Week2: E100 Idea Reports

· Team 11 : Anderew Wong, David de Ocampo, Kate Duda, Ruby Chang, and Yohei Shimomae E100-Team11.doc
Our idea is to create a “Butterfly Effect” simulator; a space where a user can make a change within a set reality, and see the effect that their alternation has caused over time. The user will be omnipotent in their ability to explore and alter this reality. This change can be anything (though restricted by the writers and/or programmers to an extensive list) from adding a bench on a sidewalk to deleting someone’s existence entirely. As an observer/watchman the user will have an ability to see and explore what that change has affected in different location, lives, etc. These outcomes can also be compared to the original reality without any alternations, so an element of “fate” may be observed.  Essentially what the user will be doing is creating an alternate universe through one (or more) simple alternation(s). 

The project plays on both the Butterfly effect and “Fate”. The Butterfly theory is the core of cause and effect alterations, but as the user explores more and more, hopefully he/she will discover that some changes, however directly related to an event, happen regardless of the user’s counter productive intentions.
· Team 12 : Drew Batcheller, Angelus Chang, Andy Huang, Micky Tang, and Stephanie Yin E100-Team12.doc
Based on the skills and interests of the class, we came up with a concept that is most suitable.  Our idea is to create an immersive, digital game that any arbitrary number of players can participate in.  Although we will most likely be influenced by existing digital and analog games, how the game is played (essentially the rules) will be determined by the class.  The players act as their respective game pieces while they play the game.  This project will be created in three stages.  In stage 1, the physical game will be created.  In stage 2, the game will be digitized so that it can be played on a computer or other gaming consoles.  In stage 3, we will link an immersive component to the game.  For instance, we could make the physical game large enough that people can be a part of the game world.
· Team 13 : Kurtis Beard, Angela Chan, Kelvin Tu, and Alex Yang E100-Team13.doc
The basis for our first idea is to create an interactive map of the Lower Mainland with an innovative web interface. We will try to focus on elaborate descriptions of a few specific cities and what sort of facilities these cities offer. Since we are all university students, a large portion of the project will concern describing university life and experiences. But, there should also be a secondary focus on how a city’s environment influences the activities, programs, and events that transpire. 

For example, we could focus on Burnaby, Surrey, and Vancouver. Each city has an SFU campus and ideally, the diversity of our class will bring insights to each of these cities and campuses. Students will form detailed profiles of themselves, take various photographs from numerous locations, and recall various experiences that will offer both insight and entertainment to audiences. 

For each city, aside from university life, students will describe recreation (parks and exercises), shopping/restaurants (favorite places to go), entertainment (theatres, arcades, and clubbing), and transit (bus routes and sky-train). Each week, students will contribute various samples for each of these categories.

· Team 14 : June Fu, Kevin Fan, Lu Ma, Simon Lee, and Tim Chang E100-Team14.doc
Summary of the basic creative idea:

Create two contrasting models of a potential future world in 1000 years.

There current day world is experiencing different issues which may be corrupting our world. Bringing us a world we may never want to see. We will be illustrating it in both positive and negative outcome of the world regarding these matter

This project addresses some of these issues  

1. Over Relying on technology/Fighting against technology

2. World War 3/Global community

3. Pollution/Environmentally friendly world

The issues suggested are not exactly concrete, but rather it is examples of what we can possibly focus on depending on the class’s interest. Through researches and for us to understand the consequences of our everyday behavior, we are able to generate predictions. At the same time, make us more conscious of our environment.
· Team 15 : Ray Chia, Brian Lai, Winson Liu, Darrell Yeo, and Karen Yuen E100-Team15.doc
Vancouver is a beautiful place, perhaps one of the most attractive places in the world. With its magnificent environment such as clean water and air and gorgeous mountains and the diverse cultures and also the famous landmarks; Vancouver is possibly the best place to live.  Thus we have to show the world that it is in fact the best place to live.  To do so, we propose the idea of exploring and manifesting the spirit of Vancouver by show the famous landmarks, structures, and cultures.  We also want this vision to be educational and engaging too, so we decided to incorporate a comic theme into learning; thus, we will introduce a cartoon bear that will act as the protagonist and explore the different parts of Vancouver.  While this cartoon bear sets off to explore the different parts of Vancouver, it will encounter many different things and adventures and one of these things is the Spirit Bears that are placed throughout Vancouver.  These Spirit Bears are meant to be a way for people to understand the diversity of Vancouver, so in our project we will explore these Bears and other landmarks and show how they are significant.  

Our implementation for this vision is to create an animation clip of the cartoon bear exploring Vancouver and encountering the different Spirit Bears.  We also want to display a physical model of Vancouver and highlighting the key landmarks and structures.  Finally, we hope to display our vision in a museum, possibly the Vancouver Museum of history and culture.

· Team 16 : Nathan Cheng, Terry Chow, Scott Ko, Ulrike Lam, Royce Sin, and Erica Wong E100-Team16.doc
When people are asked about how they feel about Surrey, the responses are generally negative. The negative responses come from the people who don’t live in Surrey. Most people only know of Surrey through the area called Whalley. Whalley is a crime filled area but it does not represent the whole of Surrey.

Our idea for this project is to re-brand the poor image of Surrey. Since most people don’t enjoy going to Surrey, we propose to allow the general public to explore and learn about Surrey through an artificial means. We want to use new media to help people see the better side of Surrey. The project should be open when it is finished being developed; open as in not government controlled. The public should be able to add some of their own content and experiences. The public generally see government websites as bias because if they inform the public of the poor aspects of the area, people won’t go there. The content available to the public would not be bias and will include both good and bad aspects of the city. This way our project would be more trustworthy and the newcomers can prepare themselves for different situations.

