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9:00 – 10:00 Oppimisympäristöjen tuotanto – 
     miksi, mitä, miten ja tulevaisuus 
 
10:15 – 12:00 Ekskursio 
 
12:00 – 12:30 Lounas 
 
12:30 – 13:15 Pienryhmäkeskustelut 
 
13:30 – 14:00 Keskusteluiden tulosten              
       purkaminen ja yhteenveto 
 
14:15 – 15:00 Virtuaalinen identiteetti, yhteisöt 
        ja yhteisöllisyys 



Why.. What.. How… 
and the Future? 



WHY? 



The importance of 
understanding 



           Ages 5-20 
     600 million 

registered accounts 
in Virtual Worlds 

 



The importance of 
understanding 





WHAT? 



 How much does it cost to 
make a game? 

(Wanda Meloni, THE BRIEF – 2009 Ups and Downs) 



 Casual game 
mobile / iPhone 

$5 - 20 thousand 
4 months development cycle 



 Casual game 
Social media / FaceBook 

$30 - 300 thousand 
6 months development cycle 



 Previous Console Gen. 
$3 – 5 million / platform 



 Current Console Gen. 
$10 million / platform 



 Current Console Gen. 
$18 - 28 million 
for multiplatform 



 
 HalfLife 2 (2004) - $40M 
Shenmue (2000) - $70M 
GTA IV (2008) - $100M 

 



 
 How can we produce 

anything with our resources? 
 



HOW? 



 
KISS 

 



What makes games fun? 

(Roger Caillois) 



 
Games of Competition 

”Agon” 
PvP vs. PvE 

 



 
Games of Chance 

”Alea” 
Lotteries & Gambling 
Dramatic Tension 

 



 
Games of Simulation 

”Mimicry” 
The Sims, Nintendogs, 

Sim City 
 



 
Games of New Stimulation 

”Ilinx”  - ”Vertigo” 
Momentary destruction of perception 

Grand Theft Auto 
 



 
Game Feel 

 



”responsive” 
”tight” 
”deep” 



1. Input 
2. Response 
3. Context 
4. Polish 

5. Metaphor 
6. Rules 



 
 

Did we mention 
KISS? 

 



Oh, a few more things… 



Risk vs. Reward 



Why are games ”addictive” and 
why is learning ”boring” ? 



The FUTURE? 



 What virtual worlds 
really are? 

(David Burden, Daden Limited) 



 
Not the 3D Web! 

 



Social interaction is the  
”killer app” of virtual worlds 



Virtual worlds may 
re-humanise the Internet! 



By re-introducing the physical metaphor 
Virtual Worlds brings things back down 

to manageable size 



Can games be social? 



Can learning be social? 



Can learning be fun? 



 “The most important things in virtual 
worlds…are not things.  

  It’s the people and their dreams.” 

(John ”Pathfinder” Lester) 
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