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Digital Pollution

One of the big problems of today is environmental pollution. One of the causes that have
contributed substantially to the pollution of the environment is the emission of CO2. If we all have
information about air, water, and soil pollution, too few of us have documented upon digital
pollution.

Digital pollution refers to everything related to the production and use of digital devices and the
internet. Each of us uses at least a mobile phone, a laptop and all these are inevitably connected
to the internet.

From the moment we purchase a mobile phone, a laptop and start using them, we produce a very
large ecological footprint and thus each of us becomes a digital polluter daily.

We use a large amount of electricity to power devices and telephone network infrastructure, to
store and transmit data, to manufacture digital devices and to distribute them to customers.

The impact of the digital environment has greatly increased with the emergence of "cloud"
storage. This involves an enormous amount of data stored in data centers hosting streaming
platforms such as Netflix, Facebook, YouTube. These centers are represented by enormous
buildings equipped with servers operating 24/7 while using air conditioning systems.

According to studies carried out immediately after the COVID19 pandemic, a single data center
with an area of approximately 10,000 m2 would consume as much electricity as a city with 50,000
inhabitants every day. Also the world's data storage is comparable to five nuclear power plants.
The same study suggests that, on average, from the moment it is sent until it is received, sending
an email generates 10g of CO2 and 50g of CO2 respectively if it is accompanied by an
attachment and a single e -mail emits 19 g of CO2 when stored for one year.

What we can do to reduce digital pollution is: manage e-mail efficiently, regularly empty the trash
and spam folder, unsubscribe from newsletters we don't read, compress the files we send,
choose a shared storage space, use the browser responsibly by being precise in searches, type
directly in the address bar and not in the search engine, close tabs we don't use, periodically log
out our accounts when we're not using them, disconnect our modem/router when we don't need
the internet, turn off mobile notifications, remove unused apps, delete old accounts or posted
videos years ago and try to watch our favorite shows in low resolution thus avoiding HD.

Let's all be responsible, if not for the present then, at least, for the future!




Poluarea Digitala

Una dintre marile probleme ale prezentului este poluarea mediului inconjurator, la care,
cunoscuta este contributia substantiala a emisiei de gaze cu efect d esera.

Daca despre poluarea aerului, a apei si a solului fiecare dintre noi are informatii, despre poluarea
digitala prea putini dintre noi ne-am documentat.

Prin poluare digitala se intelege ansamblul de poluanti care apar la producerea si utilizarea
dispozitivelor digitale si a internetului.

Fiecare dintre noi foloseste cel putin un telefon mobil, un laptop si inevitabil este conectat la
internet. Inca din momentul in care ne-am achizitionat un telefon mobil, un laptop si incepem sa
le utilizdm producem o amprenta ecologica foarte mare si astfel fiecare dintre noi devine un
poluator digital zilnic.

Utilizam o mare cantitate de energie electrica pentru alimentarea dispozitivelor si a infrastructurii
retelelor de telefonie, pentru stocarea si transmiterea datelor, pentru productia dispozitivelor
digitale precum si a distributiei lor catre beneficiari.

Impactul mediului digital s-a accentuat foarte mult odata cu aparitia stocarilor in ,,cloud” care
presupune un continut enorm de date stocat in centre de date care gazduiesc platforme de
streaming, precum Netflix, Facebook, Youtube si sunt reprezentate de cladiri enorme, echipate
cu servere care functioneaza 24 de ore din 24 si care folosesc sisteme de climatizare.

Potrivit unor studii efectuate imediat dupa pandemia de COVID19, un singur centru de date cu o
suprafata de aproximativ 10.000 m? ar consuma zilnic energie electrica cat un oras cu 50.000 de
locuitori, stocarea datelor din lume este comparabila cu cinci centrale nucleare, trimiterea unui
e-mail genereaza, in medie, din momentul expedierii si pana la receptionarea lui, 10 g de CO, si
respectiv 50 g de CO, daca este insotit de un atasament iar un singur e-mail stocat timp de un
an emite 19 g de CO,,

Ceea ce putem face pentru a reduce poluarea digitala este: sa gestionam eficient e-mailurile, sa
golim Tn mod regulat cosul si mapa de spam, sa ne dezabonam de la buletinele informative pe
care nu le citim, s& comprimam fisierele pe care le expediem, sa alegem un spatiu comun de
stocare, sa utilizam in mod responsabil browser-ul fiind precisi in cautari, sa tapam direct in bara
de adrese si nu in motorul de cdutare, sa inchidem filele pe care nu le utilizam, sa deconectam
periodic conturile noastre atunci cand nu le folosim, sa deconectam modemul/routerul atunci
cand nu avem nevoie de internet, sd dezactivam notificarile mobile, sa eliminam aplicatiile
neutilizate, sa stergem conturile vechi sau videoclipurile postate cu ani in urma si sa incercam sa
vizionam emisiunile preferate la rezolutie mica evitand astfel HD.

Haideti sa fim cu totii responsabili, daca nu pentru prezent atunci pentru viitor!




LndpoBo 3ambpcaBaHe

EOuvH ot ronemute npobnemun Ha AHELWHOTO BpEMe € 3aMbpPCsBAaHETO Ha OKonHata cpefa. EgHa
OT MPUYUHUTE, KOUTO Ca AOMPUHECNN 3HAYUTENHO 3a 3aMbpPCABAHETO Ha OKofnHarta cpefa, e
emucnnte Ha CO2. AKO BCUYKM MMaMe MHGOPMaLMs 3a 3aMbpCABaHETO Ha Bb3ayxa, Bogarta u
noyeara, TBbpAe Mariko OT Hac ca AOKYMEHTUpanun UngpoBOTO 3aMbpCcABaHe.

LindbpoBoTo 3ambpcsiBaHe ce OTHAcsA [0 BCUMYKO, CBbP3aHO C NMPOM3BOACTBOTO M M3MOM3BaAHETO
Ha LUMdPOBU YCTPOMCTBA U MHTEPHET. BCcekun OT Hac nanonsea noHe MoGuneH TenedoH, nanTon
1 BCUYKM T€ HEN3BEXHO Ca CBbP3aHN C MHTEPHET.

OT MOMeHTa, B KOWTO 3aKynum mMobuneH TenedoH, nanton 1 3ano4yHemM Aa rv u3nonssame, Hue
Npoun3BexaamMe MHOrO rofisiM eKONIorM4eH OTreYaTbK M Mo TO3M HaYMH BCEKM OT Hac ce NpeBpbLia
B LMppOB 3amMbpcuTen exXeqHEBHO.

Hue wusnonseame ronsiMo KONMUYECTBO ENEKTPOEHEPTUsl 3a 3axpaHBaHe Ha YCTPOWCTBa U
MHppacCTPyKTypa Ha TenedoHHaTa Mpexa, 3a CbXpaHsiBaHe W npegaBaHe Ha [daHHK, 3a
NPOV3BOACTBO Ha LMMPOBU YCTPOMCTBA U 38 TAXHOTO PasnpoCTpaHeHue A0 KMUEHTUTe.

Bb3gencreneTo Ha gurMtanHata cpefa 3HaduMTenHo ce yBenuuM C nosieata Ha ,00nayHo’
CbXxpaHeHue. ToBa BKIOYBa OFPOMHO KONMYECTBO AaHHU, CbXpPaHsBaHW B LIEHTPOBE 3a AaHHW,
xocTtBawm ctpunmuHr nnatgopmn kato Netflix, Facebook, YouTube. Te3n ueHTpoBe ca
npeacTtaBeHn OT OFPOMHU crpaan, obopyaBaHN CbC CbpPBbPU, KOUTO paboTaT 24/7 v nsnonseat
KNUMaTU4HM CUCTEMMN.

Cnopen, npoyyBaHusi, nNpoBedeHU HenocpeactBeHo cnep naHgemusta or COVID19, eawH
LEeHTbp 3a [AaHHM C nnow, oT npubnmamtenHo 10 000 m? 6GM KOHCymupan TornkoBa
enekTpoeHeprus, konkoto rpag ¢ 50 000 »utenn Bcekn AeH. OCBEH TOBa CbXPaHEHWETO Ha
AaHHM B CBETa € CPpaBHMMO C NET aTOMHM enekTpoueHTpanu. CbLOoTo NpoyyYBaHe npeanonara,
Yye cpegHo OT MOMEHTa Ha u3npawiaHe 4O NosnyYyaBaHETO My, U3NpaLlaHeTo Ha UMEeNn reHepupa
cbotBeTHO 10 g CO, 1 50 g CO,, ako e NpuapyXeHo C npukadeH ann n eamH umenn otaens 19
g CO,, koraTo ce CbxpaHsBa e4Ha roguHa.

ToBa, KOETO MOXEeM [a HanpaBuMM, 3a [a Hamanum OUrUTanHOTO 3aMbpcsiBaHe, €: fAa
ynpaensiBame epekTMBHO eneKTpoHHaTa rnolia, PeA0BHO Aa M3npa3Bame KOLYeTo M nankara 3a
cnam, fa ce oTnuMcBamMe OT BloneTuHKU, KOUTO He YeTeM, Aa KoMmnpecupame annoBeTe, KOUTO
nsnpawame, na usbvpame CrnodeneHo MSICTO 3a CbxpaHeHve, Aa wu3nonssame 6paysbpa
OTFOBOPHO Ype3 NpeLmn3HM TbPCeHMS, NULLIEM ONPEKTHO B agpecHaTa fieHTa, a He B TbpcadkaTa,
3aTBapsiMe pasfenu, KOUTo He M3non3Bame, NepPMOANYHO U3NN3aMe OT HaLLUTe akayHTW, KoraTo
He M u3nonsBamMe, M3KM4YBaMe Halus Moaem/pyTep, KoraTo He Ce HyXaaem WHTEpPHET,
N3KNYBaMe MOOUIHUTE M3BECTUSl, MpemaxBamMe HEewusnon3BaHUTe MPUNOXEHUS, U3TpuBame
cTapu akayHTU unu nyonukyBaHu npeau rogvMHW BUAEOKNMMOBE W ce onuTBame Aa rregame
nobumuTe cu NpeaaBaHns B HUCKa Pe3oroLmsi, KaTo no To3n HaumH nsdsareate HD.

Heka Bcu4dkm 6baem OTrOBOPHU, aKO HE KbM HACTOALLETO, TO NMOHE KbM 6baeweto!




Yneiakn Putravon

‘Eva atd 1a peydAa mpoBARuaTa TNG €TTOXNG MAG €ival n pOAuvon Tou TrepIBaAAovTog. Mia atrd
TIG QUTiEG TTOU £XOUV OUPPBAAEI OUCIAOTIKA aTN pUTTAvVOon Tou TTepIBAAAovTog gival n ekouTtry CO.,,.
Edv kal 6Aol éxoupe TTANPOQOpPIES yia TN pUTTAVON TOU AEPA, TwV UBATWY Kal TOU £DAQOUG, TTOAU
Aiyor atro epag €Xxoupe OUVEIBNTOTTOINCEI TNV YNQPIAKT) pUTTAVOT).

H ynolakn putravon avoa@EpeTal o€ OTIOATTOTE OXETICETAI JE TNV TTAPAYWYH KAl XpHon Yn@IoKwyY
OuoKeuwV Kal 1o di1adiktuo. O kaBévag atrd ePdc xpnolpoTTolei TOUAdXIoTOV £va KIvnTo TNAEQWVO,
éva @opnTO UTTOAOYIOTH KAl OAQ auTd €ival avaTTOPEUKTA OUVOEDEUEVA OTO DIABIKTUO.

ATIO Tn OTIVUN TTOU ayopdlouue Eva KIVNTO TNAEQWVO, Evav gopnTo UTTOAOYIOTH Kal apXifoupe va
TA XPNOIUOTTOIOUE, TTAPAYOUNE éva TTOAU JEYAAO OIKOAOYIKO ATTOTUTTWHA Kal £€TO1 0 KABEVAG pag
yivetal évag wyn@iakdg putravTig o€ kabnuepiv Baon.

XpNOIYOTTOIOUME HMEYAAN TTOCOTNTA NAEKTPIKAG EVEPYEIAG VIO TNV TPOPOOOOia CUCKEUWV Kal
UTTOOOM WYV TNAEPWVIKWYV JIKTUWYV, yIa aTTOBNKEUON Kal HETADBOON BEDOUEVWY, VIO TV KATAOKEUR
WNQIAKWY CUCKEUWV Kal yia T SIaVOI TOUG OTOUG TTEAATEG.

O avTikTuTToG TOoU WN@IaKOU TTEPIBAAAOVTOC £x€l augnOei TTOAU pe TNV eu@avion TS atroBrikeuong
0€ «OUVVEQO». AUTO TTEPIAAUPBAVEI Evav TEPAOTIO OYKO BEBOUEVWY TTOU aTTOBNKEUOVTAI O€ KEVTPA
oedopévwy TTou PIAogevouv TTAat@opueg pong oTwg 1o Netflix, To Facebook, To YouTube. Autd
Ta KEVTPA AVTITTPOOWTTEUOVTAI ATTO TEPACTIA KTipIa €COTTAICUEVA E BIAKOUIOTEG TTOU AEITOUPYOUV
24 WpeG Kal 7 NUEPEGS, VW TTAPAAANAA XPNOIKMOTTOIOUV CUCTAHATA KAIMOTIOHOU.

ZUPQWVA PE MEAETEC TTOU TTPAYMATOTTOINBNKAV apéowg PETA TNV TTavdnuia Tou COVID19, éva
eviaio KEvTpo dedopévwy e Ektaon TrepiTrou 10.000 m? Ba kaTavadAwve TOOO NAEKTPIKN EVEPYEIQ
600 pia TOAN pe 50.000 kaToikoug KGBe pépa. Etriong, n ammobrikeuon 6£douévwy OTOV KOO0
€ival CUYKPIOIUN PE TTEVTE TTUPNVIKOUG 0TaBPOoUG. H idia ueAéTn Bewpei 611, katd péoo 6po atrd TN
OTIyul TNG atmooToARG HEXP! TN ANWn €vdg email, TO oTToi0 CUVOdEUETAI ATTO £VA CUVNUUEVO,
mapayovtal 10 g CO, kai 50 g CO, avtigToixa. ETITTAéOV, £va EPHOVWHEVO PNVUNA NAEKTPOVIKOU
Tayxudpopeiou ektreutrel 19 g CO,, 61V ammoBnKeUETal yIa £va £TOG.

AUTO TTOU MTTOPOUME VO KAVOUMPE VIO va MPEIWOOUUE TNV Wnolokn putravon E€ivar va
OlaxeIPICOPaOTE ATTOTEAECHATIKG Ta e-mail, va adeiGoOUpPE TAKTIKA TOV PAKEAO CKOUTTIOIWV Kal
QVETTIOUUNTWY PNVUPATWY Kal va dlaypa@oupe atrd Ta evNUEPWTIKA deATia TTou dev dIaBAloupE.
Na ouputriéooupe Ta apxeia TTOU OTEAVOUPE Kal va ETTIAEEOUPE €vav KOoIVOXPNOTO XWPEO
ammoBrkeuong. Na XpnoIJoTIoIOUHE TO TTPOYPAUUA TTEPINYNONG UTTEUBUVA Kal VA EiNOOTE OKPIBEIG
oTig avalnTtioelis. MadAioTa va TTAnKTpoAoyouue atreudeiag otn ypauur dieuBuvoewy Kal Oxl 0N
pnxav avalntnong. Na KAgivouue TIGC KOPTEAEG TTOU BEV XPNOIKOTIOIOUNE, VA ATTOOUVOEOUE
TTEPIOBIKA TOUG AoyapiacpouUs Yag OTav OEV TOUG XPNOIUOTTOIOUUE, AAAG KOl VO ATTOCUVOEOUE TO
MOvTEP/dpouoAoyNT Hag, Otav dev xpelaldopaoTte 10 Aladiktuo. Na ATTEVEPYOTTOIOUME TIG
€I00TTOINCEIG YIA KIVATA, VA AQaIPOUE TIG aXPNOIUOTTOINTES EQAPHOYEG, Va diaypa@oupe TTAAIOUG
Aoyapiaopoug 1 avaptnuéva Bivieo TPV ammd  xpovia. TEAog va  TTpooTraboupe  va
TTOPAKOAOUBOUE TIC AYATTNHEVEG NOG EKTTOUTTEG O€ XaUNAR avaAuon, atro@euyovTag €101 To HD.

Ag gipaoTe 6Aol utTeUBuvol, av Xl yia To TTapOV, TOUAGXIOTOV yia TO JEAAoV!




Inquinamento Digitale

Oggigiorno, uno dei problemi piu gravi al mondo & I'lnquinamento Ambientale, una delle principali
cause dell'emissione di CO,. Abbiamo una discreta quantita di dati su questa tipologia di
inquinamento, ma molto poco su quello Digitale.

Inquinamento Digitale si riferisce ad ogni cosa relativa alla produzione e all’'uso apparecchiature
digitali e a Internet. Ognuno di noi usa almeno un telefonino, un computer e/o altro, e tutto cio &
inevitabilmente connesso a Internet.

Dal momento che acquistiamo un telefonino e/o un computer e li utilizziamo, generiamo segni di
sofferenza a livello ambientale, e diventiamo degli Inquinatori Digitali seriali.

Utilizziamo una grande quantita di elettricita per i nostri congegni e per le infrastrutture legate alla
connettivita per archiviare e inviare dati, per la produzione e distribuzione delle stesse
apparecchiature.

L'impatto sullambiente del Mondo Digitale € stato drammaticamente aumentato con il Cloud
Storage, che comprende una enorme quantita di dati archiviati in centri di elaborazione che
ospitano piattaforme streaming quali Netflix, Facebook, YouTube. Questi centri sono ripartiti in
grandi edifici che utilizzano server operativi 24/7 e utilizzando ampiamente sistemi di
condizionamento.

Da rilevazioni eseguite subito dopo la pandemia COVID19, un singolo Centro Dati di 10.000 m?
consuma ogni giorno la stessa energia di una citta di 50.000 abitanti. Globalmente, 'insieme dei
Centro Dati usa I'energia di cinque centrali nucleari. Gli stessi studi rilevano che, mediamente,
dal momento dellinvio a quello della ricezione, una mail genera 50g o 10g di CO, secondo se
provvista o meno di allegato. Inoltre, una singola mail archiviata per un anno produce 19g di CO?

Cio che possiamo fare per ridurre I'lnquinamento Digitale: gestisci le e-mail efficientemente;
svuota regolarmente cestino e spam; cancellati da newsletter che non utilizzi; comprimi i file da
allegare; scegli un archivio condiviso; usa il Browser curando la precisione nella ricerca; scrivi
direttamente sulla barra degli indirizzi, non nel motore di ricerca; chiudi le schede che non usi;
esci dal tuo account quando non lo usi; disconnetti il modem/router quando non usi Internet; nel
telefonino, spegni le notifiche e elimina app non usate; cancella vecchi account e i video postati
tempo fa; cerca di vedere i tuoi video in bassa risoluzione, invece che in HD.

Dobbiamo e possiamo essere responsabili, se non per il presente, almeno per il futuro!




Contaminacion Digital

Uno de los grandes problemas de la actualidad es la contaminacion ambiental. Una de las
causas que ha contribuido sustancialmente a la contaminacion del medio ambiente es la emision
de CO2. Si todos tenemos informacion sobre la contaminacién del aire, el agua y el suelo, muy
pocos de nosotros hemos documentado sobre la contaminacion digital.

La contaminacion digital se refiere a todo lo relacionado con la produccién y uso de dispositivos
digitales e internet. Cada uno de nosotros usa al menos un teléfono mdévil, una computadora
portatil y todos estos estan inevitablemente conectados a Internet.

Desde el momento en que compramos un teléfono movil, una computadora portatil y
comenzamos a usarlos, producimos una huella ecolégica muy grande y, por lo tanto, cada uno
de nosotros se convierte en un contaminador digital a diario.

Utilizamos una gran cantidad de electricidad para alimentar dispositivos e infraestructura de
redes telefénicas, almacenar y transmitir datos, fabricar dispositivos digitales y distribuirlos a los
clientes.

El impacto del entorno digital ha aumentado considerablemente con la aparicién del
almacenamiento en la "nube". Esto implica una enorme cantidad de datos almacenados en
centros de datos que alojan plataformas de transmision como Netflix, Facebook, YouTube. Estos
centros estan representados por enormes edificios equipados con servidores que funcionan las
24 horas del dia, los 7 dias de la semana mientras usan sistemas de aire acondicionado.

Segun estudios realizados inmediatamente después de la pandemia de COVID19, un solo
centro de datos con un area de aproximadamente 10.000 m2 consumiria tanta electricidad como
una ciudad con 50.000 habitantes todos los dias. Ademas, el almacenamiento de datos del
mundo es comparable a cinco plantas de energia nuclear. El mismo estudio sugiere que, en
promedio, desde que se envia hasta que se recibe, el envio de un correo electrénico genera 10
g de CO2 y 50 g de CO2 respectivamente si va acompafiado de un archivo adjunto y un solo
correo electronico emite 19 g de CO2 cuando se almacena durante un afo.

Lo que podemos hacer para reducir la contaminacién digital es: administrar el correo electrénico
de manera eficiente, vaciar regularmente la papelera y la carpeta de correo no deseado,
cancelar la suscripcion a los boletines que no leemos, comprimir los archivos que enviamos,
elegir un espacio de almacenamiento compartido, usar el navegador de manera responsable por
ser preciso en las busquedas, escribir directamente en la barra de direcciones y no en el
buscador, cerrar pestafias que no usamos, cerrar sesion periédicamente en nuestras cuentas
cuando no las estamos usando, desconectar nuestro médem/router cuando no las necesitemos
Internet, desactivar las notificaciones moviles, eliminar aplicaciones que no se utilizan, eliminar
cuentas antiguas o videos publicados hace afios y tratar de ver nuestros programas favoritos en
baja resolucion evitando asi el HD.

jSeamos todos responsables, si no del presente, al menos del futuro!




Botez Carmen

Gheorghe Asachi Technical College

Smart materials

Introduction

The category of smart materials includes
electrostrictive and magnetostrictive
materials [1]. They are characterized by
shape memory and  piezoelectricity.
Piezoelectricity, discovered since 1880,
involves the production of electricity by
pressing - deformation. The phenomenon is
manifested by the appearance of electric
charges on the surfaces of a mechanically
deformed single crystal, in which there is a
dissociation of the centers of gravity of
negative and positive ions, resulting in an
electric dipole. One of the typical
electrostrictive materials
is magnesium and lead
niobate Pb (Mg1/ 3Nb2 /
3) O3. Magnetostrictive
materials are
characterized by
elongation or contraction
in the case of
magnetization. The
effect of the
phenomenon is the Joule
effect. Another effect of
the magnetization of a
material is its twisting
when the applied
magnetic field is helical.
These two effects
underlie the construction of smart materials
for use in various fields.

Piezoelectric actuators and sensors

Actuators [2] and piezoelectric sensors are
elements that incorporate in their structure
the "transduction capacity", the coupling of
mechanical and magnetic energy and vice
versa. The inverse effect of heat production
and torsion is the effect of Villari and
Matteuci, respectively. If the Joule effect
underlies the production of underfloor
heating membranes [3] and underfloor
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Fig. 1. Types of sensors and actuators
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Materiale inteligente

Introducere

Din categoria materialelor inteligente fac
parte materialele electrostrictive Si
magnetostrictive [1]. Acestea sunt
caracterizate de memoria formei si
piezoelectricitate. Piezoelectricitatea
descoperita inca din 1880 presupune
producerea de electricitate prin apasare -
deformare. Fenomenul se manifesta prin
aparitia sarcinilor electrice pe suprafetele
unui monocristal deformat mecanic, in care
se produce o disociere a centrelor de
greutate a ionilor negativi si pozitivi,
rezultdnd un dipol electric. Unul dintre
materialele
electrostrictive tipice este
niobatul de magneziu si
de plumb Pb (Mg1/3Nb2
Materialele
b4k magnetostrictive se
caracterizeaza prin
— 4“ alungire sau contractie in
cazul magnetizarii.
Efectul fenomenului este
efectul Joule. Un alt efect
al  magnetizarii  unui
material il constituie
rasucirea acestuia atunci
cand campul magnetic
aplicat este elicoidal.
Aceste doua efecte stau
la baza construirii materialelor inteligente cu
utilizare in diferite domenii.

_ Humidity / Moisture

e

Acoustic / Sound / Vibration

Actuatorii si senzorii piezoelectrici

Actuatorii  [2] si senzorii piezoelectrici
reprezinta elemente care inglobeaza in
structura lor ,,capacitatea de transducere”,
de cuplare a energiei mecanice si magnetice
si invers. Efectul invers al producerii de
caldura si al torsiunii 1l reprezinta efectul
Villari si respectiv Matteuci .

Daca efectul Joule sta la baza producerii
membranelor incalzitoare ale planseelor[3] si




heating, the Matteuci effect is the underlying
scientific basis. construction elements, which
have the ability to prevent stresses such as
twisting and shearing.

In the literature, intelligent buildings are
made up of elements whose reconfiguration
under the influence of disruptive factors has
a relatively short response time. Materials
that can be constituted in intelligent
structures of buildings can be: materials with
shape memory [4], piezoceramic materials,
magnetorheological  fluids, electro -
rheological fluids. Electro-rheological fluids
and magnetorheological suspensions are
systems of particles that can increase their
viscosity two to six times, going from liquid to
solid state, in time intervals of the order of
milliseconds under the influence of an
electric or magnetic field. Properties of shape
memory materials that make them used for
the time being as prototypes in civil
engineering in both installations and
constructions are: high density, high damping
capacity, durability, fatigue strength, superior
thermomechanics and thermoelectric
properties By integrating them as
components Passives or assets of buildings
are followed by the behavior of the structure
in the earthquake, the impact on the
environment and energy savings. Nitinol is
considered to be one of the materials with a
superelasticity even in the case of inelastic
deformations. This property is used in
applications that aim to eliminate vibrations
in the case of dynamic loads by damping
them, using insulation from the ground.
Piezoelectric tiles use stack actuators, the
active elements being glued or glued at high
temperatures, with metal electrodes
deposited on both sides. The developed
force reaches up to 5 kN, at frequencies of 50
kHz and supply voltages between 100 and
300 V. Important features are also the
positioning accuracy, the energy efficiency
about 50%, the wide range of the electrical
input signal from 1 mV to 1kV as well as
relatively large developed forces.

Uses of actuators in installations

Piezoelectric valves are opened and closed
by piezoelectric actuators which are
positioned above the closing member. By

pardoselilor incalzitoare, efectul Matteuci
constituie suportul stiintific care sta la baza
realizarii elementelor de constructii, care au
capacitatea de a preveni solicitari precum
torsiunea si forfecarea.

In literatura de specialitate cladirile
inteligente sunt alcatuite din elemente a
caror reconfigurare la influente ale factorilor
perturbatori are timp de raspuns relativ scurt.
Materiale care pot se constitui in structuri
inteligente ale cladirilor pot fi: materialele cu
memoria formei[4], materialele
piezoceramice, fluide magnetoreologice,
fluide electro — reologice. Fluidele electro-
reologice si suspensiile magnetoreologice
sunt sisteme de particule care, isi pot mari
vascozitatea de doua pana la sase ori,
trecand din stare lichida in stare solida, in
intervale de timp de ordinul milisecundelor
sub influenta unui camp  electric sau
magnetic. Proprietati ale materialelor cu
memoria formei care le fac utilizate
deocamdata ca prototipuri in ingineria civila
atat in instalatii cat si in constructii sunt :
densitate mare, capacitate mare de
amortizare, durabilitate, rezistenta la
oboseala, termomecanica superioara Si
proprietati termoelectrice Prin integrarea lor
ca si componente pasive sau active ale
cladirilor se urmareste modul de comportare
a structurii la cutremur, impactul asupra
mediului si economia de energie. Se
considera ca nitinolul reprezinta unul dintre
materialele cu o superelasticitate chiar gi in
cazul unor deformatii inelastice. Aceasta
proprietate este utilizata la aplicatii prin care
se urmareste eliminarea vibratiilor in cazul
incarcarilor dinamice prin amortizarea
acestora, utilizdnd izolarea fata de sol.
Dalele piezoelectrice utilizeaza actuatorii
stiva, elementele active fiind lipite sau
incleiate la temperaturi ridicate, avand
electrozi metalici depusi pe ambele fete.
Forta dezvoltata ajunge péana la 5 kN, la
frecvente de 50 kHz si tensiuni de alimentare
intre 100 si 300 V. Caracteristici importante
sunt de asemenea precizia de pozitionare,
randamentul energetic aproximativ 50%,
plaja larga a semnalului electric de intrare de
la 1 mV la 1kV precum si forte dezvoltate
relativ mari.

Utilizari ale actuatorilor in instalatii [2]

- Supapele piezoelectrice sunt deschise si
inchise de actuatori piezoelectrici care sunt
pozitionati deasupra organului de inchidere.




applying a voltage to the piezoelectric
actuator, it produces a deformation used to
open and close the valve.

- Fire protection equipment

- safety valves

- Membrane valves for closing and opening
pneumatic circuits

- The elements for detecting a predetermined
temperature in fire extinguishing systems

- Thermal markers with the role of
temperature  control in refrigeration
installations based on resistivity variations

- Automatic mechanisms for changing the
direction of air flow in the case of air
conditioning

- Precise and fast flow control ahead of flow
control via solenoid valves.

- Active noise control and vibration reduction
by using piezoceramics in the form of thin
sheets, fibers or strips.

Conclusions

Romania's energy strategy for 2011-2035
envisages sustainable development through
a change in energy production, supply and
consumption. This can be achieved by
developing sustainable, efficient and
affordable energy. Piezoelectric  or
thermoelectric materials, solid electrolyte
cells and nanotechnologies are research
elements that can lead to the achievement of
the proposed objectives. The realization of
intelligent materials represents a niche with a
huge potential that must be capitalized given
the fact that these materials are
characterized by an adaptability of their own
characteristics to the variations of the
environment and a remarkable functionality.
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Prin aplicarea unei tensiuni la actuatorul
piezoelectric, aceasta produce o deformare
utilizata pentru a deschide si inchide supapa.
- Echipamente de protectie contra
incendiilor— supape de siguranta
- Membranele microsupapelor
inchidere si  deschidere a
pneumatice

- Elementele de detectie a unei temperaturi
prestabilite in cadrul instalatjilor de stingere a
incendiilor

- Termomarcatoare cu rol al controlului
temperaturilor in instalatile frigorifice pe
baza variatiilor de rezistivitate

- Mecanisme automate de schimbare a
directiei curentului de aer 1in cazul
conditionarii aerului

- Control precis si rapid al debitului
devanséand controlul debitului prin
intermediul supapelor electromagnetice.

- Control activ al zgomotului si reducerea
vibratiilor prin utilizarea piezoceramicilor sub
forma de foi subltiri, fibre sau benzi .

cu rol de
circuitelor

Concluzii

Strategia energetica a Romaéaniei pentru
perioada 2011-2035 prevede o dezvoltare
durabila printr-o schimbare a produciiei,
furnizarii si consumului de energie. Aceasta
se poate realiza prin dezvoltarea energiilor
sustenabile, eficiente si accesibile.
Materialele piezoelectrice sau
termoelectrice, celulele cu electrolit solid si
nanotehnologiile reprezinta elemente de
cercetare care pot conduce la atingerea
obiectivelor  propuse. Realizarea de
materiale inteligente reprezinta o nisa cu un
potential imens care trebuie valorificat dat
find faptul ca aceste materiale se
caracterizeaza printr-o adaptabilitate a
caracteristicilor proprii la variatiile mediului si
o functionabilitate remarcabile.
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EPM

The EPMagazine students’ meeting was organized by the Romanian editorial board and was
chaired by Anca Popa, student at Dr. loan Mesota National College. During the meeting the
students of the editorial committees from Greece, Italy and Romania presented various topics,

from features of scientific writing to structure of an article and topics of interest for further

articles, to be

Schools presentations were made in the beginning of the meeting, followed by EPMagazine
activity in the partner schools: Model Experimental High School of Thessaloniki, Greece, 1.1.S.
“Gulli e Pinissi” - Acireale, Liceo Classico sede Acireale, Liceo Scientifico sede Aci Bonaccorsi
Catania, Italy, and from Romania: Dr. loan Mesota, Hans Mattis Teuch Highschool of Fine Arts,
Transilvania University, Dr. loan Senchea Technologic College, Radu Negru National College.

included in the magazine.

The table below presents the timetable of the meeting.

Time Activity Student presenter
. Students and teachers
Schools and EPM members presentation participants
Model Experimental High School Un. :
Macedonia of Thessaloniki Alesia Moukou
[.I.S. “Gulli e Pinissi”, Acireale Davide Di Mauro
19'_00 Dr. loan Mesota National College, Brasov Andreea Dragan
19.30 Hans Mattis Teuch Highschool of Fine Arts, .
Brasov Karina Stoleru
Transilvania University, Brasov Adrian Baku
Dr. loan Senchea Tehnologic College, Fagaras |Paun Enrico
Radu Negru National College, Fagaras Matei Steavu
19.30 - 19.35|How to write an article Pripis Andreea
Davide Di Mauro
19.35 - 19.40|How to be the best science writer Clara Cutuli
Eleonora Patané
Silvia Grasso
19.45 - 19.50{How to promote EPM and share knowledge) Bratrice Grasso
19.50 - 19.55[The negative sides of social media Giulia Cirnigliaro
19.55 - 20.00(The positive sides of social media Alessia Sfilio
20.00 - 20.05|How to complete submission form Teodora Nagy
: Adrian Baku
20.05 - 20.10{Work in progress David Davide Di Mauro
20.10 - 20.20|Presentation of next meeting Italian team
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Davide Di Mauro’s presentation enlarged upon how a scientific article should be written, both in
terms of objective language, clear and succinct, and in terms of the specific structure, With an
introduction to the topic, main subchapters, conclusions, acknowledgements, bibliography and
iconography. Then, Mauro Celano presented online tools for making a website, steps to take
and facilities offered. Alessia Sfilio presented detrimental effects of social media and ways to
fight against them. In the end, Andreea Pripis, Adrian Baku and Anca Popa presented
management issues of EPMagazine.

In the end of the meeting, there was a briefing on the current status of EPM editing, the work in
progress and plans were made for the future meetings.

European
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How to become a science writer

Davide Di Mauro.
javidedm2005@gmail.com
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In Geography climate is the average of the
weather conditions in an area after long-term
observations e.g. north regions of Russia
(Siberia) have polar climate, while Brazil has
a tropical one.

There are three basic factors that affect the
climate: a. the distance from the sea, b. the
altitude and c. the distance from the Equator
(latitude). The climate is also affected by the
local conditions prevailing in an area.

According to the above factors, 7 types of
climates can be defined: temperate climate,
continental climate, Mediterranean climate,
mountainous climate, tropical climate, polar
climate and desert climate.

In recent years more and more extreme
weather phenomena have been observed on
the planet, resulting in the creation of new
climate conditions. In these cases, scientists
are referring to climate change.

Climate change is the change of the global
climate and especially the changes of the
meteorological conditions that are being
observed on a large scale in different regions
of the planet. The initial term “Climate
change” has been recently replaced by the
term “Climate crisis” due to major
interventions of humans.

Me Tov 6po kAipa oTnv Newypagia evvoouue
TOV NECO OPO TOV KAIPIKWY OUVONKWY € Jia
TEPIOXNA META ato MOKPOXPOVIEG
TTapartnpnoelg 1.X. H Pwaoia éxer wuxpd
KAipa evwy n BpadiAia €xel TpoTTIKO KAipQ.

Avahoya TIG TTEPIOXEG AAAACEI Kal TO KAiuQ.
To KAipa xwpicetal o€ 7 KAIJATIKOUG TUTTOUG
:TO €UKPATO KAiA, TO NTTEIPWTIKO KAiuQ, TO
MEOOYEIOKO KAiua, TO o0peIive KAiua, TO
TPOTTIKO KAiMA, TO TTOAIKO KAipa Kal TO KAipa
epruou.

Y1dapyxouv TPEIG TTAPAYOVTEG TTOU
eTnpeddouv 10 KAiPa: a) n atréoTacn atrd TN
BaAacoa, B) To UPOUETPO Kal Y) N atTdéoTaon
amdé Tov lonuepIvo (YEWYPAQIKO TTAATOG).
EmimAéov 1O KAia €vOg TOTTOU  €TTNPEAETal
Kal  amd TIG TOTKEG OUVONRKEG  TTou
ETMKPATOUV OTNV TTEPIOXNA. (TT.X TO PEUPA TOU
KOATTOU €TTNPEAClel TIGC BOPEIODUTIKEG OKTEG
g Eupwtng)

- Ay
e -
-
P
3

Ta teAeuTaia xpovia £€xouv TTapaTtnpnBei oTov
TTAAVATN OAO Kal TTEPICOOTEPO AKPAia KAIPIKA
QaIVOUEVO JE OTTOTEAEOPO OE  APKETEG
TTEPIOXEG va  dNUIOUPYOUVTAl  KAIVOUPYIEG
KAIJOATIKEG ~ OUVORKEG. € QUTEG TIG
TTEPITITWOEIG Ol ETTIOTIUOVEG MIAAVE TTAEOV YIa
KAIMOTIKA aAAayn.
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What is the real cause of climate change?

One could say that the cause of climate
change is the alterations that are observed
on the surface of the sun. However, as it has
been proved humans have the biggest
responsibility of the nature interferences.

It is useful to know that the situation we are
facing now has not always been like this. For

thousands of years most people lived in
poverty in small villages and in places where
there was running water and winds were
blowing. They secured their food by
cultivating the land, and the nature was
giving them the necessities for their survival.

But in the 18th century, the industrial
revolution began. Humans first discovered
steam and built locomotives, then electricity
and electric motors. With machines they
could make more, better and cheaper
products to make their lives easier. But the
production of all these wonderful inventions,
which have evolved and greatly improved
their lives, requires many minerals and
energy, which are obtained from non-
renewable natural resources, which are
easier to use. The intense use of non-
renewable resources in recent years leads to
both the reduction of the Earth's natural
resources and the degradation of the natural
environment.
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Ti gival 6pwg n KAIpaTik aAAayn

KAigaTikp  aAAayry €ivar n  peTaBoAr Tou
TTAYKOOUiou  KAigaTog Kal  €10IKOTEPA Ol
METABOAEG TWV PETEWPOAOYIKWY CUVONKWV
TTOU  TTaPATNPEOUVTAl O€ MEYAAN XPOVIKA
KAipaka o€ OIAQOpPES TTEPIOXES TOU TTAQVATN.
O apxikdG 6pog “KMIPATIKA aAAayR” €xel
avTikataoTaBbei ammd Tov 6po KAINATIKA Kpion,
AOYW TWV TTAPEPPACEWY TOU avOpWTTOU.

2e TI OQEIAETAI TTPAYHATIKA N KAIMOATIKA
aAAayn

Oa PTTopoUcE KAVEIC va TTEl TTwG N AITia TNG
KAIHATIKAG aAAayAg €ival o1 JETAPBOAEG TTOU
TTapATNEOUVTAI OTNV ETTIPAVEIA TOU TNAIOU.
Ouwg, OTTWG atrodeIkvUeTal T PEYAAUTEPN
eubuvn TNV €xel 0 AvOPWTIOG Kal Ol
ETEPPAOEIC TOU OTN QUON.

Eivar xprnomo va yvwpifoupge OT1 N
KATAoTAoN TTOU QVTIMETWTTICOUPE TwpPa Oev
ATav Tavta €101, MNa XINGdeg xpovia ol
TTEPIOTOTEPOI AvBpwTTol oUcav PTWXIKA O€
MIKPA Xwpid Kal o€ PEPN OTTOU UTINPXE
TPEXOUNEVO veEPO Kal puooucoav dveuol. Me
TNV KoAAIEpyEla TNG yng e€ac@dAifav Tnv
TPOPI TOUG Kal aTTd TN UON Ta avaykaia yia
TNV €MRiwon Toug.

Ouwg, Tov 18° aiwva, apxioe n Blounxavikn
emavaotaon. O1  avBpwtrol  avakdGAuyav
TPWTA TOV ATMO KOl KATAOKEUAOQV TIG
ATHOMUNXQVEG, META TOV NAEKTPIOUSO Kal TIG
NAEKTPIKEG PNXavES. Me auTéG uTTopoucay va
QTIAEoUV  TTEPICOOTEPA,  KOAUTEPO  Kal
@PTNVOTEPA TTPOIOVTA WOTE va KAvouv Tn {wn



So, what are the consequences of climate
crisis today?

Climate change is responsible for many
consequences as continuous heat waves,
intense rainfall and the sea level rise.
Especially within vulnerable areas, such as
South-east Asia, the consequences of
climate change are felt on a daily basis.

Extreme heat and the lack of rain cause
drought, with crop failure as a consequence.

When it rains heavily, the showers are really
intense, leaving no
time for the water to
infiltrate into the soil,
causing floods to
lower areas, washing
away the fertile top
layer of the soil,
leading finally to
erosion. So,
degradation of the
land is observed,
making it hard to grow
crops, causing a
decline of vegetation
and preserving the
land dry.

This in turn could lead

to food shortage for the local communities.
Due to the uncertainty of finding food, people
migrate to other areas, hoping to find fertile
soil which could be cultivated. People
involved in this situation are called climate
refugees. They are forced to flee due to the
consequences of climate change.

What can we do to decrease climate
change...

Limit the use of fossil fuels - use of other
alternative energy sources.

Since carbon is a cheap raw material, it is
used for the production of electric energy in
many countries. The 37% of the global
electric power is produced from the burning
of carbon.

Recycling
Another one of the factors that can contribute

to preventing climate crisis is recycling. It is

TOUG KaAUTepn. Ma Tnv TTapaywyr), OMwWG,
OAWV AUTWV TWV BAUPACTWYV ETTITEUYUATWY,
TTOU heyAAwoav Kal BeATiwoav TTOAU Tn {wn
MOG, aTmraIiTouvTal OAOEVa Kal TTEPICTOTEPOI
(QUOIKOI TTOPOI, TTOAAOI ATTO TOUG OTTOIOUG OEV
gival avavewalpol, aAAd TTI0 €UKOAOI TNV
XPron, yia Toug avBpwTrous. H €vtovn xprion
TWV UN QVAVEWCIPWY TTNYWV Ta TEAEUTAIA
Xpovia odnyei TOOO OTNV  HEIWON Twv
QUOIKWV TIOpwv TG 'ng 600 Kkal oTnv
EMPBApUVON TOU QUOIKOU TTEPIBAAAOVTOG.

Moleg eival ol ouvéTTeleg TNG KAIMATIKAG
Kpiong oRuepa

H KAlpaTikr kpion €xel
TTOMEG KAl PEYAAES

OUVETTEIEG.

Ta kUpata kKauowva
epavicovral IO
ouxva, ol

BpoxomTwoEelg
yivovtal 1Mo €VTOVEG
Kal n  oT1éddun 1Nng
BaAacoag aveBaivel.
Eidikd o0g eudAwTEG
TTEPIOXEG, OTTWG N
Ytmrooaxapia AQ@pPIKN,
Ol  OUVETTEIEG NG
KAIJOTIKAG  aAAayAg
yivovtar aiobntég o€
kadnuepivr) Bdon.

H a@dpntn Zéotn kai n €AAeiyn TG Bpoxng
dnuIoupyolVv TNV &Npacia, PE CUVETTEIQ TNV
KATAOTPOPN TWV KAOANIEPYEIWV.

O1 TTOAU €vToveg BPOXEG, BEV APrVOUV XpOVO
oto vepd va dieloduoel oTo  £0AQOG,
TTPOKAAWVTAG TTANUMUPEG O€ XAPNAOTEPES
TTEPIOXEG, getTAévovTag TO euQopo
ETTIPAVEIOKS £€D0POG.

EmimrAéov n Kivnon Tou vepou oTnNV €TTIPAVEIQ
dlaBpwvel 10  €dagog Kkal  odnyei o€
uttoBd&Bpion ™¢ yng. 'ETol pelwveTal N
BAGoTnon , SuokoAgUovTal oI KAAANIEPYEIEG KOl
TO £€00QOG TTAPAUEVEI EEPO.

OAa 1a TTapattdvw PTTopouv va odnyRoouv
oc  €ANeIyYn  TPOQiIUWV yia  TIGC TOTTIKEG
KoIvwvieg. 'ETO1 01 AvBpwTTOI JETAVAOTEUOUV
o€ AAAeg TTEPIOXEG a@ou dev €ival aiyoupol
OTI Ba €xouv TpoYr], eAtiloviag va Ppouv
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true that many products that human uses
come from the burning of fossil fuels. As it is
well known those burns lead to the formation
of pollutants. In conclusion, recycling is vital
since it promotes the reusable products that
help avert the climate change.

Some ways of facing the climate change are
the following:

1. Decrease of plastic use: Promoting
the research of products from ecological
materials that can replace the plastic,
benefiting the environment.

2. Look out for the consumption of
electricity and water in our household:
Through the decrease of water and
electricity's that we use, we protect the
environment and manage our economics
better.

3. Use of pure forms of energy

4. Use of eco-friendly transportation
means for example bikes

Good education-learning citizens

According to UNESCO education has a vital
role with helping the citizens to understand
and face the aftermath of climate change.
The aim of the courses should be to
encourage changes in attitudes and
behaviors connected to climate change.

Teachers should raise students awareness in
protecting the environment since they are
soon to be the next generations citizens.
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yovigo €dagog, Otou Ba utropei  va
KaAAigepynBei. AuTtoi o1 dvBpwTTol ovouddlovral
Kal KAIpQTIKOI TTPOOPUYEG, ETTEION
avaykadovrar  va  @uUyouv  AOyw  TwV
OUVETTEIWV TNG KAIMATIKAG AAAaYNG.

Ti evépyelEG MTTOPOUME VA KAVOUME VIO VA
TTEPIOPIOTEI N KAIMATIKA aAAayA...

MNeplopIoUdC XPARONC OPUKTWV KAUCIUWV —
xpnon  AGAAWV  eVOAAQKTIKWY  UOPOWYV

EVEPVEIQG

To yeyovog o611 0 AvBpakag aTTOTEAE dia
@Onv TPpWwTN UAN, vyia auté Tov AOyo
XPNOIYOTIOIEITAI  yiIa TNV TTApaywyn
NAEKTPIKNG EVEPYEIAG O€ TTOAAEG XWPEG. ATTO
TNV Kauon Tou AvBpaka TTapdyeTal TTEPITTOU

T0 37% TG TAyKOOUIOG  NAEKTPIKAG
EVEPYEIQG.

Otav 10  OpUKTG Kauoiya  Kaiyovral,
eAeuBepwvouyv TEPAOTIES TTOOOTNTEG

d10&gidIou Tou dvBpaka oTnv atpoéo@aipa. To
010¢eidlo Tou AvBpaka kal Ta GAAa agpia
BepuoknTriou  TTAyIdEUOUV  ThV  BepudTNTA
otnv  atudéoeaipa  PE  CUVETTEIQ TNV

uttePBEpuavon Tou TTAavATn. YTroAoyileTal
MEOOG  OpOg

o o NG TTayKOOoUIOg

Bepuokpaciag €xel AdN augnBei katd éva
BaBud KeAoiou ta teAeutaia 100 xpovia.

AvakUKAwON

‘Evag akoun atmd Toug TTapAyovTEG TTOU
MTTOPEI va CUPPBAAEl OTNV QVTIMETWTTION TNG
KAIJATIKAG Kpiong €ival N avakukAwaon. Eivai



Fossil Fuel Examples

® 0 -

Coal oil Natural

Kerosene Propane

yeyovdég o611 TTOAAG  TTpoidvia TTOU
XpPnolgoTrolgi 0 AvBpwTTOg OXETICOVTAI PJE TNV
KQUOTN OPUKTWV Kauoiywv. Q¢ yvwoTov ol
KQUOEIG auTéG odnyouv oTnv dnuioupyia
PpUTTWV Ol OTToI0I g€voxoTTolouvTal yid TnV
KAIJOTIKA) ~ KpiOn.  ZUPTTEPOOUATIKA, N
avaKUKAwWON gival (WTIKAG onpaciag kad' ot
yiverai ETTAVAYXPNOIYOTIOINON TETOIWV
TTPOIOGVTWV oupBaAovTag oTnv
QVTIMETWTTION TNG KAIYATIKAG KPIioNG.

KdaTtrolol TpOTTo1 QVTIMETWTTIONG TNG KAIPATIKAG
aAAayAG MEOW TNG avakUukAwong E€ival ol
€GN

1. EAayiototroinon  Tou  TTAQOTIKOU:
Méow Tng avadnTnong TIPOIOGVIWV aTTO
OIKOAOYIKG UAIKG Ba avTikataoTabei 1O
TTAaOTIKG Kal Ba w@eANOei To TTEPIBAAAOV.

2. Mpooéxoupe v KatavaAwon
PEUPATOG KAl VEPOU OTO OTTITI Hag: MEéow NG
MEIWONG Tou veEPOU Kal TOU PEUPATOG TTOU
XPNOIKOTTOIOUE, TTPOCTATEUOUE TO
TePIBAANOV Kal diaxeIpIOPaoTE KAAUTEPO TA
OIKOVOUIKA JaG.

3. Xpron Kabapwyv JopPwV EVEPYEING
4. Xpnon @AKWYV  PECWV  PETOPOPAG
(TrodnAato , TTEPTTATNMA)

Coordinator: Nikolaos Georgolios

Webology

https://ec.europa.eu/clima/change/causes el Last visit: 3-4-2022

http://ebooks.edu.gr/modules/ebook/show.php/DSGYM-A112/337/2293,8735/

Last visit: 23-3-2022
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Introduction

Our life is more alive with color. Color is the
radiation of sunlight, explained by its spectral
nature. Visible radiations are received by the
eyes with the same intensity, but different
wavelengths. Without color life would look
melancholy in black and white, considered
non-colors. Even our behaviors can be
represented by color, as we use everyday life
expressions such as, “My life is pink”. The
eyes, mind and spirit are feed with colors so
we ca see the reality.

From the history of color

been used since
prehistoric times
in cave paintings.
The progress of
painting  brought
to the famous
works of art, just
as the art of
calligraphy  and
musical art. Over
the centuries,
artists have
created pigments with the help of soil, coal,
and animal fat.

The color has = s

Red is the first color coming from the primary
color name. It was used for symbolic
engravings consisting of triangles and
diamond lines 75.000 years ago from the
time of Pythagoras. This color pigment was
also used in Egyptian civilization in pottery
vessels that were first painted with a layer of
red and then decorated with white. Here we
also meet geometrical and zoomorphic
elements.
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Introducere

Viata noastra este mai vie prin culoare. De
cand sunt folosite culorile? Cum le percepem
bt

Cuvantul culoare are, dupa caz, cate un
inteles diferit: pentru un medic culoarea
obrazului poate indica, la prima vedere,
starea de sanatate, pentru un om de stiinta
poate sa insemne un fenomen fizic, pentru
un artist o stare de traire intensa.

Din istoria culorii

Culoarea a fost
folosita inca din
perioada
preistorica in
picturile rupestre si
reprezentau
mesajele lasate de
cei mai respectati
sau bine
pozitionati membrii
din grupul
respectiv, in spatii
uneori greu
accesibile din pesteri. Acestea reprezentau,
de cele mai multe ori, animale, uneori
contururi de maini. Pe parcursul secolelor
artistii au creat pigmentii cu ajutorul solului,
carbunilor, dar si din grasimea animalelor.

Rosul este prima culoare provenind
denumirea de culoare primara. A fost
folosita pentru gravuri simbolice formate din
triunghuri si linii de diamant, acum 75.000 de
ani de pe vremea lui Pitagora. Acest pigment
de culoare a fost folosit si in Civilizatia
egipteana in vasele olarite care erau vopsite
prima datd cu un strat de rosu si apoi
decorate cu alb. Tot aici intalnim elementele
geometrice si zoomorfe.



Blue is the second color in the primary color
category. It is present in nature, in art, and
even in royalty. It has been used in Egyptian
art, jewelry, and Cretan (Minoan) culture in
paintings. It's composition consists of a blue
Azure mineral.

is the same primary color category. It
was discovered 17.300 years ago and was
discovered in clay pigment. It symbolized for
the Egyptians the sun and gold. In Greek
culture we encounter yellow expressing
sadness.

Green has origin coming from Anglo-Saxon
and means “grass”, being present
everywhere in nature. It is not found in
prehistory, because it was not yet known how
to achieve it. In theory, it would be secondary
to primary color. Green can also be found in
Egyptian culture with gods representing life.

is the second secondary color first
discovered by the ancient Egyptians. It was
got from a toxic orphan material. In the
medieval era, there was no term “orange” but
yellow-red . But after the 14th century, artists
saw the color of the orange and took the
word and turned it

Violet is the third secondary color discovered
by Phoenics in antiquity It was used in the
Roman Empire to suggest royalty. People
said it was a balanced color between red and
blue. But it was discovered accidentally and
in synthetics in 1856 by student Henry Perkin
in a process of healing a disease.

The eye. Chromatic vision

The eye, as a lens system, allows different
refractions as follows: One at the interface
between the air and the anterior face of the
cornea, then between the posterior face of
the cornea and the aqueous humor; the last
two refractions take place at the level of the

Albastru este a doua culoare tot din
categoria culorilor primare. Ea este prezenta
in natura, in artd si, uneori reprezinta
regalitatea. A fost utilizat in arta Egipteana, in
bijuterii, Tn Cultura Cretana(minoica)in
picturi. La baza compozitia ei a avut
mineralul azuriu albastru.

este tot aceeasi categorie de
culoare primara. A fost descoperita in urma
cu 17.300 ani si a fost descoperit in
pigmentul de Ilut. Ea simboliza pentru
egipteni soarele si aurul. In cultura greaca
intalnim galbenul ce exprima tristete.

Verde originea acestui termen de culoare
provme din anglo-saxona si finseamna
"iarba”, fiind prezenta peste tot'in natura. Ea
nu se |ntalne$te in preistorie, deoarece inca
nu se cunostea obtinerea

acesteia. Teoretic ar fi culoarea secundara
dupa cele primare. Verdele il putem intalni
tot in cultura egipteana la zei reprezentand
viata.

este a doua culoare secundara
descoperita prima data de catre egiptenii
antici. Culoarea este cea a mineralului toxic

orpiment, din clasa sulfurilor. In epoca
medievala nu exista termenul de
"portocaliu”, ci galben- rosu. Insa dupa

secolul al XlV-lea, artisti au observat
culoarea portocalei si au preluat cuvantul
transformandu-| in

Violet este a treia culoare secundara
descoperita de feniceni in antichitate. S-a
folosit in Imperiul roman si sugera, pentru
acea perioada, regalitatea. Oamenii ziceau
ca este o culoare echilibrata intre rosu si
albastru. Insa a fost descoperita accidental in
anul 1856 de studentul Henry Perkin, in timp
ce sintetiza chinina, folosita pentru tratarea
malariei in coloniile engleze, utilizata apoi
pentru vopsirea hainelor, cunoscuta sub
denumirea de anilina purpurie.

Ochiul. Vederea cromatica

Dar cum percepem culorile?

Ochiul, ca sistem de lentile, permite diferite
refractii astfel: una la interfata dintre aer si
fata anterioara a corneei, apoi intre fata
posterioara a corneei Si umoarea apoasa;
ultimele doua refracti au loc la nivelul
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lens, at the interface between the aqueous
humor and the interface with the vitreous
humor, respectively. The light then travels
through the vitreous
humor and reaches
the retina where it
sensitizes the receptor
cells, cone cells and
stick cells. The image
projected on the retina
is real, inverted and Wi

Camera postericara

Camera anterioar;

smaller than the o &=
object. Receptor cells Uit —R
(cells with cones — for tmo—— N
daily vision) from the N

level of retina are o L pcencior —| b

important for colored

vision. In the retina, in

the region called the

macula lutea (yellow spot) there are three
types of such cone cells, each of which is
sensitive to a certain wavelength of light (i.e.
a color): red for long wavelengths, green for
medium wavelengths, blue for short
wavelengths. These cells convert light into a
nerve impulse that is transmitted to the
visual area of the occipital lobe.

The field of view is the space in which the eye
is contained. Each eye has its own field of
vision, called the monocular field. The
overlap of the two single fields forms the
binocular field. The objects in the binocular
field will form an image on each retina, and at
the level of the brain crust (in the visual area
of the occipital lobe) these images are
superimposed; binocular vision allows three-
dimensional (in space) perception of objects.

Light scattering through the prism

In the first edition of the book Opticks (1704),
a treatise on reflections, refractions,
inflexions, and colors, Isaac Newton studies
the fundamental nature of light and how color
appears.

He demonstrates that every shade is
refracted at a characteristic angle by a prism
or lens, while also stating that color is “a
sensation in the mind and not an inherent
property of material objects or light itself.”
The dispersion of light is the phenomenon of
decomposition of white light into colored

Anatomia ochiului

cristalinului, la interfata dintre umoarea
apoasa si respectiv la interfata cu umoarea
vitroasa. Lumina strabate apoi umoarea

vitroasa si ajunge la

nivelul retinei unde

sensibilizeaza celulele
receptoare, celule cu
conuri Si celule
cu bastonas. Imaginea
proiectata pe retina
este reald, rasturnata

Retina

Foveea centrala

Papila optica (pata oarba)

si mai mica ca
} =< | obiectul. Celulele
receptoare(celule cu

conuri- pentru vederea
diurnd) de la nivelul
retinei sunt importante

Canalul hialoid

pentru  vederea
colorata. In retina, in
regiunea numitd macula lutea (pata

galbena) sunt trei tipuri de astfel de celule
cu conuri, fiecare fiind sensibila la o anumita
lungime de unda a luminii (deci la o
culoare): rosu pentru lungimi de unda mairi,
verde pentru lungimi de unda medii, albastru
pentru lungimi de unda scurte. Aceste celule
transforma lumina in impuls nervos ce se
transmite catre aria vizuala din lobul
occipital. Astfel, culoarea se poate defini
prin capacitatea ochiului uman
corespunzatoare una sau mai multor
frecvente sau lungimi de unda din spectrul
vizibil al luminii albe.

Cémpul vizual este spatiul cuprins cu
privirea. Fiecare ochi are propriul camp
vizual, numit campul monocular.
Suprapunerea celor doua campuri
monoculare formeaza campul binocular.
Obiectele din campul binocular vor forma
cate o imagine pe fiecare retina, iar la nivelul
scoartei cerebrale (in aria vizuala din lobul
occipital) aceste imagini sunt suprapuse;
vederea binoculara permite perceperea
tridimensionala (in spatiu) a obiectelor.

Disperisa luminii prin prisma

in prima editie a cartii Opticks(1704), un
tratat al reflexiilor, refractiilor, inflexiunilor si
culorilor, Isaac Newton studiaza natura
fundamentald a luminii si modul in care
apare culoarea. El demonstreaza ca fiecare
nuanta este refractatd la un unghi



beams: Red, orange, Yellow, Green, Blue,
indigo and violet. If we send a narrow beam
of white light from a bulb to a prism, it is
observed that at the
point of incidence,
after entering the
prism, the beam will
break down into a
very wide colored
beam. The 7 colors
of the ROGVAIV
visible spectrum will
appear.

Isaac Newton also
demonstrated  that
the multicolor
spectrum produced
by a prism could be
recomposed into
white light by a lens
and a second prism.

Munsell's chromatic circle

The system was created by Albert Munsell in
the 20th century and was adopted by the
U.S. Department of Agriculture in the 30’ s for
soil research. In colorimetry, Munsell’s color
system is basically a color wheel in which 3
color properties are present. SHADE(basic
color), ~ CROMA(color intensity) and
value(brightness).

It is the first chromatic system created in
three-dimensional space. Each color is
placed in ascending order according to the
hue, value and croma in uniform perceptual
dimensions. An orange color cube has in the
3 visible sides of the cube a tone of color. He
determined the distance between the colors
respecting the degree of brightness and

purity.

caracteristic de o prisma sau lentila, afirmand
totodata despre culoare ca este "o senzatie
in minte si nu o proprietate inerenta a
obiectelor materiale
sau a luminii in sine”.

Dispersia luminii este
fenomenul de
descompunere a
luminii albe in
fascicule colorate:
rosu, orange, galben,
verde, albastru,
indigo si violet. Daca
trimitem un fascicul
ingust de lumina alba
de la un bec spre o
prisma, se observa
ca, in punctul de
incidenta, dupa

fasciculul se va

intrarea n
descompune in fascicul colorat foarte larg.
Vor aparea cele 7 culori ale spectrului vizibil
ROGVAIV.

prisma,

Isaac Newton a demonstrat, de asemenea,
ca spectrul multicolor produs de o prisma ar
putea fi recompus in lumina alba de catre un
obiectiv si 0 a doua prisma.

Cercul cromatic a lui Munsell

Sistemul a fost creat de catre Albert Munsell
in secolul al XX-lea si a fost adoptat de
Departamentul de Agricultura al S.U.A in anii
30’ pentru cercetarea solului.In colorimetrie,
sistemul de culori a lui Munsell este practic
o roata de culori in care sunt prezente 3
proprietati ale culorii:. NUANTA(culoare de
baza), CROMA(intensitatea culorii) si
valoarea (luminozitatea). Este primul sistem
cromatic creat in spatiul tridimensional.
Fiecare culoare este plasata in ordine
crescatoare in functie de nuanta , valoare si
croma in dimensiuni perceptive uniforme.
Un cubulet de culoare orange are in cele 3
fete vizibile ale cubului, cate un ton de
culoare. El a determinat distanta dintre culori
respectand gradul de luminozitate si puritate.
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Warm colors

Thermal effects: The warm colors RYO
(red, yellow, oranje) give a feeling of
‘heat” and the more a color has a red
saturation in an image or painting the
warmer it is. They symbolize fire, autumn
landscapes and sunsets. If we juxtapun 3
shades of different colors starting with the
warmest red then orange after which
yellow and after a little white, will give the
thermal effect that suggests the heat.

Psychological effects:

Warm colors can express both warmth
and dynamism, enjoy, passion and
danger.

Cold colors

Thermal effects: Cold GBP colors (green,
blue,purple), give a cool effect.if I,
juxtapune a color with a blue saturation all
that composition will be cool. They
symbolize night, winter, sea and serenity.

Culorile calde

Efecte termice: Culorile calde RGO(rosu,
galben, oranje), dau o senzatie de
"caldura” si cu cat o culoare are o
saturatie rosie intr-o imagine sau pictura
cu atdt e mai calda. Ele simbolizeaza
focul, peisajele de toamna si apusuri.
Daca am juxtapune 3 nuante de culori
diferite incepand cu cea mai calda rosu
apoi orange dupa care galben si dupa un
pic de alb, va reda efectul termic ce
sugereaza caldura.

Culorile calde pot exprima atat caldura
cat si dinamism, veselie, pasiune si
pericol. Ele mai exprima si senzatia de
apropiere.

Culorile reci

Efecte termice: Culorile reci VAV(verde,
albastru, violet) dau un efect de rece.
Daca am, juxtapune o culoare cu o
saturatie albastra toata acea compozitie
va fi rece. Acestea simbolizeaza
noaptea, iarna, marea si seninul.

Psychological effects :

GBP colors can express cold as well as
perspective, tranquility, professionalism
and even space due to the thermo-
dynamic effect.

Color in painting

‘Light is something that cannot be
reproduced, but must be represented by
something else, by color.”-Paul Cezanne.

Throughout history, color has been one of the
most important elements of plastic language
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Culorile VAV(verde. albastru, violet) pot
exprima atat starea de rece cat si liniste,
profesionalism chiar si spatiu, datorita
efectului termodinamic in comparatie cu
culorile calde

Culoarea in pictura
“Lumina este ceva ce nu poate fi reprodus,

dar trebuie reprezentat de altceva, de
culoare”. -Paul Cezanne.



with which the artist was able to render the
world as he saw it. Nowadays, color in
painting is used much more as a way to
express your feelings and emotions, so color
in art is officially considered an element of
plastic language. It has a satisfying look for
artists and the energy of creation will never
disappear. And art through color would
contribute to positive influences on the world
and thus the world could live in a true
paradise.

Conclusion

Color is found both in nature and in fields.
Without colors, life would be fleeting and
practically without them, our life would be
gray (non-color).

Color itself is caused by light and if light did
not exist, life would no longer exist, because
of the holy light of the sun's rays, which on
both the chromatic and the biological side
also exudes heat.

In the field of painting, color is its most
important factor. Without color, the painting
would no longer exist, because the painting
in both the realist and the abstract gives
everything you want to paint (a shape or a
color).

In conclusion, color is one of the most
important conditions of life on earth. In our
opinion, color brings out that sad and
monotonous world into a much more
interesting and happy world. Color helps us
to express ourselves and find our inner
peace. Color is a part of our soul and what
represents us as people.
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De-a lungul istoriei, culoarea a fost unul
dintre cele mai importante elemente de
limbaj plastic cu care artistul a putut sa redea
lumea asa cum o vedea. Culoarea in pictura
este folosita ca o modalitate de a exprima
emotia si a transmite un mesaj puternic.
Culoarea in arta este oficial considerata un
element de limbaj plastic, iar energia creatiei
prin culoare influenteaza pozitiv lumea.

Concluzie

Culoarea in sine este dovedita prin lumina.
Viata este posibilda prin lumina ce ofera
energia atat de importanta pentru existenta
noastra. Culoarea a fost studiata de oamenii
de stiinta gratie minunatului, uneori
imperfectului nostru sistem natural de
vedere, ochiul, dar si datorita evolutiei
stiintei. iar viaiaz noasira este mai agreawila,
uneori mai confortabila datorita culorii.

Coordinator: Mariana Dumencu
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Video games were launched in the 50s and
started gaining popularity in the 60s and 70s.
Many years have passed since then and
they obviously evolved in many ways: from
the story they want to convey to the
mechanics or the

Lavinia Andreea Albert

“Hans Mattis Teutsch” Vocational

Arts and Crafts High School
Brasov, Romania
foxyogurt@gmail.com

Jocurile video au aparut aproximativ in anii
50’ si au inceput sa devina populare in anii
60’-70". A trecut mult timp de atunci si
bineinteles ca acestea au evoluat in multe
feluri: de la povestea pe care o prezinta, la

mecanici, la

complexity of the way
they function, even in
terms of graphics.

At the very beginning,
RAM (random access
memory) was almost
nonexistent, which
meant that game
graphics were very
simple, made out of a
small number of pixels
and without a variety
of colors. The game

complexitatea felului in
care functioneaza, si
pana la grafica.

La Tinceput, memoria
RAM (random-access
memory) era aproape
inexistenta, ceea ce a
insemnat ca grafica
jocurilor era foarte
simpla, formata din
putini pixeli si fara
culori care sa varieze.
Jocul Pong, de

Pong, for example,

was released in 1972,

popularized by arcade

games, which were computers where you
had to pay in order to play. The very first
game console was also released around this
time (Fig. 1).

Afterwards came the colored backgrounds
that were just images inserted behind the
game itself and weren’t that important.
Games that are actually colored got
released, still
pixelated, but with a
very low range of
colours that were also
extremely saturated,
with red, blue, green
and purple being used
mostly. There was
also a successful
attempt at creating the
illusion of 3D space.

Computers  evolved
with time, which
allowed more natural colours that were

easier on the eyes and had a wider range of
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exemplu, aparut in

anul 1972 a

popularizat jocurile de
tip arcade, care erau, de fapt, un fel de
calculatoare unde trebuia sa platesti pentru a
te juca . Tot in aceasta perioada a aparut si
prima consola (Fig. 1).

A urmat introducerea fundalurilor colorate
care erau doar niste poze introduse in
spatele jocului in sine si nu aveau mare
importanta. Bineinteles ca au aparut in
sfarsit si jocurile cu
adevarat color
pixelate, dar cu paleta
extrem de redusa, cu
nuante extrem de
saturate , in general
fiind folosite rosul,
albastrul, verdele si
movul. A existat si
incercarea reusita de a
reda iluzia spatiului
3D.

(3200]

Calculatoarele evident
au evoluat in timp ceea ce a permis culorilor
folosite sa fie mai naturale si mai placute



colours. This allowed the usage of more
pixels than before, which made characters
and environments much more expressive
and animated. Well known games to this day
got released, such as Sonic the Hedgehog
and Mario.

The first game that Mario was featured in is
Donkey Kong in 1981, this game being the
coloured and pixelated type (Fig. 2).

Starting with 1982, this
character has been
featured in  more
games such as Super
Mario Bros, Mario
Kart, Mario Tennis,
various puzzle games
and many more that
still exist to this day,
but with better
graphics. This
franchise is the most
sold game franchise of
all time.

In 1983 the first Doom game was released.
This game revolutionized first person
shooting games, being the one that inspired
the games of the same type. Even its
graphics were considered revolutionary for
that time, because they were quite detailed
and the newly discovered 3D graphics were
truly being emphasized. In 1994, the second
Doom game was released, but its graphics
didn’t evolve that much compared to the first
one (Fig. 3).

In 1996 we got the — EEi

first 3D Mario game, -
Super Mario 64 (Fig.
4).

3D graphics
appeared in the early
90’s, them being
made out of so called
polygons, meaning
they used some
triangles that help
with building up the
object that the game
developers wanted.
Polygons are
attached to each other through a code that

pentru ochi si mai variate. Acest lucru a mai
permis folosirea unui numar mai mare de
pixeli ceea ce a facut ca personajele si
mediul inconjurator acestora sa fie mai
expresiv si mai animat. Jocuri cunoscute
pana si astazi sunt cele cu Sonic si cele cu
Mario.

Primul joc in care personajul Mario a aparut
a fost Donkey Kong in 1981, acest joc fiind
unul de tip color si pixelat (Fig. 2).

Din 1982 acest
personaj a inceput sa
apara in mult mai

multe jocuri ca Si
Super Mario Bros,
Mario Kart, Mario

Tennis, jocuri de tip
puzzle si multe altele
care exista si in zilele
de astazi, dar cu
graficda Tmbunatatita.
Franciza Mario este
cea mai bine vanduta
vreodata.

in 1983 jocul Doom a apdarut. Acesta a
revolutionat jocurile de tip shooter jucate in
persoana intai, fiind jocul care va inspira
restul jocurilor de acest fel. Si grafica sa a
fost considerata revolutionara acelei
perioade, fiind destul de detaliata, iar grafica
3D recent aparuta fiind foarte bine
evidentiata . In 1994 al doilea joc Doom a fost
lansat, dar nu au fost aduse Tmbunatatiri
graficii acestuia (Fig. 3).

in 1996 a aparut si
primul joc Mario cu
grafica 3D, Super
Mario 64 (Fig. 4).

Grafica 3D a aparut
la inceputul anilor
90’, aceasta fiind
realizata din asa
numitele poligoane,
adica mai multe
triunghiuri care ajuta
la formarea obiectului
dorit de catre cei ce
lucreaza la un joc.
Poligoanele sunt
atasate unele de altele printr-un cod care
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contains coordinates for each corner of the
shape. What made game graphics evolve
was actually the evolution of how many
polygons a computer can take, which made

objects look more natural and more detailed.
In recent years, lights and shadows have
gotten a lot of attention.

The games in the Mario and Doom franchise
are becoming better, more games still getting
released, such as Doom Eternal in 2020 and
Mario Party Superstars in 2021 (Fig. 5), (Fig.
6).

Games have become more and more
impressive over the years now. Who knows
what the future holds for us considering the
first 50 years?

contine coordonatele fiecarui varf. Ceea ce a
facut ca grafica jocurilor sa evolueze a fost,
de fapt, evolutia capacitatii calculatoarelor de
a sustine din ce in ce mai multe poligoane

ceea ce a facut obiectele sa arate mult mai
natural si mult mai detaliate.In ultimii ani, a
fost acordata destul de multd atentie
luminilor si umbrelor.

Jocurile Mario si Doom continua sa
primeasca imbunatatiri, fiind realizate in
continuare jocuri din aceste francize precum
Doom Eternal aparut in 2020 si Mario Party
Superstars aparut in 2021 (Fig. 5), (Fig. 6).

Jocurile video devin din ce In ce mai
impresionante pe parcursul anilor, cine stie
ce ne va astepta in viitorul apropiat, dat fiind
faptul ca jocurile au evoluat asa de mult pe
parcursul a doar 50 de ani?

Coordinator: Mariana Dumencu
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Across Down
2. we visit niagara falls 1. we visit the grate wall
4. we visit the brandenburg gate 3. we visit the parthenon
7. we visit the pyramids 5. we visit big ben
8. we visit statue of liberty 6. we visit the tower pisa
10. we visit the eiffel tower 9. we visit Red Square
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Across

[3] What is the Quadrangular Root of 9? What material is Rf (short form)?

[4] Is ([Xe]5dl1l6s2)) the solution for What Element is Xe (short form)?
Lanthanum?

[7] In which block of Electron
configuration is Lawrencium?

What material is Ga (short form)?
What is the Quadrangular Root of 817?

[8] What element is Pm (short form)?

[9] Which metallic subtstance is Ce (short
form)?
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About the evolution of
videogames

1. Introduction

In this article, we will analyze the first types
of video games used by their respective
fanbase and will discuss factors that
influence  their impact on cultural
development as well as human civilization.

Avideo game is an electronic game, in which
the user interacts with a graphical interface
to generate a visual response on the screen.
These video games are based on platforms
that allow them to run and be played, for
example, PlayStation, XBOX, computer and
SO on.

At the same time, we will find game-specific
details, such as the recommended
specifications of a game to run in optimal
conditions, such as the number of frames per
second, the internet connection
characterized by the user's ping, and much
more.

And in the end, | will express my own opinion
about video games, how they influence me
and whether they bring me benefits.

Video games are nothing new on our planet,
and many of us already know how to operate
certain commands in a game. Press W, A, S,
D, or the arrow keys on the keyboard to
move, left or right-click to interact with an
NPC (Non Playable Character, meaning a
character in the game which can'’t be played
as), or adjust your camera settings.

But everything in the world has a beginning.
Video games were first made between 1950
and 1960 by Jon Snell and were able to run
on platforms such as the oscilloscope, or
EDSAC (Electronic Delay Storage Automatic
Calculator) computers, one of the first
computers made in the United Kingdom.

Despre evolutia jocurilor
video

1. Introducere

in acest articol se face o analizd asupra
primelor tipuri de jocuri video utilizate de
catre adeptii acestora, Si se vor expune
factori care influenteaza impactul acestora
asupra dezvoltarii culturale, cat si a
civilizatiei umane.

Un joc video este un joc electronic, in care
utilizatorul interactioneazd cu o interfata
grafica, pentru a genera un raspuns vizual
pe ecran. Aceste jocuri video au la baza
platformele pe care acestea pot fi jucate,
spre exemplu PlayStation, XBOX, computer
si asa mai departe.

Totodata, vom gasi si detalii specifice
anumitor jocuri, precum acele specificatii
recomandate ale unui joc pentru a rula in
conditii optime, precum numarul de cadre pe
secund3, conectiunea la internet
caracterizata de ping-ul pe care utilizatorul il
are, si multe altele.

lar la final, Tmi voi expune parerea proprie
despre jocurile video, cu ce ma influenteaza
ele si daca-mi aduc beneficii.

Jocurile video nu sunt ceva nou pe planeta
noastra, ba chiar foarte multi stim cum
actionam anumite comenzi in cadrul unui joc.
Apesi tastele W,A,S,D, respectiv sagetutele
de pe tastatura ca sa te misti, click stanga
sau dreapta pentru interactionarea cu un
NPC (Non Playable Character, adica un
personaj din joc, care nu poate fi controlat de
jucator), sau pentru a fiti ajusta setarile
camerei.

Dar, totul in lume are un inceput. Jocurile
video au fost realizate pentru prima oara
intre anii 1950-1960 de Jon Snell, acestea
fiind capabile de a rula pe platforme precum
osciloscopul, sau computere EDSAC
(Electronic  Delay  Storage Automatic




2. The evolution of games in terms of
appearance

Arcade games were developed around the
‘70s, and thanks to their friendly and easy-to-
use interface, they gained immense
popularity, which led to their use for about a
decade, which can be said to have been the
golden age of Arcade Games.

In present times, all

companies that

create games have

two  requirements

that they must meet

in order to attract a

player in terms of BEEABRBSBSBEBAE
appearance, these :
being the graphics
and the interface.
These things cannot be taken into account in
the case of old games, because there was n
technology so capable at that time, these
were designed as a way to relax, but also to
entertain (entertainment).

With the help of these two figures, we can
identify that in the "80s were games that took
place on a 2D frame, in which you could only
move up, down, left and right, without
noticing a rotating movement, jumping or
other kinds of similar actions.

At the same time, we can see a graceful
evolution of graphics, from a mediocre game
for our times, with a

not very pleasant

look, to a 3D game,

with improved

graphics, the

appearance of

background effects

such as shadows,

road bumps or floor

pavement patterns.

As another example,
to make this
evolution of the
games a little more
understandable, | will
treat another example, this being the Need
For Speed franchise. A legendary franchise,
we can say, that delivered when needed.

'
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"Fig. 1. Legend of Zelda, released in 1986

Fig. 2. Legend of Zelda: Link’s Awakening
Remaster, released in 2019

Calculator), acesta fiind unul dintre primele
calculatoare fabricate in Regatul Unit.

2. Evolutia jocurilor din punct de vedere al
aspectului

Jocurile Arcade au fost dezvoltate in jurul
anilor 70, iar datorita interfetei prietenoase si
usoare de folosit, acestea au capatat o
popularitate imens3,
ceea ce a dus la
utilizarea lor timp de
aproximativ de un
deceniu, care putem
spune ca a fost
epoca de aur a
BB jocurilor Arcade.

In prezent, toate
companiile care
creaza jocuri au doua cerinte pe care trebuie
sa le respecte pentru a atrage un jucator din
punct de vedere al aspectului, acestea fiind
graficile si interfata. Aceste lucruri nu le
putem lua in considerare in cazul jocurilor
vechi, deoarece nu exista o tehnologie atat
de capabila la vremea respectiva, acestea
fiind concepute ca o modalitate de relaxare,
dar si de amuzament (entertainment).

Cu ajutorul acestor doua figuri putem
identifica faptul ca jocurile, in anii ‘80 erau
jocuri care se desfasurau pe un cadru 2D, in
care te puteai misca doar sus, jos, stanga si
dreapta, fara a observa o miscare de rotire,
sarituri sau alt gen de
actiuni similare.

in acelasi timp, putem
observa o evolutie
gratioasa a graficii, de
la un joc mediocru,
pentru vremurile
noastre, cu un aspect
nu prea placut, la un
joc 3D, cu grafici
imbunatatite, aparitia
unor efecte de fundal
precum umbre,
denivelari ale
drumului sau modele
ale pavajelor de pe jos.




Need For Speed consists of a series of street
racing games, in which you have to complete
certain missions, races, to conquer
territories, to buy more powerful parts for
your car, the ultimate goal being always the
victory of the best drivers. in the game, which
are Al-Artificial Intelligence entities that

Ca un alt exemplu, pentru a face putin mai
inteleasa aceasta evolutie a jocurilor, voi
trata Tnca un exemplu, acesta fiind franciza
Need For Speed. O franzica legendara,
putem spune de altfel, care a livrat atunci
cand a fost nevoie. Need For Speed consta
intr-o serie de jocuri de tip curse pe strada, in

Fig. 3. Need for Speed Heat, Carbon and NFS 1

control the machine.

There is a clear difference from one game to
another, the details that are brought to the
game, such as the smoke from the wheels
when accelerating, raindrops, realistic effects
when you hit your car, as well as new maps
from one game to another, this game being
an Open World (you can go where you want
when you want).

However, these things are not easy to do.
Well-known companies such as EA Sports,
Codemasters, Ymir, Gameforge, Unreal
Games are investing heavily in producing
quality games. By quality we refer to several
aspects, such as the quality of the gameplay,
how it feels, if it is fluid, if there are no
aspects such as pay to win, glitches that are
code errors, which lead to advantages that
are not fair play, that lead to hatred against
the game, many people consider these
glitches as a deal-breaker factor, in
Romanian terms, something that makes you

care tu ai de completat anumite misiuni,
curse, sa cuceresti teritorii, sa iti cumperi
piese mai puternice pentru masina, scopul
final fiind mai mereu invingerea celor mai
buni soferi din joc, care sunt entitati de
Inteligentd Artificiala (Al - Artificial
Intelligence), care controleaza masina.

Se observa o diferenta clara de la un joc la
altul, detalile care sunt aduse jocului,
precum fumul de la roti cand scéartaie,
picaturi de ploaie, efecte realistice atunci
cand iti busesti masina, cat si harti noi de la
un joc la altul, acest joc fiind un Open World
(poti sa te duci unde vrei, cand vrei).

insa, aceste lucruri nu sunt usor de realizat.
Companiile cu un renume mare, precum EA

Sports, Codemasters, Ymir, Gameforge,
Unreal Games, investesc cifre enorme in a
produce jocuri de calitate. Prin calitate facem
referinta la mai multe aspecte, precum
calitatea gameplay-ului, adica a jocului, cum
se simte acesta, daca este fluid, daca nu




no longer want that game. Games have
never been perfect, but with the help of a
dedicated team in building the best version of
a game can bring colossal sales of the game.

The evolution of graphics in video games is
due to a wide variety of techniques that have
been or are used so far, most of which are
possible due to the evolution and
advancement of technology, which has led to
an increase in the performance of hardware.

The first games to appear in our world were
games that ran in a 2D dimension, using a
parallel projection using the bitmap graphics
process, which helped the game's creators to
build large maps, complex, with a relatively
small amount of game design.

The category of 2D games is divided into two
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Fig. 4a. 2D perspective - Top view

subcategories, these being the top view
(Fig.4a), or the long one (Fig.4b).

With the help of hardware development, it
was possible to introduce the 3D
perspective, this dimension often using a
Cartesian landmark of geometric data
representation, with the help of software
programs that produce computer-generated
images, by modeling and rendering images
in a three-dimensional spectrum, which
brings with it certain graphic qualities, such

exista aspecte precum plateste pentru a
castiga, glitch-uri care sunt de fapt erori de
cod, care duc la avantaje care nu sunt
fairplay, care duc la instigare la ura impotriva
jocului, multi oameni considerand aceste
glitch-uri ca fiind un factor de tip deal breaker,
in termeni romanesti, un lucru care te face sa
nu mai doresti acel joc. Jocurile nu au fost
perfecte niciodata, dar cu ajutorul unei
echipe devotate in a construi cea mai buna
versiune a unui joc poate aduce vanzari
colosale ale jocului.

Evolutia graficilor Tn jocurile video este
datorata unei varietati largi de tehnici care au
fost sau sunt folosite pana in prezent,
majoritatea fiind posibile datoritd evolutiei
avansarii tehnologiei, care a provocat o
crestere in performanta a pieselor hardware.
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Fig. 4b. 2D perspective - Platformer view

Primele jocuri aparute in lumea noastra au
fost jocuri care derulau in cadrul unei
dimensiuni 2D, folosind o proiectie paralela
cu ajutorul procedeului bitmap graphics,
acesta ajutand creatorii jocului de a crea lumi
largi, complexe, cu o cantitate relativ mica de
design grafic al jocului.

Categoria de jocuri 2D este impartita in doua
subcategorii, acestea fiind viziunea de sus
(Fig.4a), sau cea de-a lungul (Fig.4b)




as object shadows, realistic character
animations, such as walking, background
simulation, global game lighting.

3. The effects of video games on people

Video games have a massive impact on us,
influencing our lives both in positive and
negative ways. On a positive note, video
games are a relaxing way to spend time with
your friends in a game, or even with people
you don't know, leading to close friendships,
meeting people or new cultures as well as
quality time.

At the same time, there are educational video
games, which present information such as
general culture, or trivia games, where you
play alone or with friends, where you are
asked some questions, and you have a
limited time to answer, and the one with the
most correct answers wins.

Another plus of video games is that they are
there when you need them, that is, if you are
going through a less pleasant period in life,
you can always enter the game to let your
thoughts run wild and move into the pseudo-
world of the game.

However, there are also negative effects that
games reflect on us, such as creating an
addiction to them, you always feel that you
have to play, that you have to grow and
become better at that game, all this can lead
to feelings of regret, inferiority, which can
lead to depression, anxiety or even worse.

At the same time, games can also feature
obscene language effects or scenes, or
actions that are not the most decent, such as
shootings, beatings, people with special
abilities fighting with other people, these
things being able to disturb the peace. or the
mental health of a person, when he sees
effects of blood, violence and teammates
with vulgar language, things that lead to the
impossibility to relax, even a change in your
mood at that moment.

Another factor that negatively influences
video games is the posture we are in, most of
the time we are in a comfortable position
instead of sitting in a correct position, which

Cu ajutorul dezvoltarii
hardware, a fost posibila introducerea
perspectivei 3D, aceasta dimensiune
folosind de cele mai multe ori un reper
cartezian al reprezentarii datelor geometrice,
cu ajutorul programelor software care produc
imagini generate de calculator, prin
modelarea si randarea imaginilor intr-un
spectru tridimensional, care aduce cu el
anumite calitati grafice, precum umbrele
obiectelor, animatii realistice ale caracterelor,
precum mersul pe jos, simularea sunetelor
de fundal, iluminarea globala a jocului.

componentelor

3. Efectele video

oamenilor

jocurilor asupra

Jocurile video au un impact masiv asupra
noastra, acestea influentandu-ne atat pozitiv,
cat si negativ vietile. Intr-o nota pozitiva,
jocurile video sunt un mod de relaxare, in
care iti poti petrece timpul cu prietenii tai in
cadrul unui joc, sau chiar cu oameni pe care
nu Ti cunosti, acest lucru ducand la prietenii
stranse, cunoasterea altei persoane sau unei
culturi noi, cat si un timp de calitate.

Totodata, exista jocuri video educative, in
care sunt prezentate informatii precum cele
de cultura generala, sau jocuri de tip trivia,
unde te joci singur sau impreuna cu prietenii,
unde iti sunt adresate niste intrebari, iar tu ai
un timp limitat de raspuns, iar cel cu cele mai
multe raspunsuri corecte castiga.

inca un plus al jocurilor video ar fi c& sunt
acolo cand ai nevoie, adica, daca treci printr-
o perioada mai putin placuta in viata, mereu
poti intra pe joc ca sa iti lasi frau liber
gandurilor si sa treci in pseudo-lumea din joc.

Totusi, exista si efecte negative pe care
jocurile le reflectda asupra noastra, precum
crearea unei dependente de acestea, simti
mereu ca trebuie sa te joci, ca trebuie sa
cresti si sa devii mai bun la jocul respectiv,
toate acestea pot duce la sentimente de
regret, de inferioritate, care pot duce la
depresie, anxietate sau chiar lucruri mai
grave.

in acelasi timp, jocurile pot prezenta si efecte
sau scene de limbaj obscen, sau actiuni care
nu sunt chiar cele mai decente, precum




leads to back pain and the monitor light
causes eye problems.

4. Conclusion

Video games are a great way to spend your
free time, alone or with your friends, but they
should be used in moderation, so as not to
overestimate the amount of time you spend
on these games, and not just forget about
reality while you play.

These can lead to serious health problems,
such as obesity, a sedentary lifestyle,
addiction, if not treated as such. These are
meant to be played moderately, not for long
sessions, such as 10 consecutive hours of
play. Addiction to video games can lead to an
inadequate lifestyle, accompanied by poor
nutrition can lead to serious health problems.

impuscaturi, batai, oameni cu abilitati
speciale care se iau la bataie cu alti oameni,
aceste lucruri fiind capabile sa perturbe
linistea sau sanatatea mintala a unei
persoane, cand aceasta vede efecte de
sénge, violenta si coechipieri cu un limbaj
vulgar, lucruri care duc la incompetenta de a
te relaxa, ba chiar o schimbare in rau a starii
tale de spirit in acel moment.

incd un factor care influenteaza negativ
jocurile video, este postura in care stam, de
cele mai multe ori stam intr-o pozitie
confortabild in loc s& stadm fintr-o pozitie
corecta, fapt care duce la dureri de spate, iar
lumina monitorului cauzeaza probleme de
vedere.

4. Concluzie

Jocurile video sunt un mod excelent de a iti
petrece timpul liber, singur sau alaturi de
prietenii tai, dar acestea trebuie folosite
moderat, sa nu exagerezi cu timpul pe care il
acorzi acestor jocuri, $i nu numai, sa nu uiti
de realitate in timp ce te joci.

Acestea pot duce la probleme de sanatate
grave, precum ar A obezitatea,
sedentarismul, dependenta, daca nu sunt
tratate ca atare. Acestea sunt menite pentru
a te juca moderat, nu pentru sesiuni lungi,
spre exemplu de 10 ore consecutive de joc.
Dependenta de jocuri video poate duce la un
stil de viata neadecvat, acompaniat de o
nutritie incorecta pot duce la probleme de
sanatate grave.

Coordinator: Helerea Elena
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