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nd in real-world spaces... taking place .
ver several weeks or months... in which |
ozens, hundreds, or thousands of i

| players come together online... form

| collaborative social networks... and work
ogether to solve a mystery or problem...
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What was | Love Bees?

online players collaborated to:
- investigate the mystery: “Who hacked
www.ilovebees.com, and why?”
- use GPS data and technology to locate

and answer 40,000 payphone calls in
50 states & 8 countries

- compile, reconstruct and interpret a
distributed 6 hour radio drama divided
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online players collaborated to:
- learn a fictional program language,
flea ++ and use it to reconstruct the
broken web site

- solve specialty research puzzles

- generate 1.5 million+ forum posts

- create and maintain blogs and wikis

- construct ad-hoc networks for real-time
. d mobilizati
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- interp

- persuasive argument

- verbal expression (written and oral)
- logistical planning

- facility with new digital technologies

- construct, extend and operate
successfully in social networks

- collective intelligence: large-group,
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Design for Initial Engagement

|

v -
.--:“}

olve this mystery

use story and character as a
ersonal call-to-action — why is this
articular group of players needed?

design for differentiated roles

give players a meaningful audience —
ach other, the public, the characters

'y
NN EDUCATION ARCADE

www.avantgame.com



Design for Massive Collaboration

everywhere at once)

- distribute content (I'll show you mine
| if you me yours)

| - spectacle and magnitude (there’s

strength in numbers)

- massively multi-tasking (how many
players does it take to change a light
bulb while also...)
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Design for Persistence

- rea
persists)

- everyday technologies (ubiguitous
computing persists)

- symbols and places that will be re-

encountered (local and media
environments persist)

- digital traces of the collective
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Resources: www.argnh.com
www.immersionunlimited.com
www.unfiction.com

42 Entertainment
Web site: www.4orty2wo.com

Jane McGonigal
Web site: www.avantgame.com

Email: jane@avantgame.com




