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Thesis overview

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, also faced 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.  To allow a player to play in small increments through out a day, the industry has 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 advantage of the portable games is that people can play in short periods of time, they can do it during the commute, or on a smoke break.  

When looking at computer gaming world, one can see 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 strong and weak points.  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, allowing for the better immersion of the player in the game world.    Because of the stationary nature of this type of gaming, players usually engage in playing those systems at home.  Though many games on those systems allow for multiplayer mode of play via the internet, this differs from what we have defined as the internet games. PC games that allow for internet access still have to be played from that one computer where they have been installed, while internet games provide players with the ability to play a game from virtually any computer without the installation process.  Time factor is also very important to the PC/Console games.   The more time the player has invested the stronger immersion is taking place.   For example, when extensively playing EverQuest - and online RPG game, some people start living their real life on the time schedule of their gaming environment.  Internet games, as described earlier, in some ways are more accessible for playing.  Players can play from home, school, or even work.  Those games are considered to be the prerogative of casual players with the high percentages of women players.  One downside of many of the internet games is the difficulty of saving a game in progress.  The most successful games in this category tend to be puzzles, or arcade games, for example Bejeweled by Pop Cap.  Mobile games, hence the name, provide the best solution for playing on the go.  They lack the social factor of game play, for they mostly tend to be played as a single player games.  Yet they allow for playing virtually anywhere at any given moment.  Some games in this sector have explored precisely this point.  Simply by making the saving of the progress of the game easily available, game developers show their understanding of the fact that the player can be playing this game on a train ride and might just need to get out of the train.  There are still a great number of mobile games that don’t account for this simple fact and still make the player look for the “save room”, however, more and more games have added at least a “quick save” option to their games.  Some mobile systems (cell phone games, games for palm) because of their lack of need for additional hardware attract a new category of gamers – non gamers, who all of the sudden spend a lot of time playing a cell phone game.

The gamers that I’m most interested in are the first generation of gamers – the gamers grown-ups.  They have a computer or a console system at home, yet, they only can play in short bursts of time.  They have a Palm or a Pocket PC and they play on their train ride home, or at the doctor’s office.  They also have access to the internet at different points during the day, and they can try to beat their friend’s score in ZUMA on a coffee break at work.   Because of the fragmented time periods of game play those players don’t get the full immersion 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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