In ethnically diverse neighbourhoods, people from
different cultural backgrounds often do not socialize
much with people outside their cultural circle. This
often leads to low social cohesion. To get people
to spend more time outside where they can meet
other people, PhD. student F. X. Fonseca started

developing Secrets of the South, a location-basec

mobile game where players solve challenges arounc
their neighbourhood. During this project, a narrative
and gameplay content were created to further

develop this game.

In Secrets of the South, players will form groups of
up to four people and will try to “conquer” parks
and other public spots around their neighbourhood
by completing a set of physical, social, and brain
challenges at those locations. By turning physica

spaces, infrastructure and strangers into integra

gameplay elements, players are playfully encouragec

to engage with their neighbourhood and interact

with its residents to create a more social and vibrant

public life.
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Fig. 1. Through exploratory research, we learned how migration could lead to low social cohesion. People
who move to a different country with different social norms and cultures often struggle to integrate. This
is especially difficult if they end up living in a neighbourhood with other fellow immigrants. They look for
comfort in people of similar culture, which often leads to alienation from other cultures, which in turn
leads to people not socializing or spending much time out in public. The silver lining is that the opposite is
also true. The more people spend time out in public socializing, the more inclined other people wll be to
do the same. With Secrets of the South, we want to encourage active participation from people in public
to foster social interactions.
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GREATING MOBILE GAME CHALLENGES TO FOSTER SOCIAL INTERAGTION
IN ETHNICALLY DIVERSE NEIGHBOURHOODS
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This treasure chest only

goes open by the sound of
high fives with Locals.

" Record 4 of these with

your Squad!
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Fig. 3. Some challenges will
encourage players to find people in
their surroundings to do short fun
interactions with like high fiving or
giving hand shakes! Other challenges
will have them looking for hidden
object in their surroundings, or
doing simple physical challenges like
jumping from benches.
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This treasure chest is kept

closed by a code, which is

| is the year in which MARY’S

| FUN CORNER was opened.

Ask for it, and the loot is
yours!
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Fig. 4. Other tasks will direct them
towards specific people like local
business owners to find information.
In the future, these stakeholders
could ask for (logistical) help from
players in the form of challenges,
and the players would get real-world
rewards like coupons or discounts.

Schilderswijk is home to many

~ secrets. On certain days, treasure

~ chests containing knowledge and
- goodies appear around parks and
 squares. Opening these chests is
: . tricky business

" tho. You will

need to form a

~ Squad and

puzzle out the

keys to opening these. Succeed,

" and claim the spot as your own. But

beware, other Squads will be
looking to claim these goodies too!

A team of TU DELFT Researchers has
developed a special device to guide
Adventurers to finding these
treasure chests: The EXPLR.
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Your EXPLR will help
you find new spots to

conquer and gather
sweet, sweet loot
while you're at it! It |

will also introduce
you to interesting
o locals and fellow
Adventurers, and will let you battle
other squads in neighbourhood
quizzes. Keep it with you at all
| times!

Fig. 2. Secrets of the South is primarily
aimed at teenagers aged 12 to 16.
The premise of the game is that of
adventure. Players should feel like
they are completing missions while
actively exploring their surroundings
with fellow adventurers. The game
will introduce players to cool new
spots they would otherwise never
have visited.

WHAT WAS THE FONT GOLOR OF
THE MARY’S FUN CORNER SIGN?
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Fig. 5. After completing all tasks
at a spot, teams will get a chance
to “conquer” a spot. They will get
timed questions that will test how
much attention they paid to their
surroundings  while  completing
challenges. The team that with the
highest score will be the conqueror
of that spot!
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