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How can we talk about pervasive
gameplay design?



'Problems in Gameplay Design

Explain values of novel game concepts

Understanding differences between games

Gain understanding within development teams
Communication between developers and stakeholders
Exploit new platforms and technologies

Depersonalize intended gameplay

Describe gameplay problems

Specify foci of gameplay evaluations
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'Why is this difficult?

"he romantic vision of design

Transferringtacit knowledge taexplicit
knowledge

ransferringexplicitknowledge tdacit
knowledge
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Design Languages




‘ Design Languages

Purpose and Use
Embed meaning into artifacts
Allow artifacts to express meaning to people
Allow artifacts to be assimilated into peoples@es/

Components
Collection of elements
Principles of organization
Qualifying situations

A design language is not only usedd®signersalso byusersand
other affected by or affecting the designs
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‘ Advantages of Design Languages

Supports methodical work
Supports describing work besides the concretetresul
Supports comparison to previous work
Supports having overview
Allows finding anomalies
Supports shared understanding

Helps readers understand
Common vocabulary

Developsover timein any design field with professionals
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Gameplay Design Patterns

www.gamedesignpatterns.org




‘ Origin of Design Patterns

Patterns of design within

architecture
“The Quality Without a Name” A Pattern Language

: Towns - Buildings - Construction
Re-Use allow accumulation and
generalization of solutions

Allow all members of a
community or design group to
participate

Framed as pairs of problems and
solutions

Embedded ideology

Christopher Alexander
Sara Ishikawa - Murray Silverstein

Wwith

Max Jacobson - Ingrid Fiksdahl-King
Shlomo Angel
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‘ Gameplay Design Pattern Examples

Power-Ups

Boss Monster
Paper-Rock-Scissor
Cut Scenes

Role Reversal
Parallel Lives

Orthogonal Unit
Differentiation

Social Interaction




‘ Gameplay Design Pattern - Format

Name

Introduction
One line description
Short stand-alone description

Examples
Using the Pattern
Consequences

Relations
Instantiates — Instantiated by
Modulates — Modulated by
Possibly Conflicting with
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‘ Producer-Consumer, cont.

Description

The production of resource by one game elemenisit@nsumed by another
game element or game event.

Producer-Consumer determines the lifetime of gaements, usually
resources, and thus governs the flow of the gamae pl

Games usually have several overlapping and inteexied Producer-
Consumers governing the flow of available game el#s) especially
resources. As resources are used to determinefisthfe player actions these
Producer-Consumer networks also determine the ldt@uwaof the game

play. Producer-Consumers can operate recursivelypme Producer-
Consumer might determine the life time of anoth@ddcer-Consumer.
Producer-Consumers are often chained togethernorftore complex
networks of resource flows.
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‘ Producer-Consumer, cont.

Example: in Civilization the units are produced in 8
cities and consumed in battles against enemy units s
and cities. This kind of a Producer-Consumer ie als &

used in almost all real-time strategy games. G

Example: in Asteroids the rocks are produced at the
start of each level and are consumed by the player
shooting at them. The same principle applies to
many other games where the level progression i
based on eliminating, i.e. consuming, other gam
elements: the pills in Pac-Man, free space in QIx
and the aliens in Space Invaders.




‘ Producer-Consumer, cont.

Using the pattern

As the name implief2roducer-Consumas a compound pattern of
ProducerandConsumerand as such this pattern governs how both of these
are instantiated. The effect of producing and consg Resourcesr Units
often turns out to be several different pairéodducer-Consumeras the
produced game element can be consumed in manyedhtfeays. For
example, théJnitsin real-time strategy game such asAtge of Empires
series can be eliminated in direct combat with gneimits, when

bombarded by indirect fire, and finally when th&upply points are
exhausted. ThEroducer-Consumein this case consists of tleoducerof

the Units with three differenConsumers
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‘ Producer-Consumer, cont.

Using the pattern (cont.)

Producer-Consumerare often, especially IResource Management
games, chained together wilonvertersand sometime€ontainers
These chains can in turn be used to create morpleametworks. The
Convertens used as th€onsumelin the firstProducer-Consumeand
as theProducerin the second. In other words, tGenvertertakes the
resources produced by the filsboducerand converts them to the
resources produced by the secé&ndducer

This kind ofProducer-Consumerzhains sometimes haveCantainer
attached to the Converter to stockpile produgedourcesFor example,
In real-time strategy ganfgtarCraftsomething is produced and taken to
the converter and then converted to somethingagldestockpiled
somewhere. Investments can be seen as Convedéer¢hused to
convertResourcemto other forms oResourcespossibly abstract ones.
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‘ Producer-Consumer, cont.

Consequences

As Is the case with the main subpattdPnsducerandConsumenf
Producer-Consumethe pattern is quite abstract but the effecttherflow
of the game are very concrete. TP®ducer-Consumersmply govern the
whole flow of the game from games with a singfeducer-Consumeo
games with complex and many layered networkBroflucer-Consumers
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‘ Producer-Consumer, cont.

Conseqguences

The feeling of player control is increased if plesyare able to manipulate
either theProduceror theConsumepart or both. However, in more complex
Producer-Consumeehains this can lead to situations where playes lo
lllusions of Influence as the effects of individ@aitions can become almost
Impossible to track down and the process no lohgsPredictable
Consequencedlso, adding newProducer-Consumetthat the players have
control over gives them opportunities for mdfaried GameplayProducer-
Consumenetworks withConvertersandContainersare used iflResource
Managemengjames to accomplish tikaght Level of Complexity'he game
usually starts with simplBroducer-Consumerand as the game progresses
newProducer-Consumerare added to the network to increase the
complexity.
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‘ Producer-Consumer, cont.

Relations
Instantiates: Varied Gameplay, Resource Management

Modulates: Resources, Right Level of ComplexitygRiLevel of
Complexity, Investments, Units

Instantiated by: Producers, Consumers, Converters
Modulated by: Container

Potentially Conflicting with: Illusions of Influemg Predictable
Consequences
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‘ Advantages of Design Patterns

Allow definitions of “fuzzy” concepts

Allow network of relations between the concepts

Allow perspectives for both analysis and design

Allow different levels of abstraction

Do not require specific methods

Specific or own collection of design patterns carcleated
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‘ Disadvantages of Design Patterns

“Fuzzy” concepts

Large collection

Learning curve

Usabillity threshold
Developed only for
gameplay design

Need somebody to talk to

Need something to talk
about
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‘ Design Patterns — Current Status

Large collection
~300 patterns described and cross-referenced

new patterns to be incorporated
Objects in MMOGs ~50
Gameplay features in MMOGs ~15
Pervasive Games ~70
NPCs ~20
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How to begin using gameplay
design patterns?




‘ General observations

Design Patterns gne toolin a set of tools
Design Patterns is one taala set of tools

One must base one’s learning in onaim
experience

Differentiate between the pattern collection and
the idea of pattern use
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‘ Methods for learning to use gameplay

design patterns

Analyzing small games to find gameplay design paste
Externalize design knowledge
Create own collection
Learn the “paradigm”

Create small games based upon gameplay designnzatte
Internalize design knowledge
Refine collection for own use
Experience reflective design practice

This may lead to morexplicitor moreimplicit use of
gameplay design patterns!
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Pervasive Gameplay Design
Patterns




‘ An example - understanding pervasive
games

ldentify game examples

Per game identify existing and p=
novel gameplay design patterns;

Examine all other examples to
identify the new patterns | _ :

Repeat for all games
Find new examples
Continue indefinitely...




'Some examples of patterns

Player-Location Proximity Social Rewards

Artifact-Location Proximity Common Experiences

Player-Player Proximity Unmediated Social Interaction

Player-Artifact Proximity Social Skills

Artifact-Artifact Proximity Interruptible Gameplay

Player-Avatar Proximity Late Arriving Players

Physical Navigation Heterogeneous Game Element

Player Physical Prowess Ownership

Configurable Gameplay Area Game Element Trading
Memorabilia
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‘ An example to understand the area of
pervasive games, cont.




\ Pervasive Game Clusters




Thank you!

Questions?



