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-­‐ playful	
  aspects	
  of	
  mobile	
  media	
  technologies

-­‐ recent	
  technological	
  developments	
  in	
  mobile	
  media

-­‐ speculate	
  on	
  the	
  (far)	
  future	
  of	
  mobile	
  media	
  and	
  
serious	
  games

Content	
  of	
  this	
  talk



  

Serious	
  games?

games	
  <	
  	
  >	
  serious	
  games	
  <	
  >	
  everyday	
  life

But	
  first…	
  (briefly)
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Games	
  are	
  ‘serious’…

Not	
  just	
  for	
  their	
  own	
  sake;	
  secondary	
  effects	
  dragged	
  into	
  RL

-­‐	
  increasing	
  hand-­‐eye	
  coordinaLon
-­‐	
  a	
  valve	
  for	
  blowing	
  off	
  steam
-­‐	
  sLmulaLng	
  brain	
  faciliLes
-­‐	
  pracLce	
  for	
  ‘real’	
  compeLLon
-­‐	
  display	
  strength	
  in	
  ritualized	
  form
-­‐	
  etc.
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-­‐	
  Johan	
  Huizinga:	
  play	
  at	
  origin	
  of	
  culture

-­‐	
  G.H.	
  Mead:	
  development	
  of	
  idenLty	
  through	
  
play	
  and	
  games;	
  ‘generalized	
  other’

-­‐	
  Erving	
  Goffman:	
  everyday	
  life	
  as	
  theater

...and	
  ‘everyday	
  life’	
  is	
  playful
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Differences	
  and	
  similariLes

Serious	
  Games+Real	
  Life	
  
vs.	
  Games

Hidden	
  workings
Serious	
  games	
  ‘conceal’	
  
their	
  intended	
  effects	
  to	
  
players;	
  seriousness	
  
‘wrapped’	
  as	
  play.	
  

Serious	
  Games+Games	
  	
  
vs.	
  Real	
  Life

Inten5onal	
  design
Serious	
  games	
  are	
  
designed	
  for	
  gameplay;	
  to	
  
provide	
  pleasure;	
  as	
  safe	
  
(learning)	
  environments.

Real	
  Life+Games	
  
vs.	
  Serious	
  Games

U5lity	
  principle
Serious	
  games	
  are	
  
oriented	
  towards	
  
predictable,	
  calculated	
  
outcomes.



  

Two	
  basic	
  properLes	
  of	
  mobile	
  media

-­‐	
  portable:	
  used	
  in	
  everyday	
  situaLons	
  

-­‐	
  wireless:	
  used	
  to	
  connect	
  to	
  elsewhere

Playful	
  aspects	
  of	
  mobile	
  media



  

“Where	
  are	
  you?”



  

1.	
  Play	
  on	
  the	
  mobile

Image	
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2.	
  Play	
  with	
  the	
  mobile



  

3.	
  Play	
  through	
  the	
  mobile



  

4.	
  Played	
  by	
  the	
  mobile

Copyright:	
  hMp://osLll.clustershot.com/photo822923



  

pervasive	
  play

wayfinding sensing	
  and	
  visualizaLon annotaLon

social	
  networking

Recent	
  developments	
  in	
  mobile	
  media



  

Technological

//	
  intelligent	
  devices
-­‐	
  increase	
  in	
  compuLng	
  power	
  and	
  storage
-­‐	
  integraLon	
  of	
  smart	
  sensors	
  into	
  mobile	
  devices	
  (‘lab	
  on	
  a	
  chip’)
-­‐	
  necessary	
  baMery	
  improvements

//	
  ubiquitous	
  networking
-­‐	
  IPv6:	
  now	
  5x1028	
  IP	
  addresses	
  for	
  each	
  earthling
-­‐	
  internet	
  speed	
  boosts

//	
  contextual	
  integraLon
-­‐	
  interacLons	
  with	
  devices	
  internal/external:	
  embedded	
  in	
  body/environment
-­‐	
  we	
  can	
  access	
  and	
  carry	
  along	
  all	
  our	
  digital	
  objects	
  with	
  us:	
  digital	
  life	
  in	
  cloud

//	
  so=ware
-­‐	
  open	
  data:	
  govs	
  opening	
  up	
  their	
  data
-­‐	
  apps	
  for	
  everything:	
  devs	
  mashing	
  data	
  
-­‐	
  mobile	
  as	
  remote	
  controls	
  (domoLca)

//	
  converging	
  funcLons
-­‐	
  scanning	
  objects	
  with	
  mobile	
  cam	
  and	
  send	
  to	
  3D	
  printers

Future	
  developments	
  in	
  mobile	
  media	
  &	
  play



  

Behavioral	
  social	
  games

Acquiring	
  knowledge	
  >	
  behavioral	
  change

Through	
  mix	
  of	
  intenLonal	
  design,	
  concealed	
  operaLon,	
  uLlity	
  principle

//	
  health
-­‐	
  mobile	
  social	
  games	
  that	
  sense	
  &	
  share	
  personal	
  info,	
  and	
  thereby	
  nudge	
  people	
  into	
  

posiLve	
  behavior	
  (weight	
  control,	
  quiNng	
  smoking)

//	
  environment
-­‐	
  casual	
  collaboraLve	
  measurements	
  and	
  visualizaLons	
  on	
  mobile	
  devices	
  (e.g.	
  air	
  quality)
-­‐	
  actual	
  behavioral	
  change	
  through	
  mildly	
  compeLLve	
  games:	
  who	
  can	
  drive	
  cleanest?
-­‐	
  new	
  ‘gi=	
  economy’	
  (e.g.	
  Landshare.net:	
  sharing	
  plots	
  of	
  land	
  for	
  urban	
  farming)

Future	
  developments	
  in	
  mobile	
  media	
  &	
  play
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