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Figure 1: Players of Wrath of Osiris have to escape through walls with human-shaped cracks.

ABSTRACT
When people need to stay quarantined at home for long periods
of time, loneliness, lack of exercise and boredom tend to affect
them more frequently and strongly. Games combining physical
exercise, challenging gameplay, and social cooperation can combat
these negative phenomena. This paper describes one such game. In
Wrath of Osiris, actual player movement in the real world is used as
an input method, in order to get some exercise. The players need
to work together, to promote feelings of camaraderie and team
spirit. Lastly, the issue of boredom is tackled by an increasingly
challenging game setting. Commonly available technology, such as
image processing via a webcam and networking are used to offer a
solution to a wide range of people.

CCS CONCEPTS
•Applied computing→Computer games; •Human-centered
computing → Graphics input devices; • Computing methodolo-
gies → Activity recognition and understanding.

KEYWORDS
Social engagement, Multiplayer exergames, Collaboration, Quaran-
tainment

ACM Reference Format:
Ashwin Sitaram, Jelle Römer, Jurriën Theunisz, Marnix Massar, Niels Mook,
Marie Kegeleers, Rafael Bidarra. 2020. Wrath of Osiris: Surviving Boredom
and Collapsing Pyramids in Times of Isolation. In Proceedings of Interna-
tional Conference on the Foundations of Digital Games (FDG 2020). Online
@fdg2020.org, 4 pages.

∗Corresponding author: r.bidarra@tudelft.nl

Permission to make digital or hard copies of part or all of this work for personal or
classroom use is granted without fee provided that copies are not made or distributed
for profit or commercial advantage and that copies bear this notice and the full citation
on the first page. Copyrights for third-party components of this work must be honored.
For all other uses, contact the owner/author(s).
FDG 2020, 15–18 September, fdg2020.org
© 2020 Copyright held by the owner/author(s).

1 INTRODUCTION
At times, like during the current CoViD-19 pandemic, large pop-
ulations are required to be isolated for some time. This makes it
harder for people to stay physically and socially active, and it pre-
vents people from coming together and having fun with others. As
a result, feelings of loneliness and depression rise [9]. Finding a
solution to these problems is the purpose of what we call ‘quaran-
tainment’, i.e. designing and deploying digital games with the goal
of compensating for the social restrictions during a pandemic. Such
games should overcome the lack of events and social interaction
while observing all applicable regulations.

We present the game “Wrath of Osiris”, created to combat the
negative feelings triggered by prolonged quarantine, by providing
people a way of socializing with others from their homes, and
staying physically active in a fun environment. InWrath of Osiris,
players use their body to control a team of archaeologists who are
trying to escape a collapsing pyramid. They have to work together,
forming the right poses at the right moments, to ultimately escape
through holes in the pyramid’s walls.

Games that encourage players to exercise are also known as
exergames [7]. However, exergames in general have been shown
to need social cooperation to keep their players motivated [8].
This is whereWrath of Osiris comes in: it is not an exergame that
just encourages players to exercise, but it has also a strong social
enriching component. To highlight this, every player can see the
other players’ avatars and their poses, making it almost a social
meeting. In addition, collaboration is an important aspect of this
game, to reach the collective goal of passing the most walls and
reaching the highest level.

As Wrath of Osiris does demand players to become physically
active, techniques have been researched of how to motivate players
to exercise. To solve the lack of physical exercise in the case of
seniors, techniques in exergames for persuading elderly to exercise
have been investigated [3]. In Wrath of Osiris, however, the results
of the investigation have been used as persuasive for all age groups.

The basic concept of Wrath of Osiris, the player shaping their
body in such a way that it fits through the shaped hole in the
approaching wall, has been executed in real life in game shows
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