
Throughout this semester I have learned a lot of things about entertainment venues, however obviously I have yet to learn how to start a paper because that is probably the most generic thing anyone can say in an essay about “what I learned…” Sorry about that. On a more serious note the things I learned in this class focus more on story, and making things work together rather than how to design an Interactive Entertainment Venue. Also a lot about the roles people play when interacting. I also found that the future of technology will bring an entire new edge to this world, and change the way people thing about entertainment. 

While most people don’t follow my logic in thinking that kids are a burden, anywhere a family with children goes has to be either kid friendly or have a place for the kids to play while the parents are hanging out.  Daycare was the option when I was a kid, but through this class I got to study playgrounds and areas that were made specifically for kids. I learned all sorts of things about how kids work, like don’t put a lot of text to read kids won’t read it. Use big pictures if you need to use directions, and find a way for kids to be interactive. Kids seem to love cause and effect, especially small children. If they jump on a piano built into the floor and a sound is created, or they can control the way water moves with buttons somewhere, they will play with those devices for hours.  I liked the comment made in class about children running through a playground trying to find a sound that was played somewhere in the distance. 


Another thing that is crucial in the success of a park is a large enough demographic. If you can only manage to bring in a small section of a demographic you won’t be as successful as bringing in a very diverse group of people. However, when a story is involved you cannot sacrifice or “dull down” the cannon of the story to attract new types of people. I’m using Grand Theft Auto as my story and one of the problems I was having was to find a way for bringing in the young female market. When this problem was brought out to the class most of the people helped me come to the conclusion that there is no way to bring them in. If you try to make the story to accessible in order to bring in the non-standard demographic you will upset enough people who know the story and word of mouth will filter through and the demographic you thought you were guaranteed will stop coming. 


When story is brought into the mix things become complicated. You have to be careful not to change the story to much or you will loose the biggest fans. However you have to be able to stretch the story far enough to make it viable for a venue. Throughout the semester I have found, mostly from studying my own story, that there is very little fleshed out in most stories beyond the main character. This means, short of making the guest / customer the main character, you have to find a way for the customer (who wasn’t in the original story) to have a place in this new world. It may be as an outsider that has recently arrived to the world, or even just a spectator watching the main characters interact in an immersive way. 

Cohesion in story is important, but so is cohesion in venues. A venue must not only work as a package but also be able to stand-alone. If you are going to create a retailtainment restaurant that must be situated in the theme park then it isn’t really a venue. Venues need to be planned accordingly, remember what your overall goal is when designing a place for people to come entertain themselves, and don’t deviate from that goal. Sometimes this cohesion can be maintained in some sort of universal token. For example, in some of the venues suggested people can win things in one family entertainment center that can be redeemed for things at a different venue such as a retailtainment restaurant.
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