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Formale Elemente
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Single Player vs. Game
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Multiple Individual Players vs. Game

Player vs. Player

»

Bomberman

DAHITE

Unilateral Competition

Multilateral Competition

Cooperative Play

auch:
Kombinationseffekte

Gauntlet

Spy vs. Spy

(BSP Mario Kart)

Team Competition
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Patton vs. Rommel




Ziele

Fangen (Capture)

Jagen (Chase)

Wettrennen (Race)
Anordnen (Alignment)
Fliehen oder Retten (Rescue or Escape)

Konstruieren (Construct)

Wettrennen: Outrun Anordnen: Solitaire Verbotene Tat (Forbidden Act)
Erkunden (Exploration)
Lésen (Solution)

Austricksen (Outwit)

Losen: Monkey Island Erkunden: Proteus


http://www.youtube.com/watch?v=gAUrJCq0YaM
http://www.youtube.com/watch?v=gAUrJCq0YaM
http://www.youtube.com/watch?v=gAUrJCq0YaM
http://www.youtube.com/watch?v=gAUrJCq0YaM
http://www.youtube.com/watch?v=oaIiE6q119o
http://www.youtube.com/watch?v=oaIiE6q119o

Herausforderungen

,The point is the challenge, not the goal.” (Chris Crawford)

sensorimotor

spatial reasoning
pattern recognition
sequential reasoning

numerical reasoning

resource management

social reasoning

Quelle: Crawford, Chris (2003): On Game Design

sequential reasoning: Sokoban


http://www.youtube.com/watch?v=1azmASqYPNc
http://www.youtube.com/watch?v=1azmASqYPNc
http://www.youtube.com/watch?v=0c2geDqtNtM&feature=relmfu
http://www.youtube.com/watch?v=0c2geDqtNtM&feature=relmfu
http://www.youtube.com/watch?v=vT0SlINx7FU&feature=related
http://www.youtube.com/watch?v=vT0SlINx7FU&feature=related

Handlungen

Wer macht was, wann und wie 2

Spielerhandlungen

Anfang - Verlauf — Ende

Kombinieren mehrerer Handlungen (Combos)
Bezug Handlung &  Controller

Standardisierung
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Kinect Adventure


http://www.youtube.com/watch?v=96uSY-YXbIM
http://www.youtube.com/watch?v=96uSY-YXbIM
http://www.youtube.com/watch?v=96uSY-YXbIM
http://www.youtube.com/watch?v=96uSY-YXbIM
http://www.youtube.com/watch?v=96uSY-YXbIM
http://www.youtube.com/watch?v=96uSY-YXbIM
http://www.youtube.com/watch?v=96uSY-YXbIM
http://www.youtube.com/watch?v=96uSY-YXbIM

@ ONE OR TWO PLAYERS.

@ INSERT COIN(S)

© SELECT ONE OR TWO PLAYER GAME

® T0 MOVE 'LASER BASE' LEFT OR RIGHT,
OPERATE THE CONTROL LEVER.

© T0 FIRE LASER, PUSH 'FIRE’ BUTTON

® UFO HIT GIVES PLAYER MYSTERY SCORE

@ EXTENDED PLAY FOR 1500 POINTS

® GAME OVER WHEN PLAYER'S LASER BASE
IS HIT 3 TIMES BY INVADER MISSILES
OR WHEN INVADERS OVERRUN THE BASE

®IN TWO PLAYER MODE, PLAY ALTERNATES
BETWEEN THE TWO

{TA|TC/ TAITO CORPORATION

Space Invaders
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<< SPACE INVADERS

Regeln

Machen das Spiel erst zum Spiel
Definieren Objekte und Konzepte
Beschranken Handlungen
Bestimmen Effekte (Wenn... dann...)

(Ausnahmen: Nomic, Magic the Gathering)

PLAYER 2
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HALL OF FAME... MARIO

Ressourcen

resources are assets that can be used to accomplish certain goals.

-

Leben
Einheiten

Eigenschaften

Waéhrungen
Aktionen

Power-Ups

Inventar

Gebiete

Leit



Konflikt

Conflict emerges from the players trying to accomplish
the goals of the game within its rules and boundaries.

Plants vs. Zombies

Hindernisse

Gegner
Dilemma (Zielkonfliki)
Spielrhythmus

Donkey Kong




Soziale Interaktion

Evocative objects
Freeform
Competitive
Cooperative

Metaspiel

Johann Sebastian Joust


http://www.youtube.com/watch?v=iUzIhFHxJ5Q
http://www.youtube.com/watch?v=iUzIhFHxJ5Q
http://www.joystiq.com/2012/03/05/js-joust-creators-dog-the-wag-puts-moves-on-butts/
http://www.joystiq.com/2012/03/05/js-joust-creators-dog-the-wag-puts-moves-on-butts/

Grenzen

Boundaries are what separate the game
from everything that is not the game
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Legqlifaf; USK & PEGI You like Castlevania, don't
Spiel mit Grenzen: Metal Gear Solid
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Lebenszeit: World of Warcraft Lebensraum: Magnavox Odyssey



Ergebnisse

Gewinner
Verlierer
Ranking

Null-Summen-Spiele

Informationsvorsprung fiir iterierte Spiele

Centipede



