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Triangler

1 Introduction

1.1  TNO and mobile interactive gaming

TNO has selected mobile interactive gaming as one of its research focus points in the
context of Ambient Networks and Intelligence. In order to acquire funding for this
subject, appealing game scenarios are needed as a basis. Triangler is a game concept
that could be developed to a game scenario for this purpose.

TNO will use Triangler and/or other game scenarios for

1. discussions with the Dutch creative industry to further develop the game scenarios.
For example Hogeschool der Kunsten (partner in the Center for Advanced Gaming
and Simulation, AGS) and the Game Developers Club of Universtity Utrecht.

2. acquisition of funding from the government and/or industry partner

3. basis to develop advanced communication, location, presence and augumented
reality technologies.

1.2 The IMG Awards (copied from imgawards.com)

The International Mobile Gaming Awards (IMGA), launched in 2004 is the leading
platform for Innovation in Mobile Entertainment worldwide.

Each year mobile gaming studios, individual developers, students and researchers are
challenged to come up with the most innovative concepts for tomorrow’s mobile games.
An international jury selects the 25 most appealing, original and creative ideas that
seem to be technically feasible.

Leading companies in Mobile Entertainment then provide resources to the 25 nominees
to enable them to finish their application on time (before January 2007). The IMGA
brings together Industry leaders and top talent in Mobile Entertainment and displays the
most innovative Mobile Entertainment Games and Applications to a broad worldwide
audience.
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2 Triangler (from the entry form)

2.1  Game Description (max. 150 words)

Triangler is a massive collaborative geometric outdoor mobile interactive game. Two
teams of 100 players play a two-hour match in a city or rural area.

The object of the game is to enclose enemy players with 2000-meter equilateral
triangles formed by you and your team buddies. Using advanced location-based and
presence services you can locate yourself, your team buddies and enemy players, learn
about the availability-for-making-a-new-Triangle status of your buddies and publish
your own status. Using advanced group voice and chat communications, you coordinate
the Triangle formation with your team buddies. The more enemy players your team’s
Triangles enclose the more points your team scores. The team that scores most points
wins.

The value and fun of the game is in the competitive collaboration. Strategic planning of
Triangler gathering points, tactical coordination of triplet formation and operational
sharing of communication tasks all help to enhance your team’s score

2.2 Target commercial release platform (device and/or carrier)

The target commercial release platform Java 2 Mobile Edition (J2ME). The game will
be played on mobile devices with J2ME, GPRS support for internet access and built-in
GPS or GPS access through Bluetooth.

2.3 Target marketing strategy and business model (max. 150 words)

Initially, the game will be marketed as a serious game to enhance team collaboration
and to train people’s multitasking skills in stressed situations. Our target audience is
disaster recovery teams, including emergency services, police, army, mayors, ministers
and secretaries of state. A secondary target audience is large corporations for whom
Triangler is mainly a large-scale team-building exercise. The initial business model will
be a single fee per played match. In future, we foresee scaling up to a downloadable
consumer-market game and other licensing models.
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Triangler

A massive collaborative geometric
outdoor mobile interactive game

Triangler: “form Triangles and enclose enemies”

Massive: a two-hour match between two 100-player teams
Collaborative: form 2000m equilateral Triangles with your buddies
Mobile interactive: advanced location and communication services
Game: the more enemies your team’s Triangles enclose the more
points your team scores. The team that scores most points wins.

Hey Yellow and
Red, let's make
a Triangle?

Green, Yellow, I'll
OIS EIEa, (72t run. | see we can

can you move a .
e bit south? SRS ENETER
: if we're fast
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Triangler: advanced location-based and sensor services

Locating ( [ ) yourself and buddies for Triangles, finding enemies
Presence ( 1) service to check the availability of your buddies

Heart rate sensors (9) to check the team'’s fatigue status
i WS
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Triangler: advanced group communication services

Parallel chat (=), voice (&) and image (&) communications
Group communications for co-ordinated Triangle formation
Follow the match live on TV (O) and internet ((3)

@Hey Blue, can you
move a bit east, and
Orange a bit north?

[=]Hey Yellow and
Red, let's make a
Triangle?

f Brown is busy
f Pink is available

[ | see six Grays
that we can enclose
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Triangler: simple rules

1. Your team scores points when you form a 2000 meter
equilateral Triangle with two of your team buddies. The score
is the number of enemies that your Triangle encloses

. You cannot make a Triangle with any of your buddies more
than once per game

. You cannot make a Triangle within 100 meters of any of your
previous Triangle points

(® The Colored

Team scores >100 meters_~ @
two points! () "/
\

Rule 3
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Triangler: enhancing group dynamics

e Large group collaboration to faster create more Triangles
* Operational sharing of (communication) tasks
» forming your own Triangles
» keeping track of potential hostile Triangles
» Strategic planning of Triangler gathering points
. Tactical coordination to create more Triangles

versus / \
/ \RWAN /\ VA AXYARYS
. Healthy outdoor social act|V|ty
* Keep moving (&)
* Make new friends
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Triangler: serious game for e.g. disaster recovery teams

Initial marketing focus: serious game
to enhance team collaboration and
to train people’s multitasking skills
in stressed situations
Target audience
Disaster recovery teams: emergency services, police, army,
mayors, ministers and secretaries of state
Large corporations: large-scale team-building exercise
Future: downloadable mobile consumer-market game
Business model
Initial: single fee per played match
Future: other licensing models
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Triangler: highly scalable

Triangler Park
300 meter Triangles
30 player-teams
1 hour for a game
Triangler Continent
1000 kilometer Triangles
10.000'’s of players
100 days for a game
Triangler Stellar
Making (scaled)
stellar constellations

Orion -—\w
Pleiades 4

Cassiopeia
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