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As we were saying...



Interactive Themed 
Entertainment

means guests believe 
they can affect an 

attraction’s outcome.



True, you can’t 
design a pill that 

works perfectly on 
every patient.



But, you can 
generalize patients by 
similarity, anticipate 

side effects, and satisfy 
nearly everyone.



We have developed 
a check-up tool to 

distill motivational 
expectations from 
the creative intent.



This helps us direct the 
guest experience from 

behind the curtain.



Let’s take a 
closer look.
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GOOD GUEST 
INTERACTION

Guests will try to achieve 
the goal by our desired path; 
success will be satisfying.
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Let’s

try one!
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Satiate hunger; survive.

Make a sandwich.

Eat lunch.

Guests will try to eat lunch by 
making a sandwich; satiating 
their hunger will be satisfying.
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Satiate hunger; survive.

Make a sandwich.

Eat lunch.

What do you think? Is this 
sound logic? Would you go 
ahead and build it?
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Satiate hunger; survive.

Make a sandwich.

Eat lunch.

Hopefully, you didn’t jump 
too fast. You need to know 
your audience; research first.?

Who wants to eat 

lunch? Number of 

meals a day varies.

Their names, too.

How Western. Not 

everyone eats 

sandwiches, or can 

make one.

Solid motivation, 

but does it lead 

guests to our 

goal or activity?



How do we test 
the formula for 
each step of an 

experience?



No more 
games. 
I wanna 
see the 
magic!magic
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GOOD GUEST 
INTERACTION

Guests will try to achieve 
the goal by our desired path; 
success will be satisfying.



Stick that to your 
wall, and it might 
get you out of a 
scrape or two!
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You want to be a hero and to avoid losing control,

so you must take over for the drunken astronaut

to land the space shuttle and save the crew;

right now, you must pull the nose up by grabbing the yoke

because it is shuddering harder as we plummet faster.

GOOD GUEST 
INTERACTION

Guests will try to land the 
shuttle by taking control of it; 
success will feel like mastery.



Most experiences 
will have several 
goals, each with 
its own activities 
and motivations.



We refer to 
less relevant or 

distracting goals 
and activities as 
outliers.
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Grab yoke and pull up.

Yoke shudders; we fall.

Tight logic
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Tight logic Distant outliers
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Heroism; control.

Take over shuttle.

Land shuttle; save crew.

Grab yoke and pull up.

Yoke shudders; we fall.

Revenge.

Record “falling in love” song.

Cure alcoholism.

Answer lunar trivia questions.

Alien enters; teaches card trick.

BAD GUEST 
INTERACTION

Guests will be confused about 
how and why to act; success 
will be underwhelming.

Tight logic Distant outliers

THESE 

DON’T 

MIX



QC
PASS!

QC
PASS!

QC
PASS!

Hi, guys!
Leave us be, 

outlier.

QC
PASS

! QC FAIL:OUTLIER

QC
PASS!



Remove outliers if 
you can; if you can’t, 
you must mitigate 

their impact.



Once you have
worked                 .
on the experience,

map its likely reception 
with target guest types.
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Meanwhile, bad, scary times 
happen down here.
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Cool! I 
can’t wait!
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Slow 
starting.
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Can we do 
anything?
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Here we 
go. Yeah!
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Time for 
adventure!
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Still just 
walking?
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Finally, it’s 
showtime.
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Agh! I feel 
overwhelmed!
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What do I do
in this room?
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Story makes 
no sense here.
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Are we leaving 
already?
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Whatever! 
Looks cool!

Sure, just cram 
the themes in.

Experience 
diverges for 
parents and 

children.
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Seriously, I’m 
checking out.

Who’s this 
bad guy?
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We’re looking 
for what, now?

You know what? 
Who cares.
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Ooh, time for a 
boss battle!

Almost over...
yeeeeah...
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This is 
cool!

I’ll give it 
that. Kinda.
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I won!

Good for 
yoooou...
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Aw, it’s 
over.

Yes, it is. 
Let’s jet!



10

9

8

7

6

5

4

3

2

1

0

-1

-2

-3

-4

-5

-6

-7

-8

-9

-10

FR
US

TR
AT

IN
G

TR
AN

SC
EN

D
EN

T
IN

EF
FE

CT
IV

E

OU
TS

ID
E

OU
TS

ID
E

QU
EU

E

IN
TR

O

CO
RR

CO
RR

EL
EV

CO
RR

G
AM

E 
1

CO
RR

G
AM

E 
2

CO
RR

G
AM

E 
3

CO
RR

G
AM

E 
4

CO
RR

BO
SS

CO
RR

CO
RR

CO
RR

I’m pretty sure 
we’re trapped.

Why’re we 
still here?
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That was 
messy.

Hectic. 
Fun!

Parents never 
recover from 

their lopsided 
experience.
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This is a sad, 
fragmented 
experience 

curve.



Adjust until you’re 
confident that the 

most guests possible 
will have the best 

experience.
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Again!
This is the ideal 

experience curve!



INTERACTIVE
M A G I C

THANKS FOR ENGAGING!

RUSSELL ESSARY
www.russellessary.com

THIS HAS BEEN


