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USE CASE 1: JESSICA (CUTE)
FEMALE

AGE 13

Jessica is twelve years old and is in the seventh grade at a public middle school.  She has lots of friend and loves gymnastics and figure skating.

Jessica has a new TOYO named “Wilbur.”

She has been busy with a science project for the past few days and has not been playing with her TOYO as much because her Mom wouldn’t let her watch TV.

Today in fourth period, Jessica’s friend Quinn told her she taught her TOYO, “Scooter,” how to catch a ball, so Jessica ran home to try it out.

When she turns on the TV, Wilbur greets her with wild enthusiasm

Jessica watches the last half of “Zooey 101” on Nickelodeon and gets absorbed in the show for a little while

During the commercial break between shows, Jessica would normally switch channels around looking for figure skating, gymnastics, or another show

Instead she sees that Wilbur is twitching his tail dejectedly and gives him a pat

She remembers what Quinn told her, and buys a pretty yellow ball using points she’s earned in the past 

She tries to throw it to Wilbur, but it bounces off his nose 

Wilbur rolls over, grateful for the attention but not getting the idea

Jessica keeps trying, and by the end of the commercial break, he catches it for the first time

Meanwhile, she’s watching her points go up with each interaction

The next show comes on Nickelodeon (because she’s still tuned in) 

It’s “Unfabulous,” so she settles in to watch while Wilbur entertains himself with the new toy

Jessica’s friend Maria calls her and Jessica pauses the show with her DVR  

The show freezes, but Wilbur keeps playing on the screen, giving Jessica something to watch while she talks

Maria has never heard of TOYO and Jesscia sends her a scrrenshot from her camera phone and tells her how to get one

When the phone call is over, Jessica resumes the show for a little while before starting on her homework

USE CASE 2: BRYCE (COOL, NOT CUTE)
MALE

AGE 24

Bryce is single and a hardcore videogame player.  His plasma TV is hooked up to a game console and all the latest in high-tech home theater equipment.  His friends look to him to tell them what’s “next.”

His TOYO is a little monster he calls “Sid.”

This is a typical evening at home for Bryce:  

He returns from his job as a computer programmer at a Web design firm around 7:30 p.m. with an order of takeout food, and picks up one of his three remote controls to flip on the TV as he’s setting his food on the table.

A second after the program guide window pops up, Bryce’s TOYO, Sid, takes over the screen and races around “tearing” the screen apart.  He is none too happy to have been left alone all day.  Bryce laughs and gives Sid a virtual pat on the head to calm him down long enough to pick a show.

Bryce chills out while he eats, watching “Punk’d” on MTV.  Sid is still making trouble and looking for attention, so Bryce quickly cashes in some of the points that he earned the day before playing with Sid to buy Sid a skateboard to play on.  This new toy buys him peace to eat his food.  He laughs as Sid tries to skate around the edges of the screen and keeps falling.  Little text icons meant to be “expletives” float up from his mouth.

By the time the show is over, Sid is getting frustrated, so Bryce switches over to Comedy Central and tries to teach Sid how to use the skateboard, and watches his activity points mounting.

Bryce gets a call from his buddy, Dex, who also has a TOYO.  Bryce and Dex arrange for their TOYOs to skateboard together (now that Sid is getting a little better).  The activities turn into a screensaver for Bryce’s plasma TV while the screen is frozen, and he talks to Dex.

Because his TOYO knows that he loves videogames, when Bryce returns he is greeted with a branded Sid in the form of a new Xbox 360 character—King Kong—inviting him to play a themed game with his TOYO, at the end of which he will receive 20% off the new Xbox 360 “King Kong” game.

Bryce thinks this is the kind of advertising he can use, and eagerly opts in to the game.
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