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Project Preference Package


PROJECT PREFERENCE PACKAGE

This document contains the forms that you need to fill out in order to make it possible for us to make the project assignments in an efficient and fair manner.  We cannot guarantee you will get your top choices, but we will try.  Our main goal is to produce teams with balanced and appropriate skills.  In addition to the forms contained here, placement decisions will be based on other factors, such as your computer skills, your writing skills and your teamwork abilities as evidenced in your interview and your academic record.  Note that some pages contain web links so you may want to take a look at those web pages for more information.  For more about past IQPS, see our web repository for the Venice Project Center IQPs and for the Boston Project Center IQPs.
Acceptance of Project Preparation Requirements

By signing on the line below, I acknowledge that I understand that the preparation term entails a sustained effort that is very time consuming due to the open-ended nature of the projects and due to the challenges of the overall preparation process.  By signing below, I also confirm that I have planned my schedule for the A-term preparation in such a way as to allow ample time to dedicate to this important part of the 14-week process leading to the completion of the IQP requirement.


To prepare for my off-campus experience, I will be taking the mandatory ID2050 course for 1/3 unit of credit, plus I will also sign up for a mandatory 1/6 unit of credit for the PQP (at first PQP meeting), for a total of ½ unit of credit for the project preparation.  In addition to these credit-bearing activities, I am also signed up for the following classes concurrent with ID2050 and the PQP:

YOUR NAME:
________________________________________

	Course Num.
	Title
	Days of the Week
	Class/Lab Time
	Credits

	
	
	
	
	

	
	
	
	
	

	
	
	
	
	

	
	
	
	
	


In addition to my academic activities, I have also committed to the following hours of work and/or to the following extracurricular activities (sports, clubs, music, drama, fraternities, etc.) concurrent with ID2050 and the PQP:
	Activity
	Description
	Days of the Week
	Time
	Hrs/week

	
	
	
	
	

	
	
	
	
	

	
	
	
	
	

	
	
	
	
	


Date:  ______________   Signature:
________________________________________
Fill out, staple and deliver the forms to prof. Carrera’s IGSD inbox by 

4pm on FRIDAY 8/28/09!
(make sure to put your name on every page that asks for it)

Skills Self-Assessment Form

Name __________________________________________
Box__________  Email_____________________

This is a self-assessment of some skills that the advisors have identified as being important for successful completion of project work. We will use this information to try to assemble teams with complementary skills. Therefore, it is in your best interest to be honest and self-critical in your responses; hardly anyone is above average in all areas.   There is no point in making yourself out to be better than you actually are on these self-evaluations, since that would just increase the chances of your being placed with weaker students, thus creating and unbalanced team.  Please rate your skills in the following categories, ranking yourself relative to your peers at WPI, on the scale from 0 = Poor, 50 = Average, 100 = Excellent.

Writing Skills

0---------|---------|---------|---------|---------50--------|---------|---------|---------|---------100

Face-to-Face Interpersonal Skills

0---------|---------|---------|---------|---------50--------|---------|---------|---------|---------100

Organizational Skills

0---------|---------|---------|---------|---------50--------|---------|---------|---------|---------100

Computer Skills and Troubleshooting

(restrict this to your skills in using commercial software, such as MS Office Pro – not in programming)

0---------|---------|---------|---------|---------50--------|---------|---------|---------|---------100

List any students with whom you would particularly like to work:

List any students with whom you CANNOT work with and specify why not:

Note that the advisors will select teams based on all available information, and your partner preferences will only be considered at the discretion of the advisors.

Project Preference Form

Name __________________________________________
Box__________
Email_____________________

Directions

Please mark the number which corresponds to your feelings about each project: 0 indicates a very cold, negative feeling about the project, and 100 indicates a warm, positive feeling.  Only one project can receive a score of zero, otherwise it's OK if two or more projects have the same score.  Be aware that it's not likely that everyone will get the top choices.  For project descriptions, see the following pages.
1. Origins
0---------|---------|---------|---------|---------50--------|---------|---------|---------|---------100

2. Postmortems
0---------|---------|---------|---------|---------50--------|---------|---------|---------|---------100

3. Ships
0---------|---------|---------|---------|---------50--------|---------|---------|---------|---------100

4. Veninomics
0---------|---------|---------|---------|---------50--------|---------|---------|---------|---------100

5. Mobility
0---------|---------|---------|---------|---------50--------|---------|---------|---------|---------100

6. Publicearth
0---------|---------|---------|---------|---------50--------|---------|---------|---------|---------100

7. Venice 4.0
0---------|---------|---------|---------|---------50--------|---------|---------|---------|---------100

Required brief statements (subsequent pages)
For each of your TOP FOUR project choices, briefly explain why you gave it the numerical rating that you did. Also describe what you believe you could contribute to each project (such as particular expertise or skills) and what you believe you would gain from working on each project.  Write your four brief statements in the space underneath each of your top four project choices on the following pages.  Follow the links in the project descriptions to get more details and to inform your decisions.
PLEASE USE COMPLETE SENTENCES and PROPER GRAMMAR.

We will use these paragraphs as evidence of your writing ability.
Project Descriptions

It's an exciting year for the Venice Project Center. We are completing the 20th anniversary (Venice 2.0) and moving towards the next one (Venice 3.0). Thus, the projects we are tackling are to be viewed as trailblazers for longitudinal series of projects stretching into the future.

Here are the Venice B09 projects in a nutshell:
1. Origins -- to find out how the city of Venice evolved and where its inhabitants came from;

2. Postmortems -- to highlight the main challenges confronting Venice with a web of embedded art installations that obliquely reference each issue in a "game" of interactive innuendos scattered throughout the city;

3. Ships -- to investigate the cruise-ship industry in Venice and its consequences -- on motoondoso, on related tourist business as well as on the quality of life of the citizens;

4. Veninomics -- to study the retail evolution and to assess the local import of the various economies at play in Venice: hotels, restaurants, bars, souvenirs, and other retail as well as informal economies like the "bag sellers", "flower sellers" and similar phenomena.

5. Mobility -- to sustainably model Venetian mobility, both pedestrian and waterborne.

6. Publicearth -- to organize and release the public art datasets collected by the VPC.

7. Venice 4.0 -- to encapsulate existing data into fungible and actionable infographics to support the cause of the 40xVenezia.

In general, the teams will address each of the above themes by:

(a) reviewing what has been done thus far on the topics (by WPI or by others), 
(b) organizing and visualizing the available information, 
(c) integrating or completing what exists where possible, 
(d) identifying mechanisms for future updates, 
(e) proposing solutions or follow-ups where appropriate, 
(f) planning and developing future projects on the subject, and 
(g) identifying and contacting funding sources that will support future efforts in this area
To search all past IQPs go to http://cityknowledge.org:8080/xmlui/ or use the WPI library search engine at:

http://www.wpi.edu/Academics/Library/Collections/Projects/.

On the following pages, you’ll find specific descriptions for each project.  The projects are also described in the Venice 2.0 blog at: http://venice2point0.blogspot.com .
1. Unearthing Venice’s Geneaology
This project will follow up on last year's "Origins of Venice" IQP, which was tasked to explore the origins of the city and its inhabitants, using archeology, genetics and ancient manuscripts.

This year's project will take the matter a bit further, by:

1. Designing an "archaeological web-app" that will allow the gradual accumulation of reusableArchaeological Data, which could be "modeled" and visualized by exploiting the potential of the Santa Fe sandtable for the interactive exploration of "archaeological" risk.

2. Continuing the collection of DNA samples in the context of the Genographic Project and developing a grant proposal for the full-fledged examination of the "origins of Venetians".

3. Promoting the development of uScript and continuing to detail its scope, functionalities and diffusion mechanisms.

As expected, this line of research will continue over multiple years and will yield important information in due time. It is part of the Venice 3.0 project...

2. Post Postmortem

We have been developing a "Postmodern Postmortem" initiative since 2007, and this project will make tangible strides into the implementation of the concepts developed thus far. In essence, the postmodern postmortems are intended to:

· interact with all 5 senses (touch, hear, see, smell and taste), and exercise the 6th (intuition)

· represent concrete issues impacting the quality of life of Venetians

· enthrall and titillate the passers-by with whimsical and beautiful street installations

· engage the viewers into discovering the underlying theme through a "secret" game that explains the whole project

Thus far, we have identified 12 installations that would fit the specifications, but we'd like to get up to 20 for our 20th anniversary. We would like to attract installation ideas from artists around the world and in particular we'd like to engage the talented folks at the Santa Fe Complex.

This project will not only develop a mechanism to advertise the project on the web, but also implement, test and install as many of the pre-existing concepts as possible, using appropriate hardware such as Arduino or Sunspots, connected to our Venice server.

With the help of the VPC staff, and technical assistance from Simon Mehalek of the Santa Fe Complex, the students will solve any logistical issue associated with each installation, and design a system that will achieve the desired effect deploying minimalist sustainable technology in the field.

The team will also fully script and develop an overarching Augmented Reality Game (ARG) -- orUrban Reality Game (URG) -- to tie the 20 installations together into a "meaningful" experience for the viewers.

It is expected that the team will explore how to attract funding for the projects, while investigating the details of how to deploy the full complement of 20 installations in connection with the upcoming Venice Biennali (Architecture-2010 or Contemporary Arts-2011)

3. Ships
In the 20 years of research at the Venice Project Center, we have never explored the workings of the Venice Harbor, which has historically represented the maritime essence of Venice's commercial enterprises. This year, we will inaugurate a series of projects focused on this long-neglected topic.

The team will gather as much publicly available information about the schedules of cruises that make a call in Venice throughout the year and incorporate the ships' arrivals into the Venice Boat Traffic model developed by the VPC in conjunction with Redfish in Santa Fe.

The team will monitor how passengers disperse through the city once they disembark from the ships, either on foot, or with taxis (boats and cars?) or otherwise. The outflow and inflow of passengers from and to the ships will be quantified and an assessment of the planned "people mover" that will connect the harbor with Piazzale Roma will be conducted. The information about the movement of cruise ship tourists will be incorporated into the pedestrian model being developed by the Mobility team.

In addition to that, the team will explore the positive economic impacts of the cruise ships, in coordination with the Veninomics team, as well as potentially harmful consequences of moto ondoso (direct and indirect), noise, vibrations and water and air emissions from the engines. The team will analyze available data and coordinate with Simon Mehalek of the Santa Fe Complex to determine what monitoring devices could be used for additional measurements, while trying to identify sources of funding for the initial proof-of-concept and for a full implementation in future years.

Finally, the team will also explore the social implications of shipping, especially in relation to the disturbance it may cause to inhabitants of nearby areas, both in Santa Marta and along the Riva dei Sette Martiri.

The team will touch upon all of these areas in terms of literature review, and will pursue as many of these lines as possible, upon consultation with the advisors. The team will plan the pursuit of the remaining research ideas for future student teams.

4. Veninomics
The team working on this project will study the various economies that interact in Venice, with a primary focus on the evolution of retail stores and on tourism and all related businesses, both formal and informal.

It is clear that the primary economic force in Venice is tourism, but questions remain as to how much of the wealth generated by visitors actually stays in Venice and percolates through to the citizens and to the local government that provides key services, such as public transportation,garbage removal, local policing, safety and security. This team will begin to answer this key question.

The team will revamp our ongoing series of projects on the Retail Sector and design a web application that will allow anyone to contribute information about what store was located where and when starting after World War II and until today. The online application will initially contain the data we have collected to date. Technical assistance will be provided by VPC staff as needed.

Keeping in mind that this is going to be the first of several projects in the years to come, the students will also explore the semi-formal (souvenir stalls and carts) and informal (illegal) economies such as the network of Rom beggars, the bag peddlers from West Africa, the flower sellers from Bagladesh, etc., in an attempt to quantify the various sub-sectors of the tourist industry, starting -- of course -- from any published literature on the subject.

Moreover, the team will leverage the information collected by Forma Urbis on the plateatici (e.g. restaurant tables in the squares) and include an economic assessment of the value of each square meter of tables and chairs that are placed on "leased" public space, possibly suggesting a new pricing scheme based on the paper published by Prof. Carrera et al. a few years back.

Based on existing data, as well as newly collected information, the team will also investigate the actual costs of Acqua Alta (high tides), both in terms of damage and loss of property/merchandise, as well as in terms of lost productivity and sales due to flooded streets and compare these costs (over a decade, say) to the loss of revenue experienced after 9/11 or during the ongoing global financial crisis.

The team will touch upon all of these areas in terms of literature review, and will pursue as many of these lines as possible, upon consultation with the advisors. The team will plan the pursuit of the remaining research ideas for future student teams.

5. Mobility
Part of Venice's uniqueness derives from its being completely devoid of cars. Moving around in Venice means either walking or taking a boat. Every student going to Venice will get a boat pass (called imob) for the public transportation boats (ACTV), but once they get to Venice the will also discover that walking is often faster than taking a vaporetto or a motoscafo. Crossing thenumerous bridges in Venice can be a problem for anyone with some kind of mobility impairment, which may include young mothers with a stroller, or tourists with large suitcases, as well as elderly people using a cane or a walker. WPI has developed the methodology still used today in Venice to collect boat traffic data, so this project team will summarize what we've done so far in the realm of boat traffic, with particular attention on its negative impacts, like moto ondoso and noise, water and air pollution, but will also explore pedestrian traffic as well, where we have not done much thus far.
This project will investigate pedestrian mobility as well as boat traffic and integrate them into a sustainable framework for the modeling of all mobility in Venice, using advanced autonomous agent models , with primary applications in the management of public space, event planning andemergency response. The team will incorporate its findings into the existing Venice Simtablesystem with assistance from Redfish, the Santa Fe Complex and VPC staff.
The team will touch upon all of these areas in terms of literature review, and will pursue as many of these lines as possible, upon consultation with the advisors. The team will plan the pursuit of the remaining research ideas for future student teams.

6. Public Earth

This project will continue what the PreserVenice team accomplished last year for public art and will expand the work to the rest of our heritage catalogs which also include palaces, c

 HYPERLINK "http://www.wpi.edu/Academics/Depts/IGSD/Projects/Venice/Center/Projects/IQP_public/E03/Convents,%20Palaces,%20Churches/" on

 HYPERLINK "http://www.wpi.edu/Academics/Depts/IGSD/Projects/Venice/Center/Projects/IQP_public/E03/Convents,%20Palaces,%20Churches/" vents, churches, bells, belltowers and church floors.

The main goal of this project is to release all of our public art data to the web (following the model of Public Earth), after having organized, integrated and validated every VPC dataset, starting with the main Erratic Sculpture information, but making sure to include the long-neglected Belltowers, Bells and Church Floors.

The team will work with Public Earth to upload as much information as suitable for that site, but will primarily expand the current PreserVenice site with the intention of moving the maintenance of the information to crowdsourcing and with the goal of actually inaugurating the non-profit organization to begin collecting funds for the restoration and maintenance of the public collections of art in Venice and its lagoon. In this context, the team will interact with MIT Ph.D. candidate Laurie Zapalac who intends to study PreserVenice for her doctoral research at MIT.

The team will collaborate with the Regional Government of the Veneto to package the information for their archives as well.

The team will also experiment with the creation of an "ancient GIS" map based on the DeBarbari birdseye view of the city in the year 1500.

7. Venice 4.0

This project will distill the most salient results from 20 years of VPC data, and will also harvest additional available Venice data, to create exciting, interactive online infographics that will encapsulate the main trends in the city. The data will support decision-making and policy proposals by the 40xVenezia. 

One of the goals of this project is to "beef up" the accomplishments section of our Venice 2.0 website (under "Best of..."), but an equally important goal will be to create graphics that are easy to update sustainably in the years to come, once more up-to-date or more accurate data becomes available.

We expect the team to really learn from the most advanced graphical tools out there, by emulating the best examples of information design that are available on line and in press.

The team will coordinate with the "Venice 4.0" team of the 40xVenezia to set priorities that are aligned with the most urgent issues on the table.
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