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I taught Celeste how to play.

“Guess Who? is a two-player board game in 
which players each guess the identity of 

the other's chosen character.” - Wikipedia



  

How will Celeste ask questions 
to her opponent to narrow 
down her guessing pool?
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How can I make the classic board 
game accessible to Celeste while 
still being fun and engaging for a 

human opponent?

How will Celeste traverse the 
cards?

How will Celeste accurately, 
fairly, and consistently respond 

to questions from her opponent?

How will Celeste know when to 
make a guess?



First, I considered accessibility
Problem: 

Pulling the cards down from the top isn’t possible 
for Celeste due to her lack of limbs.

Solution: 
I designed and fabricated cards with pushers for 
her to bump into in order to knock them down in a 
way that still keeps them hidden from her 
opponent 



First, I considered accessibility
Problem: 

Viewing rows of cards isn’t possible for Celeste 
due to her height.

Solution: 
I decreased the number of cards in the game and 
spread them out in one line that she can easily 
traverse. 
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More Images

fun fact: Celeste thought the 
ends of the orange pushers were 
orange barrels, so I sharpied 
them



I utilized the PilotToPose class to get Celeste to the 
marker, then applied a shift based on which 

character she wanted to eliminate.

 

Next up: Navigation

One ArucoMarker per set

Centering
I wrote a CenterAboutMarker class* that used vectors 

(tvec, rvec) from the camera to do small left/right 
adjustments until Celeste was centered about the card 

she wanted to eliminate.

*arguably the most interesting aspect of my solution



Prompts: Generation and Response

 I gave Celeste bios for all of the people in the 
game, and I also formatted the bios to be given 

to her opponent as well. 

This way, you don’t need to be familiar with the 
people on the cards to play.

When there is one person left in her guessing 
pool, Celeste will guess!

A cheat sheet… for both 
players. 



Results

What 
worked?

➔ Physical game 
➔ PilotToPose was 

indispensable!
➔ CenterAboutMarker 

works well 
➔ Mostly, she functions 

as intended 

What didn’t 
work?

➔ Sometimes, Celeste 
will tell you that it’s 
your turn when it’s 
actually her turn

➔ Sometimes, Celeste 
will not move forward 
enough to knock over 
a card. Theory: her 
distance sensing is 
thrown off by the flat 
ArucoMarkers. 

Next Steps
➔ Play lots of Guess Who? 

to find the bugs that 
sometimes happen and 
fix them

Extensions
➔ Facial recognition
➔ Guess sooner if she is 

somewhat confident
➔ Re-localize and/or 

notify the user after 
getting lost



Video

~2.5 min video of ~6 min game

https://docs.google.com/file/d/1SAFUXaYA23KFanmFVM9pLjNRci7I4pCH/preview


CREDITS: This presentation template was created by Slidesgo, including 
icons by Flaticon, and infographics & images by Freepik

Thank you!
Does anyone have any questions?

Please keep this slide as attribution

http://bit.ly/2Tynxth
http://bit.ly/2TyoMsr
http://bit.ly/2TtBDfr

