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Covering a range of research undertaken in virtual worlds. The topics
covering Virtual world design, stunning in intellectual scope, spanning the
literary,economic, sociological, psychological, physical, and technological design
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Rty 7y ik, categories of virtual worlds
that exist and what these
categories mean for designers,
2 |REABRMAT AP )EHME R 4| To describe the people who c2 | ABD
Frip R A 6., T B E2 0. MAE | play virtual worlds. It
T #0983, A "immersion"#"identity".| forcuses on two important
concepts, immersion and
identity, and how they can
be related using an enhanced
'player types" model.
3|RBEAR T T/ EHE R F A | To describe various ways to 3 ABCD
— B EAE A4 e.eh i, € | represent character skill,
HEACE A, BEBREE. experience, and advancement

are discussed, along with
different systems for allowing
characters to form groups.
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—AEHTEY AT this course is credibility:
virtual worlds are not "just a
game," they are something
entirely new,
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1 | 09/13 | Introduction to Virtual Worlds
2 | 09/20 | How to Make Virtual Worlds—The Development
Process
3 | 09727 | How to Make Virtual Worlds—Server Architecture
4 | 10/04 | How to Make Virtual Worlds—The Client/Server
Model
5 | 10/11 | Player Types
6 | 10/18 | The Celebration of Identity
7 | 10125 | Role Playing
8 | 11/01 | World Design—Major Decisions
9 | 11/08 | World Design—-Geography
10 | 11/15 | World Design-Population
11 | 1122 | Life in the Virtual World—Character Generation
12 | 1129 | Life in the Virtual World—-The Virtual Body
13 | 12/06 | Life in the Virtual World—Groups




14 | 12/13 | Makeing Sense of Virtual Worlds
15 | 12/20 | Discussion
16 | 12/27 | Discussion
17 | 01/03 | Discussion
18 | 01/10 | Discussion
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