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Introduction



Eric Alberts



T



he goal of this journal is to place emphasis on the notion that mobile communication technologies stimulate a transition of urban space to an



urban playground in which a playful way of navigating through information is a key element. This journal draws upon the theory of the ludification of culture1: the accentuated notion of play within our culture through the dispersive usage of (mobile) communication devices to all area’s of people’s lives. The dispersion of mobile phones for instance, devices that possess both communication and computing capabilities, seem to have moved “computing […] away from the desktop and workplace into the fabric of everyday life” (Crabtree & Rodden 492). Through this dispersion the associations that communication devices had with the work and office culture changed to being friendly, playful, pleasurable, expressive and fashionable (Manovich 1). The dispersion and diffusion of mobile communication technologies have stimulated a play element in our culture that advances the ludification of culture in the spirit of Johan Huizinga (Raessens, Playful Identities).
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Huizinga’s Homo Ludens (Playing Man) is one of the first works that analysed the fundamental characteristics of play and has demonstrated the importance of its role in the development of civilization (Caillois 123). We, therefore, do not claim that the emphasis on play within culture is something of the last decade, but instead argue that homo ludens, which has always been present, is becoming more explicit through the dispersive usage of communication devices that stimulates “the emergence of a curious new industrial revolution, driven by play as the first was driven by steam” (Dibbell 287). Moreover, we state that play is something typical to postmodern culture. Joost Raessens refers to Lourens Minnema’s article “Play and (Post)Modern Culture” when stating that “the current postmodern culture sees itself as play without transcendental destination” (Raessens, Homo Ludens 2.0). Literary theorist Terry Eagleton also acknowledges the role of play in postmodern culture, claiming that the typical postmodern artefact is playful (Awakening from Modernity).



Giving a clear-cut definition of play is perhaps easier said than done. Brian Sutton-Smith, an expert in the field of play studies, expresses this vividly: “[W] hen it comes to making theoretical statements about what play is, we fall into silliness” (297). Huizinga, in the nineteen fifties, and later French philosopher Roger Caillois both attempted to establish a taxonomy of play forms. To this day, however, there is much debate in academic circles on the ontological status of play. Geographer Chris Perkins notices this difficulty when approaching the process of mapping from a playful angle: “[I]t is difficult to reduce play into a simple set of activities or concepts” (172). For the sake of this journal, when using the term play, the authors will refer to the seven rhetorics2 of play put out by Brian Sutton-Smith in the essay “Play and Ambiguity”. According to Sutton-Smith, “seeing how […] play theories can be tied in with such broad patterns of ideological value, one has greater hope of coming to understand the general character of play theory” (306). Perhaps a good way of giving a short and clear understanding of play that applies well to this journal can be found when looking at Chris Perkins’ article. In “Playing with Maps” Perkins uses a broad definition play “that takes these difficulties into account and treats play
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as an open-ended process of investigation in which new worlds are constructed in overlapping worlds of the imagination, cyberspace and reality” (172).



Besides an elaboration on play, using the term urban playground also calls for an explanation of how this concept is related to urban space and space in general. French sociologist and philosopher Henri Lefebvre underlines the understanding that space is moulded by historical and natural elements, and that this production is a social and political process (Elden 105)3. The Lefebvrian notion of space is significantly different from a Cartesian view of space, which dominated up until the mid-seventies. In the division made by Descartes, space was thought of in terms of co-ordinates, lines and planes, as Euclidian geometry. It was Kant who further complicated the matter because he claimed that space and time were to be perceived as a priori absolute categories, structuring all experiences (Elden 107). Lefebvre, instead, draws on Hegel and Marx, together with other thinkers like Heidegger and Nietzsche, to state that there is a unity between physical, mental, and social space (Elden 108). The purpose of bringing Lefebvre to the picture is to stipulate that the modern notion of fixed, geometric space opposes the postmodern concept of space as a new form of “practice that seriously shift the cultural landscape away from its familiar modern parameters” (Poster 8).



Letting go of the familiar modern parameters makes free the path to move to a comprehension of hybrid space. Drawing on a Lefebvrian construction of space, Adriana de Souza e Silva4 states that “[h]ybrid spaces merge the physical and the digital in a social environment created by the mobility of users connected via mobile technology devices” (Cyber to Hybrid 263). Andy Crabtree and Tom Rodden5 agree on this definition in stating that “[h]ybrid ecologies are new class of digital ecology that merge multiple environments, physical and digital, together” (481). As with play, it is the dispersive usage of mobile communication technologies within postmodern culture that makes explicit this understanding of spatial hybridity. Mobile communication technologies like mobile telephones, laptops, and tablets provide access to digital networks
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everywhere. These devices are able to transgress the traditional understanding of the physical and the digital as being disconnected spaces because they embed the Internet in public spaces (De Souza e Silva, Cyber to Hybrid 273). For the notion of hybrid space that draws upon Lefebvre, however, social practices or social space also needs consideration as space is to be understood as the product of social practices rather than as preexisting physical spaces (De Souza e Silva, Cyber to Hybrid 271).



Ana Rudström, Kristina Höök and Martin Svensson of the Swedish Institute of Computer Science examined how social practices within both the physical and the digital must be taken into account. As an example they use Philip Agre’s research into the social context of awareness in computing, when they state that “[e]ven though there might be no boundaries in digital space for making a phone call while enjoying a play at the theatre, social practices developed in this particular physical place makes such a phone call socially unacceptable” (Rudström et al.). Another example that clarifies that space is a social construct is the research by Leopoldina Fortunati in which she investigates how the user’s relation to space is changed and how maintaining privacy while speaking on the phone becomes problematic. The most interesting aspect of Fortunati’s study is the way mobile phones change and destabilize the user’s urban space, “upsetting traditional divisions of public and private” (Poster 9). Hybrid space, thus, is regarded as “a concept produced and embedded by social practices, in which the support infrastructure is composed of a network of mobile technologies” (De Souza e Silva, Cyber to Hybrid 271).



How, then, do the concepts of play and hybrid space specifically apply to the urban space, which is changing into an urban playground? According to De Souza e Silva, hybrid space should not be seen separate from the urban because “[m]obile communication technologies recreate urban spaces as multi-user environments” (Cyber to Hybrid 274). The Internet is embedded in everyday activities that happen mostly outdoors, therefore “the idea of digital spaces as instances disconnected from physical space no longer applies” (ibid.). In the
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choice for an urban environment as field of inquiry we again draw upon Henri Lefebvre who stated that the industrial society has been supplanted by urban society and “therefore what must be examined, is an urban environment” (Elden 102). According to Lefebvre, urban environments are a better expression than technological environments “since technology only produces an environment in the city and by the city” (ibid.). Another argument for examining the urban can be found in the article “From Café to Park Bench” by Adrian Mackenzie when he points to the significance of café’s and parks as “spaces of contestation and dissent” (144) and “their role in the formation of Western democracy” (ibid.) referring to Benedict Anderson and Jürgen Habermas.



The urban space is pre-eminently a melting pot where physical, digital, and social spaces are merged into a hybrid environment articulated by a widespread usage of mobile communication technologies. These locative technologies stimulate playful activities whilst using the city as a game board. According to Adriana de Souza e Silva and Daniel Sutko, these technologies reinvigorate the notion of physical space as a playful space (Digital Cityscapes 1). The movement from the understanding of physical, digital, and social as separate places to the notion of hybrid space, together with the playfulness that coincides this movement, led us to perceive the city as one large playground: an urban playground. A clear example of how this understanding takes shape is through locative games, which use mobile technologies as interfaces. These locative games could use a specific part of or the whole city as a playground. De Souza e Silva and Sutko cite game designer Frank Lantz to describe these games: “[They] occupy urban streets and other public spaces and combine the richness, complexity, and procedural depth of digital media with physical activity and face-to-face social interaction” (Digital Cityscapes 2).



Perceiving the city as a playground through the mediated use of mobile communication technology calls for a recalibration of the term navigation. When a mobile communication device ‘knows’ where it is in the physical space “one of its key functions becomes navigation” (De Souza e Silva, Cyber to Hybrid
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273). To be more precise, in this journal we draw upon the notion that people in the urban playground are “existing in, and navigating through, an information space” (Benyon, The New HCI? 426). Through the mediation of mobile technologies people navigate the urban space in a playful way6, as the space in between points of departure and destination gets new meaning. A good example is when travel-time gets transformed into playtime or when people “move around the architecture of the city with the goal of traversing the spaces, rather than getting somewhere” (De Souza e Silva & Sutko, Digital Cityscapes 7). Instead of simply reaching a destination, the playful exploration or navigation of city space becomes a goal in itself. In this journal, therefore, we draw upon a shift in the navigation-paradigm described by Mimi Sheller and John Urry7. Navigation should be considered as an open-ended practice rather than as strictly moving between points. Simply put, navigation has to be considered a verb rather than a noun. As David Benyon, a professor in Human Computing Systems, puts it: “[P]eople navigate through places, so navigation is not always directed towards a destination” (Beyond Navigation 707).



The contributors to this journal consider the urban playground as an information space through which people navigate. David Benyon has conducted research into the navigation of these information spaces, which he calls “digital libraries” (Beyond Navigation 705). In order to clarify what is meant by information space we follow Benyon in his statement that these spaces are not the province of computers but “are central to our everyday experience and go from something as simple as a sign for a coffee machine, say, to a public information kiosk to a conversation with another person” (The New HCI? 427). The main argument we can take from Benyon’s research is his finding that although designers create information artefacts, “they are not determined by the designers: they are produced by the users” (429). Moreover, users do not only produce these information artefacts and spaces through their interpretations and connotations but also through their actions. A good example of such an action, in which an information artefact is produced in a playful way, is through the practice of mobile tagging. A building or another physical object can be tagged so that helpful information gets added to this physical object. People 7
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with disabilities can read this tag through their mobile device so they know if a particular building is handicap friendly or not.



The application described above is one of the cases studied by Thomas van Manen. In his article “Information Graffiti in Urban Space” he elaborates on the playful construction of information spaces and the navigation of the urban playground. Through the use of several case studies, including the popular location-based game Foursquare, Van Manen argues that playful practices alter the conceptualization of urban spaces. These spaces are increasingly explored in a ludic way, rather than just serving as space wherein people travel between two or more points. To substantiate his argument, Van Manen refers to Joost Raessens’ concept of construction to illustrate how game elements are added to or modified in the urban playground. The second article in this journal has to be seen as complementary to Van Manen’s work as author Rick van de Sande subsequently uses Raessens’ concept of deconstruction to show how people interact with the added information. In his article “Augmented Reality: Reconfiguring and Deconstructing the Urban Playground” Van de Sande focuses on augmented reality, which is becoming a generally accepted, playful manner of deconstructing the information in urban space. One of his case studies is the augmented-reality application Layar, which integrates the digital and physical through the use of a mobile communication device.



The article “Locating the Urban Playground” by Lindsy Szilvási focuses on Geocaching, an outdoor location-based game. The study into Geocaching provides an insight into the process of location-awareness and the reconceptualization of urban space. First, Szilvási will argue that Geocaching is a good example of how the physical space is intertwined with the digital. Second, the author will show how location-awareness creates a notion of embodiment while moving through urban space and that this movement coincides with the act of play. What makes the case of Geocaching particularly interesting is that it provides a different perspective on the construction of the urban playground. Geocaching namely involves a process of movement through urban space including a wide variety of
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steps. Szilvási will claim that each step within this process of movement leads to different representations of urban space. According to Szilvási, this means that each step in the game of Geocaching could give rise to various representations of urban space as a playful environment.



Jaap van der Velden’s article “Exploring the Urban Space” contains the argument that the exploration of urban place can be considered as exploratory play. In substantiating this statement Van der Velden compares the exploration of space in videogames with the use of mobile communication devices in urban space. The motivation for the comparison between these two phenomena lies in the fact that players of videogames are steered through the game space by rules and goals. These rules and goals are responsible for the ways people explore a videogame space. With the help of the article “Without a Goal” by videogame academic Jesper Juul, Van der Velden distillates three types of videogames, each with different types of rules and goals. One of these types of videogames is defined by open-world games like Grand Theft Auto: San Andreas. The exploration of space in this open-world videogame shows similarities with navigating the urban playground. Van der Velden will argue that the use of mobile communication devices makes the playful exploration of urban space explicitly visible.



An underexposed facet in the wake of the transformation of urban space to an urban playground lies in the field of aesthetics. Jordy Bossen examines how the convergence between the digital and the physical through the use of mobile communication technologies changes the way people perceive and consume art. In his article “The City is our Canvas” Bossen argues that the convergence of these spaces, leading towards the emergence of the urban playground, stimulates a playful experience of art referred to by the author as the ludification of art. To illustrate this process, Bossen includes a case study of the locationbased game SCVNGR (pronounced as scavenger). A substantial part of this game is the possibility to experience art inside museums in a ludic way, thereby adding a layer of play to the context wherein art pieces are experienced.
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In an attempt to show both sides of the medal, this journal will end on a cautionary note. In his article “Counter Surveillance: Playing the System” Reinier Cornelis focuses on the playful way in which the public uses mobile communication technologies to interact with power structures such as the use of surveillance in the urban playground. Cornelis, furthermore, will argue that although associations of play with games, fun, and carefree pleasure are legitimate, they could easily blind people of the risks that accompany the ludification of culture. As Cornelis will show, however, there is evidence of an emerging counterculture in which groups and individuals try to outbalance the increased breaching of people’s privacy in a playful way. Better said, this counterculture tries to play the system. To elaborate on this issue Cornelis will draw upon the work of Spanish sociologist and communications scholar Manuel Castells to show how power relations are continuously unstable and that the concept of play can also be seen in a more serious context.



In this introduction I have attempted to cover all the important building blocks that led this group of authors to the concept of the urban playground. When assembled, these building blocks form the statement that the element of play, characteristic to post-modern culture, is increasingly made visible through the diffusion of mobile communication technologies. These technologies, in turn, stimulate a transition of urban space to an urban playground in which a playful way of navigating through information is a key element. The contributions to this journal are all written with the purpose of elaborating on these building blocks in order to comprehend the notion of the urban playground even more. The numerous cases studied by the authors and the thematic variety, ranging from aesthetics to counterculture and from augmented reality to videogames, are an attempt to realize a sound comprehension of the essential fundamentals, which underlie the concept of the urban playground.
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Notes



1



The ludification of culture is a term coined by the Dutch professor in media



theory and initiator of the Playful Identities project Joost Raessens. 2



The seven rhetorics of play can be found in the article by Brian Sutton-Smith:



“Play and Ambiguity.” The Game Design Reader: A Rules of Play Anthology. Eds. K. Salen and E. Zimmerman. London: The MIT Press, 2006. 296-313. 3



Stuart Elden is a professor in the Department of Geography at Durham



University and has done extensive research of the work of Henri Lefebvre. 4



Adriana de Souza e Silva is an Associate Professor at the IT University of



Copenhagen (ITU) in the Department of Digital Culture. She has done research on how mobile interfaces help shape people’s interactions with public spaces. 5



Andy Crabtree and Tom Rodden both work at the School of Computer Science



and IT at the University of Nottingham and have both researched the emergence of hybrid ecologies. 6



As with play in general, we equally do not claim that navigating the city in a



playful way is a new phenomenon. De Souza e Silva and Sutko remind us that the playful potential of urban spaces was describes as early as in the nineteenth century by Charles Baudelaire (Digital Cityscapes 7). Instead we claim that the playful navigation of the urban playing has become explicit through the use of mobile communication technologies. 7



In the article “The New Mobilities Paradigm” Mimi Sheller and John



Urry describe a paradigm shift within social sciences. This shift is, for instance, stimulated by an “increasing convergence between transport and communication” (221).
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Chapter 1



Thomas van Manen



Introduction



T



he digital is everywhere surrounding us in every computing and electronic device in our environment. We communicate digitally, we navigate with



the help of digital connections and we can even pay our groceries digitally. Not only is the digital everywhere, it has also become more flexible and mobile with devices such as smartphones and tablet-pc’s. These mobile carriers provide us with a far more dynamic relationship with the Internet, embedding it in outdoor and everyday activities. The physical and the digital are merging in a social environment created by the mobility of users connected via mobile devices (De Souza e Silva, Cyber to Hybrid 263). As Smith et al. clearly shown the basic fundament for this ubiquitousness of the Internet is the convergence of four different technologies: wireless connections, positioning systems, mobile media and graphic interfaces (Smith et al.). This convergence of technologies can be seen in different carriers: laptops, netbooks, tablet computers and of course smartphones.
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These mobile devices enable users to consume, but also create, information on the go. Given by the mobility of these technologies users can add and attach digital information to psychical spaces that change accordingly. This attaching of the digital to the psychical is called tagging and this practice comes in many forms. Users can tag locations to a specific source of information, add photo tags, add tags of social context and so on. These practices are embedded in mobile games, locative media and social networks that enable users to configurate urban space. These practices clearly demonstrate that the urban playground is a product of social construction since a user’s actions change psychical environments.



This article builds on the notion of space as a product of social construction (ct. Nunes, Rudström et al.). Connected mobile devices and practices like tagging the digital onto the psychical raise a spatial convergence of concepts of space such as digital, physical and social spaces. This article will argue that the urban playground facilitates a playful construction of information that constantly changes the social construction of space. Mobile tagging will be presented as an important driver to this playful construction.



In this context I will mainly focus on how a playful construction of information is embedded in mobile tagging applications and location-based mobile games. In addition to this I will discuss the impact on navigating in urban space and how the playful practices alter the conceptualization of city spaces as spaces to be explored in a ludic way, rather then move with the purpose of travelling from point A to point B. In this article two case studies will be presented. First up is location-based mobile game Foursquare, a game that enables users to digitally tag and construct information within urban environments, will be presented to illustrate how the construction of information can be playful. Second MoTag, a mobile tagging application that enables users to construct an information database on the accessibility of public buildings, will be presented to show how information can also be constructed around a communal social factor and still embed playful participation.
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In order to grasp these (playful) constructions of information I will turn to two concepts of Joost Raessens, who’s research is focussed on playful identities, serious games and the notion of play as a conceptual framework for the analysis of media use, that he presents in his article Computer Games as participatory media culture. The concepts, construction and reconfiguration, find their origin in participatory culture and computer games. This article will show that these concepts, given their origin, can also be applied to the playful construction of information within the urban playground. Digital participatory culture is making its way to the streets. Playful Construction of Digital Information



Users of mobile technologies in the urban playground can edit digital information that is already attached to a physical object, but they can also add new information. You only need a connected mobile device to participate in these practices. In his article Raessens wonders in what way and to what extent computer games contribute to the development of new, or the remediation of existing practices of participatory media culture in which the autonomy of users is as great as possible (Raessens 381). As games or game mechanics become more mobile and more embedded in everyday practices and psychical spaces through connected mobile devices, participatory practices have the same tendency. Even more so: these participatory practices become ludic practices as well. The urban playground is a fine example to what extent computer games can contribute to the development of new, or the remediation of, existing practices of participatory media culture.



In his article Raessens introduces the concept of construction as an activity that can take a multitude of forms. We can understand the concept of construction as the addition of new game elements or the modification of existing games elements (381). By modification users can extend or change the text by adding their own writing of programming (Aarseth 64). In the context of the urban playground the emphasis lies on the practice of modification. This modification
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is largely driven by a recent phenomenon called location-based mobile games. These games can be seen as a convergence of mobile gaming and locative media. Karlis Kalnis, a researcher in the field of user generated cartography and locative media, coined the latter term in 2003 during research for the Locative Media Lab, an international network of people that experiment with new computer interactions (Lemos 91). These locative media can be described as locationbased media; media that embed geographical location as an essential element. Location-based games connect geographical location with elements of gameplay. These location-based games have two distinct characteristics. They use the urban space as a gameboard and a connected mobile device is used as an interface for gameplay (De Souza e Silva & Sutko 1-2). As stated above these games are an important ‘driver’ when it comes to the modification of information in the urban playground. Blurring the boundaries these games catalyze play that uses the co-presence of spaces and flows in and out of both psychical and digital spaces (Rodriquez). I will examine this adding of new elements or modification of existing elements (construction) in a case study of location-based game Foursquare. Case Study: Foursquare Foursquare (version 3.0) is a location-based game annex social network. The game is available on mobile Android, Apple, Blackberry, Palm and Windows devices. In February 2011 the game touched upon his seventh millionth user worldwide and it generates over half a billion check-ins per year1. This means that Foursquare generates 1.369.863,01 check-ins per day, which equals more then 57.000 check-ins per hour and 952 check-ins per second. It connects the digital and the psychical by letting users check in digitally on physical locations (the games calls these locations ‘venues’). A venue is a digital representation of a psychical location. When checked-in at a venue one can attach digital information to this venue and this information becomes visible to everyone. Information can vary from just stating ‘I am here’ to adding valuable information for new visitors of this location. 19
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The game contains different elements of play. Players are challenged to compete with friends through leader boards, earn badges for completing a task (check in with fifty others users at on place to earn a Swarm-badge for example), or becoming a mayor of a venue when you are the player that has the most checkins at a specific location. In becoming a mayor another link to the physical world is discovered: mayorships are often linked to a reward in the real world, such as a free drink or sandwich. But these elements of play do not only enable users to take part in the game, these elements also lead to a playful construction of information. Users can tag different forms of information to specific locations. They can upload photos with every check-in, add tips or assignments for other players. In other words: they construct a database of user-generated information connected to physical places and objects. This information is constructed in a ludic way. These practices appeal directly to Raessens concept of construction. Players are contributing, this practice is even embedded in the game, to the modification of the in the game incorporated pre-existing architecture of the city with digital information. They even add new game elements in creating assignments for other players.



Foursquare takes al this socially constructed information and transforms the metadata into a database of recommendations. In the game this function is called ‘explore’, with a clear reference to an exploration of the city. Players can explore bars, shops and restaurants based on the information other players have constructed. This encourages users to explore the city and discover unknown areas.



The next case study will show that a playful construction of information is not exclusively embedded in (Location-Based) mobile games. A case study of mobile tagging application MoTag will show that the same principles of modification can be found in other tagging applications. Users are extending or changing the text by adding their own writing of programming. Although it is not a game, MoTag still embeds a playful way of constructing information.
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Case Study: MoTag MoTag is a mobile tagging application designed for people with disabilities. The application aggregates tags uploaded by its users that contain helpful information about buildings and other physical structures. In this case tags could contain information regarding accessibility of a mall or the amount of obstacles one must overcome to reach a toilet. Users can upload pictures and comments about these specific places and upload them to the app with a geotag. In a scenario of usage a user with a psychical disability visits a mall and notices how the wheelchair ramp is not usable and in need of repair. He or she can then use the app to notify others users of this problem (Hoe-Lian Goh et al. 288-292).



There are no elements of play in this app such as leader boards or earning badges, but the construction of information is constituted around the same principles. We can analyze how elements of construction are implemented. Users can add new information to the database, but they can also edit existing elements if a known problem is fixed. Users engage in modification when they extend or change the database by adding their own information. Similar to Foursquare this app also contains agency in altering navigation within urban space. Users of the app will set their destinations based on the information they found in the database. Users are not encouraged to explore city spaces like in Foursquare, but the socially constructed information does have agency in setting route, altering navigation through urban space. This also can be perceived as a form of exploring city spaces in search of the most satisfying route.



This exploration of unknown areas and the changes it could make to our way of navigating and travelling in urban environments is further explored in the last paragraphs of this article. First an exploration of the city as a playground is in order; this will show that the conceptualization of city spaces as playful spaces is not a new phenomenon.
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Cities as a Playful Experience



We can perceive city spaces as play spaces with a close reading of playful activities. In his 2006 article Brian Sutton-Smith presents a taxonomy of activities that are often described as play forms or play experiences. He emphasizes the great diversity of play phenomena and that the boundaries between them are more intertwined then the taxonomy might imply (Sutton-Smith 299). When considering this list, it is striking how many activities can take place within the city space. This goes without saying regarding Mind or Subjective play, but also extends to all other described forms of play. Except his notion of Risk or Deep play, which mostly refers to sports where mountains, the sky or the open sea play a big part2.



City spaces have always been used for play. The simplest evidence of this statement can be found in the playfulness of children on the street. For years and year’s kids have bin using city spaces to play games. Hide & Seek is one example, but what about a game called ‘Spoorzoekertje’ (‘Tracker’ might be the best translation). In this game one group of kids goes into hiding but uses chalk to give hints about their whereabouts. They also chalk puzzles and riddles on walls and sidewalks that, when solved, give more clues about possible hiding places. The other group must find them using the chalked marks (tags) and solving the assignments. To stick with this example imagine a city where a group of children are playing this game. During the game of ‘Spoorzoekertje’ kids use an urban environment (such as a street or a park) as a gameboard. Awareness of location is important, just like in Foursquare. Using the city space as their gameboard, kids reconfigurate the city into a ludic experience. Elements of play occur in a ‘playful layer’ that arises from the narrative of the game and the interaction between players that collectively reconfigurate city spaces into a ludic experience (De Souza e Silva, Hybrid Reality 412).



Another example of turning city spaces into ludic experiences can be found in the practice of Parkour. Practitioners of this sport have been exploring city
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spaces for years without a specific destination. This closely relates to the notion of playful practices that alter the conceptualization of city spaces as spaces to be explored in a ludic way, rather then move with the purpose of travelling from point A to point B. They use city spaces as ludic spaces as they move around the city challenging its architecture, creating new ways of navigation. To draw a comparison: these practices of ludification of city spaces encourages player to interact with city spaces in a ludic way, just as location-aware games. The difference is that these games do not reconfigurate urban space as playful spaces, but that our mobile devices embed digital and ludic practices of construction into urban space.



So far this article has elaborated on how urban space facilitates a playful construction of information. In the case studies of Foursquare and MoTag remarks have been made on how the construction also effects the way we navigate in urban space. In the next paragraph this notion will be further examined. Human Computer Interaction becomes a form of navigation



The seamlessness of digital and psychical spaces is facilitated by human computer interaction. As noted in the context of location-based mobile games our connected mobile devices function as a digital interface for a psychical space. In his 2001 article The new HCI? Navigation of information space David Benyon, who’s research is based in human-computer interaction and the application of knowledge-based techniques to HCI, describes a notion of an information space that shows resemblance with this journals notion of urban space. The information space is described as a space that is created from a network of interacting agents and information artefacts (Benyon 428). Benyon also refers to what he calls the activity space, as a space of physical action and physical experiences (Benyon 427). His notion of activity space represents what in this article has been described as the psychical space. Benyon argues that human computer interaction can be conceived as navigation in this information space
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if we consider people as manipulating information artefacts, moving between levels of viewport and between different viewports. In this information space we are using these information artefacts to achieve goals in psychical space (Benyon 428-429).



At this point we return to the concept of Reconfiguration proposed by Raessens regarding participatory culture in computer games. His notion of reconfiguration refers to two things. First, reconfiguration exists in the exploration of the unknown. Second, reconfiguration occurs when a player is invited to configure. Therefore reconfiguration enables a player to control the transformation of a body of information to meet its needs and interests (Raessens 380-381). The two concepts meet in Benyons notion that ‘people manipulate information artefacts’ and Raessens notion of players that are enabled to ‘control the transformation of a body of information to meet its needs and interests’. Connected mobile devices enable users to navigate through constructions of information and navigate in such a way that it fits our needs and interests. When someone is in need of a good restaurant he or she can use the information constructed within Foursquare and navigate within this information to find information that fit the need. If someone with a disability is searching for a mall he can easily access, he navigates within the construct of information in MoTag until he finds the information that fit his needs.



Conceiving Benyons notions in the context of this article it becomes clear that we are navigating while interacting with constructions (artefacts) of information. Connecting this to Raessens notion of reconfiguration we are configurating the information until it fits our needs. We are navigating within these constructions to achieve a goal in psychical space. These goals differ from getting tips for a nice restaurant using Foursquare or finding a piece of street art using Street Art View. As we navigate our way through information, this simultaneously affects the way we navigate in psychical space. We explore cities so we can experience the city in a way that suits us the best, rather then moving from point A to point B.
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Conclusion



With the ubitiqiousness of connected mobile devices digital spaces and physical spaces meet in a social environment called the urban space. This raises a spatial convergence of concepts of space such as digital, physical and social spaces. In this article I have argued that the urban space facilitates a playful construction of information. Mobile devices enable users to consume, but also create, information on the go. Tagging digital information to physical objects in a ludic way is driven by location based mobile games like Foursquare where players are contributing to the modification of the, in the game incorporated, pre-existing architecture of the city with digital information. The practice of mobile tagging, which comes in a multitude of forms enabling users to tag objects and locations, has been presented as an important driver to this (playful) construction of information. I have shown that a playful construction of information is not exclusively embedded in mobile games. Construction can also derive from shared social factors and still embed the same ‘playful’ principles of construction.



With the help of two concepts presented by Benyon and Raessens I have argued that the construction of information has its affect on the way we navigate in urban spaces. First, it affects the way we navigate through information. We search for information to fit our needs and help us achieve our goals in the psychical world. To speak in terms of reconfiguration: we control the transformation of a body of information to meet our needs and interests. Second and simultaneously, it affects the way we navigate in psychical space. We explore cities and navigate through cities to find a route that suits us the best.



Digital marks and traces are everywhere, information in urban space is like virtual graffiti. Everyone with a connected mobile device can be an artist tagging physical objects with digital information.
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1



It all started with a check-in: The vision for #4sq3 and beyond – Foursquare



< http://blog.foursquare.com/2011/03/08/foursquare-3/> 2



For his complete taxonomy of play forms or play experiences see: Sutton-
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Rick van de Sande



Introduction



I



n the previous article of this journal Thomas van Manen has described how users of the urban playground add information in a playful manner. In the



city as an urban playground, the environment thereby is a mix between digital and physical objects. The addition of information to the physical environment leads to an expansion of reality. This has an influence on the way the user of the urban playground experiences his environment and the way he interacts with it. In this article this process will be described with the use of the concept Augmented Reality.



In the first section the concept Augmented Reality will be described from a theoretical point of view, we look at scientific interpretations of the concept and how it can be placed in a continuum between physical and virtual environment, thereby drawing on the notions of Milgram and Koshino, Manovich, Ishii and
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de Souza e Silva. This will provide an understanding of the concept Augmented Reality. When a clear understanding about the concept has been established section two will describe how Augmented Reality is applied and how it can be used as a filter, a short case study of the Augmented Driving app will be used to illustrate this. In the last section the implications of these applications have on the user’s experience of the environment and how this relates to the element of play, will be addressed. This will be done by case studies Layar and the Augmented Reality multiplayer game AIRRAID.



These steps will eventually make clear how Augmented Reality can be used to experience the city environment in a playful way. Theoretical approach to Augmented Reality



Figure 1: Simplified representation of a “virtual continuum.” source: Milgram & Kishino 1324



In 1994 Paul Milgram and Fumio Kishino created a taxonomy of mixed reality virtual displays. Milgram a Human Engineer who as a researcher is interested in display and control issues in virtual environments and Fumio Kishino an expert in Artificial Intelligence with a special interest in image processing and visual communication systems (Milgram & Kishino 1321). In their article “A Taxonomy of Mixed Reality Virtual Displays” Milgram and Kishino describe the merging of real and virtual environments as a form of “Mixed Reality” which they place in a “virtuality continuum” that can be seen in the above figure 1. On the left side the real environment is placed. This is the environment that is physically around us: buildings, trees, houses etcetera. On the right side we see the virtual environment. These are environments that consist of virtual objects:
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computer simulated graphics, digital texts etcetera. Between those poles two mixed realities are placed Augmented Reality and Augmented Virtuality. The level of mixture defines whether environments are placed under Augmented Reality of Augmented Virtuality. A simulated world where images of real world environments are added can be seen as Augmented Virtuality, a real world environment where virtual elements are added to can be seen as Augmented Reality.



What is an important difference in the way Augmented Reality can be seen today, as opposed to Milgram and Kishino, is the accessibility through mobile technologies and the connection with real-time databases (for example the internet). These are important features for this article, as this brings these features enable Augmented Reality to enter the urban playground. However in 1994, the year that the article of Milgram and Kishino was published, connection to the Internet was through mobile devices was not possible. Most of the examples that Milgram and Kishino used are based on static technologies such as big screen displays, or mobile technologies as Head Mounted Displays that are not commonly used in everyday life. This is why the above description of Augmented Reality is not sufficient and we have to turn to other theorists to complement Milgram and Kishino.



The lack of mobility in the description of Milgram and Kishino produces a distinct relationship between real and virtual. Adriana de Souza e Silva, whose research focuses on how mobile and locatitive interfaces shape peoples interaction with public spaces1, addresses this issue in her article “Mobile Technologies as Interfaces of Hybrid Spaces.” She refers to Hiroshi Ishii (professor at MIT whose research is focussed on seamless interfaces between humans, digital information and the physical environment2) and Lev Manovich (professor in visual arts and most famous for his book The Language of New Media) who take Milgram and Kishino’s concept a couple of steps further.



Ishii, so describes De Souza e Silva, tried to make virtual objects tangible thereby
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focussing on how to bring these objects into the physical world. By connecting virtual and physical objects through wearable computers Ishii emphasizes the importance of mobility in blurring borders between virtual and physical environments (De Souza e Silva 265-266). Manovich continues to build on this idea by stating that mobile devices create a dataflow between the virtual and the real world (Manovich 222). De Souza e Silva summarizes Manovich thought by emphasizing on the flow between virtual and real space. “(...) the flows of information that previously occurred mainly in cyberspace can now be perceived as flowing into and out of physical space, blurring the borders between both (De Souza e Silva 266).”



With the basis of Milgram and Kishino’s notions, further complemented by Ishii, Manovich and de Souza e Silva, we can describe Augmented Reality as an enriched form of the physical reality in which the user interacts through mobile technology. In the next section we take a look at some applications of Augmented Reality, in which is described how the mobility is used to “enfold remote context into the present context (De Souza e Silva 262).” Augmented Reality applied



We have seen in the last section that mobile devices create a dataflow between the virtual and the physical world. Thereby we could speak of a transformation that is taking place in our everyday environment, particularly in the cities in which we live. Virtual forms are becoming an integral part of the lived experience of the city and coexist among the physical structures of the build environment. Patrick Allen, who is a senior lecturer in New Media and focuses his research on augmented public space, wrote a paper on this transformation. Allen’s paper is specifically written about the introduction of LED screens in the city on which various kinds of information is presented, however as he also describes how mobile media imposes an overlapping of media content onto the urban environment his notions can also be applied to Augmented Reality.
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Allen states that the layering of information has an influence on the way people experience their environment. With the addition of LED screens in the city, among with the use of our mobile devices a rich layering of “signs, information and media that is superimposed on the urban scene” (Allen 31). These layers of information and all these signals could have a negative effect on the user.



When we look at the basic model of communication we have a sender and a receiver. The sender tries to send a message to the receiver. Whatever other messages that are being send simultaneously act as noise in the communication process. When we look at the urban space, all the extra layers of information Allen describes can be seen as a form of noise. This poses a problem for the users of the city when they have to perform a specific task, for instance when driving a car. Here mobile applications that use Augmented Reality can actually improve the experience by filtering out those signs that are not necessary to the user or making signs that are important to the user stand out more prominent.



An example of this use is the Augmented Driving application that has been developed for the iPhone. This application that is developed by imaGinyze, uses Augmented Reality to highlight obstacles in the road, the detection of lanes, oncoming vehicles etcetera (see figure 2).



Figure 2: the augmented driving app warns for vehicles ahead. (source: http://images.intomobile.com/wpcontent/uploads/2010/08/iphone-ar-car-hud-heads-up-display-imaginyze-3.jpg)
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Thereby you can see this application as a sort of filter of noise. Although this is a very simple form, it makes clear that Augmented Reality can help the user by filtering his environment to what is important for him. Thereby changing the way we perceive information from the physical world and reducing noise in the transfer of signals.



Thereby you can see this application as a sort of filter of noise. Although this is a very simple form, it makes clear that Augmented Reality can help the user by filtering his environment to what is important for him. Thereby changing the way we perceive information from the physical world and reducing noise in the transfer of signals. Influence on experience of the environment The previous section has shown that Augmented Reality applications can be used to filter signals from the physical world and to switch between different layers of reality. In his text “Computer Games as Participatory Media Culture” Joost Raessens describes three concepts of participation and how these are applied to computer games. Raessens, a professor of New Media Studies who has special interest in computer games, describes the concepts deconstruction, reconfiguration and construction. The concept of reconfiguration has two meanings in the description of Raessens. First it refers to the exploration of the game world, the exploration of the unknown. Secondly, and most important for this part, refers to the way players of the game are invited to give form to the game world. “[B]y selecting one of the many preprogrammed possibilities in a computer game. [...] Thus, reconfiguration enables the player to control the transformation of a body of information to meet its needs and interests” (Raessens 380-381). This is exactly what can be done by Augmented Reality applications. Through preprogrammed options the user can apply filters or choose layers of information, changing their environment. If one of these layers we can switch to is a game that is played in the real world, this has an influence on the way we experience our environment. The following case study features exactly this example. 35
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Case Study: Layar the Augmented Reality browser Layar is an Augmented Reality browser that is available for iPhone, Android and Nokia mobile devices. It’s developed in the Netherlands and made his introduction in June 2009. The application combines the camera of the mobile device with the location of the device and a database of information. On the Layar website everyone can create its on own layer which will be added to the database. The users of the applications can switch between layers in the menu of the application, thereby choosing which information they want to retract form the physical world. Besides informational layers that show the nearest ATM vestibule or layers that contain information about real estate, Layar can be used as a gaming application, making the world around us an actual playground.



An example is a game that was launched to promote the videogame SPLINTER CELL CONVICTION. In this Augmented Reality game the players task was to take the role of a secret agent and solve a crime in the city of Amsterdam. Using the Layar Application clues about the crime could be revealed, the player must use these clues to answer a question, when the player gives the correct answer he may advance to the next location. Information about the locations of clues are given on a radar which is displayed on the players phone, thereby encouraging the player to explore their environment. On the location the environment is used to hide clues. Not only information is hidden in the environment but also events occur around the player in specific locations in figure 3 for example you see an explosion of restaurant.



The Splinter Cell game is a good example of the way Augmented Reality applications enable the environment as an instrument of play. This game brings us to another concept of Raessens: deconstruction. Raessens derives this concept from Friedman and Turkle who state that computer programs are ideological constructions and that winning a game is a process of demystification (Raessens 376). The demystification of a game occurs by creating a strategy of trial-and-error, thereby bringing underlying elements that are hidden to the foreground. In the Splinter Cell Augmented Reality game these possibilities are
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presented in the urban environment, through hidden QR codes for example. The environment becomes an instrument for deconstruction and by trial and error the player can eventually answer the question that will allow him to proceed in the game.



Figure 3: an explosion occurs in the Augmented Reality game Splinter Cell. (source: http://www.molblog.nl/ images/uploads/screen3.jpg)



The fact that the player has to explore the environment refers to the other meaning of reconfiguration Raessens uses; the exploration of the unknown. Because this game is staged in the urban environment, the user explores this environment in a playful way. An effect that this playful interaction with the urban environment has is the way we experience the urban environment. When we navigate through a city we associate places with the events that occur in these places, one can imagine that playing this game changes the associations we have with the space in which the game takes place. An other example of the reconfiguration and deconstruction of the urban environment through Layar, is the layer “Spannende Geschiedenis” (exiting history, see figure 4).
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Figure 4: Screenshot of “Spannende Geschiedenis” (Source: http://www.youtube.com/ watch?v=QDmfvT9Wiio)



This layer is developed for the cities of Arnhem en Nijmegen and enables the user to discover historical facts of these cities by exploring them. Through reconfiguration the users of the city can deconstruct historical events that occured in their city. This brings possibilities for what is described by Brian Sutton-Smith as Play as progress. Sutton-Smith is one of the leading play theorists. In his book Ambiguity of Play he distinguishes seven rhetorics of play, one of them being play as progress. This refers to the act of children who learn and develop by playing and playful activities. Educators needed playful imitations for over 200 years as a way to develop social, moral and cognitive growth by children (Sutton-Smith 304). When we look at the “Spannende Geschiedenis” layer, you can imagine a quest for children through these cities in which they discover the history of their environment. This quest can be seen as an extension of the game “spoorzoekertje” as described in the article “Information Graffiti in Urban Space” by Thomas van Manen.



So far I’ve concentrated on play that didn’t involve other users in an active way. The next section will address a Augmented Reality application that involves the influence of other users in active way.
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Multiplayer events



In sense of multiplayer games Augmented Reality still has some ground to cover. Not a lot of Augmented Reality games have real time multiplayer elements, but the fact that Apple has patented a gaming that makes use of Augmented Reality and the iPhones sensors for multiplayer games3, shows that this is the next step for Augmented Reality gaming.



Case Study: AIRRAID A multiplayer game that already uses Augmented Reality is AIRRAID. AIRRAID is a game that combines strategy game elements with first person shooter action. The game combines Augmented Reality, geolocation and social gaming through Facebook Connect. The players can build a military base along with various forms of equipment like airplanes, zeppelins and anti-aircraft guns. This can be used to send out attacks to other players and at the same time you must defend your own base. The location of your base is situated in the real world (see figure 4) and all events in the game occur in real time, this means that the time it takes to stage an attack is related to the distance between your base and the base of your opponent. The knowledge the player has from spaces in the real world thus becomes an advantage in this game.



Lets take this thought a step further and imagine that the characteristics of the real world also become a factor (this is not the case in AIRRAID at this moment). The exploration of your personal environment then becomes of strategic value for the game. Then we can once again relate to Raessens’ concepts of reconfiguration and deconstruction. Players will have to discover their environment in a new way. They have to look at their environment in the light of the game, which very much applies to the notion of the city being a urban playground. Experimenting with the obstacles of the real world to win the game can be seen as a form of deconstruction. A nearby forest could be used to cover your base, for example. The fact that AIRRAID is played in realtime and thereby always ongoing also has an influence on the experience of 39
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the environment. According to de Souza e Silva the connection to others (in this case other players) “[t]he possibility of an ‘always-on’ connection when one moves through a city transforms our experience of space by enfolding remote contexts inside the present context” (De Souza e Silva 262). When playing AIRRAID the context of the game is always present in the environment of the player as an effect of the always ongoing aspect of the game.



Figure 5: A screenshot of AIRRAID that shows the locations of the base on a real world map. (source: http:// www.airraid.com/press-kit.php)



Another aspect of Augmented Reality that AIRRAID uses is the notion of the body awareness skills people have. In the game the body of the player is the centre of the interface, thereby the player can use his position to estimate the attacks he faces. The attacks against which a player must defend himself come from the direction of the enemy. This also has an effect of the player’s notion of space, as he must be constantly aware of oncoming dangers, therefore more aware of the space around him. This could also be further improved if the game takes the environmental characteristics in account.



We’ve seen two examples of gameplay that is possible with Augmented Reality and how they make use of the real world environment. The experience of the urban space changes through this kind of play. The player becomes more aware of the specific characteristics of his environment, through the act of reconfiguration and deconstruction. 40
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Conclusion



Milgram and Kishino explained how Augmented Reality takes his place in the virtual continuum; as a form of reality that stands between the real and the virtual. With the development of mobile technologies the borders between virtual and the real blur. Mobile technologies don’t only bring Augmented Reality in the urban playground but they also creates a dataflow between the real and virtual. This dataflow poses a potential problem. All these signs, signals and stimuli, can act as noise in the communication process between the user and his environment.



Applications of Augmented Reality can act as a filter for reducing this noise. Users can reconfigurate their environment to suit their needs and goals. With the case studies Layar and AIRRAID we have seen how a playful way of interaction between the user and the urban playground can be established. The user explores his environment and makes decisions based on trial-anderror to accomplish his goals. Through this process he learns new things of his surrounding environment, which can be seen as an act of progress by play as defined by Brian Sutton-Smith.



Exploring, experiencing and interacting with the urban playground thereby become playful activities. Augmented Reality facilitates these playful activities by the act of reconfiguration and deconstruction.
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Notes



1



Information derived from de Souza e Silva’s personal webpage: http://www.



souzaesilva.com/bio.htm 2



Information derived from Ishii’s bio at the MIT website: http://web.media.



mit.edu/~ishii/bio.htm 3



For futher reading on the patent see: http://www.appleinsider.com/
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Lindsy Szilvási



Introduction I geocache for the adventure.. It is like a worldwide treasure hunt. I think it is pretty cool that you drive by something a hundred times a month and never knew there was something in the light pole! - (Forum post on Geocaching.com) Playful practices alter the conceptualization of urban spaces as movement within these spaces is influenced in a ludic way, as described in the journal’s first article. Furthermore, the first article describes that the construction of information affects the navigation in urban spaces through the practice of mobile tagging. The urban space is formed by the connection of mobile communication devices (MCD) and the physical space. In other words, the digital and physical are merged through the use of MCD. To elaborate on the conceptualization of urban spaces by the use of MCD, this article builds upon the notion of location-awareness and how location-based mobile games (LBMG) require several representations of urban space. Next to this, the element of play will be discussed in the construction of urban playground. 46
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Location-awareness involves the user’s positioning in urban space that is gained by the use of MCD with the combination of virtual maps and Global Positioning System (GPS). This combination of virtual maps and GPS is found in location-based mobile games. LBMGs are games played with MCD whereby urban space is used as a game environment in which users move according to the directions of GPS coordinates. Urban space is seen as a game environment, which transforms users into players.



Players of LBMGs create a certain notion of embodiment whilst moving through urban space. This movement reflects the act of play, and will be illustrated by a LBMG called Geocaching. First, Geocaching is a perfect example to demonstrate the intertwining of the physical and digital space. De Souza e Silva refers to hybrid space as the merging of physical and digital caused by use of MCD. MCD is an important interface between the physical and digital of Geocaching to guide the players in urban space. Second, Geocaching creates a certain notion of embodiment1 while moving through urban space. The embodiment is mediated by location-awareness, which is an important aspect of LBMGs and will be discussed in view of related theories.



In this article, the importance of play is reflected by the combination of movement through urban space and the use of LBMGs. When elaborating further on this combination of movement and LBMGs, the notion of location-awareness demonstrates a process of conceptualizing urban playground whereby several representations are acquired. Geocaching elucidates the process of urban playground’s conceptualization including several representations by the game’s design. The game’s design describes the accomplishment of steps to reach the game’s goal. Each step involves the player’s movement through urban space equipped with MCD that leads to different representations of urban space as a playful environment. Therefore, Geocaching is an interesting case of how different representations can arise in the construction of urban playground instead of providing just one representation.
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Geocaching, a case study into location-based mobile games



Geocaching2 is a high-tech treasure hunting game played throughout the world by adventure seekers. The basic idea is to place hidden containers in urban space, called geocaches marked with GPS coordinates. Geocaches are to be tracked down by others using GPS devices or nowadays a MCD with the Geocaching application. The Geocaching application can be downloaded on iPhone and Android-devices. The combination of GPS, Wi-Fi and, cell towers positioning determine the approximate location of the user and queries the Geocaching database in real-time to provide a list of geocaches near the user’s location. The geocaches can be viewed on a map searchable through current location or Geocaching code. The application provides different map options, such as street view, topographic, satellite and Google maps that have diverse functionalities. Other application’s functions include access to geocache details that contain description, a photo gallery, attributes, recent logs, hints and inventory, and the possibility to save geocache listings for quick retrieval. The whole experience of tracking down geocaches can be shared on the online community website of Geocaching.



The idea behind Geocaching is to shape a strong sense of community and support for the environment (Geocaching.com) By sharing travel stories on the online community website, users experience a broader perspective of urban space. Geocaching is still growing in popularity and has already over 850.000 geocaches throughout urban environments (Geocaching.com).



Geocaching as LBMG is a combination the following aspects: movement through urban space, location-awareness, the technology of MCD, and the community that represents social interaction. This combination acquires several representations of urban space as playful. To illustrate the process of acquiring representations, each step of Geocaching will be discussed where a connection is made to the before mentioned aspects.



48



The Urban Playground



Step 1: Locating player’s position in urban space As described earlier, Geocaching involves the notion of embodiment. Katherine Hayles and Mark Hansen in Poster (2004) put emphasis on the importance of the body and state that the notion of body cannot be eliminated in the context of mobile communications. According to Poster, the body is central to new configurations of mobile communications (Poster 2004) implying that the body will adjust itself in terms of new technology. The adjustment of the body is found in the notion of Donna Harraway’s material-semiotic actor (1991) where the actor, in this context the player, applies itself to the environment. The application of Geocaching serves as an interface between the player and the environment, and forwards the notion of location-awareness. The combination of Geocaching’s application and the position of the player’s body in urban space reflect urban space as a convention between technology and player’s body.



To participate in the game of Geocaching, the player registers to the Geocaching website including personal information to locate the player in urban space. From the player’s location, a geocache can be located within a definable reach where the exploring of geoaches in the player’s surrounding through the use of MCD starts. The exploration of the player’s location in combination with MCD forwards the discussion of ‘entering’ space. ‘Entering’ space is something that is done from a definable position in the physical world (Gordon 2006). In this view, the player locates itself from the point in physical space connected to the digital location that is provided by MCD. Though, ‘entering’ space can be conceived as ‘here and now’ whereas it can also imply a disembodied experience that is conceived as ‘over there’.



The notion of disembodiment is often misconceived. Henri Lefebvre argues that space is a pre-existing given not a container that has to be entered (Lefebvre 1991). As the departure of the body is seen as decorporalised space (Elden 2004), Lefebvre argues for the combining of the concrete and abstract of space as lived instead of isolating the two modes. The lived space combines the materialism and idealism, whereby space is in a process of producing and modifications and
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by the use of space representations are derived (Lefebvre 1991). In the lived space integration of the embodied experience and the perception of space is established. As Farman (2009) states, “space itself requires a convening with bodies for its production” (2). The use of MCD makes the corporeal experience visible in urban space. Therefore, the players in urban playground equipped with MCD are “existing in, and navigating through, an information space” (Benyon 2001).



As players are navigating through urban playground with the use of MCD, space can be seen as a material product of ongoing spatial relation (Lefebvre 1991) and the production of space derives a sense of control (Lefebvre 1991). In Geocaching the player’s gained location implies awareness in urban space, and this awareness can be seen as control. The application of Geocaching functions as a control for the player to estimate location in urban space while moving through it. The question then is, how is the element of play found in the control of location-awareness? In terms of embodiment, Farman refers to the notion of player embodiment that is deduced from the tied connection between space and embodiment (Farman 2009). Technology, in this context the use of MCD in combination with Geocaching’s application, connects space and embodiment and constructs urban space in a playful way.



Step 2: Exploring urban space in a playful way After the registering process, the player takes the next step that involves the exploration of urban space. The exploring of urban space starts when the player chooses any geocache from the provided list of searchable geocaches, and the GPS coordinates of the chosen geocache are downloaded to the MCD that have to be followed. The following of GPS coordinates influences how movement is established through urban space. This paragraph will focus on the sense of playfulness that is obtained from the movement through urban space and the use of urban space. The first part of the paragraph focuses on movement as a playful experience. As movement includes following a map, the second part discusses the Geocaching’s map as playful.
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2.1 Playful movement I like the fact that you can play the game in so many different ways too. It’s not about winning, or losing, or competition. It’s all about the fun. To me caching is like an addiction, I can never get enough. - (Forum post on Geocaching.com)



Geocaching includes several ways of movement through urban space, for example walking, hiking, climbing, and biking. According to Salen & Zimmerman, walking in urban space is being playful with the social, anatomatical and urban structures that determine walking behavior (Salen & Zimmerman 2003). Walking as an activity includes certain elements to the creation of play. Roger Caillois refers to play as a definition of activity (Caillois 2006). In terms of play as an activity specific elements can be distinguished, which can be put on a continuum between creativity/free improvisation/spontaneity and subjugation of rules explained in the journal’s introduction.



To put Geocaching on the continuum it inclines to the part of creativity, free improvisation, and spontaneity. By following GPS coordinates, the movement through urban space is influenced, though as Geocaching lacks certain fixed rules it provides the player with freedom of walking. One of Caillois’ specific types of play3 is free “in which playing is not obligatory but an attractive and joyous quality as diversion” (Caillois 2006 p). Geocaching is an activity with a certain plan: finding the chosen geocache in urban space.



Fixed rules4 do not exist within Geocaching but there are clues for navigating through urban space. The combination of freedom and rules can be found in the notion of dérive. Dérive is a way of experiencing urban space by movement whereby meaning of the space is restored (De Souza e Silva & Hjorth 2009). Débord emphasizes the aspect of organized spontaneity that is connected to the playfulness of urban space, and implies a drift throughout urban space not knowing where the path is leading (De Souza e Silva & Hjorth 2009). This drift through urban space derives a certain relevancy of rules. Geocaching can be described as “free movement within a more rigid structure” (Salen & Zimmerman 2003:304). 51
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In the context of Geocaching, the drift through urban space is an experience of free movement in a certain structure of rules. To go further on the definition of play in terms of experiences, a link to Sutton-Smith is made as he presents a great diversity of play forms and experiences that can be applied to Geocaching. In his article, “Play and Ambiquity” he refers to seven rhetorics of play. One of the seven rhetorics that can be used to describe the play experience in Geocaching is rhetoric of the self. This rhetoric is applied to solitary activities but can likewise be performed by the experience of multiple players joining together whereby play is idealized as aesthetic satisfactions of relaxation, fun, and escape (Sutton-Smith 2006).



An escape from everyday life brings up the notion of unpredictability that creates play (De Souza e Silva & Delacruz 2006). Random walking in order to find a geocache derives unpredictability and creates playful experiences. Geocaching lets the player follow the GPS coordinates on a virtual map to track down the chosen geocache. According to Vertesi, the virtual map is a technologized site of experience (Vertesi 2008). How players use the map is related to the lived and interpreted space by the use of a map. As the map is an important element of Geocaching’s application, the playfulness of maps will be discussed in the second part of this paragraph about the experience of urban space in a playful way. 2.2 Playful maps Really, I’ve always liked out of the way, interesting places and old cemeteries. Geocaching gives me a chance to see even more places like that. I’ve even been taken to places in my hometown that I never knew existed. - (Forum post on Geocaching.com) Geocaching is an example of how the physical and the digital are merged where the GPS and map functions of Geocaching form a navigational interface. As mentioned before, the map consists of technologized, and lived and interpreted experiences. The lived and interpreted experience of a map describes how players make use of the map by movement and locating themselves in urban 52
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space. A reference can be made to the notion of lived space, which is described by Lefebvre. The lived space consists of an intertwining between material and mental whereby space is produced and modified through its use (Lefebvre 1991). Material refers to the physical condition of space and the spatial practices that are perceived, whereas the mental includes the representations of space.



In the context of Geocaching, material refers to the routes along players move that include for example streets, roads, rivers, mountain passages, and bridges. These material practices are perceived in the physical environment as routes to walk or move on. Transformed by the player of Geocaching as a product of movement. While the meaning of these material practices is conceived in an experienced way: the routes are meant to follow according to its design and form a representation of urban space.



The meaning of urban space is defined by the relationship between material space and how the player experiences this space, creating an intersection between abstract and real. In terms of navigation, “everything is on the move: the navigator in the yacht, the yacht itself, the pencil on the map […]” (November, Camacho-Hübner, and Latour 2010:596). November et al. (2010), conceive maps as an interface that allows players to “pinpoint successive sign posts while you move through the world” (596). The Geocaching’s map functions as a navigational interface serving control over the movement through urban space. The navigational interface inclines spatial practices.



Gordon (2006) describes the notion of cognitive mapping as “a perceptual practice wherein one can represent their position within an unrepresentable world” (892). The cognitive image becomes the prerequisite for the development of representations. Gordon continues in his article Mapping Digital Networks, From Cyberspace to Google that cognitive mapping provides physical location and it is subjective as it is the very structure of everyday life (Gordon 2006). In other words, mapping becomes personal and playful as they create a changing representation of urban space. Referring again to the notion of lived space the
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structure of everyday life is a lived experience whereby space is used (Lefebvre 1991). Maps are then a product of putting material and mental together as they are used in space in the very structure of everyday life.



As lived space puts material and mental together, the question is how this combination is seen in Geocaching when a geocache is found. While movement in urban space is influenced by to the geocache’s location projected on a virtual map, the geocache is seen as a virtual good. When the geocache is actually tracked down and perceived in urban space the virtual turns into material. In the next paragraph, the change of virtual into material will be elaborated in the terms of change in representation of urban space.



Step 3: Finding a geocache is a change of representation A geocache is presented as a virtual good when it is projected on the map of Geocaching’s application. When the actual geocache is found it becomes tangible. The question, then, is if there is a difference between virtual and material when it comes to the acquirement of representations of urban space. To provide an answer to this question, Wojciech Kalaga describes the concept of virtual.



Kalaga refers in his article The Trouble with the Virtual to a potential presence of the mind where relations exist relatively, which implies that the mind is construed as a general condition for existence (Kalaga 2003). In other words, the virtual is not actually real but it is objectively accessible in the mind. For players of Geocaching, the dot on the map that implies the geocache to be tracked down is virtual but the actual existence of a geocache is in the mind.



The problem with the virtual, therefore, is that it is not virtual at all: the virtual is already an actualized imagination whereby virtuality moves towards the actual (Kalaga 2003). In other words and further explained, the virtual has always been there but the access to it is enhanced by technology. This is explained by the notion of hybridity (De Souza e Silva 2006). In From Cyber to Hybrid: 54
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Mobile Technologies as Interfaces of Hybrid Spaces, De Souza e Silva explains hybridity as a reconceptualization of the physical space by the connectivity of digital mobile media (2006). Hybridity is used to explain the blurring borders between the actual and the virtual. To connect the notion of virtual as not virtual at all and hybridity, what is considered as material, like objects, is actual but the relation between objects is virtual. As Geocaching provides an interface between the actual and the virtual, Geocaching acquires the representation of urban space as a hybrid space.



When a geocache is tracked down, the representation of urban space is changed. This can be explained by the notion of social navigation that relies on how players occupy and transform spaces, leaving marks and social cues (Harrison & Dourish 1996). In the context of Geocaching, when a geocache is found, the player is allowed to take the content but has to leave something in return. A geocache contains valuable and sentimental marks and objects from a certain player to be discovered by others. Other players evaluate the contribution as an act within urban space. The geocache transforms into a social practice: the experience of other players is shared and made tangible, which can be done by the providing Geocaching’s community.



Step 4: Sharing stories, a social construction of urban space The experience of tracking down a geocache can be shared within the community of Geocaching. The official website provides a forum for discussion and sharing stories. As mentioned before, the interface of Geocache reconceptualizes urban space by the connectivity of MCD. The Geocache’s application on MCD provides the player to share stories and experiences from the exact location where the geocache is found. How does the combination of location and sharing construct urban space as playful? To provide an answer to this question, two aspects are put forward: technology as an actor (MCD as an interface) and social as an actor (sharing within a community).
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According to De Souza e Silva, the interface can be conceptualized as a social interface intermediating the relationships between users (De Souza e Silva 2006). This implies that space is not only reshaped by technology but by social actors as well. In this context, the social actor is the Geocaching’s sense of community whereby experiences are shared. The combination of social actors and technology is seen in Latour’s socio-technological notion whereas the social actor is constructed as the objects of scientific study, and therefore it cannot be attributed as a separate exchange (1994). The combination of technology as an actor and social as an actor are important within the negotiation of constructing the urban space as playful.



To go further into the construction of urban space as playful, Henri Lefebvre refers to the concept of social spaces in The Production of Space, and suggests that capitalism has colonized everyday life and so is space as well (Lefebvre 1991). Kristin Ross goes further by saying that everyday life is a spatial concept and therefore a synonym of social space (Ross 1988). Social spaces are social products and reflect the practices of everyday life (Lefebvre, 1991). Lefebvre’s concept of social spaces is used by De Souza e Silva and Hjorth (2009) in their article of Playful Urban Spaces, A Historical Approach to Mobile Games to refer to the idea of playful space as “play is an intrinsic social movement emergent by the relationships between people” (604).



The relationships between players within the community are a social construction of urban space. As relationships are an intrinsic social movement that derives the sense of play, Geocaching’s community and the possibility to share experiences from the geocache’s location represent urban space as playful. Here location-awareness is connected to sharing. This merges the borders between Geocaching as a LBMG and urban space, which changes player’s representation of urban space as playful (De Souza e Silva & Delacruz 2006).
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Conclusion



In this article, the importance of play is reflected by the combination of movement through urban space and the use of Geocaching as LBMG. Geocaching as LBMG is a combination of movement through urban space, location-awareness, the technology of MCD including GPS and virtual maps, and the community that represents social interaction. Each aspect is seen in a certain step of Geocaching, where representation of urban space as playful is constructed. This article provides a further view on the reconceptualization of urban space as playful emphasizing the acquirement of several representations made possible by LBMG. Notes



1



The notion of embodiment.



2



Information from the official website of Geocaching: www.geocaching.com



3



For Caillois complete specific types of play see: Caillois, R. “The Definition



of Play and the Classification of Games.” The Game Design Reader: A Rules of Play Anthology. Eds. K. Salen and E. Zimmerman. London: The MIT Press, 2006. 122-155. 4



The only rules within Geocaching are 1. “if you take something from the cache,



leave something of equal or greater value, and 2. “write about your find in the cache logbook”. These are not fixed rules, but common sense lines players have to follow in order to keep the community. 5



For Sutton-Smith’s complete list of rhetorics see: Sutton-Smith, B. “Play and



Ambiguity.” The Game Design Reader: A Rules of Play Anthology. Eds. Katie Salen and Eric Zimmerman. London: The MIT Press, 2006. 296-313.
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Chapter 4



Jaap van der Velden



Introduction



In this journal, the central aim is to define the urban environment as an urban playground. This article wants to contribute to this definition by making a comparison between the way players explore video games and the way in which exploration of the urban space takes place. It will be shown that to understand the playfulness that comes with the activity of exploring the urban space, it is useful to look at how player movement is determined by goals and rewards that are present in video games. Especially the game Grand Theft Auto: San Andreas will be a useful case study for our comparison because of the high level of freedom it offers for the player and, also of great importance, because the game takes place in an environment that is very similar to the urban space. A theoretical framework will be constructed by combining Jesper Juul’s theory of goals in games and Alison Gazzard’s notion of the role reward structures play in the exploration of game environments.
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With this understanding of exploration in game space – and Grand Theft Auto: San Andreas in particular – in mind, we will then look at how these goals and reward structures are very similarly present in what we call the urban playground. It will be argued that, with the use of contemporary mobile devices like smartphones, play becomes an essential driving factor in the way we navigate through urban space. A certain kind of play has, according to Brian Sutton-Smith, always been present with activities such as travelling. What this article tries to prove, then, is how mobile devices make this play in urban environments more explicitly visible. Here, two other applications for smartphones, namely Google Maps and Gowalla, will be introduced as case studies to illustrate how the exploration of the urban space can be defined as a playful activity.



In this way, this article supports Joost Raessens’ notion that our contemporary culture is becoming more and more playful (Raessens). The findings in this article will contribute to but also actualize Raessens’ ludification of culture, since recent radical developments in mobile technologies are also taken in mind. (Part 1) Goals and Rewards in Video Games



Geoff King, a researcher with a background in cinema, and Tanya Krzywinska, a Screen Studies professor with a focus on game media, together wrote about exploration in game worlds. They argue that the potential of exploration is an important dimension of play in many forms of games, and that this exploration can be driven by the pursuit of goals but also by the desire to move freely through game space (King and Krzywinska 108). In the urban playground that is central to our journal, the exploration of space is also a very important factor. In this part of the journal, we will take a close look at goals and reward systems in video games (especially GRAND THEFT AUTO: SAN ANDREAS) and how these influence the ways in which players explore game spaces.
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The role that goals and rules play in video games and their effect on the player’s expression has been described by the self-claimed ludologist Jesper Juul. In his article “Without a Goal: On open and expressive games”, he discusses the arcade game SCRAMBLE (1981) and the more recent games GRAND THEFT AUTO: SAN ANDREAS (GTA:SA) (Rockstar North, 2005) and THE SIMS 2 (2004). The reason for this selection of games is because they address their player in different ways regarding goals and rules. SCRAMBLE features a very linear goal-oriented gameplay, while GTA:SA lets the player decide whether he wants to follow the overall storyline and its related goals or rather ignore the missions and go his own way. THE SIMS 2 at last, is a game that never ends because it has no specific goals at all. Instead it gives the player the freedom to determine their own goals, which makes it a game driven by aesthetic pleasure – Juul gives the example of buying a beautiful chair – rather than driven by functional activities – buying an optimal chair (Juul).



The game GRAND THEFT AUTO: SAN ANDREAS in particular is an interesting case study for this article, because it is an example of an open world game. Gamasutra, which is a website made for game developers, describes these types of games as: “[…]those games where generally the player is left to his own devices to explore a large world. What all of these games share is the seeking of new, interesting regions at whatever time the player deems fit. No force forces the player’s motion into new areas. There’s no auto-scroll, and there are no artificial level barriers” (Harris).



Especially in the last few decades, we have seen an increase in the popularity of and attention for these open world games. Besides GTA:SA, other recent examples are BLACK & WHITE 2 (2005), FABLE 3 (2010) and JUST CAUSE 2 (2010). All of these games feature explicit overall goals on one side, determined by their designers, but also open up the possibility of optional goals and allow the player to navigate through the game world according to their own desires. Juul sees a possible danger when game designers decide to refrain from using obligatory goals, since goals usually provide the players with challenge.
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I want to stick here to the example of GTA:SA to demonstrate how this game provides challenge for the player, even when he or she deviates from the goals that are determined by the game designers. The game namely encourages the player to create their own goals and challenges, by rewarding them in several ways. Alison Gazzard, a video game researcher with a special interest in time and spatiality in games, writes about rewarding systems in her article “Unlocking the Gameworld: The Rewards of Space and Time in Videogames”. By discussing the categorization of game rewards as provided by Jana Hallford and Neal Hallford (2001), Gazzard examines these rewards through the relation between the issues of creation and unlocking of spaces and the issues of time and the freedom the player experiences when exploring game space. The relation between goals and rewards is discussed for both games that have clearly defined goals as well as games that feature a more open design. Gazzard looks in particular at the latter type; open world games (she refers to Juul’s previously discussed article here); in which she recognizes an emphasis on player-defined goals. According to Gazzard’s extended theory of game rewards, the added dimension of players determining their own goals and the way they explore the game space in GTA:SA facilitates so-called personal and social reward structures.



Personal rewards and social rewards are both types of what Gazzard calls rewards of glory. These rewards of glory do not provide the player with substantial game advantages, but they are still regarded as a reward by the player (and are therefore illusionary rewards, according to Björk and Holopainen (2005)). Gazzard notes that every game can have a central goal, a long-delayed outcome which the player strives towards. To get there, the game play is divided into smaller segments; short-term goals that are either defined in the game design or through the player’s own decisions. When completed, defined short-term goals open up the possibility for personal rewards. These short-term goals then become player activities that do not directly bring the player closer to the end of the game, but rather provide the player with improved skills or items that may help him or her finish the game (Gazzard).
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To make the use of personal reward structures more clear we will look at two examples from GRAND THEFT AUTO: SAN ANDREAS. The player can decide to buy or steal a car and use ramps or other objects within the game to perform stunts, thereby increasing their driving skills and being rewarded with money and high scores. Another example are the many collectable items that can be found throughout the whole game world. In the case of San Andreas, 50 horseshoes are strategically placed at locations that mostly require the player to actively explore the city. When all 50 horseshoes are found, the player is rewarded with (a virtual) $100.000, a maximum luck skill at the casinos and additional weapons. Both examples are short-term and player defined goals, and the rewards for reaching these goals are personal because they do not directly lead to progression within the overall game.



Through the act of sharing achievements like described above, personal rewards can also become social rewards. This social aspect can be initiated by the players themselves, for example when they discuss newly explored areas, how long their car stayed in the air during a jump or how many horseshoes they have gathered so far. Another way in which the social aspect becomes clear is through an implementation of reward structures in the game itself. We can find such an implementation in the more recent game in the GTA series: GRAND THEFT AUTO IV (Rockstar North, 2008). In the Xbox 360 version of the game, the game designers added 65 achievements that can be unlocked by completing selected challenges. These challenges include: “Fly on all helicopter tours of Liberty City”, “Do five car rolls in a row from one crash” or “Successfully date a girl to be invited into her house”. Another example is the addition of the video editor in the PC version, which gives players the possibility to record their game play and share it with others. Knowing they can share their adventures, gamers are thus encouraged to go explore the game space and experiment with the environment. Recording game play was already possible with earlier games by using third party software (for example fraps), but GTA IV is the first game in the series in which the designers implemented their own video recording and sharing tool.
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The practice of rewarding the player for exploring the game world apart from the overall goals of the game, is important to remember. In the next part, where we discuss the role of mobile media devices in the urban playground, we will revert to the personal and social rewarding structures as supporting the playfulness of the exploration of urban space. First we will continue with part 2 in which the findings above will be compared to the way goals operate in the urban space. (Part 2) Goals, Rewards and Playfulness in the Urban Space



The game GTA:SA is in certain ways comparable to what we define as the urban playground. Both the game space and the space we are investigating in this journal are urban environments, and also both spaces feature overall rules and goals that can be either followed or ignored. In the urban space, these overall goals can be seen as the everyday obligations and practices for which we use the urban environment. These include going to work, school or the grocery story, going to see a friend et cetera, where the challenge is to get there and to get there in time. When following these goals, we usually only visit the parts of the urban space that are relevant and necessary for completing these goals, for example the quickest route from home to work or the university. In a similar way, when we only want to follow the storyline in GTA:SA, thus having to complete all corresponding goals, we also get to explore only a specific part of the game space. But as we are able to not follow these missions and come up with our own goals and challenges within the game, we also have the option to abandon our goals within the urban space. Instead of going to work the usual way, we can take a challenge ourselves by trying to find another route and thus explore previously unvisited areas. Another option is to just go wandering through the city, which makes the exploration of new areas the main challenge.



Brian Sutton-Smith, an interdisciplinary scholar in play studies, describes travel as one of the many forms of play: “travel can be a playful competition to see who can go to the most places or have the most authentic encounters.”
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Travel, he states, belongs to the domain of what he calls informal social play, which is only one of the nine play forms he describes. According to SuttonSmith there are no clear boundaries between these states of mind, activities or events. The exploration of the urban space can therefore be categorized as both informal social play and performance play. Within this last category, SuttonSmith places what he calls the activities of “playing New York” and “being a play actor” (Sutton-Smith 298-301).



The exploration of the urban space has always been playful, according to the theory by Sutton-Smith as described above. However, with the use of mobile media applications, these forms of play become more explicit because users are rewarded and because they are now able to share their progress and achievements on the go (anytime and anywhere). Adriana de Souza e Silva, a new media researcher with a special interest in mobile technologies and locative interfaces, provides us with a useful insight for an analysis of mobile phone usage in urban spaces. De Souza e Silva describes a certain blurring of the line between the physical and digital space, which she calls hybridity. These physical and digital spaces have become hybrid because the interfaces which mediate between these spaces have become more mobile. The mobile phones we use today are technically advanced portable devices (therefore aptly called smartphones), which enable us to be connected to the internet 24 hours per day and everywhere we go (of course obstacles like battery life and network coverage may limit this notion). Location awareness adds to this sense of always being connected to a larger, transcendental network, consisting of the internet and other users (De Souza e Silva 261-266).



This possibility of always being connected wherever you are has led to the development of mobile applications such as Gowalla and a version of Google Maps for mobile phones. Google Maps on mobile devices allows its users to find out where they are by using location-awareness technology, and combines this with user defined goals as destinations to show them which way they should go to reach that goal. This happens, however, in a very non-interactive way.
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A more interactive experience of moving through and exploring the urban space is provided by applications like Gowalla.



Gowalla (Gowalla) is a mobile web application that is available for most smartphones that allows its users to share their spatial information by checking in to locations they are visiting. In this way, it is very similar to the more wellknown Foursquare application. By checking in at locations, called spots, users receive virtual items that they can gather and show off against other players. Another option is to link multiple related spots together and create trips, for example nature hikes or pub crawls. The result is that players share their visited or their favourite locations, which other players can then visit as well. Here we recognize a two way rewarding structure at play: on the one hand players get rewarded with badges for checking in at locations and on the other hand other players are stimulated to also visit these places that may have been previously unknown to them and get rewarded too. Both sharing (defining goals) and exploration (fulfilling player defined goals) within the urban space are thus stimulated by a reward system that is implemented in Gowalla. With Gowalla as a case study, we can now combine the different theories discussed so far. The activity that the application stimulates is not new in any way. People have always travelled through and explored new spaces, trying to fulfil their self-defined short-term goals or just by wandering through the city. By using Gazzard’s theory of goals in video games, we have found various similarities between this way of exploration within the GRAND THEFT AUTO games and the urban space, driven by personal rewards. Mobile technologies and applications like Gowalla do something new by adding a digital layer on top of the urban space, making it a hybrid space (De Souza e Silva 261-266). Gowalla enables its users to share and explore spots and trips, where the application serves as the interface between the digital and urban space. In a similar way to GTA IV personal reward structures in the urban space become social reward structures through the possibility to share progress and achievements with other players. The implementation of reward structures allow for competition and thus makes play visible and the urban space becomes an urban playground. 69
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Conclusion



This article started by analysing the video game GRAND THEFT AUTO: SAN ANDREAS as an open-world environment, and how goals and reward structures had an influence on the way in which players explore the game space. When compared to the urban space, similarities were found between these spaces. Besides the fact that they both take place in an urban environment, it was argued that the ways in which goals and rewards function in games like GTA:SA can also be recognised in location-based mobile applications that are used in the urban space. As Brian-Sutton Smith has argued, the activity of travelling itself can be seen as playful. However, the mobile applications that use playerdefined goals and reward structures in a way similar to games like GTA:SA, make this form of play connected to the activity of exploring the urban space explicitly visible.



In the introduction it was mentioned that according to Joost Raessens, we are experiencing a ludification of our contemporary culture. This article added to that notion by analysing how goals and reward structures stimulate this ludification, and the importance of mobile media (and the emergence of smartphones in particular) for this trend. We can say that our culture indeed becomes more focused on play, but the act of sharing (spatial) information may be equally important. Mobile technologies provide us with this ability wherever we are and, given the popularity of applications like Gowalla and Foursquare, people also increasingly feel the need to utilize this ability. People want to share the places they go and people want to explore new real-life places. The urban playground is able to fulfils these desires.
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Jordy Bossen



Introduction



In 1936 Walter Benjamin illustrated how the advancement in technology and the emergence of new techniques, like film and photography, for the reproduction of art have influenced people’s perception of art. He argues that with the rise of mechanical reproduction art is not longer ritual based. Traditions within art are dissolving. He also feels that with the introduction of reproduction techniques the emphasis has shifted from cult to exhibition value. This shift from cult to exhibition value had changed the quality of art. These reproductions of art within photography and film affected the authenticity and originality, the ‘aura’, of the object (Benjamin). Benjamin illustrates that due to technological advancements the perception of art is changing. This changing perception of art also occurred within popular culture, were the distinction between art and popular culture became less obvious. In popular culture qualities such as artistic merit, integrity, seriousness, authenticity, realism, intellectual depth and strong narratives tended to be undermined, due to the predomination of
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surface, style, playfulness and jokes and the way things looked like (Strinati 207). This can be seen in Warhol’s interpretation of the Mona Lisa, which destroyed the uniqueness and artistic aura of the painting. This same notion arises with digital art. Digital imagery opens up a new debate around the issue of the ‘aura’ of an art work (Bentkowska-Kafel 4). Digital art is by its very nature infinitely reproducible. There is no original of a digital image. Every version has equal status by virtue of being absolutely identical. The quality of a digital art work depends entirely upon the apparatus used for displaying the object. Due to this loss of aura and quality the perception of art has changed. This article argues that the way people perceive and consume digital art within urban space is becoming a more playful experience.



“How does the convergence between the physical and digital space within urban space change the way people perceive and consume works of art?”



As described in the introduction of this journal the city is changing in to an urban playground. A playground in which the personal computer, mobile communication devices and computer games stimulated a play element in our culture (Raessens, Playful Identities 52). Also the way people experience and use urban space has contributed to the emergence of hybrid spaces; spaces in which the physical and digital space merge, due to the exponential growth of portable communication technology, within a social environment (De Souza e Silva 261). These changes within the urban playground also affect, as already stated, the way people perceive and consume works of art. To illustrate this, this article will use three case studies SCVNGR Museum, Portland Public Art Finder and Street Museum. These case studies will be examined and explained through the use of the work of Raessens, Perkins, Chalmerm Jenkins and De Souza e Silva. In doing this the article will show that Benjamins’ idea of aura is more stimulated in perceiving and consuming works of art within urban space. It is the playful experience that stimulates the aura around works of art. This notion of ‘art as an experience’ can also be seen in the work of John Dewey. In his book Art as Experience in which he states that the understanding of what is
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important and characteristic about the art doesn’t longer rely on the material work of art but rather on the development of an experience (1-14). By using the work of Dewey this article will illustrate that the notion of art experience is becoming more relevant within urban space in a matter that it is becoming a more playful experience – the ludification of art. The Ludification of Art



As this journal argues the urban space can be seen as what De Souza e Silva described as hybrid space. “Hybrid spaces arise when virtual communities, previously enacted in what was conceptualized as cyberspace, migrate to physical spaces because of the use of mobile technologies as interfaces” (De Souza e Silva 261). These mobile interfaces serve as a central hub to connect the physical with the cyberspace, and due to worldwide mobile internet connections people can always connect to this hybrid space while walking through urban space. According to Raessens these developments stimulate playful goals and facilitate the construction of playful identities (Playful Identities 52). This ludification of culture can also be seen in experiencing art. By using three case studies this article will try to illustrate this.



Case Study: SCVNGR Museum SCVNGR is a game that stimulates users to discover new places where they can do challenges to earn points, which they can share with friends. By earning points users can unlock badges and even unlock rewards in the physical space. SCVNGR sees itself as a game and a massive experiment in building a mobile game together. They want to build a game layer on top of the world. In realizing this they build a powerful platform which can be accessed by downloading the application on a smart phone. It is already used by approximately 650 clients and more than 25 museums. SCVNGR provides museums a high-tech gamebased tour that works on any mobile device. This game-based tour can attract new and more visitors who can learn and see more.
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In using SCVNGR, museums create a new perception of space due to the use of mobile interfaces (De Souza e Silva 261). It blur’s the borders between digital and physical spaces in order to change the traditional art museum in to a social playful space. This playful experience is created by the use of distinct gamebased characteristics, which create, as Raessens calls it, a participatory culture (Raessens, Participatory Media Culture 380). First we can discover the element of reconfiguration which entails the exploration of the unknown. In using SCVNGR people explore and experience the physical known at the same time they explore and experience, by using a mobile interface, the digital unknown. This digital unknown can be explored by winning interactive challenges that are focused on the physical works of art in the museum. In this way the user builds a virtual world to understand the physical world of the museum (ibid.). A virtual playful layer is merged within the physical space to create a participating active attitude towards the experience of art.



The second game element is configuration. Configuration can be understood as the making of new games (381). The creation of new games occurs within the so called social interface (De Souza e Silva 260), because SCVNGR provides a second game layer, namely the competition between different SCVNGR users. These users can compete with each other by challenging each other to achieve as much points they can get. In this way they can challenge each other by visiting different museums were they can try to win art focused challenges. Here we can see the city as an urban art playground.



Case Study: Portland Public Art Finder Portland Public Art Finder (PPAF) is a location-based iPhone application, which locates public art on a virtual map that can be visited in the physical world. PPAF makes it easy to discover and learn about al sorts of works of art within urban space. It gives the user the possibility to learn about works of art that he or she might see regularly but never knew the story behind, or to discover new works of art within their physical space. By using a virtual map the user can find the way to the work of art. These works of art were placed on the virtual map
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by the developer, but can be extended by the users by giving new suggestions and adding information. In this application we can see the notion of Perkins. In his article ‘Playing with Maps’ he argues that the map is becoming a new medium. “The medium becomes much more social and task-oriented, more ubiquitous, ephemeral and mobile” (Perkins 168). The producers and users of maps are not longer separate. Users can become producers of maps, which they can share with others in more contexts than ever before. The use of maps is becoming a social process. This wireless application registers peoples’ activities in different places, allowing people to actively comment in the virtual and physical space to enhance physical and virtual meetings between users (Chalmers et. al. 172). It exploits social practices and behavior to help users navigate and explore the urban space (Chalmers et. al. 171).



Besides this social process we can also see the notion of play. By using the opensoftware (Google Maps) the developer has created his own map in which he and other users create a bigger and better map full of new content. The dayto-day practice of mapping is becoming fun instead of just a practical use. It is becoming a sort of mapping community (Perkins 175). A social playful mapping experience.



If we bring PPAF in a broader context the playful experience of art is becoming more visible. If this application is compared to computer games the notion of space exploration rises. According to King & Krzywinska massively multiplayer role-playing games have the greatest scope for exploration and stimulate the interaction between users (111). The characteristics of these types of games also rise with PPAF. The users explore the physical space by using their virtual map (also seen within MMORPG’s), hybrid spaces, in search for these works of art that are hidden within the urban space, or as Jenkins will argue, looking for cues and clues within the landscape to complete the narrative (Narrative Architecture).
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Case Study: Street Museum Street Museum is a location-based augmented reality application available on the iPhone and Android platform. It gives a unique perspective of old and new London. More than hundreds of images from the Museum of London are available during the exploration of the urban space of London. The user can select a destination from the London map or can use GPS to locate an image nearby. By pointing the camera at the present day street scene of London the same London location appears on the screen as a virtual layer over the physical world, offering the user a window through time including relevant information. In this case the mobile phone functions as an interface that creates a more dynamic relationship with the internet, because it is embedded in outdoor everyday activities, which connects the physical and digital space (De Souza e Silva 262). The experience of the urban space is transformed by showing historical contexts within the present day context and connecting it to the information space, which allow the user to create social interaction (262). The user takes a leap through time and space by using the mobile phone as an interactive portal.



Like the previous case study (PPAF) we can see the same play elements with Street Museum. In this case Jenkins’ notion of embedded narrative rises even more. The idea of embedded narrative is that the player or user explores the game space to unlock its secrets. By trying to find cues and clues within the game space the user evolves through the narrative. In this way as Jenkins states it: “The game world becomes a kind of information space, a memory palace” (Jenkins, Narrative Architecture). So the urban space of London can be seen as the game world, through which the user is searching for the hidden virtual secrets of art. This occurs in many games, or as Jenkins’ states: “Many games contain moments of revelation or artifacts that shed light on past actions” (Narrative Architecture). So the exploration of these hybrid spaces within the urban space of London allows the user to ‘travel’ through time and space, to learn about these works of art in London.
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Changing Art Experience



In the introduction of this article we argued that Benjamin stated that the ‘aura’ of art is affected due to technological advancements. We easily could argue that, after de analysis of the three case studies, the loss of aura is still present within the urban space. But if we take a better look we could argue differently. Benjamin states: “Even the most perfect reproduction of a work of art is lacking in one element: Its presence in time and space, its unique existence at the place where it happens to be. This unique existence of the work of art determined the history to which it was subject throughout the time of its existence” (Mechanical Reproduction). If we refer this to the case study Street Museum, we see that this notion exactly matches the idea of Street Museum. Of course the originality and authenticity of these works of art within Street Museum are affected, but these works of art are precisely placed in the time of its existence, which emphasizes the uniqueness of these works. The works of art are precisely placed within its own context, which strengthens the meaning of these works.



Benjamin also notes that, due to technological advancements, the value of art is shifting from cult to exhibition. He argues that with the different methods of technical reproductions of art, its exhibition value increased in a great extent. Works of art came to lose their unique cult value, or as Benjamin states: “It is easier to exhibit a portrait bust that can be sent here and there than to exhibit the statue of a divinity that has its fixed place in the interior of a temple” (ibid.). That is why Benjamin argues “[…] that today cult value would seem to demand that the work of art remain hidden” (ibid.). Nowadays technological advancements like mobile interfaces, which create hybrid spaces, bring back this cult value of art in the urban space. PPAF and Street Museum do not distribute a reproduction of a work of art, instead they move people to the very existence of the work of art. It brings people to the hidden places of art in its very own historical context. SCVNGR Museum also moves people, but not to the historical context. It brings people to the real authentic and original works
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within various museums. So in this way the desire to get hold of an object at very close range, or as Benjamin describes it: “The desire of contemporary masses to bring things “closer” spatially and humanly, which is just as ardent as their bent toward overcoming the uniqueness of every reality by accepting its reproduction” (ibid.) becomes reality in a way that the reproduction of a work of art is not necessary anymore.



We now can see that Benjamins’ notion of loss of aura due to technological advancement is not present within the urban space. Instead the technological advancements within the urban space emphasize the aura of art. But what contributed to this development? In answering this question we also can answer the main question:



“How does the convergence between the physical and digital space within urban space change the way people perceive and consume works of art?”



John Huizinga was one of the first who analyzed the fundamental characteristics of play and has demonstrated the importance of its role in the development of civilization (Caillois 123). In urban space these play elements are stimulated through the use of mobile interfaces, which led to the merge of the physical and virtual space (hybrid spaces). This stimulation of play can also be seen within the three case studies. In all three case studies the mobile interface serves as a central hub to connect with these hybrid spaces in order to explore various works of art. And with world wide mobile internet people can always access these works of arts while walking through urban space. People are not only bound to a museum or exposition, the works of art are embedded within physical and virtual space. The urban space is becoming an urban playground in which works of art can be explored through the use of mobile interfaces that stimulate people by adding play elements in it. People consume and perceive works of art in a playful way, so art is becoming an experience, a playful experience.
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The idea of art as an experience was already located by Dewey. Dewey argues that people are not interested in the way works of art are produced, but it is the journey they take or the experience they get from it. Dewey quotes Colleridge to explain this: “The reader should be carried forward, not merely or chiefly by the mechanical impulse or curiosity, not by a restless desire to arrive at the final solution, but by the pleasurable activity of the journey itself” (Dewey 4). In a museum people can only look at the physical production of a work of art, which does not activate any experience. The work of art itself does not determine its importance, but it is the experience around the work of art that determines it (Dewey 1-14). By using mobile interfaces, like the three case studies have shown, people are taken on a journey through the physical and virtual space in which works of art are waiting to be explored in a playful way. People are involved in to a playful experience around works of art. References
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Chapter 6



Reinier Cornelis



This article focuses on the playful way in which the public uses mobile communication technologies to interact with power structures such as the use of surveillance in the urban playground. Aside from all the positive visions in the former articles in this journal, it is important to have a critical view on how technology is being used by governments to keep track of citizens, as they navigate through the urban playground. This concept is called surveillance and its uses have grown over the last years (Privacy International). Especially after the terrorist attacks on the twin towers on September 11th, applications of surveillance have been implemented in the urban space on an extremely large scale.



Some people do not agree with the amounts of surveillance that is forced into the lives of citizens and the constant gaze that is watching the public. The extensive use of surveillance cameras is seen as an intrusion of the private life of citizens and these people are concerned with the effect this has on our right of privacy. Another technology, that has encountered resistance from the public, is the new
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chip-card that is being implemented within the Dutch public transportation companies. These cards are to become the primary payment method in public transport, but the acceptance of the card has proved to be difficult process. Some people question the level of protection of personal information stored on the card and they are against the saving of locative data from individuals (Teepe). Out of these protests against the use of such surveillance technologies, activists groups have formed to counter these practices. These groups try to address the threats to individual privacy and raise awareness with the public. These activist groups try to resist the application of surveillance by using mobile communication technologies to counter it or by reflecting the surveillance against the institutes performing the surveillance. This concept is called counter-surveillance and is the central theme within this article. However, there are severe forms of counter-surveillance, on which will be elaborated further on in this article.



What this article tries to demonstrate is the fact that these practices of countersurveillance can be regarded as a playful process. This article will use the definition of play introduced by Brian Sutton-Smith. He states seven rhetorics of play in his ‘Ambiguity of Play’ (Sutton-Smith 301). The practices of countersurveillance can be considered to be forms of ‘contest’ or ‘risky or deep play’.



The relevance of discussing the activities of surveillance and countersurveillance is to address that the power relations regarding surveillance are changing in the urban playground, through the use of mobile communication technologies. The availability of these technologies to the public has brought about a shift in the discourse of surveillance and power.



To demonstrate the changing power relations in the discourse of surveillance, the work of Manuel Castells on this topic will be used. He has showed in his article ‘Communication, Power and Counter-power in the Network Society’ how the use of modern technologies by the public has brought about a change in the media landscape from hierarchical vertical information provision (246).
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First, the big traditional media companies controlled all broadcasted messages and opinions and there was no room for the voices of small groups or individuals. But with the invention of the Internet, information provision acquired more of a horizontal hierarchy where everybody, both companies and individuals, had the ability to send a message into the world. This theory will be projected on the discourse of surveillance in urban space, where space will be addressed by the definition of political space by Henri Lefebvre, who declares that “There is a politics of space because space is political” (Lefebvre qtd. in Elden 105).



Subsequently an overview will be given of the different practices of countersurveillance and a focus will be laid on the playful aspects of these practices. For this, the studies of Gary Marx and Torin Monahan will be used, together with some examples found in the popular discourse, both Dutch and international. Through this approach it will be concluded that there is a playful way in which activists resist surveillance practices, even though their goals are not meant as a joke or a game. They use mobile communication technologies in a playful way of bringing about a public awareness on the subject of individual privacy and the use of surveillance technologies. Changing power relations in the surveillance discourse



To illustrate the context in which activists perform counter-surveillance activities, there will first be a focus on the shift that counter-surveillance has brought about in the political discourse of the urban playground. The work of Manuel Castells underpins this shift in power relations through the use of technology.



Space is a political construct. Henri Lefebvre already argued this in his 1974 book La Production de l’Espace: “Lefebvre argues that space is the ultimate locus and medium of struggle, and is therefore a crucial political issue: ‘There is a politics of space because space is political’” (Elden 105).
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Within this political space there was a construction of power relations between governments and the public. This status quo was enforced by the use of technologies such as surveillance. Other technologies however, enabled the public to revolt against this structure of power.



In the article ‘Communication, Power and Counter-power in the Network Society’ Castells elaborates on the changes in the political discourse by cause of the innovation in the media landscape (246). He states that politics have always been dependent on the media in order to win the “battle over the minds of the people” (238). Media has been the apparatus by which the politics try to manipulate society: “What does not exist in the media does not exist in the public mind. […] the media are not the holders of power, but they constitute by and large the space where power is decided” (241-242). With the rise of the Internet the media landscape has changed from the vertical hierarchy to a horizontal more network controlled workspace. No longer is the discourse of politics determined by the traditional media corporations. Critical citizens can raise their voices to call for transparency in information broadcasting and the influencing of the public opinion. This makes it “increasingly difficult for governments to hide or manipulate information” (251).



This same shift can be seen in the discourse of surveillance in urban space. The government maintains a certain power structure, through using surveillance technologies. But with the invention of new mobile communication technologies, the public is handed some tools to achieve a more balanced status quo. These changes in the political discourse are visible in the revolutionary protests in Iran in 2009 and in Egypt in 2011 (Bray, Hudson). Traditional media corporations, controlled by governments, are providing information on series of events that does not comply with the information found on blogs and Twitter, from civilian protesters. Through the use of these horizontal media platforms, people can grasp the attention of the world’s audience. When the governments would very much like to keep the situation inside their nations borders. Technology provided the public with the means to oppose the governments and fight for a
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democratization of urban space. Castells quotes Williams and Delli Carpini by stating that “the rise of cell phones, videogames, Castells quotes Williams and Delli Carpini by stating that “the rise of cell phones, videogames, iPods, and other new technologies has broken down the binary between media and the rest of every day life on which most of the political communication used to rest” (254). One might say that with the availability of mobile communication technologies, there is a challenge in resisting the suppression executed by governments. This can be seen as form of risky play or deep play, according to Sutton-Smith (Sutton-Smith 301).



Besides a shift in power structures, Castells adds, politics and society are always in a continuing struggle over information control: “Our societies continue to perform socially and politically by shifting the process of formation of the public mind from political institutions to the realm of communication, largely organized around the mass media” (258). When projecting this statement on surveillance it can be stated that a constant struggle between surveillance and counter-surveillance will be established.



These shifted power relations provide a basis for a more playful way in which activists can perform counter-surveillance. What these practices are precisely will be discussed in the next chapter. There an overview of different methods will be given to demonstrate the playful character of counter-surveillance. Counter-surveillance: philosophy and practices



Having determined that developments in technology have both been used to suppress us with various forms of surveillance and given the people the means to resist to these activities, there will now be a closer look at what countersurveillance is exactly, and which kinds of activities go with it. In this chapter there will be elaborated on the concept of counter-surveillance, its philosophy and its playful practices. This will be done using the studies of Gary Marx and Torin Monahan, who have both published on the topic of (counter)surveillance. 90
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There isn’t a clear distinction on what counter surveillance is exactly. Several people use it to appoint different kinds of activities with different kinds of backgrounds. Firstly a distinction between the terms counter-surveillance, inverse surveillance and sousveillance needs to be given. All three instances have the goal of addressing the problem of the increasing privacy-breaches being made by public surveillance systems, but all have different approaches and ideas.



Gary Marx, emeritus professor from MIT, has written a lot about countersurveillance activities. He has defined eleven different categories of anti surveillance ‘moves’: discovery moves, avoidance moves, piggy backing moves, switching moves, distorting moves, blocking moves, masking moves, breaking moves, refusal moves, cooperative moves and counter-surveillance moves (Marx 369). What can be distinguished in the field of counter-activism is the fact that counter-surveillance is performed both by activist groups, as by independent individuals. Their goals however, are mostly the same: to address the injustices done to the public through the use of surveillance technologies.



The term counter-surveillance is both used as a collective noun and as a specific trend. In the first place it is the collective name for all activities that aim to resist surveillance. Secondly it refers to the activities being performed to avoid or obstruct the mechanics of surveillance. This goes from choosing a route through the urban space that has the smallest amount of surveillance camera’s, to the sabotaging and destroying of surveillance equipment. The main goal of counter surveillance is to publicly address the problem of the increasing amount of surveillance in the urban space and to raise awareness with the public to tackle this injustice forced upon the people. This can be found in the work of Torin Monahan: “[I]t is assumed that while counter-surveillance practitioners may have immediate practical goals, such as circumventing or destroying video cameras, that they are foremost engaged in acts of symbolic resistance with the intention of raising public awareness about modern surveillance regimes” (Monahan 516). Here, an account of specific playful practices will be given, in
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the category of counter-surveillance as the trend of avoiding or obstructing surveillance.



The first example, which falls under Marx’s category of avoidance moves, is the use of digital cartographic technologies, to offer users a route through urban space with the least amount of cameras on their path. A good example is the application ‘iSee’, from the Institute for Applied Autonomy (IAA). The IAA is an organization that aims to “to study the forces and structures which affect self-determination and to provide technologies which extend the autonomy of human activists.”1 iSee is a web application, presented on the IAA website, that provides the user a technology to select a departure location and a destination point and a route that passes the smallest amount of video camera’s. The application is available for New York, Amsterdam and Ljubljana (Monahan 520). But the IAA is not the only example of digital maps to avoid surveillance. On www.photoenforced.com you can find a mash up of Google Maps and a layer of red light and speeding cameras. Although this mash up does not provide the technology to plan a route, avoiding cameras, it does offer the user to add cameras that are not yet in the database. Photoenforced provides a crowd-sourced database of camera locations and the fines that are received for crossing the red light or exceeding the speed limit. This form of activism can be regarded as playful because it invites others to group up against the challenge of not being fined with speeding tickets anymore.



Another organization that fights for (digital) privacy is the Electronic Frontier Foundation (EFF). This organization uses the technology of the Internet and networked communication to call the public to action in the fight against privacy threats from governments. On their website they provide an overview of different actions that can be performed by citizens in the political discourse. They provide the technology and information to reach politicians and other government officials to demand action in the privacy debate, or to compliment politicians who fight for rights as digital privacy. A Dutch
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organization that does similar work in the Netherlands is Bits of Freedom (BOF). Besides providing research and the latest information on privacy debates, they managed to get national media attention by organizing the ‘Big Brother Award’. This award is handed out to the person or company that has threatened digital privacy and digital rights the most.2 This award is off course purely cynical, which shows for the playful character of the awards and the organization. By awarding the privacy threatening companies, they ridicule their activities.



Monahan also writes about ®™ark. This is an activist group that is more rigorous in its approach to counter activism: sabotaging, or even destroying surveillance equipment (520). ®™ark uses its website to recruit and instruct new activist into obstructing surveillance technologies to shift the status quo in surveillance discourse. As they act in a more violent way, this group is less interested in creating a space for a dialogue between governments and the public. But their work can still be regarded as playful. Apart from the fact that this is organization is known for the switcheroo of sound-chips in several hundreds of Barbie and G.I.-Joe dolls, their approach to countering surveillance is also based on fun: “®™ark’s guide to surveillance camera destruction is an engaging and deliberately messy website (vis-à-vis their other pages) that celebrates lowtech, decentralized, populist, and ‘‘fun’’ approaches to these activities” (520).



A typical Dutch example of counter-surveillance is the hacking of the ‘OVchipcard’. This card, which is forced to be the primary payment method in Dutch public transportation, contains an RFID chip, which holds the users personal information and is used to track the travels made in public transport. As this tracking is necessary to charge the right amount of money to the traveler, the card is much debated in the Netherlands for the fact that personal locative data is stored for a long time and the information on the card is badly protected from hacking (Ringelestein). Former professor at the Nijmegen Radboud University has proved that the security software on the chip is easy to hack (Teepe) and since then more and more people have been able to hack into the card. This hacking, which is officially illegal, is part of the activism that
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wants to address serious privacy issues and keep the debate on surveillance alive. This form of hacking is also referred to ‘ethic hacking’ (Looijestijn). Ethic hacking is playful in the sense that it provides the hacker with a technical challenge, which is part of the ‘contest’ play as described by Sutton-Smith.



Apart from these direct approaches to counter the effects of surveillance, there are also other, less technical activists. An excellent example of this is the group ‘The Surveillance Camera Players’ (Carter). This activist group performs plays in front of surveillance camera’s in the urban space, to playfully raise awareness on the subject, but also obstructing the view of the camera by holding up big signs:



“[A] group of individuals create a scenario and act it out using surveillance cameras as if they were their own, as if they were producing their own program, and as if the audience consisted of security personnel, police, school principals, residents of upper-class high security neighborhoods, and the producers and salespeople of the security systems themselves. […] Not only does the assurance of free camera time and attentive audiences offer the guerilla programmers the opportunity to point out to the guardians of the spectacle that they are being studied, but, as well, the community gathered to produce the actions can use the opportunity to investigate pertinent social and historical phenomena.” (Carter)



The second category of counter-surveillance activism is ‘inverse surveillance’ (Hughes). This activism also aims to raise awareness on the absence of transparent and symmetrical surveillance systems, but instead of avoiding or obstructing surveillance, inverse surveillance mirrors the concept and surveys the governments and other instances. Their philosophy comes from the popular expression “Who is watching the watchers?” By filming law enforcers while they perform their duties, by checking privacy policies of online companies or by investigating the way that stored information about citizens is properly handled and kept safe from criminals and other actors who might have bad
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intentions with such amounts of personal information, these activists try to enforce a stabilized status quo and a symmetrical system of surveillance. With the intention to be able to prosecute those parties who have ill intent with the achieved information through surveillance technologies. The level of playfulness in inverse surveillance depends on the way it is performed. Spontaneous shot videos, using mobile phones, can end up on YouTube or other video sites, where they become part of the video content, used for entertainment. Although this content is not always meant to be entertaining, it does find it’s way to exposure through entertainment media channels.



The last category in counter activism against surveillance technologies is ‘sousveillance’. Steve Mann, teacher at the university of Toronto, was the first on to coin this term. In an attempt to make surveillance more transparent and symmetrical, he invented several wearable devices that made it possible to record both audio and video of a situation that the wearer of the device was in. For instance he made a wearable webcam, built in to a necklace, which made it possible to record a conversation he was having with a security staff officer. These devices were automatically broadcasting their data to a web stream that was publicly available on the Internet. Although this form of activism resembles much of the philosophy from inverse surveillance and is often counted as one category it is important to make a distinction between the two because there is a critical difference. In stead of absently monitoring surveillance personnel, Mann used his technologies to directly confront employees of companies, for instance in a super market, to ask why he was being filmed and what would happen with his images recorded by the surveillance system. The term sousveillance he derived from the French language. As Sur-veillance means to ‘look down’ upon an object, sous-veillance means to ‘look up’. This off course alluding to the political hierarchy in which Mann was trying to address the problem of surveillance. Mann named his philosophy ‘reflectionism’, as he was holding up a mirror to the surveillants to “allow representatives of the surveillance superhighway to see its absurdity” (Mann, Nolan & Wellman). Especially the work of Mann shows a form of play, as he implements humor in his creations for his activism. For instance, he created a shirt, to be worn with his wearable 95
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devices, with a print quoting “For YOUR protection, a video record of you and your establishment is being transmitted and recorded at remote locations. All criminal acts prosecuted” (Mann, Shooting Back) to mock his audience.



What has been demonstrated in this chapter is the fact that there are different categories of counter-surveillance which all aim to raise awareness of the privacy threatening processes of surveillance. What has been made clear also, is the fact that all these forms activism have a playful sense to them, as they try to either use humor or enjoyment in the performing of counter-surveillance. After this enumeration of counter activism approaches a conclusion can be drawn as to how counter-surveillance is performed and made playful. This will be done in the next chapter. Conclusion



In this article it has been noted that apart from the positive uses of technology found in this journal, there are also uses of technology, namely surveillance technologies, used by governments to enforce power relations upon the public. These technologies are met by a resistance from activist groups. Through the use of mobile communication technologies they try to oppose the status quo by countering this surveillance. This counter-surveillance can consist of the avoidance or obstruction of surveillance, the returning of surveillance by keeping an eye on the government or by using technologies to confront the employees of the surveillance system through sousveillance. According to Castells, the availability of these new technologies of counter surveillance are the cause of a shift in the status quo between governments and the public, aimed to oppose the seemingly suppressive way surveillance technologies are forced upon this public. This has resulted in a continuing struggle between surveillance and counter surveillance, which will last for a long time. The aim of this article has been to give an overview of several counter-surveillance categories and practices, which are trying to play the system. What has been demonstrated in this article is that there is a playful way in which this activism is performed. Either through
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the use of humor or cynicism, or the playful technological challenges of hacking a surveillance system to lay bare its imperfections, counter-surveillance has a playful background and can therefore be placed in the concept of the urban playground. Although we have used the work of Sutton-Smith to define the concept of playful and stated that counter-surveillance can be regarded as a form of contest play or even risky or deep play, the goals of the activists named in this article have always been quite serious. So it might me concluded that although counter-surveillance uses playful techniques to achieve its goals, it does not approach the issue of surveillance as humorous concept. Play, it seems, does not always have to be fun. Notes
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