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August 24, 2009 

Each year, AIMS (Armstrong Institute for Interactive Media Studies) Project Grants will be allocated according to themes that reflect the strategic interests of the university, academic divisions, society and the AIMS Institute. The 2009/2010 themes for AIMS project grants are:
Information and Data Visualization
Technology Beyond the Personal Computer
2009/2010 AIMS grant proposals must demonstrate how the project will be an exemplar of these themes. 
Information and Data Visualization – Given the glut of information available at the fingertips of nearly anyone, how can we use technology to better see, understand, and take meaningful action? From health care information to real-time corporate financials, there is a growing need for new applications to process the volumes of data and present them in intuitive ways. Projects submitted in this sub-category should show they could solve problems and create impact with innovation in information and data visualization. 
Examples of topics, relevant to each of Miami’s academic divisions, that would be of interest to AIMS include:
· Data Visualization – How can real-time data be presented in graphically based interfaces that convey their meaning?

(example: P&G is building a visualization room where the CEO can interact with visual data regarding the status of the company as a whole, as well as various divisions and products. This multimedia dashboard, the size of a room, responds to the user and allows he/she to drill down and see the information in whatever way is most appropriate to the particular needs at the time. Another example would be creating a dashboard to monitor SOX, relevant regulations and standards-based compliance systems in a visual manner.)
· Virtual Environments – Virtual reality environments allow for creation of worlds and interactions that may not be (feasibly) replicable in the “real world.” 

(example: Using Miami’s HIVE, one could develop an immersive 3D model of a cellular structure to better teach principles in Chemistry or any of the life sciences. One could have an immersive experience inside of the human body – for pre-Med students.)
· 
Augmented Reality – Layering virtual/digital content over actual live images so that one can get information relevant to what one is viewing.

(example: BMW is training its repair experts to see inside engines, using glasses that overlay digital information on top of what they are seeing in the real world. See http://www.youtube.com/watch?v=P9KPJlA5yds  to see this in action. Engineering teams could use this approach to layer any schematic of design over physical objects in real time.)
· Usability & Interface Design – The structure and navigation of screen-based content hasn’t changed much in the last 10 years. How can we better reorganize interfaces to work more effectively for users?

(example: the success of the iPhone is due, almost entirely, to the fact that the user interface – the touch screen – allows for a more intuitive way to navigate on a computer. Graphic Designers and artists are on the forefront of a revolution in design thinking - the era of the mouse or touchpad is over and there are great opportunities for re-thinking how people interact with technology. Here is an example of how Microsoft sees innovation in “touch tables” - http://www.youtube.com/watch?v=rP5y7yp06n0 )
· Visualization for Learning  - Using visualization theory and practice to better teach and train.

(example:  As the next generation enters the K-12 system, they will be raised in a learning culture where visual literacy takes primacy. How can we redesign K-12 education to include visualization as part of curricula? This project could partner with local schools.)
Technology Beyond the Personal Computer – The fastest growing “screen” for online activity in day-to-day life is the mobile one. We were once tethered to our PC in order to access and process information. Now, we can do this on mobile phones, in-dash automobile or airline screens, promotional screens in store and kiosks, various games systems, and most often through social networks such as Twitter, LinkedIn, Facebook, and others.  Projects submitted in this sub-category should show they can solve problems and create impact with innovation in non-PC technology. Examples of topics that would be of interest to AIMS include:
· Gaming & Simulation – The use of simulated experience or strategic game to as a learning environment. 

(example: Can we use distance-based simulation and training tools to replace in-person training and education? Can games teach critical thinking and problem solving skills?)


· Mobile and Ubiquitous Computing – Interactive and computational experience with mobile phones and place-based computing.

(example: Intel demonstrates, in this video - http://www.youtube.com/watch?v=G_FS2TiK3AI - a future where there is no computer screen as we know it. It is in our watches, our phones, our GPS devices, and more. Engineering faculty working with programming for mobile applications or advancing GPS technology will be defining the new computing frontier.)
· Physical Computing and Sculpture – Interactive physical objects.

(example: How can robotic applications create new opportunities for artists and innovators? Installation art requires a complex understanding of physical computing and robotic movement.
· Social Networking – Phrases like “crowdsourcing” and “wikinomics” have become part of our vocabulary as organizations learn to tap into the incredible capabilities of their network. How can these capabilities be used in innovative ways?

(example: Can you create a network of researchers out of zoo attendees? Life science researchers here at Miami University have done just that. By creating kiosks at the Cincinnati Zoo, where visitors can conduct intuitive experiments, they become part of a large, “crowd-sourced”, research project.)
· Social Media/Networking – Facebook, Twitter, LinkedIn, Google Wave, and other social networking platforms are quickly establishing themselves as premier communication methods. How can these and other socially focused platforms be leveraged for more than casual conversation? 

(example: Can one really define the ROI on a social media campaign? Is Twitter effective? How should businesses best leverage social media to maximize returns?)
Criteria
Proposals should demonstrate several/all of the following cornerstones of the AIMS mission:
· Connect with Industry/Other Institutions

· Demonstrate Student Engagement Through Experiential Learning

· Have Multidisciplinary Structure

· Demonstrate potential to significantly transform traditional perspectives

While it is NOT necessary to have the following aspects to your proposal, preference will be given to projects that have one or more of the following qualities:
· Application for the K-12 environment
· Business application(s)
· Intellectual property development
· Impact thru innovation
Deadlines
Grants will be awarded at four points during the academic year. Deadline for each of these allocation cycles is 5pm EST on:
· October 9, 2009
· December 11, 2009
· February 22, 2010
· May 26, 2010
Categories
There are two grant categories: 
Large Grants – These proposals are between $10,000 and $20,000. There will be a limited number of large grants awarded.
Small Grants – These proposals are under $10,000 and can be as little as $1000. AIMS will award as many of these grants as are meritorious, relative to the above criteria. There will (essentially) be no limit on the number of these awarded.
Form
All grant proposals should be no more than 4 pages and must include:
1. Name and affiliation of primary participants
2. Project Summary
3. Project Detail
4. Timeline
5. Outcomes and Measurement
6. Budget Detail
7. Approval by Dean (Approval should note the project’s role in division’s strategic direction.)

Proposals should be emailed as a PDF to the AIMS Director (plattgj@muohio.edu) and the Provost (herbstj@muohio.edu).
Limitations
AIMS Grants are open to any tenure-track or visiting faculty member. Grants are also open to Miami University staff and/or alumni who are partnering with faculty.
There are no limitations on use of the funds (beyond university policy restrictions), but the funding must be clearly justified in the proposal budget detail. 
Dissemination
All AIMS Grant Awardees are expected to disseminate their results as widely as possible, with as much impact as possible.  They must be available to present to the AIMS advisory board and as part of the AIMS Grant lecture series. A final report detailing outcomes, spending, and reflection is due to the involved Dean’s, Office of the Provost and the AIMS Director no later than one month after the proposed date for the project’s end. Status reports on the project (short updates) are due every six months.
