SWIM

SCOTT SMALLWOOD

Scott Smallwood, in his artistic investigation of game
soundscapes and sonic interfaces, has created an
audio piece called Sync or Swim. This piece, ultimately
intended as an interactive sound installation, attempts
to address the intekse SHETWeen sound design
aes Brriteractivity in art inst@llations, and sound-
only gaming environments. Its rul@s are simple: using
a single control knob, the user attdinpts to synchronize
several layers of audio using only $8und cues. Itis
a deceptively difficult task, howevefland requires a
kind of careful listening and searchifilg. It also creates
the possibility@f&imply “being in” tile soundscape
the game play a88an aesthetic
perience in itselfFor this talk, Smallwood will
demonstrate and diScuss the piece, af@l will discuss
the underlying artist{@ ideas behind th@work.

In addition to Scott Smallwood’s presefitation we
hope to continue a disclssion raised in @oncordia’s
presentation of the Victdlinator game ar@und
assessment of games. Th& University oflberta
PlayPR group has worked f@r the past tw@years
creating serious games andigeo-locative games with
various research goals inclu@ing games fofllearning
and community participation@One of our rent
research concerns is developiig assessmefit tools that
can be used to discuss the suc@@sses and wWi8akness
of past projects, compare acros§igame desi@h styles,
and to inform the development o@future gamiés. The
UofA PlayPR group will briefly intf@duce the Mlethods
we have been using in our projects§@and hope @
generate a discussion about method8 and res@urces
used by other groups, new ideas or g@portunifiés for
collaborative approaches, and the val4g of attefpting
to assess these types of multimedia pr@jects.
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