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Historical background 
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Loren Carpenter / Cinematrix 
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Further camera-based methods 
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Business development 
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Case Study 

http://www.tangibal.com/index.php?option=com_content&view=article&id=1&lang=en


Game design challenges 



More complex games 

 







What is the audience context? 

• Crowd or Group? 

• Foreground / background? 

• Mixed participation 

• Variable audience sizes 

• Anonymity / exposure 

– Grief play 

• Lack of leaders 

– Emergent teamwork 

 

 



Cooperative control 

 



Live game moderation 

• Beginning / middle / end 

• Payoff / conclusion 

• Pacing / schedule 

– Fit into a larger event schedule 

– Give people rests 

• Theatre / drama 

• GJ’ing 



(Video) demo 

D:/wallFour/Archive/Renga promo vid/Renga 576p HQ DV.avi


Thanks! 

twitter: @wearewallfour 

adam@wallFour.co.uk 


