
US 20040198158A1 

(12) Patent Application Publication (10) Pub. N0.: US 2004/0198158 A1 
(19) United States 

Driscoll et al. (43) Pub. Date: Oct. 7, 2004 

(54) INTERACTIVE CHARACTER SYSTEM 

(76) Inventors: Robert W. Driscoll, LongmeadoW, MA 
(US); Edward Wood, LongmeadoW, 
MA (US); Peter Kristo?'y, 
LongmeadoW, MA (US) 

Correspondence Address: 
GREENBERG TRAURIG LLP 
2450 COLORADO AVENUE, SUITE 400E 
SANTA MONICA, CA 90404 (US) 

(21) Appl. No.: 10/798,711 

(22) Filed: Mar. 10, 2004 

Related US. Application Data 

(63) Continuation of application No. 09/510,058, ?led on 
Feb. 22, 2000, noW Pat. No. 6,729,934. 

THEME PARK IR/ RF COMMUNICA 770/VS 

RIDE 

a 

6 
THEME PARK 

HOTEL 

OWNER - CHILD 

[I 
BADGE 

(60) Provisional application No. 60/120,912, ?led on Feb. 
22, 1999. 

Publication Classi?cation 

(51) rm.c1.7 ..................................................... ..A63H 3/00 
(52) Us. 01. ............................................................ ..446/297 

(57) ABSTRACT 

The invention teaches an interactive character system Which 
through the use of receivers and transmitters embedded in 
various locations throughout a controlled environment, 
alloWs the character to interact verbally With the environ 
ment and react With programmed responses to stimuli Within 
the environment. The toy character may be used as a tour 
guide and may create for a child anticipation of an upcoming 
trip as Well as provide intelligent recall of experiences 
following a trip. The toy character interact With other toy 
character, With its oWner and With the environment. 
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INTERACTIVE CHARACTER SYSTEM 

RELATED APPLICATIONS 

[0001] This application is a continuation of US. patent 
application Ser. No. 09/510,058, ?led on Feb. 22, 2000, the 
contents of Which are incorporated herein in their entirety. 

BACKGROUND OF THE INVENTION 

[0002] 1. Field of the Invention 

[0003] This invention is a system of communication 
betWeen characters at a theme park. The inventors have 
created a plush toy that interacts audibly and verbally in 
response to ?xed stimuli, Within a controlled and enhanced 
environment to appear intelligent. 

[0004] Currently in the ?eld of art, there are interactive 
plush toys that react to other similar plush toys. There have 
also been interactive plush toys that interact With television 
shoWs. There have been interactive plush toys that interact 
With personal computers. To date there are no interactive 
plush toys that interact With human beings Within a con 
trolled environment and respond or react to pre-programmed 
stimuli Within a controlled environment. There are no inter 
active plush toys that have the combined features of inter 
action, memory, personaliZed speech and intelligence Within 
an environment as Well as the ability to perform functions 
such as play games interactively With a human being. 

[0005] The interactive toys have not interacted Within an 
environment that can be traveled through. No other inter 
active toy has performed intelligently Within its surround 
ings and in response to those surroundings. No other inter 
active toy has committed experiences of an environment to 
memory for recall at a later date. No other interactive toy has 
combined the expanse of features of this invention. 

[0006] 2. Description of the Background Art 

[0007] A visit to a theme park can be a very important 
vacation for a child, Which Will include preparation for the 
visit to heighten expectations and improve the quality of the 
visit. This invention responds to a need to enhance to a 
greater degree the interaction that a child has With a theme 
park to improve the child’s experience at the theme park and 
to increase the desire to return to the theme park. Depending 
upon the age of the child, the degree of involvement that the 
child feels With the characters at the theme park as Well as 
the ?xed features Within the theme park environment, Will 
improve the experience for the child. The purpose of this 
invention is to increase the enjoyment and excitement expe 
rienced by a child upon visit to a theme park. 

[0008] There are various features of the theme park envi 
ronment Which are ?xed, Which do not move and With Which 
there can be some pre-arranged electronic device embedded 
Within the feature Which Will react With a mobile device With 
Which it comes in contact. This reaction Will be in the form 
of a verbal communication betWeen the ?xed feature of the 
environment and a mobile device such as a plush toy held by 
a child visiting the park. The content of the interaction can 
be in the form of information to assist a visitor in ?nding 
another location or to assist a visitor in experiencing to a 
greater degree the attraction relative to the feature With 
Which the plush toy is interacting. 
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[0009] Personal electronic devices have been designed 
and an example is such is as set forth in the Albukerk patent 
(US. Pat. No. 5,929,848) Which receive IR (infrared) signals 
from objects or exhibits in a facility. In the case of Albukerk, 
the facility is most likely a museum. These signals identify 
Which object is closest to the device. The device then pulls 
information about that object from its internal memory and 
provides audio feedback to the user about the object. The 
Albukerk device is designed to enhance the experience of 
museum vieWer to the museum display. Albukerk also 
teaches personal devices that can be linked via infrared so 
that one device can operate as the master device. This master 
device can receive object identi?cation information and pas 
that information on to other personal devices. 

[0010] Similarly, prior art, speci?cally Rose (US. Pat. No. 
4,857,030) teaches devices (dolls) Which communicate With 
similar devices via RF (radio frequency) in order to stimu 
late an intelligent conversation betWeen tWo or more dolls. 
The Interactive Character System interacts Within a theme 
park environment, an exterior environment, not Within one 
particular building. The plush toy character in the interactive 
plush concept Will receive identi?cation information about a 
speci?c location Within a theme park. The location could be 
the park’s main entrance, a particular ride or attraction’s 
main entrance, or a section or part of a ride. Some of these 
places Within the theme park Will be Within facilities and 
some Will be outdoors Within the theme park grounds. The 
Interactive Character System can also receive information 
relative to timing Within a ride. For example, in the event 
that most of a particular ride takes place Within one main 
location, for example an elevator, one transmitter Within the 
elevator can transmit different signals to let the devices 
knoW Which feature of the ride is occurring. The combina 
tion of place and time signals can alloW the device to provide 
anticipatory information to the user such as “We’re at the 
pirates of the Caribbean” or “Hold on, there’s a Waterfall up 
ahead”. 

[0011] The interactive plush character toy Will also receive 
infrared (line of sight) and radio frequency (non-line of 
sight) transmissions. This Will alloW the device to react more 
intelligently. Infrared signals Will be used to let the user 
knoW about objects or places Within the user’s eyesight. For 
example, it Will exclaim “look at the dancing bears” in 
response to receiving a transmission from the dancing bears. 
Radio frequency signals Will be used to let the user knoW 
about objects or places that lie ahead. For example, the 
device Will “see” a Waterfall that is around a corner and is 
not yet visible to the child and react by saying something 
like, “There’s a Waterfall coming up.” 

[0012] Unlike Albukerk, the Interactive Character Sys 
tems alloWs the user to oWn the interactive plush devices, 
Which gives rise to additional possibilities for communica 
tion not found in prior art. The device, being the toy, Will 
learn about the facility as the user tours by storing identi 
?cation information in its memory for future use. 

[0013] The interactive plush character in the current 
invention Will also send communications betWeen other 
personal devices, but unlike the type of communications 
referred to the Albukerk patent (used to spread information 
about objects in a particular facility), the interactive plush 
concept Will use this electronic communication to simulate 
an oral communication betWeen multiple devices or char 
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acters. This type of interdevice communication is not found 
in Albukerk. It is also unlike Rose in that it Will make use 
of both infrared and radio frequency communication to seem 
more intelligent than the Rose dolls. It is also an improve 
ment over the Rose invention in that the interactive plush 
character can have the oWner’s name in memory. The 
interactive plush character can then make direct references 
to its oWner during conversation betWeen tWo or more 
characters. For example, “Hi Mickey, this is my friend 
Billy.” The interactive plush character can “learn” about its 
environment and introduce that knowledge into its play 
pattern. None of the communication that occurs in the prior 
art is triggered by environmental stimuli. So, the interactive 
plush character can appear to “learn” from “seeing” and 
“doing.” The prior art cannot accomplish this. 

[0014] The Interactive Character System includes com 
munication betWeen the device, the small plush character 
and large mobile characters that move throughout the theme 
park. This type of communication Will be similar to the 
device communication in that it can simulate a conversation 
betWeen characters. The communication in the current 
invention Will not be betWeen tWo similar devices but 
instead betWeen the plush character oWned by the child and 
a large mobile character oWned by the theme park it Will also 
be quite different in that it can help the child oWner to locate 
by using radio frequency communication the large mobile 
characters Within the park. This feature is completely 
unique. 
[0015] The present invention Will alloW the child/oWner to 
program its oWn name into its memory. This alloWs the 
character to refer to its oWner by name during all activities. 

[0016] The interactive plush concept Will have an event 
memory such that if a child moves through the theme park, 
the device Will store information about each location, object 
or character that interacted With the device. This memory 
can later be accessed by their child oWner so that the 
character can appear to intelligently reminisce about a visit 
to the theme park once the child is back home. For eXample 
“We had a lot of fun today at the Magic Kingdom. My 
favorite ride Was Space Mountain. What Was your favorite 
ride, Billy?” or Weeks later and triggered by sWitches 
activated by an adult, “Remember When We Went to Disney 
World? I loved the Haunted Mansion. Did that scare you?” 

[0017] The interactive character Will have Within its 
memory a feature Which may be activated by parents to 
remind the child of their trip to a theme park and to indicate 
to the child that a return trip Will be planned. 

[0018] The Interactive Character System Will have a fea 
ture to Welcome the child by name to the theme park When 
the child receives the toy for the ?rst time. For eXample, “Hi, 
Billy? Welcome to Disney World. We’re going to have a 
great time.” 

[0019] As an additional feature, the Interactive Character 
system Will include the capability to insert cartridges With 
additional speech and game play activities. Thus, adding 
game play alloWs the character to help a child build a puZZle, 
play a game or read a book, Which may or may not be related 
in some Way to the theme park visit. 

[0020] The Interactive Character System includes a trans 
mitter in the form of a badge for the child oWner of the toy 
Which Will alloW the toy to react personally With its child 
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oWner. To facilitate this, the child Would receive a personal 
transmitter to Wear on his or her body Which Will transmit a 
signal to the plush character When the child, Whose name is 
stored in a plush character’s memory, is Within eye contact 
or infrared transmission contact. At that point, the toy Will 
react personally With its child oWner Welcoming the child to 
the theme park. 

[0021] The Interactive Character System is unique in that 
the theme park environment Will contain receivers as Well as 
transmitters. In the prior art, the devices supply information 
(receivers only) to the user based on objects Within an 
environment. Thus, intelligent communication is transmitted 
only one Way from the device to the oWner. The current 
invention alloWs for tWo-Way intelligent communication 
because it includes receivers as Well as transmitters. The 
Interactive Character System alloWs for the environment to 
react to the plush character. For instance, a character Within 
a theme park ride can sense via reception of an IR or RF 
signal that a plush character is nearby and may initiate a 
conversation With that character. For eXample, “There’s 
Mickey. Hi, Mickey. Are you enjoying the ride?” 

[0022] If plush characters have their oWner’s name in 
memory, a theme park character Within a ride (or anyWhere 
Within the theme park) or one of the large mobile characters 
may communicate by name With the child oWner of the plush 
character. If the plush character sends a signal to the theme 
park environment that it is present, it can also transmit the 
name of its oWner. NoW the theme park environment can 
react personally With the child oWner. For eXample, “Hi, 
Billy, I see you brought Mickey With you. HoW do you like 
the ride?” 

[0023] The interactive plush character can also provide 
helpful hints to the child oWner and the child oWner’s 
parents concerning the theme park environment, such as 
When and Where a particular character Will be at a certain 
place and suggestions for particular rides Which may be 
appropriate for certain age children. 

SUMMARY OF THE INVENTION 

[0024] The invention is a system of interaction of a toy 
character to its oWner throughout an environment. The 
invention includes embedded IR (infrared) and RF (radio 
frequency) transmitters/receivers placed in characters and in 
other locations throughout a controlled environment to trig 
ger appropriate (intelligent) responses from a toy character 
(most likely a plush toy) carried by a child through a theme 
park. The IR or RF transmitters/receivers are placed, for 
eXample in locations throughout structures, Within large 
mobile licensed characters, in a badge held by the oWner and 
in the plush toy itself. IR is used When direct line of sight 
communication is either preferred or necessary. RF is used 
When direct line of sight communication is neither possible 
nor desired. The softWare and speech data in the plush toy 
Will be developed to cause appropriate (intelligent) 
responses to occur in response to these interactions. The 
softWare Will also contain simple yes or no speech recog 
nition for further interaction With the oWner. The toy char 
acter reacts to an environment consisting of structures and 
mobile characters. This provides for guide capabilities and 
intelligent audio responses Which add value to the toy and 
make it more magical to its child oWner. 

[0025] The invention consists of the entire system made to 
Work Within a controlled environment. The toy character 
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Will be programmed to remember its visit to the environment 
to be recalled and recounted at a later time by the oWner. 

[0026] The invention creates an intelligent toy character 
by alloWing it to knoW, recognize, and react to its immediate 
surroundings. It alloWs a child to relive his or her recent 
vacation through memory sharing and interaction With the 
child When the child leaves the park. 

BRIEF DESCRIPTION OF THE DRAWINGS 

[0027] FIG. 1 is a schematic draWing of the components 
Which comprise the system. 

DETAILED DESCRIPTION OF THE 
INVENTION 

[0028] Toy Character: 

[0029] The toy character Will have IR (infrared) or RF 
(radio frequency) transmitter/receiver parts imbedded Within 
its body that Will alloW for communication ’betWeen the toy 
character and other characters, (ii) its oWner or (iii) the 
surrounding theme park environment. The toy characters 
Will contain electronics capable of reproducing speech, 
sound effects and music. The speech may be programmed in 
any foreign language or English. The toy characters Will 
contain softWare Which Will react appropriately to signals 
received from the theme park environment by outputting 
appropriate messages through electronic speech. The toy 
characters may be pre-ordered to contain personaliZed 
speech data so that the oWner’s name and other personal 
information Will be programmed into audio responses. Also, 
some of the speech may be related to particular theme parks 
(i.e., Disney World® versus Disneyland®). Toy characters 
may be pre-programmed and distributed to the appropriate 
theme park as added value features of a visit to the park. The 
toy characters Will store information about each neW loca 
tion (triggered by IR or RF communications) in memory for 
future play by the oWner folloWing the visit to the park. The 
toy character Will also have a childproof sWitch Whereby 
parents may activate the toy character to suggest a return trip 
to the theme park. The toy characters Will contain electronic 
hardWare and softWare for simple (yes or no responses) 
speech recognition. Each toy character may contain a car 
tridge connection for future expansion of speech and/or play 
features. 

[0030] Cartridges/Peripherals: 
[0031] The cartridges Will consist of memory containing 
electronic speech data and additional program information. 
This information Will alloW the toy characters to play games, 
make puZZles, read books and perform other interactive 
function With the oWner. The peripherals may include 
games, puZZles, books or other interactive activities 
designed to Work With softWare contained in either the 
character itself or an attached cartridge. 

[0032] OWner’s Transmitter: 

[0033] The oWner Will have a device, most likely a badge 
that Will contain an IR transmitter. This device Will transmit 
a signal to the toy character so that the toy character Will 
react to the oWner’s presence via electronic speech. 

[0034] Stationary Environmental Transmitters: 

[0035] The environment, for eXample, a theme park, Will 
contain many IR and RF transmitters placed in strategic 
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locations (on rides, at hotel lobbies, in restaurants, in trans 
portation vehicles or other auXiliary places). The transmit 
ters Will send signals to each toy character to indicate Where 
the toy character is located in the theme park. The toy 
characters Will then output speech relevant to the current 
location to act as a guide or to prompt recognition of target 
areas Within the park. IR transmitters Will be used in 
locations Where the line of sight communication is the most 
appropriate form, i.e., Where the toy character and thus the 
visitor holding the toy character is Within the line of sight of 
the target area. RF transmitters Will be used for non-line of 
sight communication. 

[0036] Roving Environmental Transmitters: 

[0037] The theme park environment may contain IR and 
RF transmitters located on moving objects, such as large 
mobile licensed characters. These transmitters Will alloW, 
through transmitted signals, for the toy characters to react to 
the large licensed mobile characters When nearby through 
electronic speech. 

[0038] Stationary Environmental Receivers: 

[0039] IR and/or RF receivers Will be placed Within the 
environment at ?xed locations, Which Will alloW for the 
environment to react to the presence of a toy character by 
appropriate electronic speech. Further, receivers paired With 
a transmitter Will be programmed With electronics capable of 
outputting speech, sound effects or music. 

[0040] Referring to FIG. 1, in its preferred embodiment, 
the Interactive Character System includes the folloWing 
components: 

[0041] Plush toy A (1) embedded With the ability to 
receive messages and transmit messages electroni 
cally in response to stimuli as Well as electronics 
capable of reproducing speech, sound effects and 
music. Also embedded in plush toy A Will be soft 
Ware Which Will react appropriately to signals 
received from the environment for outputting appro 
priate messages through electronic speech. 

[0042] Plush toy B (2), identical to plush toy A (1), 
embedded With the same electronics to receive and 
transmit messages in response to stimuli from and 
With plush toy A and vice versa. 

[0043] A Walking character (3) at the theme park 
embedded With IR and RF transmitter/receiver pairs 
to trigger communication betWeen itself and plush 
toy A (1) and plush toy B 

[0044] The oWner child (4), Who Will have a badge 
(5), Which badge contains an IR transmitter to facili 
tate communication betWeen plush toy A and the 
oWner’ child 

[0045] Theme park ride (6) embedded With IR and 
RF transmitter receiver pairs to trigger communica 
tion betWeen plush toy A (1) or plush toy B (2) and 
the theme park ride 

[0046] Theme park hotel (7) embedded With trans 
mitter receiver pairs to trigger communication 
betWeen plush toy A(1) or plush toy B (2) and theme 
park hotel 
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[0047] In the preferred embodiment of the Interactive 
Character System, a family Will purchase a package to a 
theme park, and along With the standard theme park hotel 
ticket package Will be included an interactive plush toy of 
the child’s choice. The child Will, for instance, choose a 
plush toy resembling Mickey Mouse. Before the family 
arrives, the Mickey Mouse plush toy Will be preprogrammed 
With the child’s name. When the family reaches the theme 
park hotel, the child Will receive a key chain or badge 
containing an IR transmitter. When the family reaches their 
room, the plush toy Will be in the room. When the child 
enters the room, the transmitter Will trigger the plush toy to 
Welcome the child (using his or her name) to the theme park. 
As the child and the plush toy travel throughout the theme 
park, the plush toy Will serve as a friend and tour guide With 
phrases triggered by environmental transmitters throughout 
the theme park environment. If the child’s friend or sibling 
has his or her oWn interactive plush character, the tWo 
characters Will communicate through audio messages trig 
gered by infrared communication. When the trip is over, the 
characters Will continue to communicate about the adven 
tures using the memory devices. When the child’s parents 
decide that they Wish to make a return trip to the theme park, 
they Will program the interactive plush character With appro 
priate information in advance. The character Will then com 
municate the upcoming trip to the child and reminisce about 
the prior adventure. 

[0048] While the present invention has been described in 
detail, it Will be readily appreciated to those skilled in the art 
that modi?cations and variations in addition to those men 
tioned above, may be made Without departing from the 
scope and spirit of the invention. Such modi?cations are to 
be considered as included in the folloWing claims. 

We claim: 
1. Amethod of locating a roving character in a theme park 

environment, comprising: 
providing a roving character With a Wireless transmitter; 

providing a user With a toy including a Wireless receiver; 

periodically transmitting a signal from the Wireless trans 
mitter, the signal identifying the Walking character; 

receiving the signal at the Wireless receiver; and 

notifying the user that the Walking character is nearby. 
2. The method of claim 1 Wherein the signal is an infrared 

signal. 
3. The method of claim 1 Wherein the signal is a radio 

frequency signal. 
4. The method of claim 1 Wherein the signal comprises a 

code relating to the identity of the roving character. 
5. The method of claim 1 Wherein the toy further com 

prises a memory and stores the received Wireless signal in 
the memory. 

6. Amethod of locating a roving character in a theme park 
environment, comprising: 

providing a plurality of Wireless signal transmitters at 
various locations throughout a theme park environ 
ment; 

providing a roving character With a Wireless signal 
receiver and a Wireless signal transmitter; 
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providing a user With a toy comprising a Wireless signal 
receiver; 

periodically transmitting Wireless signals indicative of 
location from the plurality of infrared signal transmit 
ters; 

receiving at least one Wireless signal indicative of location 
at the Wireless signal receiver of the roving character; 

transmitting a Wireless signal from the roving character, 
the Wireless signal comprising the identity and location 
of the roving character; 

receiving the Wireless signal sent from the roving char 
acter at the Wireless receiver of the toy; and 

notifying the user of the location of the Walking character. 
7. The method of claim 6 Wherein the Wireless signal is an 

infrared signal. 
8. The method of claim 6 Wherein the Wireless signal is a 

radio frequency signal. 
9. An interactive character system comprising: 

one or more toys, each toy having one or more Wireless 
electronic signal receivers structured to receive an 
Wireless signal, and an electronic system, said elec 
tronic system having a programmable memory struc 
tured to store softWare and preprogrammed data, said 
softWare structured to interpret a received electronic 
signal and to trigger playback of preprogrammed data 
related the received electronic signal; and 

an environment having disposed therein one or more 
roving characters, each roving character having a signal 
transmitter structured to transmit an electronic signal 
indicating the identity of the roving character; 

Wherein said toy is carried by a person Within the envi 
ronment, and produces a noti?cation in response to 
receiving an electronic signal from the roving character 
notifying the person that the roving character is nearby. 

10. The method of claim 9 Wherein the electronic signal 
is an infrared signal. 

11. The method of claim 9 Wherein the electronic signal 
is a radio frequency signal. 

12. A method of personaliZing a toy, comprising: 

providing an interactive toy comprising a memory and 
further capable of producing speech for interaction With 
a user; 

prompting the user to provide his or her name to the toy; 
and 

storing the name in the toy’s memory, Wherein the toy 
uses the name stored in memory to refer to the user by 
name When interacting and producing speech. 

13. The method of claim 12 Wherein prompting occurs 
When the user receives the toy for the ?rst time. 

14. The method of claim 12 Wherein the toy further 
comprises means for recording speech and the name is 
provided by speaking the name and is recogniZed and 
recorded by the toy. 

15. The method of claim 12 Wherein the name is provided 
by teXt input. 

16. The method of claim 12 Wherein the name is pro 
grammed into memory by transmitting a Wireless signal 
comprising the name. 
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17. The method of claim 12 wherein the name is pre 
stored in the memory of the toy. 

18. The method of claim 12 Wherein the toy is pre-ordered 
to contain pre-programmed personalized speech data. 

19. An interactive toy comprising: 

an Wireless signal receiver for receiving a Wireless signal 
from at least one of a plurality of Wireless signal 
transmitters located Within a surrounding environment, 
the Wireless signal representing the identity of a loca 
tion, object, or character Within the surrounding envi 
ronment; 

a memory pre-programmed With data related to location, 
object, or character; 

an event memory, said event memory used to store data 
comprised in the signals received; and 

a electronic system for relating the data found in the event 
memory to the memory and for recalling/reminding the 
oWner of the interactive character of past experiences 
stored in said memory. 
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20. The interactive toy of claim 19 Wherein the oWner’s 
name is stored in memory. 

21. The interactive toy of claim 19 Wherein the interactive 
toy addresses the oWner using the name stored in memory. 

22. The interactive toy of claim 19 Wherein the receiver is 
an infrared receiver for receiving Infrared signals. 

23. The interactive toy of claim 19 Wherein the receiver is 
a radio frequency receiver for receiving radio frequency 
signals. 

24. The interactive toy of claim 19 Wherein each location, 
object, or character corresponds With a Wireless signal 
transmitter. 

25. The method of claim 1 Wherein the notifying com 
prises producing speech. 

26. The method of claim 1 Wherein the notifying com 
prises producing sound effects. 

27. The method of claim 1 Wherein the notifying com 
prises producing music. 


