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Courses Taught as a Primary Instructor 

 

CMST 3II3 – Communication and the Politics of Intellectual Property 

ENG 381 – Gaming and Narrative Theory 

NPF 566 – History of Animation 

MMEDIA 3K03 – Digital Games 

CMST 2LW3 – Communication Policy and Law 

 

Courses Taught as a Co-Instructor 

DIGF 6019 – Digital Theory 

SOC 202 – Popular Culture 

Summary: 
 
I have taught at three institutions that cater to wide variety of graduate and undergraduate 
students specializing in film production (Ryerson), English (Wilfrid Laurier), Communication and 
Multimedia (McMaster), and digital media production (OCAD). In general, I have received 
favorable reviews, especially with respect to my enthusiasm, use of active learning activities, 
and dedication to creating a safe, inclusive learning environment where students with different 
backgrounds and learning styles are comfortable expressing their opinions. I am proud of the 
positive responses that I have received concerning the points mentioned above, as they 
correspond with my teaching philosophy and my passion for incorporating student feedback into 
assignments and lectures. 
 
The pages that follow contain summaries of 7 student evaluations, 1 departmental evaluation, 
and two sample course outlines.  Tables with mean values are used to summarize results (when 
possible), information detailing each survey scale has been included, and a selection of 
comments has been provided in instances where they were present in the survey report. In 
summary, the raw data shows a consistent majority of excellent and very good responses 
balanced off by some average responses and a small number of below average responses. 
Scores for courses taught recently are also improving, as I continue to incorporate student 
feedback into my curriculum, and copies of each evaluation can made available to verify the 
data 
.   
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Statement of Teaching Philosophy and Practice 

 
Teaching, for me, is far more than a top down process because it involves the creation of 
countless connections – connections that help students obtain knowledge by building and 
participating in communities. The forging of such relations, in my opinion, helps to foster critical 
and creative thinking, two processes that need to be facilitated in a safe environment that 
balances clear learning objectives with a selection of activities and assignments. This approach 
is challenging, but also necessary when teaching in an interdisciplinary program where students 
have different goals and styles of learning. Experimenting with new activities is also important, 
especially when they fail, for failure can spark ideas that lead to new activities and curriculum. 
 
When lecturing, I like to stimulate different learning styles by organizing lectures into eight to ten 
minute segments, interspersed with activities. My PowerPoint presentations include images and 
video clips that visually demonstrate abstract theories, and text is used sparingly to keep 
students engaged with the lecture. To maintain attention, I approach each topic with passion, 
using humour whenever possible to link course content with current events. During class, avid 
speakers are encouraged to work on listening so that less outgoing pupils have an opportunity 
to speak, and trigger warnings are also included when appropriate. If an inappropriate comment 
is made, I address the problem publicly and provide those offended with an opportunity to 
respond, before discussing the problem privately with the student who made the remark.  
 
In most classes, the final hour is reserved for active learning activities designed to apply course 
concepts to examples from everyday life. When teaching Gaming and Narrative Theory, I 
developed a special “Let’s Play” assignment in which students use screen capture software to 
record and reflect upon their game playing experiences. The assignment has been a huge hit, 
with multiple students insisting it is a “valuable” and “fun” way of engaging with the weekly 
readings. Amongst the work that students have submitted, I was completely blown away by a 
video created by Madeleine McMillan, in which she narrates her experience playing LIM, a 
game about a renegade square struggling to blend in. Upon witnessing the performance, 
several students admitted that they initially thought the game was poorly designed because it 
went against their ludic expectations.  But after seeing Madeleine’s video, they now understood 
and appreciated the experience it was capable of creating.  
 
To produce effective teaching moments, I have been experimenting with a variety of active 
learning activities, including brainstorming and live-polling exercises, in addition to spicing up 
classes with trips and guest speakers. Students taking my Intellectual Property Class have the 
option of participating in a debate, or writing an active learning response that connects a 
brainstorming activity to reading and lecture content. Students in my Digital Games class are 
provided with a workshop on creating games with Twine, a free hypertext authoring tool used for 
designing interactive narratives. And students in my History of Animation class were taken to an 
artists talk with the animators who worked on Cuphead—an award winning video game that 
features a unique hand drawn animation aesthetic inspired by 1930’s cartoons. 
 
In summary, my approach to teaching is rooted in a genuine concern for the escalating 
pressures that students are facing inside and outside the classroom. Anxiety and depression 
are on the rise, so I make sure that students are aware of the mental wellness services 
available, and I repeat this information during stressful times of the year.  Such an approach 
sums up the importance of making emotional connections in the classroom, which, in my 
opinion, are essential, because students learn best when teachers demonstrate an investment 
in their mental and emotional well-being. 
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McMaster University, Department of Communication and Multimedia 
A summary of Mean results is listed below 

 
Question CMST 3II3 

Communication 
& the Politics of 

Intellectual 
Property 

Winter 2018 

CMST 3II3 
Communication 
& the Politics of 

Intellectual 
Property 

Winter 2017 

MMEDIA 
3K03 

Digital 
Games 

Winter 2018 
 

MMEDIA 
3K03 

Digital 
Games 

Winter 2016 
 

Overall for this course, 
what is your opinion of 
effectiveness of the 
instructor as a teacher? 
(Scale: 1 Very Poor to 10 
Excellent) 
 

 
7.42 

 
8.03 

 
8.28 

 
8.5 

The timing and 
appropriateness of 
feedback on your progress 
in this course: (Scale: 1 
Very Poor to 5 Excellent) 

 
4.12 

 
 4.2 

 
4.36 

  
4.06 

Availability of the instructor 
for consultation during 
office hours and 
appointment: 
(Scale: 1 Very Poor to 5 
Excellent) 
 

 
4.58 

 
4.39 

 
4.44 

 
4.56 

The degree to which the 
instructor helps to create a 
climate in which you feel 
able to ask questions and 
express your ideas: 
(Scale: 1 Very Poor to 5 
Excellent) 

 
4.38 

 
4.3 

 
4.6 

 
4.19 

The quality of the 
presentation of course 
content: 
(Scale: 1 Very Poor to 5 
Excellent) 
 

 
3.77 

 
3.93 

 
4.08 

 
4.06 

The organization of this 
course: 
(Scale: 1 Very Poor to 5 
Excellent) 
 
 

 
4.19 

 
3.27 

 
4.12 

 
4.2 
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CMST 3II3 

Communication & the Politics of Intellectual Property Comments: 
Winter 2018 

 
It is clear that Dr. Murphy is knowledgeable and enthusiastic about the material he is teaching. I 
also found our active learning exercises to be valuable in understanding course content in a way 
that takes it out of the classroom and into the real world. 
 
Interesting topics, these facts will definitely help me in my career and in life and we should be 
aware of IP laws. 
 
The course structure is intuitive and fosters better learning. The lecture contents and 
discussions are informative and entertaining. The professor genuinely cares about his students. 
 
Debate topics were interesting points of discussion that I had not considered before, Save for a 
few. The content of the class was helpful in general. It is something that I can take with me for 
the rest of my life. 
 
The organization of the course was great, I think it was fair, giving the option of the debate and 
reflection was really helpful and extremely accommodating.  

 
The professor demonstrated an infectious and genuine passion for the course content that 
facilitated advanced critical inquiry. 

Winter 2017 
 
Dr. Murphy's content is extremely relevant and reinforced through the learning activities and 
class speakers. Multiple learning styles were incorporated as well as optional presentation 
formats for debates both oral and written. Overall, the class was very well structured and 
provided a positive learning environment. 
 
Dr. Murphy explained course content in a relatable and detailed way; powerpoints were 
informative enough, but lectures expanded on the content effectively. 
 
Having the option to either debate or do a written activity was very helpful in terms of being able 
to pick something you felt comfortable with. The group activities in pods were a creative and 
interesting application of the stuff we went over from the lecture. 
 
Well organized lectures and very relevant topics, nothing felt outdated. 
 
I have had you (David Murphy) 3 times now and honestly, I am amazed at how much you take 
into account feedback from your students. Not only do you listen to what the students have to 
say, but you actually use the feedback to improve the courses and the way you teach. Through 
your teaching, I was able to learn what kind of learner I am. I only wish that I figured it out 
sooner in my undergrad, it would have been more helpful. I also like how you take into account 
the wide range of ways that people learn (visual, hearing, group work). Most professors that I 
have had do not really acknowledge the different ways. You try to be as inclusive as possible. 
 
Professor was very passionate about subject! He provided a lot of interesting information in an 
engaging manner and his classes were the highlight of my week, very good attitude towards the 
students and very professional approach to teaching. 
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MMEDIA 3K03 
Digital Games Comments: 

Winter 2018 
 

I appreciated how we discussed games outside of contexts that were just for entertainment. We 
had many stimulating discussions around games as social criticism and artwork. I also loved 
learning about the history of games, it was thorough and interesting to provide context and 
understanding for where games are at today. 

 
I liked making the twine game because it was a new experience for me and I was able to make 
my own game, which is something over never done before. Professor Murphy was really helpful 
with making us comfortable with the software.  

 
The tutorials for the Twine game were informative. The discussion after the Let's Plays were 
interesting and useful. 

 
David is incredibly passionate about the content he speaks about, which in turn, induces a more 
interesting lesson structure. 

 
Everything was evenly spread out during the semester. 
 
The assignments within this course were unique. 

 
Winter 2016 

 
Very interesting perspectives on games made outside of the AAA industry, including the games 
played in course list. Great use of Let's Plays to engage readings and games in class. 
 
Practical assignments allow for a fun experience. 
 
I really liked the Let's Play assignment. It was something I have never tried before and it was a 
valuable way to engage with the readings. I think that David Murphy's teaching style fit well 
with this course. You could tell he was passionate about the topic and that he knew what he 
was talking about. He spoke with enthusiasm and that allowed me to pay attention well, 
especially in the 8:30 class. He also used a range of teaching techniques that I found helpful (he 
not only spoke but also used power points and videos to get the content across effectively) 
 
The Let's play assignment is a great way for students to get into the games and have fun doing 
it! Twine was a good introduction to game narratives and is nice and easy for anyone to 
use. Maybe not the best engine but is easy and accessible to even those who don't know how 
to code. 
 
Dr. Murphy is extremely knowledgeable, and (he) possesses engaging presentation skills. He 
was effective in tying course content to social, political, and economic topics. 
 
Gained deeper insight into game design. Greater appreciation of digital games due to the good 
exposure to various theories. 
  
I found the depth of video game history to be valuable. I found that the breadth of theories 
described in the course content was imperative. 
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Ryerson University, School of Image Arts 
     Instructor Evaluation 
 
Responses are ranked on a 1-5 learning scale where 1 = agree and 5 = disagree; a summary of 
mean results is listed below. 
 
Question NPF 566 

History of 
Animation 
Fall 2017 

NPF 566 
History of 
Animation 
Fall 2016 

  

The instructor is knowledgeable about the current material. 1.1 1.4    

The course material is presented with enthusiasm. 1.2 1.6    

The instructor stimulates my interest in the topic. 1.4 2.0    

Concepts are clearly explained with appropriate use of 
example. 

1.4 1.9    

I get timely feedback on my assignments. 1.4 1.6    
I get constructive feedback on my assignments. 1.8 2.6    

The handouts/postings contained all the information I 
needed about the course. 

1.3 1.6    

The assessment methods, including tests, provide a fair 
evaluation of learning. 

1.6 1.9    

Students are treated with fairness and respect. 1.2 1.3   
The class meets as scheduled and is on time. 1.2 1.1    
The course is well organized and managed. 1.1 1.9    
The instructor is available for consultation. 1.1 1.7    
The course provides a valuable learning experience. 1.2 2.1    

The way this course is taught helps me to learn. 1.4 2.3    
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Ryerson University, School of Image Arts 
CUPE local 3904, Instructor Assessment 

History of Animation Fall 2016 
Assessors name: Izabella Pruska-Oldenhof 

N/A = Not applicable 
1= Unacceptable 
2= Needs Improvement 
3= Satisfactory 
4= Good / accomplishes tasks diligently and well 
5= Excellent / accomplishes all tasks at a high level 

 
Question NPF 566 

History of Animation 
Fall 2016  
Assessment Results 

Demonstrates knowledge of subject matter. 5 
Integrates current developments/research findings into the content. 5 
Shows relevance and appropriateness of course content. 5 
Provides appropriate source material and references. 5 
Refers students to additional source material where appropriate. 5 
Is well prepared and presents material in a well-organized manner. 5 
Demonstrates appropriateness and effectiveness of teaching techniques/methods 
(specific to course objectives). 

5 

Presentation demonstrates professional/discipline competence. 5 
Evidence of placing the presentation in context (such as course goals, school 
mission, overall curriculum). 

5 

Handouts/power point are legible, with appropriate, current and accurate 
information with appropriate referencing and no copyright violations. 

4 

Encourages student inquiry/class discussion. 5 
Exhibits enthusiasm and interest with students. 5 
Expresses ideas clearly and audibly. Responds clearly to student questions. 5 
Stimulates critical thinking and analysis. 5 
Adjusts to individual and group needs. 5 
Meets student needs through a range of teaching styles. 5 
Demonstrates respect for alternative points of view. 5 
Exhibits a positive attitude to all students. 5 
Treats students with respect. 5 

 

Comments:  
 
Dr. Murphy has very good background knowledge of digital media and digital cinema. He was very well 
prepared for his lecture. His lecture was written in advance and accompanied with a PowerPoint 
presentation, which included key points on hybrid cinema, the topic covered that day, and included 
excerpts from films (scenes germane to the topic) and appropriate quotations of the text by J.P. Telotte, 
the book chapter assigned to students for that day, as well as quotes from other relevant texts, including 
texts by Lev Manovich, whose theories on new media and digital cinema were discussed in Telotte’s text. 
 
Dr. Murphy did an excellent job introducing students to Manovich and pointing out the strengths and 
weaknesses of arguments offered by Telotte and Manovich. Dr. Murphy’s lecture also demonstrated a 
good balance in his discussion of the present and past course content, referring to previous texts and 
films seen in the weeks prior. This is an effective teaching strategy, which helps students realize that in 
order to follow the lecture they have to be present each week and read the assigned texts. 
 



David Murphy 10 
 

Wilfrid Laurier University, Department of English, Brantford Campus 

Instructor Evaluations 

7 on scale indicates Strongly Agree; 1 on scale indicates Strongly Disagree. A summary of 
mean results is listed below 

Question ENG 381  
Gaming and Narrative 
Theory 
Fall 2016 

The instructor provided opportunities for me to develop my interest 
in the subject area. 

5.8 

The Instructor provided helpful responses to student’s questions 
and requests for guidance. 

5.6 

The instructor provided opportunities for me to feel engaged in the 
learning process. 

5.4 

The Instructor gave clear explanations. 
 

5.4 

The instructor displayed an interest in and concern for student 
learning in this course. 

5.9 

The instructor maintained a respectful learning environment. 
 

6.8 

The instructor provided feedback on my course work that helped 
me improve my understanding. 

4.9 

 

Question ENG 381 
Gaming and Narrative 
Theory  
Fall 2015 

This course contributed to my learning. 5.8  
The content is consistent with the outline and calendar description. 6.6  
The instructor is well prepared for each class meeting. 6.4  
The Instructor gives clear explanations. 6.0  
The instructor stimulates my interest in the subject matter. 6.0  
The instructor assists students in dealing with material and 
concepts. 

5.7  

The instructor speaks clearly and audibly. 6.3  
The instructor gives a clear idea of the requirements in this course. 6.0  
The instructor displays an interest in and concern for students. 
 

6.3  
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OCAD University, Digital Futures 
Instructor Evaluation 

 
Options are: 1= Strongly Disagree, 2= Disagree, 3= Neutral, 4= Agree, 5= Strongly Agree, (and 
Not Applicable). A summary of mean results is listed below. 
 
 
Question DIGF 6019 

Winter 
2016 
Digital 
Theory 
 

I found this course to be intellectually challenging and stimulating 4.5 
I learned and understood the subject materials of this course. 4.21 
I developed skills and knowledge relevant to my practice. 4.14 
Feedback on graded materials/exams/critiques was valuable. 4.57 
Methods of evaluating student work were fair and appropriate. 4.50 
Graded materials/exams/critiques tested relevant course content. 4.43 
David Murphy communicated expectations clearly. 4.43 
Course materials and/or readings supported my learning. 4.57 
The course addressed the learning outcomes as presented in the course 
outline. 

4.43 

The course was well organized. 4.50 
 

Comments: 

He is a great teacher, very knowledgeable and easy to talk to. 

He is very enthusiastic, and humorous, so it makes the subject matter more engaging. 

David is passionate about every topic in the course and presents materials in a well-organized 
manner. 

His knowledge about the subject matter along with enthusiasm makes the whole conversation 
and the topic more interesting and engaging to learn. 

He is extremely enthusiastic and his attitude is infectious which really helps drive the class. 

Good selection of course topics. 

David is quite open in allowing every student to give their opinions, and learning more through 
debate, his vast knowledge on several different theoretical frames and relevant information was 
very valuable for the completion of the assignments in this course. 

His enthusiasm and knowledge make all his topics interesting even if the content is sometimes 
difficult to understand 
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MMEDIA 3K03 — DIGITAL GAMES 
Communication Studies & Multimedia, McMaster University 

Winter 2018 
 
This course serves as an introduction to digital games as a medium, and a survey of the interdisciplinary field of 
game studies. Through lectures, gameplay examples, and discussion students will learn to engage critically with the 
cultural form of digital games in all its diversity. Topics covered include the history of digital games; narrative 
approaches to game studies; systematic approaches to game studies; game production; game criticism, debates and 
controversies in gaming culture; and the future potential of the gaming medium. By the end of the class, students 
will be able to adopt multiple critical lenses to discuss digital games, and in the final essay students will demonstrate 
their facility with the key course concepts by examining in-depth a particular area of games or gaming culture. 
Students will also be given the opportunity to apply this knowledge in a practical game design assignment using the 
free text-based game making software Twine. 
 
Instructor: David Murphy    Time: Wednesday 9:30 – 10:20; Friday 9:30 – 11:20 
Email: murphd6@mcmaster.ca    Location: BSB 120 
Office Hours:  Monday 11:20-12:20 TSH 333 or by appointment  
______________________________________________________________________________ 
 
Learning Objectives: 
At the end of this course, students will be able to  

• Understand key theories and methodologies in the field of game studies; 
• Critically evaluate game production and culture;  
• Create a twine game; 
• Create an audiovisual essay; 
• Write a paper on a video game or related topic. 

 
Course Assessment: 
 
Assignment   Due Date  Value 
  
Midterm Exam     Feb. 9   25% 
Twine Game   March 2   15%   
Let’s Play Presentation   Weekly   15% 
Participation   Weekly    10% 
Final Paper    April 2   35% 
 
Total       100% 
____________________ 
 
Technical Considerations: 
 
Due to a large amount of digital content, it is recommended that students have access to the internet and a smart 
phone or tablet. You will be expected to have played a portion of each game, so it can be discussed during class. 
Most games can be played for free using an internet browser, but a few can also be purchased on Steam. Steam titles 
will also be freely available in the Lyons New Media Center, located in Mills Library. Students need to book the 
gaming stations and PCs using their MAC IDs. When doing so, enter the course code as well as your name, so 
library staff know that you are using the facilities for our class. More information can be found at 
http://library.mcmaster.ca/lyons. Please contact your instructor if you have any difficulty accessing a particular title. 
 
 
 
 
 

http://library.mcmaster.ca/lyons
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Schedule, Games, and Readings 
 
Week 1:  Introduction (Jan. 5) 
Course overview and presentation sign up 
Week 2: A Brief History of Digital Games (Jan.10; Jan.12) 
 
Videos:  
Media Histories at MIT: Spacewar!, the first modern video game 
 https://www.youtube.com/watch?v=0te5jEjfDrI (length 13 minutes) 
 
When Games Went Click: The Story of Tennis for Two 
 https://www.youtube.com/watch?v=6QSHZ20MQfE (length 18 minutes)  
 
Readings:  
Yang, Robert. A People’s History of the First-Person Shooter (2012)  
 Part 1 https://www.rockpapershotgun.com/2012/09/19/a-peoples-history-of-the-fps-part-1-the-wad/ 
 Part 2 https://www.rockpapershotgun.com/2012/09/20/a-peoples-history-part-2-the-mod/ 
 Part 3 https://www.rockpapershotgun.com/2012/09/21/a-peoples-history-of-the-fps-part-3-the-postmod/ 
Games: 
Pong (1972)  

Available at http://www.ponggame.org/ 
 

*Start Playing Cart Life (2011) and The Stanley Parable (2013)*  
 
Week 3:  Studying Game Narratives (Jan. 17; Jan. 19)  
Readings: 
 
 Jenkins, Henry. "Game design as narrative architecture." (2004) 

http://interactive.usc.edu/blog-old/wp-content/uploads/2011/01/Jenkins_Narrative_Architecture.pdf 
 
Murray, Janet. "From game-story to cyberdrama." (2004)  
 http://www.electronicbookreview.com/thread/firstperson/autodramatic 
 
Games:  
Cart Life (2011) 
 Available for free download at http://cart-life.en.softonic.com/ (Windows only) 
 
The Stanley Parable (2013) 

Available on Steam for Windows and Mac computers 
 
Week 4: Studying Game Systems (Jan. 24; Jan. 26)  
Readings: 
Eskelinen, Markku. "The gaming situation.” (2001)  
 http://www.gamestudies.org/0101/eskelinen/ 
 
Zimmerman, Eric. “Narrative, Interactivity, Play, and Games: Four naughty concepts in need of discipline.” (2010) 

https://static1.squarespace.com/static/579b8aa26b8f5b8f49605c96/t/5992108bf7e0ab87779d3dc0/1502744
715814/Four_Concepts.pdf 

 
Games:  
Tetris (1984)  
 http://www.freetetris.org/ 
 
Bejewelled (2001) 
 http://bejeweled.popcap.com/html5/0.9.12.9490/html5/Bejeweled.html 
 

https://www.youtube.com/watch?v=0te5jEjfDrI
https://www.youtube.com/watch?v=6QSHZ20MQfE
https://www.rockpapershotgun.com/2012/09/19/a-peoples-history-of-the-fps-part-1-the-wad/
https://www.rockpapershotgun.com/2012/09/20/a-peoples-history-part-2-the-mod/
https://www.rockpapershotgun.com/2012/09/21/a-peoples-history-of-the-fps-part-3-the-postmod/
http://www.ponggame.org/
http://interactive.usc.edu/blog-old/wp-content/uploads/2011/01/Jenkins_Narrative_Architecture.pdf
http://www.electronicbookreview.com/thread/firstperson/autodramatic
http://cart-life.en.softonic.com/
http://www.gamestudies.org/0101/eskelinen/
https://static1.squarespace.com/static/579b8aa26b8f5b8f49605c96/t/5992108bf7e0ab87779d3dc0/1502744715814/Four_Concepts.pdf
https://static1.squarespace.com/static/579b8aa26b8f5b8f49605c96/t/5992108bf7e0ab87779d3dc0/1502744715814/Four_Concepts.pdf
http://www.freetetris.org/
http://bejeweled.popcap.com/html5/0.9.12.9490/html5/Bejeweled.html
http://bejeweled.popcap.com/html5/0.9.12.9490/html5/Bejeweled.html
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Week 5: Game Production (Jan. 31; Feb.2) 
*Twine Demo* 
Readings: 
Friedhoff, Jane. “Untangling Twine: A Platform Study.” (2013). 

 http://www.digra.org/wp-content/uploads/digital-library/paper_67.compressed.pdf   
 
Whitson, Jennifer. “The ‘Console Ship is Sinking and What this Means for Indies.” (2013). 

 http://journals.sfu.ca/loading/index.php/loading/article/view/125  
 
LIM (2012) 
 http://mkopas.net/files/Lim/ 
 
 
Even Cowgirls Bleed (2013) 
 http://scoutshonour.com/cowgirl/  
 
Week 6: Midterm (Feb. 9) 
 
Week 7: Genre and Culture (Feb. 14; Feb. 16) 
Readings: 
Arsenault, Dominic. "Video game genre, evolution and innovation." (2009) 

http://www.eludamos.org/index.php/eludamos/article/viewArticle/65/125 
 
 Vanderhoef, John. “Casual Threats: The Feminization of Casual Video Games.” (2013)    
 http://adanewmedia.org/2013/06/issue2-vanderhoef/ 
 
Games: 
Canabalt (2009) 

http://canabalt.com/ 
 Available on Windows, Android, and Apple smart phones. 
 
Temple Run (2011)  
 Available on Windows, Android, and Apple smart phones.  
 
Super Mario Run (2016) 
 Available on Windows, Android, and Apple smart phones. 
 
Week 8: Reading Week (Feb. 19 – Feb.23)  
 
Week 9: Twine Party (March 2) Twine Games Due 
 
Week 10: Politics and Rhetoric (March 7; March 9) 
Readings: 
Bogost, Ian. "The rhetoric of video games." (2008). Available on Avenue to Learn. 
  
Mary Flanagan. Locating Play and Politics: Real World Games and Activism. (2007) 
http://www.maryflanagan.com/wp-content/uploads/RealWorldGames.pdf 
 
Games: 
McDonald's Videogame (2006)  
 http://www.mcvideogame.com/   
 
Papers, Please (2013) 
 Available on Steam for Windows, Mac, and Linux. 
 
 

http://www.digra.org/wp-content/uploads/digital-library/paper_67.compressed.pdf%09
http://journals.sfu.ca/loading/index.php/loading/article/view/125
http://mkopas.net/files/Lim/
http://scoutshonour.com/cowgirl/
http://www.eludamos.org/index.php/eludamos/article/viewArticle/65/125
http://adanewmedia.org/2013/06/issue2-vanderhoef/
http://canabalt.com/
http://www.maryflanagan.com/wp-content/uploads/RealWorldGames.pdf
http://www.mcvideogame.com/
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Week 11: Representation, Realism, and Diversity (March 14; March 16) 
Readings: 
Shaw, Adrienne. “On Not Becoming Gamers: Moving Beyond the Constructed Audience.”(2013) 
 http://adanewmedia.org/2013/06/issue2-shaw/ 
 
Chris Randle. ‘If You Stop and Look, You Will Literally Die’: An Interview with Merritt Kopas. (2015). 

https://hazlitt.net/feature/if-you-stop-and-look-you-will-literally-die-interview-merritt-kopas 
 
Games:  
Papo & Yo (2012) 
 Available on Steam for Windows Computers. 
 
Dys4ia (2012) 
 http://w.itch.io/dys4ia or http://jayisgames.com/games/dys4ia/ 
 
Week 12: Game Criticism (March 21; March 23) 
Readings: 
Keogh, Brendan. “Across Worlds and Bodies: Criticism in the Age of Video Games.” (2014) 
 http://gamescriticism.org/articles/keogh-1-1 
 
Hawking, Clint. “Ludoonarrative Dissonance in BioShock.” (2007) 
 http://clicknothing.typepad.com/click_nothing/2007/10/ludonarrative-d.html 
 
Games: 
A Night in the Woods (2017) 
 Available on Steam for Mac and Windows.  
 
Inside (2016) 
 Available on Steam for Windows. 
  
Week 13: Artistic and Alternative Games (March 28; March 30) 
Readings: 
Ebert, Roger. "Video Games Can Never Be Art." (2010) 
 http://www.rogerebert.com/rogers-journal/video-games-can-never-be-art 
 
Polansky, Lana. “Towards an Art History for Videogames.” (2016). 

http://rhizome.org/editorial/2016/aug/03/an-art-history-for-videogames/ 
 
Games: 
Passage (2007)  
 http://hcsoftware.sourceforge.net/passage/  
 
Diary of a Spaceport Janitor (2016)  
 Available on Steam for Mac and Windows. 
 
Week 14: Gaming Futures (April 4; April 6) 
Readings: 
Zimmerman, Eric. “Manifesto for a Ludic Century.”  (2013) 
 http://kotaku.com/manifesto-the-21st-century-will-be-defined-by-games-1275355204 
 
Goel, Vindu. “Ingress Has the World as Its Game Board.” (2016). 
 https://www.nytimes.com/2016/06/09/technology/ingress-has-the-world-as-its-game-board.html 
 
Games: You tell me? 
 

http://adanewmedia.org/2013/06/issue2-shaw/
https://hazlitt.net/feature/if-you-stop-and-look-you-will-literally-die-interview-merritt-kopas
https://hazlitt.net/feature/if-you-stop-and-look-you-will-literally-die-interview-merritt-kopas
http://w.itch.io/dys4ia
http://jayisgames.com/games/dys4ia/
http://gamescriticism.org/articles/keogh-1-1
http://clicknothing.typepad.com/click_nothing/2007/10/ludonarrative-d.html
http://www.rogerebert.com/rogers-journal/video-games-can-never-be-art
http://rhizome.org/editorial/2016/aug/03/an-art-history-for-videogames/
http://hcsoftware.sourceforge.net/passage/
http://kotaku.com/manifesto-the-21st-century-will-be-defined-by-games-1275355204
https://www.nytimes.com/2016/06/09/technology/ingress-has-the-world-as-its-game-board.html
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– For the last week of classes, presenters will select their favourite cutting-edge games or present on unreleased (but 
already announced) games or gaming systems in development. This is a forward-looking class, featuring games that 
we are eagerly anticipating or systems/devices that we have heard about recently. The presentations should be 
equally forward looking. What will we be playing 10, 20, 30 years from now? Will consoles still be around? Will 
virtual reality take over? 
____________________ 
 
Assignments 
 
“Let's Play” Group Presentation (20%) 
(30 minutes) 
 
Students will form groups of 3 and sign up for a week (week 3-14) and a game listed for that week to create a 30-
minute presentation in total, including time for discussion (5-10 minutes). Teams will be required to record the 
experience of playing a game for the class, so please select a title you can access easily. If you would prefer to 
present on your own that is also an option, and if you have a presentation accommodation please contact your 
instructor. 
 
***Each group will be required to discuss the game in the context of at least one listed reading or video for that 
week.   
 
Presentations will be marked based on the following criteria: 
 1) Video Quality: images, commentary, and editing 

2)  Integration of weekly readings, including recurring issues from previous weeks 
 3) Discussion questions 
 
Good examples of “Let’s Play” videos are Mark Brown’s Game Makers Toolkit series. 
 https://www.youtube.com/watch?v=z_KVEjhT4wQ&t=418s 
 
For Mac users, “Let's Play” videos can be easily made using the QuickTime software already included. See 
http://support.apple.com/en-us/HT201066  
For Windows users, there are several free screen capture applications online. See: 
http://www.screencast-o-matic.com 
http://www.techsmith.com/jing.html 
 
Tips and Tricks: 
 
Play as much of the game as possible and edit the footage together to showcase key points. Good Let’s Plays capture 
the overall experience of playing a particular title. 
 
Remember to specifically mention the readings for the chosen week. Course content can be mentioned while playing 
the game, or summarized at the end before introducing discussion questions.  
 
Try to contextualize your experience in recurring themes discussed throughout the course. Recalling discussions 
from previous weeks also helps. 
 
Avoid simply talking over footage taken from the internet. Be creative and have fun! 
 
Twine Game (15%) 
Due March 2. Submission in instructions will be posted on Avenue to Learn. 
 
On February 3, there will be a brief tutorial on how to use twine, a free, easy to use text-based game making tool. 
Students will then design a simple Twine game inspired by the games and ideas discussed in class. Your game 
should include at least three branching points, and might take the form of an interactive fiction, an autobiographical 
vignette, an experimental text, or something else entirely.  
 

https://www.youtube.com/watch?v=z_KVEjhT4wQ&t=418s
http://support.apple.com/en-us/HT201066
http://www.screencast-o-matic.com/
http://www.techsmith.com/jing.html
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For Instructions on how to use Twine See  
http://www.auntiepixelante.com/twine/ 
http://twinery.org/wiki/ 
http://aliendovecote.com/twine101/#/5 
 
Twine Games will be marked based on the following criteria 

1) Writing (spelling, syntax, grammar) 
2) Organization (branching points, links, and overall design structure) 
3) Content (scenario, plot, ect.) 

 
For examples of popular twine games see 
 
Howling Dogs (Porpentine, 2013) 

http://aliendovecote.com/uploads/twine/howling%20dogs.html#2m 
 
Horse Master (Tom McHenry, 2013) 
 http://noncanon.com/HorseMaster.html  
 
Vin Diesel DMing a Game of D&D Just For You (Merritt Kopas, 2015) 

http://a-dire-fawn.itch.io/diesel-dm 
 
Tips and Tricks: 
 
Make sure not to get too complicated—good twine games give players the freedom to explore while also returning 
them to recurring settings. Avoid branching too far off from a main plot line. 
 
Keep it short and sweet—the longer your twine, the more difficult it is to navigate. 
 
Mapp out your story before writing to avoid trapping yourself in a branching point of no return. 
 
Remember that good interactive fiction often gives the reader the illusion of having more choice than they think.   
 
Be creative and have fun! 
 
Final Paper (35%)  
Due April 2 (Upload to Avenue to learn) 
6-9 pages; double spaced; 12 point font; 1 inch margins; MLA or APA citation style 
 
You will have to write a paper on one or two (maximum) game(s) discussed this semester.  
As this is a research paper, you will have to include secondary sources such as game reviews, journal articles, etc. 
Please note that if you want to write about a game that you presented on, it will have to be compared to another 
game listed on the course syllabus. 
 
You are required to cite at least 2 academic sources, including one source not included in the syllabus. 
Please avoid citing Wikipedia as a direct source, and do your best to consult relevant game studies or humanities 
based journals. A list of recommended journals and more detailed instructions will be posted on Avenue to Learn. 
 
Papers will be marked based on the following criteria 
 
Strength of Argument (25%) 
Supported Research (5%) 
Writing, grammar, spelling, syntax (5%) 
Further instructions, including a list of suggested topics, will be posted online.  
 
 
 

http://www.auntiepixelante.com/twine/
http://twinery.org/wiki/
http://aliendovecote.com/twine101/%23/5
http://aliendovecote.com/uploads/twine/howling%20dogs.html%232m
http://noncanon.com/HorseMaster.html
http://a-dire-fawn.itch.io/diesel-dm
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STEAM Account  
 
Students are encouraged to open a Steam account if they don’t already have one and install Steam on their computer.  
This can be done at http://store.steampowered.com  
____________________ 
 
MAC/PC COMPATIBILITY 
Some of the games on Steam can only be played on a PC. This means that Mac users have four options:    

- Accessing the games in in the Lyons New Media Center, located in the Mills Library. 
- Borrowing a PC from someone; 
- Using Apple’s Bootcamp to install Windows on their Mac 

For more info, go to https://www.apple.com/ca/support/bootcamp/  
However, you will need to have a copy of Windows in order to install it on your Mac. 

 -    Forming a study group with a student who has access to a PC 
     
Compatibility should also be taken into account when signing up for a presentation. 
 
Please note the following policies and statements: 
 
Penalties 
Late Assignments will be penalized 5% per day. Papers submitted a week after the due date may or may not be 
accepted at my discretion. If a legitimate problem conflicts with your ability to complete an assignment, please 
contact me to arrange an extension. 
 
Email 
It is the policy of the Faculty of Humanities that all email communication sent from students to instructors 
(including TAs), and from students to staff, must originate from each student's own McMaster University email 
account. This policy protects confidentiality and confirms the identity of the student. Instructors will delete emails 
that do not originate from a McMaster email account. I do my best to respond to student emails within a 72 hour 
period. To ensure that I can respond promptly, please make sure to read the syllabus and assignment instructions 
before sending an email. I may also request for a question to be asked again in class, or refer you to the syllabus if 
an answer can be found there. 
 
Laptop Use 
Remember to save your work frequently and keep electronic backups of all assignments submitted. In class, laptops 
can be used for taking notes and consulting information related to course materials. Please be courteous and sit in 
the back if accessing online material enhances your learning experience. 
 
Academic dishonesty 
You are expected to exhibit honesty and use ethical behaviour in all aspects of the learning process. Academic 
credentials you earn are rooted in principles of honesty and academic integrity. Academic dishonesty is to 
knowingly act or fail to act in a way that results or could result in unearned academic credit or advantage. This 
behaviour can result in serious consequences, e.g. the grade of zero on an assignment, loss of credit with a notation 
on the transcript (notation reads: 'Grade of F assigned for academic dishonesty'), and/or suspension or expulsion 
from the university. It is your responsibility to understand what constitutes academic dishonesty. 
 
For information on the various types of academic dishonesty please refer to the Academic Integrity Policy, located 
at www.mcmaster.ca/academicintegrity 
 
The following illustrates only three forms of academic dishonesty: 

1. Plagiarism, e.g. the submission of work that is not one's own or for which other credit has 
been obtained. 

2.  Improper collaboration in group work. 
3.  Copying or using unauthorized aids in tests and examinations. 
 
 

http://store.steampowered.com/
https://www.apple.com/ca/support/bootcamp/
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Modification of course outlines 
McMaster University reserves the right to change or revise information contained in course outlines in extreme 
circumstances. If a modification becomes necessary, reasonable notice and communication with the students will be 
given with an explanation and the opportunity to comment on changes. It is the responsibility of students to check 
regularly their primary email account via their @mcmaster.ca alias and course websites. 
 
Academic accommodation of students with disabilities 
Students who require academic accommodation must contact Student Accessibility Services (SAS) to make 
arrangements with a Program Coordinator. Academic accommodations must be arranged for each term of study. 
Student Accessibility Services can be contacted by phone 905-525-9140 ext. 28652 or e-mail sas@mcmaster.ca. For 
further information, consult McMaster University's Policy for Academic Accommodation of Students with 
Disabilities. 
 
Online coursework 
Students should be aware that, when they access the electronic components of this course, private information such 
as first and last names, user names for the McMaster e-mail accounts, and program affiliation may become apparent 
to all other students in the same course. The available information is dependent on the technology used. 
Continuation in this course will be deemed consent to this disclosure. If you have any questions or concerns about 
such disclosure please discuss this with the course instructor. 
 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



David Murphy 20 
 

CMST 3II3: Communication and the Politics of Intellectual Property 
Winter 2018 

 
Instructor:  Dr. David Murphy   Email: murphd6@mcmaster.ca  
Class Time:  Mondays (12:30 – 1:20) ABB 271   Office Hours: Monday 11:20 – 12:20 TSH 333 

Thursdays (12:30 – 2:20) ABB 271    
          
Course Description: 
This course grapples with the fundamental principles, questions, and politics of intellectual property, from a 
practical and legal perspective.  Intellectual property is supposed to promote innovation by incentivizing creativity, 
but gaps between laws and practices currently exist—gaps that this course will examine by surveying laws, policies, 
and the perspectives of institutions, industries, and users. Topics include: copyright; patents; trademarks; treatise and 
trade agreements; information economies and the public domain; creative industries, digital technology, piracy, and 
globalization.  
 
Learning Objectives: 
At the end of this course, students will be able to 

• Identify and describe various types of intellectual property law and how they are applied; 
• Apply the basic principles of intellectual property to specific cases; 
• Explain the roles of central intellectual property institutions; 
• Identify key groups in intellectual property policymaking and analyse their interests; 
• Explore new artistic and cultural practices that challenge intellectual property norms. 
• Conceptualize the relationship between intellectual property and new technologies. 
• Understand current issues in intellectual property and how they relate to the larger global context. 

 
Textbook: 
The text for this course is Canada’s Intellectual Property Law in a Nutshell, 2nd ed. (2010).  Copies are available at 
the University Bookstore.  The remaining course readings can be accessed via links provided in Avenue to 
Learn.  Some of these will require that you log on through the library system in order to have access to the journal; 
others you can access directly through the link. 
 
Assessment: 

Attendance      10%    Weekly  
Active Learning Activity     10%     Weekly  
Midterm      25%    February 15 
Essay      25%    March 30 
Final Exam     30%    TBA 

 Total       100% 
 
Schedule and Readings: 
 
Week 1: Introduction. (Jan. 4). 
 
Week 2: What is Intellectual Property? (Jan.8; Jan. 11)  

Kratz, Martin. Canada’s Intellectual Property Law in a Nutshell. pp. 1-15 (Chapter 1). 
Hettinger, Edwin C. “Justifying Intellectual Property” in Philosophy and Public Affairs 18 (1): 31-52.  
Doctorow, Corey. “Intellectual Property” is a silly euphemism. 
Active Learning Activity (Brainstorming) - Intellectual Property: What counts? 

 
Week 3: Copyright 1 (Jan. 15; Jan. 18). 

Kratz, Martin. Canada’s Intellectual Property Law in a Nutshell. pp. 17-62 (first part of Chapter 2). 
Tawfik, Myra J. International Copyright Law and “Fair Dealing” as a User Right.  
Active Learning Activity (Case Studies) – Is the use fair?  
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Week 4: Copyright 2: Copyright and Technology (Jan. 22; Jan. 25). 
Kratz, Martin. Canada’s Intellectual Property Law in a Nutshell. pp. 69-85 (part of Chapter 2).  
Boyle, James. “The Internet Threat” in The Public Domain: Enclosing the Commons of the Mind. pp. 58-79 
(Chapter 4). 
Active Learning Activity (Debate): SOPA v. Wikipedia. 

 
Week 5: Copyright 3: Fair Dealing and the Creative Industries (Jan. 29; Feb. 1). 

Coombe, Rosemary J., Wershler, Darren, and Zellinger, Martin. “Introducing Dynamic Fair Dealing: 
Creating Canadian Digital Culture” in Dynamic Fair Dealing: Creating Canadian Culture Online.  
Hargreaves, Ian. Digital Opportunity: A Review of Intellectual Property and Growth. pp. 3-15. 
Active Learning Activity (Debate): The Verve v. The Rolling Stones.  

 
Week 6: Copyleft (Feb.5; Feb. 8) 

Coleman, Gabriella. "Code is speech: Legal tinkering, expertise, and protest among free and open source 
software developers." pp. 420-454. 
Greene, Kevin J. "Intellectual Property at the Intersection of Race and Gender: Lady Sings the Blues." pp. 
1-22.  

 Active Learning Activity: Screening Everything is a Remix (Kirby Ferguson, 2013) 
 
Week 7: Midterm (Feb. 15) 
 
Week 8: Reading Week (Feb. 19; Feb. 22) 
 
Week 9: International Intellectual Property (Feb. 26; March. 1). 

Kratz, Martin. Canada’s Intellectual Property Law in a Nutshell. pp. 253-260 (Chapter 15). 
Bannerman, Sara. “Canadian Copyright: History, Change, and Potential” in Canadian Journal of 
Communication (36) 1: 31-50. 
Active Learning Activity (Midterm Feedback). 

 
Week 10: Trademarks (March 5; March 8) 

Kratz, Martin. Canada’s Intellectual Property Law in a Nutshell. pp. 135-167 (Chapters 7 and 8). 
Helft, Michael. “Companies Object to Google Policy on Trademarks.” New York Times, 14 May 2009. 
Active Learning Activity (Crowd-Sourced Research Assignment) – Online Brand Presence 

 
Week 11: Patents 1 (March 12; March 15). 

Kratz, Martin. Canada’s Intellectual Property Law in a Nutshell. pp. 201-232 (first part of Chapter 12). 
Liddle, Kenneth James. “Gene Patents: The Controversy and the Law in the Wake of Myriad.” Suffolk 
University Law Review 44: 684-702. 

 Active Learning Activity (Debate) – Monsanto v. Farmers. 
 
Week 12: Patents 2 (March 19; March 22). 

Kratz, Martin. Canada’s Intellectual Property Law in a Nutshell. pp. 234-241 (second part of Chapter 12). 
When Patents Attack! (This American Life, 2011, 50 min)   

 Active Learning Activity – Silly Patent Contest 
 
Week 13: Piracy and the Future of Intellectual Property (March 26; March 29) 

Raustiala, Kal, and Sprigman, Christopher Jon. “The Piracy Paradox: Innovation and Intellectual Property 
in Fashion Design. Virginia Law Review 92 (8): 1688 – 1718. 
Tehranian, John. Infringement Nation: Copyright Reform and the Law/Norm Gap. Utah Law Review 
(2007): 537-550. 
Active Learning Activity (Debate): Fashion v. Music. 
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Week 14: Review (April 2; April 5) 
 
Attendance:  
A substantial portion of the course material will be delivered during class discussions and lectures. If you are unable 
to attend a class due to an emergency or medical situation, please email the instructor before the class. 
 
Active Learning Activity: 
Each Thursday lecture is accompanied by an active learning activity (or screening) designed to apply course content 
to real-world examples. Detailed instructions for each activity will be given in class. Students who prefer to work 
individually have the option of writing a short response (500 words) that reflects on a non-debate activity (weeks 2, 
3, 6, 10, or 12), connecting it to readings and themes discussed throughout the course. Responses will be submitted 
online and are due the following Thursday at 11:59 p.m. 
 

OR 
 
Students who prefer to work in groups will have the option of forming teams of 3 and signing up for a debate (weeks 
4, 5, 11, and 13) which will take place in class. Debates and reading responses are worth 10% and will be marked 
using criteria posted on Avenue to Learn. Non-debating students will not be allowed to submit short paper responses 
on debate topics, and debating teams are not required to submit short paper responses. 
 
Midterm: 
The midterm will be written in class on February 15. It will cover lectures, required readings, active learning 
activities, and debates. No class will be held the Monday prior to the midterm to give students the opportunity to 
study, and if you are unable to attend the midterm please let me know before it begins. 
 
Final Exam: 
The final exam will be based on all material covered in the lectures, required readings, active learning activities, and 
debates.  It will take place during the exam period. 
 
Essay: 
An essay on a topic related to the politics of intellectual property.  Specific topics will be discussed and assigned in 
class.  Essays will be marked for spelling and grammar; organization (good paragraph and essay form); and depth of 
argument. Suggested topics and further instructions will be posted on Avenue to Learn after the midterm has been 
written. 
 
Submission Process: 
All work must be submitted via the Avenue to Learn (http://avenue.mcmaster.ca/) drop box, as per the instructions 
given in class.  Assignments due after the last day of class must be submitted via the Avenue to Learn drop box 
unless other arrangements have been made with the instructor.  Assignments handed in to a different location will 
not be accepted unless prior arrangements have been made.  Do not drop off assignments in the CMST office.  
Emailed assignments will not be accepted.  Always maintain electronic or other back-up copies of whatever you 
submit.    
 
Policy on Missed work, Extensions, and Late Penalties: 
Late assignments will be penalized at the rate of 5% per day (including weekends and holidays) unless alternate 
arrangements have been made in advance. If a serious issue arises that requires an extension, I may ask you to get in 
touch with the Student Wellness Center (https://wellness.mcmaster.ca/), so you can take advantage of the services 
they provide.  
 
Online Component: 
In this course we will be using Avenue to Learn (http://avenue.mcmaster.ca/). Students should be aware that, when 
they access the electronic components of this course, private information such as first and last names, user names for 
the McMaster e-mail accounts, and program affiliation may become apparent to all other students in the same 
course. The available information is dependent on the technology used. Continuation in this course will be deemed 

http://avenue.mcmaster.ca/
https://wellness.mcmaster.ca/
http://avenue.mcmaster.ca/
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consent to this disclosure. If you have any questions or concerns about such disclosure, please discuss this with the 
course instructor. 
 
Academic Dishonesty: 
You are expected to exhibit honesty and use ethical behaviour in all aspects of the learning process. Academic 
credentials you earn are rooted in principles of honesty and academic integrity. 
 
Academic dishonesty is to knowingly act or fail to act in a way that results or could result in unearned academic 
credit or advantage. This behaviour can result in serious consequences, e.g. the grade of zero on an assignment, loss 
of credit with a notation on the transcript (notation reads: "Grade of F assigned for academic dishonesty"), and/or 
suspension or expulsion from the university. 
 
It is your responsibility to understand what constitutes academic dishonesty. For information on the various types of 
academic dishonesty please refer to the Academic Integrity Policy, located at www.mcmaster.ca/academicintegrity 
The following illustrates only three forms of academic dishonesty:  

1. Plagiarism, e.g. the submission of work that is not one’s own or for which other credit has been obtained.  
2. Improper collaboration in group work.  
3. Copying or using unauthorized aids in tests and examinations. 

 
Email correspondence policy: 
It is the policy of the Faculty of Humanities that all email communication sent from students to instructors 
(including TAs), and from students to staff, must originate from each student’s own McMaster University email 
account. This policy protects confidentiality and confirms the identity of the student.  Instructors will delete emails 
that do not originate from a McMaster email account. I do my best to answer student emails within three business 
days, so please plan accordingly to ensure that you receive a response in time. If a question is too complex to answer 
quickly, I may request that you to ask it in class, or during office hours to facilitate a lengthier discussion  
 
Modification of course outlines: 
The University reserves the right to change dates and/or deadlines etc. for any or all courses in the case of an 
emergency situation or labour disruption or civil unrest/disobedience, etc. If a modification becomes necessary, 
reasonable notice and communication with the students will be given with an explanation and the opportunity to 
comment on changes. Any significant changes should be made in consultation with the Department Chair.  
 
McMaster Student Absence Form (MSAF): 
In the event of an absence for medical or other reasons, students should review and follow the Academic Regulation 
in the Undergraduate Calendar Requests for Relief for Missed Academic Term Work. Please note these regulations 
have changed beginning Fall 2015. You can find information at mcmaster.ca/msaf/. If you have any questions about 
the MSAF, please contact your Associate Dean's office. 
 
Academic Accommodation of Students with Disabilities: 
Students who require academic accommodation must contact Student Accessibility Services (SAS) to make 
arrangements with a Program Coordinator. Academic accommodations must be arranged for each term of study. 
Student Accessibility Services can be contacted by phone 905-525-9140 ext. 28652 or e-mail sas@mcmaster.ca. For 
further information, consult McMaster University's Policy for Academic Accommodation of Students with 
Disabilities. 
 
Academic Accommodation for Religious, Indigenous and Spiritual Observances: 
Students requiring academic accommodation based on religion and spiritual observances should follow the 
procedures set out in the Course Calendar or by their respective Faculty. In most cases, the student should contact 
his or her professor or academic advisor as soon as possible to arrange accommodations for classes, assignments, 
tests and examinations that might be affected by a religious holiday or spiritual observance. 
 
 
 

http://www.mcmaster.ca/academicintegrity
http://mcmaster.ca/msaf/
mailto:sas@mcmaster.ca
http://www.mcmaster.ca/policy/Students-AcademicStudies/AcademicAccommodation-StudentsWithDisabilities.pdf
http://www.mcmaster.ca/policy/Students-AcademicStudies/AcademicAccommodation-StudentsWithDisabilities.pdf
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