
	  

Get	  Gamers	  Going	  
INF5261	  Project	  –	  Final	  Report	  
Gunnar	  Øyvin	  Fredrikson,	  Henrik	  Hellerøy,	  Sun	  Lin,	  Ingrid	  Ruud,	  Jane	  Marie	  Eloja	  
Fjæreide,	  Ron	  Unhammer	  

ABSTRACT	  

Exploring	  the	  possibility	  of	  extending	  a	  Massively	  Multiplayer	  Online	  Game	  with	  a	  
mobile	  app	  to	  motivate	  gamers	  to	  go	  outside	  without	  removing	  them	  from	  their	  
favorite	  pastime.	  
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1	  INTRODUCTION	   	  
Gaming today lets you explore new worlds, participate in interactive stories and immerse 
yourself in virtual realities, but to experience these games you must play from a fixed position. 
Of course you can take your laptop outside to play your favorite game in the local park, but for 
most people this is not an option or something you would even consider. 

1.1	  RESEARCH	  QUESTION	  
Is it possible to create a mobile app as an extension to an MMO-game that motivates gamers to 
go outside? What challenges lies in the development of such mobile applications and how will 
the user group respond to such a solution? 

1.2	  THE	  INTENTION	  AND	  LIMITATIONS	  OF	  OUR	  PROJECT	  
1.2.1	  WHO	  ARE	  THE	  USERS?	  
To get a better understanding of the purpose of our project, it is important to know who our 
intended users are. As already mentioned in the introduction we want to concentrate on MMO-
gamers. We will use a definition gathered from (Hepsø, T. et al. 2011) where they establish a 
clear distinction between a “storspiller” (large scale gamer - someone spending more than 
average time gaming) and a “problemspiller” (a gamer that experiences negative consequences 
as a result from massive amount of gaming). To limit our scope we choose to focus only on the 
large scale gamer to avoid the complexity of defining and understanding the problem gamer.  
	  
1.2.2	  WHAT	  DO	  WE	  WANT	  TO	  ACCOMPLISH?	  
The question that naturally arose while we were specifying the user group was: what could 
possibly contribute to changing the players’ behavior? We needed to establish a paramount 
goal for our product that was not too over-ambitious. The goal we decided on for our project was 
to help incorporate physical activities in the players’ daily lives. The aim of our group, was not to 
create something that could hopefully make the users abstain from playing, but to help them 
combine their gaming with another activity. We wanted our solution to provide a non-deterring 
introduction to spend time doing outdoors activities.  
 
Our scope for this project is to explore our target user group and to create two different 
prototypes. One prototype purely based on the game and design without technical 
considerations. This is to provide the reader with graphical presentation of our idea without 
getting too technical. The other prototype is a high fidelity prototype with a vertical compromise 
where we implement a single core functionality to explore what technical challenges that lies in 
the development of such mobile applications. 
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2	  THE	  CONCEPT	  	  

2.1	  THE	  SOLUTION	  THAT	  EMERGED	  
The obvious challenge for the group was to create something that could be just as satisfying as 
MMO-games are for the players. We figured that instead of focusing on something completely 
new and different that would serve as a substitute, it would be smarter to focus on creating 
something that was somehow related to the games. We wanted to turn the physical world into a 
place where players also can get positive experiences similar to the ones they get in the virtual 
world.  
 
Maybe by sticking to something that is already familiar to the player, the transition from being 
inside to being outside would hopefully not be perceived as too sudden and different. What if we 
created something that would allow the player to continue playing, but in a different environment 
- the outdoors?  
	  
2.1.1	  TRANSFERRING	  BEHAVIOUR	  FROM	  ONE	  PLACE	  TO	  ANOTHER	  
Dourish and Harrison (1996) explain in their research paper “Re-Place-ing Space” the 
interesting concept of space and how it can be imagined as a three-dimensional environment 
that can “transform” into a place once we add meaning to it. This meaning that is added can be 
understandings of what is socially and culturally appropriate behavior within that space. In other 
words, what makes a place is how we use the space (Dourish & Harrison, 1996).  
 
Lets turn it around and imagine the virtual spaces that the MMO-games are, as spaces as 
described above. When players finally understand the mechanics of the games and start acting 
in them, to them these virtual spaces transform into places they enjoy being in. The interesting 
question is: could we create something that could make it easy for the player to carry over his 
behavior in the virtual space to the physical world? For this to happen, our solution must turn the 
outdoors into a potential place. More specifically, we wish to expand the game-world to also 
comprise the physical world.  
 
As we’ve mentioned before, the reason why we wish for the player to continue playing, but in a 
new environment, is because playing is something already familiar to him. We fear that 
something that seems too different from what the player is accustomed to, will not seem 
tempting enough for him to try out. If our solution, on the other hand, was built on “gaming” 
behavior, perhaps it could provide a more comfortable transition to the new environment.  
 
2.1.2	  CONCEPTUAL	  MODEL	   	  
After defining the intention of our project, we started exploring how a system that could 
accomplish this goal, should be like. Below is a description of our envisioned solution. It 
describes how we imagined the product to look and behave (Sharp, Rogers and Preece, 2002). 
It must be emphasized that this is how we envisioned the “ideal” product to be; it does not 
describe the actual finished product. A description of our high-fidelity prototype can be found in 
paragraph 4.6. Technical properties are not mentioned here.  
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● The product would be a smartphone application. 
● The app would function as an extension of a chosen Massively Multiplayer Online Game 

(such as World of Warcraft, Happy Farm etc.).  
● The look of the application will be consistent with the look of the MMO-game of choice.  
● The incentives for using the application are rewards in the form of virtual currency or 

desirable prizes that can be used in the MMO-games.  
● Prizes are located “out in the real world” which means the player must physically get to 

the location of the prize to earn it.  
● To motivate the user to go outside, the prizes must be worth the hassle, and the tasks 

must be challenging enough (but not too difficult either).  
● More difficult tasks with even more desirable prizes will be unlocked if the player proves 

to be an active user of the app. The rewards get better the more the player pushes 
himself. 

● As soon as a prize has been collected, it will be automatically registered in the player’s 
game-account.  

● The interface of the design must be kept simple with not too much information presented 
at the same time. Almost no typing will be required.  

● The symbols give clues to what function or object they represent (affordance).  
● It will require very few steps to generate a new task that tells the player to go to a 

specific location.  
● A map and sensor data will give the player information about his current location and 

where the prize is located.  
● A time constraint could also be added to the game to make the tasks even more 

challenging (not necessary).  
● When the user is finally in close proximity to the prize, the app will give feedback either 

as a sound or vibration.  
● When the task has been successfully accomplished, the app will give the player positive 

feedback. The player could also document the accomplishment by posting on a social 
network the amount of time used to complete the task, or a picture of him at the location.  

 

2.2	  MOTIVATION	  
For our game-application to be successful, the application must give the user an enjoyable 
experience, because without it, it becomes worthless (Schell, 2008). The experience we intend 
for the player involves having fun at the same time as being challenged. But for this experience 
to take place, the player must feel motivated throughout the whole course of the game.  
 
The argument that physical activities are necessary to stay healthy is not something we believe 
will be the most effective motivator to the target group, at least not in the beginning. It would 
probably play a role, but we do not believe it would be the main driving force. We assume that 
the motivation at first will be extrinsic, meaning in this case that it will be mostly driven by the 
player’s interest in struggling towards a goal (Cunningham and Zichermann, 2011). The 
motivating element will be to be able to acquire desired points or rewards. If some form of 
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completion feedback were given whenever the player reached a goal, perhaps this would 
contribute to enhancing the sense of accomplishment and motivate the player to continue 
playing (Kohl, 2012). 
 
From a gamers perspective it is relevant to look at Nick Yee’s 3 motivational components (Yee, 
2007): achievements, socialization and immersion. Based on these our initial users story for the 
mobile application will be removing itself from the social components that exist in an MMORPG, 
but it will be able to retain and/or expand its interactions related to achievements and immersion. 
The primary motivational factor for our design is the use of virtual currency as a reward for 
playing the game, which is a natural part of both these components. 

3	  THEORETICAL	  FRAMEWORK	  

3.1	  GAMING	  
For motivators for gaming we will use Nick Yee’s 3 overarching components: achievement, 
social and immersion (Yee, 2007) as well as the 10 subcomponents to review our own 
motivational findings. We will also use Aarseth’s three dimensions that characterize most 
computer games; gameplay, game structure and game world (Aarseth, 2003) to look at how our 
mobile application compares or differs from the original game. 

3.2	  USER	  INTERFACE	  DESIGN	  
When a user opens a website, app or program it is crucial that the user instantly is engaged and 
understands what actions to take. If we offer too much information on one page without a clear 
focus, the user will get confused and won’t understand what they are looking for. So it turns out 
that for the effective user interface design, we should follow 3 principles: clarity, ease of use and 
simplicity (Porter, 2012). This is challenging on smaller screens and is crucial to have the user 
interested and not just close the interaction.  

3.3	  MOBILE	  APPLICATION	  DEVELOPMENT	  
Mobile application development is based on the same principles and has the same challenges 
as development of other embedded applications. This includes among others storage limitations, 
integration with device hardware, security, performance and reliability. But in addition to these 
challenges, mobile applications have some special requirements that need to be considered. 
Wasserman (2010) has made a list over these requirements: 

● Potential interaction with other applications 
● Sensor handling 
● Native, hybrid or and web-applications 
● Hardware and software platforms 
● User Interfaces 
● Complexity of testing 
● Power consumption 
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Today's mobile devices are filled with different applications from different vendors and often 
provide some sort of interaction between them. One example of this is how you can publish and 
share your results of a game on Facebook or other social media. 
 
The advantages of using a mobile device include different types of sensors such as microphone, 
camera, GPS, accelerator and the touch screen. This raises development challenges, but also 
great possibilities in the context of user experience.  
 
On a mobile device there are different approaches to developing an application. It can be native; 
programmed for the device and need to be downloaded and installed, it can be a web-
application with some design choices to make it fit the mobile web browser or it can be a hybrid; 
an application that is accessed through the mobile web browser, but has the form and feel of an 
native app. The more your app wants to use the features of the device, the stronger is the 
argument for making a native app. 
 
But with making native apps the complexity of mobile device environment becomes clear. 
Mobile devices are based on different hardware with the wide range of models, they use 
different software and they have different versions of different operative systems. This makes 
the task of making an application that looks good and works satisfactorily on all devices a real 
challenge. 
 
When designing for mobile devices the easiest and fastest way is to use modules available in 
the SDK. For the developer this saves time, but it might provide restrictions to the design 
choices and the creative process. For the user of the app the advantage of this approach is that 
it makes the app more familiar because the design follows standardizations and in that context 
is user friendly.  
 
To test a mobile application is far from easy. There are several issues to consider when testing 
an app. First of all, you often need to implement a big part of the application before you can test 
it. It can also be challenging to test it on an emulator, because it will not be a realistic testing 
environment, and you are only able to simulate sensors like GPS receivers. And then you have 
testing of the app on all the different variations of devices, screen sizes, which is an additional 
challenge. 
 
One of the most challenging tasks with mobile development is the power consumption. A mobile 
runs on battery and has not yet a large capacity. Users of apps are quick to evaluate the power 
surge an app makes to decide if the app is worth having on their phone. 
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4	  METHOD	  
Based on our motivation we utilized three methods of data gathering; a quantitative interview, a 
qualitative interview and existing research materials relevant to our discoveries. The methods 
were chosen to insure triangulation (Sharp, Rogers and Preece, 2002).    

4.1	  QUANTITATIVE	  INTERVIEWS	  
These interviews were primarily structured with two semi-structured questions. The interviews 
were done by following a basic questionnaire where the structured questions had a 
predetermined set of alternatives and the two semi-structured questions asked the subject to list 
elements that was part of the reason why the interview subject was selected in the first place. 
The interviews were conducted verbally using audio communication only. Primary tools for 
communication were Skype, Mumble and Ventrilo. The interview subjects were chosen at 
random during actual game play through either social interactions, 'in game' activities or by 
'Guild' relations. 

4.2	  QUALITATIVE	  INTERVIEWS	  
These interviews were primarily unstructured with a few initial structured questions covering 
background information about the interview subject. The unstructured part of the interview was 
done by casual conversation based on a limited number of topics. The length of the interviews 
varied based on the time the subject spent talking about each of these topics. The interviews 
were conducted verbally using audio communication only. Primary tools for communication 
were Skype, Mumble and Ventrilo. For these interviews we selected four candidates from the 
pool of subjects used in the quantitative interviews based on how their replies could be 
construed as extreme or mainstream (HCD Connect, IDEO.org). Two candidates representing 
mainstream and two representing different aspects of extreme replies were used. 

4.3	  EXISTING	  RESEARCH	  
Based on the data gathered and uncovered in the interviews we searched for relevant research 
and other sources of information relevant to our findings. Both sources confirming and 
questioning our findings were identified. These were used to analyze our data and help in 
interpreting them. For academic articles we’ve mainly used Google Scholar, but also Web of 
Science. For everything else normal Internet searching methods (Google) have been used. 

4.4	  PROTOTYPING	  
As mentioned in the earlier we wanted to develop two different prototypes in this project. One 
that shows design and one that show the technical aspects.  
	  
4.4.1	  DESIGN	  PROTOTYPE	  
To create the design of the prototype we utilized the theory behind usability and came up with a 
suggestion of a user interface. This user interface was then built on a user story. The group 
wrote the user story in plenum. We tried to come up with a story that reflected our findings in our 
research, but also would show some technical challenges.  
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4.4.2	  TECHNICAL	  PROTOTYPE	  
The technical prototype was based on the same user story as the design prototype, but with 
some moderations because of the focus of technical challenges rather than design challenges. 

CHOICE	  OF	  DEVELOPMENT	  PLATFORM	  
The two leading operating systems for smartphones are Android and iOS. We considered the 
strength and weaknesses of both, and decided to develop for Android, based on the following 
considerations: 
 

● Android is the most widespread and fastest growing mobile operating system today. 
(IDC 2012) (Gartner 2012). According to market research done by Gartner, Android’s 
share has risen from 43.4 % to 64.1 % the last year, while iOS’ share has remained 
steady at about 18%. 

● Google’s Android offers development tools for all the major PC operating systems while 
Apple only offers the iOS SDK for their Macintosh computers. If we were to develop for 
iOS, members of the group who doesn’t own a Mac would be excluded from taking part 
in the development. 

● Android is an open development platform, and allows third-party tools to be used.  
● Development cost is another factor for our no budget project. Android’s SDK is free and 

available on their website (http://developer.android.com/tools/index.html) while being an 
iOS developer costs 99$ per year (https://developer.apple.com/programs/ios). This fee 
has to be paid before you can test your prototype on an iPhone 

● Android is based on Java, a programming language most of the team has experience 
with. If we were to develop for iOS we would have to learn a new programming language, 
a process that is time consuming. This is an important consideration, since our project 
goes over a short time frame. 

● iOS’ major advantage lies in higher revenues for developers. (Farago 2011) Our project 
is not intended as a commercial product, and this is therefore not a decisive factor for us. 

 
The app has been developed in Eclipse, utilizing Android’s Eclipse plugin and the integrated 
development environment offered through this solution. To the best of our ability the prototype  
has been developed in accordance with Androids development guidelines (available from 
“Android API Guide”: http://developer.android.com/design/index.html). Android apps are 
developed as a project consisting of folders containing dedicated parts of the application. The 
code and other resources are separated. Resources can be everything from strings to colors, 
layout definitions and pictures. This separation makes the project more structured and provides 
for easy reuse of resources for different purposes, which helps save storage space. 
 
In our app we have used Android API and Google API components like Google Maps, Location 
Manager, My Location Overlay and Broadcast Receivers to achieve the functionality we wanted 
(Google API is a non open source extension to the Android SDK). We have designed our own 
layout and button definitions, to make the user interface as consistent as possible (while 
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respecting  standard Android design). The clock and trophy icons have been downloaded from 
websites dedicated to public domain graphics. 

5	  RESULTS	  

5.1	  QUANTITATIVE	  INTERVIEWS	  
The quantitative interviews gave us answers from 48 subjects who answered all critical 
questions in the interview (Appendix A). The resulting data has been used to give us an 
overview of the gaming habits of our targeted user group. We will later discuss the implications 
of the results and also visualize the most relevant data to illustrate our points. 
	  
5.1.1	  TIME	  SPENT	  

 
 
Looking at the first chart we see that our target user group plays very regularly. 44 % play daily 
and 48% play 4-6 times a week. The remaining 8% play 3 or less days a week. This means that 
92% of our interviewed subjects play either daily or almost daily. This supports our initial 
assumption that MMO gamers play often, and that playing games is a part of the daily routine 
for many of them. 
Considering that playing almost daily is the norm, it’s interesting to look at how often a regular 
session lasts when the gamers sit down to play their game of choice. 
 
From our data we can see that our interviewees play for significant portions of time once they sit 
down to play. What they consider an average gaming session lasts for 4 to 6 hours for 56% of 
them, while 31% have sessions that last between 7 and 9 hours. Seeing as this is what the 
gamers themselves consider their average time investment, and that 92% of them play daily or 
almost daily, it’s apparent that much - if not all - of their spare time is invested in playing these 
types of games. For longer sessions the time investment is even larger. 46% of them said 
longer sessions last from 10 to 14 hours, while 29% said that they play for even longer than that. 
The length of these sessions last for so long that they cannot be combined with a normal work 
schedule while getting a decent amount of sleep. We assume that these longer sessions are 
played during weekends, holidays or by player who are unemployed. 
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5.1.2	  MOTIVATION	  

 
 
Here we see that the acquisition of virtual currencies and materials is considered important and 
sometimes even critical to the game experience for the majority of subjects we interviewed. 
Their motivations for playing are for the majority based on PvE (Player vs. Environment), where 
the players team up to combat computer controlled enemies, the opposite of which is PvP 
(Player vs. Player), where players fight other players. The second largest motivational factor is 
the story and lore, which is most commonly told through events, quests and dungeons the 
players encounter through PvE play. 
 
5.1.3	  REACTIONS	  TO	  THE	  CONCEPT	  
The reactions to our app idea were for the most part 
positive. 46% of the interviewees thought the idea was 
good, while 38% thought it was great - “great” here being 
better than “good”. Out of the 48 subjects, only 12% 
didn’t like the idea (“terrible”) while 4% though the idea 
was “okay”, which equates to being neutral. 

5.2	  QUALITATIVE	  INTERVIEWS	  
Based on the four interview subjects we generated four 
personas that reflect our initial reasoning for selecting 
interview subjects; extreme and mainstream. The 
personas as such are not real but contain a mix of 
elements from our four qualitative interview subjects 
while also reflecting the data gathered in the quantitative interviews. 
 
Persona 1 - mainstream 
Zar is a 42-year-old man living is his own apartment together with his girlfriend. He works five 
days per week, and activates himself with other hobbies and is socially active 1-3 times per 
week. They also have a dog that requires regular attention. Zar plays more than one computer 
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games and usually spends more than 6 hours playing 1-3 times per week. He is primarily 
motivated by stories and immersion. 
 
Persona 2 - extreme 
Varg is a 33-year-old single man living in a rental apartment. He is unemployed and lives of 
welfare subsidies. He has no hobbies or interests beyond gaming, and rarely socializes outside 
his home. He is usually online every day, playing primarily a single game most of the day. 
Getting the most out of the game motivates him. 
 
Persona 3 - extreme 
Mari is a 29-year-old woman living in her own apartment together with her boyfriend. She is 
unemployed and receives social benefits from being physically and mentally handicapped. 
Physically is suffers from muscular pains that limits her use of a keyboard, and mentally she has 
severe problems going outside. She has a few other hobbies she pursues and is socially active 
by having friends over. She plays more than one game, but has one favorite that she pursues. 
She plays 4-6 times per week and usually spends more than 6 hours playing. She is primarily 
motivated by the social aspects of online gaming and prefers cooperative games. 
 
Persona 4 - mainstream 
Alfie is a 22-year-old single man living in a student apartment. He is a full time student and has 
a scholarship to finance his studies. He has very few other hobbies and is socially active once 
per week at the most. He plays multiple games simultaneously but has one game with which he 
spends most of his time. He plays 4-6 days per week and usually spends more than 6 hours 
playing. He is primarily motivated by his game achievements and is very interested in games 
from both an academic and entertainment perspective. 
 
The primary differences between the extreme and mainstream personas lie in the total amount 
of time spent playing and what other activities they engage themselves with. The two different 
extremes differ mainly in their options for activities beyond gaming. This observation was made 
during one of the interviews where the subject would not be able to make use of our application 
due to it requiring the subject to go outside. The introduction of such handicaps was not part of 
our initial requirements is an open issue we are aware of but have little data about. 

5.3	  EXISTING	  RESEARCH	  
Based on the findings from the quantitative and qualitative interview it was natural to find 
relevant research touching the same topics. The following documents have been used to 
compare and discuss our findings and to insure triangulation. 
 
“Who plays, how much, and why? Debunking the stereotypical gamer profile.”  
Williams, Yee and Caplan (2008) 
This is a study that collects a combination of survey and behavioral data with the cooperation of 
a major virtual world operator. 7,000 players of the massively multiplayer online game (MMO) 
EverQuest 2 were surveyed about their offline characteristics, their motivations and their 
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physical and mental health. These self-report data were then combined with data on participants’ 
actual in-game play behaviors, as collected by the game operator. 
 
“The Daedalus Project” Nick Yee (1999-2004) 
This is a long-running survey study of MMO players surveying over 35,000 players from most of 
the popular US MMORPGs. Over 5 years these findings have been presented in a variety of 
formats and then collected into The Daedalus Project as a way to easily present these findings. 
 
“Motivations of Play in Online Games”  Nick Yee (2007) 
An empirical model of player motivations in online games provides the foundation to 
understanding and assessing how players differ from one another and how motivations of play 
relate to age, gender, usage patterns and in-game behaviors. The analysis revealed 10 
motivation subcomponents that were grouped into 3 overarching components (Achievement, 
Social, and Immersion). Relationships between motivations and demographic variables (age, 
gender, and usage patterns) are also presented. 
 
“Playing Research: Methodological approaches to game analysis.” Espen Aarseth (2003) 
This is a methodology for the aesthetic study of games. It is a method rather than a theory, 
since the approach is empirical, and not limited to any particular theoretical result or model. 

5.4	  THE	  USER	  STORY	  
As described earlier we created a use case that would incorporate both our findings and goals 
with a certain amount of technical challenges. 
	  
5.4.1	  BASIC	  USER	  STORY	  
The gamer logs into his mobile application and selects which MMO profile he wants to use when 
playing. He then activates the mobile game and uses the map shown on the screen to find 
'nodes' of virtual currencies. When moving close enough to a node he interacts with the 'node' 
through the mobile interface and is rewarded with currencies that are native to his game. When 
done playing he exits the map and sends the currencies he has gathered to his MMO avatar. 
When next he logs on to his MMO he will be able to pick up these rewards through his MMO 
interface. 
	  
5.4.2	  APPLICATION	  USE	  CASE	  
1. activate the game through the mobile application interface 
2. see a map of surrounding area 
3. identify 'nodes' spread out over the map 
4. navigate close to a 'node' 
5. interact with the 'node' through the application interface 
6. the application registers the 'node' has be acquired 
7. continue to navigate and interact with 'nodes' 
8. exit the game 
9. view acquired 'nodes' 
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5.5	  THE	  DESIGN	  PROTOTYPE	  
All screenshots created for this project can be found in Appendix B. We will now present some 
of them to illustrate our thoughts and theories behind our choices. One part of our design was to 
investigate more of the possibilities of the gameplay, different choices and alternative uses. The 
three screenshots beneath illustrates a sequence of the interaction flow. 

                      
 
On the Main Page the user will be faced with a few choices. He/she can either press “Choose 
Game” which will take the user to the page of choosing their MMO-game of their choice. But we 
have also included the button “Play for fun” which will take the player directly to the game, 
without being connected to an MMO-game. this option was included after a discussion about 
letting other users than MMO-players use the application. The two remaining buttons are 
important to ensure that the user knows where to find additional information and to set his/her 
preferences. 
 
The second screenshot “Choose your game” is where we introduce the connection to the MMO-
game. Here the gamer will choose his/her game of choice. If the user can’t find the game, they 
are given the option to “Play for fun”.  
 
The third screenshot will then be the log in from the chosen game. One gamer may play several  
MMO-games at the same time, or he/she might have several accounts on the same MMO-game. 
We will offer the possibility to save the login credentials if the user wants to, but we also want to 
make it possible to choose every time he/she plays.  
 
We have chosen a color scheme that is relatable to the actual MMO-game. This is because we 
want to make the movement from the computer screen to the mobile screen as smooth as 
possible. The rest of the screenshots are about the gameplay with a map and location based. 
They include the same basic idea as the technical prototype. These are not as directly 
connected to the MMO-aspect and are therefore not presented in detail. 
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5.6	  THE	  TECHNICAL	  PROTOTYPE	  
Our prototype is a fully functioning game, called ifiSprint, showcasing the core gameplay idea. It 
isn’t linked to any virtual currencies and since it has a fixed set of tasks, we have used time as a 
motivator, instead of money or points. The game takes place outside of Ole Johan Dahls Hus, 
the main Informatics building at the University of Oslo. It uses GPS location data and Google 
Maps to show the players present location and surroundings. 
 
When the app starts up a dialog box will tell the player that acquisition of location data is 
underway. The purpose of this is to lock the player from interacting with the game until the data 
needed to play has arrived. Getting the first GPS fix can take from a few seconds and up to 
several minutes on cheaper and older phones, but can also already be available from the 
phone’s location manager. When a location fix has been acquired the dialog box will disappear 
and the player gains access to the start screen. The start screen is displayed on top of the map. 
It contains the game title, instructions for playing and a “Start Game!” button. A scoreboard is 
placed at the top of the screen at all times, showing: 
 

● How many markers are left to visit, indicated by a picture of a red marker (identical to the 
markers on the map). The marker turns yellow when all red markers have been visited 
and green when the game ends. 

● A Timer (Showing time passed since the game started), indicated by a clock 
● The best time recorded (In red if a new best time has been set), indicated by a trophy. 

 
When the “Start game!” button is pressed the start screen disappears, bringing the map into 
view. A blinking blue marker, always centered on the screen, displays the player’s current 
location. A yellow marker shows the starting location. The game’s objective is to navigate to all 
red markers placed at locations around Ole Johan Dahls Hus before returning to the yellow 
marker, ending the game. When a marker has been visited it turns green. When the game ends 
the start screen is brought to front. The best time is stored to provide motivation for playing the 
game again.  

 

 

FIGURE	  1:	  FINDING	  LOCATION FIGURE	  2:	  START	  MENU FIGURE	  3:	  GAME	  STARTS FIGURE	  4:	  FIRST	  MARKER	  HIT 
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6	  DISCUSSION	  

6.1	  INTERVIEWS	  AND	  DATA	  GATHERING	  
The qualitative interviews have given us data that supports our initial assumptions and 
strengthen the argument for an app such as the one we’ve conceptualized. Our findings are 
often similar to findings made by the Daedalus project - a project that’s gathered data about 
MMO-players’ habits and demographics over the course of several years - but not always. 
	  
6.1.1	  TIME	  SPENT	  
The average game time per week from our results, based on how often they play and average 
game time per session is about 36 hours a week. This is higher than the average found by the 
Daedalus project, which is 21 hours (Yee, Nick 2004), meaning that our interview subjects are 
on the higher end of the scale in terms of time spent playing. The Daedalus survey has a much 
higher sample size than us - our 48 vs. their 2982 - confirming that we have focused on a group 
of players that are more “hardcore” than the average MMO player. 
 
Another research project (Williams, Yee and Caplan 2008) concluded that older players play 
more than younger ones, and that women play more than men. The same project also lists the 
gender distribution as 80% male versus 20% female. This suggests that a larger number of 
female interview subjects would have made been more correct when addressing ‘large scale 
gamers’. We also see that our average age is lower than what is presented in this project, which 
suggests that subjects with a higher average age would represent the ‘large scale gamer’ better. 
 
Even though these time slots are large and might be considered extreme by people not part of 
the MMO gaming community, it’s not necessarily something that is detrimental to the life of the 
gamers or the people around them. In a report issued by the Norwegian Department of Culture 
on the topic of detrimental use of online games (Hepsø, T. et al. 2011), the working group 
separates between gamers who play heavily (large scale gamers) and “problem players”. The 
distinction being that while a player who plays heavily and a problem player might spend the 
same amount of time in game, the problem player will experience clear negative consequences 
for himself and the people around him. The large scale gamer, on the other hand, does not 
experience such consequences. 
Interestingly, in the US the average time spent playing has been shown to not exceed the 
average amount of time spent watching TV. While the non-gamer in the US spends 28 hours a 
week watching TV on average, an average MMO-gamer will spend 21 hours in game and 7 
hours a week watching TV (Yee, Nick 2005). This result tells us that while it may seem like 
MMO-gamers spend much of their time in game, this is simply time they otherwise would spend 
consuming other media, such as watching TV. It would seem that gaming in general and MMO-
gaming in particular is not looked upon as a medium like TV by the general public, though it 
perhaps should be. 
 
Considering that the majority of the spare time of our interviewees is spent sitting inside playing 
these games - our idea of moving some aspects of play into a mobile app to encourage going 
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outside seems beneficial. This amount of time spent sitting inside may be considered unhealthy, 
so giving the players an incentive to go outside while making them feel like they’re not losing 
precious game time might be the way to go. It will encourage a healthier lifestyle that doesn’t 
deprive them of their favorite pastime. 
	  
6.1.2	  WHY	  THEY	  PLAY	  
Finding out why the gamers play the games they do, and what they find the most important 
when they play MMOs is central to our research. In particular it’s interesting to find out what 
elements of MMO-games motivate the players to keep playing, and how important acquisition of 
virtual currencies and resources are to their gaming experience. 
 
The case for our app is strengthened by our findings. While the motivations of the players lean 
heavily towards the PvE aspects of the games, they experience the acquisition of virtual goods 
as important and sometimes critical to their enjoyment of the game. This means that they have 
to take time away from their main motivational factors - exploring, fight monsters and 
experiencing the story to acquire (or “farm”) the materials and currencies needed for them to 
experience the content they are interested in. 
Giving these players the ability to combine their time spent “farming” with other things, such as 
walking outside or exercise, would be beneficial considering these motivational factors. 
 
Our motivational components were generated based on in-game wording of different activities in 
MMO games. Comparing our own motivation components with the subcomponents introduced 
by Nick Yee (Yee, 2007) we find that they can each include several of these subcomponents, 
but that some these are not unique to a specific component like they are in Yee’s presentation; 
 
Yee’s Model 
Achievement - Advancement, Mechanics and Competition 
Social - Socializing, Relationship and Teamwork 
Immersion - Discovery, Role-Playing, Customization and Escapism 
 
Get Gamers Going 
PvE - Advancement, Mechanics and Teamwork 
PvP - Advancement, Mechanics and Competition 
Social - Socializing, Relationship, Teamwork, Role-Playing and Customization 
Story & lore - Discovery and Escapism 
Exploration - Discovery and Mechanics 
 
Our data from the qualitative interviews are based on players picking a single component rather 
than rating them as was done in Yee’s questionnaire. As such it is difficult to compare the 
numerical findings, but it is interesting to see how our motivational components differ with 
regards to which subcomponents they include. The distinction between Teamwork and 
Competition for the two player oriented motivators and Escapism and Mechanics for the two 
game oriented motivators – and thus also suggesting clear similarities between PvE and PvP as 
well as Story & lore and Exploration. All of these four can be established as strong motivators 
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for our mobile application, but the Social component is not. This was confirmed during the 
qualitative interviews where one of the subjects had the Social component as a primary 
motivator and as such did not find our game concept to be very interesting. 
	  
6.1.3	  REACTIONS	  TO	  OUR	  CONCEPT	  
As previously mentioned our sample of interview subjects might have been in the more 
“hardcore” part of the spectrum - meaning that our interviewees play quite a lot more than the 
average MMO player - as seen in the data from the Daedalus project. We might consider this a 
good thing with regards to the reactions to our concept. This is because players who are more 
“hardcore” might be even harder to motivate to go outside than the average player. Since these 
players seem interested in such a solution, we can argue that the average player will be even 
easier to motivate to use it. 
 
The feedback gotten from this question is prone to “Courtesy bias” since the interviews were 
conducted in person, which may lead the subjects to respond more favorably to the idea than if 
they were anonymous, as to not offend the interviewer. It might also be the case that the 
subjects responded more honestly as a like-minded individual interviewed them. 
It’s potentially problematic that our sample is not representative of the average player - while the 
feedback we’ve gotten might be applicable to the more “hardcore” players, it cannot necessarily 
be extrapolated to be valid for all players. This result, though encouraging, should not be fully 
relied upon when considering continued development of the app. A larger sample size is 
needed to make a definite decision as to the average MMO-gamer’s reaction to the app and the 
usefulness of it. On the other hand, our target group is primarily large-scale gamers, and as 
such we seem to have hit our target group fairly well, even though the results don’t cover the 
average case within the area of MMO-games. 

6.2	  PROTOTYPING	  
An important aspect of both prototypes is how they compare to the virtual world it is expanding. 
Using Espen Aarseth’s model (Aarseth, 2003) for analyzing computer games we can compare 
the two user experiences by looking at their respective gameplay, game-structure and game-
world. In general it is clear that the mobile application can only represent a limited part of the 
actual game, and in many ways it redefines certain aspects of the game. Gameplay in the 
mobile application is very limited, but offer the same rewards as one would engage in the same 
activity in game.  
 
As such the players motivations are similar, but the game opens for a whole new aspect of 
interaction with its real world navigating. Moving requires physical movement rather than using 
keys on the keyboard. The game-structure is also similar and the basic rules of ‘farming’ in the 
way the player needs to navigate and interact with the nodes is metaphorically exactly the same. 
Looking at the game-world is also very interesting and comparing the screens from the technical 
prototype and actual in-game screenshots displaying how a ‘farming’ map looks in the game 
(see Appendix C) shows a clear connection between how these are presented to the user. From 
interacting in the virtual world through your home computer you are now interacting with the 
same world through your mobile phone. 
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6.2.1	  THE	  TECHNICAL	  PROTOTYPE	  
The prototype has been tested by us and on children aged 7, 9 and 11, all brothers. They were 
given short instructions on how to play and were sent out by themselves. None of them had any 
problems playing the game, showing that the concept is easy to understand. For the children, 
getting the fastest time became important. Further testing, especially letting the user group try 
out the prototype, would have been beneficial to the prototype, but time constraints has 
unfortunately not allowed this.  
 
The prototype is relatively robust, but there are possible issues with the code. Losing GPS fix 
while playing the game might lead to fatal errors and, because of the way Android Proximity 
Alerts work, starting a game within a red marker might lead to difficulties ending the game. 
These errors are predicted from the code, none have occurred under testing, and necessary 
steps can be taken to rule out these issues completely. Since these issues are of no concern to 
the purpose of the prototype, this has not been prioritized. 
 
At the moment the size of the markers on the map is not matched to the real life size of the area 
the players have to be within to get their visit registered. This means they might appear to be 
triggered at a distance, depending on the particular phone’s screen resolution. This issue can 
also be fixed, but we were not able to work it out within the time limits for the project. 
 
The use of Google Maps means data traffic cost can occur if the player is not connected to a 
WLAN. Google has opened up for caching of certain areas on the map, which will lower cost, 
but to our knowledge this is presently only available for their JavaScript Map API. 
 
The possible long waiting time for the first GPS fix at startup cannot be avoided, since location 
data depends on the phone’s hardware. Faster accessed data from WLAN and cell towers, 
called coarse location in Android terminology, is far too imprecise for our game design. Our 
prototype defines a 6-meter radius around a geographic point, and the accuracy of data from 
coarse location is typically from 50 meters and up to kilometers. [Source: “Location source and 
accuracy”: http://support.google.com/gmm/bin/answer.py?hl=en&answer=81873]. In fact, we 
suspect that the 6-meter radius we have set might turn out to be too optimistic for GPS accuracy 
under bad conditions. Coarse location data will work well if the game task is to reach a wider 
area, like a city district. 

7	  CONCLUSION	  
We have illustrated through this report that it is technically possible to make the mobile app 
within this scope, but in order to make it as an extension to MMO-games it requires a great deal 
of collaboration and negotiations with the different producers of such games.  
 
Our research has shown us that the target group for the app spend much - if not all - of their 
spare time playing MMO-games, and that they might be interested in an app that gives them an 
incentive to go outside without sacrificing their play time. Furthermore we’ve found that gamers 
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who play MMOs actively usually don’t spend more time playing than others spend consuming 
other forms of media, such as TV. This shows that the view of MMO gamers spending an 
abnormal amount of time playing is not strictly correct. 
 
We have discovered a lot of things that calls for further investigation, please read the following 
section. 

8	  FURTHER	  RESEARCH	  

8.1	  USER	  GROUP	  
User limitations such as physical or mental handicaps that would limit or block a user's ability to 
use our application were discovered during the qualitative interviews, but the extent of such 
limitations and number of users that would have trouble using our application is an unknown 
factor that calls for further investigation. 

8.2	  LARGER	  SAMPLE	  
The qualitative interviews we conducted yielded interesting results that were relevant to our 
research question, but did not have a large enough sample size to be representative of the 
average MMO-gamer. Other research has been done in the same field with much larger sample 
sizes, the difference being that these interviews have not asked all the questions we’re 
interested in asking. We propose that a similar qualitative interview as this one is conducted 
with a significantly larger sample size. This will help in generalizing the conclusions made in this 
paper, and will also open for answering whether or not our app is applicable to all MMO-gamers, 
or just the most “hardcore”. 

8.3	  DEVELOPMENT	  OF	  A	  LAUNCHABLE	  APP	  
We will now try to sketch out what the future of the application can be if we were to launch it. 
The road from a prototype to a finished product can in some cases be fairly easy, but it can also 
be filled with challenges. 
 
Our choice of platform for the prototype is still something we feel was a correct choice, but if the 
application was to be launched into the market it needs to be available on iOS and maybe 
Blackberry and Windows as well (the last two is less used than iOS and Android). This is 
because this kind of application is not bound to a specific platform, but to a specific user group. 
This user group has different phones from different suppliers and we believe that the application 
will not be successful if it is not available on the most used platforms/phone models. But to 
make our app available to several platforms we have different issues. Different platforms have 
different API’s and different UI-philosophy in addition to recommend different programming 
languages and SDK’s. 
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We are then faced with some difficult choices, should we make 3 different apps from scratch or 
should we investigate the possibilities of cross-platform developing? This is a question that 
needs further investigation. 
 
In addition to the challenges regarding platforms and units, mobile application development has 
some special requirements when it comes to performance. A user will quickly uninstall an app if 
it for instance uses too much battery, crashes or have slow response. This demands an 
optimized code and the developer must carefully consider the trade-off between power surge 
and performance, this is something that is crucial for making a finished app that will have a 
chance in the market. 
 
A game like this is dependent on acquiring GPS location data continuously, and this will deplete 
a cell phone battery fast. At the moment this is set to updates every second for the part of 
location gathering we can control (not counting the usage of MyLocationOverlay from the 
proprietary Google API). Finding the right balance between acceptable battery usage and 
location updates needed for the game to flow, will be crucial for the usability of a commercial 
product. 
 
A major aspect to deal with if we were to release a product like this, is safety. The game takes 
place in the real world, and mechanisms to make it safe have to be in place. For the game to 
work anywhere, automatic generation of markers to visit has to be done. The system has to 
make sure these are only put in safe places, and not in the middle of highways and train tracks. 
Solutions to this challenge will depend on the possibilities available to the developers within  
Google Maps or a similar products framework. 
 
When all the technical challenges have been addressed the application then needs to have a 
user interface that is true to the concept of the MMO-game. To achieve this the designer needs 
to do a thorough design process where the user group will be involved and then work closely 
with the developers to put it into the code. 
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APPENDICES	  

APPENDIX	  A	  
Spreadsheet from quantitative interview 
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APPENDIX	  B	  
Below is what we designed for our game – Get Gamers Going. 

 

 

 

	  

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

	  	  

 

1) Start page. “Enter Game” and “Contact Us” is the main 
design.  

In order to enter game directly, we must offer the user a 
compact and obvious entrance.  

2) Main Page.	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  

1. “Choose Games” — Players can choose their games to log in.  

2. “Play for Fun” — If the user don’t have a current account of MMO games, 
they can just play this game without logging in. They can still win coins in this 
app.  

(If the user presses this button, the next page is 5) 

3. “How to Play” — It is an introduction of this app.  

4.“Setting” — Users can turn on or turn off the sound, the size of the font and 
the contrast. 

3) Choose game Page 

Users can choose their games by dragging the sticker. 

If they can’t find the game they want, they can go back 
to play it for fun. 
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4) Log in and convert coins page.  

According to research, for each gamer they would like to play more than 
one game. Base on their requirement, as an extension of MMO games, we 
are going to access different games. We offer users log in by their own 
accounts, which are used in the MMO game.  

1.  Users input their user name and password to log in. 

2.  If they want to play one of the games, but they don’t have an account 
yet, they can register it now in the official webpage of the game.  

5) Play page. Since one of the most important technologies we use in our 
game is about GPS, it is possible to show the game map, which is based 
on the real world map of Google. Where the green arrow shows is the 
user’s location right now, he/she should run as fast as they can to achieve 
their destination where the red arrow shows. 

 

On the top of the page we can find 4 functional signs: 

means how many coins you have won in this game. 

means how many tasks you have so far in this game  

means how many time you have used so far in this game. 

is a function part to offer convenient, the users can choose to turn 
on or off the sounds when they play this game.  
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  7) Achievement Page 

1. The faster they run, the more coins they get as a bonus. 
2. They can share the achievement with friend. 
3. They can be back to the game(5-1) to start next round by 

pressing back button. 
 

8) Achievement Page 

1. User can share their achievements to Facebook, twitter and 
Google + with their friend. 
That’s a social part we offer in this game. 

	  

6)	  Goal page.  

This page shows that 3 information: 

1.How many coins you can win in this round. 

2.How many seconds you can use in this round. For 
example, if the users cannot achieve their destination 
within 200s, they won’t get any coins in this round. 

3.How far away from the location to the destination. 
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APPENDIX	  C	  
Sample images from MMO games 
 


