
STEAM Talk, Image of Research Contest Part 5: 

Sargylana Cherapanova: First Place (tied) Image of Research Contest 

Image of Research Contest 2022: Now open! (Special pre-introduction) 

Kara: Hey SteamTalk listeners! As we close out our series of interviews on the 2021 Image of 

Research Contest, we have a fantastic opportunity to announce, this year’s contest is now 

officially open and accepting entries! 

Courtney: Yes, The Office of Student Research at Illinois State University is encouraging 

student researchers to capture or create a static image that represents your research. Be 

creative and have fun while you come up with your image! Entries are being accepted from 

October 1st through November 12th   

Kara: The 2022 Image of Research Contest is open to all undergraduate and graduate students 

at Illinois State University who are participating in research projects. All photo entries must 

include a brief, 150-word maximum caption explaining how the photo represents the research 

project. 

Courtney: Winners are selected in both graduate and undergraduate categories. Cash prizes 

are awarded to 1st and 2nd place, People’s Choice, and Honorable Mention winners. There will 

be an exhibit and reception during Spring 2022 semester at University Galleries for the winners 

of the contest. 

Kara: If you are interested in submitting a photo, but don’t know where to start, check out past 

winners and more information at https://studentresearch.illinoisstate.edu You can also listen to 

our series on the 2021 Image of Research Contest for more insight and ideas for your 

submission. If you need assistance with your submission, you can set up an appointment at the 

Office of Student Research with GA Sam Bruner.  

Courtney: The Image of Research Contest is a great opportunity to share your creativity and 

celebrate your research accomplishments! We can’t wait to see what you submit!  

Intro music begins:  

This show was brought to you by the Center for Mathematics, Technology and Science at 

Illinois State University.  

Courtney: Hello, this is Courtney! 

Kara: and this is Kara and welcome to STEAM Talk.  

Courtney: When I was growing up, my favorite place to play was the apple tree in my backyard. 

Thinking back to those summers climbing and picking fruit makes me so happy. So Kara, I was 

wondering, was there a special place in your childhood that brings back warm and fuzzy 

memories for you?  

Kara: I liked to spend my time up in the loft of a granary. I lived on a a little hobby farm, so I 

would climb up into the granary and it was a rickety old barn, there were a lot of potential places 

to fall and you needed to know exactly where to step. I would spend a lot of time up there and 

that is also where my cats liked to hang out, and so a lot of warm and fuzzy kitties to play with in 

my time up there. That was one of my favorite places to play as a child.  

https://student.research.edu/


Courtney: Our memories have so much weight in just the settings that they take place in. Not 

just what happens, but where it happens. And our guest today for this episode melds technology 

and art while attempting to recreate her childhood memories in a virtual setting. Sargylana 

Cherapanova is an indigenous Yakut artist who submitted an image to Illinois State’s Image of 

Research Contest and tied for first place. Lana’s image entitled “Sun, Time and Vivid Dreams” 

was created using virtual reality technology. Her research blends her Yakut culture with 

technology as well. Let’s jump right in and learn more with Lana. 

Episode Intro: Sargylana Cherepanova, journey to Illinois State 

Courtney: Lana, thanks for being here today, it’s so great to have you. 

Lana: Oh, thank you very much. I feel very excited coming here to the steam podcast and and 

Үтүө күнүэн/Ytyꭢ kynynen and it's a Yakut greeting, it means good day. 

Kara: Lana is here today because she is one of the first place finishers, for the Graduate 

student Image of Research Contest. So congratulations on your award winning image! 

Lana: Thank you so much. I was very excited about it, and I was really surprised when I learned 

that I won this contest because I've seen works of other participants as well, and I really like 

them too. And it is an honor for me to participate in this program and represent MFA program in 

the Wonsook Kim School of Art.  

Kara: Your image is entitled, “Sun, Time, and Vivid Dreams,” and it is this, really beautiful, 

bright, blue and white contrasting space with this bright sun and this warm, homey feel to it, and 

it's just so, so beautiful to look at your image, and just take in all of the details around it.  

Before we jump into talking about your image, can we just learn a little bit more about you? Can 

you tell us a little bit about yourself and your journey to Illinois State University? 

Lana: Sure. So, my name is Sargylana Cherepanova. My name, Sargylana, it translates, as a 

ray of light or, sometimes, happiness from Yakut language. And right now I'm in Normal-

Bloomington (Illinois) recording from my home. I'm currently in MFA program in painting area. 

 I think of myself as interdisciplinary, Yakut artist who researches and creates artistic, non-

games. And here I work with a lot of different professors, such as Natalia Rubin and Melissa 

Oresky they are both chairs of my committee. I am originally from Yakustk, which is located in 

a East Siberian part of Russia, and Yakutsk is actually known as one of the coldest places in the 

world. It can get to be –60 degrees Celsius or –76 degrees Fahrenheit in winter. 

Kara: Brrrr! 

Courtney: Wow! That’s really cold! 

Lana: Yeah, we actually even have a fog, which is not like the usual fog that happens, it, it's 

literally like the humidity in the air it freezes and it becomes like tiny, tiny pieces of ice, which is 

why we always wear a scarf over our faces, so it wouldn't hurt breathing. 

Courtney: Oh wow, so just feels like little needles, when it hit your face? Oh my goodness. So, 

now that has me wondering, how do you feel about Illinois winters? 

Lana: Oh. To be honest, it feels like it's a Spring, all the time. It feels like a spring.  



Courtney: Okay, cool. Were you here to experience the summer, yet?  

Lana: I did, and the summers are so hot. I've never experienced this kind of temperatures,  

Courtney: Was it shocking to you? Like, Whoa, I didn't expect this like, or did you take a while 

to get used to it? 

Lana: Yeah, it took a few weeks for me to get used to it. Because, also the air is very humid. 

Yes, it's an interesting experience, going from the climate where the air is very dry and then 

suddenly come in here and the air, is almost hard to breathe, sometimes, like the air feels 

thicker, sometimes went in the summertime, for sure.  

Courtney: Yeah I know that's one thing about Illinois you get the polar-opposite of everything. 

You get the cold and then you get the wind, and you get the hot but you get a lot colder, so 

you're used to like some extreme cold compared us like we whine all the time about how cold. 

Kara: So tell us a little bit more about your time, you went from this very cold space in Russia, 

how did you find Illinois, and what brought you to Illinois State? 

Lana: I went to the high school in Yakutsk on music and literature, and then I studied in 

Northeastern Federal University. I studied math for one year. And then I went to Artic State 

Institute of Culture and Arts and I studied printmaking for six years. And then, in 2019, I came 

here to United States as a participant of Fulbright program. And this is how I ended up here, 

most participants in Fulbright program, they are in the STEM field, so I felt that it was interesting 

for me to end up on this podcast too, because I feel like it's related, I also hear a lot about the 

stereotype that sees the science and art as polar opposites, but they actually have a lot of 

things in common.  

Courtney: I agree, we agree, for sure. There's a lot of creativity and there's a lot of. I would say 

there's also a lot of really technical work in art, you know, think about that like yes there's 

creativity in science, there's a lot of technical work in art too. And I wanted to ask you, you were 

a printmaker for six years studying before. When you came here, did you want to continue doing 

printmaking? 

Lana: I’ve been an exchange student in South Korea where I studied painting as well. I came 

here to United States because I was also curious in exploring Western art, Western artists, so 

you know, I could have a network and I wanted to take part in forming the multicultural global art 

society of the future. Yes.  

Courtney/Kara: Wow. Yeah. 

Part 2: Lana’s Research at Illinois State University, Exploring Cultural Identity Through 

Video games that are not Games. 

Kara: Can you talk a little bit about your research on campus, and how that looks, for your 

program? 

Lana: Yes, of course. My goal is that I want to bring video games into art gallery environments. 

And when I say video games, I just mean the artistic games that are not exactly games, and I'm 

also excited about including Sakha Yakut motives into my work. And when I'm doing it, I want to 

refer to my experience of being a person, a Yakut person with multiple, confused national 

identities, and the conflict that comes out of it. 



Kara: So, you're talking about wanting to, to explore your multiple identities within, and looking 

at art through video games. Can you just talk a little bit more about what inspired that direction 

of art for you and your research? 

Lana: Yes, I think it started when I went to video game company Mytona and I worked there as 

an intern in 2D art. I've also participated in their contest which was like the image of research to, 

and I, since that moment, I felt that video games, is also a form of art, which actually has so 

much potential in the future because it's so complicated, and there are so many things that can 

be put into. And if we're talking about how it can be different than movies. In movies, we usually 

see the things from the sort of angle of the camera, and it kind of frames the things that are 

happening, and in video game, you can explore and create your own narrative. 

Also as, technically, a game developer. I understand that I have this responsibility, which is 

about that. In the end, I think I still make their rules, and the rules for the game to exist, and so I 

kind of like make the system I feel that I'm responsible to, not even unintentionally recreate the 

oppressive systems that are existing in the world. I thought about it when I was placing, for 

example like invisible walls that would prevent a player to fall into the void or. I was thinking how 

this invisible walls, was they also exist in our real life too.  

Courtney: Yeah, that's really, that's beautiful. That's a really great connection between video 

games real life art everything it's all meaningful for sure. 

 Yeah. 

Kara: And I'm sorry, I'm just I'm just taking in everything you said because it was so powerful.  

Courtney: It was really yeah that's really, that's really important to know and it's that's part of 

the experience to is when you're learning how to do this like you're learning how these rules get 

set up in your own way kind of a thing to like you're deciding what rules to do. And I know you 

mentioned in the earlier part of this question that you wanted to bring video game art into gallery 

spaces. And that just makes me want to also brag about the fact that you won an award recently 

at the 2020 student annual art show. You won the Irving S. Tick Award in video for your video 

Hybrid. And I have just want to say, it's an excellent video. So is your other piece, Boring 

Game. So congratulations on that, and I see what you're talking about now like thinking back to 

your pieces. When you were discussing the exploration and the limits and the rules. It's very 

connected, and it's very poignant for sure. Your message is very universal I feel like. 

Lana: Thank you very much. Yes I do feel like that. We as the people of the world. Like, we do 

have some universal things that we can talk about. And I wanted to make words that also, that, 

that are appealing to my Yakut people, but also relevant for everyone in the world. 

Courtney Yeah, that's a great segway actually, I wanted to ask you a little bit more about Yakut 

people, and your culture. What specifically did you bring into your image that is from your 

culture?  

Lana: In the image that I've sent, it is from the small game project, the boring game that I made 

actually during one of the classes with Sercan Sengun, and you may know him, and I was 

bringing. I made the environment. In the Blender program. And I was thinking of the playground 

in the Yakutsk. And this. I don't know I think I felt like there was a connection to, to make the 

playground specifically, and, how memory can transform when you try to remember it. 



Courtney: Yeah, that's, that's interesting, because it kind of warps itself a little bit. Every time 

you remember something you're remembering a memory, essentially, which is kind of weird to 

think about but that's what's actually happening. So sometimes your memory can change or you 

can approach it and learn something new about it that you didn't really think about before, 

especially when you go back to something like a playground, which is an amazing set piece for 

a video game, like on its own. Just like it has that open world environment. And it's also kind of 

a symbolic sort of back to your invisible wall thing. Think about a playground is for kids, we want 

to keep them safe behind an invisible wall, we could think of it that way, almost like a 

playground and closed or keep your childhood enclosed. There's a lot of different interpretations 

I feel like you're presenting, which is excellent. 

Lana: Thank you. Also, the sound in the composition. It is important. So I was thinking of it as a 

part of the festival that we have during the summer, it's called Yhyаkh, and it's basically Yakut 

New Year, and we celebrated on June 22. So all of us to be go outside of the city, and we do 

different activities and watch people doing activities such as dancing, singing, and then we 

spend the night there and we. And then as a, as a way to finish the festival we meet the sun 

bitter hands. Because, Sam is has a very has a lot of symbolism in our culture, because we 

have such long winters. Son is almost like that deity thing, and also sometimes during summer 

we have this White Nights, where the sun, sometimes it doesn't even set at all like it. It's similar 

to how it is in more further North parts of Yakutsk. 

Courtney: You said your festival is in June, how warm is it at that festival? I'm curious. 

Lana: I think it's to me it is in Celsius. I don't know how much is it in Berlin, we can look back, I'd 

say 25-30 degrees Celsius.  

Courtney: We can look it up...So, the answer is 86 degrees Fahrenheit. So that's pretty warm.  

Kara: June 22 is the Summer solstice, Or is it a celebration for that, you know, longest day of 

the year? 

Lana: Yes, I think, in a way it is because it always has been this date.  

Courtney: And, also connecting back to the sun. Your name translates into a ray of light, that's, 

that sounds like it's inspired by the sun, as well as like a sun Ray. Ray of Sunshine. 

Lana: Oh, I never thought about it in the way. 

Courtney: That's what I thought about when you're talking about how the sun is important in 

your culture for the symbolism of it and I'm thinking, oh like her name. 

Lana: It's interesting to think about. 

Courtney: Did you take a class in creative technology or, CTK, taking classes in CTK? 

Lana: I took a class in game design with Sercan Sengun. And it was a cool experience 

because I got to be in one class with people who are also interested in game design. Yeah, we 

were talking about how they can be different. There can be the classical, video games, yeah, 

the set of rules and goals and everything, and also more experimental video games.  

There are also games that can hardly be seen as games because they are not exactly a game.  

Courtney: What makes it not a game? 



 Lana: So, the game supposed to be interactive and some set goals and trying to make games 

where you as a player don't have to do anything at all. And, where's this line where the game. 

The game because becomes something different. maybe something between interactive movie,  

or a movie or maybe there is no narrative at all. How to make a game without a narrative? Is it 

still a game?  

Courtney: Yeah, that’s really fascinating to propose. It’s a very interesting area of research as 

well. 

Lana: Yes, I set up a few cameras on the scene and I was trying to choose from which angle 

will be more interesting looking. 

Then, I, run into this problem where the screenshot that I made didn't have a large resolution. 

And I ended up making nine different screenshots from slightly different perspectives and 

angles, and then later, I just put them together in Photoshop so I could have just one picture 

with high resolution. 

Courtney: Very nice, so you had to do some editing there.  

Kara: So, when you're talking about a non-game, is that the idea? Where you're creating this 

virtual reality space that's art that then somebody can wear a headset, and just experience it 

from multiple angles and really get a sense of place, and almost, that the image changes as you 

change your physical location in space. 

Lana: So right now I am actually working on making a video games in virtual reality with Roy 

Magnuson.   

Courtney: So you're working with him in virtual reality? 

Lana: Yes, I, as I've said that before that I feel like in Illinois State University. I have a lot of 

support in my ideas and projects. So regardless and have lone me VR equipment that I'm using 

right now from my home. And really this is a very unique opportunity, because, you know, I'm a 

student I think I cannot afford anything. We are related equipment right now so I really grateful 

for this opportunity to work like this.  

Kara: When you are working on these non-game art pieces for your research, what does a 

typical kind of session, when you're brainstorming or thinking about, or creating these art 

spaces, what does that look like? 

Lana: First, I don't really know all my thoughts into small notepad file, and that I type that I want 

to include in this non-game. Sometimes it changes dramatically during an actual, technical 

production, so I add on some details that's how I'm doing it. Most of the time I'm just doing the 

art work on a computer, which I think makes sense because it has the video game.  

PART 3: Advice for Students, Working in new mediums 

What advice do you have for future students that want to explore technology and art? 

 Lana: I'm just reach out to different professors, or even stu dents in the areas that are 

interesting to you, and do things that are beneficial for your research. In my experience, I found 

that people they actually like to collaborate and, yeah. 



 Kara: So, you said earlier that you had designed video game sets, before kind of transforming 

into this non-game came concept, what is your experience with working and learning coding 

required to create the image that you created? What kind of steps did you have to take to learn 

how to create art within technological spaces? 

Lana: So, I'm a visual person, so I think that I learned Blender a tourist, which is a 3d modeling 

software. My goal is to invest 10,000 hours into this program, because there's a saying that 

when you invest 10,000 hours into any software, eventually, then you can become a pro.And 

right now I have 1,600 hours, I think. 

Courtney: That's awesome! 

Lana: So, it. I started in 2019. The last time I calculated it was like four hours a day. I think that 

first. In the first semester, for example, I spent most of the time just rendering things because I 

just left my computer to render an image for for actually. I think 24 hours. Oh wow. 

Courtney: Oh Wow, was it a really big image?  

 Lana: Yeah, I was actually rendering a video on some frames and it took a lot of time. I 

remember just going to the library and leaving my laptop on for several hours like six hours and 

mean2, in the meanwhile I was doing other things that I need for other classes. 

Oh my goodness your poor laptop was probably really hot. 

Lana: Yes, this is why I bought additional fans. 

Yes, good, good idea. 

Part 4: Deciding on an Image- for the contest 

Courtney: I wanted to ask about when you had to decide your image for the contest. Did you 

decide it before the contest or, and then you submitted it or did you create it specifically for the 

contest. 

Lana: So I made this game during the spring semester last year, but I changed the environment 

and lighting for the contest, a little bit. At first, the sky was much darker, but I thought that, 

making it lighter, would benefit the whole project environment division of the IC. 

Lana: Oh, so it was really hard for me to decide actually, when I had to submit, because I, I also 

thought that maybe I could submit some of the images from the Hybrid work that talked about 

earlier. 

And I ended up asking my friends for advice on what image. They would like more, I mean 

difference from Yakutsk. So, they said that the image from the boring game. It felt closer to 

them. It also felt closer to me too. I just,I liked them both pictures that I wanted to send, and I 

couldn't decide which one. 

Courtney: I'm glad that they were able to recommend this photo based on their connection to it, 

because that makes it even more special. 

Lana: Sometimes when you work on one project for way too long time. I just, I feel like my eyes 

they kind of like... I can't really describe it like they, it's hard to decide. How does it look like to 

people who you want to see?  



Courtney: Yeah, you want to look at something with fresh eyes. After you look at something for 

so long, you're tired of looking at it, and you can't tell if it's good or not. That's what my 

experiences are at least. 

Lana: Exactly. 

Kara: I was curious, so you use blender to create a model. And then, you're also using unity. 

Can you talk about how are they? Do those programs work together? 

Lana: They have open license, and I create environment, 3d model assets in blender and then I 

use. I use them in unity. 

Okay. 

Lana: I just, I just turned them to unity and I sometimes I change a few things like I can delete 

some of the details on model if they are not joined together. If they're not just one whole 3d 

model but it can be a boom. And then inside there may be a few objects, and I can just 

rearrange them in unity, it, I think, yeah, It's him. It's not, it's not possible in unity to create the 3d 

models. It is more of a game engine. Then I put together there. Oh, the things such as 

environmental and also sound, I was experimenting on how to make music. But I think that I'm 

not professional in this. 

I know that they hold the conferences that are about how artists they open this program for 

themselves and how they use it for the project. So it's a pretty good program, it's, it's not just for 

making video games, but also to make other projects, I think some people they also even film 

something short films. In the unity program are too. 

Kara: So you talked about setting up cameras, multiple cameras to submit this image because 

the resolution wasn't high enough. So, within the program itself, you can actually set up a 

camera. Is that something that's just built into the program? 

Lana: Yes, you can create a few cameras and multiple cameras and they are. When you are 

playing a game, you are camera actually.  

Yeah Right, right. 

 I gotcha so then you, you almost become the camera when you're setting it up we're settings. 

Yes, cool, really cool to think about. 

 That's the most first person perspective you could get. 

Part 5: Advice for Students interested in the contest 

 So do you have any recommendations for students interested in submitting to the image of 

research contest. 

 Lana: Make sure that your image is high. 

Yes, definitely important.Anything else maybe I'm giving advice about the content of it. Like, you 

think people like what would you say if someone's like, I don't know, picture to pick what would 

you say to them, 



 Lana: I think it's a good thing to be also creative about the process of maybe even making a 

special image for research, right now like hot, maybe, how to look at the results from different 

perspective, maybe. 

 Yeah, just be creative and playful. 

Lana: A good interesting description how it connects the research and the image. 

Yes, the description is very important because it helps someone like me understand what's 

going on. 

And that's, that's a really good advice to have fun with it for sure and be playful, because this is 

one of them I know a lot of the STEM students we've been talking to, we're really excited to do 

some creativity. 

 For this project, so that's one thing to be thankful for is it's a project to be creative at instead of 

academic, you know are super serious about. 

Yeah. 

 Lana: When I was studying math at Northeastern Federal University. I've noticed that all of 

my classmates who, who are working in math and right now. They are very interested in art, and 

we had a lot of conversation about it. And also, when I came here with the Fulbright 

participants, with other participants who are also in STEM field, we actually went to a few 

museums together. And, I think, yeah, as I said already before science and art they are 

connected vehicles. 

Courtney: Very much so. 

Kara: Do you have anything else you want to share about the image of research, or anything 

that that you feel like you haven't mentioned yet? 

 Lana: During my research with different professors. I've also discovered the movement that 

exists in Western art that is called Indigenous Futurism, and well there's an artist us 

Skawenatti, and according to her, Indigenous, it's about including indigenous people in the 

vision of the future and science fiction so indigenous future indigenous could actually see 

themselves in the future because a lot of time, when we read media. It's talking about 

indigenous people like they are already dead. It's saying that we are life we're still here and we 

see ourselves in the future. 

Courtney: Oh wow, that's amazing. That's really important and you're right because it's almost 

this, like I would say it's a racist media stereotype to be displaying indigenous cultures as 

prehistoric or, Oh, they, they did not evolve with the time when it's the opposite and I think the 

more indigenous futurism we see the better. 

 Lana: It is also about fighting this stereotype that indigenous people have seen indigenous 

people less authentic if they work with technology. 

 But this whole concept sounds amazing, but I also felt like that there might be a job that in a 

way this can be seen as in some situations, it can be seen as a service, if, if other problems will 

get silence because still reality check. Like, during this COVID pandemic for a lot of indigenous 

communities, not just in America but around the world. it was difficult to get access to the 



equipment that is important for hiding coded. But I still liked the concept of indigenous futurism 

some knocks off your fridge to the tourism to, I was already working in this similar direction. But 

I also don't want to limit myself to one movement.  

Courtney: Right. Yeah. I understand that. And I appreciate the lip service angle of the futurism 

thing that makes sense to, you know, we don't want to ignore the reality well fantasizing about 

the future 

Lana: Yeah. 

Part 6: Favorite Media 

Kara: All right, well with that, we’re about to run out of time, we just wanted to end with just a 

fun question. What is your favorite form of media that helped influence your journey in your art? 

This could be a favorite movie or a book or a documentary series, or an artist, or any kind of 

media that might have influenced you and your and your current research. 

 Lana: I actually made a list, because there are so many. So, as a game developer, of course 

it's mostly games. I think the earlier example I can name is Nancy Drew games from my 

childhood. I think this universe is a little bit different than the universe from the books, because I 

try to read the books and I feel it wasn't very immersive but the games, they were different. They 

were actually challenging. I remember spending my childhood, trying to learn the encrypting 

systems of that was existing in the world will second because it was important for the game on 

how to solve some problems. And I also liked the protagonist of this game is not set, so it's just 

the women but you don't see her face you never know who is she, so it's not just a certain 

American Girl, it can be anyone. And I felt like it helped me to feel included in in video games 

and, and also Portal. The Portal series. 

Courtney: I love the portal series! So good! 

Lana: Yes, me too, I adore it on so many levels right. I think I relate a lot to trying to escape 

from a giant institution with a portal gun, and also trying to overthrow a powerful dictator, that's 

all cool. 

Courtney: Yeah, and it's a game of physics, and it's a game of like trial and error. It's so fun, 

like it just the puzzles are so fun. There's a lot of big ideas being presented, and there's also a 

lot of fun happening too. 

 Lana: When I was googling some videos of Portal, and opinions, I even met the opinion that 

portal is the feminist masterpiece and I thought it was pretty cool. 

Courtney: Yeah, I can agree with that. 

Lana: Yes. And, and also the next game that influenced me a lot. It's called the beginner's guide 

to beginners god yes it. Oh, it was, it is very beautiful actually it is I felt like, it's more about 

talking The personal experiences, small things that are important in life and how narrative they 

can be constructed. It was actually one of the first games very openly cried. 

Courtney: Oh wow. 

Lana: It’s really good, I highly recommend if you’re interested in. 



Courtney: Yeah, cool. I found [The Beginner’s Guide] on Steam while you're talking about it just 

to see, Like, that's really cool. 

Lana: And also, for my research, I, I thought I find inspiration in, in all of this is a genre of epic 

Yakut tales. And in a way, it is also cultural code of identification for Yakut-Sahka people. We 

have people who usually tell the stories, and during the winters. They can tell this Tales for four 

days or even weeks, especially before internet and everything technological. Olonkho and other 

sort of telltale describe the mythology and the whole construction of the universe, and it is also 

an improvisational art, where one story can go on for a long time to change your story, change 

the narrative. 

I think I'm more interested in how to explore the narrative because it's such a good example of 

it. But even if though I realized how Olonkho is important for my culture. I can also see its flaws, 

because its traditional art, so sometimes it can be very uncomfortable, and have the sexist 

stereotypes, such as treating women as inferior if they are not fertile. So, I think it's possible to 

actually love the media you relate, but see its flaws too. 

Kara: Are there any other influences that you want to talk about. 

Lana: The interesting thing is that I feel like I became more patriotic while being here, and when 

I'm talking about patriotism, I'm talking about not just blindly loving, my country but also seeing 

the flaws. And if I criticize my country, that doesn't mean that I think of it as bad, I just criticize it 

because I want it to become better. Yes. Yeah, I really like this approach. 

Courtney: That's fantastic. But that experience is really fantastic I'm glad you're learning and 

growing as through that lens while you're here and you're able to take it with you wherever you 

go.  

Kara: Yeah, we're going to wrap up our interview. We just wanted to ask if you had any 

organizations on campus that you wanted to connect our viewers to. 

Lana: I found that just googling kind of people you would want to work with and then reaching 

out to them is effective. And they can also connect you with the organizations too that are 

beneficial for you to connect with to work with, as well. 

Kara: Well, thank you so much for your time. And I encourage everyone to go check out the 

beautiful image that on the Office of Student Research website that was created, of that 

playground and yeah Coots and and just take it all in because it is is just breathtaking and can 

kind of morph into such a beautiful just it just takes me to this beautiful place and I just want to 

thank you for taking the time to create that and submit it but then also taking the time to share a 

bit of you and your perspective and culture with with us today. 

Courtney: Yeah, thank you so much for being here and being so open and honest and 

reflective with us about your peace and your work and your culture it's been amazing. 

 Lana: Well, yes, I would like to say thank you very much for having me on this podcast.  As I 

said, it is the first time where I am on a podcast, and I feel like I have this connection with the 

whole concept of steam because I read about it on your website 

Yes, I felt like the concept of your show is inclusive and it includes different perspectives on how 

stem can connect with. And how art can connect with the technology and science to it so I think 

it's really cool and you are such a wonderful hosts. 



Courtney: Thank you! 

Kara: Thank you for bringing your light into our little podcast today. 

End of Episode 

Outro: 

Thank you for listening to this episode of STEAM Talk. As a reminder, the 2022 Image of 

Research Contest is accepting submissions from October 1-November 12.  

Thank you again, to our guest Sargylana Cherepanova for talking with us. Her image placed 

first last year, you can check out the image and links to Lana’s other video work in our episode 

show notes. You can also find more information about Yakutsk culture and Illinois State’s 

Creative Technologies program by visiting our website steamtalkpod.blubrry.com 

 


