
ELISE VIST AND LAUREN BURR
Department: English
Program: PhD

Project funded by: Institute for Quantum Computing 
and The Games Institute

Alice and Schrödinger is a playful exploration of the  
Mike and Ophelia Lazaridis Quantum-Nano Centre. Using a 
combination of near-field communication chips, which users 
access in specific locations, and bluetooth-based iBeacons, 
which let users know when they’re near something interesting, 
Alice and Schrödinger encourages users to wander around the 
building, seeking out snippets of conversations between Alice, 
an IQC graduate student, and Schrödinger, her curious and 
excitable cat. Tours, even self-guided ones, require users to 
follow a clear, linear path from one fact to another, restricting 
them to the path that the designer thinks is most interesting. 
Instead, Alice and Schrödinger allows people to pick and 
choose what kind of information they’re interested in, and let 
the architecture of the building and their own whims draw 
them to different locations.
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SHAWN DOREY
Department: English
Program: MA

Student project

Starting Zones: Studying a Potential Intersection Between Cultural Geography and Game Studies 
is an analysis of social interactions I entered in as a player of the Massively Multiplayer Online Role-
Playing games (MMORPG) World of Warcraft. I conclude there are real consequences to the actions  
in MMORPG that feed into other aspects of a person’s life. My analysis feeds past the mundane of the 
financial investment players commit in order to play, and looks at the emotional effect these games 
apply unto their players. It postulates that participating in these online communities is an excursion in 
making the world smaller, drawing on the work of Joshua Meyrowitz, Marshall McLuhan, Mia Consalvo, 
and many more. Through this research, the simulated class structures within MMORPG was found to 
be informed by the class structures and economic inequalities present offline. Ultimately the final 
conclusion is a call for a more serious approach to how online interactions are handled and dealt with.
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STEVE WILCOX
Department: English
Program: PhD

Project funded by: CIHR and The Games Institute  
The first dissertation in the English department to be argued, in part, through a videogame

Uncommon Places: The Multimodal Art of Embodied Invention develops the concept of embodied 
invention, an epistemology and design philosophy that treats multimodal media such as comics and 
videogames as heuristics for translating knowledge between bodies, communities, and cultures.  
In classical rhetoric, invention refers to the art of discovering knowledge through the commonplaces 
those opinions, beliefs, and values hold that are common to a particular time and place. Rhetors 
would train themselves in invention by studying commonplace books texts that contained common 
expressions, phrases, and allegories of a particular community, region, or culture. Drawing on 
phenomenology, semiotics, and media theory, this dissertation puts forward an embodied account 
of invention, one that correlates knowledge of the world with one’s position or place in the world. In 
order to make this point effectively, and to demonstrate its applicability to design, a portion of this 
dissertation is argued through a videogame called Allergies & Allegories.
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STEVE WILCOX
Department: English
Program: PhD

Project funded by: The Games Institute

Project co-researchers: Michael Hancock, contributor, Department of English; Alice Bao, 
contributor, School of Environment; Dean Mizzi, contributor, St. Paul’s University College

Game Studies 101 (GS101) is an online archive of games, criticism, and scholarship. Its goal is to 
open up the study of games across disciplines, campuses, and organizations by making accessible 
various foundational works in game studies, criticism, and design. The archive includes numerous 
annotated entries categorized by genre and cross-listed between academic fields to facilitate 
exploration and collaboration between those interested in the communicative potential of games.
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ALEX FLECK, STEVE WILCOX, JONATHAN RODRIGUEZ
Department: English, English, CS
Program: MA, PhD, PhD

Project funded by: The Games Institute and SSHRC

Project co-researchers: UpSWinG (wider SSHRC project); Dr. Neil Randall; Computer Science 
PhD student Jonathan Rodriguez; Steve Wilcox, PhD, English ’16, The Games Institute

Hustle and Flow is a SSHRC sponsored multi-game project that models the simulation and 
negotiation of transboundary water governance in the St. Lawrence River Basin. The first part of 
the project is a simulation of the elements at play in the basin itself. The player takes on the role of 
an omniscient manager tasked with maintaining and extending the Basin’s ecological and human-
related functions, while satisfying the various stakeholder groups that live in the area. The second part 
of the project asks the player to take on the perspective of a stakeholder group and work together 
with others — that have also played the simulation — to negotiate what policy decisions are best for 
the St. Lawrence Basin as a whole, while also balancing those wider needs against their (individual) 
stakeholder needs.

Hustle and Flow was presented at The Institute of Public Administration of Canada (IPAC) conference in 
Toronto in June 2016, and was presented (as part of a games competition) at the European Conference 
on Games Based Learning in Paisley, Scotland in October 2016.
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Hustle & Flow


