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Games and Reality
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About Me

A CEO & Founder of Makeree

A Founder of Jivy Group, a
development house for startups,
Founder of Playful Shark, an
Israeli game development studio

A Teacher: Kibbutzim Seminar,
IDC, TAU

A Active & founding member in
Gamel§ Games ForPeace

A My mail: dudipeles@gmail.com
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GAMES FOR PEACE
Dialogue Through Play «3—




The next 4 hours

1.5hours - listen
10 minutes break
1.5hour - work on games ideas
10 minutes break
1 hours O play with your ideas
10 minutes O listen (and get your homework)




Mission O - Think

A Iy going to talk for an 1.5hours, while
lyin talking your mission Is to write
anything that pops in your head
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Games and Realty



Héﬂt of Houze Scoretr )

fORK I: The Great Underground Empire
Copyright tcy 1931, 1982, 1983 Infocom, Inc, All rights reserwed,

fORK i= a regiztered trademark of Infocom, Inc,
Fevizion 83 / Serial number B40726

lezt of House

You are ztanding in an open field west of a white house, with a boarded front
doat,

There iz a small mailbox here,

-

For years game developers had a dream O make games more and more realistic. Some of the first gamesdidnyf have graphics at all5



But gradually, games stated to have more and more complex spaces
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GAME ORDERS ADVISORS WORLD CIVILOPEDIA
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On of the most important technologies that turned gamesto more realistic was 3d
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Modern gameslook so realistic its hard to know if ity§ a photo or a game



Activision

In today's games face excretions are becoming more and realistic as well


file:///D:/VideoGames/LectureMovies/Activision R&D Real-time Character Demo.mp4

