SuperGaming!

T *"iﬁ:ﬂr#ﬁﬁﬂf’.&ﬁ:ﬂu'ﬁ.ﬂ-

| A A

g =
e £ e T
i g e

JANE M“GONIGAL
42 Entertainment & UC Berkeley
www.avantgame.com



What is SuperGaming! ?
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What is SuperGaming! ? (etymology)
SuperGaming! is:

*massively scaled, as in supersized gaming
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What is SuperGaming! ? (etymology)
SuperGaming! is:

*massively scaled, as in supersized gaming

*embedded in and projected onto everyday public environments, as
in superimposed gaming.
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What is SuperGaming! ? (etymology)
SuperGaming! is:
*massively scaled, as in supersized gaming

*embedded in and projected onto everyday public environments, as
in superimposed gaming.

eable to heighten the power and capabilities of its players, as in
superhero gaming;

]ANE MCGONIGAL Computer Systems Lab Colloquium @ Stanford Un1vers1ty 2. 23 05



What is SuperGaming! ? (etymology)
SuperGaming! is:
*massively scaled, as in supersized gaming

*embedded in and projected onto everyday public environments, as
in superimposed gaming.

eable to heighten the power and capabilities of its players, as in
superhero gaming;

*designed to harness the play of distributed individuals into a high-
performance problem-solving unit, as in supercomputing gaming.
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What is SuperGaming! ? (structural/aesthetic)

Networking that is:

ludic (gamelike)
* rule sets govern action & interaction
* there is a shared goal and clear “win condition”
* “magic circle” is created
* transformative through play

& spectacular (for an audience)
* public display

* large or lavish scale

econtrast, friction and/or surprise
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What is SuperGaming! ? (technological)

Platforms Applications
PDAs . .
Social networking software
Cell phones
Wikis
. blogs
Wi-f1 laptops
RFID tags SMS Tagging software

GPS devices

Public message forums

ILANSs Digital cameras
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What is SuperGaming! ? (cultural-historical)

networked console gaming
smatrt mobs

superhero culture . . _
live action role playing

open source ethic

& hacker culture .
do-it-yourself supercomputer culture

urban computing
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SuperGaming!

ludic networking & ma
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Moderately collaborative play
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Moderately collaborative play
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Moderately collaborative play

LEFTFOOT RIGHT HAND

\ 4

"0 00

Let's begin.
Woting cycle has ended.

EIGHT FOOT, FREEM.
Bed team RIGHT FOOT
Prepare to wote.

Let's begin. ou are an

Tele-Twister (Alpha Lab/UC Berkeley)
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Moderately collaborative play

Research questions

ANE MCGONIGAL Com uter S stems Lab Colloquium Stanford Unlver31t 2. 23 05
P y q y



Moderately collaborative play

Research questions

* How do collaborative strategies change in the absence of verbal
communication?
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Moderately collaborative play

Research questions

* How do collaborative strategies change in the absence of verbal
communication?
* Can competitive sub-structures improve overall collaboration?
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Moderately collaborative play

Research questions

* How do collaborative strategies change in the absence of verbal

communication?

* Can competitive sub-structures improve overall collaboration?

* How does leadership emerge and evolve during highly condensed,
quickfire collaborations vs. ongoing collaborations?




Moderately collaborative play

Research questions

* How do collaborative strategies change in the absence of verbal
communication?

* Can competitive sub-structures improve overall collaboration?

* How does leadership emerge and evolve during highly condensed,
quickfire collaborations vs. ongoing collaborations?

* What non-averaging algorithms and untraditional statistical categories
could be used to best represent the collective judgment or desires of the

group?




Moderately collaborative play

Research questions

* How do collaborative strategies change in the absence of verbal
communication?

* Can competitive sub-structures improve overall collaboration?

* How does leadership emerge and evolve during highly condensed,
quickfire collaborations vs. ongoing collaborations?

* What non-averaging algorithms and untraditional statistical categories
could be used to best represent the collective judgment or desires of the

group?
* Does collaboration require community?




Moderately collaborative play

Design challenges
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Moderately collaborative play

Design challenges

* How can do you design a problem that requires collective effort?

ANE MCGONIGAL Com uterS stems Lab Collo u1um Stanford Unlver31t 223 05
P y q y



Moderately collaborative play

Design challenges

* How can do you design a problem that requires collective effort?
* How can your interface communicate individual, differentiated roles
within the collaborative structure?
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Moderately collaborative play

Design challenges

* How can do you design a problem that requires collective effort?
* How can your interface communicate individual, differentiated roles

within the collaborative structure?
* How do you design for collective intelligence, rather than hive mind or

mob effect?




Moderately collaborative play

Design challenges

* How can do you design a problem that requires collective effort?
* How can your interface communicate individual, differentiated roles

within the collaborative structure?
* How do you design for collective intelligence, rather than hive mind or

mob effect?

How do you get enough people together to test the projects at
larger scales and higher densities?
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Moderately collaborative play

Design challenges

* How can do you design a problem that requires collective effort?
* How can your interface communicate individual, differentiated roles

within the collaborative structure?
* How do you design for collective intelligence, rather than hive mind or

mob effect?

How do you get enough people together to test the projects at
larger scales and higher densities?

PUBLIC PLAY URBAN ENVIRONMENTS
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SHuated Gaming .

ludic networking & massifely collaboratlve play
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Situated Gaming
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Situated Gaming

What is situated gaming?

Think: Clay Shirky’s “situated software” (2004):
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Situated Gaming

What is situated gaming?
Think: Clay Shirky’s “situated software” (2004):
* “A refusal to embrace scale”

* Social software that is the right size for the right community

e [deal # of users: 10 — 150
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Situated Gaming

What is situated gaming?
Think: Clay Shirky’s “situated software” (2004):
* Duration as the temporal equivalent of scale — reject this too

* Short life, or one-ott, deployment
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Situated Gaming

Situated gaming is the practice of developing small-scale
games designed for specific local communities.

It 1s currently the #orm in experimental and research-

oriented pervasive game design.
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Situated Gaming

A few of my favorite situated pervasive games:

PacManhattan
(INYU’s I'TP 2004)

Scale: 5 street players, 5 online players
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Situated Gaming

A few of my favorite situated pervasive games:

Asphalt Game
(Intel 2004)
Scale: single player street play
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Situated Gaming

A few of my favorite situated pervasive games:

Can You See Me Now?

(Blast Theory/Mixed Reality Lab, 2003)
Scale: 4 street players,

20 online players
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Situated Gaming

A few of my favorite situated pervasive games:

Uncle Roy Around You

(Blast Theory/Mixed Media Lab, 2004)
Scale: 4 street players, :
20 online players
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Situated Gaming

A few of my favorite situated pervasive games:

i3 |Game Client ¥1.1 £ 4 19:20 €3

The Seamful Game

(Equator Project)
4 — 16 street players
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Situated Gaming

A few of my favorite situated pervasive games:

Big Urban Game

(Design Institute 2003)
Scale: 30 street players, |
3000 online players
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SuperGaming! design for more, more, more
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SuperGaming! design for more, more, more

“The more the better.”
— Andrew Fluegelman, founding member of the 1970s New Games
movement, on the optimal number of players.
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SuperGaming! design for more, more, more

“The more the better.”
— Andrew Fluegelman, founding member of the 1970s New Games
movement, on the optimal number of players.

Read: there 1s a phenomenological pleasure in being part of a
larger (much larger) whole.




SuperGaming! design for more, more, more

“More is different.”
— P.W. Anderson, physicist, on the phenomenon of emergence — the
unpredictably complex behavior of atoms 1n larger particle systems.
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SuperGaming! design for more, more, more

“More is different.”
— P.W. Anderson, physicist, on the phenomenon of emergence — the
unpredictably complex behavior of atoms 1n larger particle systems.
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SuperGaming! design for more, more, more

“More is needed.”
— Pat Miller, computer scientist, on the massive number of PCs
required to create an ad-hoc supercomputer.
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SuperGaming! design for more, more, more

“More is needed.”
— Pat Miller, computer scientist, on the massive number of PCs

required to create an ad-hoc supercomputer.

Read: Massive scaling allows you to create exponentially more

effective and powerful systems.
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SuperGaming! Why to massively-scale play:

More pleasure

More emergence

More problem-solving power

AR |
2.23.05

i w8

il L

b : . . /
ems Lab — Colloquium @ Stanford University

JANE MCGONIGAL Computer Syst



SuperGaming! the mass in massively-scaled

Everquest .

Massively multiplayer

online games already
think big...



SuperGaming! the mass in massively-scaled

Everquest .

Massively multiplayer

online games already
think big...

But they face scaling
challenges, as well.

Multiple servers limit
interaction and
accessibility.
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SuperGaming! the mass in massively-scaled

City of Heroes

But where 1s the MASS?
*materiality
*physicality

*embodied experience
of a density of people
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SuperGaming! the mass in massively-scaled

World of Warcraft

...And, but what about
the MASSES?

*In the public eye

eMainstream
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SuperGaming! the mass in massively-scaled

Star Wars Galaxies

So, let’s give massively
multi-player gaming:

*Physical real-world,
not just virtual, mass

*A place in the public

domain.



SuperGaming! Community vs. Audience
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SuperGaming! Community vs. Audience

Audience:
One-to-many communications
Members are isolated from one another
Infinitely scalable

Community:
Two-way communications, many-to-many
Members are densely connected

Finite, starts becoming more audience-like >150
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SuperGaming! Community vs. Audience

What do we mean by density of connections?
traditional: “know each other”
But must it be identity-based?

Could it be interaction-based instead?

What do we mean by two-way communication?
traditional: member to member(s)

But do the “receivers” have to be in the community?

Could the group collectively communicate outwards instead?




SuperGaming! density of connections
P g y

Massively multiplayer thumb-wrestling (Monochrome 2004)
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SuperGaming! density of connections
P g y

Massively multiplayer thumb-wrestling (Monochrome 2004)

Kazaa Peer to Peer
As many three-player-
knots as possible are built.
Then these knots are

connencted via the players'

free left hands.
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SuperGaming! density of connections

Massively multiplayer thumb-wrestling (Monochrome 2004)

“T'his experimental project engages low-f1 sweaty-fingers-
entertainment and places it in the high TCP/IP context of
recent Massive Multiplayer Online Gaming.”
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SuperGaming! density of connections

Massively multiplayer thumb-wrestling (Monochrome 2004)

“Unlimited amounts of players can connect to join a Multiplayer
Thumb-Wrestling Network. As the number of players is
unlimited, global thumb-wrestling may emerge through self-
sustaining peer-to-peer networks and ad-hoc socializing.”
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SuperGaming! two-way communications

“Radio is one-sided when it

should be two-. It 1s purely an
apparatus for distribution, for
mere sharing out. So here is a

positive suggestion: change this
apparatus over from distribution

to communication. The radio
would be the finest possible

communication apparatus in
public life, a vast network of

pipes....”
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SuperGaming! two-way communications
y

“... That 1s to say, it would be if it
knew how to receive as well as to

transmit, how to let the listener
speak as well as hear, how to
bring him into a relationship
instead of isolating him. On this

| principle the radio should step out
. | of the supply business and

organize its listeners as suppliers.”
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SuperGaming! two-way communications
y

Bertolt Brecht, The Radio as an
Apparatus of Communication

Brecht’s radio theory
fultilled by the Internet?

Critical Art Ensemble’s

“Utopian Promise =
Net Realites”

William J. Mitchell’s
Me++: The Cyborg Self
and the Networked City
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SuperGaming! two-way communications
y

ey | 1936: Brecht’s vision for radio
o oo || achieved with Welles’ War of the
| Worlds?
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SuperGaming! two-way communications

—

o F'E'*E":""' = 1936: Brecht’s vision for radio
it w5 | achieved with Welles’® War of the
W || Worlds?

* Massively-scaled communication
* Public character

* Inventive and persuasive
reSpPONses

 Active and interactive drama




SuperGaming! two-way communications

1936: Brecht’s vision for radio
achieved with Welles’ War of the
Worlds?

* Massively-scaled communication
* Public character

* Inventive and persuasive
reSpPONses

 Active and interactive drama
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June 12, 2003, San Francisco— The Go Game

Genre: “urban superhero gaming”

Scale: Over 450 simultaneous local street players
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]u]y 16 2003 San Francisco — Wh1r11ng Derv1shes
Genre: “flash mob”

Scale: Over 300 simultaneous local participants
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WWW.NE .
W.NEEL.org

April 23, 2004, San Francisco— FlashMob I

Genre: “flash mob supercomputing” + LAN gaming tournament
Scale: Over 700 simultaneous local participants
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August 24, 2004, San Francisco— I Love Bees
Genre: “flash mob gaming”
Scale: Over 10,000 distributed local participants
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August 24, 2004, San Francisco— I Love Bees
Genre: “flash mob gaming”
Scale: Over 10,000 distributed local participants
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SuperGaming! two-way communications
. ‘)
ww:..ujv.:faueﬁeea.cam | o .I 3%& \ (J%D

HATLT - MODULE CORE HEMORRHAGE

Control has been yielded to the
YSTEM PERIIL. DISTRIBUTED REFLEX.

This medium is classified, and has a

STRONG INTRUSIVE INCLINATION.
PHASE 1 COMPLETE: Network throttling has eroded.
In 7 days this medium will metastasize.

COUNTDOWN TO WIDE AWAKE AND PHYSTICAL:

20:15:12:42:265

Make your decisions accordingly.

FAQ
Q: What happened to this site?

A: No idea. Help me out here.

ComputerSystems Lab Colloquium @ Stanford Un1ver31ty 2.23.05
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SuperGaming! (trend/context)

San Francisco based examples are not isolated...

Urban superhero gaming

_|_

Flash mobs

_|_

Flash mob supercomputing

_|_

Flash mob gaming
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“Life imitates ARG.”

-ARG player g_rottic

f L

gaming that feels like real life, only MORE -
players who feel more capable, more confident, more expressive,
more engaged and more connected in their real everyday lives



What is Alternate Reality Gaming?
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What is Alternate Reality Gaming?

An interactive drama played out online and
in real-world spaces,
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What is Alternate Reality Gaming?
An interactive drama played out online and
in real-world spaces,
taking place over several weeks or months,

in which dozens, hundreds, or thousands of
players come together online,

form collaborative social networks,

and work together to solve a mystery or
problem...




What is Alternate Reality Gaming?
An interactive drama played out online and
in real-world spaces,
taking place over several weeks or months,

in which dozens, hundreds, or thousands of
players come together online,

form collaborative social networks,

and work together to solve a mystery or
problem

...that would be absolutely izpossible to solve
alone.




What is Alternate Reality Gaming?

€< 6 key terms that describe ARGs
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What is Alternate Reality Gaming?

cross media: clues, narratives and missions
are distributed via a variety of digital media:




What is Alternate Reality Gaming?

cross media: clues, narratives and missions
are distributed via a variety of digital media:

e web sites

e emails

* blogs

e MP3s and DVDs
* web cams

* text messages

* instant messages

* networked game consoles

 handheld GPS devices




What is Alternate Reality Gaming?
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@ I Love Bees - Microsoft Internet Explorer

Google - | old candy hallowsen beat:V: i Searchweb - g2 D3Rk Bh 4344 blocked

&)

EOptions & @12 @year @c e

!

: File Edit View Favotites Tools  Help ;','
() Back ~ EE] 2 D search <7 Favorites 8 - i = @ @ & F 3
: Address @] http:filovebees.blogspat.comf 4 . Go ilinks ¥

[=] Blogger

SEARCH | BlogThis!

Communications Log

UPDATE: OMG! I posted the wrong time and date, Can vou belisve
it? I'm so excited about the training mission, I spaced. The
communications logs will be available at the 27 cache locations
below starting at 18: oo Pacific Time on November 4th! Don't
forget the relay code to pick up vour log on DWVD: "The Operator
left something for me." Good luck!

I found a last message from Melissa.

Irealize that some of my truest allies won't be able to come to
any of the four training events scheduled for November 4th,
where Twill also be giving out a communications log of my time
here in DVD formeat. Frmosorry T ean't do more training events, hut

I LOVE BEES

GET YOUR OWN BLOG

D AN A

ZAH FRAWCISCO,
CALIFORMIA, UNITED
STATES

F=.A

‘ |‘ WIEW MY COMFPLETE
FROFILE

Is a phone ringing near you?
Current live axons.

ALLIES
beekeepers forum
beskaepars blog
beekeepers chat
fireflies guide

TOOLS
timeline and transcripts
payphone locator

NEXT BLOG»

=

%J Local intranet

& A...

EN Deskiop > @ﬁjﬂ% 10:20FM




What is Alternate Reality Gaming?

@ Gmail - Inbox ($92) - Microsoft Internet Explorer

File Edit Wiew Favorites  Tools

- Qb - ERER AP

: Address @j http:f famail. google. comgrail

Help

Search

7 Favarites

Fios

Google - | old candy hallowsen beat:V: i Searchweb - g2 FagEfank Dh 4344 blocked

DL FI

Ok

B EOptions A @12 @year @c =

 Links **

Gmail

Compose Mail [

Archive

| [Reportspam | |More Actions . |v| Refiesh

. -~
Ip | Sign out —

danatwing@gmail.com | New Features! | Settings | Help

[ Search Mail ] [ Search the Weh ] Show search options

Create a filter

1-50 of 4430 Qlder> Oldest »

Inbox {992) Select: All, Read, Unread, Starred, Unstarred, None

Starred 5 Il thoysman, me (&) Training mission 11-04 - Sarry Sir, DWD pick-up is where [Nl report. Keiichi -- Qriginal Me... 10:18pm
Sent Mail [J = Ryan Fearing oD MalLiNg Help, PLEASE! - Il send an official request after the training event like your .. 10:15pm
Drafts [ Dawid, me, Kristen (3) transmission log - |s this the one of me as the SP in the green dress? Can | say - | LOY... 3:58pm
GET [0 Kristen, me (3) San Fransizea training mission hey it's Op again - | LOVE my pink brall | mean, crewmember, ... 9:56pm
%ﬁiﬂ [J = Ernesto Plascencia San Franciseo training mission (M0 subject) - San Francisco-lsaias Lomely, Rank Unknown .. :5Zpm
T [J  joana ramagoza San Francisco training missien 3an Francisco - Joana Ramagoza - Let The Invasion Begin Cou...  9:39pm
MEW! Il Certran, me, Adam (5] Mews Yok Training Mission Mew York - Certran, Lt. - Thank you, | will not disappoint. On Tue, .. 9:37pm
W Labels [J = Joseph Ramirez ol MalLiNg RE - DWDs - Hello, this is Znd Lt Kobun of the Las Vegas squad. Twill not b, 9:36pm

it [J = Chris Lujan San Franciseo training mission San Francisco - Chris Lujan (aka Mightsouly - Check out Ele.. 9:35pm

é Il Hilary Schurwanz Austin training misison Austing, T# - Sylvan Schurwanz Austin, T4 - Sylvan Schurwanz - Austi.. 9:33pm

{1 [ = Dallas Tyler San Francisco training mission 3an Francisco- Dallas Tyler faka Big Tex) - Do you Yahoo!? Ch..  9:32pm
a:tl;fnr:ath Dana [J = Aldwin Generoso San Franciseo training mission 580 Fransisco - Aldwin Generoso - Let the invasion Begin _ C.. 9:32pm
Austin training mi... O Micah Dresser bvD MaILING ilovebees DVD - Micah M, Dresser 2409 Forestbrook Drive Garland, Tx 7504, 3:28pm

iiz: ﬁfcoce = [ CamcC. oD MAILING A Hopeful Crew Member - Dear Dana, Hello good Dana. You will not find me ... 9:21pm

Axon Rejectd [J = Comcast Mail San Franciseo training mission (M0 subject) - San Francisco Frank G frankguarin@yahoo.corm ... 9 14pm
ﬁotrainin [J = annette.spyker oD kalLiNG ILE Communications Log - | arm a member of the Myriad Wise Men tearn an.. 9:12pm
DOMNE Il Joe Landweber San Francisco training mission 3an Francisco Training Exercise - Joe Landweber San Francisco  9:12pm

LD MAILING [0 wrkncacnter DVD MAILING Heroes - It's kind of sad now that we're coming to the end of this experience....  9:05pm
%os [0 = Kimberly Kays Austin training misisen Austing TH Kim Kwiatkowski - Kimberly Jo Kays Kwiatkowski, Pharmo. 2:05pm -
Wi A mle Tumic [ R = O PO Py P U S VOO PR A hd]

&] Done %J Local intranet
. | EL. E B ) Ba B | @4 | Ela. | s | fgm | @B a. | EN Deskiop ”@ﬁ&.% 10:25FM




What is Alternate Reality Gaming?

"
: O Back ~ Iﬂ (= - 7 J Search <7 Favorites 44 - o @ @ ‘% 3
¢ Address @} http: f v whais.netf7d=ilovebees.com V' Go links P
: GD:Z:SIL? + |whais ‘ 5 Searchweb - @ PageRank B 4344 blocked 5] A0t B E Options @ whais : : »
@Whois.Net - Microsoft Internet Explorer g

Address :;e_'} hittp: fhwnane whois, net fwhois, coiz?d=ilovebees .. com :V_ a et

50
>
.Net Googee | ¥ s - @ &

DOMAIN-BASED RES.-EARCH SERVICES
43 465603 domains registered | 9,235 868

Use this Whois Tool to: Registrant:
Margaret's House of EBees
WHOIS Lookup Margaret's House of Eees
2370 Market Street #510
Search by domain San Francisco, Ch 94114-1575
or keyword s
Get your own 3 Registrar: MAMESDIRECT
Domain Name = Domain Neme: ILOVEEEES.CON

Created on: 14-JUN-04

Search through _ Expires on: 14-JUN-09
deleted domains 15-JUL-04

Last Updated on:

5. = Administrative, Technical Contact:
Eomaln I;].fprn;:atlon '\TF.::JSPE Efendi, Margaret ladybee?770hotmail.com
omain name Pricing, News e |
Daily DS Changes, ICANH irtual B e

Margaret's House of Eees
2370 Market Street #510
Trademark / Intl Info WHO| San Francisco, Ch 94114-1575
UE, EU, Canada, UK Japan, WIPO Domain Us
IMT, Free TW Search, Babel Fish IP Addy 415-245-2617

Register vour d

Domain servers in listed order:
Siwonlartmy, R e mesomacon
omain mame- " HSZ . NYDOMATN . COM
Copyright © 1997-2003 N33 . MYDOMATN . COM
N34 . MY¥DOMATN . COM
&) End of Whois Information
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What is Alternate Reality Gaming?

pervasive: extending into the real-world,
taking place in everyday environments
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What is Alternate Reality Gaming?

pervasive: extending into the real-world,
taking place in everyday environments

* physical clues are embedded in everyday
environments

* location-specitic information is required

* site-specific missions and challenges are
given

* public “ubiquitous computing” and
personal mobile technologies become
essential tools for players




transmit truth
time THURSDAY 11/04

Secrv, Lt
10:00 PST
FE, Lt. 1.752101 -001. 257900
10:01 BPET 10:01 PET :
42096172 -075 975554 itecrawler, EINS
; 10:02 PET

10:03 PST 10:03 PST

42.279270 -083.748 764 8.881044 -077.111586

10:05 PST 10:05 PST

10:06 PST

4.106864 -117.711981
: 10:07 PST

10:08 PST 10:08 PST

3.922767 -084.342483 3922767 -084.342483

10-ma T T 10-md T T




What is Alternate

Reality Gaming?

A Jb. 11582 ST12.172808 Paradise NY Mevada Las Vegas map rand acme
¥ 396826591 -75.754051 Mewark DE Delaware M emvark map rand acme
# 35.228683 -80.840817 Charlatte MC Marth Caroling  Charlotte map rand acme
X 42439343 -76.51062 lthaca MY Mews York [thaca map rand acme
A 41.305402 -7 2924267 Mew Haven CT Connecticut Mew Haven map rand acme
# 39950079 -75. 14569 Fhiladelphia PA Fennsylvania  Philadelphia map rand acme
# 38.886117 ST UATT Washington DC D.cC. Washington map rand acme
X 35.074196 -39.91932 Oakville TN Tennesses Mernphis map rand acme
A 35.225364 -30.340941 Charlotte MC Maorth Carolina  Charlotte map rand acme
A 4072614 7342427 South Farmingdale MY Mew Y ark East Farmingdale map rand acme
# 44 465561 -7 318061 Sauth Burlingtan T “Warmont South Burlingtan map rand acme
X 4176432 -72.68196 Hartford CT Connecticut Hartford map rand acme
A 34857317 32671616 Pickens SC South Caraling 3 km NE of Arial map rand acme
A 4075201 -73.981868 Manhattan MY Mew Y ark Mew York map rand acme
® 4084873 -73.16681 Mesconset MY [Mewy Y ork Smithtown map rand acme
X 45193595 -93.549977 Hogers MM Minnesota 1 km M of Rogers map rand acme
X 37.505033 77628617 Midlothian WA Wirginia Bon Air map rand acme
# 30.0008383 -78.94045 Durharn MC Marth Caroling  Durham map rand acme
# 38.890463 77026 Washington DC D.c. Washington map rand acme
X 36.855823 -75.979429 Virginia Beach WA, irginia Wirginia Beach map rand acme
A 44 34641 727453 Waterbury YT “errmont Waterbury map rand acme
A 4034987 -7 4.66295 Frinceton MNJ Mew Jersey Frinceton map rand acme
# 43212684 -71.51408 Cancard MH Hew Hampshire Concord map rand acme
# 39.951054 -7 153517 Fhiladelphia PA Fennsylvania  Philadelphia map rand acme
A 40435301 -79.957633 Fittsburgh PA Pennsylvania  Pittsburgh map rand acme
A 42 346201 -7 1.0645825 Haolden kA, Massachusetts Holden map rand acme
® 41.306545 -2 92659758 Mew Haven Harbor CT Connecticut Memy Haven map rand acme
#A0.34853 -4 BE343 Princeton M Mew Jersey Princeton fnap rand acrme










What is Alternate Reality Gaming?

persistent: 24 hours a day, 7 days a week
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What is Alternate Reality Gaming?

persistent: 24 hours a day, 7 days a week
* always on
* unfolds in “real-time”

* organic and responsive to players




HALT - MODULE CORE HEMORRHAGE

Control has been wielded to the

SYSTEM PERIL DISTRIBUTED BEFLEX.

This medium is classified, and has a
STRONG INTRUSIVE INCLIMATION.

Thev
thev FPHASE 1 COMPLETE: Network throttling has eroded.
they make
Conldn't FHASE 2 COMPLETE: This medium has metastasized.

COUNTDOWN TO WIDE AWAEKE AND PHYSICAL:

31:11:42:17:329

Make your decisions accordingly.

FAQ
Q: What happened to this site?
A: No idea. Help me out here.




Search e ’ -
Gt e Customize i
N
4 Internet Explorer
tlovebees Oucldinles

lovebees the ARG
Eﬁ“;m; d"g;?”;m* It has links to in-game sites and guide.
Mioderated Blog ) ) )
Ctuide - by Rowan Option 1: Click linke
Timelines by thebruce Option 2: Drag link into your IE Address bar.
%ma}:sﬂmes Option 3 Drag link to desktop, to create a URL shortcut. Then drag icon to TE Address bar.
2 main & 5 secondary Mozilla
dovebees Gretel
Blog Once . .
B uickLinles

gcipe 3 Glass
Brick Eoad 404
Humpty  lller Click Link to activate.
forums & chat tools Firefox
Unfiction & piary LELDX
Unf #beekeepers
LIBH #beskeepers llovebees OuckLanks
Cickstart by itnbri o ) o o
Azon map by inia Add thiz ink to Boolemarks by right-clicking it, then choose "Bookmarle This Linl".
Transeripts by Robynn
W‘Ey :ﬁg& o to that boolkmark under the Bookmark menu, and right-click to get to Properties.

Hot aAWS . . .

¥ Check the "Load this bookmark i sidebar”
iloveheer guickphone Finally, select the bookmark (under Boolkmarles)
W

:&‘l Dane




What is Alternate Reality Gaming?

collaborative: designed to be absolutely
impossible for an individual or small group to
solve in 1solation

* parse information strategically
* require location-specitic information
* massively-scale challenges

* “walk and talk and chew gum” design




What is Alternate Reality Gaming?

constructive: requires players to build the
gaming platform themselves
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What is Alternate Reality Gaming?

constructive: requires players to build the
gaming platform themselves

* “Batteries Not Included” design
* communities self-organize

* communications systems are designed
and developed by the players

* social engineering




@

The Haunted Apiary {(Let Op!): Axon Coordination
This is a temporary moderated forum in which to post your reports from the field at the Axon Coordinate
locations, and to discuss whatever the heck ends up happening. Please keep threads strictly on topic as

noted. Only moderatars can post new threads.

! Fites

Anthra®101, BriEnigma, Giskard, rowan7z

The Haunted Apiary (Let Op!): General fUpdates
(aka System Peril Distributed Reflex or ilovebees) - Mow Playing

2 for Xbox? Why isn't Dana turning into a bee?

! Fites :

Anthra®101, BriEnigma, Giskard, rowan72

The Haunted Apiary (Let Op!):
Catalag information about sites, cha
! Traithead 1 QuickStart 1 QuickLing,
#heslkespers ;

Moderators: Aveena, fireball, sapage

Anthra®l10l, BriEnigrna, Giskard, rowa

The Haunted Apiary (Let Op!): I
List interaction you've had with game
in-person contact,

! Fites :

Moderators: Aveena, fireball, sapage
Anthra®l0l, BriEnigrna, Siskard, rowa

The Haunted Apiary (Let Op!):
Catalog puzzles and their solutions b
! Fites :

Moderators: Aveena, fireball, sapago
Anthra®l10l, BriEnigrna, Giskard, rowa
The Haunted Apiary (Let Op!):

New to the game or have a questian
help you out, This is also the place fo

79 Aoz kazurna =0
Moderators: Aveena, fireball, zapagoo, catherwoad, krystyn, LouMac, celinass, aliendial, dnbrnathguy, Yarin,
What do the letters in the honey mean? What's up with Dana's aunt's wehsite? What is the connection to Halo
1336 217449 Wwed Mow 03, 2004 12:09 prn
Phacdra =0
Moderators: fveena, fireball, sapagoo, catherwood, krystyn, LouMac, celinass, aliendial, dnbrnathguy, Warin,
theBruce.ca - Home of Geoff May - Microsoft Internet Explorer *
‘B ’ . BE|
hieliz=a also reweals coordinates for the nesd field test - combat training - at 4 places in the LS within hours of each other. s
Real World Organized Data Character Progress |
July 13 -Tuesday
Dana makes first blog entry about her site at
ilowebees hlogspot.com
July 14 - Wednesday
Dana makes zecond blog entry about China
July 13 - Thursday lovebees com
Introduction of Svatem Peril Distributed Reflex
hitargaret [ ladyheerTidhotmail.com ] sends honey [SPDE ¢ Spider] by way of courddavn fimer on
otz and leters front page
Halo 2 frailer flashes v ilovehees com
llowebees.com iz hacked, with a counddown to Sugust
24th
Dana updates her blog
July 16 - Friday [MMavday Texl The Dperator (0) - female
Who: The Operator Wlvite: the hbayday Tewt
Hacking beging on ILE to retriewve all hidden text from Source: Embedded fraoments in HThIL 'made of zand"
HThL source, image hinaties, and sound files Enfities: frachne, hoy onthe beach, spider, haz a hrother, who made a caste of sand
Dana haz a woicemail message Flea Flea (PF) - female
Motables: Phazmids, cazlle of zand Plain to zee naked footprint on the zand shore
Key zurvive evade reveal excape Arachne
Key survive evade reveal resist Hung herseff
Key: Thoze are peads that were her eyes: Mothing | Gastle of sand
of her that doth fade ¢ But doth suffer a sea-change ¢ Long aga, made by the Operator
Irto zormething Hch and stange lazhed overtneted down by spiders
Hey: Seek the tuth / Behold the tuth ¢ Reweal the Boy on the beach
tith #that iz the law and the whole of the law ‘made of zand'
Key: hidde and seek Mextto the Operator an the beach
Summary: wiave foaming with spiders fakes away his face
Manator goes to her boat, zee's the Flea's foofprint Spider (SPDR) - female
inthe zand... Something happened to the boat and Cramlz ower the Operator
all her companions... slept for "Mine Hours"... tied to 375 /8 woices?
the ground and can't mowe... Phasmids ... needs o
find & way to zignal, poszibly behind enemy lines...
tries direction finding with =tick and sun. .. fies
finding zouth uzing stars and zouthem cross. .
pozsibly dreaming thiz story, a vizion?. .. feeling as
if being probed or under sugery ... Ky behind
ENEHY linez, be quiet, play fKeuﬁi..._recalIs her

ARG: The Haunted Apiary (Let Op!) m Last Post

Wed Mow 03, 2004 12:12 pm




“What the freck is this? Eead what GameSpot has uncovered: article

CRGHTITT T lonel Helewen! 1. How do T getin?
Eead the instructions from Melissa: Combat Training Exercise (scroll dowr)

llowebees the ARG
Duickphones w1.2 920004

maggquest
Actne

tetraserver : : 404 San Francisco. CA Attendees

E—E‘r—:ﬂﬁmaﬂ click lat/long 40.7 1 - New York, NY Attendees

Topozone 42.040240 - 97 Chicago, IL Attendees
tiearest geocache _

Austin, TX Attendees
payphone directory

T (Add Yourself) (Show All)

gtromecarlson

Who are these people? We are the Beekeepers, players of the T Love Bees game.

To edit vour record, click on the link next to your name m the st of Attendees,
Yet Another (PTOTE: this data does MOT imply any confirmed registration with hielizsa )

Lat/Long _
ox 33794252 84

@ Announcement: [META] New Coordinates on contactme.htmlinm
[ O Goto page: 1, 2, 3 ]

Mapgue —
I'L-'Iapguegj] @ Announcement: [META] SF Combat TrainingfARGFest-0-Con: Check in Here!
ACTH [ O Goto page: 1 ... 3, 4,5 ]

Terraben é‘;} Sticky: [META] Chicago Combat Training Exercise Coordination
[ 0 Goto page: 1 ... 23, 24, 25 ]

Ei? Sticky: [META] New York City Combat Training Exercise Coordination
[ O Goto page: 1 ... 9,10, 11 ]

Eﬁ, Sticky: [META] Austin Combat Training Exercise Coordination
[ 0 Goto page: 1 ... 4, 5, 6 ]

g? Sticky: [META] San Francisco Combat Training Exercise Coordination
[ O Goto page: 1 ... 9, 10, 11 ]
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. What is Alternate Reality Gaming?

expressive: requires and inspires user self-
expression
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What is Alternate Reality Gaming?

expressive: requires and inspires user self-
expression

* user-created web sites and blogs
* player guides

* communications missions

* new languages

* fan art

* mass media interventions




What is Alternate Reality Gaming?

expressive: requires and inspires user self-
expression

You are my extracrdinary. Mear strangers — brilliant, kind, loud,
mean, methodical, wildly creative, abowe all passionate. I don't
agrae with all of you... no surprise, vou hardly agree with cne
another. But your energy. This community.

By sheear fluke luck, this blog has become a way station for
amazing, brilliant, compassionate, crazy peopla. & clearinghouss
for an extracrdinary phencmencn. And I don't mean the AT,

I get it now. And I'm here, I'm all in.

P.5. I'n posting a summary of what we've figured out so far in the
sidebar. I'll keep updating it as we learn more.

8/74/2004 09:42:14 A wﬁ




expressive: requires and inspires user self-
expression




What is Alternate Reality Gaming?

expressive: requires and inspires user self-
expression

net: lattach act |

drop !'attach act |

drop !route proc attach proc net
grope: !probe host crypt weak

decrypt host decrypt confidence 100 !
probe master sector fail

surg: linvntry primary sector proc proc
invntry 343 working O dmg 38 dmg unk 2 broken
102 abs 201 'invntry primary sector mem mem
invntry 678223072849 clear 0.0007 dmg 0.0014
frgm 1.41 abs 98.5879 net: !attach act |




What does Alternate Reality
Gaming accomplish?

TECHNOLOGICAL CONFIDENCE:

* Players gain skills and experience
using a variety of new media and
network technologies.

* Players become confident using these
technologies in real-world contexts.




What does Alternate Reality
Gaming accomplish?

COLLABORATION SKILLS:

* Players experience the new kinds of
collaboration made possible by mobile
and ubiquitous network technologies:
e.g., ad-hoc, real-time cooperation

* ARGs demonstrate the importance of
individual responsibility and
contribution within a big group —
everybody 1s uniquely necessary and
valued




What does Alternate Reality
Gaming accomplish?

COMMUNITY:

* Players feel more connected to and
actively engaged with others, both in
terms of local community and
distributed community

* Players become a part of “something

bigger”




SuperGaming!

Web site: wWww.avantgame.com

Email: janemcg(@berkeley.edu

Additional Web Resources
www.thegogame.com

www.flashmobcomputing.com

www.llovebees.com

WWw.argn.com

www.cheesebikini.com (search “flash mobs”)

]ANE MCGONIGAL Computer Systems Lab Colloquium @ Stanford Unlver31ty 2. 23 05



