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ICAM 40 / VIS 40: Introduction to Computing in the Arts / Spring 2006

Midterm exam – May 16, 2006

PART 1. Multiple choice questions - mark one answer

(each question is worth 2 points)

1. First real-time interactive human-computer system was

a. SAGE
b. Sketchpad

c. Alto computer

d. Memix

2. First electronic digital computers were built in:

a. 1900s
b.1920s
c. 1940s
d. 1960s

3. First exhibitions of computer art took place in:

a.1940s
b.1950s
c.1960s
d.1970s

4. First computer game was created around:

a.1954
b.1962
c.1968
d.1974

5. Spacewar! Was created long before contemporary genres of computer games were established. Which of the following genres it is closest to conceptually?

a. adventure
b. shooter
c. multiplayer online role-playing game
d. simulation
PART 2. Answer the following questions in 1-2 sentences (not longer).

(each question is worth 3 points)

1. What was the purpose of SAGE system?

2. People often refer to Sketchpad as the most important computer program ever written. Why do you think they say that? 

3. Alan Kay and Adele Goldberb describe how the simulation of physical media can add new properties that this media did not have previously. Give one example of this from their article.

4. Why did Alan Kay and Adele Goldberg call computer a “metamedium”?

 5. Experimental films produced in the 1920s and 1930s by Hans Richter, Viking Eggeling, and Oscar Fischinger show a clear connection to abstract painting created by many artists since the 1910s. What is this connection?

6. A sequence of driving directions is an example of an algorithm used by humans in their everyday life. Give another example of such algorithms frequently “executed by humans” (rather than computers).

7. In what ways the aesthetics of John Whitney’s film Arabesque reveals that it was generated algorithmically?

8. Abstract art of the early 20th century and contemporary software abstraction are driven by different ideas. What are these ideas? 

9. According to the historical account by Frank Dietrich, early computer artist Manfred Mohr made images that showed successive transformations of a three-dimensional cube. Name and describe the general concept that this work illustrates.  

10. Name at least four differences between Mondrian’s painting of midtown Manhattan Broadway Boogie Woogie (1942-1943) and John Simon’s software artwork ComplexCity (2000)? 

12. Why Craig Reynolds’s Boids project (1986) demonstrates the concept of emergence?


13. In what ways artists such as Karl Sims and William Latham used the idea of selection (drawn from evolutionary theory) in their computer art projects?

14. Choose one online project from Abstraction Now exhibition and explain why it illustrates the current cultural and scientific and interest in complexity.

15. Select two projects from Digital Art book and explain how they demonstrate the differences between artificial life and artificial intelligence.

16. One popular tactic of artists working with games is to replace characters and/or objects in a commercial computer game. Describe one example of this tactic.

17. Discussions of game patches by artists, curators and critics sometimes talk about some patches being on a “deeper level” than others. Discuss one example of such “deeper” patch and explain why it is more “deep” than other patches.

18. What are some of the reasons why artists subvert the medium of video games? 

19. Why was the show Cracking the Maze a significant event in the area of video gaming for the arts?"

20. In the guest lecture by Brett Stalbaum, the work of the group C-Level was shown. Give one example of their work and explain what they were doing to turn the medium of the video game into something beyond a video game. 

PART 3.Write short essay (2 to 3 pages) for each question below.

(the essay is worth 30 points)

Cristiane Paul makes a distinction between art that uses digital technologies as a tool versus art that employs these technologies “as its very own medium” (p. 8.). Select two projects shown in class and explain why and how they use digital technologies as medium. 
The projects should belong to two different categories (i.e. do not select two computer game patches, or two evolutionary art projects.) Describe the works in detail. Explain what unique properties of computer media (such as network, interactvity, real-time algorithmic generation, etc.) are used in each work.

