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PeUSeWXaO GaPe SSace LQ Crime City: GaPe DeVLgQ
LQ WKe Age Rf SRcLaO NeWZRUN GaPLQg
B\ AQdUeZ YRXQg
IW ZoXld be a gUeaW miVWake Wo aUgXe WhaW Yideo gameUV haYe hiVWoUicall\ been VoliWaU\ and anWi-Vocial, WhoXgh common miVpeUcepWionV
of ³gameU´ cXlWXUe mighW lead one Wo WhiV conclXVion.  Social neWZoUk gameV, VXch aV FaUPVille (Z\nga, 2009), The SiPSVRQV: TaSSed
OXW (EA Mobile, 2012), and CaQd\ CUXVh Saga (King, 2012), aUe inWUigXing noW onl\ becaXVe of WheiU diameWUic oppoViWion Wo VXch a
VWeUeoW\pe, bXW alVo becaXVe of Whe degUee Wo Zhich Vocial neWZoUking iV a ke\ componenW in oYeUall deVign, gamepla\ (paUWicXlaUl\
giYen iWV VWaWXV aV a fUeemiXm pUodXcW), and ZhaW coXld be called ³Ueal´ YV. YiUWXal Vocial neWZoUkV.  GUee'V CUiPe CiW\ (2010), WhoXgh
leVV popXlaU Whan WhoVe gameV liVWed aboYe, iV an e[cellenW e[ample of WhiV game W\pe in WhaW iV VhaUeV man\ of Whe ke\ chaUacWeUiVWicV
of Vocial neWZoUk gameV.  In paUWicXlaU, CUiPe CiW\ offeUV a cleaU YieZ inWo Whe Uole of Whe Vocial neWZoUkV (Ueal oU oWheUZiVe) ZiWhin
Vocial neWZoUk gamepla\.  Of coXUVe, ZhaW conVWiWXWeV a ³Ueal´ Vocial enYiUonmenW in Whe modeUn age lieV fUaXghW ZiWh Whe inadeqXacieV
of claiming an\Whing in Whe digiWal age Wo be Ueal.  In oUdeU Wo beWWeU XndeUVWand Whe manneU b\ Zhich pUeconVWiWXWed Vocial neWZoUkV
UelaWe Wo WhiV paUWicXlaU VXbVeW of caVXal gaming iW VeemV paUWicXlaUl\ XVefXl Wo look aW JeVpeU JXXl'V fiYe caVXal game deVign pUincipleV aV
a meanV of fXUWheU e[amining hoZ CUiPe CiW\, and oWheU Vocial neWZoUk oUienWed gameV, haYe alWeUed pla\eU UelaWionV Wo caVXal gameV. 
IW iV alVo paUWicXlaUl\ neceVVaU\ Wo e[ploUe Whe impacW WhaW fUeemiXm pUodXcWV haYe on emphaVi]ing Whe impoUW of Vocial neWZoUkV
WhUoXgh game deVign (aV Zell aV Whe moneWi]aWion of Vocial UelaWionVhipV).  To geW aW Whe heaUW of WhiV VhifW, iW iV impoUWanW Wo bUiefl\
e[ploUe Whe miVconcepWionV of Vocial gaming in oUdeU Wo Uecogni]e WhaW iW iV noW, in facW, a compleWel\ neZ phenomena.

CoopeUaWiYe and compeWiWiYe ³Ueal ZoUld´ Vocial enYiUonmenWV haYe been aW Whe heaUW of Yideo gameV aV faU back aV William A.
HiginboWham and RobeUW V. DYoUak'V TeQQiV fRU TZR in 1958.1 In facW, Whe aUcade ZaV a commXniW\-bXilding Vocial Vpace, ZiWhin Zhich
(aW a local leYel) pla\eUV bXilW Vocial VWaWXV and poViWion baVed on head-Wo-head compeWiWiYe gamepla\, inWeUpeUVonal UelaWionVhipV, and
Whe inheUenW Vocial capiWal of aUcade cabineW Wop VcoUe liVWV.  ThoXgh WheVe miVconcepWionV aboXW gaming haYe been cXUWailed
conVideUabl\, and moVW likel\ deUiYe fUom a Vimple miVXndeUVWanding of Whe acWXal Vocial hiVWoU\ of Yideo gameUV, WheUe iV a ceUWain
degUee of acWXaliW\ Wo Whe limiWaWionV of Yideo gaming aV a Vocial mediXm XnWil qXiWe UecenWl\ in WheiU Wechnological deYelopmenW.  ThoXgh
(indXVWUial and fan baVed) gaming e[poV and confeUenceV haYe ceUWainl\ pla\ed WheiU paUW in e[panding Whe Vocial gaming commXniW\,
VponWaneoXV Vocial inWeUacWion beWZeen membeUV of Whe Yideo game fan cXlWXUe haYe laUgel\ been limiWed b\ Whe deYelopmenW of
commXnicaWion WechnologieV and of local gaming VpaceV (aUcadeV, gaming cafpV, Yideo game clXbV, eWc.), boWh VpaWiall\ and in WeUmV of
WheiU laUgeU Vocial inflXence.  B\ Whe eaUl\ 2000V, WhoXgh, ZiWh Whe adYenW and maVV adopWion of Whe InWeUneW, and Whe eYenWXal
emeUgence of laUge-Vcale InWeUneW gaming, WhiV d\namic haV changed conVideUabl\.  MoUe UecenWl\, eYen Vocial neWZoUking ViWeV VXch aV
M\Space (2003) and Facebook (2004) haYe begXn inWegUaWing Yideo gameV aV an impoUWanW componenW of WheiU bXVineVV modelV.2
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Crime Cit\¶s Title Screen

WiWh oYeU 6.5 million acWiYe XVeUV (5.5 million on Facebook and anoWheU 1 million on iPlaWfoUmV),3 CUime CiW\ iV ceUWainl\ an e[cellenW
e[ample of boWh Whe popXlaUiW\ of fUeemiXm conWenW, aV Zell aV Whe Ueach of caVXal gaming. The game WellV Whe laUgel\ geneUic VWoU\ of
Whe UiVe of a cUiminal (Whe pla\eU) fUom Whe ciW\ VWUeeWV, chUonicling Whe cUeaWion of WheiU oZn cUiminal empiUe. PUimaUil\ compUiVed aV a
Uole pla\ing game (ZiWh Vome elemenWV of Whe CombaW and CollecWing genUeV, peU MaUk J.P. Wolf'V claVVificaWion VWUXcWXUe4), in CUiPe
CiW\ pla\eUV Vhake doZn bXVineVVeV, aVVaVVinaWe infoUmanWV, and bUibe jXdgeV (among a long liVW of oWheU XnVaYoU\ pUacWiceV, all of
Zhich coVW eiWheU ³eneUg\´ oU ³VWamina´ Zhich UechaUge oYeU Wime) in oUdeU Wo incUeaVe WheiU cUiminal inflXence.  InWeUeVWingl\, ZiWh VXch
a daUk and YiolenW naUUaWiYe, CUiPe CiW\ doeVn'W enWiUel\ fiW in ZiWh Whe moUe geneUal chaUacWeUiVWicV of caVXal gaming, aV JXXl aUgXeV
WhaW, ³caVXal gameV almoVW e[clXViYel\ conWain ficWion ZiWh poViWiYe Yalence.´5 ThaW being Vaid, Whe game VWoU\ and gamepla\ VW\le de-
emphaVi]e WhiV daUkneVV Wo Whe e[WenW WhaW Whe VWoU\ iV meUel\ a WenXoXV link beWZeen Whe ne[W VWepV in collecWing iWemV, bXilding Vocial
neWZoUkV, and deYeloping chaUacWeUV.  ThiV UedXcWion of Whe impoUWance of naUUaWiYe iV fXUWheUed in pUomoWional and commXniW\
maWeUialV UeleaVed b\ FXn]io Wo VXppoUW Whe game.  FoU e[ample, Whe deVcUipWion of Whe game foU Whe CUiPe CiW\ VecWion of Whe
fXn]io.com foUXm VWaWeV, ³RXle Whe VWUeeWV in CUime CiW\ Facebook!  DiVcXVV ideaV, geW help, and find neZ fUiendV oU UiYalV.´6 CeUWainl\, a
foUXm iV inWended Wo be a Vocial Vpace in Zhich pla\eUV aVViVW one anoWheU, bXW iW VeemV inWeUeVWing WhaW ZiWhin Whe VWUXcWXUe of CUiPe
CiW\'V foUXm an\ noWion of game naUUaWiYe baUel\ e[iVWV, be\ond of coXUVe Whe afoUemenWioned call Wo ³UXle Whe VWUeeWV.´  InVWead, Whe
Vocial aVpecWV of Whe game aUe UepeaWedl\ bUoXghW Wo Whe foUe (ZiWh VecWionV labeled geneUal diVcXVVion, Wechnical iVVXeV, XVeU Wo
compan\ feedback, mafia inYiWeV, and, moVW inWeUeVWingl\, an aUea Wo poVW XVeU cUeaWed conWenW).
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The Rivals screen lets \ou select other pla\ers to attack

AV aUWicXlaWed b\ JXXl, Whe fiYe common caVXal deVign pUincipleV aUe ficWion, XVabiliW\, inWeUUXpWibiliW\, difficXlW\, and jXicineVV.7 In Whe
inWeUeVW of bUeYiW\, Ze'll pUimaUil\ look aW inWeUUXpWibiliW\, bXW a bUief noWe UegaUding ficWion VeemV ZoUWhZhile.  SXpeUficiall\ Vpeaking, Whe
ficWion of CUiPe CiW\ iV diVVeminaWed and conVXmed in a VimilaU manneU Wo neaUl\ all commeUcial gaming pUodXcWV: ZoUd of moXWh (boWh
indXVWUial and fan made) and game VampleV (demoV and WUaileUV).  In WhiV caVe, WhoXgh, ZoUd of moXWh WakeV on a Uange of foUmV
inclXding aXWomaWed Facebook poVWV UeWelling Whe e[ploiWV of a giYen pla\eU'V ³mafia,´ aV Zell aV indiYidXal pUofileV dedicaWed Wo Whe
game.  In addiWion Wo fan-Wo-fan ZoUd of moXWh (VXch aV poVWing beWZeen fUiendV and diVcXVVionV oXWVide of Facebook) CUiPe CiW\ alVo
haV a Facebook pUeVence boWh aV an app, aV Zell aV on FXn]io'V oZn compan\ page.8 AV an oVWenVibl\ ³fUee´ pUodXcW, CUiPe CiW\ alVo
VeUYeV aV iWV oZn demo in WhaW Whe majoUiW\ of Whe game'V conWenW iV aYailable Wo Whe non-pa\ing pla\eU.

FUom a game deVign peUVpecWiYe, iW VeemV inWeUeVWing WhaW CUiPe CiW\ iV a VeUYeU-baVed game in Zhich WheUe aUe no Vpecific VaYe
poinWV.  InVWead, Whe game ZoUld iV peUpeWXall\ in pla\ and eYeU\ acWion WhaW WakeV place, boWh ZiWhin and oXWVide of Whe pla\eU¶V Wime
inVide Whe game ZoUld, iV UecoUded.  FoU e[ample, aV an e[WenVion of Whe Vocial neWZoUking componenW of Whe game, XVeUV can aWWack
and Uob one anoWheU'V ³hoodV´ in oUdeU Wo gain e[peUience and make mone\ Wo bXild and pXUchaVe iWemV of WheiU oZn.  AV a UeVXlW,
XnleVV pUoWecWed WhUoXgh Whe game'V ³YaXlW´ feaWXUe Zhich alloZV pla\eUV Wo hold aVide WheiU mone\ Wo pUoWecW iW fUom aWWack (ZiWh a
10% fee), pla\eUV can loVe qXiWe a biW of WheiU collecWed game aVVeWV Wo oWheU moUe enWeUpUiVing XVeUV.  ThoXgh Whe idea of peUpeWXal
game Vpace iV noWhing neZ, Whe moUe UecenW implemenWaWion of Vocial neWZoUkV aV a cenWUal componenW of gamepla\ haV ine[oUabl\
alWeUed noW onl\ Whe naWXUe of caVXal game deVign, bXW iW haV fXUWheU e[panded game Vpace noW onl\ onWo Vocial neWZoUking plaWfoUmV
(VXch aV Facebook), bXW inWo ³Ueal´ digiWal and analog UealmV.  AccoUding Wo JXXl, ³caVXal game deVign can Ueach neZ pla\eUV b\ alloZing
Whem Wo pla\ in VhoUW bXUVWV, Wo inWeUUXpW a game and pXW iW on hold, bXW ZiWhoXW pUeYenWing gameUV fUom engaging in longeU VeVVionV.´9

In Whe caVe of CUiPe CiW\, WhiV iV a ke\ elemenW in idenWif\ing iW aV a caVXal game.  The coUe gamepla\ e[peUience iV bXilW Vo WhaW a
pla\eU can leaYe aW an\ Wime (bXWWUeVVed b\ Whe VaYe V\VWem and peUpeWXal game Vpace), bXW gamepla\ iV iniWiall\ concenWUaWed Vo aV Wo
pXll Whe pla\eU in, When V\VWemaWicall\ VpUead oXW Vo aV Wo enWice Whem inWo inWeUacWing ZiWh oWheU pla\eUV.  AV a UeVXlW, aW Whe beginning
of Whe game Whe pla\eU iV almoVW conVWanWl\ leYeling, compleWing WaVkV, and Uobbing oWheU pla\eUV.  SeYeUal hoXUV in, hoZeYeU, WaVkV
begin coVWing moUe ³eneUg\´ and Whe Wime VpenW beWZeen miVVionV becomeV gUeaWeU.  B\ laWeU VWageV of Whe game, Whe miVVionV become
Vo VpUead apaUW WhaW Whe gamepla\ iV moUe cenWeUed on Whe pUoceVV of bXilding one'V ³hood.´  WhaW fillV in WheVe gapV of gamepla\
diffeUV VignificanWl\ fUom pla\eU Wo pla\eU, aV Whe\ can laVW an\ZheUe fUom 30 minXWeV Wo VeYeUal hoXUV depending on hoZ faU Whe pla\eU
haV adYanced in Whe game.  PUimaUil\, WhoXgh, Whe idea iV WhaW WheVe paXVeV aUe deVigned Wo offeU an oppoUWXniW\ foU pla\eU-Wo-pla\eU
commXnicaWion, oU if pla\ed on Facebook Wo do Vo ZiWhin oneV oZn pUe-conVWUXcWed Vocial neWZoUk.
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Your hood allows \ou to build up \our empire, but is also a target for other pla\ers

ThiV pla\V a VignificanW Uole in CUiPe CiW\'V bXVineVV model in WhaW WhiV iV cleaUl\ a call foU pla\eUV Wo inYiWe membeUV of WheiU fUiendV liVWV
Wo join in Whe game (eYen Whe iPad YeUVion haV Vome degUee of Facebook inWegUaWion), and in Whe pUoceVV Ziden Whe game'V oYeUall XVeU
baVe.  Social neWZoUkV eYen conWain Vome degUee of Vocial cXUUenc\ ZiWhin Whe game aV pla\eUV Zho inYiWe moUe membeUV inWo WheiU
³mafia´ UeceiYe a Vi]able adYanWage in combaW becaXVe foU each addiWional membeU added Whe\ aUe able Wo eqXip one iWem fUom each
eqXipmenW claVV (gXn, caU, e[ploViYe, eWc.), all of Zhich incUeaVe WheiU aWWack and defenVe abiliWieV conVideUabl\.  In VXch a Za\, Vocial
neWZoUk gaming e[pandV genUe WhUoXgh Whe incoUpoUaWion of Vocial elemenWV inWo game mechanicV.  AV alUead\ menWioned, CUiPe CiW\
fiWV neaWl\ ZiWhin Wolf'V V\VWem of genUe definiWionV, bXW iW VeemV ZoUWh YieZing boWh Whe Vocial neWZoUk and Whe game aV e[WenVionV of
one anoWheU.  In VXch a Za\, bUeakV in gamepla\ aV e[peUienced eiWheU ZiWhin Whe game Vpace oU on Facebook acW aV e[WenVionV of Whe
e[peUience UaWheU Whan depaUWXUeV fUom iW.

The ³fUeemiXm´ VWaWXV of WhiV game iV one of man\ UeaVonV foU iWV paUWicXlaU emphaViV on Vocial neWZoUking, bXW WhiV VhoXldn'W
neceVVaUil\ be YieZed aV an enWiUel\ neZ phenomenon in gaming, oU elVeZheUe. AV ChUiV AndeUVon haV aUgXed, Whe oUiginV of fUeemiXm
pUodXcW haYe WheiU UooWV aV faU back aV Whe aWWempW in Whe laWe 1800V and eaUl\ 1900V Wo Vell Jell-O b\ giYing oXW fUee Uecipe bookV,10

WhoXgh iW moUe Whan likel\ UeacheV back eYen fXUWheU Whan WhaW.  In eVVence, CUiPe CiW\ VeekV Wo incUeaVe iWV XVeU baVe in oUdeU Wo pXll in
moUe pla\eUV WhaW mighW pa\ foU pUemiXm conWenW; in WhiV caVe ceUWain ZeaponV and bXildingV can be pXUchaVed ZiWh gold bUickV WhaW,
be\ond Whe Wen bUickV giYen Wo Whe pla\eU aW Whe beginning of WheiU game, aUe onl\ aYailable aV pUemiXm doZnloadable conWenW (DLC). 
AV a UeVXlW, WhoXgh a laUge nXmbeU of gameUV Zill moUe Whan likel\ noW pXUchaVe an\ iWemV, Whe\ aUe eVVenWiall\ pa\ing WheiU Za\ b\
bUinging WheiU YaVW Vocial neWZoUkV inWo Whe fold aV poWenWial pa\ing cXVWomeUV.  In place of Jell-O giYing oXW Uecipe bookV, aV ³fUee
infoUmaWion WhaW coXld onl\ be XVed if Whe conVXmeU boXghW Whe pUodXcW,´11 ZhaW FXn]io and man\ deYelopeUV like Whem haYe Ueali]ed iV
WhaW b\ offeUing a fUee pUodXcW Wo cUeaWe a laUge XVeU baVe, Whe\ haYe alVo e[ponenWiall\ incUeaVed poWenWial income fUom DLC ValeV.
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pUodXcWion aV Whe\ UelaWe Wo conWinXed XndeUl\ing eWhnic and poliWical WenVionV.

The marketplace lets pla\ers purchase gold bars or mone\ to give them a leg up in the game

The UeVXlW iV a game WhaW iV laUgel\ deVigned noW aUoXnd naUUaWiYe, oU Whe paUWicXlaUiWieV of iWV gamepla\ (aV iW iV a highl\ geneUic poinW
and click RPG), bXW UaWheU aUoXnd Whe accXmXlaWion and conflicW beWZeen Vocial neWZoUkV.  ThiV VhoXld noW be Veen aV UepUeVenWing Vome
gUeaW bUeak fUom Whe longeU WUadiWionV of Vocial gaming (ZiWneVVed in aUcadeV, homeV, and elVeZheUe foU VeYeUal decadeV noZ); UaWheU iW
iV impoUWanW WhaW Ze Uecogni]e Whe inWUicacieV of a game Vpace WhaW iV moUe concUeWel\ e[panding inWo ZhaW can been conVWUXed,
incoUUecWl\, aV Whe Uealm of digiWal and analog ³UealiW\.´  ThoXgh iW ZoXld pUobabl\ be incoUUecW, and Woo faU a Ueach, Wo aUgXe WhaW Vocial
neWZoUking haV become a defining elemenW of modeUn caVXal gaming, Whe Zide adopWion of gaming on Vocial neWZoUking plaWfoUmV VXch
aV Facebook and M\Space make iW a gUaYe eUUoU Wo ignoUe Whe incUeaVing impacW of Vocial neWZoUking on Whe deVign of Yideo gameV.
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