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A short document describing our initial thoughts and ideas on our 
project. The main goal of this document is to establish a concrete base 
for us to work from throughout the course of the project. 

Get Gamers 
Going 



What and why 
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. 

Many modern games include some kind of system using virtual commodities or currencies. 

These let you enhance your avatar through buying or unlocking powerful in-game items. 

What if you could use your mobile phone to get 'paid to exercise'? Augment your local 

neighborhood and introduce the option of acquiring virtual commodities and currencies by 

taking your mobile phone out to 'gather materials' or 'collect treasures' and then have these 

shipped to your avatar within your favorite game. So why not take a 15 minute walk or 

spend a day hiking and get 'paid' virtually? 

 

The most basic form of gathering commodities in many games today is to wander around 

while keeping an eye on your mini-map to see if there are any commodities nearby. When 

discovered you move your avatar to the location and pick it up. The basic idea for this mobile 

application is to allow these virtual commodities to present themselves to you through an 

augmented reality on your mobile phone. All you have to do is take your mobile phone and 

go outside and pick them up! 

We are going to explore different aspects of this broad concept. Some of us see this as an 

opportunity to learn how to make an app and learn the basics of mobile information systems 

development, while others want to explore how this concept can work in a larger context, 

such as game addiction and virtual economies. We also think that in erasing the lines 

between real and virtual we can activate people to exercise, travel and explore new parts of 

the world. 

Who are we? 
Gunnar Øyvin Fredrikson gofredri@ifi.uio.no 

Henrik Hellerøy  henrihel@ifi.uio.no 

Sun Lin    sunlin530@gmail.com 

Ingrid Ruud   ingrid.ruud@gmail.com 

Jane Marie Eloja Fjæreide janemarief@gmail.com 

Ron Unhammer  ronunhammer@gmail.com 

We are a mixed group of people with different background and different motivations for 

doing this project. But we are all agreed upon that the concept of making a computer game 

mobile and take down the barriers between the virtual world and the real world is an 

exciting topic. 
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Who’s our target group? 
We want to explore the possibility of making this in the form of an add-on/extension of an 

already existing game, in this way we will bring something new to the discussion and our 

main target group will be gamers - gamers herein defined as people who play computer 

games actively as a hobby. 

How 
We are visioning an app that takes the gamer outside. This is achieved by having 

missions/tasks that needs to be fulfilled outside in the real world to be rewarded/get 

points/virtual currency. This app will use GPS, virtual maps and other technologies to 

develop exciting experiences for the user. 

Some of us want to explore the technical aspect of the project, some wants to find out more 

about possible partners in the game industry and others wants to dive into the research 

connected to our project. We will probably divide our group into different teams to make 

sure that everyone is working with the things they find the most interesting. 

There are certain things we need to figure out early in the project in order to work 

efficiently: 

- How are we going to develop an add-on/extension? 

- Who can we cooperate with? 

- Who are our target groups? 

- How will we divide the group into teams? 

- What’s our “definition of done”? Are we aiming for a full app or just a prototype? 

- Develop a concrete project plan. 

 

 


