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Course Overview

Staff Contact Details

Convenors

Name Email Availability Location Phone
Brigid Costello bm.costello@unsw.edu.au Thursdays 1-2pm or

by appointment
Robert
Webster 231F

9385 6805

School Contact Information

School of the Arts and Media

Room 312, Level 3, Robert Webster Building (G14)

Phone: (02) 9385 4856

Email: sam@unsw.edu.au

Website: www.arts.unsw.edu.au/sam

The School of the Arts and Media would like to Respectfully Acknowledge the Traditional Custodians,
the Bedegal (Kensington campus), Gadigal (City and Art & Design Campuses) and the Ngunnawal
people (Australian Defence Force Academy in Canberra) of the lands where each campus of UNSW is
located.
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Course Details

Credit Points 6 

Summary of the Course

Understanding what games really are and how they can affect and create audiences is essential
knowledge for every media graduate. In this course we focus on the most common types of games that
media producers create, serious games. These are games that are used for real-life purposes other than
pure entertainment. For example, they might be used for social change, education, training, advertising,
or to help people achieve a particular health objective. In this course you will focus on the conceptual
design and analysis of serious games. This context will shape an investigation into game aesthetics,
learning, affect and engagement. You will also be introduced to the methods and practice of game play-
testing. The course does not involve any computer programming or require any previous knowledge in
this area.

Course Learning Outcomes

1. Identify the social, ethical and cultural contexts of the production and consumption of serious
games.

2. Discuss, analyze and evaluate serious games.
3. Produce a concept proposal for a serious game.
4. Collaborate with clients, designers and user-groups to develop a serious game concept.

Teaching Strategies 

There will be a strong emphasis on the relationship between practice, theory and method in this course.
The weekly lectures will provide theoretical and methodological frameworks that will then be explored
within a practical context in the workshops. The workshops will also be structured to encourage you to
give support and feedback to fellow students. This will provide opportunities for you to reflect on the
production practices of others and to view your own practice experiences within a broader context. The
course will use real-world client briefs and where possible will provide you with an industry client to work



Assessment
There are three assessment tasks to complete. You must complete and hand in all three tasks in order
to pass this course. This 6㠠ㄵ㌮〷〹㠹㈳⸳㐹㤹㤠牥⁓ 〮㠰〰〰⁷′⁊‰⁛崠〮〰〰〰‰⸰〰〰〠〮〰〰〰‰⸰〰〰〠則ਊ〮㠰〰〰⁷′⁊‰⁛崠〮〰〰〰ਰ⸸〰〰〠眠㈠䨠〠樠孝‰⸰〰〰〠搠〮〰〰〰‰⸰〰〰〠〮〰〰〰⁒䜠ਲ㐶⸶ㄴ㌳㜠㘳〮㠵㐵㜲‱㔳⸰㜰㤸㤠ⴳ㜮〹㤹㤷攠匠〮〰〲‰⸰〵爠眠㈠䨠〠樠孝‰⸰〰〰〠搠〮〰〰〰‰⸰〰〰〠〮〰〰〰⁒䜠㈮㔱㤶㠵‵㐲⸹〴㔷㠠ㄵ㌮〷〹㠹㈳⸳㐹㤹㤠牥⁓ 〮㠰〰〰⁷′⁊‰⁛崠〮〰〰〰‰⸰〰〰〠〮〰〰〰‰⸰〰〰〠則ਊ〮㠰〰〰⁷′⁊‰⁛崠〰〰〰〠則㈳㉴〰〰〰‰⸰〰〰〠〮は〠〰〰〰⁷′⁊†〰ぶ㈠䨠な⁛崠〰〰〰〠則ਰ〰⁶〰〰〠搠搠〮〰⁷⸰〰〰〠〮〰〰〰‰⸰〰〰〠則 ㈴㘮㘱㐳㌷‶㌰⸸㔴㔷㈠ㄵ㌮〷〹㠹㌷⸰㤹㤹㜠牥⁓‰⸰〰㈠〮〰㕲⁷′⁊‰⁛崠〮〰〰〰‰⸰〰〰〠〮〰〰〰‰⸰〰〰〠則 㐲⸵ㄹ㘸㔠㔴㈶㤶〰〰t ⸰㜰㤸朠䨠愰〠搠⸰漰映⸰漰瘰〠眠 㔀〰〠眠牊‰⸰〰〰搠⸰漰琰〰〠眠⸰〰眠ⴲ㌮㤹㤹椸朠湷′⁊‰猀⸮〰〰〰‰⸰㈠䨠〠樠孝‰⸰〰〰〠搠〮〰〰〰‰⸰〰〰〠〮〰〰〰⁒䜊ਰ⸸〰〰〠眠㈠䨠〠樠孝‰⸰〰〰〠⸷㉡礰⸰〰〰〠〮㔮㠰〰〰⁷′⁊‰⁛崠〮〰〰〰㌷⸰㤹㤹㜠牥⁓‰⸰〰㈠〮〰㕲⁷′⁊‰⁛崠〮〰〰〰‰⸰〰〰〠〮〰〰〰‰⸰〰〰〠則 㐲⸵ㄹ㘸㔠㔴㈶㘹〮〰〷㌠⸰㜰㤸椰〰‰琠牲田〠琰椮漰〰‰⸮〰〰〰‰⸰〰〰〠搠㍩n order㠹〹〷㌮ㄵ㈠㔷㔴⸸㌰‶㌷㐳㘱㘮㈴ 則〠〰〰⸰‰〰〰〰〮〠〰〰⸰〰㡯物㤠㤹‰㡢ふび〰〮搠〠〰㡡物つ㡴物〰で〠〰⸰‰〬〠〰ど㑴⸳ど〰っ〰〰つ†⁊′⁷〰樰〠䨠㈠眠㡧物㤠㤹›〰〰㠰ふて〮〰〰てつ〰はは⁍な〠はつ㡴物㤠bづਊ⁇‰⁊′⁷〰つ‰〰〰㠰〮㡓〹〷琀　⸰㈰㘸⸷〠〰〰⸰‰孝樠〠䨠㈠眠〠〰〰⸸⸵‰〰〰〰〮慹㜲‰則〠〰〰⸰‰〰〰〰〮〠〰〰⸰‰〰〰〰〮崠⁛‰⁊′⁷〰〰㠰〮ਊ則〠〰〰⸰‰〰〰〰〮〠〰〰⸰‰〰〰〰〮崠⁛‰⁊′⁷〰〰㠰⸮礰㉡⸷〠〰〰⸰‰孝樠〠䨠㈠眠〠〰〰⸸⸵‰〰〰〰〮慹㜲〰〰〰〮崠⁛‰⁊′⁷〰〰㠰㔮〮〠〰〰⸰礰㉡⸷〠〰〰⸰‰孝樠〠䨠㈠眠〠〰〰⸸⸵‰〰〰〰〮慹㜲



Please see Moodle for full assessment description.

Turnitin setting: This assignment is submitted through Turnitin and students do not see Turnitin
similarity reports.

Assessment 3: Serious Game Prototype Package

Start date: Not Applicable

Details:

Group project in teams of 2-4. Submitted components are: 8-10 minute presentation, 1-2 minute
gameplay documentation, game prototype document of 800-1000 words. Feedback via course LMS.

Additional details:

This task has multiple deadlines: Game Prototype playtests are in Week 7. Final Lecturer playtests are in
Week 9. Final presentations to the Client are in Week 10 (see date above) and the Game Prototype
document is handed in on Moodle in week 10 after the presentation. For full brief please see Moodle.

Turnitin setting: This is not a Turnitin assignment
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Resources

Prescribed Resources 

All weekly readings, games, and other course content will be available via the course website on
Moodle.

Recommended Resources

The UNSW Library has many useful resources on serious game design and analysis. There is a link to
a Leganto list of these resources on the course website. 

Course Evaluation and Development

Student evaluative feedback on the course is gathered every year. Student feedback is taken seriously,
and continual improvements are made to the course based in part on such feedback. The course
website will announce any changes that have been made based on last year’s feedback.
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Submission of Assessment Tasks

Turnitin Submission



Academic Honesty and Plagiarism

Plagiarism is using the words or ideas of others and presenting them as your own. It can take many
forms, from deliberate cheating to accidentally copying from a source without acknowledgement.

UNSW groups plagiarism into the following categories:

Copying: using the same or very similar words to the original text or idea without acknowledging the
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