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My interest in games goes way back to my childhood.  I was fascinated with chess from the time I was 5 years old.  Then came other board/table games and, of course, arcade machines.  Being born and raised in St. Petersburg, Russia, during my childhood I didn’t get the chance to experience the gaming industry’s “golden years”.  In Russia the industry wasn’t as developed as in US.  I didn’t have an Atari, but I had a “Telesport” – a Russian very primitive game console, and I loved every minute of playing that thing.  My interest in games grew with time, and I got very much involved in computer games.  I enjoy all sorts of gaming genre; “adventure games”, thought, being my favorite.  I’m 27, I still want to play, however I cannot indulge myself in playing games at the same rate that I used to.  Some friends of mine are in a similar situation; they grew up and now have to worry about “real” “grown-up” things such as a real job and a family.  The major force that is driving me to create a game targeted to the “grown-up” players is a strong wish to have such a game created for myself and for my friends.

In US there is a big community of people over the age of 25 who grew up playing games and don’t really want to let go of play any time soon.  Those grown-up gamers don’t often have the same freedom to play games that they had in their high school and college years.  The gaming industry recognizes the problem of departure from the gaming world of the large population of the gamers, and I’ve noted some trends that are taking place in order to resolve this problem.

The first trend pertains more to non-digital games that are also loosing grown-up players.   The card game Magic The Gathering at one point started losing a large population of gamers.  Richard Garfield, the creator of Magic, in his Magic – 10 years later
 essay stresses that the game was loosing players, who loved the game but simply didn’t have time to play it anymore.  For R. Garfield the answer to the quickly growing problem was - Magic Online.  Some studies of the player’s demographics have shown that a large percentage of people who are playing the online version of Magic were old players of the “real” game.  Once they were given an opportunity to play from home and during the time that they wanted, probably once kids went to bed, they were back in the game.  

The second trend in the fight for the grown-up gamers is the change of themes of the games and the drive for the ultra-realistic environments.  The first console game targeted specifically to the “grown-up” audience was Grand Theft Auto III
.   The game character is a thug, whose main activity is to steal cars and beat people up. 

As many gamers already know, GTA3 sold like wildfire and was applauded for many reasons. Everything about GTA3 was excellent and new (and yet based on the same framework that the first games were based upon): The open-ended game design, the phenomenal level of detail, its huge worlds, the closer, third-person perspective camera, the sophisticated AI, the sexy and sometimes dirty cutscenes, and moreover, the way in which the game aimed itself at a sophisticated gamer who wanted more than just to save a princess from a cranky dragon.

(Douglass C. Perry – A Retrospective on GTA
)

Games such as Max Paine were also targeted mostly towards “sophisticated gamer”.  The visual realism as well as the freedom of actions a player can take have a magnetic quality to them.  Once a person starts playing those games it’s very hard to stop.


A third trend, worth noting, is the concentration of the game market on the “non-commitment games”.  Those generally being online internet games.  Games of this category usually are hosted by large game portals, such as www.popcap.com and www.yahoo.com.  Player don’t even have to download them to play.  The genre covered is mostly action arcade or puzzle games.  What is interesting that the players of “non-commitment” games have a very different demography from the rest of the gaming industry.  Compared to other sections of the industry a much larger population of women play “non-commitment games”.  An interesting study of online gamers’ demographics was done by America Online (AOL) in January of 2004. 

America Online (AOL) has found that females over 40 years old spend the most time per week playing online games at 9.1 hours, which accounts for 41 percent of their connection time.

The reason I’m categorizing online puzzle/arcade games into “non-commitment games” is that generally speaking those games don’t require the same amount of investments as action/adventure games, or as MMORPGs
.  Not only the price differs tremendously, most of “non-commitment games” can be played for free, but also the time a gamer needs to spend with the online puzzle/arcade game in order to get the best emersion into the game is much smaller then that with the action/adventure games, or with MMORPGs.

A very strong trend in the wish to concur back the grown up gamers can be seen in the tremendous growth of the mobile gaming.  People play games using their cell phones, SMS messaging, and PDAs. Nokia’s N-Gage and Tapwave Zodiac are the strongest platforms that are turning a phone or a PDA into a full functioning gaming platform. Tapwave Zodiac is a Palm-based gaming platform, and it is positioning itself as “a PDA for the Grown-Up Gamer”
.  The position of the large gaming corporations is that older people don’t have time to play, and that is why they should be provided with the technology to play on the go.


My hypothesis is that grown up player’s game time is not only decreasing, but it is actually very fragmented.   For those players every second of their game time is valuable.  The can spare maybe half an hour in the morning, 40 min during the morning commute, 30 minutes during lunch,  30 min when the boss is not watching, 40min during the evening commute, and maybe 2 hours at night.  Currently games do not account for the fragmented play time that a player has.  Most of the games rely on spending long hours of continuous play time in order to get the full immersion into the game.  I would like to propose a creation of a game that can solve that problem of fragmented playtime for grown up gamers.  The game environment for such a game should include several “game modules” that differ in game play, but together create a metagame experience for the player.

The game will be playable over three different gaming platforms: desktop, PDA, and Internet.  Each of those platforms adheres to a certain “time slot” that a person has to play during the day.  Desktop, being a stationary system, will be responsible for game play at home, PDA is all about playing on the go, and Internet, with its’ great availability, can be accessed through out the day from different devices. I’m planning for all the platforms to be interconnected through the central database, so that all devices constantly know the player’s status in the game.

The grown up casual gamers are a unique group of people that is yet to be studied more closely.  I’m planning to select several cituzers
 from this group and study their needs and behaviors.  There is a unique opportunity of creating a specific product that answers grown up gamers’ needs more closely than what’s available on the market right now.

My thesis encompasses two major goals: (1) the research of the target audience, and (2)the creation of a game for a “grown up gamer”, that is playable over fragmented periods of time.  Obviously, the former will have a great effect on the later.

The system will be evaluated based on the multitude of play tests, which will be held throughout the development process.  Play testers will need to belong to the target audience for the product.  Only in evaluating the responses of play testers will I have more or less objective criticisms of the system’s victories and failures.  It is important for this particular product to start play testing it as soon as possible. In the beginning of the development process the play test should deal with the game’s interaction system more than with the actual game play.  After each play test a questionnaire, focusing on the specific problems of that particular play test, will be distributed among the play testers. 
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� Fullerton


� Published by Rockstar Games in 2001


� http://ps2.ign.com/articles/370/370539p1.html?fromint=1


� http://www.clickz.com/stats/big_picture/demographics/article.php/3312301


� MMORPG – Massive(ly) multiplayer online role-playing games 





� PC Magazine (08.17.2004)


� A term developed by M. Mitrasinovic and K. Salen in creating a methodology for Play Spaces
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