POWER EXPLORER
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POWER EXPLORER

In the mobile phone game Po-
wer Explorer, the habitat of your
own “monster blob” is connected
in real time to your home's own
electricity usage. This means that
practically everything you do in
your home will create an echo in
the game world. When playing
the game the players have their
own "monster blob” alter ego. Tur-
ning on an electric appliance in
your home will cause nasty weed
to grow in the monster habitat
while turning something off, in
the same manner will produce flo-
wers. The size of the plants rela-
tes to the power consumed by the
appliance. To keep your monster

blob happy and healthy you need
to save electricity and turn off
as many devices you can. Excess
use of electricity will cause dark
clouds of CO2 in the sky to appear.
Low CO2 levels will also mean
that you monster will advance in
“The Pile”, a king of the castle like
feature, where you compete with
other players.

ENERGY METER

To be able to get realtime energy
data we developed a real time en-
ergy meter, connected to the fuse
box. It has the ability to read the
energy data four times per second
and send the information through
wlan to a router. The router pas-
ses the information to an internet
server that analyzes the data. The
mobile phone game connects th-
rough the mobile internet to the
internet serverand collect the data
needed for playing the game.

RESEARCH STUDY

User studies of Power Explorer
was made over a time period of
six days with 15 participants in
the age 12-14. After the game test
attitudes towards saving energy
had improved among the players.
Measurements on consumption
indicate average savings in the
range 6 — 20% for the weeks fol-
lowing the game. Ten weeks af-
ter the test the player group still
shows lower energy consumption
than a reference group of 20 hous-
es not participating in the test.

"I kind of told mom that she should turn off the
radio and other unnecessary things... and not
to do too much laundry”

One of the players

“We turned off the computer during nights,
before we were a bit sloppy in that regard. But
now it was like that... the computer were tur-
ned off and in fact it still is now as well, even
though it's over (the game)”

A mother to one of the players
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