velopment of Games
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—; Colloguium 1
~ Visualization and Virtual Reality in Games

o
=
— il -
_—
= =
— —

Kyung Hee University



Vielvatien

SNEEksiand challenc

ermesg R

- remrleme e*s o development of virtual
rerlljr\

=y Hg=* mfluence of games

e _--_._—_

i -

= ®Pangers of progress and expansion of

-—.__.-l-—-—

= j' ‘Games

—



SKSTO lw@gétdoﬂqnm

naking

- Glye JrJforrrng,r.JJrT OINCEE 1SIG
\vrulf Ie reseurces and actions
— i e IES _of gameplay
_ C ?ol of gameplay

= S Gy "_'esthetlc pleasure

-

--l'-"

H

e
=

—— Nice realistic or like-realistic pictures

- lee pasic for feelings
— Realistic of feeling and behavior of characters



Tyve) el posite tenﬂ’sﬂ

> \Vgra de EJI Jf]fJffﬂc'[JOf] fo)f clec
eKing

More rr»r lStIC nice information for fine and




‘of visualization



D T

e :



*Ranlﬁ 7 HK:248 DK:© |V Loc: Alterac Valley (50, 45) = "m Bags: -

B0 3858 73@ 749 30 Candles: 13 HP:0 MP:O & Durability: 96% @ Loot: Free for all 2 W A 03

T
b

0.00 f 26804

e

| & Knight-Lieutenant
# 72780 I 171 KB:3 D: s I'

GYD: OTA: O TD: O
Henor: | 976 Last Kill: 19

- Sindarelle

w3 [60] Alterac Valley Graveyards
=y - Graveyard Assaulted: 0/ |

N 60r] Korrak the Blaadmger

ithius {Mﬂl_wrznth a
DEAD OFFLINE ™

LA s R
S

]
[ ieklns ](F\Hurgellhlala [Pusser i : A

thldm
DEAD

Snakebite Yorgi "Tand
DEAD m—— | | DEAD
[]0”}( Bnrkartum : J\Sgﬂ:ﬁheﬁ
Slumpy
- | ————S
—
®) WorcWigzseives ool [Runecloth].

e [Ram] [Guéifgc} Ignure the base
&) [Raid] [Goatfap]: gél our summon oul
[Raid] [Tand]: we need this summon or we die
o [Raid] [Hirske]: ffs hurry -/
[Raid] [Maldarl]: we Lant kill ice man we need lhe lv 82 man?tn
& [Raid] [Lembit]: were are u?
— ! [Tajk] has come online.

2”5 28T
“W?ﬁ@:




Autemap, Overlay, Health, eteci

y— o

e

P DursaMce @F HaTe Lewel |
» : UNDEAD STYaGlaM DeLL 1B54911963

- e HEW STATS
-I—I-I'F-ﬁ i

.- __.'.1




-
=

OCCIUSION anasliransparency.

DEVILEIN

-.—
=
; = o _-
" -
T = =
- — "
- — o il
— ;
— e ‘
= -
_ %
- l_ =
e
-. - —
- -
~ —




|gof |16 |

] L] YT =3
INFO S |[—
SECURITY
TRAIMNER
REPLICAT DFl

____.,__.—.J
Map &L D =te > - I RELOAD I Stanidard ‘-:'__-EP -

= — —l



T
VIEIraIms of Games s

SERIEiainment

e
e
=
c .].

| )

on making In economy, policy, military.

l]‘ "I' -

{___Vvefr IS true as for games as for movies



- \ore
SUJECT

o \gm,Jn es useful for Health

"_- -
e — g
= — =
- —
_— -



CDigital’games in-health
=EXEIm[PIEs, of uh— -

— i

SAinireliet andl distraction
o '—{Qh?lb”]'}

y @Rlll increase

- DJjlef: es awareness

=

.:____;__*'—;S._«_s ng carpal tunnel syndrome

= "*‘Mental health and sharpness (Brain Train!)

—

— Actlng out domestic and social situations
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sV eresandimore realistic simulation of reality
— Mofe € 18th graphies
ierealis stic behavior of artificial characters
— Mor_mc feeling of Player
: a’t—:ﬂ'r:alistic scenes aiming to stimulate real feeling

_ -._r__bg dlrect Interaction between player and game
— : —-‘ Control of game by brain
= Perceive of game’s world by brain (predicted by S.Lem in 1967)

= Creative artificial reality very similar to our life but
- different

— Similar physical laws (may be another but believable)

— Very perfect graphics

— Perfect simulation provides believable dreams and fiction




Dagersn entertainment
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eimidren study’ how and what to do in| artificial reality

-

ZIUNIECAINE ot adoptedi to: real life

SEtICs N game, harm of: cruel games
SREtImEs may cause spend much time instead useful

-
——— —

——
e

A

B T

;-;.Tf ‘contrast to books games and movies don’t train
- imagination (needed for creativity) (my opinion)
_® Virtual reality may be narcotic

— (experiments with stimulation of pleasure centre of
rats)

It Is needed limit of access to games for children
depending of age
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that children studies incorrect performance. This
~effect is existing in traditional education but in
games and movies it may be very stronger

® Very much responsibility of developers
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“The Future Is in Gamgs,
e Future is Nowss

= RISENGIORMESIESHA)ECIIT Of EXRIESSION 2), -
Mamstream: Entertaimment Business, 3) Drver of
Media Trechnoelogy, 4) Way ofi Socializing, 5) Tool for

Learning - a /anguage for an entire generation
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HyperMedialaboratorion verkkoj
Tampereen yliopisto, 2004.

Ermi — Helié — Mayra: Pelien voima ja [.l)
Lapset ja nuoret pelikulttuurien toimijoinal



Enline"Game Industry in China
Became the Pioneer ofiJnternet
SGontent IndUStry

120 47.9%

2004 2005 2006 2007 2008 2009

B Actual sales revenue (100 million RMB) Growth




-

Number of China Online Game...
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. -

7,000 100.0%

6,000 - 5683.2 | 20-0%
4944.4 - 80.0%
4,000 { 47% 3362.1 - 60.0%
- 50.0%
i 2633.6
3,000 - 40.0%
2025.2 Wy 30% 28% '

2,000 - 24% 18% - 30.0%
- 20.0%

| %
E BN NN

0 - ' w ' w 0.0%

2004 2005 2006 2007 2008 2009

I On]line Game Players (ten million) Growth



-




	Development of GamesA.V.Gavrilov
	Motivation
	Tasks of visualization in Games
	Two opposite tends
	Examples of visualization
	Occlusion and Transparency
	Maps, Inventory, Stats
	Main aims of Games
	Positive influence of games
	Digital games in health
	Tendencies in Games
	Dangers. In entertainment
	Dangers.In serious games
	Where We Are?The Finnish Game Industry Cluster
	Where is the Industry Heading to?A Game Convergence Roadmap
	The Future Is in Games, the Future is Now
	Online Game Industry in China Became the Pioneer of Internet Content Industry
	Number of China Online Game  Players in 2004--2009
	Questions

