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Emotional Connection



CreativeTechnical



The art challenges the technology,  
and the technology inspires the art. 

                  - John Lasseter







Creative Goals 
- Emotional Choices Using 

Motion Controllers

Technical Goals 
- Prototype and Build 

Really Fast 
- Build VR Inside of VR 
- Learn in Minutes



Creative Process



Telltale Games



Emotional Choices
Key Insight from Telltale Games: 
- Audience Does Not Want to Control Story

Audience Wants Emotional Choices 
- Creates Connection with Characters 
- Avoid Fear of Making the Wrong Choice 
- Interactivity that Immerses You Into the Story







Short Film Script to VR Experience
- 3rd Person -> 1st Person 
- Observing -> Doing 
- Interactivity For Emotional Impact 
- But Don’t Force Viewer to Do Anything 
- Alternate Ending

Interactivity & Choices != Video Game



Choices for Reaping Rewards
- Touch Patient Hands 
- Open Doors 
- Hit Reaper

- Touching is Intimate, Visereal, Emotional 
- No Need to Teach Controls or Mechanics 
- Motivated by the Story & Characters

Why Focus on Touch?



What We Didn’t Add
- Other Objects to Interact With 
- Game Mechanics 
- Room Scale 
- Locomotion 
- …



Choices Progress Story, Not Change It

Emotional Choices

Choices Affect Viewer

Choices Affects Characters in the World



Training
- Using Hands 
- Opening Doors



Tutorial



Choices
- Kill Patient 
- Leave 
- Wait



Choices
- Kill Patient 
- Leave 
- Wait



Final Choice



Technical Process



“If You Just Told Us What Movie You Wanted,  
We Could Make It in 25% of the Time”



Composition Exploration











What Didn’t Go Well

- Rushed Development

- Prototyped in the Wrong Way!
- Testing One at a Time is Too Slow 
- Need to Test Many Ideas in Parallel 
- Distributed Testing is Crucial



What Went Well

- Emotional Choices Surprisingly Powerful

- Much Faster Iteration with Short Training Time

- Overall Project Time Much Faster



Future Work

- Multiuser for Creation and Interaction

- Tight Integration with Other VR Tools

- Character Rigging inside VR

- Interactive Character Authoring Inside VR

- Next Stage of Interactive Characters
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