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Abstract

In this study, in a university "Media and Culture" class, using video games as the subject matter in which the 
students were interested, we conducted a class practice on the characteristics and play of video games, the history 
of video games, the psychological state of video game players, and the impact of video games on society and 
culture. Co-occurrence network analysis was conducted on the students' impressions of the class. In addition, 
class evaluations were conducted to examine the effects and challenges of using video games as a subject matter. 
The results suggest that the students' impressions of the class included "learning new knowledge about video 
games," "negative effects and history of video games," "impact on society," "various studies in media and 
culture," "game addiction," and "Dragon Quest Incident." In the class evaluations, high scores were given for 
"The class was interesting and increased my interest in this field" and "I gained new knowledge and skills."
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