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Overview

The Future of Computer Games and Virtual
Worlds—beyond entertainment.

Informal STEM and Arts education

Adult training in advanced manufacturing
Advanced medical care
Commercialization of Space
Opportunities for action




Future of Research in Computer Games and Virtual
Worlds: NSF Workshop Report




Modeling and Simulating the design of a
Personal Rapid Transit system for Uppsala, Sweden




Large Group Virtual Research Conference

O Phoenix Firestorm-Release v4.4.0.33720 - Crista I.opes

Content ielp Advanced Develop

o Keynote 2, Keynote 2 (4, 245 22) - Moderate m
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Latif.Khalifa @hg.osgrid.org: Fleep, the question is what kind of machine lol
George.Equus @hg.osgrid.org: what machine do you have Neb??
Fleep Tugue: lol'that too :)
Grid.Master @awesimworlds.com:8002 chuckles
Nebadon lzumi: beleive it or not
Nebadon Izumi: my machine wiht 20 viewers isimy old computer
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DinoQuest Online: Game-Based Virtual
World for Informal Life Science Education




Informal Classical Music Learning Game Environment:
SFSKids.org
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FablLab: Semiconductor fabrication operations
and diagnostics training game world

3R R0 OEEwN VIO v
Sl %y WO Ezw.-v-‘ Cxfabe 8
b Ll




Game-based production system for material
transfer processes
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inside the box.
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Opportunity. create a game for decentralized
virtual manufacturing system
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Game-based simulator interfaces for immersive medical
education: low-cost vs realism?

:
N
2 Y
: / /
TS .
‘IO‘..’ "v .
Al
R )
'
) » a

X o
) : ) 1
'y i Iy | p :| ' i
N J ) ,’: i s |
N / ) X f: ‘ ‘
yJ L YA i

Virtual human in Surgeon Simulétor 2014
(IPad/PC game)




Commercial, virtual medical clinic simulator




Commercial, high fidelity virtual anatomical
training systems

Animations Of Bodily Processes Visual Pathways Simulation

Includes Blood Flow, Visual Pathways, And Muscle Functions Explore How Brain Injuries Or Issues Affect Sight
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Maijor Anatomy Structures Multiple Simulated Patient Defects Eye Exam Simulation

See How Muscle, Nervous, And Pupdl Dystunction Present Practice Vinually With A Configurable Patient

Includes Labels, Tronsparency, And Ability To Hide Components
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Opportunity. develop reusable framework for developing interactive
“science missions” for government, industry and public.
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Sample project: Astero:d Red/rect/on Mission (NASA and Kerbal
Space Program) for resource harvesting.




Planetary science data visualization and “spherecasting” support:
NOAA Science on a Sphere installation in Opensim VW platform
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Supporting virtual planetary exploration and near-earth objects (space
debris, small satellites, near-earth asteroids)




Mission Control Room: Vision for Discovery Science Center
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Advanced training center concept using low-cost game-
based virtual world technology




Opportunities for Action

Provide seed funds for meetings and stimulate
partnerships between academia, emerging industries,
large enterprises, and government agencies.

Provide challenge grants and open competition events
that seek to demonstrate new socio-technical and
educational capabilities through computer games and
virtual reality.

California's economy and workforce have global
competitors, yet we can further our lead through
computer game technology and culture!




Research Collaborators

Faculty

— Robert Nideffer (RPI), Thomas Alspaugh, Jill Berg, Yunan Chen, Steve
Cramer, Garnet Hertz (Emily Carr U), Alfred Kobsa, Jung-Ah Lee, Crista

Lopes, Gloria Mark, Bonnie Nardi, David Redmiles, Richard Taylor, and
many others

Research Staff

— Craig Brown (NomNom Games), Yuzo Kanomata (IGB), Kar1 Nies (ISR),
Alex Szeto (American Honda, ISR), and others

Students
— UCI Video Game Developers Club
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Additional Information and Resources

The Future of Research in Computer Games and Virtual Worlds: NSF Workshop Report

Collaborative Game Environments for Informal Science Education: DinoQuest and DinoQuest
Online

Game-Based Virtual Worlds as Decentralized Virtual Activity Systems

Exploring the Potential of Virtual Worlds for Decentralized Command and Control

VirtualWorldSociety.orqg




