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#geogames
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Geogame:
A game that uses technology 

to augment the real world.
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Check-in

• Announce a visit
• Game system

• Other players

• To friends

• Primarily a social mechanic

• Absorb real world into social graph
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Check-in is a brick 
and mortar “like 

button”
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Popular?
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Why are Check-ins 
Popular?

• World full of venues

• Venues are places people go socially

• Venues fit into people’s daily routine

• Promoting venues = business model
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Themes Being 
Explored Today
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Parallel World
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Dokobots
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Tech & Design 
Challenges
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The World is Massive
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1/3 the area of Austin

The World is Massive
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The Biggest “MMO”

• How to create enough content for earth?

• Launch in limited locales

• Directory of venue data

• Instanced games

• Generated Content
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196M sq mi
240 vobs per sq mi
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196M sq mi
240 vobs per sq mi

=
47,040,000,000

DB records
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Uneven Population 
Density

• How to engage players everywhere?

• Single player activities

• Launch in limited locales

• Instanced Games

• Generated Content

• Interact with players worldwide
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Network Reliability

• Mobile network is unreliable

• Worse as players move around

• Non-cellphone devices

• Design for failure

Saturday, March 12, 2011



Saturday, March 12, 2011



Saturday, March 12, 2011



Saturday, March 12, 2011



Saturday, March 12, 2011



Saturday, March 12, 2011



Saturday, March 12, 2011



Vobs in a Real World

Saturday, March 12, 2011



Vobs in a Real World

• Our goal is to create an overlap

Saturday, March 12, 2011



Vobs in a Real World

• Our goal is to create an overlap

• Suggest “physicality”

Saturday, March 12, 2011



Vobs in a Real World

• Our goal is to create an overlap

• Suggest “physicality”

• Virtual objects with real-world limitations

Saturday, March 12, 2011



Vobs in a Real World

• Our goal is to create an overlap

• Suggest “physicality”

• Virtual objects with real-world limitations

Saturday, March 12, 2011



Vobs in a Real World

• Our goal is to create an overlap

• Suggest “physicality”

• Virtual objects with real-world limitations

Saturday, March 12, 2011



Vobs in a Real World

• Our goal is to create an overlap

• Suggest “physicality”

• Virtual objects with real-world limitations

• Virtual objects that Interact with reality
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Unique 
Opportunities

• The World is Massive!

• User Retention

• Motivate people to explore their world

• Video Game that provides real experiences

• Engage players with their context
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Only Available at 
SXSW 2011!
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Follow @dokogeo 
to find us at 

SXSW
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Thanks!
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Q&A
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