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Ep 002: Transcript of Evan Jones Interview

Hello All! More stuff coming to this site soon. © In the meantime, here is the transcript for the podcast interview with Evan
Jones, which was uploaded on 23rd October 2007:

[Intro]

Christy: This podcast today is going to be about poetics, about design techniques involved in creating cross media trends,
media 360 experiences, whatever you want to call. In exploring these techniques, 1’1l be speaking with creators from all sorts
of independent and commercial sectors. What is interesting is that I find that the best creators or producers are usually
people that are thinking across media or multi art way before realizing it’s actually an industry trend or there’s actually an
economic imperative involved in it. One such creator is my first special guest on this podcast. His name is Evan Jones of
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Stitch Media.

You may know Evan from his work on the ReGenesis Extended Reality Game that he worked on whilst at the innovative
Canadian company called Xenophile Media. I’1l hopefully have the folks from Xenophile Media in this podcast sometime in
the future, but for now we’re concentrating on Evan Jones and his many talents. So, without any further delay, welcome
Evan.

Evan Jones: Thanks.

Christy: So, let’s start with Stitch Media. I love that on your site, you”ve got this very simple, yet effective little mantra
there basically saying: “We make interactive stuff and we make stuff interactive.”

Evan Jones: Yeah. I really love some of the new sites that are coming out and the way that they’re branded with a much
more conversational tone and so I wanted to be really personal in the way of describing what Stitch Media was up to. Really,
it’s the reversal of those subjects and objects and flipping the language around to say that really what my strategy is, is to
take traditional media sources, books, television, music, and film and to help them become interactive in different ways.
Some of those ways involve websites and mobile applications and games, things like that, but really it’s about integrating the
two and that’s where the stitching together comes into the business model.

Christy: We’ll get back to actually what you’re doing in Stitch Media, but I’d like to sort of go back in time, a bit way back.
Now, you did an honours in arts and science specializing in computer science...

Evan Jones: Yes.
Christy:...a post graduate in interactive media and 13 years in a band and doing performance work.

Evan Jones: Yeah. It’s quite a ragtag list of work that I’ve done. I mean I’ve been in theater and radio and worked in
computers for years. I also went over to the Canadian Film Center to do work in their new media lab. It’s been an eclectic
level of experience and education, but I think it informs a lot of what I’ve done because I really try not to think in any one
medium when it comes to projects that I’'m doing.

Christy: Was there a certain point though...I mean in the beginning was it cumulative or concurrent and then was there a
certain point where the sort of light went on about: “Oh, hang on. I can use all of this together.”? Or was it always a sort of
slow?

Evan Jones: [ wish I could say that there was a light switch that came on. At some point, what I think always happens to me
is that I look back on things and think that they made a lot of sense, but at the time seemed more like a sort of random way
of dealing with things, so just going through life and thinking, “Oh, this would be neat to try out. Let’s see what this has to
do.” Each of those then allowed me to be better informed as I went into the next medium and try my hand in something else.
I would say there was a real sort of crisis point that I hit in my education where I was going down a certain path in computer
science and getting quite involved in programming operating systems and things like that and realized I was sort of
bifurcating my lifestyle. I was going to work on computers and doing software programming and then I was going as a hobby
and doing radio shows and theater and music and all these different things. That was a real issue for me: that [ was going to
have this sort of split personality, a classic Gemini I suppose. It was I guess a bit of an epiphany to be able to work on my
thesis that brought those together in my undergraduate where I used neural networks and some of the skills in my artificial
intelligence education to work out predictive jazz solos and things. That was really the first time that [ saw that I would be
able to meld the two together and to make projects that would look at things from an artistic angle and a science of
technique.

Christy: That’s interesting. How I got into cross media was when I was writing a print story that involved artificial
intelligence. This is why I find it interesting that that was an element of your past as well. Then I went to the web and started

studying chatbots — okay, it’s not serious Al or whatever — and I started programming the chatbot as one of the characters
in the novel.

Evan Jones: Great.

Christy: Yeah, and then I thought, “Well, why don’t I just make it part of the story?” So, I started rewriting the novel, so the
reader goes to the web and interacts with the characters.

Evan Jones: Well, that’s really where I started to hit that point as well. When you listen to a song on the radio, it’s very hard
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for you to be in touch with the musician themselves. It’s classic mediation and what I started to deal with was if you’re not
sitting there live in the music hall and a computer was actually spitting out things like this music, how would that make you
feel if you found out afterwards, after enjoying something thinking that there was a real human touch to it? That’s what then
translated into my work in writing and I started to think about, “Well, if something were being written in an almost
automated way, would it still have the same sense of authorship?” In the ways that some of the work that I’ve done creates
characters that pretend to be real or believe that they’re real, the ways that they’re communicating is no different from a
communication that I have with an actual person because it’s mediated through a technology.

Christy: Yeah, but now of course what we’re seeing with alternate reality games, etc., is that rather than...just short
circuiting the whole idea of using artificial intelligence, instead we’re going back and using humans behind email programs,
blogs and actors.

Evan Jones: Exactly. [ mean part of that sense is sort of steering that ship, but through a story line that you’ve already
pre-scripted and being able to admit when things change because of the unpredictable nature of your audience and being
able to adjust on the fly. It’s almost like improv theater in many ways of being able to just accept. In improv, you never get
to say no to a concept. You just roll with whatever is given to you.

Christy: Yeah.

Evan Jones: That’s really the way that you have to interact with your audience is that if they decide to latch on to a
character and ideal, it’s much easier to embrace it than to steer them away from it. That involves sometimes amending the
creative to work in that new context. It’s also interesting though to mention that I think part of the thing that I’ve learned and
been surprised by is how much if you give people the right sort of framing that you can automate some of that behavior. You
can make things auto responsive because you do eventually get a sense of what the audience is going to be expecting from
that character and it almost becomes algorithmic in a way.

Christy: Yeah. I mean we look at chatbots over at Writer Response Theory and it’s something that Brenda Laurel has talked
about as well is the context in shaping the experience with the chatbot. For instance, salesperson chatbots are quite effective
because there’s a very limited set of expectations of discourse that the person will expect from the actual bot.

Evan Jones: Definitely. There’s another good example of a chatbot that it will talk to you about anything that you want as
long as long as it’s about cars.

Christy: Yes.

Evan Jones: And despite defining the sort of framework of the conversation, you can become much more manageable and
much more real. This is just an aside, but the thing that I love to do, a disturbing hobby, is I always find that it’s fun to break
chatbots in the way that you always break a chatbot is you ask it to come up with a topic of conversation. Any chatbot that
I’ve ever dealt with, they try to find out what you want to speak about and by just being passive and letting the chatbot
define the conversation, you’ll find that they spin out of control almost immediately.

Christy: Yep.

Evan Jones: It’s just because they’ve been given no context at all.

Christy: Okay. We could talk about chatbots forever, but, yes, we should get back to different things.
Evan Jones: Sure.

Christy: When you”re thinking of a project or a storyworld or something that you’re creating, how do you conceive of it?
Do you think of a world and you think of, “Okay, this would be appropriate for this media,” or do you think of the media
first and then the characters? How does it come about?

Evan Jones: I think you”ve really got to start with the story and define the characters. The sort of classic story, I mean
people who write books, they don’t often feel that they’re limited by the size of the page or the shape of the words, the type
of font used and all of those technical limitations of the written word, but I think what’s interesting is I guess I try to think of
the storyline without any context as if I’'m almost — it could be an oral history, it could be a written document, it could be a
television show. It can come out in all those different forms and then once you’ve done that to try and look at the way that
that story wants to be told. When I was at ARGFest, one of the ways that I described it was each character almost has his or
her own way of communicating. If each of those is different, then perhaps you’re in a place where you”re looking at a
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cross-media project because perhaps this one central story is more suited to a one-hour television drama because it’s
self-contained in that way and is a very visual story, but perhaps another character who, to quote the old cliche, is on the run
from some conspiracy or something, they’re not going to be wanting to be tracked down by cameras and things. They’re
going to be speaking in a much more covert manner. They’re going to be sending messages through secret websites and
things like that and trying to communicate in a way that outsmarts the people that are looking for them. That’s just a very, as
I say, stereotypical example, but it’s really about looking at each character and if they had the choice of telling their own
story, how would they do it?

Christy: Yeah...and how would they communicate with other people in their world...?
Evan Jones: Exactly.
Christy: Yeah.

Evan Jones: I mean I’ve seen some really brilliant projects that are all about cave paintings or something and that’s just
because the character themself, he or she, that’s the only method they have of communicating with the outside world. So,
stumbling upon cave paintings later on and finding them on Flickr images or something, even that’s a story. It’s about seeing
almost everything as a possible story vehicle.

Christy: Yes, every application, every technology, even in the organic space if you like, the natural world, anything is a
potential stage.

Evan Jones: Oh, yeah. Growing up, we used to have these elaborate treasure hunts that my aunt used to put on and it would
be you’d go and find pieces of paper and open them up and they would tell you where to go next. It was the classic A to B
sort of treasure hunt, but even things like that was an early way of shaping the type of gameplay that I really enjoy, which is
the searching and unlocking of things.

Christy: So, what is it? [ speak to people about cross-media and that and sometimes they cite innovative ”Happenings” and
sort of hybrid art and sort of multimedia theater and things like that. I say one of the pivotal differences that we’re seeing
now is that: sure, it’s multi art form, but it’s not pre-synthesized and they’re in one tiny space that people have to get up just
like your story with the treasure hunt. You actually have to get up and go somewhere else. It can be another location or it
can be going to another media form.

Evan Jones: Yeah. When I was last in Australia, I was talking quite a bit about how difficult it is to make that leap. To ask
someone to switch media is a very, very big hurdle to get over. I mean you just think of it as a consumer, you”re sitting on
your couch watching television and it’s 10 o”clock at time and you may have a snack in front of you, youre tired after a
long day and then someone at the end of the show says, “Go to our website.” There’s a growing percentage of the population
that may have a computer right in front of them at that time and the onus is very low, but I mean just in my mind, it takes an
incredible amount of motivation to get there. I think some of your research that talked about the way that you get people
from one media to another is really interesting. I guess what I would say is that you have to build up to that moment. To
require someone to make so much effort to consume your story or a product, you have to get them to a place where they
want to and you have to motivate them up to that point so that they know that — I mean they are invested in that point and
they want to make that jump over to a new media. Once they’ve made that first jump, it’’s very easy for them to make the
second and the third and the fourth jump because they start to understand that this is a story told in many parts, but that first
jump is the hardest by far.

Christy: Of course, youve got to reward them once they’re there.

Evan Jones: Oh yeah.

Christy: It keeps the process going.

Evan Jones: Exactly.

Christy: What are some good examples then? You are on the spot!

Evan Jones: Okay. What are some good examples? I will refer back to a project that I love while I was working with
Xenophile and it’s ReGenesis, just the way that we’re able to integrate some of the story elements, interactive story, into the

television show. The one I would quote was in the drama itself in one episode, there were many cues that something was
going on, on mind and at some point, one of the characters looks to the other and says, “What’s the password for the

50f14 7/23/2008 1:36 PM



Universe Creation 101 » Ep 002: Transcript of Evan Jones Interview http://www .universecreation101.com/2008/01/ep-002-transcript-of-evan-...

Intranet, again?” Casually, they mentioned it because they”re in a locked office room and they don’t realize that these
extradiegetic cameras are capturing this password and releasing it to the world. So, they give the password as ”carbon” and
then 20 minutes later in the television show, one of the characters desperately needs information and is calling and calling all
these different characters and then says, “Please send it to my email address,” and she gives her full email address. Later on,
there’s a third cue that says, “Send this information out to the field agents. See what they can do about it.” All of those are
in-story references to the fact that there’s a world outside of the show and then once you’ve built to that point, at the very
end of the show, that same character who’s been featured all the way through the show looks directly out at the user, the
audience and says, “I’ve sent all the files that you need. We need your help. Go online,” and they give the URL. When you
get online, that same character is waiting there for you in video that gives you your mission of the week and asks you to
accomplish what has been a hanging plot point through the show. In that way, you’re rewarded because you”ve become
involved in the central team of the show.

Christy: Yep. That’s a great example. You mentioned of the password and emails and URLs, it seems it’s the quickest and
easiest, but also the most effective — as soon as a phone number is seen on screen, people will ring it.

Evan Jones: Yeah. I mean it’s been a long time habit; 555 numbers, at least in North America, were designed for that
reason. It’s because people for years have been calling those numbers and they created a 555 system so that it would show
people that there was no where to call. What blows my mind are a couple of things. First of all, in the online world, there is
no 555 number. Everything that you give as a URL or a website or an email address has a potential to exist. It’s fascinating
when you find examples of places that haven’t quite figured that out and they give out throw-away email addresses. I have
many apocryphal stories of that, productions that have mentioned websites and then find that those websites are not
registered and that they actually get scooped up and in time turned into websites that you may not want to associate with
your show. I won’t go into naming names there, but I’m sure they all know that that’s happened. The other thing that sort of
blows my mind in a different way is that the 555 phenomenon really happened at all. Cross-media didn’t happen much
earlier than this. Even in the earliest films, they were using these 555 numbers. The fact that people made the decision to
keep people in that medium and they give away numbers that didn’t go anywhere as opposed to saying, “This is a really
interesting opportunity.” What if the next time this phone rings we have a recording of Humphrey Bogart answering the
phone? We could have been 50 years ago at a really interesting cross-media intersection, but I think we chose one path and
now the Internet is choosing another path for us.

Christy: Yeah, the Internet is very much part of it, but I don’t think even if the creators put a real phone number up there, I
don’t think there would have been as many people who actually called it. I mean one of the differences now is that
audiences have changed.

Evan Jones: Oh, exactly. [ mean the word would spread, but it would spread in a much slower format now. The times when
you think that you’ve done something very clever and hidden something very deeply, the time it takes for that to become
widespread knowledge is just staggering. It’s almost instant to the point where your reflexes have to be very good when
things like that go live just because if they go live and it turns out to be an unexpected sort of synergy then you’ve got to be
there and ready to deal with that.

Christy: And of course, one of the things that alternate reality game creators have to deal with is not having content online,
not having lots of your deep webpages online until it’s meant to be seen.

Evan Jones: It’s the simplest way to deal with it in the world. When I’m working on these projects, I am absolutely
paranoid. Everything is locked down except for the collaborators who are working on their private pieces and it’s just
unbelievable how people can track down and assemble this information. I have a hundred stories that have surprised me and
the way that I finally deal with it is that to my collaborators, I say, “We’re not dealing with a hundred thousand people out
there. We’re dealing with one person that is a hundred thousand times smarter.”

Christy: Yeah. Henry Jenkins and Jane McGongal have spoken about the idea of this "collective intelligence” and how
these groups of these people show one person who is really clever, but also the scary part — well, it’s not really scary, but
basically these groups actually getting together and having these amazing new media literacy and this amazing capacity to
team up and to solve all these problems, etc.

Evan Jones: Yeah. That’s pretty intimidating and that’s why what I’ve tried to do with my work has been to set up different
tiers of experience so that although it can be engaging at that level and have that almost super-human sort of engagement, it
still allows for the people who are busy with other things and need a 15-minute experience. If you can’t allow people a safe
entry point, that can be very frightening to know that people are moving at the speed of light and youre just stepping onto
that train.
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Christy: Yep, exactly. Speak more about the tiering. As you know I’m very interested in it.

Evan Jones: | know! I think what’s happened is that in the work that I’ve done, it’s become very apparent that there are
different methods of interaction that go on and levels of engagement and they almost, if you were to plot them on a map,
they almost cluster into different areas and you can probably imagine what they are. There are some people who they’ve
heard of something, they thought it might be interesting, they drop in and they have 30 seconds that they’re interested. Those
are the very earliest people that come to a project are the ones that just sort of flip between websites and if something
doesn’t capture them in the first minute, then they’re gone. There are other people who are browsing around and want to try
something for a little while and then you start to go all the way up in the different stages of interaction and all the way up to
that top tier that we were discussing earlier where people, they are insatiable at the top. There really isn’t a single piece of
the storyworld that they haven’t been exposed to and want more of. What we found is that it’s really interesting to build
your project to cater to those tastes and to almost look at it as a series of graduations that we’re going to give you an
experience that we’ll be engaging at this level, the level that you expect, but we’ll also use it to build you into the next level.
Once you graduated to that next level, the entire story world will sort of blossom for you and open up and allow you to see
that there’s more under the surface. Once you feel like you’ve understood that section, you have an opportunity to scratch
the surface again and go down deeper and deeper and deeper until you’re at a level where people are really so immersed in
the story that they know as much as you do in many ways. You can think of a couple of massive storyworlds that have
achieved that. The easy ones are the big ticket items like Tolkien’s world and things like the Star Wars universe. Star Wars
has a great example of it, which is each film is a standalone story, then you have trilogies that are units that can be
considered whole units and then you have the entire library of films and then you branch out into the video games and into
the extended universe. Even their website alone has such a huge depth of planets and races of aliens and things like that that
never really gets used in the films, but is always something that interests the next level of fan.

Christy: At the same time, all of these different artforms provide a point of entry according to someone’s media preferences
at the time or according to the artform that they prefer to participate in that world with.

Evan Jones: Yep. That’’s been a really interesting desire with a lot of upcoming productions: has been the way that they
don’t just have a single point of entry, they have multiple points of entry and all of them are meant to engage the certain type
of user that comes through that medium. So, what I’ve been working on just a little bit is a way that people can interact with
the characters of a television show to the point where they become interested in the show and that point of entry is actually
through the website to the series. Yeah, I mean there are many ways. It’s sort of a new method of looking at finding an
audience and engaging them.

Christy: When you spoke before about that huge amount of content for instance on the Star Wars site, there is also the
problem of it obviously being too much and obviously in those huge properties, no one can actually get on top of it all and
with the idea of the self-containment of basically each element sort of being self-contained and that for people who don’t
want to traverse over lots of different mediums, that’s okay. They feel as if they’ve got some coherence, some ending, but
for when you’re actually extending it further across a whole lot of mediums, it seems to be its two extremes of like you have
to spend two years with this project or just two hours.

Evan Jones: Right, yeah. Well, I guess everyone who does a project like this and creates a universe, the creator invests so
much time in it to make it as well rounded as it becomes. Their ultimate dream is to have everybody love it as much as they
do, but that’s just not realistic and people may find it interesting, but they’re certainly not going to devote their lives to it. If
you have people who are willing to devote their lives to it and become that devoted fans, then you’re in a very, very small
community that you should probably embrace and allow people to go that distance, but you always have to understand that
what you’re doing is entertaining. Having a story that’s able to be consumed in a reasonable way for them is important. It’s
almost like you take a small bite and then you take a bigger bite and then you eat the whole thing. It’s these stages of
interests that youre hoping to encourage people to move up the ladder, but the way you do that is by giving them a
satisfying experience every step.

Christy: So, what are your thoughts then on length of time and I guess pacing in terms of releasing content or moving
through the levels of interactivity?

Evan Jones: I don’t think there’s a formula for that, but I think you do need to show and almost teach your audience what
they should expect from you. I’ve done projects that have daily updates and I’ve done projects that don’t update except for
once a month. All of those have worked in their own ways, but all of them have very, very particularly told the audience that
this is how it’s going to work. Don”t come back every single day expecting new content if we”ve already told the audience
that it’s going to be on a monthly basis. You don’t necessarily have to make that an explicit statement. You can set it up in
the context of your storyline. For instance, if you have a story that involves a dimensional gateway and the gateway only
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opens up every 30 days and so every 30 days there’s a fresh piece of information because it comes through this magical
gateway. It’s a way of teaching your audience that they should run on an expectation that every 30 days there’s going to be
something new and that the rest of the other 29 days are days where they are discussing and analyzing and staying interested
in the content they’ve already received, but it’’s a serious issue if you do something where if a character says, “This is
exactly what I need. 1”1l go and crunch some numbers and I”’1l give you a call tomorrow,” and then there’s no call tomorrow,
instead the call is next week and the call pretends like that gap in time never happened. They don’t apologize for waiting
seven extra days. They just start as if the call did happen tomorrow. That’s the sort of experience that users really pick up on
immediately. I mean it’s so easy for you to think of it as common courtesy in your own life, but in a storyworld those are the
expectations that people base their viewership on.

Christy: Yeah. You mentioned that gap between that people are coming up with theories and things like that, but they will
also be creating content. How do you get people to create content obviously that’s within the storyworld?

Evan Jones: There are really two kinds of user-generated content I suppose is the buzz word. I just led a panel on that and
found it to be really interesting to speak with some of the folks at lonelygirll5 who are doing things like that. The two types
are stuff that surprises you, stuff that you really didn”t know fans were going to do, you know, if they shock you by creating
a still-life collage of in-game objects or something and you just never saw it coming. You have to decide what your policy is
on that. Is it something where you want people to remix your own project even if it sort of changes the context of some
things? How are you going to share that with the rest of the audience because they may be interested in it too? The other
type is user-generated content that you commission and you set up a reason for it and you would be specific in what you’’re
asking for. You can do that in all sorts of ways. You can have characters who need a specific item or something. There is one
great example of one where they needed to write an entire book.

Christy: Perplex.

Evan Jones: [ mean it was unbelievable. They divided the entire book into short chapters and everyone wrote a couple of
pages and bingo, you got a book. It’s startling. That was a specific example where they said, “This is what we need and
you’re going to get rewarded for doing it.” There are contests that do this.

Christy: What I love with the storyworld reward, the in-game reward of the book being published in real life and being able
to buy it, it being reviewed within the storyworld newspaper, and launched within the storyworld as well.

Evan Jones: Oh, exactly. I mean that’s perfect example of how it was not only commissioned, but it was already lined up on
how they would embrace it because they knew it was going to happen. That’s another thing is that you can have a lot of
happy accidents where people will do things that you think are wonderful. With one project, someone remixed all the love
scenes of one character throughout the entire series and edited it together in this montage that made it look like he was a real
playboy. Stuff like that is just interesting and unexpected and wonderful and you have different ways of sharing that, but
there is a way for you to actually have a lot more authorship about what you’re looking for and then they’ll surprise you and
they’ll give it to you. I think you should never underestimate your user base because they’re capable of so much and
everyday they’re capable of more. I would say go out there and ask for it if it’s something that you want to see and don’t be
afraid of asking for things that are beyond what you might even expect because someone out there will pull it off and when
they do pull it off, you have to be ready to congratulate them and show it to the world.

Christy: How about managing communities?

Evan Jones: That’s a tricky one. A community is a hard thing to manage. I think in many ways they sort of manage
themselves. I think the only advice that I have is that you have to, like I said earlier, set up a sort of system of expectations
and sometimes you can do that by bringing in moderators that set the tone for the discussions or you can have even
characters that help to define the way that this community is going to work by posting some messages that sort of establish
the etiquette and those sorts of things. A lot of communities once the ball is rolling become almost self-maintaining and you
have people who really go to that elite level where they start to control or help define what the other expectations are. |
guess the one thing I would add to that is that a lot of people and a lot of projects sometimes say “we want community! We
want community!” because they know that it’s a valuable thing on the Internet, but I’ve really found that if you’re going to
begin a community, you have to help it flourish by giving it something to do. A community doesn’t sit there and twiddle its
thumbs. It needs to feel like it’s making itself useful. When people join something, they don’t join because of the way that
the forum looks or even sometimes who else is on it. They often join because they understand why they’re joining.

Christy: And of course, you don”t have to have a forum or whatever on your website for people to have communities
around your property obviously.
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Evan Jones: Oh, yeah. I mean my very first exposure to all of that realm of alternate reality gaming was the wonderful
unfiction forums and the spontaneous community that’s emerged there and maintained for years a really strong sense of
community. | have met many people through that forum and it’s divorced from any production at all.

Christy: Yeah, yeah. It’s independent. I mean they’re all there sharing the same excitement for multi-platform projects all
over the place, yeah. How did you find that about alternate reality games?

Evan Jones: Whoa. [ wish I knew. This is going back years now. I don’t know if I remember.
Christy: Because you were thinking that way even before you found out what the term was.

Evan Jones: | had always enjoyed projects like that and a lot of people quote all of the seminal sort of concepts for it. I think
the very first thing that I had played, I found this project that was about a guy who was using the language of hobos from the
Depression Era to communicate with an online audience. He was scratching these symbols sort of virtually into the web and
talking about his adventures as he traveled around. I can’t even remember the name of the project, but it was a project that
ended up sort of ending early and not reaching a conclusion and a lot of people were disappointed, but I saw it and I just
thought, “Oh, this is it. This is exactly where I want to be.” It was the first time that [ had ever seen a story that I felt
couldn”t have been told in any other way. It was as if the story itself had demanded the Internet to tell it. That was a real
epiphany for me and I started just reading everything I could about the genre. I printed out articles and articles because I was
afraid that the websites were going to get taken down and I have this book in my office of 500 pages of web articles and
things that all were early inspiration. Once that research was underway, I started talking to other creators who had worked
on projects and asking them some really pointed questions after I had played a couple of games. Then it was just time to start
making the pitch and that’s when I met up with my great collaborators.

Christy: I have to mention your site, mysteryjones.com.

Evan Jones: Yeah! As long as you put this caveat on it, that site has not been updated for at least four years.
Christy: Four years, yes.
Evan Jones: So, anyone who’s visiting it right now has to forgive me for not touching it in the last four years.

Christy: Yeah, but it was great. Basically, you put this portfolio online and the way you described your talents, I guess in a
way, was creating this wonderful character. I have to read this out: “Mysteryjones resides in Cybercity, a place not found on
maps but available to visit with any Internet connection. He continues his struggle against confused and complex ideas,
helping citizens navigate and create new concepts of online space.”

Evan Jones: Yeah. I had an assignment. I was at Sheridan College and the assignment was to create your own portfolio and
to introduce a guide who is going to guide you through that website. I started to really get obsessed about these story paths
and things and decided to not create a portfolio necessarily but a universe that I could stick my projects into. I had done a lot
of work in film noir and really wanted to capture that sense online. I guess I created a metaphor for what I was trying to do. I
was very keen at that time on the information architecture side of things and so I created this Cybercity, and Cybercity for
me was a completely corrupt urban environment and it was corrupted by this fictional character called the Governor. The
Governor was trying to trap people inside Cybercity. He was trying to do it so that no one would leave and he would have
the biggest and best city in the world. He did it by making all the roads dead end and mixed into each other and the thing was
all twisted around.

Christy: And no maps.

Evan Jones: Exactly, and he banned maps from the whole city. All of that was meant to be a metaphor for the early web
and the way that people were doing things like popup windows. Gosh, they wouldn”t put their own site maps up so that you
would be lost in the different links and there weren”t things like that are just standardized now, things like breadcrumb trails
and all of those. I mean navigation has come so far since when that was created and that was really the difference was that
instead of me becoming Evan Jones, Freelance Web Designer, | wanted to become Mysteryjones, Vigilante/Private
Detective, who was exposing the truth behind the sinister ways of the Governor in Cybercity’s plans. That’s the concept in a
nutshell and so I got to be very, very earnest in all of my voiceovers. If you turn your speakers up, you”ll hear me in my best
impression of Private Dick and really tried to make it in a way I guess tangentially about web design and construction, but
ended up with a project that was really a lot of fun and it sort of set the mood and hit a chord with a lot of people who were
fans of that genre and Flash I suppose. There are even some hidden puzzles in it if you seek around. People have emailed me
many times trying to figure out the combination to the safe in the office.
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Christy: Yeah.

Evan Jones: Which is embedded as a clue in one of the scenes and there are phone numbers that are scattered around the
experience as well. So, when you get to the office and can look in the filing cabinets and look at all the projects from four
years ago, the one thing you can do is call people on the phone and when you call people through that Flash phone, you get a
little bit of dialogue that goes on there, sort of the conclusion of the story. I guess it was just one of my early projects and it
really showed me that instead of just saying something outright, I was going to be using storytelling to get across my point.

Christy: Which is what you do now and rather than a Flash phone, you use real phones.
Evan Jones: Yeah.

Christy: And real streets.

Evan Jones: It’s true. Yeah.

Christy: Where do you think things will go?

Evan Jones: Well, I think as cross-media starts to become more and more...I think it’s going to grow in its scope. There are
going to be more projects and it’s going to be more accepted by mainstream, but I also think on the other side you’re going to
see cross-media becoming less because the devices themselves are going to be consolidating in a lot of ways. So, people may
not literally get up from their television and move to their computer. They may find that they’re actually on the same screen
and that even though you’re getting in one format linear content in another interactive content, you may not have that
physical barrier of different devices and have to buy the iPod and the cell phone and all the different pieces. They may start
to come together into single devices that allow for different experiences.

Christy: The convergence thing. The thing is obviously with that, at present, there is no substance...there’s no structure
where you can basically change quite well a screen size, for instance. You can’t sit there and — sometimes you do want just
a small object and sometimes you want a really large object, a really large screen to be able to share the experience with
friends, and sometimes you want a small screen just to put in your back pocket.

Evan Jones: Right. Definitely. I mean there are affordances that are going to remain no matter what. Video didn’t kill the
radio star in my mind. I think you”l1l still find a niche for everything, but those niches will be tested in the near future because
I think people will start to realize that some screens are more similar than they really realize. As people start to find that they
do like things that are portable, but they also like things that are theatrical, we”re already seeing an interesting trend of the
shared experience of the cinema being somewhat replaced by people with just unbelievable home theater systems. It’s
pushing at that notion of is it the shared experience or is it the vast experience that is the affordance of that technology?

Christy: It’s an interesting world that’s ahead of us.
Evan Jones: Yeah. I wish I could predict the future better, but I would be much better off.

Christy: Oh, no. Yeah. I mean basically the area that you’re working in is the future for many people. There are more and
more people that are moving into this area and it’s becoming widely popular with broadcasters and filmmakers, etc., but
there aren”’t many people that are skilled in this area or are native to it. I consider you one of those people who are native to
the area. You just think that way naturally and it would be interesting to see where people like you go. You’’re not new to the
area. You’ve been working with it for a while. It would be interesting too for everyone to keep their eye on people like Evan
Jones.

Evan Jones: Well, I wish I could say it was all deliberate, but it’s a wonderful experience to do this and the work that I’ve
done and I really appreciate being able to have conversations with people who are looking at this so closely. I think some of
the research that youre doing, Christy, is really unbelievable in this area and definitely informs some of my work.

Christy: Oh, you’re lovely. Thank you.
Evan Jones: Well, it’s great to talk with you.

Christy: Yeah, pleasure talking with you. So, stitchmedia.ca. I”’ll have all the links to all the things we”ve been talking about
in the show notes as well on the website, universecreation101.com, but for now thank you very much, Evan, and all the best.
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Evan Jones: Thank you.

[Outro]

http://www .universecreation101.com/2008/01/ep-002-transcript-of-evan-...

Share and Enjoy: These icons link to social bookmarking sites where readers can share and discover new web pages.

. [

OEOoEMS

Evan Jones

No Comments »

No comments yet.

RSS feed for comments on this post. TrackBack URI

Leave a comment

I Name (required)

| Mail (will not be published) (required)

I Website

XHTML: You can use these tags: <a href="" title=""> <abbr title=""> <acronym title=""> <b> <blockquote cite=""> <cite> <code> <del datetime="">

<em> <i> <q cite=""> <strike> <strong>

Submit Comment |

Or add a Video Comment with @m = Tﬁ@ 2

« Recent Comments

Christy on Anti-Hoaxing Strategies and the TINAG Fallacy
Christy on Ep 003: Lance Weiler Interview

Matt on Ep 003: Lance Weiler Interview

Addlepated on Anti-Hoaxing Strategies and the TINAG Fallacy
Christy on Ep 003: Lance Weiler Interview

O O O O O

7/23/2008 1:36 PM



Universe Creation 101 » Ep 002: Transcript of Evan Jones Interview

12 of 14

o Springall a.k.a Cybster DJ on Ep 003: Lance Weiler Interview
o Brian Clark on Anti-Hoaxing Strategies and the TINAG Fallacy

» Blogs

O 0 0O 0 0O oo oo 0o O o o o o o o o

Brand Experience Lab

Clickable Culture

Club of Amsterdam

Convergence Culture Consortium Blog
Convergence Newsletter Blog
Cross-Media Entertainment

Film Panel Notetaker

Future Lab

Future of the Book

Henry Jenkins

iMedia’s Integrated Marketing

Logic + Emotion

Networked Performance

Producer’s Guild of America New Media Council blog
The Multiplatform Game

Total Experience

We Make Money Not Art

Workbook Project

itvt]

« Labs

0O O 0O O 0O o0 O o o o

AFI Digital Content Lab (USA)
Crossover (USA)

Crossover Australia

DocAgora Ontario Convergence Lab
Interactive Project Lab (Canada)
LAMP (Australia)

Mediamatic (Netherlands)

Sagasnet (Germany)

Story of the Future (Australia)

X Media Lab (international)

« Podcasts

o O 0 O 0O oo 0o o o o o o o o

ARGNetcasts

BRC Imagination Arts

CIID videos

Core 77 podcasts

Creative Screenwriting

First Wall Rebate

Game Theory Show

Howard Rheingold’s vlog

iMedia Connection Podcast

MIT Comparative Media Studies podcast
Philosophers Zone

Research Talk podcasts

Ries Report

Stanford Design Thinkers

Stanford Entrepreneurial Thought Leaders
SXSW Podcasts

http://www .universecreation101.com/2008/01/ep-002-transcript-of-evan-...

7/23/2008 1:36 PM



Universe Creation 101 » Ep 002: Transcript of Evan Jones Interview

13 of 14

O O O O O

TED Talks

The Charlie Rose Show

The TV of Tomorrow Show
USC Cinematic Arts Podcasts
Workbook Project

« Research Groups

o O O O O

Convergence Culture Consortium

Cross Media Experience Learning Laboratory
Cross-Media Italy

iPerG

Media Measurement Integration Task Force

« Universe Creators

o 0O 0 o oo oo Oo o0 o o o o o0 o o o o o o o o o o o o o o o o o o o o o o o o o

42 Entertainment

4xM

Addlepated

Aporia Cross-Media Entertainment
Area Code

Bad Robot

BeActive

Big Fat Institute
Big Red Button Entertainment

Big Spaceship
Black Swan Media

Blast Theory

BOOM! Studios

Budget Monks Productions
Bureau of Film & Games (BFG)
Campfire

Chair Entertainment

Circle of Confusion
Congin

Cultural Oil

Darklight Interactive
Darren Aronofsky

DC comics

Deep Focus

Def3 Crossmedia Creators
Dondersteen Media

Elastic Collision

Electronic Arts

Existenz

FOam

Factory Girl Games

Fourth Wall Studios

Giant Mice

GMD Studios

Haxan Films

Hi-ReS

Hoodlum Digital Entertainment
Ish Media

Jessie Alexander

Kevin Smith

Lucas Film Ltd

http://www .universecreation101.com/2008/01/ep-002-transcript-of-evan-...

7/23/2008 1:36 PM



Universe Creation 101 » Ep 002: Transcript of Evan Jones Interview

14 of 14

0O 0 0O 0o 0O o oo 0o o o o o o o o o o o

Luit Consultancy

Marvel

Matt Costello

Mind Candy Design
Miramontes

Near Future Laboratory
Opportunity Management Company
Orson Scott Card

Ostrick Productions
Phantom Compass
Richard Kelly

Six to Start

Starlight Runner

Stitch Media

Studio Cypher

Tej Media Networks

The Nightingale Company
Totally Fun Company

VirtuQuest
Xenophile Media

Design by SnowyDay | Log in

http://www .universecreation101.com/2008/01/ep-002-transcript-of-evan-...

Podcast Powered by podPress (v8.8)

7/23/2008 1:36 PM



