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Design Document:
The purpose of this Design Document  is to summarize and outline major concepts and ideas behind this project.  This guide is a growing and changing document, which serves to clarify our goals and thoughts behind the development of constructing such a challenging and complex task.  As new ideas and objectives arrive, they will be added accordingly.  
The Virpets Team – (project title still in consideration)

Brenda Harger: 
Project Advisor.

Cheng Chia Hao: 
Modeler, Painter, Web Designer.
Cheryl Platz: 
Technical Director, Interface Design, User Testing.
Eileen Shiue: 
Assisting 
Tom Smith: 

Interface Visual Design, Concept Artist, Painter.
Matt Udvari: 
Producer, Music and Sound Designer, Project Manager Webmaster.
Jichen Zhu: 

Modeler, Pipeline manager.
Our Client: Pittsburgh Children’s Museum
January, 2003:  The Children’s Museum has asked the Entertainment Technology Center’s “Virpets” team to build a project that allows children to play with digital models of their existing puppet collection.  This puppet collection includes marionettes, shadow, hand and rod puppets.  Of these are included rare and historical puppets, including a vast spectrum ranging from those of Jim Henson Productions to ….  

 What is a Virpet? 
It is a combination of VIRtual and puPET. A Virpet is a three dimensional, digital model that can be controlled, or puppeteered, from an input device. We most often use joysticks and midi sliders for puppeteering.
The Background of our software
The Virpets technology was first created by students Shawn Patton, Elan Ruskin, Jon Parise, and Ken Strickland, who worked with advisor Frank Garvey to create a digital performance medium. It was then adapted by Cort Stratton and Ingrid Moncada in the Spring of 2002 and used to “perform” Rift, a theatrical piece created expressly for the medium. This is a notable project line in the ETC family because it is one of the first original bodies of work to survive into a third development cycle.

The Virpets software system consists of three main components:

• The Stage: Main server and the graphics and display engine
• PuppetMaster: Character rigging and control utility
• A series of XML utilities for authoring program-specific files

With the exception of the XML utilities, the Virpets system is implemented in C/C++, utilizing the Lithtech 3.1 game engine.
GOALS of the software
This semester, we are working to further adapt the system to take up permanent residence in the Pittsburgh Children’s Museum. 

Existing Software Goals:

• Increased robustness (reduce memory leakage, etc.) 
• Two-player simultaneous performance
o Players on different stations, separate server
• Two-joystick control at each puppetry station
• Support choice from 40 puppets from the Museum collection

Interface Goals: 

• Improve usability of existing PuppetMaster interface and remove outdated functionality.
• Improve usability of XML file managers
• Create a new child-friendly interface for puppet selection, control, and tutorials.

If time allows, we would also like to make a Virpets “bible” for future system developers or content creators, since this may be a permanent exhibition.

Our Goal for This Semester:  Our team’s mission is to build upon the current Virpets technology to create an interactive activity for children to manipulate and animate digital replicas of puppets in real time.  We will use the Virpets system to create an installation in the Pittsburgh Children's Museum at which guests will puppeteer virtually. The puppets will be digital models of the museum's puppet collection. 
The collection of Puppets:  The current amount of puppets in the collection is approximately 80.  The Virpets team has currently, in hand nine puppets of which we can reference during our “creating the models” phase.  We are in the midst of creating the digital versions (after much experimentation) using the programs Maya, 3-D Studio Max, Photoshop and Deep Paint 3-D.  Once these models are complete, they are imported into our Lithtech 3.1 game engine, where the characters can be prepared for animation.   
THE Art:
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