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MotivationMotivation
•• Tasks and challenges of visualization in Tasks and challenges of visualization in 

GamesGames
•• Tendencies of development of virtual Tendencies of development of virtual 

realityreality
•• Positive influence of gamesPositive influence of games
•• Dangers of progress and expansion of Dangers of progress and expansion of 

GamesGames



Tasks of visualization in GamesTasks of visualization in Games
•• Give information for decision makingGive information for decision making

–– Available resources and actionsAvailable resources and actions
–– States of States of gameplaygameplay
–– Control of Control of gameplaygameplay

•• Give esthetic pleasureGive esthetic pleasure
–– Nice realistic or likeNice realistic or like--realistic picturesrealistic pictures

•• Give basic for feelingsGive basic for feelings
–– Realistic of feeling and behavior of charactersRealistic of feeling and behavior of characters



Two opposite tendsTwo opposite tends

•• More detail information for decision More detail information for decision 
makingmaking

•• More realistic nice information for fine and More realistic nice information for fine and 
feelingfeeling



Examples of visualizationExamples of visualization







Automap, Overlay, Health, etc.Automap, Overlay, Health, etc.



Occlusion and TransparencyOcclusion and Transparency



Maps, Inventory, StatsMaps, Inventory, Stats



Main aims of GamesMain aims of Games

•• EntertainmentEntertainment
•• Serious gamesSerious games

–– EducationEducation
–– Decision making in economy, policy, militaryDecision making in economy, policy, military

•• Lower is true as for games as for moviesLower is true as for games as for movies



Positive influence of gamesPositive influence of games

•• More easy and fast learning of different More easy and fast learning of different 
subjectssubjects

•• Sometimes useful for HealthSometimes useful for Health



Digital games in healthDigital games in health
•• Examples of use:Examples of use:

•• Pain relief and distractionPain relief and distraction
•• RehabilitationRehabilitation
•• Surgery skill increaseSurgery skill increase
•• Diabetes awarenessDiabetes awareness
•• Easing carpal tunnel syndromeEasing carpal tunnel syndrome
•• Mental health and sharpness (Brain Train!)Mental health and sharpness (Brain Train!)
•• Acting out domestic and social situationsActing out domestic and social situations
•• Social and communication developmentSocial and communication development

•• www.gamesforhealth.orgwww.gamesforhealth.org



Tendencies in GamesTendencies in Games

•• More and more realistic simulation of realityMore and more realistic simulation of reality
–– More realistic graphicsMore realistic graphics
–– More realistic behavior of artificial charactersMore realistic behavior of artificial characters
–– More realistic feeling of PlayerMore realistic feeling of Player

•• Naturalistic scenes aiming to stimulate real feeling Naturalistic scenes aiming to stimulate real feeling 
–– More direct interaction between player and gameMore direct interaction between player and game

•• Control of game by brainControl of game by brain
•• Perceive of gamePerceive of game’’s world by brain (predicted by s world by brain (predicted by S.LemS.Lem in 1967) in 1967) 

•• Creative artificial reality very similar to our life but Creative artificial reality very similar to our life but 
differentdifferent
–– Similar physical laws (may be another but believable)Similar physical laws (may be another but believable)
–– Very perfect graphicsVery perfect graphics
–– Perfect simulation provides believable dreams and fiction  Perfect simulation provides believable dreams and fiction  



Dangers. In entertainment Dangers. In entertainment 
•• Children can not recognize what is reality and what is Children can not recognize what is reality and what is 

fantasyfantasy
–– Belief in magic and magic personages Belief in magic and magic personages 

•• Children study how and what to do in artificial reality Children study how and what to do in artificial reality 
and became not adopted to real lifeand became not adopted to real life
–– Ethics in game, harm of cruel gamesEthics in game, harm of cruel games

•• Games may cause spend much time instead useful Games may cause spend much time instead useful 
activityactivity

•• In contrast to books games and movies donIn contrast to books games and movies don’’t train t train 
imagination (needed for creativity) (my opinion) imagination (needed for creativity) (my opinion) 

•• Virtual reality may be narcoticVirtual reality may be narcotic
–– (experiments with stimulation of pleasure centre of (experiments with stimulation of pleasure centre of 

rats)  rats)  
It is needed limit of access to games for childrenIt is needed limit of access to games for children
depending of age depending of age 



Dangers.Dangers.
In serious gamesIn serious games
•• Realistic simulation causes belief that all existing Realistic simulation causes belief that all existing 

in game is true and rightin game is true and right
–– games can simulate simplified versions of realitygames can simulate simplified versions of reality

•• This may cause to wrong decisions in policy and This may cause to wrong decisions in policy and 
military plans with hard consequencesmilitary plans with hard consequences

•• If game for education has false it may cause If game for education has false it may cause 
that children studies incorrect performance. This that children studies incorrect performance. This 
effect is existing in traditional education but in effect is existing in traditional education but in 
games and movies it may be very strongergames and movies it may be very stronger

•• Very much responsibility of developersVery much responsibility of developers







Where We Are?Where We Are?
The Finnish Game Industry ClusterThe Finnish Game Industry Cluster

Network InfrastructureNetwork Infrastructure

G2/G3 TerminalsG2/G3 Terminals

PDA TerminalsPDA Terminals

Tele Operators
Digi TV Services

Tele Operators
Digi TV Services

Related Industries #1

IndividualsIndividuals

OrganisationsOrganisations

Buyers / Appliers

Key Industries

Game ApplicationsGame Applications

Console ManufacturingConsole Manufacturing

Digital ContentDigital Content

Game ServicesGame Services

Tradit. Content & MediaTradit. Content & Media

Related Industries #2

TV-ProductionTV-Production

Music Music 

GAMES & INTERACTIVE CROSS MEDIA + GAME-ALIKE APPS
120 organizations, 40 members (19.4.2004)

Research & EducationResearch & Education

VC FinanceVC Finance
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Supporting Industries



XBox

Where is the Industry Heading to?Where is the Industry Heading to?
A Game Convergence RoadmapA Game Convergence Roadmap
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The The FutureFuture Is in Is in GamesGames, , 
the the FutureFuture is is NowNow

–– RiseRise of of gamesgames as: 1) as: 1) FormForm of of ExpressionExpression, 2) , 2) 
MainstreamMainstream EntertainmentEntertainment Business, 3) Business, 3) DriverDriver of of 
Media Media TechnologyTechnology, 4) , 4) WayWay of of SocializingSocializing, 5) , 5) ToolTool for for 
LearningLearning a a languagelanguage for an for an entireentire generationgeneration
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Online Game Industry in China Online Game Industry in China 
Became the Pioneer of Internet Became the Pioneer of Internet 
Content IndustryContent Industry
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Number of China Online Game  Number of China Online Game  
Players in 2004Players in 2004----20092009
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QuestionsQuestions
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