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Arizona State University Criteria Checklist for 
 

HUMANITIES, ARTS AND DESIGN [HU] 
 
 

Rationale and Objectives 
 
The humanities disciplines are concerned with questions of human existence and meaning, the nature of 
thinking and knowing, with moral and aesthetic experience. The humanities develop values of all kinds by 
making the human mind more supple, critical, and expansive. They are concerned with the study of the 
textual and artistic traditions of diverse cultures, including traditions in literature, philosophy, religion, 
ethics, history, and aesthetics. In sum, these disciplines explore the range of human thought and its 
application to the past and present human environment. They deepen awareness of the diversity of the 
human heritage and its traditions and histories and they may also promote the application of this knowledge 
to contemporary societies.  

The study of the arts and design, like the humanities, deepens the student’s awareness of the diversity of 
human societies and cultures. The arts have as their primary purpose the creation and study of objects, 
installations, performances and other means of expressing or conveying aesthetic concepts and ideas. 
Design study concerns itself with material objects, images and spaces, their historical development, and 
their significance in society and culture. Disciplines in the arts and design employ modes of thought and 
communication that are often nonverbal, which means that courses in these areas tend to focus on objects, 
images, and structures and/or on the practical techniques and historical development of artistic and design 
traditions. The past and present accomplishments of artists and designers help form the student’s ability to 
perceive aesthetic qualities of art work and design. 
The Humanities, Arts and Design are an important part of the General Studies Program, for they provide an 
opportunity for students to study intellectual and imaginative traditions and to observe and/or learn the 
production of art work and design. The knowledge acquired in courses fulfilling the Humanities, Arts and 
Design requirement may encourage students to investigate their own personal philosophies or beliefs and to 
understand better their own social experience. In sum, the Humanities, Arts and Design core area enables 
students to broaden and deepen their consideration of the variety of human experience. 
 
 
 
 
Revised April 2014 
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Proposer:  Please complete the following section and attach appropriate documentation. 
 

ASU - [HU] CRITERIA 
HUMANITIES, ARTS AND DESIGN [HU] courses must meet either 1, 2 or 3 and at least one of the 

criteria under 4 in such a way as to make the satisfaction of these criteria A CENTRAL AND 
SUBSTANTIAL PORTION of the course content. 

YES NO  
Identify 
Documentation 
Submitted 

  
1. Emphasizes the study of values; the development of 

philosophies, religions, ethics or belief systems; and/or 
aesthetic experience. 

      

  
2. Concerns the interpretation, analysis, or creation of written, 

aural, or visual texts; and/or the historical development of 
textual traditions. 

 Syllabus   

  
3. Concerns the interpretation, analysis, or engagement with 

aesthetic practices; and/or the historical development of 
artistic or design traditions. 

      

  
4. In addition, to qualify for the Humanities, Arts and Design 

designation a course must meet one or more of the following 
requirements: 

Syllabus 

  
a. Concerns the development of human thought, with 

emphasis on the analysis of philosophical and/or 
religious systems of thought. 

      

  b. Concerns aesthetic systems and values, especially in 
literature, arts, and design.       

  c. Emphasizes aesthetic experience and creative process in 
literature, arts, and design. Syllabus  

  d. Concerns the analysis of literature and the development 
of literary traditions.       

 

THE FOLLOWING TYPES OF COURSES ARE 
EXCLUDED FROM THE [HU] DESIGNATION 
EVEN THOUGH THEY MIGHT GIVE SOME 

CONSIDERATION TO THE HUMANITIES, ARTS 
AND DESIGN: 

 

• Courses devoted primarily to developing skill in the use of a 
language. 

• Courses devoted primarily to the acquisition of quantitative or 
experimental methods. 

• Courses devoted primarily to teaching skills. 
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Course Prefix Number Title General Studies 
Designation 

  LST    470    Tokens, Taverns, and Tactics: Tabletop Game 
Analysis      

  HU    

 
 
Explain in detail which student activities correspond to the specific designation criteria. 
Please use the following organizer to explain how the criteria are being met. 
 

Criteria (from 
checksheet) 

How course meets spirit 
(contextualize specific examples in 

next column) 

Please provide detailed evidence of how 
course meets criteria (i.e., where in syllabus) 

C2 Students review rulebooks for 
established games and create their 
own rulebook by the end of the 
semester.  

Students engage with published rulebooks and 
evaluate them based on design principles. At the 
end of the semester, students apply design 
principles to their own rulebook in order to 
convey the rules and theme of their game.     

C4-B In this course, students explore the 
history of board games that have kept 
them relevent for thousdands of years 
and explore why people play games. 
Students also learn about the design 
process and how game art is created 
and supports game mechanics 
culminating in students applying the 
proccess and designing their own 
game and art  

Students evaluate board games throughout the 
semester using the MDA model. One of three 
main pillars of this model is aethetics. They 
three substantial evaluation papers that have a 
focus on aesthetics. Throughout the semester, 
students also gain an understanding of the design 
process and apply it in the creation of their own 
game and rulebook at the end of the semester 
including print and play files that should include 
design and art elements.     

                  

                  

 
 



LST 470: Tokens, Taverns, and Tactics 
Fall B 2019 (October 16 – November 30, 2019) 

Internet  

 

Professor Nick Maddox 

• Email: nicholas.maddox@asu.edu 
• Phone: 480-965-1970 
• Office Hours: By appointment 

This course is offered by the College of Integrative Sciences and Arts. For more information 
about the college, visit our website: cisa.asu.edu. If you have questions or concerns about this 
course, please speak with your instructor. If your instructor is unable to address your concerns, 
please send your inquiry to cisa@asu.edu. 

  

Course Description 

Offered by ASU’s College of Integrative Sciences and Arts 

This course will take an in-depth look at why we as people play games and how people in different 
cultures experience play using themes from both a humanities and social science context. 
Students will also explore topics in modern boardgame design focusing on Mechanic, Dynamics, 
and Aesthetics. By the end of this course, students will design and implement a tabletop game 
prototype. 

  

Enrollment Requirements 

Prerequisite(s): LST student; BIS/LST 370 with C or better; Senior status; ENG 102, 105 or 108 
with C or better 

  

Course Objectives 

• Demonstrate the ability to analyze at least one topic/theme using humanities and social 
sciences perspectives 

• Demonstrate the ability to apply insights, concepts or theories from the humanities and 
social sciences learned in LST 370 

• Demonstrate the ability to apply inquiry skills learned in LST 370 
• Demonstrate the ability to synthesize humanities and social sciences perspectives 

mailto:nicholas.maddox@asu.edu
https://cisa.asu.edu/
https://cisa.asu.edu/
mailto:cisa@asu.edu
https://cisa.asu.edu/


2 

Topic Specific Objectives 

 

  

Required Material 

• Access to Canvas LMS 
• Adobe Reader 
• Texts available through the ASU Bookstore or online retailers:  

o Geoff Engelstein, Gametek: The Math and Science of Gaming (ISBN 978-
1543911848) 

o Mike Selinker, Kobold Guide to Board Game Design (ISBN 978-1936781041) 
• Selected articles and screenings, as seen in the schedule below 

  

Plagiarism Policy 

In the “Student Academic Integrity Policy” manual, ASU defines “Plagiarism [as] using 
another's words, ideas, materials or work without properly acknowledging and documenting the 
source. Students are responsible for knowing the rules governing the use of another's work or 
materials and for acknowledging and documenting the source appropriately.”  You can find more 
information about academic integrity here.  

  

Academic dishonesty, including inappropriate collaboration, will not be tolerated. There are 
severe sanctions for cheating, plagiarizing and any other form of academic dishonesty. 

  

All written assignments are required to show the appropriate citations and use of text readings. 
Any absence of citations will result in score reductions and possible assignment failure. 

  

Graded Work 

I expect every student to leave this course with a more insightful understanding of how to 
explore and conduct interdisciplinary research. Along the way, you will engage your fellow 
classmates in online chat rooms and complete several steps leading to a finished design product. 
This includes… 

  

http://get.adobe.com/reader/otherversions/
http://www.bkstr.com/arizonastatestore/shop/textbooks-and-course-materials
https://provost.asu.edu/academic-integrity
https://provost.asu.edu/academic-integrity
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• Academic Integrity Agreement = 10 points 

• Discussion Boards = 220 points (Module 5 DB C2, C4) 

• MDA Paper = 2 @100 points (C4) 

• Rules Rewrite = 2 @100 points (C2, C4) 

• Design Project = 250 points 

o Print and Play files -30 (C4) 

o Rule Book -60 (C2) 

o Pitch -60 

o Peer MDA Analysis 100 (C4) 

Total = 880 points 

  

0 to 500 Points (this course uses a +/- grading system) 

A          802 - 880 points 

B          723 - 801 points 

C         644 - 722 points 

D         565 - 643 points 

E          000 - 564 points 

 

Course Outline 

 Module 0 – Let's Get Started! (Wednesday 10/16 - Sunday 10/20) 
Discussion Board:  • Introductions Initial Post 

• 2 Peer Responses 
Friday 10/18 
Sunday 10/20 

Assignment: • Academic Integrity Agreement Wednesday 10/16 
Module 1 – What Are Games & Why We Play Them? (Monday 10/21 - Sunday 10/27) 

Reading and Videos: • Selinker 1-31 
• Board Games' Golden Age article 

Sunday 10/27 
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• Magic: The Gathering - Inside the World's Most Played 
Trading Card Game 

• The Royal Game of Ur Playthrough 
• Module 1 lecture 

Discussion Board:  • Discussion 1 Initial Post 
• 2 Peer responses 

Friday 10/25 
Sunday 10/27 

Module 2 – Mechanics & MDA Approach (Monday 10/28 - Sunday 11/03) 
Reading and Videos: • Selinker 33-71 

• Mechanics Are More Important Than Theme article 
• Module 2 lecture 

Sunday 11/03 

Discussion Board:  • Discussion 2 Initial Post 
• 2 Peer responses 

Friday 11/01 
Sunday 11/03 

Assignment: • MDA Analysis 1 Sunday 11/03 
Module 3 – Psychology and Player Interaction (Monday 11/4 - Sunday 11/10) 

Reading and Videos: • Selinker 73-106 
• Engelstein 131-178 & 263 – 285 
• Robin D. Laws Player Types 
• Module 3 lecture 

Sunday 11/10 

Discussion Board:  • Discussion 4 Initial Post 
• 2 Peer responses 

Friday 11/08 
Sunday 11/10 

Assignment: • Rules Rewrite 
• Final Design Pitch 

Sunday 11/10 
Sunday 11/10 

Module 4 – Let's Talk About Math (Monday 11/11 - Sunday 11/17) 
Reading and Videos: • Engelstein 65-130 

• Module 4 lecture 
 

Discussion Board:  • Discussion 4 Initial Post 
• 2 Peer responses 

Friday 11/15 
Sunday 11/17 

Assignment: • Rules Rewrite Sunday 11/17 
Module 5 – Designing with Theme in Mind (Monday 11/18 - Sunday 11/24) 

Reading and Videos: • Theme is More Important Than Mechanics article 
• Module 5 lecture 

Sunday 11/24 

Discussion Board:  • Discussion 5 Initial Post 
• 2 Peer responses 

Friday 11/22 
Sunday 11/24 

Assignment: • MDA Analysis 2 Sunday 11/24 
Module 6 – Board Game Design and The Pitch (Monday 11/25 - Sunday 12/06) 

Reading and Videos: • Selinker 107-136 
• Module 6 lecture 

 

Assignment: • Final Rule Book 
o 2 Peer Responses 

• Print and Play Files 
• Peer MDA Analysis 

Friday 11/29 
Sunday 12/01 
Sunday 12/01 
Thursday 12/5 
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Assignment Details 

Discussion Boards X6 

Discussion 1: 

Directions: Answer all the questions below as completely as possible. You want to write at least 
150 words per question – this minimum does not include citations (in-text notes per MLA or 
APA) and complete bibliographic citations at the end. If you need help with MLA or APA, 
manuals are available in the ASU bookstores, online vendors and in online resources. If you are 
using a media link, be sure to include it. In writing your answers, always include the number so 
we know which one is being answered. Lastly, there is no “right” or “wrong” answer – you just 
want to engage the item as best you can. 
1. Why do you play games? Pick one or two of the reasons for play from the Module 1 lecture. 
2. Which reason for play do you relate to the least? 
When you are ready to post, click Reply and submit your answers. 
Last, but not least, respond – in a thoughtful and engaging way – to at least two of your 
classmates' postings. Your responses should advance the discussion by offering insights, 
suggestions, and commentary. To respond, enter one of your peers’ threads and select Reply. 
 

Discussion 2: 

Directions: Answer all the questions below as completely as possible. You want to write at least 
150 words per question – this minimum does not include citations (in-text notes per MLA or 
APA) and complete bibliographic citations at the end. If you need help with MLA or APA, 
manuals are available in the ASU bookstores, online vendors and in online resources. If you are 
using a media link, be sure to include it. In writing your answers, always include the number so 
we know which one is being answered. Lastly, there is no “right” or “wrong” answer – you just 
want to engage the item as best you can. 
1. Select three games that you will play this week. What mechanics used in each of these 

games? How did each one affect gameplay? Were the mechanics successfully used? How 
could they have been improved? 

2. Choose one of the mechanics in the games you played and replace it with a mechanics 
discussed in the lecture or on the master list in module 2. How would this change gameplay? 
How does it change the experience? Make sure to discuss the effects on the various reasons 
for play from module 1? 

When you are ready to post, click Reply and submit your answers. 
Last, but not least, respond – in a thoughtful and engaging way – to at least two of your 
classmates' postings. Your responses should advance the discussion by offering insights, 
suggestions and commentary. To respond, enter one of your peers’ threads and select Reply. 
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Discussion 3: 

Directions: Answer all the questions below as completely as possible. You want to write at least 
150 words per question – this minimum does not include citations (in-text notes per MLA or 
APA) and complete bibliographic citations at the end. If you need help with MLA or APA, 
manuals are available in the ASU bookstores, online vendors and in online resources. If you are 
using a media link, be sure to include it. In writing your answers, always include the number so 
we know which one is being answered. Lastly, there is no “right” or “wrong” answer – you just 
want to engage the item as best you can. 

After reviewing Robert D. Laws Player Types, answer the following questions: 
1. What player type are you? Which player type do you butting heads with at the table with and 

why? 
2. Discuss three types of players that you will target with your final board game project. 
3. Based on the information in Module 1 and 3, what challenges do you see appealing to those 

archetypes? 

When you are ready to post, click Reply and submit your answers. 
Last, but not least, respond – in a thoughtful and engaging way – to at least two of your 
classmates' postings. Your responses should advance the discussion by offering insights, 
suggestions, and commentary. To respond, enter one of your peers’ threads and select Reply. 

 

Discussion 4: 

Directions: Answer all the questions below as completely as possible. You want to write at least 
150 words per question – this minimum does not include citations (in-text notes per MLA or 
APA) and complete bibliographic citations at the end. If you need help with MLA or APA, 
manuals are available in the ASU bookstores, online vendors and in online resources. If you are 
using a media link, be sure to include it. In writing your answers, always include the number so 
we know which one is being answered. Lastly, there is no “right” or “wrong” answer – you just 
want to engage the item as best you can. 
 
Select three games that you will play this week. Then answer the following questions: 
1. What type of strategies do you see used in each of these games?  
2. Was there a dominant strategy with any of the games that you played? 
3. Describe two of the Math principles from your GameTek readings. How were these 

principles used in each of the three games? Do you feel that they were used effectively? If 
not, how would you change them? 

 
When you are ready to post, click Reply and submit your answers. 
Last, but not least, respond – in a thoughtful and engaging way – to at least two of your 
classmates' postings. Your responses should advance the discussion by offering insights, 
suggestions, and commentary. To respond, enter one of your peers’ threads and select Reply. 
 

https://asu.instructure.com/courses/33111/files/8864609/download?wrap=1
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Discussion 5: 

Directions: Answer all the questions below as completely as possible. You want to write at least 
150 words per question – this minimum does not include citations (in-text notes per MLA or 
APA) and complete bibliographic citations at the end. If you need help with MLA or APA, 
manuals are available in the ASU bookstores, online vendors and in online resources. If you are 
using a media link, be sure to include it. In writing your answers, always include the number so 
we know which one is being answered. Lastly, there is no “right” or “wrong” answer – you just 
want to engage the item as best you can. 
1. Think back to all of the games you have played this semester. What themes were present in 

those games. Does that theme work for you? Why or Why not? 
2. Describe the artwork of the game. Do you respond to that art style? Why or Why not? 
3. What will the theme of your final board game project be? How did you decide on a theme? 

What kind of art style do you see your game utilizing? 
When you are ready to post, click Reply and submit your answers. 
Last, but not least, respond – in a thoughtful and engaging way – to at least two of your 
classmates' postings. Your responses should advance the discussion by offering insights, 
suggestions, and commentary. To respond, enter one of your peers’ threads and select Reply. 
 

Discussion 6: 

Directions: For this discussion, you will post the rules to your game. Don't worry about the 
format at this point, you just want to make sure that you have the rules written out. You will be 
putting it into a formal rule book to submit next week. Use the Lewis Pulsipher article (Links to 
an external site.) as a basis for writing your rule book. Make sure to include section headings in 
your post. The key here is clarity. You want to make sure that your rules are easily understood by 
people who have never played your game. When you are ready to post, click Reply and submit 
your rules. 
Last, but not least, respond – in a thoughtful and engaging way – to at least two of your 
classmates' postings. Your responses should advance the discussion by offering insights, 
suggestions, and commentary. This is a good chance for your peers to get some initial feedback 
on their rulebook. Make sure to point out any areas of confusion or inconsistencies to rules. To 
respond, enter one of your peers’ threads and select Reply. Your evaluation should be roughly 
250 words long. You will be graded on the structure, clarity, consistency, concision, and 
completeness of your evaluation. 
Pick a writing style (MLA or APA) and be consistent in use. There are online web links to help 
with MLA and APA styles, along with the manuals sold in most bookstores. To respond, enter 
one of your peers’ threads and select Reply. 

MDA Paper X2 

You will play one (1) tabletop game this week. The goal of this assignment is to add additional 
game mechanics and dynamics to your game design toolkit. For each Mechanics, Dynamics, and 

http://pulsipher.net/SGD/Writing%20Rules%20209.pdf
http://pulsipher.net/SGD/Writing%20Rules%20209.pdf
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Aesthetics (MDA; see Hunicke, LeBlanc, & Zubek, 2004) analysis, your MDA analysis will 
include (a) a brief description of the game’s mechanics, (b) your analysis of how those game 
mechanics contribute to the game dynamics you observed and/or experienced during gameplay, 
and (c) your analysis of how those dynamics contribute to the game aesthetics you observed 
and/or experienced during gameplay. (Note that these words are used not in their everyday 
senses, but in the specialized senses explained by Hunicke et al., 2004.) This analysis should be 
2-3 pages double spaced. 
 
Pick a writing style (MLA or APA) and be consistent in use. There are online web links to help 
with MLA and APA styles, along with the manuals sold in most bookstores. To submit your 
assignment, click the Submit Assignment button and select Browse My Computer to locate your 
file. 

 

Rules Rewrite X2 

Read through the assigned rulebook provided this week. 

• Evaluate the Powergrid rulebook based on the information from both Modules 2 and 3. Use 
the Lewis Pulsipher as a basis for your evaluation. You should provide a 500-word 
evaluation on the layout of the rule book and its clarity.  

• Select 2-3 sections of the rulebook that you think need improvement. Either Rewrite those 
rules to improve them based on your critiques, or discuss what changes need to be made to 
this section (language, flow, layout etc.) 

Your evaluation and re-write should be 2 pages in length. You will be graded on the structure, 
clarity, consistency, concision, and completeness of your evaluation and re-write. 
Pick a writing style (MLA or APA) and be consistent in use. There are online web links to help 
with MLA and APA styles, along with the manuals sold in most bookstores. 
To submit your assignment, click the Submit Assignment button and select Browse My 
Computer to locate your file. 

 

Design Project  

Pitch 

After reading David Gray's Elevator Pitch, (Links to an external site.) create a pitch for the board 
game you will be developing over the course of the semester. This is your chance to pitch your 
idea and receive feedback. The format for your pitch is up to you, but I want you to address the 
following items in your pitch, as laid out by Gray. Your pitch should be at least 250 words, but 
no more than 500. If you are using a media link, be sure to include it. In writing your answers, 

https://gamestorming.com/elevator-pitch/
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always include the number so I know which one is being answered. Lastly, there is no “right” or 
“wrong” answer – you just want to engage the items as best you can. 

1. Who is the target customer? 
2. What is the customer need? 
3. What is the product name? 
4. What is its market category? 
5. What is its key benefit? 
6. Who or what is the competition? 
7. What is the product’s unique differentiator? 

Pick a writing style (MLA or APA) and be consistent in use. There are online web links to help 
with MLA and APA styles, along with the manuals sold in most bookstores. 
To submit your assignment, click the Submit Assignment button and select Browse My 
Computer to locate your file. 

 

Print and Play files 

Directions: For this assignment, you will upload the final copy of your rule book for your final 
game design project. Your rules should be laid out in a professional format. Make sure you 
include pictures and graphics where appropriate. In addition to your rulebook, you will also 
provide your print and play files for your game. This should include any necessary specialty 
components for your game (cards, dice, pieces etc). Make sure you take a look at your readings 
this week for tips on creating great print and plays.  
To submit your assignment, click the Submit Assignment button and select Browse My 
Computer to locate your file. For this assignment, I have opened up the file type to include many 
different kinds of files. This assignment will be graded on how well you have incorporated 
concepts from this semester including Mechanics, Math, and Art. 

Peer MDA Analysis 

You will select one (1) of your peer's final game submissions and play it using the rules and the 
print and play files provided. The goal of this assignment is to add additional game mechanics 
and dynamics to your game design toolkit, as well as provide feedback to your fellow game 
designers. For each Mechanics, Dynamics, and Aesthetics (MDA; see Hunicke, LeBlanc, & 
Zubek, 2004) analysis, your analysis will include (a) a brief description of the game’s mechanics, 
(b) your analysis of how those game mechanics contribute to the game dynamics you observed 
and/or experienced during gameplay, and (c) your analysis of how those dynamics contribute to 
the game aesthetics you observed and/or experienced during gameplay. (Note that these words 
are used not in their everyday senses, but in the specialized senses explained by Hunicke et al., 
2004.) 2-3 pages.  
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Pick a writing style (MLA or APA) and be consistent in use. There are online web links to help 
with MLA and APA styles, along with the manuals sold in most bookstores. 
To submit your assignment, click the Submit Assignment button and select Browse My 
Computer to locate your file.  

 

Final Rule Book  

Directions: For this discussion, you will post the final rules to your game. Make sure to include a 
response to the feedback you received. Please explain the changes you made or the reason you 
chose not to incorporate your peer feedback. Your analysis should be roughly 250 words long. 
You will be graded on the structure, clarity, consistency, concision, and completeness of your 
analysis and rulebook. 
To respond, enter one of your peers’ threads and select Reply. 

 

College Credit Statement 

The Arizona Board of Regents, the governing board for ASU, NAU and the UofA, has a policy 
for how much time students should invest in their courses: "A minimum of 45 hours of work by 
each student is required for each unit of credit… Off-campus courses, regardless of mode of 
delivery, may be assigned credit based on competencies or learning outcomes that are acquired 
through coursework and are equivalent to those of students in a traditional classroom setting. An 
equivalent of 45 hours of work by each student is required for each unit of credit" (see policy). 
Therefore, in a 3-credit course, students should expect to invest 45 hours in class meetings (or 
the online equivalent), as well as 90 hours doing homework and assignments for a total of 135 
hours in any given session (A, B or C). In this course and in other courses in your degree 
program, your faculty are committed to this standard because it promotes the breadth and depth 
of learning required in a high-quality university education. As you register for courses, keep this 
135-hour standard in mind because, during some semesters, your work and/or family 
commitments may prevent you from taking a full load of classes. 

  

Additional Information 

Academic Integrity 

Arizona State University and the College of Integrative Sciences and Arts strongly believe in 
academic integrity; thus, cheating and plagiarism are not tolerated. If a student is charged with 
academic dishonesty and found to be in violation, disciplinary action will be taken and a 
student's name will be kept on file. Academic dishonesty includes borrowing ideas without 

https://azregents.asu.edu/rrc/Policy%20Manual/2-224-Academic%20Credit.pdf
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proper citation, copying others’ work (including information posted on the internet), failing to 
turn in your own work for group projects, as well as providing materials of any type to a 
homework help site or a study resource site. Disciplinary action may result in a reduced grade for 
the assignment or class, suspension or expulsion from the university, and/or an XE on his or her 
transcript. For further information, please read the Student Academic Integrity policy. 

  

Student Code of Conduct 

Students are required to adhere to the behavior standards listed in the Arizona Board of Regents 
Policy Manual, Chapter V – Campus and Student Affairs: Code of Conduct and the ACD 125: 
Computer, Internet, and Electronic Communications. 

  

Students are entitled to receive instruction free from interference by other members of the class. 
An instructor may withdraw a student from a course when the student’s behavior disrupts the 
educational process under USI 201-10 http://www.asu.edu/aad/manuals/ssm/ssm201-10.html. An 
instructor may withdraw a student from a course with a mark of “W” or “E” when the student’s 
behavior disrupts the educational process. Disruptive classroom behavior for this purpose is 
defined by the instructor. 

  

Harassment Prohibited 

ASU policy prohibits harassment on the basis of race, sex, gender identity, age, religion, national 
origin, disability, sexual orientation, Vietnam era veteran status, and other protected veteran 
status. Violations of this policy may result in disciplinary action, including termination of 
employees or expulsion of students. Contact the professor if you are concerned about online 
harassment of any kind, and he/she will put you in contact with the Dean of Students office. 

  

Title IX 

Title IX is a federal law that provides that no person be excluded on the basis of sex from 
participation in, be denied benefits of, or be subjected to discrimination under any education 
program or activity.  Both Title IX and university policy make clear that sexual violence and 
harassment based on sex is prohibited.  An individual who believes they have been subjected to 
sexual violence or harassed on the basis of sex can seek support, including counseling and 
academic support, from the university.  If you or someone you know has been harassed on the 
basis of sex or sexually assaulted, you can find information and resources at 
https://sexualviolenceprevention.asu.edu/faqs.   

https://provost.asu.edu/academic-integrity
https://eoss.asu.edu/dos/srr/codeofconduct
https://www.asu.edu/aad/manuals/acd/acd125.html
https://www.asu.edu/aad/manuals/acd/acd125.html
http://www.asu.edu/aad/manuals/ssm/ssm201-10.html
https://sexualviolenceprevention.asu.edu/faqs
https://sexualviolenceprevention.asu.edu/faqs
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As a mandated reporter, I am obligated to report any information I become aware of regarding 
alleged acts of sexual discrimination, including sexual violence and dating violence. ASU 
Counseling Services is available if you wish discuss any concerns confidentially and privately. 

  

Class Participation 

Class participation is defined as completing assignments by their due date and actively 
participating in online discussions. Class participation is an essential part of your final grade. All 
absences count equally, irrespective of the cause, and students who exceed the allowed number 
of absences cannot pass the course and will receive a grade of F. Failure to submit three (3) 
assignments will result in failure. 

  

Technology 

Students who take online courses need reasonable computer competence and good study, internet 
and reading comprehension skills to be successful.  Skills specific to individual courses may also 
be required; for example, proficiency with a Word processing package may be needed for an 
online writing course. 

  

Technology excuses for late or incomplete assignments will not be accepted. 

  

Email Communication 

ASU email is an official means of communication among students, faculty, and staff. Students 
are expected to read and act upon email in a timely fashion. Students bear the responsibility of 
missed messages and should check their ASU-assigned email regularly. All instructor 
correspondence will be sent to your ASU email account. For help with your email, go to MyASU 
> Service > Live Chat or New Ticket. 

  

Sending Email to Instructor 

When composing email messages, please include the course (BIS 470) in your subject. BIS 
faculty teach a lot of classes and this simple identification will help identify you and save time 
on course roster searches to match your name against several other class rosters. 

https://eoss.asu.edu/counseling
https://eoss.asu.edu/counseling
http://www.asu.edu/aad/manuals/ssm/ssm107-03.html
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Moreover, you must maintain a professional and academic tone when corresponding with your 
instructor. Failure to comply with these policies will result in an unreturned email. 

  

I will reply to all emails within 24 hours.  If I do not, it means that I did not receive your 
message. 

  

Prohibition of Commercial Notetaking Services 

In accordance with ACD 304-06 Commercial Note Taking Services, written permission must be 
secured from the official instructor of the class in order to sell the instructor's oral 
communication in the form of notes. Notes must have the note taker’s name as well as the 
instructor's name, the course number, and the date. 

  

Trigger Warning 

Please note that some course content may be deemed offensive by some students, although it is 
not my intention to offend anyone. In addition, some materials that we link with online might 
also be considered offensive, troubling, or difficult to review in terms of language or graphics. I 
attempt to provide warnings when introducing this kind of material; yet if I forget to do so, or if 
something else in my materials or posts from fellow students seems offensive, please contact me 
at nicholas.maddox@asu.edu, or the faculty head, Kevin Ellsworth. 

  

Statement on Inclusion 

Arizona State University is deeply committed to positioning itself as one of the great new 
universities by seeking to build excellence, enhance access and have an impact on our 
community, state, nation and the world. To do that requires our faculty and staff to reflect the 
intellectual, ethnic and cultural diversity of our nation and world so that our students learn from 
the broadest perspectives, and we engage in the advancement of knowledge with the most 
inclusive understanding possible of the issues we are addressing through our scholarly activities. 
We recognize that race and gender historically have been markers of diversity in institutions of 
higher education. However, at ASU, we believe that diversity includes additional categories such 
as socioeconomic background, religion, sexual orientation, gender identity, age, disability, 
veteran status, nationality and intellectual perspective. 

  

http://www.asu.edu/aad/manuals/acd/acd304-06.html
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Establishing a Safe Environment 

Learning takes place best when a safe environment is established in the classroom. In accordance 
with SSM 104-02 of the Student Services Manual, students enrolled in this course have a 
responsibility to support an environment that nurtures individual and group differences and 
encourages engaged, honest discussions. The success of the course rests on your ability to create 
a safe environment where everyone feels comfortable to share and explore ideas. We must also 
be willing to take risks and ask critical questions. Doing so will effectively contribute to our own 
and others intellectual and personal growth and development. We welcome disagreements in the 
spirit of critical academic exchange, but please remember to be respectful of others’ viewpoints, 
whether you agree with them or not. 

  

Mental Health 

As a student, you may experience a range of challenges that can interfere with learning, such as 
strained relationships, increased anxiety, substance use, feeling down, difficulty concentrating, 
and/or lack of motivation. These emotional health concerns or stressful events may diminish 
your academic performance and/or reduce your ability to participate in daily activities. ASU 
Counseling Services provides counseling and crisis services for students who are experiencing a 
mental health concern. Any student may call or walk in to any ASU counseling center for a same 
day or future appointment to discuss any personal concern. Here is the website.  After-office 
hours and 24/7 ASU's dedicated crisis line is available for crisis consultation by calling 480-921-
1006. 

  

Students with Disabilities 

If you need academic accommodations or special consideration of any kind to get the most out of 
this class, please let me know at the beginning of the course. If you have a disability and need a 
reasonable accommodation for equal access to education at ASU, please call Disability 
Resources for Students. The site can be found here. 

  

Excused Absences 

Students may be excused from a class assignment for either of the two criteria below: 

1. Excused absences related to religious observances/practices that are in accord with 
ACD 304–04, “Accommodation for Religious Practices” 

2. Excused absences related to university sanctioned events/activities that are in accord 
with ACD 304–02, “Missed Classes Due to University-Sanctioned Activities” 

  

http://www.asu.edu/aad/manuals/ssm/ssm104-02.html
https://eoss.asu.edu/counseling
https://eoss.asu.edu/drc
http://www.asu.edu/aad/manuals/acd/acd304-04.html
http://www.asu.edu/aad/manuals/acd/acd304-02.html
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Late Work 

Any assignment turned in after the deadline will lose half credit and will be graded at the end of 
the semester. Only under extraordinary and well documented circumstances will the late penalty 
be waived. Such situations must be brought to the instructor's attention immediately after they 
occur. Original, official documentation must then be emailed or mailed to the instructor. If you 
wish to have that documentation returned, include a self-addressed, stamped envelope. 
Accommodations will be made when deadlines coincide with religious holidays (ACD 304–04) 
or university sanctioned activities (ACD 304–02), but in these situations all efforts must be made 
to complete the work in advance of the deadlines/holidays/activities. Because most assignments 
in this class can be completed well in advance, such conflicts should rarely be an obstacle to 
meeting deadlines. All late work must be submitted by the last day of the course. No late work 
will be accepted thereafter. 

  

Extra Credit 

Extra credit is not offered in this course. 

  

Campus Resources 

As an ASU student, you have access to many resources on campus. This includes tutoring, 

academic success coaching, counseling services, financial aid, disability resources, career 
exploration, and internships. 

• Tutoring 
• Counseling Services 
• Financial Aid 
• Disability Resource Center 
• Major/Career Exploration 
• Career Services 
• Student Organizations 
• ASU Writing Centers 
• ASU Police Department 
• International Student Resources 

  

Syllabus Disclaimer 

The course syllabus is an educational contract between the instructor and students. Every effort 

will be made to avoid changing the course schedule, but the possibility exists that unforeseen 

http://www.asu.edu/aad/manuals/acd/acd304-04.html
http://www.asu.edu/aad/manuals/acd/acd304-02.html
https://studentsuccess.asu.edu/
https://eoss.asu.edu/counseling
https://students.asu.edu/financialaid
https://eoss.asu.edu/drc
https://universitycollege.asu.edu/
https://eoss.asu.edu/cs
https://eoss.asu.edu/clubs
https://tutoring.asu.edu/student-services/writing-centers
https://cfo.asu.edu/police
https://issc.asu.edu/support-services/students-f-j/academic-resources
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events will make syllabus changes necessary. The instructor reserves the right to make changes 
to the syllabus as deemed necessary. Students will be notified in a timely manner of any syllabus 
changes via email or in the Announcements section on Blackboard. 

. 
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