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ETH Zurich / CAAD

at the ETH Zurich / CAAD we apply IT to create real projects:

1

generative design
with real applications

2

one-of-a-kind production
of unique building designs:
mass customization

3

pervasive computing to establish
(collaborative) building services
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generative design with real
applications
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one-of-a-kind production :
of unique building designs: o
mass customization

- ——— building gameboards. © 2005 steffen p walz. do not reprint or use without the written permission of the author. 1 caad nds 2001 / 2002




L

o g

s £,
Ry, Sl ED e TPt 0 g P 0B g I PN T T D kTN RIEINT A S AEED Py

> Newre pr Ao i vIErran,

ety ATyt

TR gl e B T AT FAT I TN L 1 kN b0 A Ly Py Sy Bt g #3 p Ba (FEVEETNTA TGS T ) A B g WP AT R

3ae
™
> o

»”
o~
—

Ture Fare » e >

AR LA s o By ST AT AW E ST AT DI IS A T Doz inz e

vy o
ety T D TSP —
R s e d

o P . SN . 2 » ol oo 04 4 4 o

¢ R ™ . vt fet =t & -

rverar i e

Vs s R T S g e A TN T IR T Lt

L e T

D o il

Aty ansar s B e, s e e T e R TS T e

; » P >
2V 2 ?

caad nds 2001 / 2002 0010

\
&

POOL A0S POO14290 POO1 4050 POO2000T POO200Y POO20014 POO2001 4 POO260TS FOI29083

‘.3,'
.3,

%
Q
O
7|
g <

rOOSe 3 PO POOSe 20 FO0400T

FOL4 K083 PO K0 POOSS0Y

¢
@A
w
A

POOSSOES  POOSID POOSIN0 . POOEE00T . POOLMODT . POORE014 . POOEE0I POS6033

FOLS K00 POOTE0

POOBE00T

FOSOMOSS . FOCHSON0.  FOCBMON0.  POONCOY

o
® ® 9 O

¥
&
&

2 3
g g

POONID0

Se00T

rOI0014 POIOKOTE . POTOOES FO104033 FOI0S0%0 . PO10KNC

&
®
%

POI 1SS PO114090 PO 20007 POY 26014 FOI2M0SS  FO1280%0
Po24000T PO2ecOrs FOLES007

PO4B08S

POLOSTT POLOK00T rOT28007




@ Safari Ablage Bearbeiten Darstellung Verlauf Lesezeichen Fenster Hilfe ™ 0 = ¢ 0 & Di1as7
nnn design to production
» 1S || + 1 O hup/ /www desigrecproducson com/ ~'Q-

L) playbe-vec WebMad  D-ARCH [-Mad  Casynet - Webmail  Zinitipp  PCare Lounge  (olorfotade fax-sanden NIES Digtih  Routenplaner  BOFW

designtoproduction

T . D25 . Webiame

Eﬂ

consultancy for digital production
of comples design
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pervasive computing to establish
(collaborative) building / spatial
services

def. pervasive computing & hybrid reality

Mixed Reality

Physical Hybrié ‘ Avgmented Virtual
Environment Reality Reality Virtwality Environment
Pervasive Head mounted Immersive 30
computing displays (CAYE)
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computer integrated buildings
Computer Beyond 1995
Integrated
Bulding
ciB
teorat BA | ICS 1990
yslerrs

Building | Integrated
Automation | Communication
Systems | Systems

teknibank, degw, milano/london, 1991
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a building as a service platform

ODmming system
Lighting control
HVAC comtrols
Securny

Access controds
Lift contrels
Blectricity controis
Water controls
Room reservation

Data

Teletax

Text COMMUNCIBON
Telecom
Teleconderencing
Desplay

TV and image communiaticn

Internet access
ecommerce
facility management
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light
sound

presentation

videoconference
streaming
projector

dvd / tv
reservation

building gameboards. © 2005 steffen p walz. do not reprint or use without the written permission of the author.

ongoing projects:
ETH world -> ETH science city (2006+)
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ongoing projects:
ETH world / CAAD buildingIP ->
ETH science city (2006+)
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ongoing projects:
ETH world / CAAD buildingIP ->
ETH science city (2006+)

ongoing projects:
ETH world / CAAD buildingIP ->
ETH science city (2006+)
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what are serious
pervasive games?




serious pervasive games combine =

1) serious purpose
(e.g. learning)

2) pervasive computing
(e.g. mobile devices, wireless «»
networks, sensors / actuators) |

3) game design methods
(e.g. rules & goals, space- 1
time, interactions, challenges N S
& rewards, drama, closure)

some history digging:
technologized game & play architectures
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not so obvious serious game technologies third party serious pervasive game examples

)

« face recognition

e T e

* gait identification

FEARARFERT

* (DNA) fingerprinting
* vehicle / traffic tracking

* electronic tagging

* location tracking
* wiretapping / bugging
* project echelon
* data warehouses (acxiom)
* ID cards
* CCTV

-

. <l s
MIT - ,Environmental Detectives” emergency bio learning: PDA + GPS + virtual actors + collaborative gameplay
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exemplary prototyping methods III

results from game arch design class, university of stuttgart, fall 2004/05, cf.
ETH http://wiki.caad.hbt.arch.ethz.ch/twiki/bin/view/Gamearch
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exemplary prototyping methods
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XML definition of a functional computer integrated building setting
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serious pervasive

g i —

game design: security
- T

MAR COUNTROWN

MAD COUNTROWN

s all
in yoar PAQY

www.madcountdown.de: emergency & trust: PDA + WLAN + physical components + real actors + collaborative gameplay
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serious pervasive game design: policy

SPIRITS
-PEOPLE, BUILDINGS, OBJECTS
-POSITIVE TESTIMONIALS
WITTY COMPANY
KNOWLEDGEABLE
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serious pervasive game design: policy

,Spirits of Split” touristic marketing: Collectible cube puzzle + citizen participation + live action role playing
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serious pervasive game design: health

r

JlightFight” health care & room control: Wearable biofeedback + IP enabled room functionalities + psychophysiology

ETH
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serious pervasive game design: health
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serious pervasive game design: health
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serious pervasive game design: health
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/ 0 = o 0]
.__;' = — ‘) 8
Touchscreen Laplop PDA Switch Motion Detection Video Tracking
" J/
~ S ~
Service Management Platform
S "
db
)
System Management Server System Management Database
- 7
- ) 4 ) C N\
Building Automation
;’\ b (| ,J,
O 2 il T
Sound Beamer Switch  Motion Detection  Active Window  Light
" J

building gameboards. © 2005 steffen p walz. do not reprint or use without the written permission of the author.

serious pervasive game design: health

Sttt | Thed Paty Bdvedton Flaud Bawd Cave —
Dwecier Jom $0K Sy

e s s building gameboards. © 2005 steffen p walz. do not reprint or use without the written permission of the author.

serious pervasive game design: health

building gameboards. © 2005 steffen p walz. do not reprint or use without the written permission of the author.




serious pervasive game design: health
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serious pervasive game design: education

,ETHGame” e-learning & community building: Mobile computer + WLAN positioning + massively multiplayer

serious pervasive game design: education

Fma
-

building gameboards. © 2005 steffen p walz. do not reprint or use without the written permission of the author. 59

serious pervasive game design: education




serious pervasive game design: education

[y ———

61

serious pervasive game design: education
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,Who's afraid of the black man?” study program learning & community building:

Cell phone camera + semacode scanning + GPRS + Online multiplayer application

building gameboards. © 2005 steffen p walz. do not reprint or use without the written permission of the author.




serious pervasive game design: fundraising
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serious pervasive game design: fundraising

h Kene Jiindier Jeitung

,ETH Fundraising”: Web + cell phone + alien invasion + public robotic display + chance prizes + collective gameplay
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serious pervasive game design: business next steps: MassivelyMultiplayerAudioRealityGames =

1) many simultaneous players
& quests in the style of

——— MMORPGs, but in an
BCDEFG i i
lél; Sothn audioReality
e et oy T VWX YZi12 2) use core functionality of
Cell phone + media augmented facade - 0_#" - cell phones: telephony!

3) add side functionality of
cell phones for interaction:
universal remote control /
~Jjoystick” via phone keys

CAAD & Bbtel GmbH:

Cell phone as universal control device (displays, functionalities, sensors)

4)possibly: location based data

building gameboards. © 2005 steffen p walz. do not reprint or use without the written permission of the author.
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next steps: MassivelyMultiplayerAudioRealityGames




next steps: MassivelyMultiplayerAudioRealityGames

m MMARG server & multi user

som Kt B functionalities

Vo [ | M|t |
eeenoem. s u
- .
2

MMARG incl. avatar, quests,
level ups etc.

—— s b building gameboards. © 2005 steffen p walz. do not reprint or use without the written permission of the author. 73

discussion

workout: 44:40
difficulty: 3

Plie Bicep Curls 2 (12 reps)
L
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CH 8093 zurich-hoenggerberg
T +41 1 633 4025
F +41 1 633 1050
walz@arch.ethz.ch
http://wiki.arch.ethz.ch/twiki/bin/view/Main/SteffenPWalz
presentation download URL:
http://wiki.arch.ethz.ch/twiki/pub/Main/SteffenPWalz/moyang_walz_050902.pdf
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