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Infroduction

* What are “Pervasive and Mobile Games”?

* Entertainment, but also “Serious games” (CSCW)




0 example games

* (Gan You See Me Now?

* Uncle Roy All Around You Entertainment

* Treasure

* George Square System

* méroup Serious games

* Online Photo Management







| Can You
R See Me Now?

fheory: # www.blasttheory.co.uk
Mixed Keah’rv l.ab www.equator.ac.uk



http://www.blasttheory.co.uk/
http://www.blasttheory.co.uk/
http://www.mrl.nott.ac.uk/
http://www.mrl.nott.ac.uk/
http://www.equator.ac.uk
http://www.equator.ac.uk
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Uncle Roy All Around You

* Successor of CYSMN

* Street Players & Online
Players

* Personal Belongings -> PDA

* Instructions on PPA by the
system alias .Uncle Roy”

* Additional instructions by
online players via text chat
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* Pepartwment of Computing Science, University of
Glasgow (www.des.gla.ac.ok)  FrE——TTT

Blue: 40 ime: 1:20

* (Collecting virtuval coins

* Uploading coins to server
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* Pepartwment of Computing Science, University of
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Blue: 40 ime: 1:20

* (Collecting virtuval coins
* Uploading coins to server
* Teams of two

* Using seams in network
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Treasure

* Pepartwment of Computing Science, University of
Glasgow (www.des.gla.ac.uk)  FEr—TTEr

* (Collecting virtuval coins
* Uploading coins to server

* Teams of two

* Using seams in network £

Admin &% |

* Collaborative Upload, Pickpocketing

9
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Location Tracking GPS
Map server
Attached camera
Voice over IP

Features
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Location Tracking GPS| | Recommendations
Map server Web Page Generation
Attached camera Travel Weblog
Voice over IP Pre/Post Visit

Features

12
Kreso Spisic & Dennis Pannhausen



Helsinki Institute for
Information Technology,
Finland

Mobile media application

Supports shared experience
of spectators in events

Sharing mobile media

adresses issues specific 1o
events




Media Story .

Huolto ja madli : Meinhers

M Aleksiv
M Zorro
M Support

0r




Story based communication spaces

1 _ ; Media Story: *
’ j‘ ]I“'l“”lli ﬂl{]tih : Meinhers

1| ﬁlél-_cslﬁ

Y Pure rally spirit #® Juha-Pekka
: mﬁ hrs ago o “ ® Jarkko
—— M Aleksiv
M Zorro
M Support




Story based communication spaces
Read / Write messages
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:}- Hedia Stories

f""ll1'1lf"'1FrT*1

#® Juha-Pekka
#® Jarkko

M Aleksiv

M Zorro

M Support

Options




Story based communication spaces
Read / Write messages

4 j—- Hedia Stories

rv'l:ku 4 hrs  Sunnuntal
Mikko 16 hrs Mo mercyl
Mikko 11 hrs fita

sleksl, 21 hrs Moksi-leustu
VP 21 hrs AKK Saturday 2
Mikko 23 hrs Ounarl kax
WP 28hrs AKX Saturday E

Options -

® Juha-Pekka
#® Jarkko

M Aleksiv

¥ Zorro

¥ Support

Options

M




Story based comwmunication spaces
Read / Write messages

Media Story =
| Members

-
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Mikko 16 hrs Mo mercyl | , —, @ Juha-Pekka
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VP 21 hrs AKK Saturday 2 1a=rexka / ¥ 4
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Story based comwmunication spaces

Read / Write messages

Autowmatic album creation for post-event
re-experience

Media Story s =

;' Htmht rs

| _ 45 U - _*l" ﬂlEk!lH
Mido 16 hrs L"'w"u" _ e @ Juha-Pekka

Mikko 11 hrs Hta & oy B # Jarkko

Aeksl. 21 hrs Moksi-leustu TR 1 |y P M aleksiv

W =" A B Sy 2 ﬁ Bed | | — ¥ Zorro

!::kﬂ' E: :_;:::xm aLLm ?"‘m Y Rl LR H Supﬂurt

Options |valinnat ‘ Options Back







Uncle

George

CYSMN Roy Treasure Square mGroup | flickr

Tracking | 6PS | Seif | 678 | G0
Network || WiFi | 6PRS | WiFi | WiFi | GPRS | 6PRS
ovomo | ke, | B | et | | s phot
Commitment s‘,{ﬁgxq s‘flﬁ;xg Strong |Medivm| low | low
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CYSMN U{:\I’e Treasure ‘3}:3;?’2 mGroup | flickr
: GPS +
Tracking S Solf
Network BWGFI erRs | 6PRS
Comm- . Vojar,
Channels IMPIEXITY  LSIRALL
Commitment i,edium low | low
Very very
Tech. Level oh | High low | 1
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Online Photo Management

-

.In the era of film, we printed every shoft.
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.




Online Photo Management

* big resonance
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" * digital cameras are a de-facto standard
for mobile devices
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Online Photo Management

* big resonance

~N

" % public showroowms fastest-growing
social network on the Web

J

" * digital cameras are a de-facto standard
for mobile devices

\_

* combine the two sectors




from Yahoo

comwments, notes, tags

many tools

Flickr.com


http://www.flickr.com/photos/lia/22953582/button_bar
http://www.flickr.com/photos/lia/22953582/button_bar
http://labs.systemone.at/retrievr/
http://labs.systemone.at/retrievr/

The Fun Factor (Pesign
Tips and Design Patterns)

* User-/Player-centred Pesign
* Ethnographic Analysis

* Use iterative D1A cycle
(Pesign, lmplementation, Analysis)
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* Problems concern_iﬁg_éo_v_erage and Preciseness
with GPS, WiFi, and GPRS
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* Problems concem_iﬁg_ 6o_v_erage and Preciseness
with GPS, WiFi, and GPRS

* Only slow overcoming of technical issues

* Theretore: Consider “Four States of Being”

The Fun Factor
(Pesign Tips and Design Patterns)
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The Fun Factor
(Pesign Tips and Design Patterns)

* Connected | ., |* not Connected,
and Tracked not Tracked

A A

* Player can see position
updates on local device,
but position is not
transmitted to other
players

\ \4

* Tracked but * Gonnected but
not Connected 8= | wnot Tracked

P—
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The Fun Factor
(Pesign Tips and Design Patterns)

* Connected | ., |* not Connected,
and Tracked not Tracked

A A

* Player can comwunicate
and exchange updates
with other players, but
cannot see her position

\ 4 \4

* Tracked but * Gonnected but
not Connected | = "R not Tracked

P—
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The Fun Factor
(Pesign Tips and Design Patterns)

* Connected | . .l * not Connected,
and Tracked not Tracked

A A

* Player can neither see
her position, nor
comwmunicate with
others

\ 4 \4

[* Tracked but ] [* Connected bu’r]
d| =

not Connecte not Tracked

P—




The Fun Factor
(Pesign Tips and Design Patterns)

* Connected | ., |* not Connected,
and Tracked not Tracked

not Connecte not Tracked

[* Tracked but ] [* Connected bu’r]
d| =

E—
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& Rewmove

| % lmprove technology
O Hide (long perspective)

O Manage % Choose appropriate game

0O Reveal areas and playing times

(short perspective)
O Exploit




Fun Factor:

\{ncerfain(fy?

& Rewmove

@ Hide

O Manage
O Reveal
O Exploit

\_

% Avoid creafim(; wWrong
expectations (Norman)

% Examples from CYSMN:

-impossible GPS readings
-.catching™> .seeing”
-walkie-talkie audio stream

% Uncle Roy breaks with
this principle




Uncertainity?

Fun Factor:

& Rewmove

@ Hide

@ Manage

\_

O Reveal
O Exploit

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

%k Orchestration from
behind the scenes




Fun Factor:

Uncertainity?

& Rewmove

@ Hide

@ Manage
& Reveal
O Exploit

%k .Make it visible!"-
(Norman)

%k Give information about
current game state.

% signal strength
%k preciseness
%k probability clouds




Fun Factor:

Uncertainity?

& Rewmove

@ Hide

@ Manage
@ Reveal
@ Exploit

%k 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

N

1 Tactics: game-specific movements and actions, the players use in
a short-term perspective in order fo 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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@ The 180° Turn
@ Spy Look

& (Collaborative
Network Search

@ Hit and Run
O Taking, Finding, ...
O Helping other players

O Hunters or Gatherers |




Fun Factor:
Tactics anglfora’regies

& The 180° Turn Taking evasive action:

& Spy Look DALE: TMIN THE SOUTH

I AMDEELL EUMMNEE 4 IS IM THE
ol co"aboraﬂve HOTEL CAR PARK

Network Search OALIE: ACTION
: TOMMIE: CHRISTIME LOOK RIGHT
@ Hit .a"d_z." "_. AMOREL: RUM FOR YOUR LTUES!
] TaEmg, Fmdmg, JULES: RUN BABY RUNE
; CHRISTIME: THAMKS!
. Helpmg other players AMOREL: RUMHER 4 IS WEST OF
O Hunters or Gatherers | THE SUIHGS




Fun Factor:

Tactics anglfora’regies

@ The 180° Turn Finding other players:

& Spy Look AMMA: RUNNING AROUND TO

s FIMD AMMHA. DOES AMYBODY SEE
& Collaborative e - DUES A
Network Search ROBERT: AMMA IS MOUING

5 TOLAaRDS HOTEL MEL J0RFEK
@ Hit and Run )

@ Taking, Finding, ...

\_

O Helping other players
O Hunters or Gatherers

j‘r




@ The 180° Turn

@ Spy Look

& (Collaborative
Network Search

@ Hit and Run

@ Taking, Finding, ...

O Helping other players
O Hunters or Gatherers

\_

Fun Factor:
Tactics angl(Sfra’regies

j4

Meeting other players:

VESPER: LET S ALL CATHER -
MAKES THIMNGS MORE eRCITIHG
AMMICE: LHERE?




Fun Factor:
Tactics am\l(Sfra’regies

@ The 180° Turn Helping other players to avoid
runners:

&G Spy look
& Collaborative Shn: MIKE MEETME AT CARE
Network Search MIKE: SORRY, STALKING ANNA
- AHMA: THAT'S 0K MIKE
¢ Fﬁf a"d_KUH_ SAAB: STOP STALKIMG HER THEN
] Tak_ing, Finding, ... MIKE: AMMA HAS A NICE BUTT
AMMA: HOW D0 90U KNOW?

@ Helping other players MIKE: BIG IMAGINATION

AFMA: WELL Y0U RE RIGHT
L Hunfers or Gafherers Ju =AnE: MIKE WATCH THE RUNMNER!

\_ /

\_




Fun Factor:

Tactics am\l[S’fra’regies

& The 180° Turn

@ Spy Look

& (Collaborative
Network Search

@ Hitand Run

@ Taking, Finding, ...

@ Helping other players

™ Hunters or Gatherers J4

Hupters - people who boldly
collected lots of coing over a
wide area and uploaded only
seldow, 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 wore
successtul




The Fun Factor
(Pesign Patterns)

* Project report to Nokia Research Center,
Finnland
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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 thew wmore fun to play
- more technically robust
- available to many wore players

* Pevelopment has to follow approved HCl design methods.
* Then PMGs might become commercially successtul




