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Preface

This book frames Location-Based Mobile Games from a design perspective,
investigating the peculiar traits that make them compelling contemporary practices
and challenging fields of investigation.

Bridging the real and the digital into novel and unexpected hybrid worlds, these
games are emerging as powerful scenarios for exploratory processes and versatile
means of communication, in addition to be recognised means of entertainment.

Relying on an interdisciplinary theoretical background and empirical studies,
this book digs into Location-Based Mobile Games intertwining theoretical
assumptions and descriptions of their translation into practice. The authors look at
these games from different perspectives, exploring how they can impact on the way
we look at our surroundings, their influence on our social dimension, their ability to
translate a wide range of information into game experience and the negotiations
they activate by intertwining two realities. Each issue is addressed from a twofold
perspective: that of designers who craft the games and that of players who interpret
the choices of designers and take part to the game experience. In so doing, the book
covers the relationship between processes of designing and playing, investigating
games that communicate through meaningful interactions, shares perspectives as
forms of narratives and integrates physicality and surroundings in the play activity.

The reasoning advanced throughout the chapters is intended for researchers,
designers and entrepreneurs in the field, since the book provides a novel perspective
on Locations-Based Mobile Games, aims at affecting designers’ awareness about
issues often neglected and suggests interpretations and practices of use that can
impact on the way commercial games are designed. Addressing this specific field of
research, it provides a thoughtful perspective that adds experience-based knowledge
to the current literature on Locations-Based Mobile Games. We propose a novel
approach regarding the role of LBMGs in fostering informal situated learning and
in favouring social engagement. Furthermore, we reflect on these games as per-
suasive media, with a significant narrative dimension, as well as on the function that
physical objects can play within game experiences in hybrid spaces.
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From a design perspective, stressing in particular the relationship between theory
and practice, we invite game designers to reflect on the implications of its design
choices in terms of game experience and transferring of meanings.

In conclusion, considering the entrepreneurs in the field, the book may be a
source of suggestions, interpretations and practices of use that can be inspiration for
proposing front-end solutions. Exploring game design features and techniques,
tools and methods, it may support game production and development. In so doing,
it can impact on the way commercial games are both designed and employed.

Milan, Italy Davide Spallazzo
Ilaria Mariani
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