Gnometilus

Submarine concept Art
During my practical semester (2007) I was
employed by the Knowledge Media Research
Center in Tuebingen to develop the concept for
an educational game that could be used to
convey knowledge about different types of fish
locomotion. For that purpose I was working
closely with post graduates in psychology and
biology to make sure that their specific requirements would be met, but was otherwise free to
decide what kind of game it would be.

I chose to write the concept for a 2D side scrolling action adventure where the player would
control a small fish-shaped submarine, crewed
by three adventurous gnomes (hence the
title). Over the course of the game, the player
would occasionally equip his submarine with
new propulsion systems based on different
types of fish that use that mode of locomotion.
That way the player would naturally become
familiarized with the different types during
play, without the information being force fed to
him in explanatory cutscenes.

During this project I learned a lot about the
procedures and formalities of game design and
worked independently on design and concept
creation.
http://gnometilus.philipp-gresse.com

Space Gate
Interface Design: Cursor
The subject for the educational game I devised
for my Diploma (2009) was free for me to
choose. I picked the mathematical differentiation rules as the subject. Embedded in an
adventure story about discovered space gate
relics, the game play focused on the differentiation of equations. The gamification of the
interface and the interaction with the equations
was intended to allow for an easier access to
differentiation.

Concept Art

Starting aboard a space station, the player has
to solve a number of differentiation puzzles to
activate the space gate and travel to a new
and undiscovered planet. On each planet, the
player finds a new differentiation rule, allowing
him to solve more complicated equations and
to unlock the passage to further planets.
http://spacegate.philipp-gresse.com

Character Design

Noah’s Islands
Island and Animal Artworks
Joining a team of multi media students, my
tasks in this project were not focused on
game mechanics for a change. Instead, I
was given responsibility over the visuals,
designing backgrounds and animal characters
myself and directing three fellow students in
creating animations, interface elements and
human characters. The game was developed
for use on facebook, and it involves collecting,
purchasing and bartering for playing cards
of different animals. Completing a set of four
cards for any given animal unlocks that animal
as a trophy for the appropriately themed island.
Over all, focusing entirely on the visuals, and
especially directing the efforts of other artists,
was a very interesting experience.
http://noahs-islands.philipp-gresse.com

Breakball
Mockup

Interface for Mobile Phones

At the start of the ‘mobile interaction design’
seminar of fall 2009, the group decided that
our project would be a multi-player ‘Breakout’
clone, played on the public screens at the
munich metro stations and controlled by
personal mobile phones. My responsibilities in
this project were the development and documentation of the game mechanics and the
design of the mobile interface. When creating
an account, the player is assigned to one of
three teams, and each time he plays the game
on one of the public screens, the points he
collects for his team are recorded. The overall
team scores for all the individual metro stations, as well as the player’s own contributions,
can be viewed at online scoreboards.
http://breakball.philipp-gresse.com

Sidelives
In late 2010 the team of students working
on the independent game project “Sidelives”
was looking for support in the area of game
design, and I was happy to pitch in, as I was
looking for a potential project for my Master
Thesis at that time. Employed officially as an
assistant game designer, my main tasks were
penning a game mechanics treatment and
devising the first playable areas, both in
close cooperation with a former colleague of
mine who had been attached to the project
from the start.
The game is set in a futuristic city where,
awaking after a disaster, the player has to
escape from an amorphous, ever expanding
dark mass. The player cannot fight or defeat
the mass, but can use his special abilities
to delay it or to navigate the environment in
order to escape.
Though I was not really involved in the world
creation in this project, it was none the less an
interesting experience to coordinate my efforts
with the artists, writers and programmers.
Concept

Realisation

http://portfolio.multimediaart.at/projects/2011-sidelives
http://sidelives.philipp-gresse.com

Theory
http://diploma.philipp-gresse.com

Educational Games
For my diploma thesis in 2009 I chose to examine the topic of educational games. A field with
which I already had some previous experience via
my internship semester. What I learned was that
commercial games already commonly employ

very effective techniques to convey knowledge
about the game world and the game controls.
A necessity to enable players to master and
enjoy the increasingly complex titles of today.
This is often achieved via tutorials that explain
the important elements of the game, but other
elements like the initially low and gradually
increasing difficulty of the actual gameplay
or the general presentation of the game world
contribute to this as well. After having played
through the first few parts of a game, the player
will usually be able to aptly operate the complex
control schemes and will know a lot about

the game world, how its internal logic works,
and maybe even about its social or political
structure.

and that it could therefore be seen as one of
the fundamental reasons for the enjoyment of
computer games.

designer would have to focus on the design of
that feedback in particular.

Unfortunately, the techniques that so effectively enable the player to acquire knowledge
and competence in commercial games are rarely
employed in educational games, where the
educational material will often be “tacked on” to
an adventure or action game mechanic. To fully
utilize the potential of games as an educational
medium, the gameplay should be constructed
around the educational material instead.

http://master.philipp-gresse.com

Game Design Processes
The term “effectance” refers to the enjoyable
experience of one’s own influence over the
environment and is an important subject of
behavioural and motivational psychology. In
recent years it has been argued that this kind
of experience is especially prevalent in digital
games, since players will routinely experience
significant influence (defeating enemies,
causing change or destruction to the environment) with very little effort (pressing a button),

In my master thesis in 2011 I examine how the
“effectance” principle could potentially benefit
the game design process. One aspect that is
important for the effectance experience in computer games is the feedback to the player’s
actions, since it is this feedback that will inform
the player of his exacted influence. So in order
to facilitate the effectance experience, a game

The types of influence a player can exact in
a game can be very different in scope, from
simply moving a character or performing an
attack, to conquering a part of the game world,
or altering the progression of the narrative. In
the thesis, I suggest to distinguish between
four different types of player influence, to aid
in the examination of the game system with
regard to the “effectance” principle.
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