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New PLaydecks for Location Based Services reports on a project grounded 
research in the field of designing Human Centred Location Based Services.  
It examines the question whether and how the increasing number of ser-
vices which are dealing with our personal location is changing the way 
we approach and interact with these places. The aim of this research is to 
provide a sequence of methods embraced by a theoretical framework which 
deals with  the design of LBS. At the core stands the case study SnowSense, 
a Location Based Service for backcountry skiers developed together with the 
WSL Institute for Snow and Avalanche Research SLF and the Section Davos 
of the Swiss Alpine Club SAC. The preliminary studies and the work on this 
project contributed the necessary expertise and knowledge to deliver the 
methodological approach discussed in the second part of the present text.

The first part instead outlines both the historical and technological 
development of LBS. Further it sets out to define a new concept of interac-
tion and play: Handlungsspielraum. This concept rose from the question 
why during our SnowSense test event the feedback of our skiers was much 
higher than expected and of a playful nature. By sending back a large num-
ber of photographs and messages it seemed that the LBS which was initially 
designed for sharing information about snow and weather conditions 
inspired them to turn their experience in some sort of ‘social game’, know-
ing that other people would see their pictures and messages. This playful 
interaction came as a surprise and showed that despite our human centred 
approach and a series of participatory methods, the actual use or ‘interpre-
tation’ of our user’s went even beyond what has been planned.

This experience led to the decision to further investigate the unexpected 
way our users interpreted the application and also find out more about the 
motivations for the behaviour in this specific case. Further the question was 
how to integrate the potential which lies in the ‘unintended’ interpretations 
of our  products into the design process and which would be appropriate 
ways to ‘invite’ our users to make use of it. Result of this specific research 
is the first definition of the concept Handlungsspielraum which describes a 
conceptual space where the user’s playful interactions unfold. It is outlined 
by six corner points – Exploration, Performance, Momentary, Continuous, 
Constraints and Freedom  – at it’s centre stands the place the user’s play 
develops: the playdeck. 

 

Abstract



iii

Table of Contents 

Introduction

Part One Spannungsraum
 Spannungsräume

Chapter 1 Orientierungsraum
1 Is Orientation becoming a game?
 1.1 From ballistic rocket control to the local weather forecast
 1.2 How LBS evolve towards dynamic networks
 1.3 Tensions between privacy and visibility
 1.4 Beyond location –places and mental maps

Chapter 2 Handlungsspielraum
2 Handlungsspielraum, a new concept of play
 2.1 Handlungsspielraum versus Gamification
 2.2 Handlungsspielraum versus Affordances
 2.3 How to classify Handlungsspielraum within 
    the area of games and play?
 2.4 Exploration within Handlungsspielraum
 2.5 Performance within Handlungsspielraum
 2.6 Handlungsspielraum – towards a definition

Chapter 3 Arbeitsraum
3 Arbeitsraum
 3.1 Research through Design
 3.2 From social relevances to design issues
 3.3 The good thing about projects are surprises

2

6
7

10
12
13
15
19
22

26
28
31
33
35

40
48
60

68
70
71
74
78



iv

Part Two - Laying the Track
 Introduction to Part two
 Methodology

Chapter 4 People & Suppliers
 4.1 How to acquire knowledge about the people we design for
 4.2 Because there is always a ‘real problem’ behind
 4.3 Why do we need to abstract people?
 4.4 Sources of information and sensitive information
 4.5 Why it is important to find the right tone
 4.6 How people’s acceptance and consent affect the design process
 4.7 Suppliers – the one’s who provide
 4.8 Suppliers in the ‘post launch phase’

Chapter 5 Processes & Systems
 5.1 Observing the user’s Process
 5.2 Mapping the user’s Process
 5.3 Identifying follow–up proccesses
 5.4 Systems –the work ‘behind’
 5.5 Different users need different depths of information
 5.6 Analysing the information flow
 5.7 Coordinating systems after the launch

Chapter 6 Places & Sites
 6.1 Experiences under real conditions
 6.2 Why field work is so important
 6.3 Linking up LBS with the real place
 6.4 Testing and evaluating LBS
 6.5 The sites where the user accesses the LBS
 6.6 Different ways to navigate digital contents
 6.7 Interface design under extreme conditions
 6.8 Keeping the LBS updated

82
84
90

94
96
98
103
108
111
113
115
118

120
122
124
130
132
134
138
142

144
146
148
152
155
156
158
163
168



v

Chapter 7 Play
 7.1 Handlungsspielraum – an attitude towards the user
 7.2 How the Swiss alps became a playdeck
 7.3 How users can explore or perform our LBS
 7.4 Single touchpoints or a permanent involvement?
 7.5 Finding the sweetspot between constraints and freedom
 7.6 New Playdecks for Location Based Services

Conclusion

Bibliography

List of Figures

Appendix

170
172
174
176
179
181
183

186

190

196

199


