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Overview

A For this presentation | am tracing this paper:
A Classifying Pervasive Games: On Pervasive Computing and Mixed Reality
by SteveHinske Matthias LampeCarsterMagerkurth andCarstenRdocker

1. Definitions
A Broad Overview
A Pervasive Game Related Categories

2. Characteristics
A Role of Mobile Computing Technology
A Dimensions of Player Experience
A Pervasivégcameflow
A Pervasive Game Elements

3. Observations




Broad Definition

1. Play and Game Elementsl our previous readings apply! This will be discussed in relationship
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2. Pervasive Game
A Pervasive Games or Mixed Reality Games offer a new concept that aims at combining the
properties and advantages of thghysical, socialandvirtual world.

A Pervasive Games or Mixed Reality have an ambitious goal to bring the computer into the world in
order toaugMmentexisting games or to come up wilklew forms of entertainment

A Embraces the employment or application of pervasive Bhabile computingtechnologies



Pervasive Game Related-Categories

1. Mobile Computings a generic term describing one's ability to use technologgethered¥

2. Ubiquitous Computings a model of humagomputer 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, humarcentric vision of technology

3. Mixed/Augmented Realityrefers to the merging of real and virtual worlds to produce new
environments and visualizations where physical and digital objeetxisb and interact in real time. A
mix of reality, augmented reality, augmentegatuality and virtual reality.
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Fig. 6. The mixed reality contmuam [20].



The Role of Mobile Computing Technology

1. Support: traditional game is replaced by pervasive computing technology to simplify this part from
the users' perspective
A 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
A TamikoThielBerlin Wall Reconstruction
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The Role of Mobile Computing Technology

€3 Bluetooth’

gf;:\ ‘ .A.;




Pervasive Gameflow

A Jegerexplores 8 aspects of how can pervasive and mobile computing technologies support a smooth
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