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If there is a theme for the work that I wish to pursue it would be: Performance, Presence, and Narrative in ATEC. In terms of metaphor, I would liken this to a live stage performance of a murder mystery. The presence is the set, characters, and props on stage. Into this are placed the actors’ performances – indeed, one can say that the props perform as well. The concept of narrative and story is best served by a quote that came up in Story Lab: “The narrative is the Queen died, and then the King died; the story is the Queen died, and then the King died of a broken heart”. It is the second and deeper level of presence (even in the narrative) that needs to be addressed. In many systems (eg, the Doom 3 engine) the scripting feature is often overlooked. And yet it is through this interface, that dialogs can be constructed. And note too that the individual quirks of each character or prop that lead to subtle engagements; eg, it is Miss Marple’s penchant for gardening that leads her to see that a flower folded in the pages of a book is a clue, or Dr. Watson’s time in the Crimea that allows him to correctly identify the cause of death. In our mystery, each character or clue/prop asks a question, which involves the participants, this leads to discussions and further explorations of the space which turns up new clues, until the conclusion (closure) is reached, and we have the answer to the primary motivating question: “Who done it?”
It is this space that I wish to explore: That *any* work (visual, aural, danse, theatre, games, etc) should involve us in this question/answer seeking process. Bringing to bear my extensive background in computer programming and the visual arts, I wish to explore how we can create these dynamic and engaging conversations; even if the “other end” of the conversation is “merely” a query/response database. We recall how engaging the “Eliza” psychiatrist program was – and it was based on very simple logics. I don’t think that we have to design programs to pass the Turing test, but they should be engaging enough to allow the participant to suspend disbelief. During the 1970’s I wrote in Basic a game called Lingo which was Eliza-like in nature, and led the player through a SciFi mystery. This was a purely text-based system and written before any sort of database systems existed, and as such all of the paths through the “mystery maze” had to be hard coded. And yet, the system was viable, playable, and enjoyable – I was often asked to create new adventures for it. Needless to say, game technology and gaming-engines have progressed some since then. 
That’s pretty much it. I will use both film and game, as well as traditional visual and sound media to explore these ideas.

