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Alternate Reality Game (ARG)

Interactive narrative
Comprehensive for all platforms- und media, 

seamless
Timebased, live

transmedia storytelling -> curated, but open narrativ
Without boundaries between fiktion and reality

Immersive
Based on events- and experiences

User interaction, participatory



Participatory storytelling - ARG

Quelle: Robert Pratten, Participatory Storytelling 2012

Social Network

Narrative Game
characters
story, plot
events
hints

reward
levels
collaboration
cooperation

partizipation
communication



What makes an ARG?



Objectives of the game

• Examining transmedia storytelling in children's media

• Enhancing media literacy and learning trough gaming

• Promote collective intelligence and social integration

• Raise awareness of cyberbullying, identity theft and digital footprints in social networks

• Foster positive engagement

• Play a Gender-sensitive Game

• Most importantly: MAKING LEARNING FUN



Transmedia storytelling



Call: Penelope auf Reisen



Contribution: Rent a Pig/Penelope auf Reisen

Bilder: Mario Ingerle



Exposition: Penelope shows her ordinary world



12



Day 1
(Call: Penelope auf Reisen)

duration: flexibel

Day 2
(digital scavenger hunt)

duration: ax. 5 h

Day 3
(digital scavenger hunt)

duration: ax. 4 h

Game units in days and duration/day



Day 2
(digital scavenger hunt)

duration: ax. 5 h

Game units day 2



Where is Penelope? I



Where is Penelope? II



Mype-Call with Mrs. Leitner





Communication with the kids from the block 



Searching for hints



Coded massages
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Creating VR-cardboards to collect hints

Bildquelle: http://medienundbildung.com

Bild: Jakob Gramm

http://medienundbildung.com/mein-guckkasten/die-idee/


Hints and puzzles



Creating immersive environments for VR



Demo: VR rooms



Build Cardboard VR app in Unity

Polycount bathroom: 12.579 Polycount triplets: 23.514 



Lessons learned (VR)

• Know the limits of Cardboard VR 

• Model intentionally (proper scaling, low-poly, remove geometry where it is not seen)

• Avoid high-frequency details add details via textures, use normal maps to increase detail

• Simplify your meshes as much as possible

• Assemble an object with many items to a single mesh and create one texture for it

• NO overlaping UVs (generates artefacts and issues when baking lightmaps in Unity)

• Separate objects can share a single lightmap (provided that none of their UVs overlap)

• Highlight interactive objects for better usability (glow)

• Use .WAV audio format instead of .mp3, small file size (loops)

• Omit all details that won‘t be seen on a cell phone screen

• Test early and often



360° video production



Storytelling with 360° Video



Lessons learned (360° video)

• Know the specs and limits of gopro 4 

• Protect the camera from overheating

• Test everything in every possible situation to find the perfect setup (rig, software, templates, time, ...)

• A large room and enough space between moving parts and the camera is required

• Rehearse, otherwise batterie life and storage will kill your shoot

• Don‘t underestimate the rendertime of stitching software

• Collect data, compositing is a lot easier with data like focal lengh and distances

• Be aware of the small screens of mobile phones

• Audio is crucial for 360° orientation, it‘s easy to record, but difficult to reproduce in stereo

• Test early and often



combine and work together  ISBN-puzzle



save Penelope‘s blog



collect evidence – who is the suspect

?



Day 3
(digital scavenger hunt)

duration: ax. 4 h

Game units day 3



investigate the caretakers alibi





Use the right passcode



make a role-change in Live Chat





discover the secret hideout with a map



and save Penelope ...







ARG Development Team:
Prof.-FH Mag. Rosa von Suess, PhD (Lead)
Dipl.-Ing. Jennifer Biechele, BA (Hons); Dipl.-Ing. Kerstin Blumenstein,BSc; 
Dipl.-Ing. Thomas Ederer, BSc; FH-Prof. Dipl.-Ing. Dr. Grischa Schmiedl; 
Dipl.-Ing. Georg Kuntner, BSc; Harald Prochaska, MA; 
FH-Prof. Dr. Andreas Gebesmair, Austrian Institute of Media Economy (Project Lead TraEx)

Student Production Teams:
VR & Postproduction: Florian Dolzer, BSc; Marina Kempf, BSc; Paul Kogler, BSc; 
Alexander Schlager, BSc;
360° Video: Katharina Kapfinger, Esther Kudlik, Johannes Traun
Copy, Webdesign, Audio: Stefanie Schindler, Kerstin Stiegler, Simon Plöchl

More information: 
traex.fhstp.ac.at
ctvlab.fhstp.ac.at

https://traex.fhstp.ac.at/
https://ctvlab.fhstp.ac.at/

