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Location Based 
Games 



Mixed Reality 



HEAD-DOWN 
GAMEPLAY 



HEAD-UP 
GAMEPLAY 















TIMES HAVE 
CHANGED… 
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DESIGN 



Design Goal: 
1.  Promote immersion 
into the game through 
the use of a suitable 

aesthetic 
 



Design Goal: 
2.  Perform well in the 

context of a mixed 
reality LBG (running, 

outdoors) 
 



Design Goal: 
3.  Encourage players 
to navigate ‘head-up’ 

rather than  
‘head-down’ 



ABSTRACT���
FEATURE���

REPRESENTATION 





4 



OpenStreetMap 
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Pac-Map 
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Pac-Map 
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RPG-Map 





20m 



20m 



Grass (Background) 

Dirt (Paths) 

Water (Water) 

Stone (Buildings) 

Lava (Hazards) 

Tree (er, Trees...) 

FREELY���
AVAILABLE���
TEXTURE���

MAP���
TILES 
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RPG-Map 
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Sketchy Map 













Sketchy Map 
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Anti-Glare Map 





Anti-Glare Map 



Test 







N 

Map visible 

Map invisible 

Player path 

Anchor 





Actual Time Spent Looking at the Map 

31.2% 37.5% 43.9% 46.5% 



BUT 



“Little need to look around”���

 “Easy to read”���

“Too easy” 



“Best suited to a game”���

“Right level of difficulty”���

“Made me look up often” 



“Did not need to stare at the 
map”���

���
“Challenging enough to keep it 

interesting”���
���

“Pleasing on the eye” 



“Very hard”���

“Frustrating”���

“HORRIBLE. UNUSABLE.” 
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??? 
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SAT-NAV 



TOURISM? 
LEGIBILITY? 
GEOCACHE? 
MUSEUM? 



READY TO 
PLAY…? 




