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ASIA 518: New media and Asia - Video Games  

Colleen larid  

Why do video games matter, and how can we study them critically? This graduate seminar 

explores video game studies through the lens of Asian studies, focusing on games, markets, and 

player communities across Asia. Students will engage with foundational scholarship and 

emerging research to analyze games within diverse cultural and geographic contexts. The 

course emphasizes collaboration, digital scholarship, and handson engagement with technology 

through presentations, methodology assignments, and a final research project or paper. 

Participants will also work together to develop a curated submission for the online publication 

in media res.  

Mode of Delivery: In-person Sample Readings  

Anable, Aubrey. Playing with Feelings: Video Games and Affect. Minneapolis: University of 

Minnesota Press, 2018.  

Powers, Korine. “Playing Pregnant in Death Stranding.” Elo2020 Synchronous Talks. July 3, 2020. 

https://stars.library.ucf.edu/elo2020/asynchronous/talks/19/.   

Jin, Dal Yong, Florence Chee, and Seah Kim. “Transformative Mobile Game Culture: A 

Sociocultural   

Analysis of Korean Mobile Gaming in the Era of Smartphones.” International Journal of Cultural 

Studies 18, no. 4 (2015): 413–29.  

Assignments  

Class preparation and contributions 10% 

Presentations x2 25% in media res 

contribution 15%  

Methodology Assignments x4 20% total  

Final project 30%  
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