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• For this presentation I am tracing  this paper:

• Classifying Pervasive Games: On Pervasive Computing and Mixed Reality

by Steve Hinske, Matthias Lampe, Carsten Magerkurth, and Carsten Röcker

1. Definitions
• Broad Overview

• Pervasive Game Related Categories

2. Characteristics
• Role of Mobile Computing Technology 

• Dimensions of Player Experience

• Pervasive Gameflow

• Pervasive Game Elements

3. Observations

4. Case Studies 
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1. Play and Game Elements -all our previous readings apply! This will be discussed in relationship 

to Pervasive Game Elements Section later…

• Salen and Zimmermann

• Juul

• Crawford 

• And many others…

2. Pervasive Game
• Pervasive Games or Mixed Reality Games offer a new concept that aims at combining the 

properties and advantages of the physical , social and virtual world.

• Pervasive Games or Mixed Reality have an ambitious goal to bring the computer into the world in 

order to augment existing games or to come up with new forms of entertainment

• Embraces the employment or application of pervasive and mobile computing technologies
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1. Mobile Computing is a generic term describing one's ability to use technology 'untethered‘

2. Ubiquitous Computing is a model of human-computer interaction in which information 

processing has been thoroughly integrated into everyday objects and activities. Someone "using" 
ubiquitous computing engages many computational devices and systems simultaneously, in the course 
of ordinary activities, and may not necessarily even be aware that they are doing so thus it is an 
unobtrusive, human-centric vision of technology

3. Mixed/Augmented Reality  refers to the merging of real and virtual worlds to produce new 

environments and visualizations where physical and digital objects co-exist and interact in real time. A 
mix of reality, augmented reality, augmented virtuality and virtual reality. 
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1. Support:  traditional game is replaced by pervasive computing technology to simplify this part from 

the users' perspective

• A Multimodal Interaction Framework for Pervasive Game Applications

2. Augment: pervasive computing technology is employed to add a (virtual) component that was not 

there or even possible before

• Tamiko Thiel Berlin Wall Reconstruction 

3. Realize: completely new games are possible…

• FIASCO

• Mobile Google Streetview? Everyscape
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• Jegers explores 8 aspects of how can pervasive and mobile computing technologies support a smooth 

entering of the “magic circle” 
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1. Pervasive Games is an Emerging Genre
• Much of the technology is available – the social groups to use them is not developed

• What is the game play purpose or pervasive activity?

• What  kind of social interactions occur?

• How does this re-shape  existing culture – or formulate new cultures?

2. Pervasive Games rely on Ubiquitous Mobile Technologies
• Highly dependant on which  mobile device is used 

• Frameworks need to be established

• Authoring pervasive experiences on top of frameworks is ongoing.

3. The following Case Studies look at existing technologies and how they can be more pervasive.

1. Existing Computer Games medium that can be more pervasive

2. Augmented reality as explorations into pervasive  games

1. Web technologies  that can be pervasive 

2. VR Cultural Heritage  installation as pervasive 
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1. Gameflow

• Heightened Personification of player as it is YOU. 

• Player Skills and Concentration are positively affected

2. Game Elements 

• Originate from an arcade style rules (Virtual to 
Augmented transition)

• Heightened  Emotional attachment
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1. Gameflow

• Heightened Stereoscopic perception of the 
environment 

• Immersion positively affected

2. Game Elements 

• Originate from an arcade style rules (Virtual to 
Augmented transition)

• Heightened  Emotional attachment
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1. Gameflow

• Immersion in a photographic depiction of the real 
world

• Yet to be realized but there are some interesting 
ideas

2. Game Elements 

• Emotional Attachment – Community building for 
local neighborhood identity

• “Experience Building”

3. Geocaching is an outdoor treasure-hunting game in which 
the participants use a Global Positioning System (GPS) 
receiver or other navigational techniques to hide and seek 
containers anywhere in the world.
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1. Project Concept: ReConstructing the Wall will be a virtual reality 
(VR) installation, an interactive 3D computer graphics environment 
that allows users to experience a section of the Berlin Wall and its 
surrounding neighborhoods in some of their former complexity. 
Using interactive VR dramaturgical techniques such as simulation, 
interaction and time travel, we will develop a 3D interactive 
installation consisting of a network of scenes whose sequence users 

will determine via their own actions. Building on the spatial and 
historical characteristics of a specific location along the 

former death strip, we will embed archival materials (sound, 
images, propaganda posters, film, etc.) within a 3D simulation of 

the site so that users metaphorically experience the 
"zeitgeist" of that time as in a surreal dream. 

2. Game  Elements

1. Emotional Attachment
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