John Lallo
Final Project Review 
	For this final project my goal was to take what I’ve learned from class, in terms of storytelling, narrative, stakes, structure, interactivity, and gameplay, and try to blend the elements seamlessly in a way that spoke to the medium(s) of choice. What spoke to me was the simplicity that Muse offers in terms of logical intuitiveness for the viewer/audience. In addition, the freedom the creator has when it comes to incorporating widgets makes the process of developing something fun.
	I chose to do a relatively small, contained story that could take place anywhere and be about anyone. For the purposes of presentation, I reduced (or extended) these values to take place in Marymount. With regards to Muse, I built a twofold narrative that followed a young man and young woman who branch out and meet and fall in love. The widget that wound up making the project more interesting was Password Reveal, which allowed me to create a layer of interactivity for the viewer. Pictures on each Muse page corresponded to a landmark location outside of the classroom. With the use of HP Reveal the viewer can scavenge for these locations, find the password in the image reveal, and gain access to the next step in the story.
[bookmark: _GoBack]	I felt that doing this increased the stakes by allowing the viewer to consider where the story might go, and that it increased interactivity by virtue of how physically engaging the process of finding the passwords is. What I took away from this project was the importance of being mindful of the balance required to make a successful interaction that is as simple to use as it is simple in structure. I feel a more densely compacted project is deserving of more complexity in the way of design, control, and autonomy. I hope I struck a decent balance in mine.
