

business models for their solution.

F1. The student experiments with new technological trends and

models a realisable solution.

F2. The student can experiment with innovative concepts to address

complex or complicated situations.

G3. The student builds their own network, brings people in contact

with each other and stimulates information exchange.

 

Content

Playful Pasts and Futures is a course that historicises games and

confronts students with the questions like “Why do we study

games?”. Students will learn how play is a form of learning and how

we use games to explore the possibilities of new technology. The

course touches on the history of the internet, technology and games

and the ethics connected to it.

Essential to understanding interactive systems and their possibilities

is to be able to see the elements of which a system consists and how

they relate to the experience the system intends to deliver. For

budding new technologies these elements might be clear, but the

experiences they could deliver are still being explored. A

fundamental part of exploring these experiences is to find goals and

interactions for new technology that stimulates familiarization and

sparks engaging interaction.

By being able to assess and identify the core tenets of interactive

systems, the student is challenged to reassess their own relation to

the interactive systems they know. In turn, this understanding opens

the student up for identifying new interactions or applying old

interactions in novel ways; and enables the student to assess the

current interactive digital media industries and identify new

opportunities to act on. The course is assessed by a poster

presentation and a written report.

Included in programme(s)

Creative Media & Game Technologies

School(s)

School of Communication, Media & IT
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