


The iPAQ in Figure 1 illustrates the game interface.  The 
graphical user interface (GUI) is split into three sections. Game 
status is shown on the top, with the  bars on the left showing the 
time remaining.  The lower half of the screen shows who is 
playing on the left and the options they have available, such as 
quitting and starting games, on the right.  Each sphere represents 
a player, with the owner of the device’s sphere emboldened and a 
tick appearing inside when a player completes the current stage.  
The name identifies the player whose turn it is now.  The large 
button was always used for navigating between screens, and the 
four other buttons each played one of the four sounds.  

Figure 1

The entertainment value of the game was both the challenge of 
solving the musical puzzle and the sophistication of the music. 
We had worked with a sound artist, Duncan Speakman,1 to 
develop the game and the quality of the musical experience was a 
key factor in peoples enjoyment of the game and was highly 
praised

““Nice sounds”; “liked the sounds”; “very advanced 
sounds”; “surprisingly good tunes”; “it was good, not 
gimmicky which I thought it might be”; “sounds were 
better than [I expected] and more diverse”; the music in 
the game suits the environment well, it's excellent”

The environmental noise, especially the music in the bar, did 
present a problem.  It was the second most common reason cited 
for rating the game’s suitability to the café/bar as lower than 
average.  A typical comment explained that you:
                                                            
1 http://www.kleindesign.co.uk

 “needed the volume up high just to hear over the sound 
of the bar, but could still hear the bar music so couldn't 
concentrate fully”

We reflect on this problem and its consequences for design later 
on in the paper.

2.2 Playing with others
In addition to the single player game Schminky offers users the 
chance to play in groups. Anybody can start a multi-player game 
by choosing “multi” from the start screen.  Following a warning 
pop-up, this sends a message to everyone not already playing, 
inviting them to join a game.  The ensuing computer-mediated 
dialogue determines the names of players who want to join the 
multi-player game and whose sounds are going to be used.  
Players take turns to identify the missing sound and everyone 
must complete the current stage before the game can progress to 
the next stage. When it is your turn the iPAQ will vibrate and so 
you don’t necessarily have to look at the screen whilst waiting 
for your turn.

Figure 2. Group play  

Data gathered shows that 74% of players played a group game 
and of these 48% played with strangers. Before Schminky was 
introduced we did not observe many occurrences of people 
talking across tables, people generally sat in friendship groups 
and talked to others at their own table. The game acted as a spur 
for people to walk over to different tables to find out who the 
other Schminky players were and so increased social interaction 
in the bar. 

The entertainment value in the group game came from its design 
flexibility which allowed players to bring their own goals to the 
group game. For example some players, who were interested in 
“winning” took a covert approach to group play and enjoyed 
being able to join groups and be the first to succeed. These 
players were less interested in social interaction and tended to 
keep their real identity concealed. 

Others used it as “a chat-up pulling tool” which “allowed you to 
meet strangers”. These players valued the way mobility allowed 
them to use Schminky as “a portable networking device”.  To 
them, the visibility of the portable computer and headphones was 
useful because it made other players easy to identify.  This 




