Anatoliusz “Tolek”
Matthew Swarts
Racel Williams

Lesniewski,

30th, 2008



College of Architecture
Georgia Institute of Technology

http://www.coa.gatech.edu/imagine/



A serious game is a term used to refer to software or hardware
application Cbi!@b)o)-w) with game technology and game design
principles for a primary purpose other than pure entertainment.
Serious games include games used for educational, persuasive,
political, or health purposes

-Wikipedia
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WHAT

diverse audiences to communicate

4 Still Image Renderings
] Electronic Collages
 Animations

] Interactive Presentations

[ Online Real-time Environments
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Uses
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u Fundraising
J @Jﬁ]ﬂl&lﬂlg; TiIon

e Clients
] Georgia Tech
J Georgia Aquarium
(J Piedmont Park Conservancy
1 Coca-Cola
] Central Atlanta Progress
J And Others
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http://flickr.com/photos/jamesbraid/2958174312/sizes/|/



http://www.newegg.com/
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http://flickr.com/photos/29923994@N03/2930844273/sizes/|/
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https://wiki.brown.edu/confluence/display/MarkTribe/Corbusier
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http://flickr.com/photos/steve_ tanja/74714692/sizes/o/



U.S. COMPUTER AND VIDEO GAME DOLLAR SALES GROWTH

DOLLARS IN BILLIONS

1996 1997 1998 1999 2000 2001 2002 2003 2004 2005 2006 2007
Source: The NPD Group / Retail Tracking Service
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“Essential Facts about the Computer and Video Game Industry”, Entertainment Software Association (2008)
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