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Chapter Two
Creating Videogames

University of Fine Arts of Brera (IT)

1.How to create videogames with practical examples

First example: “The Dark Room”
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Second Example: “The Dark Room” The Making Of

Step by Step
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+ Panorama Stitching
Lens Wizard
Mosaic Stitching
Batch Cropping

Stitches a row of a column of photos into a single panorama.
Makes 360° panoramas.
For all cases where the camera is rotated on a fixed point (usually a tripod).
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2. How to modify videogames with editors:

“Return to Castelvecchio”
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“Return to Castelvecchio” Makong Of

Step by Step
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Chapter Three

The Problem of Violence in Videogames

Vilnius Pedagogical University (LT)

1. Psychology of aggression
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2. How to channel competitiveness
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