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Chapter  24 Case Study –

Immersive Exhibit:

The New England Economic Adventure

Immersive – an exhibit involving a combination of live presenters or actors, video, animations, physical objects & audience interaction through an input device like a PDA…can include large screens, theatrical lighting & sound effects

PROGRAM DESCRIPTION
The New England Economic Adventure (NEAA) was an immersive exhibit that was part of the Federal Bank of Boston’s education program.
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Since the New England Economic Adventure opened in 2003, thousands of visitors have
experienced its mix of interactive exhibits and activities. In the process, they had an opportunity to
learn about important concepts in an engaging way—specifically how increased productivity,
expanded trade, and economic growth have over time helped boost the standard of living of most
New Englanders. By promoting an understanding of how far we've come over the last 400 years and
the many factors that contributed to our getting here, the Adventure also encouraged visitors to
reflect on New England's economic future and their own.

In 2013, the Boston Fed shifted its focus to promoting financial capabilities and its approach to
working with practitioners, teachers and institutions with an interest in building the financial
decision-making skills of their students and constituents. As a result, effective fall 2014, the Bank
no longer offers live programs for students and other visitors and has discontinued its New
England Economic Adventure program.





Federal Reserve System:

· America’s central banking system

· based in Washington, DC

· 12 regional Federal Reserve Banks including the one in Boston

· regulates banks

· implements monetary policy

· maintains the financial payments system

· performs economic research

· presents economic education to the public
NEAA explores 3 events in New England’s economic history:

1. the founding of the textile industry

2. mass production of bicycles with interchangeable parts

3. introduction of one of the first mini-computers for a mass audience

GOALS
· To teach the audience the history of the economic engine of New England & how key techniques built upon each other

· To make the content fun & engaging for a student audience

· To bring historical figures to life

CHALLENGES
· A substantial amount of historical content was needed to understand the contexts of the economic choices 

· This dense content worked against creating an exciting narrative 

· The target audience often considers economic issues dry

· The writer is required to have the skills of a writer of video, multimedia and theater

The program takes the audience back in time and uses a game show format to test their economic knowledge and skills at investment decisions.
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The set incorporates a large object for each of the 3 stories:

a loom, a bicycle, and a 1965 mini-computer
Types of Interactivity:

· Lightning Round – player answers multiple choice & other questions projected on the video screen/PDAs…correct answers build up their bank accounts

· Investment Round – players view video on each economic event, invest money, or make similar business decisions

· Round of Risk & Reward – an audience members spins a wheel of chance which selects a random event (like a natural disaster) that affects players’ holdings

Storytelling:

· much of human knowledge was conveyed through this oral tradition

· users’ minds are particularly open to info presented through stories

· narratives allow users to become part of the information by identifying with a character in the story

The NEEA narrative involves two time travelers who journey to the past for the three central events.  They take on contemporary roles in each period such as an investor in the textile industry.  They also present background information, questions for the audience & correct answers to the questions using video, animation, graphics & audio.
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The initial treatment included:

· intro explaining the rationale & setting for the project

· overview of game elements

· economic themes

· detailed description of all 3 stories

· presentation walkthrough

· presentation outline



On this project museum designers had already compiled the treatment.  The writer’s tasks were to transform that into a script, do research, and create a final production script.
Using Available Tools:

1. Host

· how to integrate a live host

· whether to give host some controls in the podium

· how often should a live host come into the program

· Boston Fed has several staff educators capable of playing host

2. Lighting

· gobo lighting (colored, shaped light & shadow effect) used to highlight large objects as they were discussed

· when audience members got an answer correct their chairs lit up

RESPONSE TO THE PROJECT
· has hosted hundreds of students & educators
· website still exists (with many different exhibits)
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