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Faculty Advisors:

Heather Kelley ~ Ricardo Washington




Connection

Vulnerability Courage
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¥ SOCIAL N
4 PLAYGROUND

e Physical playground
e Wellness happens naturally
e Social connection







Sam Polglase

Engineer at Schell Games

SMEs

Dylan Valev

Interactive installation artist

Shirley Ma
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Design
Direction



Goal, Who, What

&

10 minutes

Two players

CAVERN ,
Overworked CMU Students Emotional Reset



Initial Prototype

Mo one ever saw the real me,

A safe, playful, immersive world




How did we start ?

Wizard of Ozing it in Cavern







CAVERN experience
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CAVERN multibody tracking
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Body Movement
Player 1




Monoscopic over Stereoscopic

Monoscopic

Stereoscopic (3D)

https://medium.com/dtalks/how-to-create-content-for-virtual-reality-4b259b7f7a7f












Vulnerability Courage Connection









Paper Based Character SFX




Bringing in the Ambience of Nature
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Playtest

&

Success



Internal playtest tool

Provide transcript » Analyze & Summarize » Provide Suggestions

Gie



Internal playtest tool

Playtesting Analy zer
Design Suggestions

qﬂ'b:ﬂﬂiiﬂﬂm bridga/box hover interaction

Define the single primary deskgn plilnr




9 Rounds of Playtest with 18 people
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Sample music The experience
is working core is landing

Playability




Thank you!
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