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Abstract— Mapping out and creation of an interactive, immersive simulation. What does it take in both content and structure, the use of resources and scalability? What does it all boil down to, to create a worthwhile experience that leaves an impact on its participants?
I. Introduction

You walk into a building, not knowing what to expect. People dressed in black and some around you looking just as confused as you are. You get in line and register your name and give a few traits of a character you’d like to be. Still not really knowing what’s going on. Given a piece of paper you read the short cliff notes of a person you’re meant to portray. A short slide show, a brief pause and an elevator ride up. It’s all about to begin in the second those doors open.  But that’s all the content side of what’s going on and to keep you the reader on the same page let’s start by defining a few terms. First of all every story needs a protagonist and antagonist, the one who the story is based around and the one attempting to derail the plans of the protagonist. In this simulation there is no antagonist though, everyone walking in is a protagonist thus the name MPSE is also construed as the multi-protagonist story engine. Next is the gap, an expectation that the protagonist has but is fulfilled by something that was other than expected. Objective is what the protagonist hopes to accomplish which is different from the super objective which is what the overall goal of the story or in this case the simulation is. Tilt is what makes the story interesting and without it, there would be no point to the story. Ordinary world is the world around the protagonist, everything that comes normally to what that person is used to. Tilt causes the character to no longer function properly in the ordinary world, it’s the kidnapping of the main character’s little sister, it’s the plane crashing and leaving the protagonist on a dessert island, it’s the fall that needs the protagonist to rise above. The tilt causes the protagonist an unbalance which to explain it simply is the feeling that world isn’t right and it’s hard to maintain stability in it, thus the term unbalance. This is followed by the rebalance or what the protagonist does to try to get back his functionality in his world, his contentment. A few other terms are instory, out of story, spectator, and interactor. Instory is what happens within the story, out of story is anything happening outside of the story  like orientation before a story, the video they play before going on a ride at a theme park, cast and crew running the lights behind the scenes of a play that’s all out of story. Specactors are the participants in the experience since they are watching and interacting at the same time. Interactors will not be used in this event but if I refer to them later on they are in laments term specs that have actor training and know what’s going on and help facilitate the story and the specs. So now that everyone is on the same page let’s dive into this simulation, in fact let’s give it a name. MPSE, multiplayer story engine or sometimes known as multi-protagonist story engine, was an idea created by Jeff Wirth in one of many experiences he’s created over decades. The concept is to take people without any acting experience what so ever and immerse them into a world where they could play and take on experiences they would never have had the chance to in their ordinary world. For this experience we decided to go with a suspense genre keeping spectators within quarantine. We choose our first test of MPSE to use Suspense being the easiest genre to start out with, eliciting puzzles, fantastical elements and horror, which is an easy emotion to manipulate.

II. the problems
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So what is the problem of creating a simulation? A problem within itself that these problems were only found out through the trial and area of testing out the system itself. There were several when first testing out, first of all the overall structure, it isn’t a simple fact of get them in, keep them and let them go. That’s like describing a sandwich as two slices of bread and eat and even then that’s giving two much credit. On the content side of the simulation, the story is one of the key problems that any simulation faces. To get further into it any simulation has a few parts to it to make it a significant production. Story is one, why they are there in the first place, what occurred to cause these people to get them to that location and is the starting point to the rest of it all. Setting creating the mood and feelings encompassed within the story, complimenting the theme, complimenting the story, like candles and violins to a fancy restaurant, you don’t see Dracula in a sunny beach front townhouse, you see him in an old gothic, mansion with stormy weather, dead trees and rodents around. Actions or prompts, nudges I the right direction to get the Specactors to follow the story and events are also needed because without them we just have a bunch of people playing, standing in one place and after half an hour leave experiencing nothing more than a Starbucks experience without the coffee. How do we get the Specactors to do what the story intends them do without having to plant someone with them pulling the strings. A fine line of realism in the story is also a problem to maintain by pushing towards the fiction without making it so out there, so unbelievable it becomes comical or downright impossible to be true. Which leads us to the next problem of an ending because almost all stories out there are linear and for a simulation choices in the story need to make an impact and there are very few examples of effects to such causes. Within out test the only possible outcomes are that you either live or you die and right now the only objective seems to be survival and by just staying put the objective is met.

III. Proposed solutions

A. The overall structure

	CLA
	UNBALANCE
	REBALANCE

	
	
	
	


The overall structure of the simulation contains three parts CLA which is broken down into Character, Location and Action. Unbalance comes next within the structure followed by rebalance. This structure is created by taking the allotted time for the experience, divided by four parts where one part is give to CLA, two parts towards unbalance and the final given to the rebalance. Think of it as a rollercoaster if you will where CLA establishes the characters, where they are the objectives given to them, followed by the unbalances which are the problems that the characters need to face the problem that creates the plot if you will the turmoil within the story the loops, drops and corkscrews of the ride. Finally finished off with the rebalance where the characters have somewhat fixed the problem and start getting on with their normal everyday lives the end of the ride where you’re about to get off of it. So here you have your structure but without interactors facilitating the process how are each milestone reached. In this process we tried prompts for the characters to create such milestones as establishing the ordinary world, tilt, location changes to make them move around the room as well as even communication prompts to help establish communication between multiple Specactors in case of uncomfortable silence. These prompts are delivered electronically to specs who will be given electronic devices that will receive these prompts when asked for them as well as when given to them to push the story along. These prompts are what substitute for having an interactor within the simulation, so instead of person facilitating the Specactors you have command prompts instead which are easily scalable, which as this simulation is meant to reach anything from a small crowd of 20 to crowds as large as 200 they are meant to grow in numbers without the limitations of having to have enough people to facilitate the crowds.

B. Story
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The problem with story is the simulation needs a story to be able to be done. A house is just a bunch of white walls and empty space until you paint it, furnish it and live in it and then it becomes something more. Multiplayer Story Engine is three words until someone gives it something to do, something to base it off of, the tracks of the rollercoaster ride, the destination to the journey. So we give the engine a story, problem is that stories up till now have been linear, the prince goes on the journey to the castle and gets to the castle, stories never gave us the option of what if the prince went straight to the castle or what if he took a short cut that caused his death, or what if he we off to another castle on the way and picked up the princess which got him to be king and changed the story all together. The difference in simulation and the telling a story is because in a simulation Specactors can interact with the story directly and change its outcomes. This solution is not a matter of telling you how to make a non-linear story because such a solution is on a case by case basis but simply stating the fact that one is needed, forks in the road that make it so that Specactors aren’t just watching the show from inside the TV but taking apart of it as well. To give them a sense of what they do actually matters within the story, that they can make the story go better or worse, to make things happy and great, or terrible and tragic. 

C. Setting

	
	O


Setting plays a very crucial role to the whole process and any environment can be changed to create the desired effect through a few simple tools. First of all lightning creates a huge impact on the environment; it can play with emotion as well as the size of the room. Imagine staring at a plain white piece of paper, you’d have no idea where to focus on the paper and your focus would sort of just move around the paper wondering what you were looking for or to set a point of focus, with a clear white area that’s a very hard task to focus on. But imagine that same piece of paper with a dot in the middle your attention is drawn to that point and expand the dot to a bigger circle you are no longer focused on a whole piece of paper you are focused into the area of that circle, so, once a large piece of paper with no focus is now a small dot with a background that isn’t as important. So by using the light to set areas within the location it shrinks down the area and can create the mood intended. For our purposes of a suspense genre, less light is better and greatly minimizes the area since most people wouldn’t willing walk into and stay in the dark especially with such as intense of a situation as a quarantine going on. Also the color of the lights used can be a great setting changer.

D. Actions

Actions or objectives for the characters were at first very hard to get put through since most objectives that were created were not specific to the overall theme while some were specific but too specific and just for the character it was created for. This meant that a lot of the time the character objectives didn’t intersect which was the whole purpose of the themes and being so many objectives in one room at the same time mostly cancelled each other out and led the spectator to focus completely on what they assumed was the super objective, in this case stay in the room and stay alive and talk to a few friendly people in the process. Solution to the objectives would be to create generic objectives strictly for the theme that wasn’t character specific and handed out to each character along with their character bios. That was all objectives were known, are created to intersect, are known to deal with the theme at hand and won’t be character specific so if someone got the same character they wouldn’t have the same objective. Prompts also go along with actions creating the several group of location change, tilt, ordinary world and objective activators. Great concept with the timing since the first portion or ordinary world starts out, location changes get people to move around the room and tilt causes the story to move forward along with objective activators getting people to talk to one another. Later on the use of props as well as devices in the room were used to push the story further and cause actions, to push the story and Specactors along. For our simulation the use of fabricated TV news reports were use to keep the story in time with the recordings, shredded documents, websites and other clues were left around the room to not just hand the story over to the Specactors but to allow them to slowly piece the whole sequence together giving them a more involvement within the story. Personally I would like to call these clues piece prompts, puzzles that when either literally or metaphorically brought together create a new reward towards the Specactors and the story. 

E. Groupings and Leadership

Groupings for the creation of the simulation started out as followed; one team was created for the development of technology to be used for the simulation. Capture team was created to use cameras to capture all events that occurred during the simulation and quickly edit it together to create a small recap flick at the end of the simulation through the use of technology. Orientation team was created to instruct Specactors to what they were about to be introduced to any rules and policies that followed as well as prepare them by giving characters, objectives and starting the simulation. Holes in the net were a team that focused mainly on characters, the creation and collection as well as objectives or prompts. Technology focused mainly on the aspect of getting the prompts out and characters out but not really much on the bells and whistles of the simulation. So beginning and end were created but not much in the middle. Few dabbled at the story line of the simulation but when creating the body of the work brief skeletons were created and not much on the skin and muscles. Some needs were given too much of a focus, while setting is important a slingshot could have been used where a shot gun was used. Groups were created like broad spectrum antibiotics which are given to take care of everything but not strong enough to completely deal with the things that mattered the most and where there was focus needed most things fell thru the cracks. To break it down in a way that I’ve seen, capture should be broken down into the team of story, filming and cam tech. Story would take care of the structure so that filming knew what to film where and cam tech would have the ability to know what they had, what was possible and to look into what new could be brought in to make that possible and if not come up with solution to go around the problems of lack of resources. Technology as well seemed from a far to focus mainly on the electronic device that would be given out to all the Specactors as well as the dispersement of character bios, but nothing really into special effects. Don’t really know if special effects were a matter of importance when the matter was first created. Separate the technology into database work towards the character bios, prompts and objectives, another group towards special effects and layout while working with story group. Orientation should stay just as that, creation of rules, policies and introduction to the experience as well as the welcoming committee that initiates all of these things when the Specactors first walk in. Orientation can be cut down to one person for creation and members of tech to be used the day of simulation to help “host” the event”. Now the one thing that really needs to be done is leadership of each group, I always believed hierarchies complicated things but in this process they’re needed as ambassadors between the groups where the hierarchy is broken down into the three groups of capture, technology and orientation then further into the group I described and then brought back up and controlled by these 3 individuals that know everything these groups in their fields are doing with one main person in charge to see that it’s all going through and directs the sequence when it’s run.

F. Resources

When it comes to resources two issues always seem to come up, the lack of them and scalability of those resources. It’s strange that you give a person a box of things they start thinking what they can’t do instead of what they can do. They create limitations in their mind and once brought onto a certain idea or way of doing something the stick to that without wavering thinking anything else is possible. There is no clear solution on this part other than to take a second to step back and look outside the box, if you can’t do one thing you want with what you have what else can you do with them. Resources are a funny thing, the more resources a person has the less they have to think of the possible uses and limitations while the less resources a group has the more thought they actually have to put into what they can use their items for. Solution for the use of resources is simple, the only resource that has limitations is the one that’s in your head, because with that even the fewest resources can make anything possible. 

G. Communication

Communication issues deals with two parts, the communication between the group members off the set during planning and the communication of group members on the set while play is going on. Online work and telephones are a simple way of communicating within groups but for some reason don’t work as well as face to face communication. To sit down and communicate ideas and the facial expressions and reactions that each person gets when they come up with a new idea, it just doesn’t come thru electronically. Although for communication issues having to deal with the process of running a story the best way is through 2 way radios. There should be 3 radios; one should go to the director who maintains the sequence of events that occurs in a flexible time schedule that, that person sees fit to start events in sequence with the events that the Specactors act out. A runner that maintains everything in the room and one that is used at the orientation booth and when done is transferred to the capturing team.

H. Story Harmony With Effects

Now a big deal which this was a section that was very hard to place within this paper was the mixture of story and effects. I personally believe that a story can’t take place without the effects to back it up. Without any effects a story just feels like it’s lacking that extra step that makes it the experience. Now I know it’s very arguable because in the early days of movies hardly ever any effects were really used. Casablanca the only effects really used in the movie minus a fake plane and a cap gun, but still they were used in such a way that really made the movie, but Casablanca had a great story line which compensated for the lack of special effects. There are 3 types of movies concerning story and special effects, either you have one that is balanced between the two or you have one that is strictly story based and driven by the story which compensates for the lack of effects or you have a really beautiful movie that is mainly special effects but really doesn’t have any story. Which is beautiful to the eye but in the end it’s just a mouth full of icing. Which only few really like but overall doesn’t create a lasting experience for the audience. Take a story that focuses mainly on story alone and little to no special effects you get Forrest Gump, a good example of a good story balanced finely with special effects you get Across the Universe, Misery, Ever After. You rely solely on special effects you get Super Nova, Cloverfield, or that last Vin Diesel movie which although all had great special effects without a story didn’t make them memorable and probably is making you go Super Nova?

I. Setup and Event

There are a few tips when it comes to setup that was learned through experience. First of all, test all equipment prior to the event, preferably 1 day in advance. Although if pressed for time at least 2 hours ahead of time to have the chance to problem solve and to repair if needed. All layouts of devices, props and furniture should be laid out and planned far ahead of time so that in case the people in charge of those items aren’t available that anyone can pick up the slack and know the scheme of the scene. There are two possible ways to setup the location for play. First is to simply in one giant group and one leader of that section to have the leader coordinate the efforts to quickly get everything into place with as many people as possible. The blitz to get the job done, so that once one area is set the next is moved on to and in the case of our simulation only 2 places had to be setup. Technical wear I can understand to be setup by a tech certified person or capture certified person but the rest can be setup fast and easy with as many people as possible. There is always the idea of having each group setup their own areas but depending on how many people there are between each group the efficiency is greatly diminished. My true choice for setting up is thus, have everyone start setting up their locations, tech team helping moving furniture to its locations, capture team setting up cameras and wires along to their control booth, orientation setting up all forms, slides and all entrance assets. Since orientation will probably finish quickly they help out to move furniture which then once capture is done setting up, two people are left to test and fix any problems needed while the rest then also help out with layout, thus having the help where it’s needed and once done starts to help who else needs help making sure everything is done and all energy is used efficiently and effectively.

So what’s needed now that everything has been setup and put into place? The people to actually run it all, the people that welcome the Specactors in, get them registered, suited up, educated to the event and sent to their story and once there the story needs to be run from the outside. So let’s take it from the beginning and with this I’ll attach the time sheet afterwards. When the Specactors first walk in they are welcomed by the host an orientation team member that welcomes them and makes sure all of their waiver forms are signed and that they find the character bio sign up table to fill out their characteristics they want in their character and then picked up at the table. Table is run by two people in case of questions, technical difficulties and to keep all tags and bios organized to allow the specactor easy access to their results. Once everyone is set both safety wise and character wise the orientation presentation begins by a trained orientation member that will walk everyone through a slide show that discusses the rules, instructions, and story. This is all only in the beginning. Once brought up both the tech team handing out prompts and the capture team are now brought into play, since from here on in no cast members are seen in story and are now invisible to the Specactors, in fact if done properly no crew members should even be in the room except for the two people handing out prompts until the technology catches up with MPSE to allow all of that to be wireless and no human interaction needed with that. So on with the night, to keep it short since next you will see our actual timeline, behind the scenes capture team is recording Specactors as they play thru the story and activating any and all important props, in our case the TV broadcasts which creates a timeline with the story and activates certain roles such as med team protocol to seal and lock down the area, prompts are handed out by the prompt team and that’s how things go being pushed slowly forward with Specactors either completely lost, on the ride with the story or trying to run ahead. At the end all participants are debriefed to the experience and are given the experience to watch highlights of the experience. For the exact timeline sequence we used below is a table of exact times and events that occurred which was created by the Applied Interactive Story Team.

	:00 - :15 
	First floor orientation 

Includes Broadcast #1 

	:15 - :20 
	Medical team interviews each person to complete a medical history form 

People are being interviewed or pursuing their launch objective. 

	:20 
	Broadcast #2 - FEMA announces a lock-down quarantine 

	:20 - :25 
	Med team (with help?) tapes plastic over the doors 

	:25 - :28 
	Instant Messenger - Hacker makes contact with someone who tells that people with blue eyes need to be isolated and inoculated because they have a recessive gene that makes them an at-risk carrier. (back-up delivery through walkie-talkie) 

Vaccines have been found with “Extreme Risk Warning” or IM tells hacker to check the supplies 

	:28 - :35 
	Prompt - Separate the blue eyes 

	:35 
	Prompt (to some blue eyes) - Start coughing a little bit 

	:38 
	Prompt (to one non-blue eyed) - Start coughing a little bit 

	:40 - :45 
	Prompt - look through trash 

Discover shredded document with disease, symptoms (level 1, level 2 level 3), vaccine, administration instructions, health risks (side-effects of the vaccine for this disease can cause death) 

	:45 
	Prompt - some blue eyes display level 2 symptoms 

	:47 
	Walkie-talkie - hold on, help is coming 

	:52 
	Broadcast #3 - Medical Helicopter going down 

	:53 
	Prompt (to cop) - make sure all the blue eyes are inoculated 

	:55 
	Prompt (to one blue-eye) - You have 3 minutes to live. Finish your business with the people in the room 

	:58 
	Prompt (to one blue-eye) - You die 

	:59 
	Lights out 

Broadcast - Final report: Infection did not become a plague. A controversial vaccine was effective in eradicating the virus. Only one of the carriers died as a result of lethal allergic reaction to the vaccine. 

Alternate Broadcast - Infection has run its course. 25 people died at one quarantine station. 


Consider this an example of what a running order or timeline should look like when creating it for any simulation, but, do consider that this running order was made for this simulation and may not work for each specific story or genre created for a simulation.

IV. EVALUATING THE SOLUTIONS

The structure of the story works except for properly trying to manipulate the Specactors into the sequence of the story. Prompts didn’t work because specs weren’t asking for them which needs to be more pushed upon them at key events, leading to a new form of prompts I name key prompts or prompts that are required for the story whether asked for or not. Non-linear story needs to be tested out as well as settings which were somewhat tested, lighting shrinks down the room and creates more of an area for play while full lights just create a blank canvas and too much room and doesn’t stress the Specactors enough within the area given. Using generic objectives for the experience as well as pushing the prompts like I said before haven’t been tested yet but seem simplistic enough to be promising. Grouping and leadership roles are moving slowly and needs time to be tested, while leadership roles are really for those that rise to the occasion, real roles need to be handed out at later testing. Communication is about to be tested with 2 way radios but with face to face communication, things move a lot faster and forceful when groups meet together for planning periods. Everything else still needs to be tested as well since I did start this paper before the final test simulation a few things I did propose as solutions did get tested. Having people help one another got setup done a lot faster in the first place, testing equipment before a simulation was learned and is a huge must since a multitude of errors occurred with capture because of doing a cold start which just confirms Murphy’s Law that whatever can go wrong will go wrong.

V. WHAT I LEARNED

So I learned the following from this experience. First of all prepare for anything that can possibly happen and always have backup plans and be ready to do things by the seat of your pants, which means if something doesn’t work the way you want it to, you’ll need to find a way for it to work in the next 5 minutes. Always try to push the boundaries of what you believe is possible, even if it fails you learn something new and can use that knowledge to try something different because there is a huge difference between the people involved going that was good to going wow with the look of awe in their faces. If someone says no don’t stop brainstorming, don’t let it discourage you if one, two or six ideas are put down because eventually one is going to work out and make you stand out from the rest. Also when trying to come up with ideas take lots of notes during a simulation and not just one because if you do multiple although the structure may be the same as I explained earlier but the overall meat to it is different with each one.

