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context = research study

combined two interests I had:
- doing a research project about the user experience of  

location-awareness... needed a platform to explore it... did 
not want to do labtesting (not ecologically valid), hence a 

real world activity
- interest in game design&research, at that time (2003), 

pervasive gaming and location-based games were nascent

why this game?







Game completed



this is also a 
pervasive game:



So What?



(a) interactions afforded by the environment

micro-level



(a) interactions afforded by the environment

micro-level



question accuracy, network, location information

(b) users question the information



passive players...
less remembered others’ locations

less coordination

(c) the downside of mutual-location awareness



(d) be prepared for a technical mess



(e) orchestration: a new role for the game designer



what does it say about the future of hybridization?

looking for artifacts that does not exist 
is an intriguing paradigm

new roles

new interaction partners 
(environment, Non Playable 
Characters...)

seamful design


