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The Pierce EffectThe Pierce Effect



WhatWhat’’s the Lesson?s the Lesson?

�� Use Indirect ControlUse Indirect Control
�� Limit the OptionsLimit the Options
�� Control the OutcomesControl the Outcomes
�� Cheat!Cheat!



Tip #1: Use the principles ofTip #1: Use the principles of
themed entertainmentthemed entertainment



Themed EntertainmentThemed Entertainment
PrinciplesPrinciples

1.1. Know your story.Know your story.

2.2. Tell your story using every meansTell your story using every means
possible.possible.

3.3. Assume your guestAssume your guest’’s point of view.s point of view.



Know your guestKnow your guest

WhatWhat’’s important to them?s important to them?
What do they like?What do they like?
What donWhat don’’t they like?t they like?
Why?Why?
What do they expect from you?What do they expect from you?
Why have they come to see you at all?Why have they come to see you at all?







Pirates Case StudyPirates Case Study

First Principle: Know your story.









Pirates Case StudyPirates Case Study

Second Principle: Tell your story using
every means possible.









Pirates Case StudyPirates Case Study

Third Principle: Assume your guest’s
point of view.







Tip #2: Use Interest CurvesTip #2: Use Interest Curves



A Bad Interest CurveA Bad Interest Curve

Interest

Time



Another Bad Interest CurveAnother Bad Interest Curve

Interest

Time



Still Another Bad Interest CurveStill Another Bad Interest Curve

Interest

Time



A Good Interest CurveA Good Interest Curve

Interest

Time



The Power of ImaginationThe Power of Imagination

�� Close your eyesClose your eyes……



Surprises Are Interesting!Surprises Are Interesting!

�� Journal of NeuroscienceJournal of Neuroscience

�� Surprise is the root of all comedySurprise is the root of all comedy
�� Surprise is the root of all strategySurprise is the root of all strategy

Interest

Time



Tip #3: Use Indirect ControlTip #3: Use Indirect Control



Indirect Control through GoalsIndirect Control through Goals



Indirect Control through GoalsIndirect Control through Goals

Go get some bananas!



Indirect Control through InterfaceIndirect Control through Interface



Indirect Control through VisualIndirect Control through Visual
DesignDesign









Indirect ControlIndirect Control



Indirect Control (multiplayer)Indirect Control (multiplayer)







Indirect Control Through AvatarsIndirect Control Through Avatars



Indirect Control through Non-PlayerIndirect Control through Non-Player
CharactersCharacters



Indirect
Control
through
Music!



Five Methods of Indirect ControlFive Methods of Indirect Control

�� GoalsGoals
�� Environment DesignEnvironment Design
�� AvatarAvatar
�� Non-Player CharactersNon-Player Characters
�� MusicMusic



Tip #4: Lead gradually from theTip #4: Lead gradually from the
simple to the complexsimple to the complex

"...guided along, as it were, a chain of"...guided along, as it were, a chain of
flowers into the mysteries of life."flowers into the mysteries of life."

- Charles Willson Peale- Charles Willson Peale



K I S S



Tip #5: Control ExpectationsTip #5: Control Expectations



Control ExpectationsControl Expectations



Tip #6: Use the pleasure of touchTip #6: Use the pleasure of touch

�� RubikRubik’’s Cubes Cube
�� MordakMordak Story Story
�� Immediately ReactiveImmediately Reactive
�� Use sound Use sound –– it simulates touch. it simulates touch.
�� Understandable Understandable –– Approachable Approachable
�� Touch has power Touch has power –– cannon story cannon story



Tip #7: Make it Feel RightTip #7: Make it Feel Right

�� Virtual Cannon StoryVirtual Cannon Story
�� Become the userBecome the user



Tip #8: Empower the userTip #8: Empower the user



Tip #9: Engender PassionTip #9: Engender Passion





““Long experience has taught me that theLong experience has taught me that the
crux of my fortunes is whether I can radiatecrux of my fortunes is whether I can radiate
good will toward my audience. There is onlygood will toward my audience. There is only
one way to do it and that is to feel it. Youone way to do it and that is to feel it. You
can fool the eyes and minds of the audience,can fool the eyes and minds of the audience,
but you cannot fool their hearts.but you cannot fool their hearts.””

- Howard Thurston- Howard Thurston



““When it comes to the requirements forWhen it comes to the requirements for
pleasing an audience, all the knowledgepleasing an audience, all the knowledge
and instruction in the world is worthand instruction in the world is worth
less than one ounce of soul.less than one ounce of soul.””

- Ottawa Keyes- Ottawa Keyes



SummarySummary
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