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Degree: Videogame Creation and Narration

Field of Knowledge: Social and Legal Science

Faculty/School: Communication Science

Course: WORLD VIDEO GAME SOCIOLOGY AND MARKET

Type: Compulsory ECTS credits: 6

Year: 3 Code: 4672

Teaching period: Sixth semester

Area: Sociology

Module: Foundations for a Theory of Videogames

Teaching type: Classroom-based

Language: Spanish

Total number of student
study hours:

150

SUBJECT DESCRIPTION

Throughout the course, students learn the sociological context and behavioural patterns of videogame players in a
global industry, in order to create successful games that are adapted to each culture. The introductory course aims
to provide information about perspective and sociological research, help students understand the relationship of
the different approaches and get a handle on the sociological research analysis tools (the social research method
applied to the videogame market). Students will acquire the skills needed to transmit cultural diversity through the
creation of points of contact between people or social groups from different countries and cultures; they will be
able to recognise the diverse and multidisciplinary nature of an inheriting presence of a specific cultural tradition
and will understand the videogame as a device located in a specific social context. At the end of the course,
students will have the tools and basic knowledge to perform effectively within the immense landscape of the video
game’s sociological reality and will understand the behavioural patterns of the international player, with a new
sensitivity towards the different cultural realities of the global market.
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SKILLS

Basic Skills

Students must have demonstrated knowledge and understanding in an area of study that is founded on general
secondary education. Moreover, the area of study is typically at a level that includes certain aspects implying
knowledge at the forefront of its field of study, albeit supported by advanced textbooks

Students must be able to apply their knowledge to their work or vocation in a professional manner and possess
skills that can typically be demonstrated by coming up with and sustaining arguments and solving problems within
their field of study

Students must have the ability to gather and interpret relevant data (usually within their field of study) in order to
make judgments that include reflections on pertinent social, scientific or ethical issues

Students must be able to convey information, ideas, problems and solutions to both an expert and non-expert
audience

Students must have developed the learning skills needed to undertake further study with a high degree of
independence

General Skills

Capacity to form part of a multidisciplinary group with common objectives while fostering analysis and pooling
different approaches.

Specific skills

Capacity to understand the sociological context and behavioural trends of players in a global industry with a view
to creating successful culture-specific works.

DISTRIBUTION OF WORK TIME

CLASSROOM-BASED ACTIVITY INDEPENDENT STUDY/OUT-OF-CLASSROOM
ACTIVITY

60   hours 90   hours
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