
Woetzel was on hand to coach Adam
Singerman ’09 in the title role.

“I grew up idolizing these people,” says
sociology concentrator Claudia Schreier
’08, who signed up for both Dakin’s and
Watts’s courses. “I grew up in Stamford,
Connecticut. Damian would guest as the
Cavalier in our Nutcracker, and I’d be an
angel or a soldier. I never imagined that
I’d be working with them at Harvard.”

A handful of dancers carry their Har-
vard degrees into professional dance ca-
reers. Elizabeth Waterhouse ’02, a former
physics concentrator, now dances with
the Forsythe Company in Dresden, Ger-
many. Marie “Molly” Altenburg ’07, a win-
ner of Harvard’s Suzanne Farrell Dance
Prize, who danced with the Washington
Ballet before enrolling at Harvard, ex-
pects to audition for ballet companies

after she graduates. For many more, danc-
ing will be a compelling avocation for the
next decade or beyond.

Nonetheless, enthusiasm for dance at
Harvard is not restricted to serious
dancers. Watts talks about the lessons of
Balanchine’s career: lessons of prepared-
ness, of versatility, of patience, that have
as much relevance to aspiring CEOs as
they do to those bound for the world’s
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“You never see cartoons where there are bad out-

comes,” says Michelle Crames, M.B.A. ’03, founder

and CEO of Lean Forward Media in Los Angeles.

“But bad outcomes are often the result of bad deci-

sions.” Last year, Crames’s company released its first

product: a new kind of storytelling vehicle, the inter-

active movie, that lets viewers make freighted deci-

sions and then face their consequences.The DVD, ti-

tled The Abominable Snowman after the eponymous

book by R. A. Montgomery (from the Choose Your

Own Adventure series), is an animated film for 5- to 11-year-

olds that tracks the adventures of three youngsters who go

off to meet their Uncle Rudy in Katmandu and search for

the legendary yeti.

But along the way they face choices, like staying on a falter-

ing airplane or parachuting out. Using the remote control, a

viewer can choose what the characters will do, and watch the

story unfold along the chosen narrative path. Decision points

generate 11 possible stories within the 80-minute film—

and most of the choices turn on issues of character, emo-

tional intelligence,

and even moral-

ity. Early on, for

example, a huge,

smooth-talking,

but vaguely sinis-

ter Nepalese man

approaches the little group and says he will take them directly

to the yeti. Go with him or stick to the plan of meeting Uncle

Rudy? You decide, but if you take the big guy’s offer, the film

ends with the protagonists at the bottom of a pit, about to be-

come dinner for a group of hungry tigers.

“Parents love these movies because it’s a real window into

their child’s mind,” says Crames. “They see how their chil-

dren make decisions, and [that in turn] can be a way to help

them with their critical thinking.” In fact, Lean Forward’s web-

site (www.choosemovie.com) includes resources to help par-

ents discuss the film with their offspring. The Abominable

Snowman has won awards for excellence in family entertain-

ment, including a KIDS FIRST! All Star Award from the Coali-

tion for Quality Children’s Media. “There is so much more

thinking, active participation, and listening than in standard

cartoons, which are pretty mindless,” says Crames. “Most

video games are very violent, with little cognitive or develop-

mental value—the bulk of them are about thumb-twitching,

winning and losing, and shooting things. The decisions aren’t

much more than ‘Go left, or go right?’ ”

Lean Forward is developing a suite of interactive movies, in-

cluding a live-action thriller for teenagers. Crames says her

products fall between traditional entertainment and video

games. Although the former market is contracting slightly, the

latter is a fast-growing industry whose $12.5 billion in hard-

ware, software, and accessory revenue for 2006 was up 19

percent over 2005.The interactive DVD, a format that Crames

is helping to pioneer, may anchor a new product category in

home entertainment, where the trend in content, she says, “is

only toward more interactivity.” �craig lambert

S C R E E N
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Above: The 
Abominable Snow-
man’s animated
character Marco
North leads his 
siblings into a 
Himalayan adven-
ture that can 
have several 
outcomes—both
positive and 
negative—depend-
ing on the viewer’s
choices. Left: the
interactive DVD. 
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