














Visiting Artists

ALL LECTURES ARE FREE AND OPEN TO THE PUBLIC ‘

September 20th, 5:00 PM
Ferguson Auditorium, 600 S. Michigan Avenue

ARTIFICIAL LIFE, ROBOTICS, AND EMERGENCE
Ken Rinaldo is an artst and Professor of Art and /
Technology at Ohio State University. pr Ll
His interdisciplinary media art installations / /
investigate the intersections between natural /
and jcal systems. He integrates 0
and electro-mechanical elements to as}é;{ a
confluence and co-evolution between Iiving and
evolving technological material. His talk, featuring.
a DVD presentation of his mslallaticns.‘vgl‘l explore 7
theories on living systems, artifiial life, pecies October 17th, 7:00 PM
communication and the underlying beauty a\d\ Film Row Cinema,/1104 South Wabash Avenue,
pattern inherent in the nature and organization \ 8th Floor /
of matter, energy, and information. This IeCtUre S < cowics? MEDIUM IN TRANSITION
co-sponsored by the Interactive Arts an/dMedia & W iicoan (hmws are changing fast. Bolstered
Scleice s Mitenatcs De"a"’“e/’}(s' \_ by the lterary ambitions of the “graphic novel”
/ X - flood-of | ionaligfi

7 X : 0 2 i

\_the-growing.i

SEpiemaeEZath 22 00N ‘omics tandscape shifts Tegutarly in-surprising and

623 Soliin WebasnAveie: R‘f""’ 407 increasingly unpredi\z‘lable directions. Author and

Shawn Decker is a composer and artist who creates comics artst ScotyMeCloud puts allthese trends
\

sound and electronic media and write: into )n afe g visual
ince, film, anxvideo His work

has been frequently performed, seen,.and heard in

ott McCVou?’has been writing and drawing comics
e 1984 /His book Understanding Comics was

the US and Europé at a wide variety of\t\e/r)ue; He o Nbw York Times Notable book for 1994 and is
frequently collatiorates with other arlls;?\ﬂc\udmg available/in 16 languages. “Sin City” and “300"
most recently/Jan Erik-Andersson and Anne Wilson. creator Fank Miller called him “just about the
Recent exhibitions of both solo andrdollabaraﬂve smartest Juy I comics.” His new book, Making
work hav/shown at venues such a$ Kiasma Comi e the art and craft of telling stories
Museus i nt is part of the Creative Non-Fiction
in Nagoya, Japan, the 215t Cenfury Museum in Week and is éo-sponsored by the Film and Video,

of Chicago.



VIPER VERTEX
October 25th, 5:00 PM
623 South Wabash Avenue, Room 405

VIPER VERTEX is a contemporary electronic media
arts company specializing in interactive and innovative
multimedia, including exhibit/installation design and
production, web design/production and DVD authoring.
The two principals, JoAnn Gillerman and Rob Terry,
provide a unique blend of digital media, fine arts,
video, sound, computers and interface design. Viper
Vertex has co-produced many interactive multimedia
exhibits, including permanent installations at Chabot
Space and Science Center, The Tech Musuem of
Innovation, and the Saint Louis Zoo.

RIC HEITZMAN
November 8th, 5:30 PM
623 South Wabash Avenue, Room 405

Ric Heitzman straddles the fine and commercial
art worlds as a designer, director, cartoonist and
puppeteer. He has gamered three EMMY awards

for Co-production design on Pee wee's Playhouse, tfie
internationally syndicated children’s television series.
In addition, he has directed music videos, commercials
and film. Somie-of his many clients.are: Atlantic
Records, Coca-Cola, McDarialds, Sprint and Chili's
Restaurants.

A master of many forms of animation, he brought to
life an array of characters in the pilot for the stop-
motion animated series, the PJ's, staring Eddie Murphy
for FOXTV. Heitzman also cowrote and directed

Flash animated shorts, interactive games and two

series, The Banana Spiits.and Pink Donkey Goesto
Japan all for Cartoon Network:As a 20 year fember
of the Screen Actors Guild, Ric has supplied voices
and puppeteered a number of characters for Cartoon
Network, Children’s Television Workshop, MTV, CBSTV
and Paramount Pictures. Ric designs from his studio
in Los Angeles where he continues to paint, sculpt,
write and direct

WAFAA BILAL

November 15th, 5:30 PM
623 South Wabash Avenue, Room 405

Iraqi artist Wafaa Bilal, an instructor at the Art
Institute of Chicago, has exhibited his art world

wide, and traveled and lectured extensively 1o inform
audiences of the situation of the lradi people, and

the importance of peaceful confiict resolution. Bilal's
latest video installation Domestic Tension placed

him on the receiving end of a paintball gun that was
accessible online to a worldwide audience, 24 hours

a day. The monthlong piece spurred online debates
and intense conversations| gamering the praise of the
Chicago Tribune, which called it “one of the sharpest
works of political art to be seen in a long time,” and
Newsweek's assessment “breathtaking.” But it is the
resulting dialogue that Bifal seeks, as an artist who
feels he does not have the privilege to create work that
is not politicaf In the face of a war that stretches on
the 2005 deaths of his brother and father, the violence
in his own history, Bilal seeks to imbue his audiences.
with a sense of empowerment that comes from hope
in the enduring potential of humanity.




Survey Results

CORRECT RESPONSES CONTROL GROUP GAME ONLY GAME AND VIDEO

Total Respondents 82 16 6

You are working at your

desk on a weekend and 220% 93.8% ]
you see smoke.

The minimum number of

stairwell exits in a high 70.7% 87.5% 83.3%

rise is...

You have been asked
to exit the building by
your fire marshal but a 20.7% 68.8% 100.0%
coworker is visibly upset
and unable to move.

After dialing 911 30.5% 93.8% 83.3%

While attempting to exit
the building through a

stairwell you see smoke 28 hd S
in the stairwell.

Al exits from your floor 5

e s 59.8% 87.5% 83.3%
office after sealing the 2908 200 R
door.

Your primary exit

is blocked and the .
alternate exit door feels 2% LS 0CCH
warm.

If you are trapped in your 1

s 78.0% 93.8% 83.3%
While exiting your office 78.0% 81.3% 83.3%

You've been instructed
by the fire marshal to
stay on your floor but 36.6% 0.0% 16.7%
you see fire on your
fioor.




Thanks to the pioneers of modern psychology,
we know that games — by their very nature —
are interactive and provide a function far beyond

mere entertainment.

Each group, with the exception of the control group,
was given the questionnaire after playing HELP or
viewing the video and playing HELP A comparison of
results was used to ascertain how well each group
performed in regard to the learning objectives of
HELR

The questionnaire was divided into two sections.
One section, comprised of six questions, was
used to gather the background of the participants
in the study. The other section, comprised of

11 questions, measured (preexisting) building
evacuation knowledge.

The control group survey was sent via e-mail to
faculty and staff of Columbia College Chicago
invited to participate in the study. Of approximately
900 questionnaires sent out, a total of 87 were
completed and returned

The final two groups were given packets containing
the game CD; install instructions and a link to

one of the three surveys. These participants were
randomly given packets that would place them into
one of the two control groups. To keep track of who
volunteered for the study, participants were asked
to sign a roster indicating they had received the CD
and would be expected to return the packet after
completing the study. They were also asked

to include comments about their experience.

CONCLUSIONS

The results of our study show that there was an
increase of correct answers to survey questions
as a result of playing the game. Because of time
constraints, we were unable to gather larger
populations within each assessment group.
However, even with our sample size, results
indicate that playing the game clearly met the
learning objectives of our project. More time and
participants, we believe, would strengthen our
findings.

Comments from participants provided us with
additional information on how to improve the game
and make it more playable by a larger demographic.
This project has provided significant insight on how
serious games should be constructed and how to
create methods of assessing their effectiveness.
We hope to apply what we have leamned to future
projects as well as continue our research of video
games as an important and better way of learning

ACKNOWLEDGEMENTS
My special thanks to team members David Gerding,
Jim Rohn, Dr. Joseph Cancellaro and Janell Baxter;
Dr. Warrick Carter, President, Columbia College
Chicago; Commissioner Raymond Orozco, The Office
of the Commissioner, Chicago Fire Department;
and U.S. Army Research Office, Aberdeen, U.S.
Department of Defense.



Columbia &

COLLEGE CHICAGDO

INTERACTIVE ARTS + MEDIA
600 SOUTH MICHIGAN
CHICAGO, IL 60605
WWW.IAM.COLUM.EDU



