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Abstract

This communication aims to present a formal deconstruction of video games in the form of various elementary
elements called "Gameplay Bricks". To understand these elements and study their characteristics in order to
classify video games, an analogy has been established with the periodic table of elements.  Each element is
considered as an atom and the set of elements as a part of a structure that is inspired by the periodic table of
elements. 

This approach made it possible to identify inconsistencies in the first iterations of our model from
2011. Indeed, the search for properties and the way to display them according to the method of the periodic
table of the elements made it possible to detect inconsistencies in certain Gameplay Bricks. Thus, by iterations,
it has been possible to identify at this stage 4 large families with distinct properties: Objectives, Results,
Condition and Average.
The way of associating the elements of each family answers to the rules that one finds by analogy on the
atomic scale. This analogy has also helped to identify missing elements and opens up perspectives on how to
build different types of molecules that correspond to computer programs of video games. 

This way of deconstructing video games in the form of atoms and molecules offers innovation approaches in
the way of classifying video games but also to imagine new types of experiment in the frame of  gameplay
research. Our next work aims to find new atoms (Gameplay Bricks) and molecules thanks to the use of
croawdsourcing and Artificial Intelligences tools. This work would probably help us to improve our model
based on the the periodic table of elements.
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