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Abstract

Roulettective is an Al-driven Physical Interface repurposing the vintage carousel
slide projector for immersive detective gaming. The project explores the projector’s
potential in a detective mystery solving game context, creating new usage scenarios
by reprogramming its physical interaction mechanisms and integrating Al-driven
gameplay. It further transforms this forgotten artifact into a multimodal, immersive,
customizable, intuitive, and co-creative interface through Al-generated narratives,
visuals, and sound. Roulettective focuses on repurposing the interface modalities
that have been supplanted by current computing paradigms. It exemplifies a design
paradigm for learning from outdated artifact legacies, introducing Al repurposing
as a generalizable framework for Al-driven Physical Interfaces.

1 Introduction

The rapid advancement of Artificial Intelligence (Al) has extended its impact beyond digital systems
into the physical environment. By grounding interaction in familiar tangible forms, Physical Interfaces
draw on users’ intuitive behaviors, supporting more fluid, expressive, and situated engagement with
machines [[11]]. The introduction of the concept of Large Language Objects (LLOs)[7]] highlights a
shift toward integrating Al systems into physical objects through embodied multimodal interfaces[15]].
LLOs explore the potential for physical objects to exhibit adaptive and context-aware behaviors,
thereby challenging traditional boundaries between form and function in interaction design[(7].

Many LLO projects combine digital Al with existing objects, allowing not just augmentation but Al
repurposing. Al repurposing is an approach that uses obsolete artifacts as prototypes, whose forms
and mechanisms are reinterpreted and contextualized to address new scenarios and contemporary
needs. This design methodology views Al as a means to reconnect with the legacy of physical
interfaces, reviving the embodied interactions lost in the shift to efficiency-driven screen-based
computing paradigms. By reimagining forgotten artifacts, Al repurposing reintroduces embodied,
multimodal interactions that were displaced by their digital counterparts.This methodology offers a
new perspective for widespread application in Al embodiment.

The Kodak Carousel Projector[8]], though absent from everyday life, remains ripe for repurposing
due to its cultural significance and mechanical affordances. Released in 1961 and discontinued in
2004 with the rise of digital technologies,[[13][23] decades of use shaped its identity as a cultural
artifact. In popular culture, it appeared in Mad Men (2007), renamed “The Carousel” and framed as a
metaphor for cyclical time.[26] In psychological studies, it was used to present sequential imagery
from simulated crime scenes.[18][17] Its tactile mechanics and optics made it ideal for immersive
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