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What is Wherigo? 

• Wherigo allows you to build location based GPS 

experiences  and play them in the real world. 

• Using GPS technology, the “player” interacts with elements 

from both the “real” world, and the “virtual” world created 

within the experience. 

• Wherigo experiences vary from fictional adventure games, 

tours of notable locations, scavenger hunts, to basic 

geocache finds. The possibilities are endless. 

• Wherigo was inspired by the “adventure” games of the 

early 1980’s and updated to utilize 21st century technology. 
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How does it work? 

• Every Wherigo experience is “written” by an author and 

then stored in a “cartridge”. 

• All Wherigo cartridges are listed on the official 

Wherigo.com homepage where they can be downloaded. 

• The cartridge file is then installed/copied to your Wherigo 

supported device. 

• You then “play” the cartridge using the player found on 

your GPS or mobile device. 
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Wherigo Screenshots 

iPhone Google Android 
Garmin 

Oregon/Colorado 
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Playing Wherigo 

• All Wherigo experiences consist of the same four basic 
pieces: 
– Locations: Where you can go 

– Tasks: What you need to do 

– Inventory: What you have 

– Objects: What you see and/or can interact with 

• For all of the four pieces, both “virtual” and “real” world 
elements can be used to interact with the Wherigo 
experience. 

• “Virtual” means it exists only within the Wherigo whereas 
“real” means it actually exists in the real world. 
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Locations & Tasks 

• Locations are the various places in the real world that a 

Wherigo might take you. Ie: A park, a beach, a lake, etc. 

– Locations might be described differently within the cartridge itself, 

but there is always somewhere you need to actually go. 

– Most Wherigo’s consist of more than just one single location. 

• Tasks are what the Wherigo wants you to accomplish while 

playing. They are completely dependent on the type of 

experience being played. 

– You may need to follow a trail, find a key, talk to a “person”, solve a 

puzzle, etc.  

– Tasks are used to help the player move along through the Wherigo 
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What You See 

• Within a Wherigo, “objects” can be created for the player to interact 

with.  

• Each object serves a purpose and different objects can do different 

things. It all depends on what the author wants the player to do. 

– A virtual character might be someone you need to talk to in order to 

progress further in the Wherigo. 

– A sign in the real world might have a word that you need to type into a 

virtual “computer” in order to progress further. 

• Some objects you can add to your inventory to be used later. 

– Perhaps you find a door that is locked, so now you need to seek out the 

key. 

– By adding the key to your inventory, you can now return to the locked door 

and use the key to unlock it. 

 



January 6th, 2013 What About Wherigo? 

Typical Wherigo Experiences 

• A walking tour of a particular place of interest 
– The Wherigo provides you with information as you walk from one 

part of the tour to another.  

• A fictional story where you are the lead character 
– The Wherigo has you solve a mystery by having you interact with 

various virtual characters and items. (Jacob’s Bridge) 

• An old style scavenger hunt 
– The Wherigo instructs you to find a series of objects and gives you 

various locations where you can find them. 

• A geocache hide 
– A Wherigo experience where the player finds a physical geocache 

container. 
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Steps to “play” Wherigo 

• Using the Wherigo website, locate a Wherigo adventure in your 

geographical area (province). 

• Download the “cartridge” file to your PC 

• Copy the cartridge file (.GWC) to your GPS-enabled device. 

• Run the Wherigo player on your device and select the Wherigo 

experience you downloaded. 

• Play the Wherigo cartridge 

• Return to the Wherigo site and “log” your completion of the experience. 

This typically also includes the uploading of the “unlock” file from your 

GPS. 

• If the Wherigo is also a geocache, go to the cache listing page and log 

your find. 
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Supported Hardware 

• Garmin currently supports Wherigo on these devices: 

– Oregon 

– Colorado 

– Nuvi 500 

• Windows Pocket PC devices (using Pocket PC player) 

• Google Android devices (WhereYouGo / OpenWIG) 

• Blackberry devices (OpenWIG) 

• iPhone (Wherigo) 

• Depending on the hardware, the Wherigo player 

application will differ. 
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Limitations of Wherigo 

• Limited hardware 

– GPS units are limited to only Garmin Oregon and Colorado. Newer 

Garmin units do not support WiG 

• Wherigo Builder stability 

– The builder available from Groundspeak is notoriously unstable and 

can crash for no reason. 

– There are alternate builders now available. 

• Earwigo – Web based 

• Urwigo – Windows based 

• Knowledge required to build cartridges 

– Unlike geocaching, it requires a lot of knowledge and patience in 

order to be able to build a Wherigo cartridge. 
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Wherigo Vs Geocaching 

• Wherigo experiences and geocaches are distinctly 
different. 

• A standalone Wherigo does not require an actual 
geocache container. 

• A Wherigo Geocache is a Wherigo experience which 
includes the finding of a physical geocache. 
– Wherigo geocaches require a Wherigo cartridge to find 

– Wherigo geocaches are not virtual caches and must have a 
physical container with a log to sign. 

– A link to the cartridge is usually included on the geocache listing. 

– Logging of the geocache and logging of the Wherigo are done on 
separate websites. 
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Questions? 
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Building Wherigo Cartridges 

• Wherigo experiences are created by using a Wherigo 
builder application. 
– You define the areas in which a player will physically be located 

– You create all of the objects the player will interact with whether 
they be characters or other inanimate objects 

– You define all of the “logic” required to move your player from one 
part of the experience to another. 

• Groundspeak has their own builder which can be 
downloaded from the Wherigo.com website. 

• There are also two alternative builders: Earwigo (web 
based), and Urwigo (PC based). 

• All Wherigo cartridges are “event driven”. Something must 
happen in order for something else to happen. 
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Before You Build 

• Before using a builder to create a cartridge, there are a few 

things you should do first: 

– What kind of experience will the player have? Tour, fiction, etc. 

– What physical locations will the player need to travel to? 

– Will the player need something from the real world to interact with 

the virtual world? 

– Will the player be interacting with any virtual characters? 

– What virtual objects will the player see or interact with while playing 

your Wherigo? 

– Does your Wherigo require the player to perform their actions in a 

specific order? 
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Preventing Frustration 

• Many WiG’s fail because they don’t provide adequate 

information to the player 

• Successful WiG’s follow a logical sequence of events that 

are easy to follow 

– Ie: Talk man, man gives key, use key on door, open door 

• Non-linear WiG experiences are much harder to execute 

– A lot of planning must be made to insure they can be successful 

– Tasks and characters must provide explicit instructions to avoid 

player frustration 

• Lack of player direction leads to lack of player enjoyment 
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Steps to Build 

• Step 1: Define the cartridge basics (including basic story) 

• Step 2: Create the zones 

• Step 3: Create the objects and characters 

• Step 4: Create the tasks 

• Step 5: Create commands 

• Step 6: Add logic* 

• Step 7: Add media 

• Step 8: Compile & Test 

 



The Concert Hall 

Step 1: Define the cartridge basics 
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Cartridge Basics 

• Determine what “type” of Wherigo you are building (tour, 

fiction, etc). 

• Write out the basic “plot” of your Wherigo including any 

items or characters the player will be interacting with. 

• Determine an actual starting location the player must be in 

to “kick off” the Wherigo. 

• Make a list of all the things the player will need to do 

(tasks) in order to get to the end. 

• Determine how the player will complete each of the tasks 

you have written down. 
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The Concert Hall 

• Player’s goal is to see a band perform at the hall 

• Player “starts” in the reception area but can see the 

auditorium entrance and the box office. 

• A security guard takes tickets at the auditorium entrance 

• A ticket agent sells tickets at the box office 

• Player cannot enter the auditorium to see the band perform 

without a ticket. 

• Player must purchase a ticket from the ticket agent. 
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The Concert Hall (cont) 

• Three zones 

– Reception 

– Auditorium 

– Box Office 

• Two characters 

– Security Guard 

– Ticket Agent 

• One object 

– Ticket 

• Two tasks 

– Be seated (to see the show) 

– Purchase tickets 
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Step 2: Define the zones 

 

• Reception 

• Auditorium 

• Box Office 
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Creating Zones 

• Zones represent the areas in which a player will physically 
be located. 

• Zones are defined by sets of coordinates which create a 
permiter “zone” which the player will reside in. 
– A “center” set of coordinates can be entered and then using the 

builder an author can define the zone based on how far from the 
center they want to go. Ie. 100M, 50’ 

• Authors can create logic based on what happens when a 
player comes near to, enters, or exits a zone. 

• For development, use rough coordinates for testing, then 
fine tune with real coordinates later. 
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Step 3: Define the objects and characters  

 

• Security Guard 

• Ticket Agent 

• Tickets 
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Creating Items 

• Items are non-character objects which the player can interact with 

• Each object should be placed in a zone 

• All objects can have custom commands which allow you to build 

additional interactivity for the player. 

– Look key, take key, use key, etc 

• Objects can be moved into a player’s inventory so they can be used 

later. 

• All items can be assigned a picture to display when the player clicks on 

the item. 

• Characters work the same as items but they cannot be added to the 

player’s inventory 
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Step 4: Define the tasks 

 

• See show 

• Buy Tickets 
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Tasks 

• Tasks are designed to provide the player with help 

• They typically guide the player in what they need to do, 
and what goals they are trying to accomplish 

• Each time a task is completed, the player typically is 
allowed to progress further in the experience 

• Completion of certain tasks can create new tasks the 
player was previously unaware of. 
– Ie. Player wants to go to auditorium but learns they must buy tickets 

buy talking to the security guard 

• Authors should remember that players only have what 
their GPS tells them to guide them in what to do. 
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Step 5: Define commands 

 

• Talk security guard 

• Give tickets 

• Buy tickets 
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Define Commands 

• All objects can have custom “commands” written for them 

• Each command executes a specific piece of “logic” 

designed to allow the player to interact with whatever the 

object is. 

– Ie. “Talk Guard”, “Take key”, “Buy tickets” 

• If the player is “taking” something, the logic could have 

them adding that item to their inventory. 

• If the player is “talking” to someone, perhaps that 

completes a task and unlocks a new task for them 
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Step 6: Define logic 

 
• What happens when the player buys a ticket? 

• What happens when the player enters the auditorium 

without a ticket? 

• What happens when the player talks to the ticket 

agent/security guard? 
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Object Logic 

• The single most intimidating part of building a Wherigo is 
the addition of logic. 

• For every event/action/command there are 28 separate 
pieces of logic that can be executed. Things such as: 
– Display a message 

– Prompt a user to make a decision 

– Enable/disable an object/zone 

– Start/stop timers 

– Save game, exit game, unlock game 

– Move an object to/from one zone to another 

– Move an object to/from the player’s inventory 
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Object Logic (cont) 

• It is absolutely vital that you determine what is supposed to 

happen when the player interacts with every possible 

object in your Wherigo experience. 

• Translating that logic into something the Wherigo can do is 

usually what confuses most authors. 

• It is best to try and start with the most simple piece of logic 

available:  

– What happens when a player enters a zone? 

• Determine what they are supposed to do in that zone, and add the 

appropriate logic. 
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Object Logic (cont) 

• Every command/action that exists within a cartridge uses 

the same logic screen. 

• Once you learn how to add logic to one part of your 

cartridge, you can add it to any part. 

• Conditions can be set so that certain pieces of logic will 

only happen if a condition is met. 

– Ie. Display a message to the user but only if they have a particular 

item in their inventory 

• It will take a little bit of practice to get the hang of how the 

Wherigo logic works 
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Object Logic (cont) 

• The two most common pieces of logic are: 

– Displaying a message to the user 

• An event triggers a message to be displayed to the user usually to help 

them along in the experience. 

– Enabling/disabling/hiding a zone/character/item/object 

• An event triggers an object (zone/character/item) to either become 

visible or hidden. 

– Ie: Talking to the security guard enables the But Tickets 

task 

• The more complicated the logic, the more difficult it is to 

troubleshoot, and simulate. 
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Logic Example 

• If player clicks “Talk To Security Guard” then 

– If player has a ticket 

• Enable “Give Tickets” command 

• Allow player to enter auditorium 

• Display message telling them they have completed the Wherigo 

• Save, unlock, and exit the game 

– Else, Player does not have a ticket 

• Display message from security guard telling them they need a ticket 

• Enable the “Buy tickets” task (if not already enabled) 
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Testing The Wherigo 

• The easiest way to test a Wherigo in progress is to use the 
emulator that comes with the official builder. 

• By using the “Publish to My Machine” option, the cartridge 
is compiled and can be read by the emulator. 

• The emulator will display a list of possible cartridges and 
you pick the one you want to try out. 

• A “virtual” Google Map will appear with a character which 
represents the player. Moving the player on the map 
simulates moving in the real world. 

• The PDA display on the side represents the Wherigo 
interface / player. 
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Publishing & Finalizing 

• The builder can automatically “push” the completed 

cartridge to the Wherigo site. 

• It will automatically load the cartridge listing on the Wherigo 

site when it has finished publishing it. 

• Fill out the various fields for the cartridge page itself (some 

are auto-populated) as this is what people will see when 

they look at the Wherigo page. 

• When you are sure that the cartridge is ready, make it 

visible for search and make it active. 
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Things To Note 

• Wherigo cartridges with more than 5 active zones are 

known to crash Garmin Oregon devices. 

• OnClick events are also known to crash the Garmin 

Wherigo player. 

• Keep your images small to reduce the amount of memory 

used by the cartridge. 

• Use of an emulator can be disabled by another builder 

• The LUA file can be modified directly if you understand the 

LUA programming language. 

• Players must reach a distance of 0M within a zone to 

trigger the “Enter Zone” event 



January 6th, 2013 What About Wherigo? 

Questions? 


