In the past 30 years computer games have grown to be a huge part of the entertainment industry.  However, the first generation of “gamers” recently seems to be falling out of the game world.  The generation in question covers people that are in their late 20s early 30s.  One of the reasons for the decline in their game play is the simple problem of growing up, getting a real job, having a family and not having enough time to play.  This problem is occurring across the gaming industries and not only  with the computer games.  Richard Garfield, the creator of Magic The Gathering, was also faced with the same problem.  In his Magic – 10 years later
 essay he 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 game industry knows about the problem of not having enough time to play.  And it’s been trying to go mobile for a while now.  Nokia’s N-Gage has been not as successful as one might have expected
. Tapwave Zodiac is also trying to break in to the gaming world. It’s a Palm-based gaming platform, and it is positioning itself as “a PDA for the Grown-Up Gamer”
.  The huge plus portable games have is that people can play in short periods of time, they can do so during the commute, or on a smoke break.  

When looking at gaming world there are 3 distinct types of games : 1. PC and Console games, 2. Internet games, - Pop Cap, Yahoo, Shockwave, 3. Mobile games – GBA, Games on Palm, Phone Games, N-Gage, etc.  All of the above types have both positive and negative sides.  Each of them has fans, which would never move from one type of gaming to another, and, yet, a great number of people, at one point or another, play games in all of those gaming environments.  

Strengths of PC/Console games today encompass in themselves great visual and audio impact,    the maximum emergence of the player in the game world.

 For gamers that don’t have 7 hours a day to dedicate to the continues play, but who really love games there needs to be created a gaming environment that is adjustable to the player’s life style.   The problem of creating such an environment can be tackled by creating a gaming experience that consists of different self-sufficient modules, where each module is designed for a certain gaming environment, and at the same time, in the game design sence, all modules fit together to create a metagame.
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