Sleuth: An Audio Ex perience

Thomas M. Drewes, ElizabethD. Mynatt Maribeth Gandy

College of Computing Interactive Media TechnologyCenter

801 Atlantic Drive 250 14th Street NW, Suite M - 14

Georgia Institute of Technology Georgia Institute of Technology

Atlanta, GA, 30332 USA Atlanta, GA, 30332 USA

+1 404 385 1102 +1 404 894 7594

{drewes, mynatt}@cc.gatech.edu maribeth@imtc.gatech.edu

ABSTRACT

We present the prototype of an immersive audio game, Sleuth: An Audio Experience . Based on the classic boar d game Clue, the user plays the role of a detective investigating a murder. The detective must move through a series of rooms listening to room ambience and eavesdropping on conversations to unravel the mystery. Emphasis was placed on audio cue design an d identification, avoiding information overload, basic navigation design, navigation feedback, and designing the interactive narrative. The game environment was prototyped using VRML 2.0 and Java.

Keywords

Immersive audio game, virtual environment, sound design, user interface