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Game design

e 1999 - 2003 : 3rd party developers

studios
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e 2004 - 2008 : Ubisoft World Studios m—nrm?
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Publisher

 From 2008 : Seaside Agency

Game and interactivity design




Academic

Industrial responsible of the game design teaching at
the national school of game and interactive media

Ph.D at the CNAM, CEDRIC laboratory. On
psychosociological model of the player in the game
system.

Book :

— E.Guardiola 2000. Writing for games (« Ecrire pour le jeu,
techniques scenaristiques du jeu video et informatique »). Dixit,
Paris.

Paper in book

— E.Guardiola 2006 . Ludo-narrative Structure (« L’histoire que nous
faisons vivre au joueur : la structure ludo-narrative »). In Le Game
Design de Jeux Vidéo. Approches de l'expression vidéoludique. S
Genvo ed. 'Harmatan, Paris.

In proceeding

— E.Guardiola & S. Natkin 2005. « Game Theory and video game, a
new approach of game theory to analyze and conceive game
systems ». In proceeding, CGAMES’05, Angouleme (France)

S. Bianchini & E. Guardiola 2005. « Image partagée : systeme de
représentation et systéme de jeu ». In proceeding, H2PTM’05 -
Créer, jouer, échanger : expériences de réseaux. 29, 30 Novembre,
1¢" Décembre 2005 - PARIS (France)
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Breve histoire




Support : les consoles

Nintendo
LL 2 37 million

65 million
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Autres supports

pas exclusivement orientés jeu

1 milliard 300 millions vendu en 2009

40 millions d’lphone

*Piratage
*MAIS Online et jeu service

250 millions en juillet 09 Les «Box »Pointent leur nez

TV interactive et cloud gaming

facebook.




Acteurs

Fabricant Editeur

Développeur Prestataires

Distributeur Point de vente

Institutions Presse Jeu




Modeles économiques

En boite classique, dans un commerce ou en ligne

— Dominant

Achat via les services en ligne des consoles, ou PC
— XBLA, Wiiware, Home: des jeux anciens ou spécifique a DL
— Steam sur PC

Portail de jeu, achat en ligne
— Pop Caps, Big Fish...
Abonnements (mensuel, carte prépayée...)
— World of Warcraft
Micro paiements
— Modele asiatique
— Facebook

Publicité




Exposition

Exemple DS noél 2007

118 titres DS

Dragonball Z GOKU DENSETSU (Namco Bandi Games) — August
Madden NFL 2008 (EA) - 24th August
Tiger Woods PGA Tour 2008 (EA) - 31st August
Worms 2 (THQ) - 31st August
Freshly- Picked Tingle's Rosy Rupeeland (Nintendo) - 14th September
Glory Days 2 (Ghostlight) - 21st September
Tank Battles (Midas) - 21st September
Drawn To Life (THQ) - 21st September
Sonic Rush Adventure (SEGA) - 28th September
LuminousArc (Rising Star Games) - 28th September
ATV Thunder Ridge Riders & Monster Trucks (ZOO Digital Publishing) - 28th September
B-17 Fortress In The Sky (ZOO Digital Publishing) - 28th September
Cookie & Cream (505Games) - September
Jam SessionsTM (Ubisoft) - September
Race Driver; Create & Race (Codemasters) - September
Paint by DS (Ertain B.V.) - September
Juiced 2: Hot Import Night (THQ) - September
Scrabble Interactive 2007 Edition (Ubisoft) - September
Purr Pals (THQ) - August/September
Ratatouille (THQ) (in-line with movie release) - September
GodzillaUnleashed (ATARI) - Q3
Cake Mania (Majesco/Eidos) - Q3
New York Times Crossword (Majesco/Eidos) - Q3
Operation Vietnam (Majesco/Eidos) - Q3
Toon Duko (Majesco/Eidos) - Q3
Honeycomb Beat (Rising Star Games / Hudson) - 5th October
NARUTO NINJA COUNCIL (Nintendo / TOMY) - 5th October
Donkey Kong Jungle Climber (Nintendo) - 12th October
Spider-Man: Friend or Foe (Activision) - 12th October
Build A Bear Workshop (Games Factory) - 12th October
Digi Gata (Games Factory) - 12th October
The Legend of Zelda: Phantom Hourglass (Nintendo) - 19th October
8Ball Allstars (Oxygen Games) - 19th October
Heracles: Battle with the Gods (Midas) - 19th October
Playwise: Dino Park (Midas) - 19th October
Playwise: Pony World (Midas) - 19th October
Sea Monsters (ZOO Digital Publishing) - 19th October
Pinball Constructor (Oxygen Games) - 19th October
Practise English! Face Everyday Situations (tentative title) (Nintendo) - 26th October
Big Catch - Bass Fishing (505Games) - 26th October
Arctic Tale (Zoo Digital Publishing) - 26th October
Balls of Fury (ZOO Digital Publishing) - 26th October
Original Frisbee Disc Sports - Ultimate & Golf (ZOO Digital Publishing) - 26th October
Crash Of The Titans '07- DS (Vivendi Games) - October
Izuna (505 Games) - October
Bratz: 4 Real (THQ) - October
Cars: Mater-National (THQ) - October
Hanna Montana (Disney Interactive Studios) - October
Disney Friends (Disney Interactive Studios) - October
Avatar: The Burning Earth (THQ) - October
CSI 2 Dark Motives (Ubisoft) - October
Real Football 2008 (Ubisoft) - October
Spyro: The Eternal Night DS (Vivendi Games) - October
How The Grinch Stole Christmas (ZOO Digital Publishing) - 9th November
Focus (tentative title) (Nintendo) - 23rd November
Mario Party DS (tentative title) (Nintendo) - 23rd November
Bomberman Story (Rising Star Games / Hudson) - 23rd November
Yamaha Supercross (ZOO Digital Publishing) - 23rd November
M+M's Kart Racing (Zoo Digital Publishing) - 30th November

Ben 10: Protector of Earth (D3Publisher of Europe/Koch Media) - November
Need For Speed Pro Street (EA) - 1st or 2nd November

High School Musical: Making The Cut! (Disney Interactive Studios) - November
Ambidexterity (working title) (505 Games) - November

Fashion Designer (505 Games) - November

1 Did It Mum (Boy) (505 Games) - November

1 Did It Mum (Girl) (505 Games) - November

Ferrari Challenge (System 3) - November

Call Of Duty 4: Modern Warfare (Activision) - November

Jenga (ATARI) - November

Disney Princess: Magical Jewels (Disney Interactive Studios) - November
Enchanted (Disney Interactive Studios) - November

Power Rangers: Super Legends (Disney Interactive Studios) - November
Aquarium by DS: Fantasy (Ertain B.V.) - November

Aquarium by DS: Real (Ertain B.V.) - November

Matchstick Puzzle by DS (Ertain B.V.) - November

Paint by DS: Military Vehicles (Ertain B.V.) - November

Strawberry Shortcake The Four Seasons Cake (Game Factory) - November
Chessmaster: The Art of Learning (Ubisoft) - November

The Golden Compass (SEGA) - November

Warhammer 40k Squad Command (THQ) - November

WWE Smackdown vs Raw 2008 (THQ) - November

Rayman Raving Rabbids 2 (Ubisoft) - November

Showtime Championship Boxing (ZOO Digital Publishing) - 7th December
Ed, Edd n Eddy (D3Publisher of Europe/Koch Media) - December

Paint by DS: Classical Masterpieces (Ertain B.V.) - December

Brain Buddy (Koch Media) - Q4

Boulder Dash Rocks! (10TACLE STUDIOS) - Q4

Steel Horizon (Konami) - Q4

Catz 2 (Ubisoft) - Q4

Dolphin Island (Ubisoft) - Q4

Dogz 2 (Ubisoft) - Q4

Hamsterz 2 (Ubisoft) - Q4

Horse Life (Koch Media) - Q4

Horsez (Ubisoft) - Q4

Imagine Fashion Designer (Ubisoft) - Q4

Imagine Happy Cooking (Ubisoft) - Q4

Imagine Pet Vet (Ubisoft) - Q4

Imagine Babies (Ubisoft) - Q4

Miami Nights (Ubisoft) - Q4

My Word Coach (Ubisoft) - Q4

Totally Spies (Ubisoft) - Q4

Surf's Up (Ubisoft) - Summer / Autumn

Konami Arcade Classics (Konami) - Autumn

Pro Evolution Soccer 2008 (Konami) - Autumn

My Horse and Me (ATARI) - Autumn

Lucky Luke Go West (ATARI) - Autumn

Mega Man Star Force Leo (Capcom) - Autumn

Mega Man Star Force Pegasus (Capcom) - Autumn

Mega Man Star Force Dragon (Capcom) - Autumn

EA Playground (EA) - Autumn

FIFA'08 (EA) - Autumn

HEROS OF MANA (Square Enix) - Autumn

DS Novel (tentative title) (Nintendo) - Winter

Mario & Sonic At The Olympic Games (SEGA) - Winter

Asterix at the Olympic Games (ATARI) - Winter

Boogie (EA) - 2007

My Sims (EA) — 2007

emplacements
chez Wal-Mart

Force du réseau de distribution et du
push marketing

Qualité contenu et son adéquation a
une audience




Exposition
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Apps pour enfants

Football

Les Apps pour iPhone de nos publici...
are Les jeux pour iPod touch de nos pub...
: iTunes Rewind 2009: Apps
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2 < e allRadio
Div & Jeux Utilitaires Reseaux sociaux Utiltaires Jeux v
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. Hude It: voir & travers les véte...

Utilitaires

‘ T" I! ‘L . Akinator

Divertissement

" = ————
200 A Stunning ... Universal Music ... MIDEM Beat It! R5S Runner leParisien Sor
Productivité Musigue Musigue Jeux Actualtés Actualtés

. Doodle Jump - ATTENTION: Jeu L.
Jeux

Ou Est Charlie? Le Voyage Fant...
Jeux

VihatsAnn Messenoer

70 nouveaux jeux par jour sur I'lphone en France
Sources : userADgents




Apercu d’'une production

Conception

Preproduction

Post

Production .
production

Formalisation
d’'une idée

Valorisation
de l'idée et
prototypage:
R & D Créative
et technique

Cabhier des
charges du
jeu : validation
du gameplay

QQ semaines a 6 mois

2moisalan

processus industriel :
phase de réalisation
du jeu

Play test
Validations
fabricants

6 mois a 2 ans

Post Launch

1 a 10 personnes

2 a 50 personnes

3 & 250 personnes

Patch,
contenu
téléchargeable,
animation de
mondes
persistants

Devient un
véritable service

Quelques mois a ???

R y
Tres variable: de 1
personne a ratio
personnes/abonnés




Equipe

Management du studio Direction éditoriale interne ou externe Marketing interne externe

Game Designer eu  Programmer Graphiste

irecteur creatif
projet

Directeur
technique

Leads :
Caméra
control
tools

1A
scénarique
FX

bas niveau..

Lead Sound
designer

Directeur
artistique

Leads :

Chef de projet/
producteurs
associés

graphic Sound team
Animator
Models
Characters
2D

Menu ...

Programmers

Artists
Animators

Lead game
designer

Lead Level
designer

Game
designers

Story
Designer

Level
designers

Writers

Ressources externes

Parfois experts,
intermittents, writers
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Jouent-ils?

Huizinga, Homo luden
Caillois, Des jeux et des hommes
Jacques Henriot, Sous couleur de jouer




Game as an interaction loop

Theses elements are
critical but how the
game content is
managed by player?

Action

Control

Stimuli
Feedback

-’
S =

* -

Create game situations,
send these to the player
and allowing him to
interact with them



The manifestation of the
virtual world, a game
situation transformed in
pixels, sound, scripts...

"UATION PRECIEVED AND
PRESENTED / _

_

STRATEGIES CONCEPTIO
AND SELECTION
" Analyze of solu
Always a ris

pay of
failure
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The manifestation of the
virtual world, a game
situation transformed in
pixels, sound, scripts...

o e
TARGETED

- +evaluation of the
difference to manage
I __-I- ’l‘ - :-— . .

O




Agir dans l'incertitude







Incertitude

Depth 'd’

¥

Scope =4 x d for chain, & x d for warp & chain




The ancient art of war, Apple, 1984

Ou sont les décisions intéressantes? Ou se situe |'incertitude?




Anti tank
gun

Nature of environment
Numbers

Speed

Fog of war
Amunitions

Fighter

Artillery

Bomber

Heavy
infantry

Chopper

Armored

Infantry

Light
Armored




Joueur 2

Joueur 1

Enemies’
formation

E. Guardiola & S. Natkin 2005. « Game Theory and video game, a new approach oI game theory to analyze and conceive game
systems ». In proceeding, CGAMES’05, Angouleme (France)
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Challenge




Challenge

Player’s abilities Game situation llﬂ -
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Player’s abilities vs game situation




Player’s abilities vs game situation
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Player’s abilities vs game situation
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Player’s abilities vs game situation
ol e
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Player’s abilities vs game situation

Mo Bl PICARATS COINS : (1

Get the threes wo
o o th har

ina thea follow

2 Will 2at tha
~t over.

Associative thinking
Logic




Risk Reward and Punishment




Cliff road principle
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Decision theory

A. Tversky, C.R. Fox, Weighting risk and uncertainty, in
Psychological review
N° 102, p 269-283, 1995

Poor probability

High probability

Gain

Risk-seeking for gains of low probability
POKER Lose / Agressive : involve with
low chances to win, see the potential
gain, may bet high

Risk-aversion for gains of high
probability

POKER Thight / Agressive : involve with
high chances to win, see potential gain,
bet high

loss

Risk-aversion for losses of low
probability
POKER Thight / Passive : involve with
low chances to lose, see potential
loss, bet low

Risk-seeking for losses of high
probability

POKER Lose / Passive : involve with
high chance to lose, see potential loss,
bet low




Gameplay

L'ensemble des actions (cognitives ou
physiques, performances et stratégies) que le
joueur déploie et qui influencent positivement
ou négativement la résolution de la situation
de jeu incertaine dans laquelle il est immergeé







Le game design consiste a:

 Concevoir le gameplay (quelle expérience
voulons nous faire vivre au joueur?)

Rationnaliser ce gameplay (spécifier les regles,
es interactions, les ressources, les variables,
es intentions de réalisation)

Produire I'expérience (assembler les éléments
pour produire la situation de jeu)

Processus itératif




Un systeme de jeu




HIGH SCORE

READYF




Changement d’état

Etat du jeu

attente Prét Partez PM Proie PM Perdu  chst High score
Chasseur \VEED

r‘i e COMportement

() Wchasseur

Vivant Vivant _ __
chasseur proie f Comportement
' proie
mort

Dots Pas de
présents dots

Lifes Score
O




De I'input au challenge

HIGH SCORE

READYF




Variables et ressources Gameplay

Vitesse de pacman

Nombre de fantome

Vitesse des fantomes

Type de prise de décision des fantomes

Nombre de dots et powerpils

Durée du power pils

Durée de |'avertissement de fin d’effet de power pils
Nb de points par dot/fantome/pils/bonus mangés
Nb de points pour un lup

Distance a parcourir







Pourquoi je pioche?
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Gagner perdre dans Wolrd Of Warcrarft ?










Le lien avec le joueur




The First Light principle




LActive creation of belief

* Nous sommes pas dans le Suspension of
disbelief

 Mais dans |’ Active creation of belief
e (J. H. Murray - Hamlet on the holodeck)
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Mise en scene et dimension

pragmatique du joueur










Set the world with interactions
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www.BewareSamFisher.com [Current Ben])
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Levier psychologique




La derniere balle

Le viseur compatissant

Les % de succes / échec

Drops




Le level design




Game Designh au Level Design

e Le game design détermine
les systemes générant le
gameplay

e Certains objets et variables
de ces systemes sont
déclinées en variations

e Ces variations sont réparties
dans le temps et 'espace du
jeu par le level design.




Super Mario
Principle of “jump window” and Challenge variation




&dé
&eE
&eé

Undergroundfice/mushroa

fﬁb’ﬁ:&:ﬁiiﬁ

sssss

¥ Eﬁ@

i

WaWebdos %%

*e @g Sanps
@@@@ so M

. i
IM! I_Ills
[ =

P BHHY o
CEEHE % % =
t@@@@@ o 8

waaaa

eﬁgﬁgsgggiéggggggﬁgﬁ
BEEE SR AAre EPRERR
@%ﬁﬁ?@@@%g @g% =853 PR

SR BEEELREIL e eR
o %%@@mmﬁﬁﬁﬁﬁﬁééﬁ?@ﬁ
D WD Waey DR wwOee

PR P 13 altaey 409

MR gpw

Gﬂ@ LA S

ﬂﬁﬁ
g

bl
YK KK W T ©




o 7 o i
B 3 o
& abd, - = COS -
% o (7]
O = = .
2] = o v =i O = I
: N H 4 X "y
iJiJiJiJiJiJ“}JiJiJiJiJiJiJiJiJiJiJ#JiJiJiJiJiJiJiJiJiJ*iJiJiJiJiJiJiJiJiJiJiJﬂuﬂﬂﬂum@wﬂﬂuwwﬂﬂuww@wm Jﬁbwﬂwuuwwwuuuw J@uﬂﬂ@ﬂﬂﬂuﬂﬂﬂﬂﬁﬁt

L P P

/‘\«2 M /“\«2 /"v’\\,lz A
- - - -
Ahb. - Ad s
T =S ==
i
o
o
[ = fisiees rr JE S B fissiai=
e e i = ERERRE
LA N S w % ¥og T e P o (et A0 a T T O s
u#JiJ“LJ“LJ#J#J#J“LJ“ULJ“LJ#J1J1J“LJ“LJ#JiﬂJ“LJ“LJ“LJ#J#J“LJ:J:J:J#J#J:J:J:J#J#JMH#J#J:J:J:J: J:J:J:J#JU#J“LJJ}JIH#Jwﬂﬂﬂﬂﬂ#J#JiJ“LJ“LJ#J#J#J“LJ“LJ“LJ}J:J:J:J:J#J:J:J#J#JMHM#JU'D‘“}J“}J#J




fioh

it JﬂqJ'UU AR,

e
o
B

AR
(e e i e Ei e i e e e E e

HHTHT

(oo

|
HHHHHHHAT

i

AR

(= e e i e

e

[T}
L

)

]

e




i - LI'.I o I.I.I

4 M

il s v e e il il e .._.I [y NESRTR

=1 _— e S e R e N Y R YA et ) -ae 1 Lo F Ll .... 1= =

|
I ebbls’

-rJ.'El.-I-r.ﬂ:-ll-. -...J.lrilﬂlj.lm:r_ PR S Lh.'I.u.il.-. L.ﬂnL"l' I-. ol
R -._-_l_ i -

L_Ll..l-_

s

e -—I-—-II—'\-——-' ---------



File  Edit Modify Create Display  Window Edit Curves  Surfaces  Edit MURES  Polegons  Edit Polygons  Subdiv Surfaces  Bonus Game  CPS Help

|Mndenng '||.ﬂﬁ+|hﬁ‘"|§ +& 20007 2RIV SO | H I BREIEEE

DEE

.-'-‘mlmatlun| L|ghtn|ng| Modeling | Shelf1 | Shelf2 | Te:-:tures| Tools | il | amimn | project  SCENANc |scene | sy |

= = @ Gl e
r?l%i& m H ﬁ Ea g ﬁ aglar % clean
Display  Show  Panels I'-.-'iew Shading Lighting Show  Panels

;-ianl : ET

L. d

4/_

-

_'_'.-|T|""'

zide

IRL

IRU_cine

CPSIPOT _group
CPS1POZ_group
CPSIPOT_traw_cam
CPSTPOT_travw_wiew
CPSIPO2_traw wiew
CPSIPO0Z_trav_cam

f_._\
. d

HEEHHE

INE LIS

defaultLightSet
defaultObjectSet

jminchon

modelPaneldViewselactedS et
BOx_CIME_O07_B01_endCiner
end_cine
GOEBELINZ_01_CHASE
GOBELIMZ_01_CHASE1
GOBELIMZ_01_CHASEZ
GOBELIMNZ_02_CHASE
GOBELIMNZ 02 CHASED

LI 700 (0B ree| 0] || | B[ | 1 por
143350 iTDT1.uu i3nuu.uu w [NoChaacter Set w0 [




C
.@
s
Q
©
)
>
D
Q
©
=
o
s
Q
o)
s
(q0]
o
.
C
O
C
X
>
2,
(s
£
v
o
T

i aEm

o, e

-
hy 4

—— =

S| |

(]
9 ]

i
Ly o -

.'!-E;J
T

=3 |5




Difficulté et tension ludique




Why is it important to manage difficulty?

A

Frustrating

Player competence v

>

Tension

Difficulty level=
gameplay variables
linked to the obstacles

Player competence =
knowledge of the game,
virtuosity learned,
means given by the
game.




Difficulty and optimal experience

Good difficulty curve : the optimal experience

Player compete
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Les bonus de Mario kart
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Preset and dynamic

GrummitesTorturer
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limits of the optimal experience

Some games do not try to maintain player in an interesting challenge, but push him to
become skilled. :

“Player Performance, Satisfaction, and Video Game Enjoyment” Christoph Klimmt,
Christopher Blake, Dorothée Hefner, Peter Vorderer, and Christian Roth :

our experiment found that players enjoyed the FPS the most when they were given a very easy
condition with many success events (enemies killed) and very few (if any) failures (own deaths).




Leviers Motivationnels




Motivation theory
Deci & Ryan, (Deci et Ryan 00)

Behavior Monself-determined - __ ] Self-determined

Extrinsic Motivation | Intrinsic Motivation

Type of Amotivation
hAativation

External lntrojected Itamithed Intagratca frtnnsic
Regulation Regulation Regutation Regulation Regulation

Tvpe of Mean-
Fegeianon reguiation

Locus of Impersonal : Somewhat Somewhat
Causality Externa jrtarna

Fisure 1. e seli~determination continwin, showing the motivational, self-regnlatory, and perceived focus aof causaliny

bases af behaviors that vary in the degree to which they are self-defermined

Les types de régularisation, les profils motivationnels
la régulation externe désigne une action dirigée vers l'obtention d’'une récompense ou I'évitement d’'une punition

la régulation introjectée apparait en réaction a une pression sociale : sentiment de culpabilité ou de honte, attente de
compliments, etc.

la régulation identifiée conduit I'individu vers des activités que lui-méme juge importantes pour son développement
la régulation intégrée concerne les activités liées a I'estime de soi ou qui sont en accord avec une philosophie de vie.




Behawior

Type of
Motivation

I vpe of
Reguiaton

Locus of
Causality

*Gold
eDrop

Figure 1.

.XP pOInt bases of beli .r.f-.-.'...' {

oKilling
mobs

eLevel up

e characteristic and
competence
progression

eQuest solving

. WARCRAFT

Honsell-determinad

Amaotivation Extrinzic Mativation

External Introjected |k raiifach
Regutation Regpuiation Requlation

MNan-
regulation

Cormewhal Somewhat
External Intemal

eV i e degree faow ire self-determined

*Elaborate relation between
action and goal.

*Example: collect these
resources + acquire this
competence + buying this
element = creating a
powerful tool

.'.I, |'|'|'|:}|'.l"|.'.'.'.r.'l'.-'.'.'.'.'.'I 5.*.“_:'-

Salf-datermined

Intrinsic
Requiai

Irternal

-regilatery, and percetved locis of cansalin

Gameplay to create identity
*Explore everything
*Meeting others

eAchieving all quests

*Being the best in PVP
*Being pacifist

eDefend guild principles

ePleasure
of doing it




Modélisation du joueur




Comportementale par Bartle (96)

Socialisers

INTEREACTIN

-1
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Bartle’s classification

Achievers: gain "points," levels, equipment and other concrete measurements of succeeding in a game. achieve
rewards , having prestige.

Explorers: dig around, discovering areas, creating maps and learning about hidden places.
Killers: competition with other, fighting them

Socialisers: interacting with other players or elaborate NPCs, meet others in-game or outside of it.




Performance modeling

Microsoft lab Cambridge




Modele du joueur dans le gameplay :
recherche menée au CEDRIC

Performance, with efficiency and effectiveness
Means and strategies

Risk aversion profile, with utility and ambiguity
Pay off preference

Motivation type, behavior, regulation, locus of
causality

Completion and perseverance profile




Contexte narratif
Formalisation

Cameéra Control Animation Collision

Courbe d’apprentissage
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Galerie de jeux







Expérience emotionnelle : Final Fantasy VII (1997 PS 1)

Aerith’s death

A TR

Flower girl

*Oh, thesa?
Do vou like them?
Thew're only a gil.. 7"
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L a moralité comme theme

To win: Improve moral values such as
honesty (in game by paying with the right
amount a blind seller. Or stopping open
chests to steel their content.)

(pC 1985)




Le news game
Les impacts sociaux ou politique




Comprendre une situation historique
ou actuelle
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MAKING HIS

THE CALM & THE STORM
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Développé par Muzzy Lane, studio fondé
par un groupe de chercheurs du M.L.T.
(USA), Making History : The Calm & The
Storm a été concu comme un outil
pédagogique permettant aux collégiens et
lycéens nord-américains d apprendre et
de comprendre |'histoire, les enjeux, la
géographie et I'économie de la Seconde
Guerre Mondiale, tout en s"amusant. Une
autre approche du jeu vidéo.

Students Burak, Eric Brown, Eric Keylor,
Olive Lin, Tim Sweeney and Victoria Webb,
in collaboration with Carnegie Mellon
faculty, are designing the videogame
simulation of the Israeli-Palestinian conflict




Darfur is Dying

_Darfur Is Dying
You have been captured by the militia |
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Make people understand the urgency of
action in Darfur by playing a decimated
family in a near impossible survival game.




Les Sims

U'expérience interactive de la maison

i Le systeme de jeu portant un regard
de poupées

particulier sur le bonheur

Gameplay Landscape (Sims)




De possibles bénéfices réels

Wii Fit: Brain age :
Stimuler nos

Perdre du poids .
performances cognitives?




Enjeu santé

Cyberthérapie SG Cogr
Réduire nos phobies Lutte contre Alzheimer
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Meonthly Catholic Action Adventure PC Video Games By

HOME > PLAYING THE GAME
Gospel Champions takes kids back to Biblical times by
intertwining 30 actiondadventure gameplay with
sequenced elements of the Gospel staries. Children
cantrol their Zack or Mary Martha character to avoid F i 'ﬁﬂ"h .
adwversaries and solve puzzles that lead them to an review €
. animation of each part of the story. Once they have
Ehﬂﬂq_]hﬂﬂﬂﬂﬂﬁ B found all the story elements, they then perform tasks z&%}ﬁ@h&’!@l&ﬂﬁ
Ta Your Kids related to the story. For example, they might bring five ﬁﬂm]bﬂﬁ' game
F|'r1'|'iﬂ!l the Bame sick people to Jesus to be healed or help ZaCChaEUS pay 2
Eyuetbincing e S back those he cheated. The game has three different
HECEITIIT TG DAEy skill settings for early, middle, and late elementary
children.

Preview bospel Stories
f TR 1. Read and He ar tha 2. Begin Action
Dincesan Training Bible Storny Summary Adventure Lameplay

n 'h-tuw tetung
Gathalic Teachings

Press Release

z 3. Flldﬁl.ur Lovalive; J - .
I:FEE SHmpIE Bﬂmﬂ - H Ser .Fm; llear ; ; et . 4. Parferm Shary-
The Dible oy — o Il::::d:’::l!:_ anl

Contact s
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Super Columbine Massacre RPG




Une sensation
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Une autre sensation

Diive inko s warkd
of discowery,

Swim, dive and inan
acean full of advertre!
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Expérience sociale
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Mylo project




Le jeu dans toutes les industries ?

€] SERIOUS GAME

NATHALIE KOSCIUSKO-MORIZET
SECRETAIRE D'ETAT CHARGEE DE LA PROSPECTIVE ET DU DEVELOPPEMENT DE L'ECONOMIE NUMERIQUE

Mise en ceuvre du volet numérique du plan de relance
Lancement des appels a projets Web 2.0 et Serious Gaming
Paris — 27 mai 2009

Suite a la présentation, au conseil des ministres du 6 mai dernier, du volet numérigue du
plan de relance, Nathalie Kosciusko-Morizet donne le coup d'envoi de sa mise en ceuvre
avec le lancement de deux appels & projets dédiés au serious gaming et au Web 2.0,
Financée a hauteur de 30 millions d'euros, cette initiative portant sur des domaines
jusque-la peu reconnus, marque la volonte du gouvernement d'accélérer la mutation
numeérique de |'économie comme de la société francaises.




Prateek's Farm
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Mettre a I'épreuve la bulle ludique
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Pervasive strest adventure

Join the rebel fight against Global Nation
Tactical battles where brainpower matters
Build the best robot for your carser

_f_f Multiplayer and singleplayer missions
== withreal and virtual enemies

Strong community features

3-4 months episodes with storyline

J2ZME client ¢ ) GLOBAL® NATION :-‘7'\
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Jouer tout le temps et partout
Stéphane Natkin /Jesse Schell




ARG / Transmedia / Géolocalisation

THD / TV interactive
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TWO PICTURES
ARE WORTH
ATHOUSAND WORDS.
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Herbert A. Simon

Les sciences
h . et 5 de I'artificiel

y Approches de {expregs;

Jesper Juul
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on vi(feuiudfque

(d~3|

1w fohoessais
L Hoemattan

M. PIATTELLI PALMARENI

g JULCH LY. KAl D

tANE NATK ; G La Modélisation
JEUX VIDEO ET MEDIAS CHOIR, DECISIONS des Systémes
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' de jouer
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Quels modéles | "-.'._
pour les nouveaux loisirs numériques ? LY 5

ENHoks Shure ARCHITECTURE
AND DESIGN

A NEW EDITION

Viibert

GAME THEORY AND VIDEO GAME, A NEW APPROACH OF

GAME THEORY TO ANALYZE AND CONCEIVE GAME Miniature Gardens & Magic Crayons:
SYSTEMS

Emmanuel Guardiola Ubisoft & CEDRIC/CNAM Games, Spaces, & Worlds . .
Stephane Natkin CEDRIC/CNAM A Thesis Presented to The Academic Faculty by Chaim Gingold

CGAMES’'05
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