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1. Surface Games

2. PINS

1. Surface Games

-a field within tangible gaming
-extend traditional board game by being played on interactive tangible surfaces

Board Games vs. Computer Games vs. Pervasive Games

-Board Games - use simple symbolic pieces (e.g. Go, Oware)
- use iconic pieces [e.g. Chess)
- Computer Games — use mouse & keyboards
+Pervasive Games - use tangible interfaces (e.g. Audiopad, Pico, TViews)

Tangible Gaming

- Combine multi-touch and object-recognition
-Eg. Entertaible - LCD-based multitouch-tangible platform for digital board games
-E.g Reactable - collaborative electronic music game using computer vision technology




1. Surface Games

-a class of computer games played with tangible playing pieces on an interactive surface

Surface as referee & fluid interaction

«Interactive surface acting as referee
+Reactive game play surface
+Increase flow and fluid interaction

Relative environments

- Use open playing areas (dynamic characteristics)
- Proximity and orientation
- Physical object acts as relative indicators of the entire game states

1. Surface Games

-a class of computer games played with tangible objects on an interactive surface

Physicality & game balance

- Simultaneous physical game dynamics
« Multi-handed interaction
- Manipulation and balance of playing pieces beyond traditional board games

Tangible playware & surfaces

- Bridge real-world interaction with computer games
-Compose of tangible playing pieces and interactive surface
-E.0. Emancipated Pixels - wall surface tracking and mediating the game




+Use the sets of symbolic tokens (bound to iconic digital representation)
- Use the reacTIVision framework for the creation of an interactive surface
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2. PINS

-Designed for a multitouch-tangible surface
-lconic nature of a piece is determined in real-time
-State of playing pieces can change throughout the game

Interaction & representation

- Symbolic Tokens (Physical representation)
- PINSQ] play piece2 OI3 & THEQ| fiducial marker&A]

- Game Piece Types (Digital representation)
- Circle: physical token =20l 22 WA, token2 Sel™ BEXIS0l AXIHLU ZH0LE
- Line: physical tokenO®il M OtLIC| M2 2k WA, tokenS Sal™ M9 W0l HFHO R
49| ZO0l= HIOIE ENXI0IAHU E= &HEMO| tokendt intersect®t XIENXI

- Defining Game Pieces (by touch interaction)

- Game surface0ll X2 tokeng S 29, circle/line2!X|2} 01™ playertil £0t=XIE XIZ0H0 &
- Player? 4% XI&: & £2Z tokeng EXIT 20|l playerZ2E S 0= ZME FHoIMH &
- Circle XI&: tokeng E{XITH 0| AT A0l TM

- Line XI1A: tokenE EXITt 20| ot =2 F = 0l= ZME FOIH lineE &




2. PINS

-Gameplay: Z28{|0|0{= ACH2t2| play pieceS [ 0|4 2Zl0]|X| 231A| pin(Z trap)st=s U

Game Piece States

+Active state - S MEH (OF2] A&HE MOl I0H inactive TIX| 82 &0IU= &H
013 wetoZ 2xi 4 9

+Held state - & 20l S012l &Y held &4EH=Z O 012 tokenS translate 5= rotate & +
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