Hey Neighbor! Let's Play.

A thesis submitted to the School of Design, Carnegie Mellon Universii'y,
for the ciegree of Master of Design in Interaction Design.

Gabriela Uribe
Advisors: Nick Durrant, Gill Wildman

© 9011 Gabriela Uribe, Nick Durant, Gill Wildman






Table of Contents

1. Abstract ooemme e P.1
2. IntrodUchon =«mmmmmm e P.9
30 Reading --------------nnncseereoooooomooooo o R P.3
4. Researching with Pittsburgh Residents -------cneemmmooomeee P.13
5. Selecting a Context ----------cresmmmmmmmmmoooo o SR P. 95
6. Designing Installations for Play ----«o-cncoeemmo . P. 37
7. lmplementing and Evaluating ---------neeeemmmmeeee e P. 49
8. Reflection =-mmmmmmmmmmemm e P.75

9. Conclusion =-=--s==eaemmmmaecmmaaomnancanmnaannsanaansacen P.76



Abstract

"Hey Neigi'ibor! Let's Piqy." Is a masters thesis evoiuoi‘ing the effects games and
pioyfui interactions have in buiiding a sense of community. Througi'ioui' the
thesis, | researched the emotional connections urban residents have with their
communities and neighbors, and used the research data to deveiop installations
for pioy i‘hroughou’r pedesi‘riqn staircases in the Southside Siopes, an urban
neighborhooci in PiH‘sburgh. From these installations, | collected user feedback
and evaluated how the games affected various residents of the community.
From the feedback, | was able to uii‘imoi’eiy establish several ciesign principies to
inspire and facilitate future designers interested in designing neighborhood-bosed

games.



Introduction

This thesis was conducted over a period of eigh’r months (Sep’remher 201

through April 2012). The process was divided into five main stages:

1.

Reoding about and undersfonding the proh|ems surrouncling present clqy

American communities;

Reseorching and evo|uo’ring PiH‘sburgh residents’ emotional responses to their

current neighborhoods and proposed solutions;

Se|ec+ing and sfudying a specific context, and ideo’ring game concepts with

this context in mind;

Designing, implemen’ring, and iterating various neighborhood games within

the selected context;

Evo|uo’ring the feedback from the imp|emen+ed games and es+ah|ishing a set

of clesign princip|es from them.
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Reading about Games

and Communities

Before | even understood what my thesis would be about, | begcn reqcling about
the various topics | knew | would want to focus on: p|c1y, urban communities,
and pub|ic space. | ot first was not sure where the reodings would take me, but

| begcn to uncover several Findings that work +oge’rher to create the foundation

for this thesis.

What I Did

Most of my earlier reqclings leaned heovi|y on the issues surrounding urban
communities. | read many papers on community Jr|'1eory and books on the
socio|ogy of contemporary American life in order to understand the dynomics
and social infrastructures amongst peop|e Jroclay. | also read several books and
papers on urban p|onning and pub|ic space in order to evaluate how physicq|
aspects of a community impact peop|e's behaviors and sentiments. quHy, | read
many books and researched existing projects exp|oring how games can be used
as a social bonding tool. Throughoui‘ these topics, | discovered many finclings and
critical areas of interest that u|+imo+e|y became my foci for this thesis project.






Reading about Games

and Communities

What I Found

Several serious issues became evident i'hroughou’r my reociing. However, one

e stood out from the rest: unified neighborhooci communities are c:iying. In his
neighborhood book Bowling Alone, Robert Putnam claims that American communities have
C°m”;u“iﬁes been cieciining for the past century, becoming the source of several external

are dying.

communii‘y probiems such as increased crime rates, a suﬂ:ering economy, less
participation in poiii‘ics and in education. He expioins:

We are not +o||<ing here simpiy about nos’roigio for the 1950s. School perFormance,
pubiic health, crime rates, clinical depression, tax compiionce, phiion+hropy, race
relations, community cieveiopmeni', census returns, teen suicide, economic prociuci'ivii'y,
campaign finance, even simpie human hoppiness - all are demonsi‘rahiy affected i)y
how (and whether) we connect with our Fomiiy and friends and neighbours and

cowo r|<e rs.

Putnam claims that there are three societal chonges that caused the breakdown
of communities: mobiiii‘y and sprowi, +echno|ogy and media, and time and
money. The average American Fomiiy has become used to suburban |ondscopes,
where it is difficult to walk or bump into neighborhoods, with an isolated after
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Reading about Games

and Communities

Friendliness
amongst
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school or work schedule that usuo”y involves tuning in to the computer or
television. Putham argues that even amongst families have become seporoi‘ecl
from each other and do not value time fogefher as much as families did years
ago. Peop|e focloy work |ong hours, spend more time alone in their car than
outside wo”(ing, and spend too much time isolated with their computers or
televisions. This is the life s+y|e that has evolved fhroughoui’ the past century and

it is the |ifes’ry|e that frogmen’rs us as individuals from our communities at |orge

(Putnam).

A second issue | discovered was that friendliness amongst neighloors is dec|ining.
Unfriendliness towards neighhors is a world-wide proh|em: recent surveys claim
that +hree-quor+ers of Americans confess that +hey don't know their next-door
neighbors. In the UK, six out of ten people don't know their neighbor's names"
(Botsman, 43). Strong re|o’rionships amongst neighbors are important for several
reasons. In addition to s’rreng’rhening an individual's attachment to p|oce and
sense of community, Friend|y neighbors can provide emotional support and
prevent loneliness. Furthermore, friendliness amongst neighloors encourages a
wi||ingness to participate in the improvement of ones neighborhood, resuH’ing in
more active and effective members of their community.



Reading about Games

and Communities

Games are a

strong social

bonding tool.

In addition to this extensive research exp|qining the importance of strong
neighborhood communities, there is groundbreqking research c|oiming that
games are a strong social boncling tool. In her book Req|i+y is Broken, Jane
McGonigo| dedicates a chqpfer to ‘Fun with S’rrongers", an exp|orq+ion on how
games create communities from scratch’. She frames the chqpfer with several
exomp|es of communi’ry-bui|c|ing games. One speci\cic examp|e is Ghosts of a
Chance, an alternate req|i+y game hosted by the Smithsonian American Art
Museum. This game aimed to allow new and existing members of the museum
to interact with the collection. What resulted was the members’ interaction with
each other and a new c|io|ogue amongst strangers who shared on|y one H\ing:

their connection to the museum.

Participants were asked to undergo six quests that allowed them to solve a
fictional mystery about ghos’rs who lived in the museum. As part of these quests,
p|oyers were asked to create objects that would evenfuo"y be disp|oyed in

a museum exhibit. The game promp’recl several discussions between p|oyers,
co||qborq+ing to solve the mystery and get feedback on their works. The games
popu|ori+y increased to evenfuq”y supporting a community of 6,000 members.

9



Reading about Games

and Communities

Ti‘\rougi'i this game, museum members were beginning to share a sense of
community and picice. Even in the gcme's three-month time frame, pioyers
were ioecoming more eager to support the museum. At the start of the game,
one excited museum member stated: "So it's a combination between a puzzie
and an art project. This is exi'remeiy cool. Are you guys in? | think we should

all participate since it's a new idea for the museum. If Jri‘iey don't get takers i'hey
probci.)iy won't repeat it. Let's recruit for the new medium!’. After the game was
finisi'ied, another member expicined his or her newfound sense of communii‘y:
‘It was reoiiy refresi'ling and cieicinii'eiy gave me a sense of community with the
peopie who were coordino’ring the event and the other peopie participating in it.”
(gi’iosi'soicqchcince.com). According to McGonigqi, the sense of community would

not have eqsiiy been achieved without the use of game mechanics.

[blecause it was a ‘game’ and not a serious art competition, peopie who wouldn't
normciiy feel cqubie of coni‘ribui‘ing artwork were free to try without risi<ing
embarrassment. The game structure gave a |crger and more ai‘ypicci museum
memioership an opportunity to participate in the mqking of the exhibit, i'i'lrougi'l online
discussion [T]he gamepiay knocks down the fourth wall' And in doing so, it compiei‘eiy
reinvents the idea of museum membership, mai(ing it possibie for a real museum

community to emerge., (McGonigal, 76 - 77).
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Why It Matters

A strong sense of community is important to instill in its members for several
reasons: members of a social network that can communicate eosi|y can self-
organize become more effective agents in their community. If neighbors become
emoi'iono”y invested in their social networks, i'hey will take pride and care in
maintaining their communities (Ahlbrandt & Cunningham). This reciprocai
re|o+ionship (i'he community supporting its people, and the peop|e supporting ii')
is essential to the overall success of the neighborhood: “Cities have the capobiii’ry
of providing somei‘hing for everybody, on|y because, and on|y when, i'hey are
created by everybody." (Jacobs). Much research in Community Psychoiogy

has examined the impact of Friendiy neighborhoods. Statistical Findings have
shown that neighbors with Friendiy re|o+ionships are more |i|<e|y to participate in
community organizations (Ahibrondi‘ & Cuninghom), and are less |ii<e|y to suffer
from isolation and loneliness (Unger & Wandersman). Friendly neighborhood
re|o+ionships can lead to a stronger sense of community and attachment to pioce
(McMillan) which u|+imo+e|y instills a desire within neighbors to participate,
maintain, and protect their community (Manzo & Perkins). Urban pionners
Lynne Manzo and Dougios Perkins state it best:
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affective bonds to places can help inspire action because people are motivated
to seek, stay in, protect, and improve places that are meaningful to them.
Consequently, place attachment, place identity, and sense of community

can provide a greater understanding how neighborhood spaces can motivate
ordinary residents to act collectively to preserve, protect or improve their

community and participate in local planning processes.

It is clear that games are a strong social bonding tool. However, few attempts
have been made to use games as community builders in urban neighborhoods.
Aside from using games as ice breakers, | found no games that oH'empi'ed

to s+reng+hen a sense of community within a confined |iving space such as a
neighborhood or apartment bui|ding. This was a strong indication that there was
a clear opportunity to utilize games in a way that had not been done before,
and in a way that would take full odvoni‘oge of the social odvon’roges of games.

Once | had uncovered these insights, | knew | was ready to plan the thesis
work ahead of me. | decided | even+uo||y wanted to design and imp|emen+

a game that would encourage friendliness and s’rreng’rhen a |iving space’s
sense of community. But before bui|ding the game, | decided to gain a better
unders’ronding of PiHsburgh's urban residents.

12



Researching with
PiHsburgh Residents

13



Key Insigh’cs

There are four
main types of

urban neighbors:

Active, C haH'y,

Polite, Private.

Peop|e feel
safer when
H‘ley recognize
their neighbors.

People say
+|‘1ey want to
meet their
neighbors, but
actually don't.

Peop|e
understand each
other better when
+|‘|ey can

self-o rganize.

If people bond
with their
physiccﬂ space,
+hey mighi‘ bond
with each other.

Peop|e feel a
stronger bond to
their environment

when H‘ley can

co-create It.




Researching with
PiHsburgh Residents

Once | had established an unders’rqncling of the prob|ems surrounding
communities and the effects games can have, | was recdy to begin reseorching
the various emotional connections and persona| stories from urban residents of
PiH‘sburgh. The research was divided into two main sections. During the first
round, | conducted casual interviews where seven different residents answered
questions and filled out questionnaires within a booklet | had designed for

the research. During the second research phqse, | c|eve|opec| nine prototypes

of various game concepts and presenfed them to three different residents in
order to gain an undersfqnding of what types of games fhey feel comfortable
p|oying and what types of interactions fhey would like to pursue with their
own neighbors. After both phoses of research was comp|e+ec|, | evaluated the
feedback and uncovered several patterns of interest that would he|p guide my

progress.

What I Did

In order to prepare for the first phcse of research, | created a workbook of

ten different exercises for the participants to fill out. Exercises included making
a co||oge to express what their current vs. ideal neighborhood is like; circ|ing
words in a gric| to describe certain factors surrounding their |iving standards and
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Researching with

PiHsburgh

Residents

re|o+ionships; and +e||ing stories of their encounters with friends or neighloors.
From these exercises, the types of issues that | was hoping to learn about dealt

with:

their emotional connection to their neighborhood;
their re|o’rions|'1ips with their neighbors;
their comfort towards strangers in various spaces;

their desires to meet new peop|e or neighbors.
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Researching with
PiHsburgh Residents

For the second phose of research, | created nine prototypes from three different
residents. The overall goo| of the prototype session was to discover how peop|e
felt about certain game mechanics, interactions, or u|’rimo’re|y what types of
desires the residents have towards their neighbors. | deve|opec| each prototype

and linked it o a main question that | wanted to ask from it:

Scovenger Hunt Race:Would peop|e want to collaborate with their neighborhood
if +|'1ey shared a common enemy (an other neighborhood)?

Guessing Game: Who's the Neighbor?: I peop|e were poired up by a sysi‘em,
would +|’1ey be |il<e|y to start a conversation or frienclship?

Fill in the Blank Puzzle: Would peop|e respond better and participate more
within their community if events, neighbors, and businesses were persono|ized

and well visualized?

lce Breaker: Would peop|e talk to each other if Jrhey were given the
proper cues?

Scoring Mechanism and Rewards: Do people need a realistic motivation (i.e.
money) to be encouroged to p|oy gomes?

17






Researching with
PiHsburgh Residents

Collaborative Construction Game: Would peop|e bond by bui|ding somefhing
fogei‘her? Do peop|e want to he|p out their community if the opportunity is

preseni‘ed to them in a fun wqy?

Communify Portal: Would peop|e want a virtual space where fhey can
communicate and se|f-orgqnize as a communify? W hat do peop|e want to make

pub|ic to their neigl’lbors?

Notification Sys’rem for Short, Low-Commitment Games
Would peop|e be more motivated to p|c1y games if +hey received wee|<|y triggers

or reminders to dO SO?

Ludic Distraction for Ambient Fami|iqri+y

Would peop|e be |i|(e|y to introduce one another if there were an interesting
conversation piece? Would peop|e feel safer or more attached to their
community if Jr|'1ey recognized their neighbors?

19
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There are four
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What I Found

From these issues and exercises, as well as from my observations of the city

of PiH'sburgh and other more casual interactions with residents, | was able to
establish different patterns and Findings. | discovered a spectrum of four genera|

types of heig hbors:

\0 ¢ )

//\ )
Polite Private

/\c’rlve Cth-y

L7
4
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Researching with
PiHsburgh Residents

The Active Neighbor
Someone who is invested in the well being of their neighborhood and is a leader
in mdking sure their neighborhood holds up to a certain standard;

The Cl’quy Neighbor
someone who enjoys meeting their neighbors and is usuq”y active in severa

organizations or c|ubs;

The Polite Neighbor
Someone who aims for short and peccefu| interactions with their neighbors, but

not to the point of es’rq|:>|is|'1ing a frienclship;

The Private Neighbor
Someone who leads a private life and prefers to not make any contact with

their neighbors.

21
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From the interviews, | was also able to uncover several organizations tools that

are currenHy used by urban residents:

. Phone Trees

. Bulletin Boards

. quqgemenf Offices

. Community Mee’rings

These findings he|ped me understand what types of residents one may encounter
in an urban neighborl’lood as well as the types of social interactions 1'hey

curren+|y have, and the organization tools Jr|'1ey currenHy use.

From the prototypes, | gcined a much better unders’rcnding of what types

of interactions neighloors are interested in. /\H‘hough peop|e expressed interest

in meeting their neighbors during discussions and interviews, the prototypes
revealed much more. | found that the residents felt most drawn to the concepts
that encourqged interaction with the physica| environment more than their
neighbors. Peop|e were exi‘reme|y uninterested and cautious about any type

of sfroighi‘Forwcrd interaction with a stranger, even if that stranger were

their neighloor. Instead, fhey were more interested in the games that provided
interactions with the environment as a bridge to mqybe meeting their neighbor.
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Why It Matters

Once | was completely finished with the research, | felt that | had to change
the goa| that | had origina”y had in mind of bringing neighbors +oge+her so that
+hey can easi|y meet, and instead | decided to focus on designing a game or
p|ayfu| service that would connect peop|e with their environments direcHy, and
maybe also with each other indirec+|y. Through this research, | had established
three main goa|s for accomp|ishing this:

Ambient Familiarity: With this goal in mind, residents’ interactions would be
augmeni‘ed H‘lrough the game. Neighbors who migh’r not notice one another
norma”y could have each others’ presence revealed to them sub+|y. This would
support the neighbors' cbilii‘y to recognize each other within their community,
u|+ima+e|y creating a safer and more comfortable environment.

Self-Organization: With this goal in mind, residents” understanding of one
another as a community would be augmen+ed +hroug|‘1 the game. Patterns of
ideas, sentiments, or opinions within the community would be revealed to them
sub+|y. This would support the neighbors' abi|i+y to understand their community

as a whole, u|+ima’re|y creating a stronger bond amongst the neighbors.
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Researching with
PiHsburgh Residents

Collaborative Construction: With this goo| in mind, residents’ producﬁvify within
the environment would be qugmenfed H‘lrough the game. Neighloors' interactions
with the environment will subﬂy be revealed to the entire community, inviting
others to join as well. This would support the neighbor's reciproco| re|o+ionship
with their community and environment, u|+imc+e|y creating a stronger emotional

attachment to the area.

These three goo|s became the foundation for my next stages in the project.
However, before brqinsi'orming more concepts for the game, | had to choose a

context and take time to s+uc|y and understand it.

Peop|e feel Peop|e Peop|e feel a
safer when understand each stronger bond to
+hey recognize other better when their environment
their neighbors. +|1ey can when +hey can
sehc-organize. co-create It.
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Selec’cing a Context

After conducﬁng the research, | felt sfrong|y that in order to advance anymore,

| needed to choose a specific context. The context would be an exfreme|y
important factor in the c|esign of the game, the goa|s the game would have, and
the types of re|o’rionships the game would be wor|(ing with.

What I Did
Throughoui‘ the earlier stages of my thesis, | had exp|ored several different

types of neighborl’loods and |iving facilities. | had originq”y wanted to focus on
apartment |iving. | contacted several apartment residents and received over 80
survey responses on an online questionnaire. | also contacted several managers
and discussed themes surrounding the thesis in order to become more familiar

with their concerns as managers.
After receiving feedback from apartment residents and managers, | decided

to exp|ore pu|:3|ic spaces surrounding residential neighborhoods. U|1‘imo+e|y, |
established a set of patterns that | realized | was being drawn to:
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Selec’cing a Context

. | wanted the game to be setin a pubiic and safe space where peopie
would eosiiy encounter it and also be wiiiing to stop and interact with it;

J | wanted the game to be ini'egroi'ed within a certain infrastructure, a
repeating element of some kind:;

. | wanted the game to be in a location that peopie often encountered on a
doiiy wo"(;

. | wanted the game to be confined to a singie neighborhood.

After esi‘obiishing these rules, | had considered various neighborhoods and
elements such as the bus stops in Squirrei Hill, the i'eiephone poies in Greenfield,
and the oiieywoys in the Cultural District. However, | eveni‘uoiiy discovered

a neighborhood in PiH‘sburgh's Southside Siopes that was oniy a half-mile in
diameter and had eighi‘ different pedes’rrion stairs. | decided to spend much time
in this neighborhood in order to observe how peopie use the stairs and gain an

unders’ronding for the residents of the neighborhood.

What I Found

After many discussions with several apartment residents and managers, it
became obvious that because of privacy issues and reguioi‘ions, it would be
ex’rremeiy difficult to find an apartment that would allow any interference with

28



Selec’cing a Context

Boundaries are
necessary in
defining a sense

of commu nity.

privacy, clécor, or genero| decisions made by management. From this finding, |

decided to shift instead to more sprow|ec| residential areas.

While | exp|ored a wide variety of neighborhoods (inc|uding Squirre| Hill, the
Cultural District, and Greenfield) | realized none of these areas had well-defined
boundaries. This was an ex+reme|y important factor to me. According to game
designer Jesse Schell, game must use boundaries in order to define its setting and
rules. In order for the game to work, | felt the neighborhood must have a strong
definition. Furthermore, community theorists argue that a community must
know its boundaries in order to be self-aware and have a sense of community.

Fino”y, after much seorching | discovered a neigl’\borhoocl with ex’rreme|y well

defined boundaries in the Southside S|opes.

In addition to the boundaries, | chose this neighborhood because of its |orge
amount of staircases. As | observed the areq, | realized the stairs would be a
great context for the game since it is a space peop|e use c|oi|y, in passing, and
usuo"y with one person on the staircase at a time. Also, peop|e's re|o’rionships
with the stairs indicated to me that it held a great opportunity space since the
stairs are |ong and steep, and most peop|e do not enjoy using them.

29
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Selec’cing a Context

Proximity
between neighbors
|iving spaces
affects their desire

to interact.

As | exp|orec| this setting more, | discovered the current re|o+ionships between
the neighborhood and its neighbors. | noticed that the residents had a |ong-
term commitment to the space: most were house-owners; many of the residents

included young families with children; most of the residents were born and raised

in Pittsbu rg h.

Why It Matters
/\Hhough | originq”y wanted to create a p|qy1cu| service that would bond peop|e

and improve the re|a+ions|'1ips amongst apartment residents, it became clear that
these residents were not interested at all in interacting with one another. From
this | s|ow|y begon to understand the correlation between proximity amongst

|iving spaces and interest in connecting with one another.

Proximity makes an enormous difference in the way peop|e interact with

one another. Sensitivity to proximity was a recurring theme in several of my
primary reodings: Jane Jacobs believes that the +igh’r proximity of dense urban
areas are necessary for wo||<o|:>i|i+y, some believe the sprcw|ec| proximity of
suburban housing is what led to the fall of friendliness amongst neighbors, and
William Whyi‘e examined the importance of proximity between peop|e and
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Selec’cing a Context
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their physico| spaces in order to better understand their re|o+ionships with their
environments. Ohvious|y proximity is an element of residential |iving that should
not be overlooked. My main insigh+ from exp|oring various types of residences is
that the proximity of |iving space between two neighhors is c|irec1'|y correlated to
the amount of interest Jrhey have in p|oying with one another, so someone |iving
farther away from is a more inviting p|oy partner than someone |iving exi‘reme|y
close hy. Mdny next-door neighhors share unspoken tensions and do not want
to open their persono| lives to one another. P|oying fogefher could be more
awkward for these peop|e than if +hey were to p|oy with an unknown neighhor
from farther away. For this reason, | decided to focus on outdoor, puh|ic

spaces that would be encountered hy peop|e |iving within a more sprow|ec| out

neighborhood, specifico”y the neighborhood | found in Southside S|opes.

Throughout my observations in the Southside Slopes, | heard many comments
of frustration and resentment towards the stairs. | realized a game or p|oyfu|
activity could be a great way to subHy shift peop|e's attitude, disfroci‘ing them
from the physico| exhaustion the stairs bring, and giving them an excuse to rest
from the climb. This adds a new dimension to the purpose and meoningfu|ness
of the game. I+ does not on|y serve to build a sense of community, it is also
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Selec’cing a Context
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space affects one’s
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simp|y a device to up|if’r peop|e's attitudes and improve the sentiments towards

their environment.

After the exp|oro+ion of this neighborhood in Southside S|opes | felt confident
that the neighbors would be open to p|qying the games. Because most of these
residents hold |ong-+erm commitments to the areq, | was assured that these
neighbors would be more interested in activities with their community than an

apartment renter or student who was p|onning to move from the area soon.
Overall, the context was exfreme|y inspiring and held many quq|i’ries | wanted to

augment fhrough my game. Once | felt confident with the context, | was reqdy
to begin designing.
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Key Insigh’cs

De|ig ht and
Connection are

the main goa|s for

each of the games.

Exp ression
allows residents to

be hedrd cmd

be creative.

Communication
he|ps to establish
and define the
community as

a WI‘\OIe.

Exploration can
allow residents
to learn more

about their
neighborhoods.




Designing
Installations for Play

Finq”y after months of reoding, resedrching, and observing the context, | was
reqdy to begin designing a game that would dc+uq||y be imp|emen1‘ed and tested
on. | spent much time re\qecﬁng on the past insigl’\’rs | had gqined from previous
stages in the process, and after evo|uq’ring them, | brainstormed a series of game

concepts and uncovered new insighfs from them.

What I Did
W hile beginning this phose of the process, | knew there was much to consider

from the earlier stages. | begon by refreshing myse|1c with all of the insighi’s | had

previous|y chuirecl:
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Members
of strong
communities

dare more

productive.

If people bond
with their
physical space,
+hey mighi‘ bond
with each other.

Proximity
between neighbors
|iving spaces
affects their desire

to interact.

Games have
rare|y been used
to s+reng+|1en
neighborhoods.

People
understand each
other better when
+hey can
se|1c-orgcmize.

The game can
still be strong if
it simp|y up|if+s
peop|e during
their dcy.

There are four
main types of
urban neighbors:
Active, Cl‘\dH'y,
Polite, Private.

People feel a
stronger bond to
their environment

when +|1ey can
co-create It.

Long-’rerm
commitment to a
space affects one's

interest in bonding

with it.

Peop|e say
H‘ley want to
meet their
neighbors, but
ac+uq||y don't.

Boundaries are
necessary in
defining a sense

of community.

Peop|e feel
safer when
H‘ley recognize
their neighbors.
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These insigl’ﬂ's became my inspiration and foundation for a broinsforming session
where | deve|oped a pori'Fo|io of 35 different game concepts. Every game does
not capture every insigl’ﬂ', but fhey are all |oose|y based off of the previous
findings. As | begon deve|oping the various concepts, | noticed a series of

patterns umco|ding:

. Asynchronous Interaction

. Ambient P|cy

. Co-creation

. Community Communication

. Integration with dqy to dqy activities

These five themes tied beouﬁfu”y with the previous Findings. They became the

synfhesized guidcmce for my brainstormed concepts.
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Installations for Play

With those patterns in mind, once | comp|e+ed the brainstorm, | orgonized the
concepts into six main groups based on what type of fulfillment it would provide

within the neighborhood:

. Exp|oro’rion

. Communication
. Organization

. De|igh1‘

. Connection

o Expression

Each category represen+ed an important goo| | wanted the games to encompass.
They were eveni‘uo"y used to he|p guide the design goq|s for the final games.
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De|ig|‘1+ and
Connection are
the main goa|s for
each of the games.

What I Found

Once these six groups had surfaced, | spent time eva|uc:+ing them, trying to rank
them, and Figuring out what was so important about each one.

| immediately realized that the "“Communication” and "Organization” groups
should be combined into one. When reviewing the game concepts that were

in the "Organization” group, | realized | was not particularly drawn to any of
them. Organizaﬁon aimed to improve the formal interactions between neighbors,
but none of these games focused on the social connectivity in the way that the
‘Communication” group’s games did. | decided to merge the "Organization
group with "Communication” and focus more on how a game can augment

social, communicative interactions instead of dry, formal ones.

| later realized that the "Delight” and "Connection” groups stood apart from the
others. Both de|igh+ and connection were goa|s | had in p|ace for the games

as a whole. I+ was difficult choosing which game concepts fo p|cce in these
groups since | aimed for each one to encompass these two features. For this
reason, | saw these two groups as a |arger, more holistic goa|, where the other
four groups served as subgroups of these two. It became clear that all of my
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games should aim to spreqcl c|e|ig|’1+ and connect peop|e to each other and their
environment.

The “Exp|orq’rion" and "Expression” groups each represeni‘ed wonderful goq|s;

however, H\ey were not as necessary as De|ig|’1+ or Connection. The “Exp|orq+ion"

and "Expression” groups fit well with the "“Communication” group to become the

three sub-goa|s of the games.

J Exp|orq’rion invites residents to take a moment to observe their environment,
and hopefu”y see it with a new perspective.

e Expression invites residents to be creative and allows themselves to be heard
by their community.

e Communication invites residents to organize themselves and understand their

communH‘y sociq”y as a whole.

Why It Matters
| felt si‘rong|y that the game | would design should be de|igh'hcu| and should

connect residents with their community. De|ig|1+ was important to me because
de|ighhcu|ness up|if’rs peop|e, and could he|p them feel more posi+ive|y about their

community. Connection is also exi‘reme|y important because it is what forms
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Communication
he|ps to establish
and define the
community as

a who|e.

Exp|orq+ion can
allow residents
to learn more

about their
neighborhoods.

bonds and allows for a strong reciprocc||i’ry amongst residents and between

residents with their environments.

However, these |qrger goq|s could be achieved +hroug|'1 the use of either
communication, exp|oro+ion, or expression. For this reason, | decided to clesign
three games, all of which would aim to de|ig|’1’r and connect peop|e, but each
would either focus on communication, exp|oro’rion, or expression. Each is equo"y

valid and important.

Games that focus on communication can be empowering for a community
because without communication, the community as a whole remains undefined.
When peop|e are able to communicate proper|y as a group, fhey can
understand who Jrhey are ho|is’rico||y and how Hﬁey as individuals fit into the

whole community.

Games that focus on exp|oro+ion can be exfreme|y insigh'hcu| for any resident
within a community. Once neighbors begin to interact with their environment
on a clqy-’ro-doy basis, simp|e fhings become orclinqry and |oegin to blend into
the bockground. A shift of perspective within a person's environment is heoH’hy
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for anyone to have, and can inspire new insigh’rs and boncling with one’s

community.

Games that focus on expression can empower residents to speol( their minds
Expression and be creative. Also, if a framework that allows for expression is preseni‘ed to

allows residents to  residents in a neighborhood, it can inspire them to communicate somei‘hing fhey

be heorcl ond

normo”y would not.
be creative.

Toge’rher with the focus on c|e|ighi' and connection, these three goo|s were used

as inspiration for the final three games | even+u0||y designed.
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Key Insigh’cs

Freshness keeps
a game interesting
and creates |ong-
term engagement.

Distinction
allows a game to

be unique and

disﬁnguish itself.

Collaboration
allows peop|e to
work +oge+her and

bond H'lrough a
shared activity.

Seamlessness
allows residents
to interact
clirecﬂy with their

environments.

De|igh+ up|iH‘s
peop|e and
leads to a more

cheerful, upbecf
attitude.

Beauty inspires
peop|e and leaves
them fee|ing
up|iH’ed.

Exp|ora+ion
invites residents to
observe and gain

new perspectives.

Approcchqbihfy
invites all peop|e
to p|c:y and makes
clear who the

game is for.

C|c:ri+y lets
peop|e know
how the game
is used.




Implemen’cing

and Evalua’cing

Once | had synfhesizecl the goo|s of the games the three categories of
exp|orq’rion, communication, and expression, | decided to exp|ore games that
focused on each of these goo|s (three games total). | evaluated short popu|dr
games that peop|e would recognize eqsi|y and considered how Jrhey could be
custom designed for the staircase in Southside S|opes. | u|+imq’re|y came up with
these three games:

. | Spy: A fun childhood game of exp|oro’rion and |oo|<ing for interesting
H'lings around an area

. ngneﬁc Poetry: A common produc’r of magnets peop|e c|isp|qy on
friclges that makes for a fun pastime and an interesting form of expression

. Polls or “Would you Rather’: Fun activities peop|e use that allows for
communicate that makes it easy to learn more about a group of peop|e and to

see where an individual lies within that group

Before imp|emen+ing the three games, | wrote out a rule set for each game in
order to guicle its game p|dy. | imp|emen+ed the games and iterated each one
based on the way people seemed to be interacting with them. Total, | created
one version of ‘| Spy’, two versions of “Stair Polls”, and three versions of "Stair

Poetry".
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[ Spy

What I Did:
My origino| goo| for | Spy, in addition to being deligh'I'Ful and encouraging

peop|e to connect with one another, was to invite peop|e to exp|ore their
surroundings. | hoped this game would he|p peop|e observe their neighborhood,
and mqybe take a moment to stop and look around instead of just wo”(ing

down the stairs as usual.

My Origino| Ruleset:

Each step will have the words “I SPY " on them. Kids and parents can
use supplied chalk to fill in the sentences. If fhey do not want to write onyfhing,
H’\ey can also simply look for the items listed.

| used a stencil to paint the words ‘| SPY” on each step using washable chalk

paint, and left small amounts of chalk next to the stairs for peop|e to fill in the

blanks as H\ey pleose.
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What [ Found

After a full dqy, | returned to the staircase to find that all of the spaces had been
filled. Peop|e's responses were varied and even imaginative, and it was clear that
the installation had inspired some fun. However, after a few more clays, the
installation remained untouched and it became clear that peop|e's interest in the

game had reached a plo’reou. U|’rimq+e|y, peop|e s’roppecl Fi”ing in the blanks and
stole all of the chalk.

W hat Worked:

. It elicited a quic|( response

. It was eosi|y understood

. I+ was installed in an ideal location

. [+ encourdged observations of the area
. [+ infegrqfed well with the stairs

W hat Didn't Work:

J I+ lost oppecl| quic|<|y

. |t relied on elements (chalk) that were easy to steal
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Implemen’cing

and Evalua’cing

Freshness keeps
a game interesting
and creates |ong-
term engagement.

Why It Matters
After observing interactions with the installation, | spoi(e with peopie about their

personai experiences with the games and evaluated the feedback. Ui’rimdi'eiy,
| discovered three main insigi‘i’rs: the importance of freshness, seamlessness, and
expiora’rion.

The first insight | discovered from this game was the importance of freshness.
After noticing that peopie were oniy interested in the installation for the first 24
hours, it became obvious that freshness was an important factor in designing

this type of game. Freshness describes the sense of novei’ry and excitement in an
activity. This results from the craft of the game's experience over a |ong perioci
of time. Freshness is mainiy created i)y the material of interest curves. Interest
curves include any peai(s, pio’recius, or dulls within a person's iong-i'erm interest
in the game. Ui’rimai‘eiy, Freshness results in peopie's iong-i’erm attachment to the
game, es’rabiisi‘iing peopie's commitment to it.

A second insigi'li' | discovered from this game was the importance of
seamlessness. This game was pari’icuicriy successful because it had such a
connection to its physicai environment. Peopie were i'lappy to fill in the blanks
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Seamlessness
allows residents
to interact

direcﬂy with their

environments.

Exp|orc1+ion
invites residents to
observe and gain
new perspectives.

left for them, and some would even begin to draw around the installation.

The game served not on|y to bring peop|e to interact with it, but also as an
inspiration for more creative activities. This game provec| to be seamless with its
environment, mqking for a more successful experience. Seamlessnes describes the
sense of the game be|onging to its context. This results from a smooth integration
between the game and the environment in which it is installed. Seamlessness

is mqin|y created by the material of context. Context includes any physiccﬂ,
qufiq|, or environmental surroundings. U|+imc’re|y, seamlessness results in peop|e's
engagement with the context, es+o|:>|is|'1ing a bond between the peop|e their

physico| environment.

A third insighi‘ | discovered was the importance of exp|ora+ion. After | spoke
with several peop|e who interacted with this game, | realized many of them
were not physica"y writing answers but were reoding the responses and using
them to look for the fhings described. One person confessed to me that he
spent much of his time |oo|<ing around the area for a cat, since it was written
on the stairs. Exp|orq’rion became a |c|rge part of the success of this game.
Exp|orq’rion describes the act of observation or secrching +hroughou+ a specific
area. This results from encouraging peop|e to look around and think about
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their environment. Exp|ord’rion is moin|y created by the materials of cues and
pointers. Cues or pointers can be created with visuals, words, clrdwings, or

by mqnipu|q+ing the environment. U|1‘imo’re|y, exp|oro’rion results in peop|e's
discovery of their surroundings, es’roblishing a new perspective and appreciation

for the area.

In addition to these insighi’s, | discovered much about the important elements of

contextual game design from my other installation, “Stair Polls".

Stair Polls

What I Did
My origino| goo| for Stair Po"s, in addition to being de|ig|‘11‘Fu| and encouraging

peop|e to connect with one another, was to invite peop|e to communicate as a
community. | hoped this game would he|p the residents learn more about who

+|’1ey are as a neighborhood and how Jrhey fit in indivicluo"y.

My Originq| Ruleset:
These stairs will ask neighbors to answer a simp|e mu|+ip|e choice ques’rion each
dqy. Neighbors will reveal what their more popu|dr choices are for various +opics.
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The results of the po”s would be self-evident as peop|e answer the questions.

What I Found

Throughoui‘ the installation of this game, most peop|e did not feel compe"ed
to interact with it. It did not attract much attention and it was p|oced in a
porﬁcu|or staircase that was exfreme|y wincly and difficult to |<eep qnyi‘hing
installed in. My first iteration of this installation was a poster of bubble wrap
where pqssersby were presen+ed with two options (for exomp|e nighf and doy
or dog and cat) and residents would pop the bubble for the one 1'hey chose.
After a few doys, it was difficult to notice any interaction with the posters, and
| was receiving much confused comments from peop|e. | then created a second
iteration of the game where a poster read "Would you Rather * and then gave
two options (for exomp|e, ‘read a book” or ‘go to the movies’). This poster did
create much more interaction, but also resulted in some confusion and much

interference from the weather.
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Implemen’cing

and Evalua’cing

W hat Worked:

J I+ was in a populor areaq, |eqding to interesting responses
. It led to an unders’roncling of the whole community

. It became a conversation topic

. It was up|iﬂ'ing to interact with

W hat Didn't Work:

J I+ was difficult to maintain because of weather
o I+ was not obvious how to use or who it was for
. I+ did not catch peop|e's attention eqsi|y

Why it Matters
After observing interactions with the installation, | spo|<e with peop|e about their

personq| experiences with the games and evaluated the feedback. U|’rimc|+e|y,
| discovered three main insigh’rs: the importance of distinction, de|ig|‘1+, and
opproachqbili’ry.

The first insigl‘ﬂ' | discovered +|’1rough this game was the importance of
distinction. A few clqys ofter the first iteration of this game was imp|emen+ed, |
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Distinction
allows a game to

be unique and

disﬁnguish itself.

De|ig|‘1+ up|iﬂ's
peop|e and
leads to a more

cheerful, upbecf
attitude.

received feedback from someone expressing much confusion about the project.
They commented that Jrhey originq”y assumed the poster was an official notice
from the city of PiH‘slourgh. This proved to me that distinction was an important
quo|i’ry for my installation to have in order to give itself a voice and separate
itself from its surroundings. Distinction describes the sense of uniqueness and
personq|i+y. This results from consistent |qnguoge, patterns, and s+y|e that
captures the game's persono|i+y. Distinction is mqin|y created by the material

of voice. Voice includes any verbal or visual si‘y|es that is unique and true to
the personq|i+y of the game. U|+imdfe|y, distinction results in peop|e's emotional
connection to the game, esi‘thshing a bond between peop|e and the game.

The second insighi’ | discovered +|’1rough this game was the importance of
de|ighf. AH‘hough the first iteration of the game (the posters of bubble wrap)
did not appear to result in much feedback or use, | learned from spedking with
peop|e that it was successful for different reasons. When +c||<ing to several peop|e
about the various installations, their faces pqrficu|qr|y lit up when remembering
this one. Peop|e were quic|< and hoppy to let me know that Jrhey poppecl as
many bubbles as +hey could, not paying attention to the rules of the game, but
simp|y enjoying that interaction. This led me to understand the importance of
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Approachability
invites all people
to play and makes
clear who the
game is for.

de|igh+. De|ig|‘1’r describes the sense of up|iﬂ'edness after a simp|e experience.
This results from |qnguoge, visuals, fun interactions, or p|eoson+ aesthetics

within the game. De|ig|’1+ is mqin|y created by the material of |igh+heor+edness.
Lighfheorfedness includes silliness, sense of humor, or cheerfulness. U|+imo+e|y,
de|igh+ results in people becoming up|iﬂ'ed after using the game, ins’ri”ing an up-
beat and optimistic attitude within them.

The third insigl‘ﬂ' | discovered +hrough this game was the importance of
opproochqbilii'y. W hile receiving feedback on the installation, one resident
expressed why she did not interact with the game by exp|oining that H‘ley
assumed it was left for a specific audience that did not include herself. The game
was not clear about who it was intended for, and because of this, residents were
afraid to interact with it, feoring it may not be left there for them. This led me
to understand the importance of qpproochqbﬂi’ry. Approochdbihfy describes

the sense of accessibihfy. This results from the proper use of space so that it

is obvious|y intended for pub|ic use. Approqchabihfy is mqin|y created by the
material of space. Spoce includes any pub|ic areas where the game is installed as
well as the gdme's proximity to private spaces. U|+ima’re|y, qpproachqbﬂi’ry results
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in peop|e's Fee|ing of shared ownership of the game, esfthshing a connection

between the peop|e who use it.

In addition to these insighi‘s, | discovered much about the important elements of

contextual game design from my other installation, “Stair Poefry".

Stair Poe’cry

What I Did
My originq| goo| for Stair Poefry, in addition to being de|igh+‘Fu| and encouraging

peop|e to connect with one another, was to offer a framework of interaction that
would inspire expression and creativity. | hoped this game would allow peop|e to
express themselves, feel like their fhough’rs can be heard within their community,

and better understand one another.

My Origino| Ruleset:

These stairs will encourage residents to express themselves by disp|oying a |orge
amount of words attached on to the rqi|ings with velcro. Peop|e can mqnipu|o+e

the words however they'd like.
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What I Found

Throughout the design of this game, | created three iterations. The first was
simp|y a series of words attached to the rai|ings of the stairs with velcro. | had
hoped that peop|e would see the words and move them around to create their
own phrases and sentences. However, after several clcys, no interaction was
visible. At this point | created a second variation of the game, where | created

phrases with blanks in them such as “It's Time For A " or ‘Down Came The

" “Use Time

did result in better feedback, but not much. Also the responses from this version

", and | left pens for people to fill in the blank cards. This

of the game were dull and not too creative (For ex: “It's Time For A Cold Beer’
or 'Down Came The Rain" or "Use Time Wisely”). Finally, | created an installation
that showed a full story with blanks in it for peop|e to fill in with markers. This
final iteration resulted in a much |crger amount of interaction and much more
interesting results.
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W hat Worked:

. |t elicited creative responses

. [+ encouroged social activity

. It was eye cqfching and inspiring

. It allowed the community to co-create

W hat Didn't Work:

J I+ was p|qced in a staircase that was not used often

J [+ oppeorecl to be a static piece of art that was not to be touched

Why It Matters
After observing interactions with the installation, | spo|<e with peop|e about their

personq| experiences with the games and evaluated the feedback. U|1‘imo+e|y,
| discovered three main insigh’rs: the importance of collaboration, bequfy, and

cla rity.

The first insight | discovered through this game was the importance of
collaboration. After noticing so much interaction with the third iteration of the
game, | spo|<e to peop|e who used the installation as a party game. The group
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Implemen’cing

and Evalua’cing

Collaboration
allows people to
work ’rogefher and

bond +hrough a
shared activity.

Beauty inspires
peop|e and leaves
them fee|ing
up|iH’ec|.

was hdving a small ge+-+oge+|’1er at their home, and all decided to bring their
beer to the stairs to p|c|y with the game. From this story, it became clear to
me that these installations are a spec+qc|e for the residents who live around
them and H‘ley are a great conversation piece or tool to use for collaboration.
Collaboration describes shared effort in a specific activity. This results from both
osynchronous and synchronous person-to-person interactions. Collaboration is
created by the material of co-creation. Co-creation includes shqring any type
of activities that u|+imc|1'e|y create a unique, holistic experience. U|+imd+e|y,
collaboration results in peop|e's sense of community, boncling and connecting

peop|e to one another.

The second insighi’ | discovered H‘lrough this game was the importance of
beoui’y. When | was visiting the installation, a |arge group of e|der|y peop|e
were wq"(ing the stairs for exercise. As H’\ey walked down the stairs, Jrhey all
sfopped to admire the words q|ong the roiling. | watched them as H\ey s|ow|y
walked down. They were smi|ing and discussing the insfd”a’rion, and seemed

to be exi’reme|y excited by it. | walked over and H‘ley quer|y asked if | was
the artist, and were quic|< to tell me +hey H’mugh’f it was beautiful, and fhey
appreciated the work | was doing. One of the members of this group was even
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C|ori+y lets
people know
how the game
is used.

quing several phoi‘ogrophs of the installation, and even took some of me with

it. This showed me the importance of loequfy. Even Jrhough +hey did not interact
with it, these pqssersloy were obvious|y inspired by the bequi'y of this installation.
Beauty describes the sense of a p|eqsing appearance. This results from care and
deliberate fhough’r on the visuals as well as the smoothness of the wholistic
experience. Beauty is moin|y created by the material of aesthetics. Aesthetics
includes any visual properties, as well as the holistic experience. U|+imo+e|y,
beoui’y results in peop|e's Fee|ing inspired by their environment, resuH‘ing in an

up|i1c’rec| attitude and a connection to the area.

The third insighi‘ | discovered +hroug|'1 this game was the importance of c|ori1‘y.
/\Hhough the peop|e from the previous story found the installation beautiful,
fhey did not want to touch it. One member of the group even told me he would
never touch it because " it belongs in @ museum’. While this was a compliment
of its becufy, it showed me that the game lacked c|qri1'y. The interactive

quq|i’ries were not made clear by the installation. C|ori+y describes the sense of
unders’ronding. This results from +hough+Fu| consideration of how to make |<ey
interactions obvious to the peop|e using the game. C|ori+y is mqin|y created by
the material of affordance. Affordance includes any imp|ico+ions resu|’ring from
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Implemen’cing

and Evalua’cing

the physica| appearance and design of the game pieces. U|’rimq+e|y, clari’ry results
in people's Feeling of curiosity about the game, opehing the door to invite peop|e
to ploy and interact more with it.

Once | had evaluated these insigl‘ﬂ's, | synfhesizecl all nine of them to create a set

princip|es. For each princip|e, a material that he|ps to establish it was described as
well as the emotional quq|i+y it creates.
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Materials Principles Qualities

Affordance — > C|ari+y - Curiosity

Context — > Seamlessness - Spatial Engagement
Voice —_— Distinction —> E motional Connection
Interest Curve — > Freshness ——— Long-Term Attachment

Space — > Approachability ——— Shared Ownership
Lightheartedness ——p» Delight —> Upliftedness
Aesthetics ——P  Beauty — Inspiration
Co-Creation —— P Collaboration ————» Community

Cues and Pointers ——— P  Exploration —> Perspective
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Reflection

These principies are ex’rremeiy important for communicating to other designers
the important quqiii'ies that should be considered when designing neighborhood
installations for pioy. Other designers who attempt to design their own rendition
of this genre can be guided by the insighi‘s | uncovered i'i'lrougi\ my own
experiences. Furthermore, it is important that future designers understand how
to impiemen’r these principies and what types of emotional quqiii'ies result from
them. For that reason, | pqired each principie with various quciii’ries that can |'1e|p
future designers gain a full undersi‘qnding of them and guide them to use them
more eqsiiy.

If | could continue with the thesis, | would love to design and impiemeni‘ a game
that aimed to encompass as many of the principies as possibie. From this | could
poi’eni‘iqiiy be able to evaluate the principies more cqrefuiiy and draw further
conclusions from them. Another possibie next step for this installation would be
to conduct a wori<s|'10p where | can teach other designers these principies and
guide them Jr|'1roug|'1 their own design process creating a neigi’lborhood-bqsed
installation. This way | can evaluate the ease of understand each person has
with the principies. | could also use this to understand what is missing from the
principies, and what questions peopie have when reoding them.
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Conclusion

Overdll, | feel this thesis project was a success. | was able to read and learn
about current issues surrounding communities and games, and make my own
conclusions H‘lrough my research with PiH‘sburgh urban residents. | used the
reqdings, research Findings, and my own intuition to clesign and imp|emen+
various games within a specific context and | u|’rimo’re|y discovered many
insighfs about what types of considerations are important to I(eep in mind. Most
imporfonﬂy, | syni‘hesized these insigh’rs and | Jrru|y hope that these insighi‘s

can inspire and empower future designers to deve|op and discover more about

similar neighborhood-bqsed installations.
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