It’s not a rez
.~ of course, bul
‘the Virtual Fis
a major new
museum exhibit
developed by the
MIT Media Lab, The
Computer Museum,
and Media Lab

spinoff Nearlife Inc.
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At the exhibit, opening at
The Computer Museum in
Boston on June 13, you can
design your own artificial
fish, tell it how to behave,
then watch it interact with
other fish in the giant fish-
tank. In the progess, you
begin to learn complex
patterns and behaviors can
arise from verysimple
rules.
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Project Directors

Mitchel Resnick, MIT Media Lab
Oliver Strimpel, The Computer Museum
Tinsley Galyean, Nearlife Inc.

Media Lab Fishtank Team
Andy Begel

Bruce Blumberg

Rick Borovoy

Vanessa Colella

Dave Feinberg

Chris Hancock

Brian Silverman

Mike Travers

“By designing and playing
with artificial creatures,
people can learn ideas from
the forefront of scientific
thinking,” says Mitchel
Resnick, Fukutake Career
Development Professor and
co-director of the project.
The Fishtank project grew
out of Resnick’s effarts to
help children understand the

screens.
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Sensors detect move-
ments near the screen, so

school.
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-rhe exhibit includes six
Diving Deeper stations, where
you can explore the core
ideas underlying the Fishtank
project. The stations show
how complex patterns arise
from simple rules in many
different situations—in traffic
jams, termite colonies, and
economic markets, not just
fishtanks.

The National Science Foun-
dation provided a $600,000
grant for the exhibit. The

next step is a traveling version
which will be seen at science
centers and ria around
the world.
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