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I have gone and looked at several interactive entertainment venues and tried to see them from the prospective of a person creating them rather than someone just mindlessly going through the motions and wandering around. Here are my findings after going to visit a theme park, a play ground, a museum and watching a few video games.

Theme parks are an interesting area, they by far do the best job at displaying a story into a park, hence why I have started with them first. Lead with your best foot. They are excellent venues to ignore the real world and immerse yourself into a new world. Disney for example is even a no fly zone, because the magical world of Disney doesn’t have plains that don’t look like Dumbo. Large objects painted bright colors, never any dirt on the ground; these things are a staple to really incorporating a story into a full size theme park. The only thing that could be done to help this process along, is something touched in class and known buy anyone who has ever entered a theme park, removing long lines. When you wait in line it takes your mind back to the fact that you have to stand in this line, its hot, the kids a running in circles around you ‘cause they have no place else to run, and the story at this point is -GONE-. What can we do about this? There are options like, air conditioning, (thank god that has been added to most lines in the way of fans or some other cooling device) or some sort of video to keep you engaged while walking through the line. With video’s, however, I would like to bring up the point again that when you have the same ten minute loop on the TV and you stand in line for an hour that is six times the people have to watch it. At this point it becomes a determent to the experience rather than a help. Nobody wants to be able to walk out of a ride able to recite the script to the movie that was played in the line.

Playgrounds are another very interactive entertainment venue that gets overlooked most of the time. The nice thing about Playgrounds is there are, generally, no lines. There may be a few kids waiting for the slide but that line moves fast, hopefully. Unfortunately there are very few playgrounds that incorporate a story or theme; from a producer standpoint I see the reasoning being that kids are mostly “on their own”. Parents may supervise but in the major part kids choose where they are going and just go there while parents watch. It is hard, if not impossible; to make a kid stop and read anything so there goes any sort of written story. Most likely any sort of themed playground equipment will be lost on the older kids, it’s just a slide. The younger kids may be more fascinated with the fact that it is a big clown tongue. Themes and stories to children, speaking from experience because I was a young child not to long ago, have to be beat into them. Over the top story, annoyingly present to any self-respecting adult, and something you just can’t get away from is the only way for a kid to remember. By “remember” I mean when the kid leaves, and wants to go back, they say something to the extent of “Let’s go to the Jungle Book playground” instead of “Let’s go to the playground.” Bash them over the head with it, everything must be themed from the slides and swings to the paths they walk on to any interactive sound making foot piano or the like. 

Any museum that is themed seems to have the inherent problem of being pigeon holed into one type of learning activity. It seems that if you take a theme, for example a Disney museum, it is stuck teaching about things like animation, Disney history, things like that. But if this is your goal then no problems, but it is hard to have a grand theft auto themed science museum. Good museums have very few things “not working” everything must work. Also there has to be things that are interactive and fun to do, kids don’t want to learn they want to play. If you can teach them while making it fun that is the overall goal. I saw far to many things that were just boring static lessons.

Any video game has to be dynamic and changing, at least in this new industry. Something you do affects more than the progression of the game, maybe there are several different types of endings or you can become good or evil. Or you can affect OTHER players that are playing with you / competition with other players. Video games so far do a very good job of this, currently developing a video game with a strictly linear game play model would be not exactly the smartest marketing choice.

The world of interactive entertainment seems like it has come a long way from coney island and the old carnie rides we spoke about in class. But it still has a long way to go, be it lines at theme parks, or under-themed playgrounds. Currently things are not what they should be, hopefully this project will work out to address several of the issues.

