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This session

« Short introduction to pervasive games
« Case study — the design of Danger UXB
« Demo: Building a simple game with mscape

» Discussion

Pervasive Gaming

« Alternative form of gaming
—Traditional gaming = virtual
—Pervasive gaming = virtual & physical combined
« Attributes of the world part of the game
— Physical landmarks
—Proximity of other players, participants, or the public
—Speed / direction / shape of motion

—location & other sensed data — heartrate, gesture




Anchored vs. Portable

« Anchored — based on a specific location

—Can use specific attributes of the location as part of the
game — e.g. Tower of Llondon

—Cuts down size of potential audience
« Portable — works cmywhere on earth
—Can only use very general aspects of location

—Anyone can play
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