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game design als disziplin
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was Ist game
archlTecture?



spielarchitekturen

topias in the Twentieth
Century:
Ebenezer Howary
Frank Lloyd Wright
Le Corbusier

A

el g ETH CAAD NDS0405, Module 5: Serious Game Design for CAAD - Game Design Intro 5



raumliche spielarchetypen

Arena
Board
Bridge
Castle

Cave
Caroussel
Cellar
Chamber
Church
Colosseum
Control room
Dungeon
Elevator
Factory
Forest
Fortress
Garage
Garden
Hide-out
Hinderance
High Rise
Island

Jail
Kindergarden
Laboratory

Labyrinth
Level
Machine room
Ménagerie
Miniature
Museum
Naval
Panopticon
Panzer

Park

Planets
Playground
Plaza

Sandpit

Sky

Space ship / -station
Submarine
Supermarkt
Theatre
Underworld
Utopia / Impossible
Arch

Vehicle

Zone
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architektur als game

“3
TUDelft

Deedft Uiniversicy of Technology
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def. game, set and match

“Architecture becomes a game being played by its users. And not only architecture will be subject to
the forces of real time calculation. Also planning, construction, interior design and landscape design
are ready to be developed as real time games. During the design process the game is designed by the
architect and played by all parties involved. During the life cycle of the building and the built
environment the game is played by their users, by the visitors and by the built environment itself.
Visitors become participants in the experience economy. By playing the game the participants set the
parameters. Each actor triggers an array of sensors writing the new data to a database, from where
the building picks up the new data and starts reconfiguring itself, in shape, in content, or both in
shape and content. Then the new configuration will match to the desired conditions. It is fair to say
that the building will find itself in a state of continuous operation. The building, consisting of
numerous co-operating programmable elements, will behave like a swarm. The building elements
will show flocking behaviour, always keeping an eye on the neighbouring actor, always ready to act
and react. Hence we propose a new motto for the discipline of architecture: "Game, set and match”. To
be played over and over again. architecture is turning wild.”

(Kas Oosterhuis / ONL Design Studio)
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aufmass: games & architektur

architecture of games

pervasive games

serious games

e.g. space-time history of
video games,

computer game space
typology.
overlaps between game
design and architectural
design

games as architectural and
urbanistic interventions:
sentient buildings,
interactive/feel space, games
and game design as teaching
tools

games as practical planning
tools in architecture and
urban design practice
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getting serious: def. archlTectural game

an archlTectural game is a system in which players
engage in an (artificial) architectural conflict, defined by
rules, that results in a quantifiable outcome; this game
system is entertaining and experiential, yet following
non-entertainment goals.

(Salen/Zimmerman, add. spw)
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serious game design: bildung & lernen
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serious game design: bildung & lernen
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serious game design: bildung & lernen

Space Station: SIM (NASA / Vision Videogames)
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serious game design: policy

—
CQ@NVIVIO
\.

eu IST summer school convivio / atelier

sustainable tourism live action role playing game for the unesco world heritage in
split, croatia
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serious game design: policy
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serious game design: policy
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serious game design: policy

SPIRITS

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

.7 Spirit A~

Spirit...,
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serious game design: business
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VIRTUAL LEADER

All people and ideas have
an Dpinion Bar below
them. If the opinion bar
is not on the screen,
mouse gver the person ar
idea, and it will appear.

Some ideas can only be
sean after somebody elsa
introduces them. Use the
Three-to-One principles
o encourage others to
contribute creatively.

An active idea is the
current topic and the only
idea a group can work on.

INTERFACE

All ideas also hawe
progress bars. When
these bars are filled, the
idea is completad and
mowes to the right side
column.

To criticize a persan,
click on the left side
of their opinion bar,

To praise a person, click
on the right side of their

Only one idea can be active
at atime. However, ideas
can be tabled and then
reintroducad at will

n on call center|

[Focus on sales :{rLulIl | Gotereception | | Put budget awa

The magnitude of your
support will coraspond
with how far from the
canter you click on the bar.

After being introduced,
some ideas are put on hold
as ancther idea is mads
active. Amy character may
reintroduce "paused ideas.”

e L 1 L 1

with cost. Finlsh Meeting

Ideas in the column on the
left are not yet introduced.
Click on specific ideas to
introduce them.

=

[ — —

To oppose an idea, click
an the left side of its
apinion bar.,

Rosa on sales call

Pul minutes on Webd x

ldeas in the column on
the right are completad or
pre-empted and cannot be
reintroduced. Completing
the right ideas will impact
your score and career.
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serious game design: militar

University of Southern California
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serious game design: politik & soziales
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game design
formal



spieler/in alltag: ko-/kontexte

( EEEEEEE

STRATEGY OF EXFECTATIDMNS, MOTIVES, AND NEEDS
= S
ﬁ (T
=T = PFLAYER CON-TEXT PLAYER CO-TEXT
—r — Areas of living, life & play Wishes, emations, interests,
= = session situation, medial phantasies, skills, life
experience, roles (...} experience, gender, age {...)
L

i oyl et ety ETH CAAD NDS0405, Module 5: Serious Game Design for CAAD - Game Design Intro

27



ETH

Elfipradisbicbe Tnthabiche Hadbidbgbe Darch
Satis Fedeial 1851 Twle #F Tex bapdigy Dutkn

reizkonfiguration - ,.spass”

Reizkonfiguration von Spielkonstrukten

Dem Gliick vertrauend:

sich dem Zufall dberlassen
Mut, Wagnis:

riskante
Spielformen

Kimpfend:
Wettkampf, Unge-
wissheit, Sport,
Spamnung; meta-
phorische Beziige

Unterhaltend:
Abwechslung, Witz,
Gag, Parodie, mediale
Entsprechungen und

Beziige
Problemlisend:
denkerisch,
Strategie
Rauschhaft:
Sich dem
Gestaltend: S"pielpm?,css
herstellend, osssmasd
bearbeitend,
kiinstlerische 2
Produkte (Eemcl‘}end:
dsthetische M editativ:
Erfahrungen; Ruhe, Entspan-
sinnliche Sammelnd: nung, zu sich
Eindriicke Verwandelnd: Aneig.nung selbst kommen,
andere Rollen verschiedner selbstreflexiv
annehmen, aus Objekte:
sich heraus kompletticren,

kommen, andere systematisieren
Seiten leben

ETH CAAD NDS0405, Module 5: Serious Game Design for CAAD - Game Design Intro
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spieler/in: in-game
e : ‘

Y —

Single Player vs. Game

Multiple Indvidual Players vs. Game

Player vs. Player

Unilateral Competition

spieleranzahl W @
—

Cooperative Play

spielerrollen in-game

spielerinteraktions-muster

Team Competition
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ziele & belohnungen

kurzfristig: kleine belohnung
mittelfristig: mittlere belohnung

langfristig: grosse belohnung

ETH CAAD NDS0405, Module 5: Serious Game Design for CAAD - Game Design Intro 30



konflikte

z.b.
- hindernisse

- opponenten

- dilemmata
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prozeduren

starthgndlung
handlungsgrogression
spezialhgndlungen

auflosungs-/schlusshandlung: reward

PN

handlungs- < [ handlungs-

notwendigkeiten mogqlichkeiten
g N % g

GAME STATE
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prozeduren

Auzgabe
van |

=61

nein

[:=1+1

nein
EMDE
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Spieler

7

Bonus enltisen oder in
High-Score eintragen

prozeduren

Empfangsbereich

()

Loci

Banus #e

Spisler arhait
Barcode

Speeler wird zum
Led-Carrier

Mit Hilfe gines

oder mehreren
anderen Spiekern
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regeln

Implizite regeln: etikette, ko-/kontext
operationale regeln: spielanleitung

konstitutive regeln: mathematisch-logisch

ETH CAAD NDS0405, Module 5: Serious Game Design for CAAD - Game Design Intro
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ressourcen

def. bestande, aus denen geschopft wird, um
bestimmmte ziele zu erreichen; einzelne
ressourcen mussen im spielsystem

1) nutzwert besitzen
2) begrenzt verfagbar sein

beispiele: leben, einheiten, stamina, geld,
handlungen, objekte, terrain, zeit

ETH CAAD NDS0405, Module 5: Serious Game Design for CAAD - Game Design Intro 36
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spielgrenzen |

Base line
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spielgrenzen ||

24003 Enemies

In Orehard road
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ergebnis
z.b. gewinnen / verlieren, lernen, erleben
ergebnisstruktur ist abhangig von

spielerinteraktions-muster

& spielziel

ETH CAAD NDS0405, Module 5: Serious Game Design for CAAD - Game Design Intro
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herausforderung

- abhangig vom spieler (kontext, kotext)
- dynamisch: spiel muss sich adaptieren

- flow-theorie: optimales erlebnis als ergebnis des
verhaltnisses von herausforderung & kénnen bzw.
frustration & langeweile; flow entsteht im rahmen von
aktivitaten, die ,goal-directed and bounded by rules ... that
could not be done without the proper skills”

(mihaly czikszentmihalyi)

-verschmelzen von action/awareness -- klare
ziele/feedback -- konzentration/kontrolle

- verlust von zeit- & eigenwahrnehmung

ETH CAAD NDS0405, Module 5: Serious Game Design for CAAD - Game Design Intro 4



herausforderung

Handlungsstruktur von ,Ernsthandiungen®:

Ziel —®=| Handlung [—®» Ergebnis [—® Folge

Handlungsstruktur des Spiels:

Ziel | Handlung - Ergebnis

-> handlungserfahrung als selbstzweck!
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spielen

- das potential zu spielen bewegt uns emotional
- vgl. jargen fritz (seminarreader)

- spielertypen (wettbewerblerin, abenteuererin,
sammlerin, kinstlerin...)

ETH CAAD NDS0405, Module 5: Serious Game Design for CAAD - Game Design Intro
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pramisse

- dramatische voraussetzung fur die spielinteraktion
- Uberlagert formale aspekte

-das erzahlerische setting des spielraumes

ETH CAAD NDS0405, Module 5: Serious Game Design for CAAD - Game Design Intro
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pramisse: aufgaben

- reflexion von kontexten und kotexten ->
ethnographie

- formales spiel spielbar machen fur spieler

- vereinheitlichen formaler & dramatischer
elemente

ETH CAAD NDS0405, Module 5: Serious Game Design for CAAD - Game Design Intro
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figur(en)

- protagonist / antagonist
- major / minor

- charakterisierung(skomplexitat): personlichkeit,
veranderung Uber raum-zeit, sprache, habitus, patterns of
behavior, gestalt, fremdsichten (...)

ETH CAAD NDS0405, Module 5: Serious Game Design for CAAD - Game Design Intro 50



story & dramatischer bogen

-in den meisten spielen nur hintergrundstory
-dramatische pyramide nach g. freytag (1863)

ITII Héhepunkt und Peripetie

I1 Steigende Hand- IV Fallende Hand-

lung mit lung mit
crregendem retardierendem
Moment Moment

I Exposition V Katastrophe

bzw. positive

Auflésung
ETH CAAD NDS0405, Module 5: Serious Game Design for CAAD - Game Design Intro
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games als system

- def. system: eine menge interagierender elemente, die ein
Integriertes ganzes formen und einem gemeinsamen
ziel/einer gemeinsamen aufgabe folgen

- grundlegende systemelemente:
1) objekte
2) eigenschaften (properties)
3) verhalten (behaviors)
4) beziehungen

- die strukturierung der formalen und dramatischen
elemente eines spieles sorgt fiir das spielsystem
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games als system
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games als Iinteraktionssystem

- welche information haben spielerinnen tGber
den game state?
- welche aspekte des systems kontrollieren die
spielerinnen?
- wie ist diese kontrolle strukturiert?
- auf welche weise wird welche form von
feedback gegeben?

34

playability tests, tuning, tests, tuning, tests, beta
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analoge prototyping beispiele |

ETH CAAD NDS0405, Module 5: Serious Game Design for CAAD - Game Design Intro

57



Elfgeadishiche Trshalidhe Hodbidbabe DPaiiy
Samhis Fedbdal 151Dt #F Ted besidingy Tutbih

analoge prototyping beispiele |l
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twiki Ubung bis mittwoch, 15.03.05, 18:00h

- 2er-teambildung: je eine person zustandig far

ACTION STRATEGY ADVENTURE ROLE PLAYING SIMULATION
+
| | | | |
KOERPER | |ARTEFAKT | [RAUM LEVEL (..) | |PLATZ(..)
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twiki Ubung

- denkt euch eine architektonische
problemstellung aus, die eure bereiche
zusammenfuhrt

(z.b. .opponenten kampfen bzw. kooperieren miteinander, indem sie limitierte
raumresourcen produzieren und handeln®)
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twiki Ubung

- stellt euch dabei folgende fragen:

- worin exakt besteht der spielkonflikt?
- welches sind die regeln und prozeduren?
- welche spieleraktionen gibt es, und wann?
- gibt es spielzlige? wie funktionieren diese?
- wie viele spielerlnnen kdnnen spielen?
- wie lange dauert es, bis die spielauflésung erfolgt?
- welchen titel hat das spiel?
- wer ist das zielpublikum?
welche spielplattform verwendet ihr (restriktionen, moglichkeiten)?
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twiki Ubung

- produziert eine spielstruktur, die folgende
bereiche hinreichend beantwortet:

- definition aller spielerlnnen-ziele
- was muss ein spieler machen, um zu gewinnen?
- festhalten der wichtigsten spielerin-handlung und
funktionalitatsbeschreibung
- zusammenfassung aller kritischen regeln und prozeduren
- beschreibung eines typischen zuges bzw. einer typischen runde
(ablaufdiagramm!)
- wie viele spielerlnnen kdnnen spielen?
- wie interagieren diese spielerlnnen miteinander?
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twiki Ubung

- produziert zusatzlich zur dokumentation einen modell-
prototypen auf basis eurer spielstruktur
- erklart kritisch einander den prototypen spielend:

- ist der prototyp durchweg funktional?
- bildet der PT das spiel bereits vollstdndig ab?
- gibt es balance?
- macht der PT spass bzw. wem macht er spass?
- ist der PT zuganglich?

- sammelt kommentare und dokumentiert diese
- plant die nachste iteration & spielt
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schlussaufgabe

- nach dem workshop mit christoph wartmann kennt

Ihr die basics des digitalen, level editor-basierten
prototyping
- nun greift ihr die aufgabenstellung der finalabgabe
auf, wie sie im modultwiki formuliert ist und

arbeitet hierfir entweder an eurer Gibung weiter
oder erfindet eine neue problemstellung, die ihr

analog oder digital als serious CAAD-game prototyp

lost

- erste resultate prasentiert ihr am mittwoch,
23.03.05, 14:00h
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IN-GAME OBSERVATIONS

[Your thoughts as you watch the testers play.]

IN-GAME QUESTIONS

[Questions you ask the testers as they play.]

1. What did you feel as your turned ended?
2. Does the navigation seem confusing?

3. Why did you move to that location?

4. Why are you pausing there?

POST-GAME QUESTIONS

[Questions you ask the testers after they've played.]

General questions

1. What was your firstimpression?

. How did that impression change as you played?
. Was there anything you found frustrating?

Did the game drag at any point?

ORFSEIS

fying?

N o

right?

Formal elements

1. Describe the objective of the game.
2. Was the objective clear at all times?

3. What types of choices did you make during the

game?

. What was your strategy for winning?

. Did you find any loopholes in the system?

How would you describe the conflict?

. In what way did you interact with other players?

O N WA

nents?
10.What elements do you think could be improved?

Were there particular aspects that you found satis-

What was the most exciting thing about the game?
. Did the game feel too long, too short or just about

. What was the most important decision you made?

. Do you prefer to play alone or with human oppo-

Dramatic elements

(S ISR N

. Was the game’s premise exciting?
. Did the story enhance or detract from the game?

As you played, did the story evolve with the game?
Is this game appropriate for the target audience?

. On a piece of paper, graph your emotional involve-

ment over the course of the game.

Did you feel a sense of dramatic climax as the game
progressed?

. How would you make the story and game work

better as a whole?

Procedures, rules, interface, and controls

7

2

Were the procedures and rules easy to under-
stand?

How did the controls feel? Did they make sense?

3. Could you find the information you needed on the

interface?

. Was there anything about the interface youd

change?

. Did anything feel clunky or awkward?
. Are there any controls or interface features you'd

like to see added?

End of session

13

BB W N

Overall, how would you describe this game’s
appeal?
Would you purchase this game?

. What elements of the game attracted you?
. What was missing from the game?
. If you could change just one thing, what would it

be?

. Who do you think is the target audience for this

game?

. If you were to give this game as a gift, who would

you give it to?

REVISION IDEAS

[Ideas you have for improving the game.]
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serious game design for CAAD: inspiration
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serious game design for CAAD: inspiration

“Content™ Examples Learning activities Possible Game Styles
Facts Laws. policies. product | questions game show competitions
specifications memaorization flashcard type games
association mnemonics
drill action. sports games
Skills Interviewing. teaching, Imitation Persistent state games
selling, running a Feedback Role-play games
machine, coaching Adventure games
project management continuous practice Detective games
increasing challenge
Judement Management decisions, Reviewing cases Role play games

timing. ethics, hiring

asking questions
making choices (practice)
feadhack

Detective games
Multiplayer interaction
Adventure games

coaching Strategy games
Behaviors Supervision, self-control, Imitation Role playing games
setting examples Feedback
coaching
practice
Theories Marketing rationales, how | Logic Open ended simulation

people learn

E

perimentation

games

questioning Building games
Constructing games
Reality testing games
Reasoning Strategic and tactical problems Puzzles
thinking. quality analvsis examples

Process

Auditing, strategy
creation

System analysis and
deconstruction

Strategy games
Adventure games

Practice

Procedures Assembly, bank teller. imitation limed games

lecal practice Reflex sames
Creativity Invention, Product design | play Puzzles

Invention games

Lang Acronyms. foreign Imitation Role playing games

languages, business or Continuous practice Reflex games

professional jargon immersion Flashcard games

Systems

Health  care,  markets,

refineries

Understanding principles
Graduated tasks
Playing in microworlds

Simulation games

Observation

Moods. morale.

Observing

Concentration games

inefficiencies. problems Feedbhack Adventure games
Communication Appropriate language. Imitation Role playing games

timing. involvement

Practice

Reflex games
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