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Talk overview

� Gamer stereotypes/demographics
� Demise of traditional industries� Demise of traditional industries
� Size of the games industry 
� Rise of virtual worlds
� Examples of Virtual Worlds 
� Education in virtual worlds

Virtual economies� Virtual economies
� Social implications
� Closing thoughts



Gaming stereotypes

Highly violent Lonely men in dark rooms



Gamer Demographics

Nearly 50% play games regularly

50% Adults play games
PC dominates older generation, consoles younger 



Gamer Demographics
� 65% of US households play computer/video games.
� Average age of most frequent game purchaser is 40.Average age of most frequent game purchaser is 40.
� 40% of people who play computer and video games are 

women. Women over 18 represent a significantly greater 
portion of the game-playing population (33 percent) than boys 
age 17 or younger (18 percent)

� 35% of game players are usually under eighteen years
� Video games are widely used by 18 to 34 year old people (At 

the moment)the moment)
� People in this age range spend more time in playing video 

games than watching television!



Games vs Traditional Media

� Continued fragmentation of traditional media, e.g. 
TV, radio and printTV, radio and print

� Loss of the common shared experience

30 million viewers 1986



The Attraction of Games

Passive VS Protagonist

Why watch James Bond when you can be James Bond?



Games industry growth



Video games market

“Grand Theft Auto IV took over USD$500 million 
in sales during its opening week. The game's  
income was more than the opening weekend of 
Spider-Man 3. ”

GAMES NOW WORTH 57% OF HOME ENTERTAINMENT REVENUE



Employment Opportunities 

� High tech, highly skilled employees
� UK jobs peaked at about ~10000 � UK jobs peaked at about ~10000 
� Canada ~ 9000 + 
� Video game companies directly and indirectly 

employ more than 80,000 people in the USA.
� By 2009 the industry will support over ¼ million  

jobs directly or indirectly in the USA.  jobs directly or indirectly in the USA.  
� China, India and Korea are biggest future 

competitors



World of Warcraft

Monthly subscription UK £9

Monthly subscription USA $15

BILLION DOLLAR BUSINESS!



Rise of virtual worlds

� Avatars are now a common part of the online 
experienceexperience

� The number of avatar users is over 300 
million worldwide, and the number of people 
creating new avatars doubles every nine 
months. months. 



Virtual Worlds

XBOX Live
Sony Home

Lego Universe
Club penguin 



Virtual Worlds

Source: http://www.kzero.co.uk/blog/wp-content/uploads/2008/10/vw-logos1.jpg



Example: Habbo Hotel Facts 

� Habbo is targeted at teenagers, and 90% of its users are 
between the age of 13 and 18between the age of 13 and 18

� 18 million avatars have been registered
� 8 million unique visitors monthly

� 75,000 avatars are being created every day

Source: http://www.sulake.com/habbo
Image: http://www.altogetherdigital.com/wp-content/uploads/2008/04/habbo.jpg



Example: Club Penguin Facts  

� The game is designed for children between the ages of 6 and 
14 years old14 years old

� Purchased by The Walt Disney Company in August 2007 for 
the sum of $350 million

� 12 million user accounts

Source: http://www.clubpenguin.com/company/about.htm
Image: http://botw.org/buzz/wp-content/uploads/club_penguin_penguins.jpg



Example: Sony Home 

� Home has been in development since early 2005 

� Home entered open beta on December 11, 2008� Home entered open beta on December 11, 2008
� In January 2009, Sony reported that Home had been 

downloaded by 4 million users

Source: http://www.gamepro.com/sony/ps3/42435/info.shtml
Image: http://www.electricpig.co.uk/wp-content/uploads/2008/11/sony-home.jpg



Example: Neopets

� Viacom bought Neopets, Inc. for $160 million 

� 20% of the users as 18 or older, with the remaining 80% � 20% of the users as 18 or older, with the remaining 80% 
being at about 14

� 41 million Neopets have been created, Most of the users are 
female

Source: http://www.edge-online.com/magazine/analysis-here-come-girls
http://www.neopets.com/aboutus.phtml

Image: http://botw.org/buzz/wp-content/uploads/club_penguin_penguins.jpg



Example: Eve Online

� February 2009, Eve Online achieved a new record for the 
maximum number of simultaneous pilots online with 51,675 maximum number of simultaneous pilots online with 51,675 
concurrent accounts logged on to the same server.

� As of March 31, 2008, Eve Online has 236,000 active 
subscriptions and 45,000 active trial accounts.



Games as educational tools

� Video games can stimulate 
learning of factslearning of facts

� Develop skills such as 
strategic thinking, creativity, 
cooperation and innovative 
thinking thinking 



Games as educational tools

� Starcraft, strategy based RTS game
Focuses on resource management� Focuses on resource management



Games as educational tools

� Actions Per Minute, game-wide collective 
number of all your clicks and button presses, number of all your clicks and button presses, 
averaged into a per minute number.

� Actions include move a unit, create a building, 
train a marine. Real time decision making and 
resource management 

� For Starcraft, 110 Actions Per Minute is the 
average, top players have 240 - 450+ APM



Virtual Worlds Second Life

� Second Life is an Internet-based virtual world 
launched in 2003launched in 2003

� Developed by Linden Research 
� Uses a downloadable client program called 

the Second Life Viewer
� Enables its users, called "Residents", to 

interact with each other through motional interact with each other through motional 
avatars 



Second Life Overview

� Users create the content e.g. objects, 
terrain and animations (overcomes cost) terrain and animations (overcomes cost) 

� Users retain the intellectual property of 
their creations and are free to trade, copy 
or exploit it in the virtual or real world. 
environmentenvironment

� No top down game plan or overarching 
narrative, users determine their own 
activities.



Second Life Overview

� There are over 700 million square meters of 
developed virtual land (areas to explore) developed virtual land (areas to explore) 

� About $7 million exchanged between 
residents each month (5 Billion Linden 
Dollars in Circulation ~ $18 Million dollars)

� Real world companies are developing a � Real world companies are developing a 
presence in Second Life e.g. IBM. 

� Second Life has already produced its first 
real world millionaire, Anshe Chung. 



Second Life M etaverse

� Provides an advanced level of a social 
network service combined with general network service combined with general 
aspects of a metaverse 

� Residents can explore, meet other 
residents, socialize, participate in 
individual and group activities

� Create and trade items (virtual property) 
and services from one another



Second Life Metaverse



Second Life Avatars

� Residents are the users of Second Life
� Physically represented by an Avatar
� Basic avatar appearance is human 
� Flexible, can be male or female 

and may have a wide range of 
physical attributesphysical attributes

� May be clothed or otherwise 
customized to produce a wide 
variety of humanoid and other forms



Second Life Avatars



Second Life Communication

� Within Second Life, there are three main 
methods of communication: local chat, global methods of communication: local chat, global 
"instant messaging” and voice

� Chatting is used for public localized 
conversations between two or more avatars, 
and can be "heard" within 20 m and can be "heard" within 20 m 

� Avatars can also 'shout' ('audible' within 
96 m) 

� Voice chat is also available



Second Life Communications



Second Life Movement

� Basic method of moving around is by foot 
(also running and jumping) (also running and jumping) 

� Avatars can also fly up to about 170 m above 
the terrain 

� Avatar can fly to 4000m with augmentations
� Avatars can also ride in vehicles � Avatars can also ride in vehicles 
� For instantaneous travel, avatars can teleport
� Avatars can create personal landmarks



Second Life Motion



Second Life Economy

� Second Life has its own economy and a 
currency referred to as Linden Dollars (L$) currency referred to as Linden Dollars (L$) 

� Residents create new goods and services, to 
buy and sell in the Second Life (Micro-trades)

� Currency exchanges where residents can 
exchange real world currencies for L$ (LindenX)

� Premium Membership Plan residents receive a 
stipend of L$300 per week. 

� Currently, $1 buys about ~L$200 



Virtual Economies

“People spend over $1.5 billion on virtual items every year. 
Pets, coins, avatars, and bling: these virtual objects are 
nothing more than a series of digital 1s and 0s stored
on a remote database somewhere in the ether” ... 2007



Spending L$
� Buy clothes for your Avatar. 
� Rent or buy land from other residents and build � Rent or buy land from other residents and build 

a home or a store. 
� Buy virtual cars and boats, furniture/jewellery. 
� Subscribe to magazines published by other 

residents. residents. 
� Partake of in-world entertainment e.g. 

amusement parks and related...



Earning Money

� Simple concept, offer goods or services that 
Residents want to buy. Residents want to buy. 

� Accumulate L$ and then exchange for real 
money. 

� Significant spread in the price for buying 
versus selling L$. E.g. Buying L$1000 costs versus selling L$. E.g. Buying L$1000 costs 
about $4.05. Selling L$1000 nets $3.51.

� Allows Linden Labs to manage economy



Virtual Economies/Real Money



Virtual Economies



Making millions in virtual worlds

http://www.youtube.com/watch?v=LaZsWMrBeXo



Second Life Land

� Basic and free membership ($10 a month)
� Premium members can own land
� Owning larger areas of land incurs an 

additional fee 
� There is a separate type of land known as 

Private Estate,Private Estate,
� Consists of one or more Private Islands or 

Regions



Second Life Land



Content creation – in world



Content creation

http://uk.youtube.com/watch?v=bQL8_HB1HtQ



Student Content Creation



Second Life Education Uses

Second Life English School

� Virtual island entirely dedicated to providing 
free online resources to language teachers 
and students

� 5,000 foreign language learners to date� 5,000 foreign language learners to date
� Uses "holodecks," to present 40 different 

scenes e.g. Fast food



Historical Re-creations and 
Re-enactments 

� Don a toga and learn about living in ancient 
Rome on the Roma sim Rome on the Roma sim 

� Visit the Roman Forum and Senate, Roman 
Baths, Caligula's Palace, gladiator's arena,  
chariot races, Temple of Zeus .



Working Turing Machine

� The Turing Machine is a working model which 
has been setup to allow visitors to learn about has been setup to allow visitors to learn about 
this important concept in computation and 
computability.



Island of Svarga
� Island of Svarga is a fully-functional artificial 

ecology system. ecology system. 
� Everything - including plants, flowers, bugs 

and birds - is actually growing and replicating 
by itself, complete with a simulated weather.

� The space changes with time, offering some 
interesting educational opportunities for interesting educational opportunities for 
teachers of environmental science, biology, 
and ecology.



Island of Svarga

http://uk.youtube.com/watch?v=MbC-izqQIT0&feature=related



Education:UU Virtual Campus



Virtual Class of 2008

Class of Harvard 1890Class of Harvard 1890

Class of University of Ulster 2008



Virtual Class of 2008



Social implications



Computer Game Violence
� Major issue is violent content in games
� Debate focuses on whether violent content � Debate focuses on whether violent content 

in games promotes/encourages violent 
behaviour in players



Bryon report concluded video games did not make children more violent 



Multiple virtual identities 



Evolution of Virtual Worlds 

Spacewar (1961) Street Fighter (1987) 

Resident Evil (2009) Star Trek Holodeck (2XXX) 



Evolution of Virtual Worlds 

� Today’s hardware stimulates senses of sight, 
hearing and feeling (Force Feedback)hearing and feeling (Force Feedback)

� Future platforms will arouse all 5 senses. You will  
see, hear, touch, taste and smell. 

� Hardware devices will reach beyond a screen and 
speakers to immerse the gamer. 

Resident Evil (2009) 



Current Developments 

Multi-touch is a set of interaction techniques which allow computer users to control graphical
applications with several fingersapplications with several fingers

Brain computer interfaceBrain computer interface



Current Developments 

� 3DTV



Growth in peripherals 

Guitar Hero/Rock Band. Saviour of the Music industry?



Future of virtual worlds

� Avatars are now a common part of the online 
experienceexperience

� The number of avatar users is over 300 
million worldwide, and the number of people 
creating new avatars doubles every nine 
months. months. 

� Avatars fight with virtual swords, build virtual 
buildings, have virtual relationships, have 
virtual babies. 



Future of virtual worlds

� Online identities are separate from the real 
world, but sometimes the line between virtual world, but sometimes the line between virtual 
and real blurs

� People fall in love, real money is made
� Leading to a unique and still-evolving social 

structure of virtual worldsstructure of virtual worlds



Summary

� Industry still in its infancy ~ 50 years
Driven by innovation and technology� Driven by innovation and technology

� Future is more immersive and realistic user 
experiences

� Vast social implications
� Unlimited opportunities � Unlimited opportunities 



Virtual Worlds

http://uk.youtube.com/watch?v=WZuTXN78iz0



Recommended reading

� Snow Crash by Neal Stephenson 
� Second Life: The Official Guide by Philip 

Rosedale
� Creating Your World: The Official Guide to 

Advanced Content Creation for Second Life 
by Aimee Weberby Aimee Weber

� Second Lives by Tim Guest



Visit Us 

� Visit us in Second Life, search “University of 
Ulster” in-world and explore the demos and Ulster” in-world and explore the demos and 
projects 

� Check out www.scis.ulster.ac.uk for more 
information 



Summary

� Thank you for listening!
Thanks to Dr John Hyland for the invitation to � Thanks to Dr John Hyland for the invitation to 
present at this event 

Any questions?Any questions?
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