> -----Original Message-----
> From: Vamsi Bandaru [mailto:vbandaru@andrew.cmu.edu]
> Sent: Wednesday, October 27, 2004 6:19 PM
> To: Randy Pausch
> Cc: bvw-group4@lists.andrew.cmu.edu
> Subject: Group 4 Concepts
> 
> Hi Randy,
> 
> Group 4 (Audience interaction) has come up with the following concepts
> after the initial brainstorming -
Cool - my reactions are below...

> 1. Celebrity Baby - Audience chooses the parents from a list of potentials
> for the baby.
> The audience also could choose a group (say three) parents from each sex.
> They wouldn't know which features they have picked up from each parent.
> The resultant baby would be funny and totally unexpected with its own
> comical sound byte. Thus, the audience will get a chance to pair up weird
> groups of parents (the list of potentials would encompass all the known
> celebrities of US and the world).The audience could play three rounds of
> this matching up. The tempo of the game will be such that the list of
> potentials will be getting weirder and funny by each round (or each round
> could be thematic with some favorites carrying through each round ex. -
> Michael Jackson)
> Primary method of interaction will be laser pointers with the majority of
> them pointing to the winner. A countdown could be implemented to keep the
> tempo.
I'm less happy about laser pointer interaction, in general, although I think

that it's a fine genre (it just has less practicality, because lawyers hate

the word "laser" and you have to pass out the devices).

Having said that, I like this as it's simple and will produce highly

effective/funny results, I suspect.

Don't forget that you can zoom a camera in on an audience member under

audience control, so they could pick 2 of *themselves*....

> 2. (M)Ad Libs - Audience picks nouns, verbs, adjectives etc. from the
> screen and create dialogue for a scene from a familiar animated/movie
> short. After picking the audience will witness their comic creation.
> Primary method of interaction will be laser pointers with the majority of
> them pointing to the winner. A countdown could be implemented to keep the
> tempo.
My guts tells me this will be too clumsy, but there's no way to know without

trying it.  It will really require good writing/content, since the end

experience really needs to be strong,  think.   The interest curve here is

critical.

> 3. Slot Machine - Audience will face the screen with a slot machine. They
> will get to choose when to pull the lever and watch the slots roll. The
> slots could be themed to comic effect (example- computer theme with icons
> like Bill Gates, Penguin etc.).Audience will be rewarded with free gifts
> when they hit jackpot or a winning roll (candy).
> Another variation could be with the audience getting to choose the slot by
> pulling the lever at the right time. They will access ones slot at a time
> with the speeds ranging from a slow to very fast. The rewards could vary
> by difficulty from candy to stickers to T-shirts.
> Primary method of interaction will be laser pointers with the majority of
> them pointing to at the lever timed to a countdown.
Please keep chewing on this one - I don't think you've found it yet, but

there's something in the space of "vegas gaming" and "audience interaction"

that hasn't been tried yet.... my guts tells me there's something really

cool in there.

> 4. Roulette - Audience could be divided into teams and choose to place
> bets (from a pre-allotted no. of credits). The awards could range from
> candy to T-shirts. The winner will be random generated with all the
> resultant animations on the screen.
> a. A variation would be to allow the players at the hall to access a
> generated website from laptops and choose where to place the bets. A 2-way
> applet could be written for this.
Again, not quite there yet, but there's *something*.  The tough nut to crack

is that you want to have the audience *control*, but the essence of gambling

is *lack* of control.

The only vegas games where I really have much control are card games where I

make decisions.

> b. Another variation would be to pick guests randomly from the audience
> who will climb up to the stage. They will pick the winner in
> confidentiality. The audience will then through laser pointers pick the
> winner as the roulette rolls. The winner will get a prize depending on his
> bet. He/She could then be given an option to choose from a big prize
> ( T-shirt ) or a small prize with the audience getting candy.
> Primary method of interaction will be laser pointers
I like the idea of audience prizes.  I'm not sure what you mean by "pick the

winner in confidentiality"...

> 5.Mr.Potato Head  - The gameplay would be similar to Celebrity baby only
> with the audience choosing the features from a wide variety using laser
> pointers.
Seems less fun that celebrity baby.

> We request a meeting with you as soon as possible to further discuss these
> concepts.
I'll be in the ETC Thursday from 10am-1:30 (if I'm not in my office, I'll be

in the EA or Alice rooms on the 2nd floor).  I'd love to chat more with you

guys about this stuff.

NOTE!  If you're going to do laser pointers, you'll want to get your hands

on some laser pointers ASAP...

        Randy

> Vamsi Bandaru
> producer-Group 4
