
 

Game developers level up as COVID pushes
people home
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With many stuck in their homes as cities around the world try to reduce
transmission of COVID-19, people are turning to games as a way to
communicate, create a sense of community in the virtual world, and
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stave off boredom.

They're also finding ways to transition their favorite face-to-face
tabletop games into online formats so that they can continue playing
them.

Chris Klug, associate teaching professor in Carnegie Mellon University's
Entertainment Technology Center, said online game companies are
looking at the situation as a real opportunity. If there is a silver lining to
COVID-19, online and tabletop game developers might be the
beneficiaries.

"They need their consumers to be in front of their computers, and many
people are doing exactly that," said Klug, an entertainment industry
veteran with 25 years of experience working in video games. "Every
person I know working at a game company is looking at this as a way to
leverage what they already do."

Klug expects the increased numbers of people at home combined with
people's need for human interaction will amplify the demand for
computer and console games that revolve around a multiplayer
experience. Klug also is seeing a shift with traditionally in-person,
tabletop games: More people are asking for ways to play games online
that they normally play in person.

He expects this shift to have some staying power. For instance, if only
5% of a game's players previously wanted a virtual tabletop version, that
number likely will jump to 95% with many people stuck at home due to
the pandemic. Once people are able to move about freely again, some
who tried the virtual tabletop games will stick with it—increasing the
total audience for the virtual tabletop game.

Jessica Hammer, assistant professor in Carnegie Mellon's ETC and
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Human Computer Interaction Institute, expects tabletop games, played
both virtually and in person, will emerge stronger following this period
of time.

"This came during a renaissance of tabletop, board and live-action role
playing games," Hammer said. "This space has never been more exciting
than it is right now. There are new business models and incredible design
innovation, including taking these face-to-face games online."

People want to be entertained, but they also are looking for human
connection, Hammer said. She said research shows that the
conversations people have when they play board games—even things as
simple as explaining how many cards to draw—help form a sense of
community and togetherness. People are finding ways to simulate that
online because they value that.

"Livestreaming dance classes or game play creates a chance to have
connectiveness," Hammer said. "People do feel co-present in these kinds
of digital environments. We call it the distributed digital hearth: People
are gathering around these beacons and having experiences that are real,
and that is community forming."

But Hammer said the idea of obtaining most of your entertainment and
socialization online isn't new. Instead, new audiences are being
introduced to it.

"For many people, including those who are disabled or
immunocompromized, the internet has already been a source of
connection," Hammer said. "Now you have a mass audience facing the
same constraints. That might drive more investment into new
technologies that could make experiences in this space more powerful."

New audiences have emerged in the past from technology disruptions
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and innovations. Klug said we last saw a shift of this magnitude with
Facebook. Through the platform, gaming companies found a new
demographic for their products.

"They were present but not important when game companies designed
products," Klug said. "Zynga began producing really simple games, and
they found that while the traditional gamer demographic wouldn't touch
them, the new demographic loved them."

Klug said it's possible new demographics also will emerge from this
shift. But, like many things with the current crisis, we will have to wait
and see how that might turn out.

Provided by Carnegie Mellon University

Citation: Game developers level up as COVID pushes people home (2020, April 7) retrieved 9
April 2024 from https://techxplore.com/news/2020-04-game-covid-people-home.html

This document is subject to copyright. Apart from any fair dealing for the purpose of private
study or research, no part may be reproduced without the written permission. The content is
provided for information purposes only.

Powered by TCPDF (www.tcpdf.org)

4/4

https://techxplore.com/tags/game/
https://techxplore.com/news/2020-04-game-covid-people-home.html
http://www.tcpdf.org

