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Educational Alternate Reality Games at the SGI
Dan Hon, Co-Founder, Six to Start

Six to Start

We build and 
deliver passionate, 
engaged 
communities.
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How do we do that?

By being about 
storytelling and play.

Winner: SXSWi 2009 Innovation

Winner: SXSWi 2009 Best of Show

Six to Start for SGI
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We Tell Stories, Penguin, March 2008

Six to Start for SGI

We make new 
experiences for a 
connected world.
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Not TV, or music, 
or text, but 
something else.

A connected 
audience in time, 
space and media. 
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... and one inspired 
through great narrative 
and interactivity.

8-bit pixel art, East Village, New York
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We want to bring 
your world to life.

Story

Technology Art

Amazon Kindle
(eBooks)

Pixar, Paramount
(TV and film)

EA, Nintendo, 
Zynga

(Gaming)

ARGs
Six to Start
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We Tell Stories

Storytelling isn’t 
printed words on 
bound dead trees.
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We Tell Stories, Penguin, March 2008

Six to Start for SGI

QuickTime™ and a
H.264 decompressor

are needed to see this picture.

Six stories in six 
weeks in six 
different ways.

Six to Start for SGI
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We Tell Stories, Penguin, March 2008

Six to Start for SGI

We Tell Stories, Penguin, March 2008

Six to Start for SGI
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What we achieved

Demonstrated a new business 
line to Penguin

Brought Penguin authors to 
new audiences

Unexpected success in some 
audiences

Spooks: Code 9 - Liberty News
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Spooks: Code 9 - Liberty News, BBC THREE and Kudos

Six to Start for SGI

QuickTime™ and a
H.264 decompressor

are needed to see this picture.

Watch the show, 
use the website. 
But properly.
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Spooks: Code 9 - Liberty News, BBC THREE and Kudos

Six to Start for SGI

Will the TV show live up to 
the multi-layered web of 
online activity?
The Guardian, 7 August 08 (TV reviews)
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What we achieved

10% TV audience conversion, 
against typical 3-5% 

Reached the two-screen 
audience

Built out a compelling world

Young Bond: The Shadow War
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The Shadow War, Puffin, August 2008

Six to Start for SGI

Make every kid a 
Young Bond secret 
agent.

Six to Start for SGI
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Seven playable 
missions released 
over seven weeks.

The Shadow War, Puffin, August 2008

Six to Start for SGI
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The Shadow War, Puffin, August 2008

Six to Start for SGI

What we achieved

Average 20 pageviews per 
session

11 minutes average session 
length

Majority of missions 
completed over the seven 
week run
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Muse: Ununited Eurasia

Muse: Ununited Eurasia, July 2009

Six to Start for SGI
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An international 
treasure hunt 
across seven cities.

Six to Start for SGI

Muse: Ununited Eurasia, July 2009

Six to Start for SGI
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Muse: Ununited Eurasia, July 2009

Six to Start for SGI

Muse: Ununited Eurasia, July 2009

Six to Start for SGI
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What we achieved

50k registered users in 7 days

2.7m pageviews, 160 countries

2 Terabytes in 24 hours

50k+ exclusive downloads

Twitter trending topics

30k forum posts, 750k views in 7 days

Radio 1 coverage

How we did it

Cloud-based hosting on EC2, 
S3 and CloudFront

Access to exclusive content

Close collaboration with 
existing fan communities
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Smokescreen

Smokescreen, Channel 4, September 2009

Six to Start for SGI

QuickTime™ and a
 decompressor

are needed to see this picture.
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Smokescreen, Channel 4, September 2009

Six to Start for SGI

Education through 
doing, not showing 
or telling. 

Six to Start for SGI
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For everyone who’s 
had a Facebook 
disaster.

Smokescreen, Channel 4, September 2009

Six to Start for SGI
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Smokescreen, Channel 4, September 2009

Six to Start for SGI

Smokescreen, Channel 4, September 2009

Six to Start for SGI
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Smokescreen, Channel 4, September 2009

Six to Start for SGI

Smokescreen, Channel 4, September 2009

Six to Start for SGI



3/31/2010

26

What we achieved

“An amazing edugame about privacy and 
security online, presented in the form of 
overlapping IM windows social network site 
pages. I can’t begin to list the things it does 
right. It’s one of the best media literacy 
projects I’ve ever seen.”

- Prof. James Grimmelmann, New York Law School, Instititue for Information 
Law and Policy

What we achieved

“Although I’m about ten years older than their target 
audience, it’s so incredibly well made that I want to play it 
anyway.”

- Wired UK

“Through all the different messages and recordings, you 
really start to get into your character. Any game that makes 
me feel like a character on Degrassi is worth a shot.”- Jay is 
Games
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