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... a free activity standing quite consciously outside
“ordinary” life as being “not serious”, but at the same
time absorbing the players intensely and utterly. [...]
It proceeds within its own proper boundaries of time

and space according to fixed rules and in an orderly
manner.

(Anthropologist Johan Huizinga, 1938)







...In the [serious] state, the individual evaluates the
activity in terms of how far it leads towards the
achievement of important goals in the future. In the
[playful] state, the ongoing activity is evaluated in
terms of the pleasure it gives to the individual at the
moment in question.

(Psychologist Michael J. Apter, 2003)
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spatial expansion:
the whole world is a playground

temporal expansion:

renounce the discrete play session

social expansion:
play with outsiders




there is no game state

embrace infinite affordances




BotFighters




rules of irrelevance are irrelevant

everything matters
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Deathgame (Killer the Game of Assassination)




play does not take place in a vacuum

plan for emergence and coincidence
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doing things for real is pleasurable

design tangible immediate experiences
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pervasive games bring the playfulness of
game to ordinary life...

...and the pleasurable immediacy and
tangibility of ordinary life to game




gps
cell positioning
augmented reality
wlan
rfid
bluetooth

infrared

gprs
mobile augmented reality

gesture recognition
semacodes

phone cameras
nfc
galileo
39
magnetometer
Image recognition
haptic feedback
pedometer
biometric sensors

gps map
VoIp
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balance between global and local is difficult

choose physical, local, glocal or global
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cities are filled with exciting areas

turn players into urban explorers




Momentum




temporal play modes help mix game and life

design for dormancy, ambient play,
asychronicity and seamlessness
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you never know when your game is played

support contextual adaptability




support contextual adaptability

Leisure Suit Larry in the Land of Lounge Lizards




pervasive games are joined not purchased

lure players with open, implicit, rabbit hole and
viral invitations
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games serve as a social alibi

use magic circle to empower players
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play changes the way you look at the world

hide in plain sight
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you decide where players go and what they do

create social events to transform space
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spatial expansion:
the whole world is a playground

temporal expansion:

renounce the discrete play session

social expansion:
play with outsiders




the whole world is a playground
explore the spatial

renounce the discrete play session
exploit the temporal

play with outsiders
steer the social




challenge:

literacy




Spacewar!




challenge:

ethical
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design challenge

explore the spatial context
exploit the temporal context
control the social context
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markus.montola @ uta.fi
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