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Abstract

This procéss book discusses the development lifecycle from conceptualisation to
realising Commodorea reaktime strategy naval battle game. Commodoreimed to
create arich digital product with analogue affor dancesbased onthe game of
Battleshipusing a tabletop as an interactive interface.

Key Quote

True interactivity is not about clicking on icons or
downloading files, it is about encouraging communication.

Ed Scholssberg, 2002

F

Copyright

Copyright © Bashkim Isai, 2009.
All rights (in all media) reserved.
http://www.bashkim.com.au/

Referenced images are copyright to their respectful owners.



http://www.bashkim.com.au/

Introduction

The focus of Commodorewas to explore new
ways to interact with tangible designs.

Project Description

The principle aim of the design was to create
an interface that exposed all the functions
required to complete a real-time strategy game.
The objective was to facilitate the pl ay er s
belief that they are in control of all aspects of
the game, rather than a computer.

Fundamentally, =~ Commodore encompasses
tangible interaction and physical feedback.
Unlike computer -based games, mteracting
with physical icons [ phicons] means players
are able to communicate through the battle
scenario without learning the functions of a
computer interface  (including clicking,

selecting, dragging and scrolling). Figure 1 (above): Digital construction of a

person interacting with  Commodoreusing one of
three phicons.

Game Narrative Figure 2 (left) : One of two battlefields in  the

The game exposes the hidden realms of a Commodoregame.

military tactician by utilising a plotting table to
visualise a naval battle. Tacticians can then
command a battalion to advance or retreat in
order to gain a competitive edge and defeat
their opponent. Warfare and aesthetics typical
of the British Regency period (1811-1820)
informed the Commodoregame.
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Background

Investigations of military plotting tables in
board games, moving image, research settings
and computer games informed Commodore

Moving Image

Throughout the development process, many
movies were examined to explore how popular
culture portrays military plotting tables.

The movie Har r vy
Stone portrays a game of Wizards Chess.
Attacking the opponent is visualised through
the physical destruction of a chess piece. A
chesshoard is a gridbased representation of a
battlefield.

.ntl :
Figure 3 A battl e of

and the Philosopher's Stong2001)

Background

Potter and

WiHazna Rottied s

In Cleopatra(1963) the manoeuvring of model
ships on a plotting table correlates to the
physical location of a ship.

The destruction of the correlating ship was
visualised through a chemical change through
the burning of its phicon.

Figure 4: The progression of a naval batt le,
Cleopatra(1963)
Chess,

Board Games

Parallels exist between the classic 1950sgame
of Battleshipand Commodore The objective of
both games is for a player to destroy their
0 p p 0 n enavly.0The physical layout is also
similar as both players have the ability to see
their opponents however; neither player can

see their opponentds game

Figure 5: Cover of the Battleshipgame (195G).

While similar, Battleship does not directly
inform the interaction and experience of
CommodoreDistinct differences include:

Battleship Commodore
Turn-based Realtime Strategy
Grid -based Vector-based
M ovement M ovement
Independent SharedCommon
Battlefield Battlefield
Board Game Tangible Media

Computer Game
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