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IS146 FINAL EXAMINATION
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OVERVIEW

This is an open book, take home exam.  The work you do on this exam should be done alone; you are not allowed to collaborate on this exam.  The answers on this exam are very open-ended and we expect that no two students will use similar sources or make similar arguments.
This final exam is an important opportunity for you to assess, integrate, and apply the theoretical frameworks, specific readings and lectures, and the New Media artifact redesigns you have worked on this semester.  It is our main opportunity to assess your individual learning and progress in the course and the extent to which you have understood and can apply the material in the course.  Our mission in IS146 has been to help you build the key foundations for the study and design of New Media.  This exam will enable us to determine how successful you and we have been in accomplishing that goal.

WARNING ABOUT CHEATING


Cheating on this exam means collaborating with anyone during any portion of the exam.  You should not discuss the questions, your answers, or which readings should be used with any of your classmates.  You should not take any of your arguments for this exam from the web.  If you use any resources from the web (such as Wikipedia), make certain that you cite them properly.  Failure to do so constitutes plagiarism.  We will compare exams both to each other and to material on the web.  We will report cases of suspected academic dishonesty.
 
We are giving you the opportunity to do this exam at your leisure rather than in a time-delimited classroom setting.  Please do not take advantage of this opportunity and don't take advantage of us.  The goal is to learn and exhibit what you have learned.  Cheating is both disrespectful to us and to yourself. 
TURNING IN THE EXAM

Turn in the exam by emailing this MS Word file to is146-ta@sims.berkeley.edu no later than 9:00 am on Friday, May 20, 2005. Please rename your MS Word file to: IS146_Final_Exam_LastName_Firstame (for example, IS146_Final_Exam_Davis_Marc). We will be grading the final on May 20, 2005, so late turn-ins will not be possible—if we do not receive your final in email by 9:00 am, you will not receive credit for the final.  Therefore you might consider completing and emailing us your final exam the night before.

PREPARING FOR WRITING THE EXAM

You will necessarily be rereading (or reading) materials from the course reader and textbooks.  Please give yourself ample time to do the background reading and thinking you will need to provide thoughtful, substantiated arguments in your answers.  Studying for this exam and taking it will happen simultaneously.  If you have any questions about the exam, you may send your questions to is146-ta@sims.berkeley.edu.  Do no discuss the final exam with anyone else.

THE FINAL EXAM

In this exam you will create and answer four of your own questions from a generative space of options.  

Theoretical Frameworks

We have focused on four theoretical frameworks to support you in the study and design of New Media:

· Representation

· Technology

· Culture

· Design
Readings
You have read a wide spectrum of readings in each of these four areas (see Appendix).
Artifacts

We have applied these four theoretical frameworks in varying degrees to four representative New Media artifacts:

· Phone

· Camera

· Web

· Computer Games

Assignments

You have done four group assignments exploring these interconnections to inform your redesign of these artifacts:

· Assignment 3: Observing Artifact Usage

· Assignment 4: Group Logo and Artifact Redesign to Enable New Forms of Programmability

· Assignment 6: Artifact Redesign to Enable New Forms of Social Visual Communication
· Assignment 7: Artifact Redesign to Enable New Forms of Game Play
The Final Exam will have four questions, each of which you will construct in the following way:

For each of the four New Media artifacts, craft a question of your own choosing that involves at least two of the four provided theoretical frameworks. Create a question that reflects your own curiosity, interest, or passion. Then write a 500-1000 word essay addressing your question. Your essay should draw on at least two relevant readings and one insight you gathered from your assignments. 

· All essays must cover at least two of the four provided theoretical frameworks (make sure your four essays end up as a group discussing all four theoretical frameworks).

· All essays must be between 500-1000 words.

· All essays must cite at least two relevant readings and one insight from your assignments.

· Do not reuse readings or assignment insights between essays.

Here’s an example:

QUESTION 1: “How could users’ unexpected uses of the telephone affect its design?”

· Artifact: Telephone

· Frameworks: Culture, Design

· Example Readings: Fisher, Ito

· Assignment Insight: Users reconfigure the uses of New Media artifacts in ways other than the intended use of the artifact in order to satisfy their own social needs.  In our observation of how users used the camera, we found that many users used the camera in ways other than for just recording events through pictures, e.g., the way they would share a single camera with each other to take pictures of each other in real time constituted a form of playful activity which was an end in itself.

· (Your 500-1000 word essay would follow, relating the frameworks, readings, and assignment insight to your question.)

FINAL NOTES

Please use this file as the template for writing your exam.  You will notice that in the header, there is room for your name and group number.  Please make certain to edit this.  Please make certain to fill out the question, artifact, frameworks, readings, insight, and essay for each section.  This exam requires you to think through everything you’ve done this semester.  Take the opportunity to show what you’ve learned!

APPENDIX: READINGS GROUPED BY THEORETICAL FRAMEWORK

**REPRESENTATION** 

Michael Reddy. The Conduit Metaphor: A Case of Frame Conflict in Our Language about Language. In: Metaphor and Thought, edited by Andrew Ortony, New York: Cambridge University Press, 1979, p. 284-324. 
John Fiske and John Hartley. Reading Television, London: Methuen, 1978, p. 37-58.

Stuart Hall. Representation, meaning and language. In: Representation: Cultural Representations and Signifying Practices, edited by Stuart Hall, London: Sage Publications Ltd, 1997, p. 15-63. 

Walter Benjamin. The Work of Art in the Age of Mechanical Reproduction. In: Illuminations, edited by Walter Benjamin, New York: Schocken Books, 1985, p. 217-251.

Walter J. Ong. Orality and Literacy: The Technologizing of the Word, London: Methuen, 1982, p. 31-77. 

Gunther R. Kress and Theo van Leeuwen. Reading Images: The Grammar of Visual Design, London: Routledge, 1995, p. 1-42. 

Scott McCloud. Understanding Comics: The Invisible Art, Northampton, Massachusetts: Tundra Publishing, 1993. 

Steve Harrison and Paul Dourish. Re-Place-ing Space: The Roles of Place and Space in Collaborative Systems. in: Proceedings of ACM Conference on CSCW. New York: ACM Press, 1996, p. 67-76. 

Katie Salen and Eric Zimmerman. Rules of Play: Game Design Fundamentals, Cambridge, Massachusetts: The MIT Press, 2003, p. 298-311. (Course Reader: p. 657-677) 

Katie Salen and Eric Zimmerman. Rules of Play: Game Design Fundamentals, Cambridge, Massachusetts: The MIT Press, 2003, p. 71-91. (Course Reader: p. 679-692)

**TECHNOLOGY** 

W. Daniel Hillis. The Pattern on the Stone: The Simple Ideas That Make Computers Work, New York: Perseus Books, 1999, p. VII-38. 

Seymour Papert. Mindstorms: Children, Computers, and Powerful Ideas, New York: Basic Books, Inc., 1980, p. 1-54. 

W. Daniel Hillis. The Pattern on the Stone: The Simple Ideas That Make Computers Work, New York: Perseus Books, 1999, p. 39-59.


Seymour Papert. Mindstorms: Children, Computers, and Powerful Ideas, New York: Basic Books, Inc., 1980, p. 55-134.

Lev Manovich. The Language of New Media, Cambridge, Massachusetts: The MIT Press, 2001, p.18-61.


Katie Salen and Eric Zimmerman. Rules of Play: Game Design Fundamentals, Cambridge, Massachusetts: The MIT Press, 2003, p. 191-200.


Lev Manovich. Database as a Symbolic Form. 1999, p. 1-16. http://www.manovich.net/DOCS/database.rtf
William J. Mitchell. The Reconfigured Eye: Visual Truth in the Post-Photographic Era, Cambridge, Massachusetts: The MIT Press, 1992, p. 2-20.

Duncan J. Watts. Six Degrees: The Science of a Connected Age, New York: W. W. Norton & Company, 2003, p. 43-68. 

Marc Davis, Simon King, Nathan Good, and Risto Sarvas. From Context to Content: Leveraging Context to Infer Media Metadata. in: Proceedings of 12th Annual ACM International Conference on Multimedia (MM2004). New York, New York: ACM Press. 188-195, 2004. 

Katie Salen and Eric Zimmerman. Rules of Play: Game Design Fundamentals, Cambridge, Massachusetts: The MIT Press, 2003, p. 421-458. 

Marc Davis. Garage Cinema and the Future of Media Technology. Communications of the ACM (50th Anniversary Edition) 40 (2):42-48, 1997. 


**CULTURE** 

Paul du Gay, Stuart Hall, Linda Janes, Hugh Mackay, and Keith Negus. Doing Cultural Studies: The Story of the Sony Walkman, London: Sage Publications Ltd, 1997, p. 7-41.

Hugh Mackay. Consumption and Everyday Life, London: Sage Publications Ltd, 1997, p. 259-309.


Robert M. Emerson, Rachel I. Fretz, and Linda L. Shaw. Writing Ethnographic Fieldnotes, Chicago: University of Chicago Press, 1995, p. 1-11. 

Michael Quinn Patton. Qualitative Research and Evaluation Methods, London: Sage Publications Ltd, 2001, p. 348-360. 

Tim Plowman. Ethnography and Critical Design Practice. In: Design Research: Methods and Perspectives, edited by Brenda Laurel, Cambridge, Massachusetts: The MIT Press, 2003, p. 30-38. 

Robert Stuart Weiss. Learning from Strangers: The Art and Method of Qualitative Interview Studies, Free Press, 1995, p. 61-80.

Claude S. Fisher. America Calling: A Social History of the Telephone to 1940, Berkeley: University of California Press, 1994, p. 21-29, 33-59.

Cheskin Research. The Wireless Future - A Look at Youth Unplugged. Redwood Shores, California: Cheskin Research. 2001, p.1-32.


Mizuko Ito and Daisuke Okabe. Technosocial Situations: Emergent Structurings of Mobile Email Use. 2003, p.1-30.

Nancy A. Van House, Marc Davis, Morgan Ames, Megan Finn, and Vijay Viswanathan. The Uses of Personal Networked Digital Imaging: An Empirical Study of Cameraphone Photos and Sharing. 2004, p.1-5. 

Elizabeth Mynatt, Vicki O'Day, Annette Adler, and Mizuko Ito. Network communities: something old, something new, something borrowed... Computer Supported Cooperative Work 7:123-156, 1998. 

danah boyd. "Friendster and Publicly Articulated Social Networks." Conference on Human Factors and Computing Systems (CHI 2004). Vienna: ACM, April 24-29, 2004, p. 1-5.


Andrew T. Fiore and Judith S. Donath. Online Personals: An Overview. in: Extended abstracts of the 2004 conference on Human factors and computing systems. New York: ACM Press. 1395-1398, 2004. 



**DESIGN** 

S. Joy Mountford. Tools and Techniques for Creative Design. In: The Art of Human-Computer Interface Design, edited by Brenda Laurel, Reading, Massachusetts: Addison Wesley, 1990, p. 17-30. 


Donald A. Norman. Why Interfaces Don't Work. In: The Art of Human-Computer Interface Design, edited by Brenda Laurel, Reading, Massachusetts: Addison Wesley, 1990, p. 209-219. 


Laurie Vertelney and Sue Booker. Designing the Whole-Product User Interface. In: The Art of Human-Computer Interface Design, edited by Brenda Laurel, Addison Wesley: Reading, Massachusetts, 1990, p. 57-63. 


Brenda Laurel. SimSmarts: An Interview with Will Wright. In: Design Research: Methods and Perspectives, edited by Brenda Laurel, Cambridge, Massachusetts: The MIT Press, 2005, p. 253-259. 


Celia Pearce. Sims, BattleBots, Cellular Automata God and Go: A Conversation with Will Wright by Celia Pearce. Game Studies: The International Journal of Computer Game Research 2 (1):1-17, 2002.

Henry Jenkins. Art Form for the Digital Age, MIT Technology Review, (September/October 2000).


Henry Jenkins. Game Design as Narrative Architecture. In: First Person: New Media as Story, Performance, and Game, edited by Noah Wardrip-Fruin and Pat Harrigan, Cambridge, Massachusetts: The MIT Press, 2004, p. 118-130.


Katie Salen and Eric Zimmerman. Rules of Play: Game Design Fundamentals, Cambridge, Massachusetts: The MIT Press, 2003, p. 102-105. 
Jane McGonigal. A Real Little Game: The Performance of Belief in Pervasive Play. In: Digital Games Research.
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Extra Credit 1 (+1 point)
In our lecture on simulation, we learned that with only a few simple rules, quite vast spaces of possibilities can open up. This final required you to write four essays under various conditions. Assuming you chose only 2 frameworks for each essay (without any other limitations) and assuming you used only 2 readings per essay (without repeating readings across essays!), how many possible essay configurations are there?
(Assume you can use any of the readings for an essay regardless of the frameworks chosen. We'll also ignore the choice of assignment experiences for now).



Extra Credit 2 (+4 points)

Write a program in LOGO to compute the answer to the previous question and present a visual representation of the answer. (Have fun with it if you do this, and don't waste any time on this if you haven't finished the actual questions yet!)
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