Park Walk Tech Specifications: Introduction

Background:

Park Walk is a social and environmental mapping project, engaging aspects of trail orientation and activities, bio-regional mapping, Over time, and with the addition of community members and visitors own experiences of Park Walk, it will become a community mapping experience, with the associated website holding narrative layers that relate how people associate meaning with place, and with a particular place, such as the Spring Creek Trail in Toronto’s High Park, or the Hoodoos Trail in Banff. 

- This process will show us what people are really interested in documenting, on the trail and in the surrounding landscape.

- It will also show what social activities are people interested in engaging in while on an outdoor wilderness or urban park walk.

- This experience could be a way of involving the visitor and the local community into a mapping of the local landscape over time.

- This data could then be analysed to explore and discover the personal experiences that create a deeper, richer experience of the local landscape.

The design for the Park Walk experience is scaleable and can be designed to relate to a particular chosen site. In this instance, Spring Creek Trail is standing in for testing purposes for the Hoodoos Trail in Banff National Park. 

Before the Park Walk:

Park Walkers would visit the Parks Office to find out about the Park Walk experience. They would be given a brief explanation of the Park Walk Activities by the Park Warden. They would be shown to a dedicated kiosk (can be used by more than one person ie a group) where they would register and sign into the website. They then pick up their phones loaded with the application from the Park Warden.  They then view a short video demo of the experience, and the potential activities they will participate in. They would be shown the website to give them an idea of the possibilities of capturing and uploading their own images, video and audio and how this content would then be uploaded and added to the various nodes on the site. In this way, participants would be creating layers of information and narrative that would describe the sites along the trail, and map changes to the sites and the trail over time. They would also be shown a sample Park Walk album and template which they can use if they would like to create their own personal album of the experience, after their Park Walk.

After the Park Walk:

Park Walkers would return to the Parks Office and visit the dedicated computer kiosks. There they would sign in again and proceed to upload the images, recordings, video from their phones to their personal folder. They would then return their phones to the Park Warden. Participants may choose to create a personal album of their Park Walk, which can be saved and stored on the website. Much like a flickr pool, this album could then be accessed on-line by the participant via their login, to edit, download, print or send to a friend. 

Notes: 

The intention is that each of the themes should be built out to include 6 nodes for an entire themed experience on the Park Walk. The individual nodes identified in this tech spec would be expanded to fit the walk, so that participants can choose the theme that they gravitate towards, or change themes during the walk. This would ensure a re-playable game experience, that would suit many sorts of users of different ages, with different interests, in groups, pairs or on solo walks. Having said that, if the participant wishes to experience a different theme at each node of the Park Walk that would also be possible.

Park Walk Tech Spec: Node 1

	PHYSICAL
(INPUT)
	USER
INTERFACE
	RESPONSE
(OUTPUT)
	NARRATIVE
DETAILS

	
Step 1

Player enters the trail and steps into  Node 1 GPS zone (15 m diameter)

(‘Trail Entrance’)


	Phone vibrates and plays audio alert  (traffic sounds crossfading into bird sounds) for 10 seconds, then stops

Audio File: parkwalk_hp_1_traffictobirds.wav

	


Player stops and turns attention
to phone screen
	Theme: Entrance / Introduction

	
Step 2

Immediately following Step 1
	
Phone displays introduction image for 10 seconds --  ‘Welcome to the Park Walk Experience’

Image File: parkwalk_hp_1_welcome.png

	
	

	
Step 3

Immediately following Step 2




	Phone plays Google Earth intro video for 6 seconds (Animation that begins with visual of Earth from space, and  zooming in gradually to an overhead image of the park)

Video File: parkwalk_hp_1_googleearth.avi
	
	



	
Step 4

Immediately following Step 3

	
Overlay full High Park map on screen, for 10 seconds


Image File:
parkwalk_hp_googlemap.png








	
	

	
Step 5

Immediately following Step 4
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Phone displays full map of Spring Creek Trail on screen, for 6 seconds

Image File:
parkwalk_hp_mainmap.png

	
	

	Step 6

Immediately following Step 5
	
Phone displays ‘LISTEN’ image prompt, for 5 seconds.

Image File: parkwalk_hp_listen.png

	
Player holds phone up to his/her ear
	

	
Step 7

Immediately following Step 6


	
Phone plays audio instructions --
’Welcome to the Spring Creek Trail experience’

	
Player listens to audio message
	
Content of audio message:

Brief background introduction to the park.

- Explanation of the 6 points that you will visit on the trail and the various activities that will be offered for interaction ie taking photos; recording ambient sound and your own voice over audio; recording video

- information on how to use the default map screen and how to access the activity screen and how to browse and choose activities. “You will be able to upload and share your experiences of the Park Walk when you get home by visiting the website and uploading the experiences you have captured; add to the layers that other walkers have posted to the website with your pictures, audio and video, and create your own personal album of your park walk experience.


	
Step 8

Immediately following Step 7


	
Start The Park Walk:

Phone displays intro image (photo)
on screen, for 10 seconds

Image File: parkwalk_hp_1_intro.png

	
	


	
Step 9

Immediately following Step 8
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Show default main map
(stays on-screen until Node 2 is entered)

Image File:
parkwalk_hp_mainmap.png

	
	






Park Walk Tech Spec: Node 2 

	PHYSICAL
(INPUT)
	USER
INTERFACE
	RESPONSE
(OUTPUT)
	NARRATIVE
DETAILS

	
Step 1

Player steps into Node 2 
GPS zone (15 m diameter)

(‘Crickets at the Crossroads’)


	Phone plays Node entry events:

1. Phone vibrates and plays cricket sounds audio alert  for 10 seconds, then stops

Audio File: parkwalk_hp_2_crickets.wav




[image: image3.jpg]





Phone displays image for 10 seconds --  zoomed-in map view of Node 2 zone

Image File: parkwalk_hp_2_map.png








	
	
Theme: Fauna

	
Step 2

Immediately following Step 1




	Phone plays video orientation file
(log video panorama), for 10 seconds

Video File: parkwalk_hp_2_log.avi

	
	
A panoramic video (akin to Quicktime VR) is played to help orient the player towards a large log residing in the GPS zone,  which the player will be invited to sit upon in Step 6.

	
Step 3

Immediately following Step 3


	
Phone displays ‘LISTEN’ image prompt, for 5 seconds.

Image File: parkwalk_hp_listen.png




	
Player holds phone up to his/her ear
	


	
Step 4

Immediately following Step 4


	
Activities menu appears on the 
phone screen, which remains 
active for entire duration that 
user is in Node 2


	
	
(see Activities Menu Tech Spec 
for full details on functionality)


	
Step 5

Immediately following Step 5
	Phone plays audio call to action file.

Audio file: parkwalk_hp_2_actioncall.wav

	
Player listens to audio message
	
Audio call to action content: 

”Sit down on the log, relax, close your eyes and listen to the sounds around you. 

Can you hear the crickets? If you want to know more about crickets go to info? on your Flora & Fauna menu.

You might like to record what you hear.  If so scroll through the activities menu and select the ‘recorder’.” 



	
Condition:

If player clicks Flora & Fauna option on Activities Menu



	

Phone shows Flora & Fauna menu 
on-screen


	
	See Flora & Fauna Tech Spec documents for a set of possible user interactions.


	
Step 7:

Player leaves Node 2
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Show default main map (stays on-screen until Node 2 is entered)
Image File: parkwalk_hp_mainmap.png


	
	


Park Walk Tech Spec: Node 3 

	PHYSICAL
(INPUT)
	USER
INTERFACE
	RESPONSE
(OUTPUT)
	NARRATIVE
DETAILS

	
Step 1

Player steps into Node 3 
GPS zone (15 m diameter)

(‘Inner City Sculpture’)


	Phone plays Node entry events:

1. Phone vibrates and plays audio alert (short musical aboriginal instrumental or chant) for 10 seconds, then stops

Audio File: parkwalk_hp_3_chant.wav


2. 
[image: image5.jpg]




Phone displays image for 
10 seconds --  zoomed-in map view of Node 3 zone

Image File: parkwalk_hp_3_map.png






	
	
Theme: Aboriginal Culture

	
Step 2

Immediately following Step 1




	Phone plays image orientation file
(photo of sculpture), for 10 seconds

Video File: parkwalk_hp_3_innercity.png


	
	
Shows a photo of the ‘Inner City Sculpture’ residing in the GPS zone is shown, to help orient the player directionally in his/her environment

	
Step 3

Immediately following Step 3


	
Phone displays ‘LISTEN’ image prompt, for 5 seconds.

Image File: parkwalk_hp_listen.png




	
Player holds phone up to his/her ear
	


	
Step 4

Immediately following Step 4


	
Activities menu appears on the 
phone screen, which remains 
active for entire duration that 
user is in Node 3.



	
	
(see Activities Menu Tech Spec 
for full details on functionality)

	
Step 5

Immediately following Step 5
	Phone plays audio call to action file.

Audio file: parkwalk_hp_3_actioncall.wav

	
Player listens to audio message
	
Audio call to action content: 

Tells a short story of the aboriginal myth of the inukshuk sculpture. 

”You might like to document the inukshuk by taking a photo, or build your own inukshuk using the rocks nearby. If you do, take a picture.” 



	
Condition:

If player clicks on activity menu, and 
then the camera option,  
with the intention of taking a photo:
	


Phone displays the camera 
viewfinder screen 







	
	

See ‘Activities Menu Tech Spec:
Condition - Camera Option Clicked’
for detailed set of possible user interactions.

	
Step 6:

Player leaves Node 3
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Show default main map
(stays on-screen until another Node 4 is entered)


	
	

	
	
	
	


Park Walk Tech Spec: Node 4 


	PHYSICAL
(INPUT)
	USER
INTERFACE
	RESPONSE
(OUTPUT)
	NARRATIVE
DETAILS

	
Step 1

Player steps into Node 4 
GPS zone (15 m diameter)

(‘Orange Sculpture’)


	Phone plays Node entry events:

1. Phone vibrates and plays audio alert ( horse hooves )  for 10seconds, then stops

Audio File: parkwalk_hp_4_hooves.wav


2. 
[image: image7.jpg]




Phone displays image for 
10 seconds --  zoomed-in map view of Node 4 zone

Image File: parkwalk_hp_4_map.png




	
	
Themes: Culture / History

	
Step 2

Immediately following Step 1




	Phone displays image orientation file
(image of orange sculpture), for 10 seconds

Image File: parkwalk_hp_4_orange.avi


	
	
Shows a panoramic series of photos of the ‘Orange sculpture’ residing in the GPS zone is shown,
to help orient the player directionally in his/her environment

	
Step 3

Immediately following Step 2

	
Phone displays image – artist’s rendering of the historical view from that point 100 years ago – for 10 seconds


Image File: parkwalk_hp_4_historicalview.png



	
	

	
Step 4

Immediately following Step 3


	
Phone displays ‘LISTEN’ image prompt, for 3 seconds.

Image File: parkwalk_hp_listen.png
	
Player holds phone up to his/her ear
	


	
Step 5

Immediately following Step 4


	
Activities menu appears on the 
phone screen, which remains 
active for entire duration that 
user is in Node 4.



	
	
(see Activities Menu Tech Spec 
for full details on functionality)

	
Step 6

Immediately following Step 5
	Phone plays audio call to action file.

Audio file: parkwalk_hp_4_actioncall.wav

	
Player listens to audio message
	
Audio call to action content: 

Tells a short story of the historical significance and what sort of activities might have taken place and what it may have looked like here 100 years ago. 


“Do you want to know more about the history of the Park? Go to the activities screen and select ‘info?’


You might like to record a short story about your own history. You can add and upload your story to the website and become a part of the history of the Park, when you get back home.” 







	
Step 7

Player leaves Node 4
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Show default main map
(stays on-screen until Node 5 is entered)

	
	








Park Walk Tech Spec: Node 5


	PHYSICAL
(INPUT)
	USER
INTERFACE
	RESPONSE
(OUTPUT)
	NARRATIVE
DETAILS

	
Step 1

Player steps into Node 5 
GPS zone (15 m diameter)

(‘Crossroads with Hard Ground,
 Dogs coming from Dog Hill’)


	Phone plays Node entry events:

1. Phone vibrates and plays audio alert ( dogs barking )  for 10 seconds, then stops

Audio File: parkwalk_hp_5_dogs.wav


2. 
[image: image9.jpg]




Phone displays image for 
10 seconds --  zoomed-in map view of Node 5 zone

Image File: parkwalk_hp_5_map.png








	

	
Theme: Park recreational activities, information & natural fauna (animals in the park) for kids & big kids

	
Step 2

Immediately following Step 1




	Phone displays video orientation file
(video of various dogs), for 10 seconds

Image File: parkwalk_hp_5_dogs.avi






	
	
A video of the various dogs running around is shown, to set the mood 
for the node activities (e.g. dog ‘counting’ or ‘zapping’) counting dogs on the trail. Could be used for tallies of any of the animals on the Flora & Fauna menu. animal tallies). 


	
Step 3

Immediately following Step 2





	
Phone displays ‘LISTEN’ image prompt, for 5 seconds.

Image File: parkwalk_hp_listen.png
	
Player holds phone up to his/her ear
	


	
Step 4

Immediately following Step 3


	
Activities menu appears on the 
phone screen, which remains 
active for entire duration that 
user is in Node 5


	
	
(see Activities Menu Tech Spec 
for full details on functionality)


	
Step 5

Immediately following Step 4
	Phone plays audio call to action file.

Audio file: parkwalk_hp_5_actioncall.wav

	
Player listens to audio message
	
Audio call to action content: 

”This park is a great place for walking your dog. Parts of the Park allow dogs to be off their leads. 

Have you seen dogs/animals along the trail? You might like to take some pictures of different dogs that you see, to upload to the website when you get home. 

Keep a count how many animals you see along the trail: by using the animals screen you can scroll to select the animals you see.”

“You can take pictures of the animals for your album and upload them to the website when you get home. Keep track of how many different sorts of animals that you see along the trail by selecting the animal on the animals menu and then counting the animal by pressing the joystick button – this will automatically create a tally”


	
Condition:

Player clicks on the camera option in the  activities menu to take a picture 



	

Phone displays camera viewfinder 
interface



	
	

See Activities Menu Tech Spec: Condition: Condition Camera Option Clicked for detailed set of possible user interactions.




	
Condition:

Player clicks on the flora & fauna option in the activities menu to tally
animal sightings
 

	

Phone displays Flora & Fauna category menu

	
	See Flora & Fauna Spec for detailed 
set of interactions.

	
Step 7
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Show default main map
(stays on-screen until Node 6 is entered)

	
	


Park Walk Tech Spec: Node 6


	PHYSICAL
(INPUT)
	USER
INTERFACE
	RESPONSE
(OUTPUT)
	NARRATIVE
DETAILS

	
Step 1

Player steps into Node 6 
GPS zone (15 m diameter)

(‘Allotment Gardens’)


	Phone plays Node entry events:

1. Phone vibrates and plays audio alert ( bees buzzing )  for 10 seconds, then stops

Audio File: parkwalk_hp_6_bees.wav


2. 
[image: image11.jpg]




Phone displays image for 
10 seconds --  zoomed-in map view of Node 6 zone

Image File: parkwalk_hp_6_map.png









	
	
Node Theme: Flora 
(identification of species) 



	
Step 2

Immediately following Step 1




	Phone displays slide show Panorama orientation file (image slideshow of the gardens), for 10 seconds

Image File: parkwalk_hp_6_gardens.avi




	
	



	
Step 3

Immediately following Step 2





	
Phone displays ‘LISTEN’ image prompt, for 5 seconds.

Image File: parkwalk_hp_listen.png
	
Player holds phone up to his/her ear
	


	
Step 4

Immediately following Step 3


	
Activities menu appears on the 
phone screen, which remains 
active for entire duration that 
user is in Node 6
	
	
(see Activities Menu Tech Spec 
for full details on functionality)


	
Step 5

Immediately following Step 4
	Phone plays audio call to action file.

Audio file: parkwalk_hp_6_actioncall.wav

	
Player listens to audio message
	
Identify and find out about the plants and trees in the Park game:

Audio call to action: “This park is a great place to find out more about the indigenous plants and trees of this region. Try to identify the plants and trees that you see along the trail. You can find out about the plants and trees that you can identify along the trail: by using the plants & trees screen you can scroll to select the plants and trees that you see. To find out more select the picture of the species that you have identified.” 

“You might like to take some pictures of different plants and trees that you see, to upload to the website when you get home. By doing this you will help us to identify species in the park and you can add to the plants and trees gallery on the website. You can also take pictures of the plants and trees for your own album and upload them to the website when you get back home”.



	
Condition:

Player clicks on the camera option in the  activities menu to take a picture 

	

Phone displays camera viewfinder 
interface

	
	

See Activities Menu Tech Spec: Condition: Condition Camera Option Clicked for detailed set of possible user interactions.


	
Condition:

Player clicks on the flora & fauna option in the activities menu to tally
animal sightings

	

Phone displays Flora & Fauna category menu
(see Flora & Fauna Spec for detailed 
set of interactions
	
	

See Flora & Fauna menu for detailed set of possible user interactions.


Park Walk Tech Spec: Post-Game File Upload 


	PHYSICAL
(INPUT)
	USER
INTERFACE
	RESPONSE
(OUTPUT)
	NARRATIVE
DETAILS

	Step 1:

Player finishes game (completes Node 6) and leaves trail.

	
Phone shows message 
inviting player to:

1. return to the Park Office, 
2. take a seat at a Park Walk kiosk.
3. upload files, and return the phone 



	
	




	
Step 2:


Player sits at a dedicated computer kiosk in the Park Office and starts a session

(Kiosk is Bluetooth-enabled to 
facilitate data transfer between 


	Web interface:
Show login screen for Park Walk website 

	



	

	
Step 3:



Player logs in to Park walk website

	


Web interface:
Show splash screen with information on phone-to-kiosk data upload process













	
	

	
Step 4:

Bluetooth connection is established 
between phone and kiosk




	


When a Bluetooth connection 
is established between phone and kiosk computer:


· Phone interface: 
an ‘upload’ button will appear on the phone screen.

· Web interface/ Kiosk:
will show message confirming 
connection between phone & kiosk

	
	

	
Step 5:

Player presses the ‘upload’ 
option. 
	


Phone Interface:
Shows ‘uploading data’ 
message

Web Interface:
Shows ‘downloading/ receiving data’ 
message
	


All player files are uploaded to the Park walk web server, using 
Bluetooth-enabled kiosk as an 
intermediary.

File formats:

images – jpg
video – mp4
audio – wav

On both Phone and Web Interface:
Notification message will display
if files are uploaded successfully,
and player is instructed to 
return the phone to the Park Office desk

	

	
Step 6:


Player returns phone to 
Park Office desk

	
	
Phone is prepared for the next 
player – all player files on storage card are erased (automated process)
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