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About Unfrozermind

Unfrozenmind is a Strategic Innovation Think Tank
focused on changing the governing principles of the
global economy through fostering the concept of Nobl
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force of the global economy moves from protkiand
services to human talent, Unfrozenmind shows how tt
business of innovation is the business of personal anc
organizational transformation.

Focusing on Strategic Innovation, Collaboration,
Horizontal Communication and Virtual Leadership
DevelopmentUnfrozenmind helps organizations to
Design Legends.

For further information on Unfrozenmind please conta

Alexei Levene, Marketing Director
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Introduction

Modern videogames use mukmedia
technology in order to create a universe in
which users themselves drive the story.
Sophisticated gaming graphic cards, such as
Nvidia products, allow the creation of a 3D
universe with its own set of physical and
social laws, vegetmn, environments and
buildings that a player or players can interact
with. Players move through these
environments using their dexterity with input
devices, such as the keyboard, mouse and
gamepad, or various problem solving skills to
advance through thetory towards the goal.

The multiplayer game is when several and
sometimes millions of players log into a server
to play together on the same universe. Either
they compete against other players or try to
solve obstacles together to win awards,
therefore adding collaboration as a key skill.
Multiplayer game servers allow users to
create login identities, identify other players
looking for the same type of challenges, and
work as a forum to share knetwow, report
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are virtual objects used by the character.

Game Genres

Video games can be divided into many genres,
the most popular being FPS (Fipgtrson
shooter) and RPG (Reiéaying games). FPS
uses 3D graphics to create a virtual
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point of view.

Games such as Call of DutyMbdern

Warfare and Crysis create cities or islands
buzzing with tanks, helicopters, aircrafts, and
other soldiers both hostile and friendly. These
are renowned for their imersive3d

interactive environmentsOther games such
as Counterstrike and Rainbow Six, focus on
many players playing over a LAN or the
internet on smaller, more tactically interesting
battlegrounds. It is impressive to watch
teenagers create, communicatad execute
complex countetterrorist operations from a
first-person perspectivan these scenarios
learning takes place through competition and
teamwork, and progress is marked through an
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Alterac Valley Map
Alliance
1. Dun Baldar
2. Stormpike Aid Station
3. Dun Baldar North Bunker
4. Dun Baldar South Bunker
5. Stormpike Graveyard
6. Irondeep Mine
7. Alliance Entrance
8. Icewing Bunker
9. Stonehearth Graveyard
10. Stonehearth Outpost
11. Stonehearth Bunker
Y. Icewing Cavern
Neutral
#. Snowfall Graveyard
Horde
A. Frostwolf Keep
B. Frostwolf Relief Hut
C. West Frostwolf Tower
D. East Frostwolf Tower
E. Frostwolf Graveyard
F. Coldtooth Mine
G. Tower Point
H. Iceblood Tower
I. Iceblood Graveyard
J. Iceblood Garrison
K. Horde Entrance
Z. Wildpaw Cavern.
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Alterac Valley is a 40 person vs. 40 Person World of
Warcraft Battle Ground
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the player represented by a character to facilitate building a 3D world. Sophisticated
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of thousands of players occupy the same realistic way.
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each other.

Hardware
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Leadership improvements witnessed in users Bupiuiat engine
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of such MMORPGs are published by Harvard —— Game
Business Review and IBM Center for Advanced Cities, vniverse

characters,

Research vegetation,
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Game
Developers

wDesigning

Environment

wSetting characters,
objectives, stories

wDistribution
wTech Support

wDevelops engine
winterfaces

Usually a game engine is developed for a
specific gameHowever, it is common practice

Middleware
Softiare - for softwaredevelopers taalsolicense game
- -
enginesto gamedevelopers, coupled with a
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game developers to focus on scenario,

Game Platforms and Game Engines

Platforms refer tathe hardware on which the envirormental design, characters and story
game is running. Popular game platforms rather than coding. We plan to use such
include Sony Playstation, Nintendo Wii, and middleware to develop business related
Microsoft Xbox. The most traditional platform scenarios.

is the PC.

Newest Interactivity Tools

WOW Screen shot showing
" sophisticated web 2.0 technolegies
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Newest in gaming is the development in
Inordertocreate &3 YS dzy A @S N& Sigt&actii® &dls, where the player uses less
RSPSt 2LISNB dzaS oKI A &nd fds trddibn@l input devites Yike the
SYyaiaySeoQ ! 3IFYS-Sy3aayS Aa | asSid 27F LINB



keyboard, mouse, and joystick to manipulate
characters, and move onto ganspecific

input devices that allow players to interact
with movement of the entire human body.
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Guitar Hero Guitar

The success of Wii guitar hero, where the
player playsalong graphically represented
rock-music tracks on virtual drums and guitar
illustrates this trend.

Game Industry and Business Transformation

The game industry has already transformed
the entertainment business landscape by
growing rapidly. Grand Theftufo IV pulled in
$500 million dollar in the opening week, easily
shadowing even the biggest boffice

openings. Thidemonstrates a significant shift
from passive mediums such as film, to
interactive media where the individual is
immersed and engages withe environment.

A major paradigm shift is expected in the
music industry as ActivisieBlizzard, who
merged July 10, 2008 announced that it would
retail music through its Rock Band game,
allowing players to simultaneously listen to
and play theifavouiite music.

The Businss Impact: what it means for us

As mentioned above, IBM Center for
Advanced Research and Harvard Business
Review have published studies about a new
breed of leadership, project management and
knowledge management that is brewing
organically in the game community.

It is the obvious next step to create games
deliberately for the purpose of business
knowledgespreading, skills training,
collaboration and leadership development
and project management among many others.
The existencefdFPS multiplayer servers and
middleware means that development of such
technology platform represents a realistic
time frame from ROI perspective, and the
costs have come down.

As the young generation connects with media
in an interactive way, the shifih learning

from traditional push methods such as books,
video, lecture and letter filled documents to
interactive methods such as games. UZIBC
joint development will be the platform on
which this revolution can happeacross
technology, behaviour and kiness strategy



