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Entertainment, but also “Serious games” (CSCW)
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6 example games

Can You See Me Now?

Uncle Roy All Around You

Treasure

George Square System

mGroup

Online Photo Management

Entertainment

Serious games
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Blast Theory:  

Mixed Reality Lab:  

and Equator: 

Playing Tag

Runners vs. Online Players

www.equator.ac.uk

www.mrl.nott.ac.uk

www.blasttheory.co.uk
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Successor of CYSMN

Street Players & Online 
Players

Personal Belongings -> PDA

Instructions on PDA by the 
system alias „Uncle Roy“

Additional instructions by 
online players via text chat

Uncle Roy All Around You
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Treasure
Department of Computing Science, University of 
Glasgow (www.dcs.gla.ac.uk)

Collecting virtual coins

Uploading coins to server

Teams of two

Using seams in network

Collaborative Upload, Pickpocketing
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George Square System

is much harder to produce, so its use is centred on the sharing of the existing digital

resources that are available about places, such as maps and web pages, and content

that users themselves produce, such as photographs. The system also reverted to the

more common practice of users—mobile or stationary—having the same software,

rather than the strong asymmetry explored in the Lighthouse.

Figure 1: Example usage of the system and screenshot showing a map that displays each user’s
location (1), thumbnail photos (2), recommended locations, web pages (3) and photos (4), and each

user’s recommendation list (5).

In use, each tourist can visit the city much as they would in a normal city visit. On

each tablet PC, the visitor’s location is tracked using a GPS and shown (e.g. 1 in

Figure 1) on a map of the city. Maps are automatically downloaded over the Internet

from a map server, allowing the system to be run anywhere we have map data

available for. As an alternative to specifying location via GPS, visitors can select a

‘manual position’ mode, and then click on the map to specify their position. As a

visitor moves around the square, he or she can take photographs of attractions using

an attached camera. The pictures are geo-referenced and shown on all users’ maps at

the location where the picture was taken (2). These pictures are also shown in

temporal order on a shared ‘filmstrip’ view at the top, alongside buttons to control

the map’s zoom level, briefly highlight a position on the map, change positioning

mode and take a photo.

User context and activity is logged in a database, recording the attractions in the

square each user encountered, web pages browsed and photographs taken. The last

few minutes’ log entries are used to find periods of time with similar context and

asdf

Collaborative 
visiting of a 
city

Sharing 
experiences 
far and near
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Features
Kreso Spisic & Dennis Pannhausen
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Features

Location Tracking GPS

Map server

Attached camera

Voice over IP

Recommendations

Web Page Generation

Travel Weblog

Pre/Post Visit

Kreso Spisic & Dennis Pannhausen
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mGroup

!""#$%%&&&'!(("')(%*+,-%

Supporting the spectator’s coSupporting the spectator’s co--

experience with mobile mediaexperience with mobile media
Helsinki Institute for 

Information Technology, 
Finland

Mobile media application

Supports shared experience 
of spectators in events

Sharing mobile media

adresses issues specific to 
events
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Story based communication spaces

Read / Write messages

Automatic album creation for post-event 
re-experience
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Online Photo Management

„In the era of film, we printed every shot.

And filled our closets with photos no one could see.“

„In the digital era, we print fewer then 1 in 10.

And fill our computers with photos no one can see.“
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big resonance

public showrooms fastest-growing 
social network on the Web

digital cameras are a de-facto standard 
for mobile devices

combine the two sectors

Online Photo Management
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Flickr.com

from Yahoo

comments, notes, tags

many tools

18
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The Fun Factor (Design 
Tips and Design Patterns)

User-/Player-centred Design

Ethnographic Analysis

Use iterative DIA cycle              
(Design, Implementation, Analysis)
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Problems concerning Coverage and Preciseness 
with GPS, WiFi, and GPRS

Only slow overcoming of technical issues

Therefore: Consider “Four States of Being”
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Player can neither see 
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communicate with 
others
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Remove
Improve technology 
(long perspective)

Choose appropriate game 
areas and playing times 
(short perspective)

Hide

Avoid creating wrong 
expectations (Norman)

Examples from CYSMN: 
-impossible GPS readings        
-„catching“-> „seeing“                    
-walkie-talkie audio stream

Uncle Roy breaks with 
this principle

Manage

Fall back to low-tech 
solutions (GPS -> self 
reporting,  e.g. George 
Square System)

Orchestration from 
behind the scenes

Reveal

„Make it visible!“-
(Norman)

Give information about 
current game state:

signal strength

preciseness

probability cloudsExploit

Treasure uses this 
„seamful“ approach

Use lack of network 
availability tactically 
and strategically   
(...easier if you have 
information about the 
network availability -> 
Reveal)
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Fun Factor: 
Tactics and Strategies

Tactics: game-specific movements and actions, the players use in 
a short-term perspective in order to win the game.

Strategies: well-considered or planned ways of playing the game. 
They have a longer perspective and need a longer knowledge and 
deeper understanding of the game system and the game rules 
than tactics.
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Helping other players to avoid 
runners:

SAAB:  Mike meet me at cafe 
Rotterdam
Mike: Sorry, stalking anna
ANNA: That´s o.k mike
SAAB: Stop stalking her then
Mike: Anna has a nice butt
ANNA: How do you know?
Mike: Big imagination
ANNA: Well you´re right
saab: Mike watch the runner!

Hunters or Gatherers

Hunters - people who boldly 
collected lots of coins over a 
wide area and uploaded only 
seldom, but then being very 
careful not to be pickpocketed 
during the upload process

Gatherers - players who 
uploaded every coin directly, 
were very worried about being 
pickpocketed, and left the 
network coverage seldom

In overall Hunters more 
successful
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Conclusion

PMGs nowdays developed on a small scale 
Mostly for scientific research
They provide insight on the experience with emerging 
technologies
The main tasks for the future:
- lift these games out of their children shoes
- make them more fun to play
- more technically robust
- available to many more players
Development has to follow approved HCI design methods.
Then PMGs might become commercially successful
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