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Interview » We would like to build strong business relationships in the Andorran market
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Computer games have entered
our lives firmly, taking the place of
honor as a leader among the many
ways to organize leisure for people of
various ages. Virtual reality beckons
with its limitless possibilities, which
are simply impossible to refuse.
Children from an incredibly early
agecannotimagine theirlifewithout
acomputer, tabletand phone, which
they use forvideo games.

OWO GAME has developed
and patented a tactile system that
allows users to experience physical
sensations during the game: a
gunshot, blowing wind, a feeling
like someone grabbed your hand or
hugged you (more than 30 different
sensations).

José Fuertes is CEO of OWO GA-
ME and a passionate entrepreneur
and industrial engineer who likes
to innovate. His mission is to turn
avirtual world into reality through
the sense of touch. We spoke with
him about new sensational techno-
logy, the future of PC gaming and
thecompany’s plans toenter the An-
dorran market.

-One of the most successful and
intriguing innovations of your
company is a haptic vest. Could you
explain how it works?

-Well, we call it Second Skin. OWO
is a haptic system related to the
sense of touch. It transmits physical
sensations to the body while playing
video games, while being in the
metaverse and while watching a
movie. Unlike other products on the
market, we don’t use vibration. The
OWO Skin uses trains of pulse and an
algorithm that allows us to modify
the wave. This way we can create
many different sensations.

-How did this idea come about? What
inspired you? How have you achieved
the imitation of a gunshot, blowing
wind, and a sensation of someone
grabbing your arm or hugging you?
-This is the third company I have
created fromscratch.ImadeMedical
Calbes, then I created Wiemspro
and I took the knowledge I gained
from these companies to develop
a new technology which is OWO. I
have always dreamt of being part
of the game, the main character of
a movie. And that’s how OWO was
born.I took the engineering team
from Wiemspro and together we
created the hardware, software
and algorithm, then came the
sensations. We tested and made
changes as they were realistic
for us. But that’s never enough.
We validated the sensations with
several experts in the gaming sector
and then continued creating.

-How do you plan to develop your
business? Do you have plans to enter
the Andorran market?
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«'hesenseof touchis
pbeneficial when learning
andremembpering»

-We are currently based in Malaga.
We would like to build strong
business relationships in the
Andorran market as there are many
influential people from the video
game sector there.

We would love to work with
several streamers and influencers
around the world.

-What age are your games suited to?
-Weofferoursensations technology
to any game and we are also
compatible with all platforms (PC,
mobile, console, VR) so there will be
gamessuitableforall ages. However,
our product is 18+ as it must always
be used under adult supervision.

-Virtual reality is one of my favorite
science fiction concepts. Everyone
talked about it, from Gibson to
Wachowski. What fantastic concepts
seem most real to you? Where can we
come with the proper development of
technology?

—-There are no limits to technology
if you have the right idea and the
team to make it happen. We have
come a long way from a simple
concept to making parallel virtual
environments. Users can enter a
virtual world, interact with the
environment, look around and see
and hear in 360°. But it doesn’t stop
there, now we can also make users
feel in that virtual world. You can be

sittinginaworld thatisverydifferent
from the real one but interact with
your everyday friends and even hug
them.

—-Science fiction must be viewed
from the point of view of two things:
possible vectors of development of
technologies and society and their
influence on each other from one
side and details, mechanics, and
ideas from the other side. Do you
agree? How to apply the experience
of science fiction to reality?

-There are many examples of
science fiction ideas that have
become a reality. The first thing we
need is an idea and then we must

make it real. Julio Verne is a clear
example. He predicted the use of the
internet or cell phones backin 1863
in his novel Paris in the Twentieth
Century. Even smart cities are a
concept that has appeared in sci-fi
in the past. Technology is born from
a necessity. Once the «problemnis
identified, we use technology to
find solutions. If no technology
exists to solve it, we create it. Now
various neurocomputer interfaces
are being developed, and human
communications, thanks toInternet
services, have already gone far from
science fiction. How should virtual
reality devices evolve to stop being
an attraction? How can they bring
real benefit and move humanity
forward?

The companies, such as OWO,
that are creating groundbreaking
technology must assume responsi-
bility for the way things will move
forward. We can apply our techno-
logy to many different sectors and
each of them will benefit. For exam-
ple, in the case of OWO, we add the
sense of touch to video games, the
metaverse and movies but we will
also add sensations to smart cities,
help in military training, or be able
to send physical sensations long-dis-
tance. Many VR companies are wor-
king to make learning easier, more
fun and more effective. Some studi-
es say that the sense of touch is be-
neficial when learning and remem-
bering. Professional training in VR
and having physical repercussions
alsoavoidsaccidentsand makeswor-
kers more aware of possible mista-
kes. These are only some examples,
butIcould give many more.

-Imagine that you are not limited by
technology. You have the perfect, as
far as possible, virtuality simulator.
How will it work? What program
would you write for it? What is it for,
and what news will it give people?
-Well, technology no longer
constrains us at OWO. With our
haptic system, we can recreate
sensations never felt before, which
makes any simulator more realistic
now. We’ve always wanted the user
to be able to «feel» the game, the
metaverse,and entertainmentatthe
end of the day, and with OWO they
can have that experience.

-Arevideo games dangerousinterms
of addiction?

-Video games are just a way of
entertainment. If playing video
games impedes you to fulfill your
obligations, it’s an addiction. The
same rule applies to watching
movies and even going to the gym.

-How much time should people
spend playing virtual games so as not
to lose touch with reality?

-That depends on the person.
Nothing is good in excess; it’s up to
each one toberesponsible with their
playing time.=
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Doctors deny bad practices in
non-face-to-face medical acts

They consider that the extra costs are caused by | The COMA points to the care circuit established

system malfunctions that need to be optimized

‘ EL PERIODIC
ESCALDES-ENGORDANY

[7] @PeriodicAND

e Official College of Phy-
sicians of Andorra (COMA)
assures that there have be-
en no bad practices by doc-

torsin non-face-to-facevisitsduring
the pandemic, as stated by the An-
dorran Social Security Fund (CASS)
in the presentation of the strategic
plan 2022-2025last June 9th. He ad-
mits that additional costs may ha-
ve been generated - the CASS put
them at 200,000 euros in the last
year and a half- but in no case lin-
ked to health professionals, but to
the dysfunctions of the system that
must be optimized, arising in part
in the care circuitimplemented for
the referring doctor. «I find it hard
to believe that the word bad prac-
tice has been used, because I thi-
nk it’s very exaggerated, because I
would say that the doctor has do-
ne it wrong,» lamented the COMA
member, Albert Dorca.

The College of Physicians points
out that the CASS convened about
twenty professionals to assess a sta-
tistical deviation in the percentage
of non-face-to-face visits they made
and that no sanctions were subse-
quently applied, as also explained
by the CASS. «The citations have
helped the parapublic to detect the
dysfunctions ofthe care circuit that
end up generating additional costs,
although from the position of the
doctor they are justified, so I think
theyhavelearned more thanus,» he
said. From here, «they have found
ways to solve what generates an ad-
ditional cost, and we said to them,
but we don’t have another way to
doit.

So, «this does not mean that doc-
tors have done it wrong,» but that
the system «should be optimized to
avoid unnecessary costs that over-
burden both the doctor and the pa-
tient.» With this situation, Dorca
says that most dysfunctions are re-
lated to some circuit of the prefer-
red route. «And, as we have been
told, there is a path that generates
extra costs, the problem is not ours,
but who designed the system,» he
said.
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»» An elderly patient in a medical center.

Butexactly, what practices gene-
rate extra costs? For example, one
of the characteristics of the prefer-
red route was to eliminate the pos-
sibility of attending the specialist
directly, except in very specific ca-
ses, and having to go through the
referring doctor first. «Conceptu-
ally, it’s not a bad idea, but the ti-
me margins that have been given
forreferral to the vascular surgeon,
for example, for referral to be valid,
in some cases do not obey the pati-

Non-billable, home
or administrative visits
would have been
coded as non-face-
to-face

ent’sneeds and follow-up of the day
today». Thus, «if the vascular surge-
on summons the patient after th-
ree years, the referral of the refer-
ring physician lasts 18 months and
then expires, so that after three ye-
ars the patient will have to return
to the referring physician for ma-
ke a referral again and the specia-
list can follow up with you as plan-
ned three years ago. This type of vi-
sit, if you multiply them by 70,000
people and you add small deficien-

for the referring doctor as one of the causes

Albert Dorca

COMMA SPEAKER

«The citations
were used

to detect the
deficiencies, so |
think they learned
more than we did»

«\We do not accept
that the amount

of 200,000 euros
corresponds to any
proven bad practice
or any irregular visit»

cies, could give us these 200,000 eu-
ros, so we do not accept that this
amount corresponds to any proven
bad practice or irregular visit, but
in deficiencies of the health system
that they have to be optimized» he
emphasized.

Other dysfunctions would be
that non-billable visits had to be
placed in the non-face-to-face vi-
sit category. In non-face-to-face vi-
sits, some became non-billable, but
the CASS paid them equally to the
doctors. At the same time, there are
administrative or bureaucratic vi-
sits, and for a few months the CASS
paid them as a non-face-to-face visit.
In addition, home visits were out
of the way and should be coded as
non-face-to-face. According to Dor-
ca, «we are talking about design er-
rors in the non-contact part of the
preferred route that was made in a
hurry, and thatdonotconstitutean
error by doctors, but there was no
other way to fix it, because we war-
ned many times of these incidents,
and it took time to change it.=
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