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of how current technologies can be com-
bined to deliver new experiences in physics 
education.
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Ramp-In: Welcome and Overview  
of Programme by Programme Chair  
Mark Chavez

The New Perspective of Consilience  
of the Arts and Technology in the  
Era of Ubiquitous Computing 
educators keynote address 
Ubiquitous Arts & Technology (U-AT)  
Consilience Education is a new term 
coined by the Korea National University of 
Arts to refer to consilience of ubiquitous 
computer technology and diverse arts 
genres in a narrow sense, and consilience 
of the arts, humanities, and technology in 
a broader sense. In this sense, consilience 
refers to a non-reductionist unity of knowl-
edge, unlike the reductionist consilience in 
the humanist biology of Edmund Wilson.

The term, coined by William Whewell in 
the early 19th century, is a revival of the 
Latin word consalier, which means “varied 
branches uniting and jumping together to 
form a unified trunk.” According to the sci-
ence of complex systems, the process of 
mixing different elements, and their interac-
tions, are critical requirements for creative 
experience and knowledge creation.

The key objective of U-AT Consilience Edu-
cation is to establish a creative education 
system to produce quality content in multi-
source-multi-use mode by institutionalizing 
the cooperative ties between industry and 
the university for joint research projects, 
creative endeavors, and education. The 
overall purpose is to promote continuous 
and systematic communications and con-
silience of six artistic genres: music, drama, 
film-TV-multimedia, visual arts, dance, and 
Korean traditional arts.
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Shift to The Third Space - isAT 2008 
The arts and technology are no longer 
strangers. They are forging a closer 
partnership, as the arts reveal what could 
previously exist only in our imaginations 
by utilizing ubiquitous technology, and 
technology, in turn, leaps over the modern 
era by adding a wing of artistic sensibility 
to science.

In light of this shift, isAT 2007 (International 
Symposium for Arts and Technology 2007) 
was held last year to explore the “Lightning 
Effects” from the encounter between the 
arts and technology. Under the theme of 
Shift to the Third Space, the upcoming 
event, isAT 2008, will seek the meaning of 
the union of the arts and technology and 
explore how ubiquitous computing technol-
ogy shifts our lives into other dimensions.
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The Animation Solution Kit 
The main benefit of independent creation 
is not cost reduction but quality. In the 
process of indie-creation, concept art can 
be retained until final step because it’s 
mainly created by a small, efficient team. 
By expanding the traditional concept of 
“animation,” DMMG Lab makes a “proto-
type model” for animation based on NPR 
and, by building a library of models, materi-
als, motion, and effect sources, facilitates 
a “stand-alone on network,” which enables 
one person to manage the entire animation 
process.
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Making Intelligent Sounds 
An intelligent sound is a sound that can 
think. It can create, modify, evolve, and 
even kill itself according to its environment. 
This paper shows two approaches to this 
concept. One is creative and experimental 
(the author’s compositions), and the other 
is practical and educational (the Intelligent 
Sound Lab at The Korean National Univer-
sity of Arts).

The Intelligent Sound Lab develops basic 
technologies and solutions for synthe-
sis of realistic sound effects that can be 
automatically synthesized according to the 
recorded or analyzed meta-data of various 
media content. The main objective of this 
lab is to develop and build an “intelligent 
sound library” of sound-effect algorithms 
that can create and vary themselves ac-
cording to their content.
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Creating a Multi-Disciplinary Gaming  
Curriculum: Avoiding Mistakes, Missteps, 
and Growing Pains 
While the volume of game-development 
curricula has grown dramatically over 
the past five years, there is still relatively 
little information on the proliferation of 
these programmes. At Drexel University, 
game development has grown from a few 
unrelated, area-specific courses to become 
a truly multi-disciplinary, multi-course 
sequence that unifies the foundation 
skills of several departments and colleges 
across the university. Yet there have been 
numerous challenges and changes during 
the four-year evolution of this sequence. 
This paper documents the growth of the 
programme, the problems it encountered, 
and the solutions developed, in the hope 
that it can serve as a road map for other 
institutions.

At Drexel, game development does not 
“live” in one department, so it mirrors the 
true nature of game development in com-
mercial settings. Game development is 
offered in a coordinated, cross-listed series 
of courses in both the computer science 
(CS) and digital media (DIGM) majors, 
and production courses are open to other 
majors as well. Computer science courses 
teach foundation software-development 
skills and offer software design courses for 
prototyping game concepts. Drexel’s digital 
media major is one of the oldest such pro-
grammes in the United States. It instructs 
students on the foundation skills of design, 
art, programming, modelling, animation, 
audio and video production, and the use of 
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