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Appendix A

Examples of Flickr groups per

theme

All screenshots captured in May 2011.
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(a) group homepage (partial view)

(b) detail

Figure A.1: Gaming as secondary activity. Groups of various topics may play threaded games in their
message boards. Here the ‘Boxers And People Who Love Them’ group playing an instance of the ABC
game (group URL: http://www.flickr.com/groups/boxersandpeoplewholovethem/).
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(a) group homepage (partial view)

(b) detail

Figure A.2: Gaming as core activity. A number of groups are specifically created for the purpose
of playing games among their members. Here the ‘Flickr Games’ group maintaining a collection of
several known threaded games (group URL: http://www.flickr.com/groups/flickrgames/).
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(a) group homepage (partial view)

(b) detail

Figure A.3: Gaming as core activity. Groups dedicated to gaming may maintain several threaded
games (cf. Figure A.2) or be dedicated to one type of game. Here the ‘The Game Of Photo Association’
group playing a single instance of a Photo association game in the pool of the group (group URL:
http://www.flickr.com/groups/gameofphotoassociation/).
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(a) group homepage (partial view)

Figure A.4: Gaming as contest. A number of groups are specifically created for the purpose of
conducting image challenges and contests. Here the ‘The Challenge Group Game’ group (group URL:
http://www.flickr.com/groups/the_challenge_group/).
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(a) group homepage (partial view)

(b) detail

Figure A.5: External gaming activity. Groups may engage in games or playful activities that are
photo-oriented but performed outside the Flickr system. Here the ‘London Flickr Scavenger Hunt’
(group URL: http://www.flickr.com/groups/london_flickr_scavenger_hunt).

118



Appendix B

Playtesting stories: Cards
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Figure B.1: Image cards as derived from research images provided by the participants.
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Figure B.1: Image cards as derived from research images provided by the participants (cnt.).
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Figure B.2: Utility cards with characters.

122



Figure B.3: Utility cards with opening lines.
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Figure B.4: Utility cards with closing lines.
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Figure B.5: Utility cards with common literary genres.
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B. PLAYTESTING STORIES: CARDS
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