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 Abstract 
The twenty-first century city-street has become a space 
saturated with mobile technology and ever documenting 
digital cameras. The boundaries between play and 
surveillance is being blurred everyday as these images are 
being uploaded to expanding databases of sharable 
content.  

Chaser is an urban game that use bicycles, cameras, 
mobile technology and location aware images.  The project 
has investigated the possibilities of public, photographic 
documentation in public space. This paper explains the 
ideas driving the concept Chaser, the thoughts behind 
them and serves as documentation of a semester of 
research. 
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This is Chaser 
Chaser is a competitive, urban-, hunting-game that 
uses the service of city-bicycles as infrastructure and 
relies on the mobile phone as a sensory device. It is 
also an investigation into interactions in public space 
and location-aware media. 

In fact, Chaser is an explorative research put in 
function, not a finished, commercial-able service. Or, 
one may argue that it is merely an adaptor that 
connects a mobile phone to a bicycle, and in that act 
giving the bicycle ability to sense, and to network. In all 
those respects, Chaser is the result of investigating 
possibilities rather than problems. The concept Chaser 
arouse from the possibilities a network of distributed, 
uniform fleet of bicycles provides, and the possibility of 
abundant mobile computing. Disrupting a service for 
daily commuting, Chaser expends a desire for play in 
everyday life.  

This paper explains the ideas driving the concept 
Chaser, the thoughts behind them and serves as 
documentation of a semester of research. The first part 
will explain the concept in detail, and the second part 
talks about the research and its findings. 

In its very broadest context, the project has researched 
interfaces in the outdoor, public domain, and looked at 
several projects that use loction-awareness and digital 
annotation as means. Although it is placed in the 
landscape of urban- or pervasive-games, there has 
been no more than shallow investigations into different 
game-strategies, -functions and –mechanisms. The 
projects starting point was a general design brief that 

asks: “What information, applications and services can 
be usefully tied to specific places or situations?”1 

Chaser: the game 
 

Figure 1An illustration showing two bicyclists engaged in the 

game 

Chaser has a game-structure were competition is 
individual or in teams, on a game-play based on 
trophy-hunt. This leaves the game to have many 
different narratives and organizations such as 
pursuit/catch, collecting/scavenging, stalking/exploring 
or surveillance. These games may be simple in terms of 
rules, but have a complex structure of components: 

• There is a web-end application that is used to 
set up-, notify about-, and organize the 

                                                   
1 The deignbrief is one of many coming out of the course “Touch” 

on the Oslo School of Architecture- and Design in Norway,  
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games. This is where players meet and look at 
the game-play and their status. 

• This extends to a mobile phone application that 
record scores, monitor players and game-play. 
This is where the games are being initiated. 

• There are city-bikes. Clear Channel provides a 
bicycle-sharing service for a small annual fee. 
There are about 1200 bicycles and a hundred 
depots distributed within central Oslo, which 
are free to borrow for up to three hours, 
between 0600h and 2400h, for subscribers. 
The bicycles are picked up, and left at the 
depots of the subscriber’s convenience. The 
players get distinctive subscriptions that offer 
an extended service. The game infrastructure 
is layered on another infrastructure. 

• Personal mobile phones are placed on the 
handlebar of the bicycles, and act as the tools 
for capturing trophies, positioning other 
players, keeping time and collecting points. 
The phone's computer controls the bicycle-
mounted interface, and the GSM unit positions 
the players by triangulation. 

• Trophies are images captured by the players 
themselves. Their purpose is as proof of 
incidents/points claimed by the players 
throughout the game. The images are stored 
on the player’s mobile phone until she decides 
to upload them or not. This way, the player can 
sensor her own content, and the amount of 
data uploaded is limited to what the user 

thinks she is capable of storing under one 
game. 

Moreover, Chaser assumes some future imperatives: 

• All mobile phones are equipped with camera, 
GSM-triangulation, network-connection, 
software. These work as sensors for the 
players. 

• Mobile phone adaptors have an open standard. 
This makes possible new hardware applications 
that can connect the phone to the bicycle. 

• Mobile phone operational system is open and 
reliable. This lets all users download ad hoc 
mobile-applications.i 

 
These are realistic technologies, but not widespread 
and reliable as of yet. 
 

Openness and availability 
Chaser is open. There are no set games, only two 
proposed game-structures, Chasers and Scavengers:  

• Chasers is a game were players battle each 
other, collecting points by shooting, or 
capturing the opponents image. 

• In Scavengers, players challenge- and compete 
against each other within a set time, to collect 
images from themes, categories, associations 
etc.  

 
The infrastructure is superimposed on a public service, 
which everyone can subscribe to. The components are 
either freely provided by the service-partner: bicycles, 
mobile adaptors, camera trigger, mobile application, - 
or abundant: today, everyone owns a mobile phone. 
(This is no assumption: in Norway 96 out of a hundred 
citizens have mobile subscription plans (The Norwegian 
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Post and telecommunications Authority)). The decision 
was made to expand the field of branded utility2, and 
make urban gaming available to everyone. It is also an 
attitude that may further promote bicycling in the city 
and discussions concerning this. By using the personal 
mobile phone as sensor-device, all decisions are put in 
the hands of the user: when she plays, with whom, 
how. The game’s open API lets the users set up the 
parameters for their own games, make the rules and 
the interaction between players and command-mode. 
This attitude towards open-endedness aspires to 
different use of the infrastructure: in scale, time and 
context.  

Beeps and buttons and blinking lights: 
Users enter Chaser through their city-bike subscription. 
They get designated subscription-cards and need to 
download Chaser’s application to their mobile phone. 
When opening the application, the player enters a 
game (figure 2). The mobile application will let her 
decide which game to play, put her in designated 
command-mode and inform her about the status of that 
specific game. She registers for a bicycle, and connects 
the phone to the mobile adaptor. She is networked, and 
ready to play. 

  

                                                   
2 Branded utility is a term coined by ad agency Anormal. It refers 

to public services that are provided freely from private 
companies, such as free internet in parks and in this case 
advertising financed bike-sharing. URL http//anormal.com 

Figure 2 The mobile phone application determines the players 

location 

The bike’s interface needs to be very simple: at high 
speed, outdoors sound and light is easily reduced by 
reflections and noise. Still the interface is a simple 
button, beeps and blinking lights. Depending on the 
game, the player will get different commands from 
these lights. Typically, for Chasers, they act as simple 
radar interface, showing whether there are other 
players around, and positioning them according to 
directions. In case of an incoming target, the blinking 
lights will show when targets are being locked-in-
position, and when the players are targeted. To shoot a 
target the players press the button on the bicycle 
handlebar and the camera makes a sound when 
triggered. The mobile phone gives feedback on the 
trophies validity. 

A point to talk about here is the triggering of the 
images. The interaction is simple: point your bicycle 
toward your target; press the camera button on your 
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handlebar until you get an auditive feedback (and 
repeatedly to get the right feedback). There are no 
immediate possibilities in looking at the images without 
disconnecting the mobile phone from the bicycle. 

For Scavengers the interface is a simple timer. The 
lights will blink in sequences according to time: the 
shorter the time to fulfill a given task - the more rapid 
the lights will blink. In both cases, prototype testing 
indicated that the camera works as a stress-factor and 
motivator, but that the accuracy and quality of the 
images were unimportant. However, the trophies 
worked well as actuators for conversation around the 
game, after it had ended. The game may end at a set 
time, or when the player decides.  When the bicycle is 
parked at a depot and the mobile phone is recovered, 
the player will get a screen with her game-statistics 
and points. At that time, she will decide to upload these 
or not. Again, prototype testing showed that when all 
game-stats and trophies are stored on the players’ own 
mobile phone they become more personal. Sharing and 
showing of these objects is another motivator to go 
online, post-game. The game statistics, trophies and 
user profiles are not locked to a social- network service. 
One is proposed, but the players are encouraged to 
make own applications with own purposes. 

Design and aesthetics 
The bicycles used in Chaser live in a rough 
environment. They need to be designed for robust 
handling in many different situations. The mobile phone 
adaptor is encased in a massive block of industry 
rubber. The material is at the same time robust enough 
for heavy handling, and flexible enough to fit different 
shaped phones. Another of character of the 
industrialized rubber is the variety of color it can be 

made in, thus making them possible to stand out in the 
overall color of the street. 

The button is big, bold and invites to use. It states 
playfulness. And of course, the size of the button 
corresponds also to use in high speed on busy streets. 
The button itself is chosen, not for refinement or fine-
tuned tactile feedback, but for its ruggedness. It is 
pressed or not, and you can feel that going a hundred 
miles per hour. 

By combining bicycles with technology, Chaser makes 
an appearance that is visually- and conceptually 
challenging/interesting. The decision to limit the Chaser 
to a third of the city-bike stable means that the 
affected bicycles stand out from the uniformed crowd, 
and thereby promotes themselves. 

The street is were the action is 
In a small way, Chaser is an encouragement to social 
engagement. More bicycles in the streets can only be a 
good thing. It will make people move, and strengthens 
their relationship with the communityii. Urban-play is 
another good thing. It enhances imagination, explores 
alternatives and creates tension. Chaser treats the 
players as owners of the street, not just obstacles  play 
invites players to form teams, maybe of friends or from 
neighborhoods. 

 

Research 
There have been three levels of prototyping throughout 
the project:  
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After establishing the concept of placing a camera on a 
bicycle, an explorative investigation looked at what kind 
of footage and images the camera would capture. The 
position of the camera was tested in several iterations 
(front mounted, sideways, backwards etc), and resulted 
in placing the camera on the handlebars. This way the 
control of the camera is a natural extension of riding 
the bicycle. Further, the footage was evaluated, and 
there was test were a substantial amount of the images 
taken with the bicycle were uploaded to an online, 
photo-sharing site 
(http://www.flickr.com/photos/26359173@N03/). 
However, the character and composition of the picture 
are of poor quality and in quantity, gave a general view 
of the city rather than detailed images from the street. 
The photo stream was therefore considered to be 
uninteresting, even when geo-tagged3, not of great 
value, standing on their own. Video footage was also 
tried out, and seemed to have more interesting 
qualities to it. However, there was an argument that to 
reduce the shaking of the camera would require a 
considerable effort in both hardware and software. 
There was also a consideration to the length and size of 
the video files. Restrictions would be needed. 

The second prototype tested the conceptual aspect of 
playing with bicycles. Participants in two workshops 
were invited to play in the area of St.Haugen in Oslo 
(figure 3). One game of “Chaser” and one game of 
“Scavenger”. In the first test, the participants used 
their own mobile phones as sensors, and the game 
went through three round, with an increasingly larger 

                                                   
3 Attaching a data-string to the image that can be read into 

digital map technology which in return can show were the 
picture was taken. 

arena to play on. The turned most enthusiastic on 
playing with an unlimited amount of space, were they 
could really use the street/landscape and the speed the 
bicycles can offer. 

 
Figure 3 The first test of game-play used random bicycles and 

mobile phones. The illustration shows the player on the right 

being “shoot” by the palyer on the left. 

However the means were simple and players few, so 
once they lost sight of each other, the game dissolved. 
Playing scavengers, the players expressed that there 
was another kind of satisfaction in solving the tasks 
that were given (shooting pictures of trolleys of all kind, 
people in distinct situations etc.). Scavenger challenges 
the ability to be creative were Chasers required 
physical strength. For the second workshop, the 
motivation to play Chaser failed. To few players made 
the game seemed silly and pointless. One player tried 
out playing Scavenger on a city-bike with a camera 
mounted on the front and a trigger button on the 
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handle bar. He would get text messages demanding 
new tasks on tightly timed intervals for 20 minutes, as 
to give a high level of stress. Again, the participant 
expressed enjoyment in being on the lookout for good 
solution while he was on the run.  

The third prototype was to test out the technical sides 
of the system. The first attempt was to make a mobile 
application that would trigger the camera on a mobile 
phone wirelessly via a Bluetooth connected button. 
While al the elements were developed and work 
separately, combining them turned to difficult, and the 
effort was given up after three days. The attempt 
showed the instability of today’s software: Different 
phones from the same producer behaved surprisingly 
different, seemingly at random. For instance would a 
simple, lower-level mobile phone from Sony Ericsson 
accept Bluetooth-serial communication while a higher 
level “smart phone” from Nokia was not able to 
communicate, event tough specifications showed 
differently. No understanding of mobile phone operative 
systems was heightened.  

Figure 4. The prototype mounted on a city bike. 

The second prototype was a cheap digital camera with 
a physically connected remote trigger placed on the 
handlebar of the bicycle. (Figure 4). Testing of this 
setup further stressed the importance of a simple and 
clear interface. At times, the camera failed in giving 
clear enough feedback on the validity of capturing an 
image, forcing the test to stop, and the setup to be 
checked. This simple setup was “vamped up” to look 
more spectacular than it really was. The reactions to 
the setup were as expected, curiosity about the 
relevance and the function. Comments from passers-by 
were positive to the idea, but skeptical to an 
implementation of the concept. 

 Again, the project was driven with a focus on 
investigation and exploration, rather than resulting in a 
commercial service, and there are certainly 
inconsistencies in the game structures that need to be 
developed.  
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Appendix 
 

 

• The initial exploration for Chaser used 
proprietary cameras, permanently placed on 
the bicycles. From this evolved three different 
conceptual directions: One was the bicycle as 
“Spime”4. This meaning that the 
bicycles/cameras were autonomous, taking 
pictures at will, uploading them to their own, 
proper web accounts and evolving with use 
over time. This direction treated the bicyclist as 
mere engines of drones cruising through the 
city. The second direction would use the view 
of the bicycle (the images from the bicycles) as 
narrative about the life of the city. The 
cameras would either be preprogrammed with 
certain parameters (place, time relevant 
position) to take pictures, or the bicyclist would 
take pictures at their own will (pictures of their 
friends, favorite places). This direction relied 
on the quality of the images, and the action 
would be focused around the visualization on 
the web-end. This direction spun up some 
further ideas around participatory surveillance. 
What if our daily reporting could be used for 
some civic action? What if bicyclist could sell 
traffic rapports on traffic offenders to the 
police? The third and last direction that was 
explored, and finalized was the bicycle/camera 
as a tool. As with the previous conceptual 
direction, the camera is triggered by the 
bicyclist herself. However, this direction does 
not consider a culture around the images 
themselves, but rather at the act of taking the 

                                                   
4 Bruce Sterlings idiom from “Making things talk”. He describes 

Spimes as objects that can be positioned precicely through 
space and time. Always networked and networking.  

image. This direction was perused exactly for 
those reasons. There was an interest to work 
with a project that considered the moment in 
the city, direct action and reaction. Chaser has 
aimed to making interactions that pull action 
and interventions from individuals.  The 
happening place rather than the happened 
place. 

 

• There has been many thoughts about the social 
theory of Charles Baudelaire and Walter 
Benjamin, and Situationist theory, especially 
that of Guy Debord throughout the project. The  
Situationist “derive” - or drifting through the 
city, and Baudeliars and Benjamins flâneur 
have influenced the project’s attitude towards 
how we interact in the public space. A heavy 
emphasis on these theories felt unnatural, but 
a significant inspiration is certainly there. The 
camera has become the very tool of the urban 
observer and is becoming abundant in the 
public space. We document and report from 
the streets every second and these images are 
becoming available through the use of the 
internet. They should be considered recourse of 
considerable value. 

 
• Players: An issue when designing a game that 

uses a public service, as infrastructure is the 
players. What happens to those who do not 
play? (And they are assumable the majority). 
There are unknowing players in all games. 
Bystanders and spectators have an influence, 
both the passive and the active. By considering 
the unknowing player a target, the games 
prolongs the dynamic of the game and at the 
same time affirm a relationship between the 
many users of the public service. 
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• However free, or liberating the car may be as 
means of transportation, the driver has no real 
relationship with the people or places he 
passes. In fact, studies in Germany showed 
that removing traffic lights and signs resulted 
in a decrease in accidents. This was because 
drivers were forced to make contact with the 
opposites eyes to interpret his next move. 
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