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ALTERNATE REALITY GAME 
(ARG) 

ARCANE GALLERY OF GADGETRY 



Alternate Reality games 



AN ARG IS… 

1 Wikipedia, http://en.wikipedia.org/wiki/Alternate_reality_game 



ARGS and new literacies 



Real or Imaginary? 
(TINAG vs TIAG) 

Tools/Technologies 

ARG DESIGN ISSUES 
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DESIGn challenge  



DESIGN CASE: 
 ARCANE GALLERY OF GADGETRY 

1836  

1861  

1877 

2010 

2010 
1877 

1727  
1853 

1745  

1764? 

1854  

2011 

2011 
American 
Philosophical 
Society 



DESIGN CASE: AGOG 
 SEASON “1” INITIAL RESULTS 

 Survey responses 
•  How real it felt 
•  The fact that I was saving history 
•  That I actually got into it and had fun 
•  The teamwork that was needed to solve it 
•  How serious everyone took the process 
•  It keeps you thinking 
•  How intricate it was 
•  I felt like a detective / spy!! 



Research Context 



ARG DESIGN IMPLICATIONS 
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