Appendix No. 1.5 to the Resolution No. 7/2023 
                                                                                                                                                      of the Rector of the University of Rzeszów
SYLLABUS
REGARDING THE QUALIFICATION CYCLE FROM  2026 TO 2027

1. Basic Course/Module Information 
	Course/Module title
	Ethics of a Game – practices, representation, and moral challenges of interactive culture

	Course/Module code *
	

	Faculty (name of the unit offering the field of study)
	Dept. of Pedagogy and Philosophy

	Name of the unit running the course
	Institute of Philosophy

	Field of study
	Intercultural Communication (&Philosophy as elective)

	Qualification level 
	BA (MA as supplementary)

	Profile
	general academic

	Study mode
	stationary

	Year and semester of studies
	2nd year, summer term

	Course type
	Elective (supplementary)

	Language of instruction
	English

	Coordinator
	Adam Kubiak (PhD)

	Course instructor
	Adam Kubiak (PhD)



* - as agreed at the faculty


1.1. Learning format – number of hours and ECTS credits 

	Semester
(n0.)
	Lectures
	Classes
	Colloquia
	Lab classes

	Seminars
	Practical classes
	Internships
	others
	ECTS credits 

	2
	30
	
	
	
	
	
	
	
	3




1.2. Course delivery methods
- conducted in a traditional way
- involving distance education methods and techniques

1.3. Course/Module assessment (exam, pass with a grade, pass without a grade) 

exam



2. Prerequisites 
	Basic knowledge (high-school level) of history, culture and social relationships and some level of participation in the interactive culture (as such).




3. Objectives, Learning Outcomes, Course Content, and Instructional Methods

3.1. Course/Module objectives
	
	General description:
The main issue of the subject is an introduction into topics related to ‘interactive culture’, that is: the fields usually recognised as ‘games’ and adjacent territories (fandoms, modding, marketing and markets, education/edutaiment etc.) . However discussed material there won’t be limited to the ‘video game’ (or ‘computer game’) as such. We shall include also debating about broadly understood ‘interactivity’ and its emergent fields. We also will be examining how the artifacts and activities in these fields address, reinforce and project particular ethical stances, practices and values, through particularities of ‘genre’, forms of expression (interface, environmental storytelling etc.), devices and politics of creation, distribution and marketing.

	O1
	Introduction to deeper reflection on the tpic of interactive culture and ‘entertaiment’

	O2
	Preparation to critical analysis of modes, values and means of evaluation of these phenomenons in practice (including self-reflection)

	O3
	Preparation to further study and critique based on students’ own research (adv. level)





3.2. Course/Module Learning Outcomes (to be completed by the coordinator)


	Learning Outcome
	The description of the learning outcome 
defined for the course/module
	Relation to the degree programme outcomes

	LO_01
	Student knows and recognise non-trivial issues in the main area of subject.
	K_W01, K_W02,
K_W05

	LO_02
	Student is able to analyse and critique of said issue/presentation.
	K_U04,
K_U06,

	LO_03
	Student understands and is able to evaluate significance (ethical, political…) of ‘interactive culture’ and adjacent fields.
	K_K01, 
K_U02
K_K03




3.3. Course content (to be completed by the coordinator)

A. Lectures

	Content outline:

NOTE: material below is an introduction to the discussion, students will actively shape the content pointing their particular interests and examples to analyse.


	‘Adult content’ – real and mystified category of ‘adult matter/content’

	‘Not a trolley dillema’ complexity of ethical issues in the interactive culture

	Ability, agency and ethical scenography

	Mechanics of ‘game ethics’ and mechanics as ethics

	Emergent fields and activities of ‘gaming’

	Participation and transformation, paedagogy of a game

	Case studies:  That dragon cancer, Depression Quest, Firewatch, Dreamfall (series), Journey to the moon, This war of mine



B. Classes, tutorials/seminars, colloquia, laboratories, practical classes

	

	

	

	

	

	




3.4. Methods of Instruction
e.g.
Lecture: a problem-solving lecture/a lecture supported by a multimedia presentation/ distance learning
Classes: text analysis and discussion/project work (research project, implementation project, practical project)/ group work (problem solving, case study, discussion)/didactic games/ distance learning
Laboratory classes: designing and conducting experiments

a problem-solving lecture, lecture with active participation (workshop style)

[bookmark: _GoBack][bookmark: _GoBack]
4. Assessment techniques and criteria

- exit tickets and reflective notes;
- homework assessments;
- individual and group work

4.1 Methods of evaluating learning outcomes 

Direct paraphrasing, One-sentence summary, application cards

	Learning outcome

	Methods of assessment of learning outcomes (e.g. test, oral exam, written exam, project, report, observation during classes)
	Learning format (lectures, classes,…)

	LO-01-04
	Continuous assessment:
Active participation, Homework, engagement, reflection, final work
	Lectures

	
	
	




4.2 Course assessment criteria 

	1. Completion of all tasks given (40%)
2. Active participation in activities (30%)
3. Final work (30%)

Grade scale (normalised):

<51% - ndst (F)
51-56 % - dst (D)
57-64 % - dst+ (D+)
65-70 % - db- (C)
71-80 % - db (B)
81-90 % - db+(B+)
91-100% - bdb (A)



5. Total student workload needed to achieve the intended learning outcomes 
– number of hours and ECTS credits 


	Activity
	Number of hours

	Scheduled course contact hours
	30

	Other contact hours involving the teacher (consultation hours, examinations)
	10+(as needed)

	Non-contact hours - student's own work (preparation for classes or examinations, projects, etc.)
	80

	Total number of hours
	125

	Total number of ECTS credits
	3


* One ECTS point corresponds to 25-30 hours of total student workload



6. Internships related to the course/module

	Number of hours

	

	Internship regulations and procedures
	




7. Instructional materials

	Compulsory literature:

Archer A. (2021) Fans, Crimes and Misdemeanors: Fandom and the Ethics of Love
Cenkovic G.D, Larsson T. (2005) Game Ethics - Homo Ludens as a Computer Game Designer and Consumer
Ducheneaut N., Yee N., Nickell E, Moore R. (2006) Alone Together? Exploring the Social Dynamics of Massively Multiplayer Online Games
Earp J., Persico D., Dagnino F., Passarelli M. (2018) Ethical Issues in Gaming: A Literature Review

(& additional materials online)




	Complementary literature: 
(2014) Journal Special Issue: Transformative Works and Cultures: Fandom and/as labor
Archer A., Wojtowicz J. (2022) It’s much more important than that: against fictionalist accounts of fandom
Deller R. (2018) Ethics in Fan Studies (chapter)
Dwyer T. (bdw) Audiovisual Translation and Fandom
Gotterbarn D (2010) The ethics of video games: Mayhem, death, and the training of the next generation 
Gotterbarn D., Moor J., (2009) Virtual decisions: video game ethics, Just Consequentialism, and ethics on the fly
Hawkins G. (2001) The Ethics of Television
Kade D. (2016) Ethics of Virtual Reality Applications in Computer Game Production
Lucas C.M., (2018) "This Isn't for You, This Is for Me": Women in Cosplay and Their Experiences Combatting Harassment and Stigma
Melzer A., Holl E. (2020) Players’ Moral Decisions in Virtual Worlds: Morality in Video Games
Murphy J., Zagal J. (2011) Videogames and the Ethics of Care
Radchenko S (2020) Metamodern Gaming: Literary Analysis of The Last of Us
Small R., (bdw) Racism and Race in Cosplay
Stroud, S.R. (bdw) When Actors Become Characters: The Ethics of Digital Real-Person Fan Fiction
Tavinor G. (2007) Towards an ethics of video gaming
Verhoeven M., (2019) Societal Relevance as Success Factor of TV Series: The Creators' Perception
Zagal J.P (2009) Ethically Notable Videogames: Moral Dilemmas and Gameplay








Approved by the Head of the Department or an authorised person
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