
Pervasive Games on  
Streets and Screens  

Markus Montola, University of Tampere 
MIRACLE workshop, October 30. 2009 
(Internal distribution only, please!) 





… a free activity standing quite consciously outside 
“ordinary” life as being “not serious”, but at the same 
time absorbing the players intensely and utterly. […] 
It proceeds within its own proper boundaries of time 
and space according to fixed rules and in an orderly 
manner.  

(Anthropologist Johan Huizinga, 1938) 





…in the [serious] state, the individual evaluates the 
activity in terms of how far it leads towards the 
achievement of important goals in the future. In the 
[playful] state, the ongoing activity is evaluated in 
terms of the pleasure it gives to the individual at the 
moment in question. 

(Psychologist Michael J. Apter, 2003) 







magic circle 



   pervasive game is a game that has one 
or more salient features that expand the 
contractual magic circle of play spatially, 

temporally or socially 





spatial expansion: 
the whole world is a playground 

temporal expansion: 
renounce the discrete play session 

social expansion: 
play with outsiders 





BotFighters 





Deathgame (Killer the Game of Assassination) 





Abstract Tours 





The Real Race 



pervasive games bring the playfulness of  
game to ordinary life… 

…and the pleasurable immediacy and  
tangibility of ordinary life to game 



gps 
cell positioning 

 augmented reality  
wlan 
rfid 

bluetooth 
infrared 

gprs 
mobile augmented reality 

gesture recognition 
 semacodes 

phone cameras 
nfc 

galileo 
3g 

 magnetometer 
image recognition 
haptic feedback 

pedometer 
biometric sensors 

gps map 
voip 











Momentum 









Leisure Suit Larry in the Land of Lounge Lizards 









Twister 





Shelby Logan’s Run 





Pillow Fight Club 



spatial expansion: 
the whole world is a playground 

temporal expansion: 
renounce the discrete play session 

social expansion: 
play with outsiders 



the whole world is a playground 
explore the spatial 

renounce the discrete play session 
exploit the temporal 

play with outsiders 
steer the social 





Spacewar! 





Vem gråter 





BotFighters 
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design challenge 
explore the spatial context 
exploit the temporal context 
control the social context 



Prisoner Escape from the Tower 



Thank you! 

markus.montola @ uta.fi 
pervasivegames.wordpress.com 




