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why this game?

context = research study

combined two interests | 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
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this is also a
pervasive game:

Hita e =
138,946 | 533623 ;152486 | Tamara | refresh

133,850 | 533020 ;152459 |Bi Ll |refresh

134,456 | B35A23 11524586 | Tamara | refresh

138,685 | 533028 ;152489 |Bi L L |[refresh

138,691 533026 ;152459 |B1 L |[mezsage |Paul | 532929 ;151726
148,778 | BIFAEZ ;152477 |Paul | refresh

148,776 | BI3EE2 ;152477 |Paul [message |Bi L L | 532822 ;152674
146,139 | 533A5A ;152458 | Tamara | refresh

141,129 | B33A57 162487 |Bi L L [refresh

41,135 (5338375152487 |Bi L | Imessage |Paul | 532929 ;151726
:RZ,145 | 533855 ;152495 | Tamara | refresh

B3 ,BEZ | B33AZZ 152483 |Paul | refresh

111,242 | 532999 ;152498 | Paul | refresh

111,243 532999 ;152498 |Paul |[mezsage |Bi L L | 532822 ;152674
118,381 |533A97 1152498 | Tanara | refresh

127,622 | 532998 ;152869 |Bi Ll |refresh

132,543 | 533873 ;152518 | Tamara | refresh

132,544 | B33AT3 ;162518 | Tamara | message | Pau L |B32929 3151726
132,544 |B33873 ;1626108 | Tamara | message | Bi L L |B32822 ;152674
144,839 | 532947 ;162538 |Bi Ll |refresh

144,842 [E32947 31526358 |Bi L L [message |Paul |B32929 ;151726
152,886 | 533115 ;152498 | Tamara | ref resh

B2 ,A18 | 533115 ;152498 | Tamara | message | Pau L | 532929 ;151726
152,011 | 533116 ;152498 | Tamara | message | Pau L |B32929 3151726
62,011 |533115 ;152498 | Tamara | message |Bi L L |B32822 ;152674
62,011 533115 ;152498 | Tamara | meszage |Bi L L |B32822 ;152674
0@ ,A23 | 533132 1152494 | Tamara | ref resh

168,824 | 533132 ;152494 | Tamara | message | Pau L | 532929 ;151726
108,024 | 5331352 ;152494 | Tamara | message | Pau L |B32929 ;151726
108,825 | 533132 ;162494 | Tamara | message |Bi L L | 532822 ;152674
106,025 | 533132 ;152494 | Tamara | message | Bi L L |B32822 ;152674
(0@ 595 | 532958 ;152471 |Paul | refresh

10A, 715 532966 ;152471 |Paul [message |Bi L L|B32E22 ;162874
(B2 ,818 | 532957 ;152896 |Bi Ll |refresh

:AZ,810 | 532957 ;152596 |Bil | Imessage |Poul | 532929 ;151726
102,811 532957 ;162596 |Bi L L [message |Paul |B32929 ;151726
163,697 | 532948 ;152449 | Paul | refresh

103,689 |532946 ;152449 |Paul |[mezsage |Bi L L | 532822 ;152674
183,689 532948 ;152449 |Pau | [message |Bi L L|B32E22 ;162874
111,566 | 533132 ;152861 | Tamara | refresh

111,636 | 533132 ;152661 | Tamara | message | Pau L | 532929 ;151726
111,648 | 533132 ;162861 | Tamara | message | Pau L |B32929 3151726




So What!
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(a) interactions afforded by the environment
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(a) interactions afforded by the environment
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(b) users question the information
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iccuracy, network, location information



(c) the downside of mutual-location awareness
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passive players... %’t

less remembered others’ locations
less coordination
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. (e) orchestration: a new role for the game designer




what does it say about the future of hybridization!?

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

new roles

seamful design

looking for artifacts that does not exist
is an intriguing paradigm




