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This paper describes three levels of play for the "Dancing the Earth" scenario concerning wood storks in the Everglades. The levels are intended to be played one after the other.

General:

Game System:

Equipments: action capture camera (on the ceiling of the room), 6x4 (meter) space, wii like-controller gloves, Overhead Projector.
Players: 4 children.

Game space map:
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Level 1: Spring:

Children stand on the line of the Nest's edge and face the screens as the arrows show. Their avatars are different colored birds which are shown in front of their feet on the floor. Players need to outspread arms and wave them like birds do to make their avatars move forward. The avatars' speed is based on the frequency of players waving their arms. (the space is adjusted for children to spread their arms and wave them without hitting each other.)

Players must move their avatars in front of the screen of OVH (Overhead Projector) to catch fish. There is a river there. Then stretch their arms 
[image: image2.emf] like the beak of the bird, wait for 1-3 seconds, when the Wii-like controller gloves are vibrating, they shut their arms like the birds close their beaks. The vibration will last 3 seconds, if the players do not take the action, they will lose the fish, and wait for the next chance. Each player can only catch four fish, the number of fish they have caught is shown on the OVH in front of them. When they finished catching, they should turn around and fly back to the Nest.

In the Nest, there are different color baby birds, each player need to feed the babies have the same color as he/she. There are 5-6 babies in the Nest, the players need to stand in front the babies and move their arm open 
[image: image3.emf] like birds open their beaks to feed the babies. Each fish can only feed one bird. Each bird has an energy bar, if the energy bar goes empty, the baby will die. It takes about 90 seconds for the bar goes empty. The players need to take care of the game plan to make sure the babies all alive at the end of the game.

The sources of fish are limited. As the game progress, fish will be harder to caught, players should be more careful when they are catching fish in the second half game, the time between the vibrations of their gloves will increase, if they miss a fish, that means they have to spent more time waiting for another chance, if they miss a lot chances, their babies will in great danger.
The game will last about 8-10 minutes, this is about 5 rounds (The whole process of players going out to catch fish and coming back to finish the feeding babies is 1 round) before children lost their feeling of freshness and attractions. 

Level 2: Summer: avoid hurricanes.

General:

Game System:

Equipments: action capture camera (on the ceiling of the room), 6x4 (meter) space, wii like-controller gloves, Overhead Projector.
Players: 4-6 children.

Game space map:
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There is about 21㎡ of the play space, the space of each child is about 1-1.5㎡, thus there can be 4-6 players, and they can run freely. The hurricane's diameter is about 50cm, if it reaches the player, the avatar of the player will be killed. Players' avatars are different color birds which are shown in front of their feet on the floor. The avatars will follow the players' movement. 

Each player have the same color of energy bar on the screens of OVH, if the energy bar goes empty, his/her avatar will not match their movement, instead, the avatar will move greatly slower to where the player standing. It will take 30 seconds for the energy bar to go empty. Players need to find some food (fish) to charge their energy bar in the Food Sources (some small lakes) before their energy go empty. They need to fly to the lakes, then stretch their arms 
[image: image5.emf] like the beak of the bird, wait for 1-3 seconds, when the Wii-like controller gloves are vibrating, they shut their arms like the birds close their beaks. The vibration will last 3 seconds, if the players do not take the action, they will lose the fish, and wait for the next chance. Each fish can recharge the energy bar, and the fish in every small lake are limited. Each lake has about 9-14 fish depends on the number of players.

As the game progress, the hurricane will move faster and faster, and its size will grow, in the last 2 minutes, the diameter of the hurricane will be 1m. The players need to be very careful with the avoiding and catching fish. In the last minute of this game, another hurricane will join up, this will makes the game harder.
This level will last 5 minutes.

Level 3: protect the babies

General:

Game System:

Equipments: action capture camera (on the ceiling of the room), 6x4 (meter) space, wii like-controller gloves, Overhead Projector.
Players: 4-6 children.

Game space map:
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This level is come from a Chinese game named the eagle preys on chickens. I change the prey into the raccoon. The prey will be shown on the screens of OVH, they can move to anywhere on all the OVH screens fast. 
The players must put their arms on the shoulder of the one in front of them, the first player need to open his/her arm to make it looks like to protect the players behind him/her. We call this player the mother bird, the ones who behind him/her are the chicks, they must always keep their body behind the mother.

The avatars of the players will be shown in front of their feet, their movement will match the players' movement. 

The mother must always keep his/her body in front of the raccoon, if the raccoon can directly see the babies for about 0.5 second (maybe more, but too much time will make this very easy); it will run to the first baby it can see very quickly. That means the line should always be straight. If the baby which is in its sights cannot move behind the mother before the raccoon catch him/her, he/she will be killed.
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As the game progress, the raccoon will move faster and faster, the players will get harder to keep the line straight, That means the players must work as a team, match each other's movement to try their best to make everyone survive at the end of the game. 

When a player has been killed, the gloves will vibrate, then the docents pause the game to let the dead player get out of the play space. It is like the game called whip in America, the faster the line move, the harder they keep straight. 

The game will last about 4 minutes. 
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