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introduction

• this is the first ce317/CE817 of the year
• This means I get to start you off with the 
nice-and-easy basics
– Don’t worry, I whack you with hard stuff 
later in the module

• First, though, i have to do some boring 
meta-lecture stuff
– But hey, you’ve not found the room yet anyway

• so, a few words on how this module is 
organised…



Meta-stuff

• Ce317/ce817 takes place over the course of 
one term
– Just as well, as there’s only one term left

• It consists of 10 straight lectures, 9
clasSes And 1 lab (on Thursday!)
– The classes are on Mondays, though

• I’ll try to keep the lectures to time, but 
some are quite long and may have to be 
finished in the following class
– Today I just speak really fast near the end….



Where to find stuff

• .pdfs of the lecture slides will go on 
mOodle as CE317 content (not ce817!)
– Only because I have to put them on moodle
– I hate moodle

• Most of the classes are discuSsions
of assorted texts

• I’ll put these texts in moodle before the 
class so you can look through them
– Have them handy for the class itself
– Expect to participate in the classes!



assignment

• There is one assignment, worth 20%
• It’s a writTen one, set in week 21

– You’ll basicalLy be asked to write a 
naRrative that fits a template

• The deadline is in week 24 (14th march) 
at 1 second to 2pm
– Check and believe faser though

• Yes, you won’t have long to write it…
• because some people have splds, no-one will 
lose marks for lousy spelling/grammar



Ah yes...

• Speaking of which, those of you who didn’t do 
ce217 need to be aware of a technical term

• there’s a tricky word we use a lot in 
computer games that you must be able to spell

• That word is lose
• It’s not loOse, it’s lose

– Likewise losing, loser, loses, loss, …

• If you spell it lOose in anything that i mark, 
you will lose marks
– LiteralLy, i’ll knock a percentage point off for it

• As it’s a technical term, Dyslexia is no defence



Oh, about the exam…

• Exams this year are in-person
– Sorry, chatgpt fans

• However, because the university wants you 
to paSs, All exams are now some variety 
of open book

• For ce317 and ce817, this means:
– “This exam is Open Book (Restricted), students 

may bring/use the following in the exam:

– Study Notes (up to 6 double-sided A4 pages)”

• So maybe you should take some notes…



Final meta

• FinaLly, before we start the lecture proper…
• Again As with ce217, ce317/CE817 is a module about 

computer games
• I expect you to know something about these
• I wiLl be mentioning games by name while i 

lecture, particularly mMos (virtual worlds)
• I wiLl be mentioning other games and genres
• I will not be explaining them

– LoOk them up if you don’t know what they are

• Formally: it’s required background reading



Let us begin…

– Making a metaverse that matters. Wagner James Au 
(2023)



vws…

• so, off we go with the actual lecture

• The topic of this module is virtual 
worlds, which in practice mainly means 
Mmorpgs
– Or mMos for short

• Warning: i know more about this subject 
than anyone else

• Further warning: this module is all about 
thinking and understanding

• This is where you get educated rather than 
trained



difference

• Training: acquisition of skills and 
knowledge as a result of being taught
– Often focused for a particular vocation

• Education: acquisition of skills and 
knowledge as a result of learning
– aims for a more rounded, think-for-
yourself ideal

• The Difference between education and 
training was best summed up by 
Plutarch (greco-roman, 46-120AD)



training

• Vessel to be filled

• Training is                              
preparation                        
against
surprise



education

• Fire to be kindled

• Education is                    
preparation                            
for surprise



Definition…

• So, having scared you with that, let’s 
have some actual content...

• The first thing we need is a definition
of the term “virtual world”

• The “world” part is easy: it’s an 
environment that the inhabitants
of which regard as being self-
contained
– “The roman world”, “the world of high 
finance”, “The world of harry potter”



…definition

• As for “virtual”, that’s meant in the 
sense that physics (optics) uses it:
– Real: that which is
– Imaginary: that which isn’t
– Virtual: that which isn’t, having the form 
or efFect of that which is

• Virtual worlds are places where the 
imaginary meets the real
– We’d have liked to have called them virtual 
realities, but that’s an interface concept



conditions

• Too many varied things fit this definition for 
it to be very useful beyond mere labelling

• we need a more detailed definition if we are 
to home in on the particular subset that 
is of special interest

• There is an actual experiential step change 
between a virtual world and a nearly-but-not-
quite virtual world
– It’s not a continuum with lots of borderline cases

• When the right conditions come together, 
something altogether new emerges



Criteria 1

• So, To qualify as a virtual world, a candidate 
system must satisfy six conditions:

• 1) it must have underlying, automated rules that 
enable players to effect changes to it – its 
physics
– Chat rooms fail as they have no physics

• 2) players represent single individuals “in” the 
world through which they act – their 
character
– strategic wargames fail as a player doesn’t act 

through one character



Criteria 2

• 3) interaction takes place in real time
– Turn-based RPGs fail because they pause between 

actions

• 4) the world is shared
– single-player games fail because they’re not shared

• 5) the world is persistent
– First-person shooters fail because they’re not 

persistent

• 6) the world is not reality
– Reality fails because it is reality...

• Exercise: Why would dungeons & dragons fail?



heritage

• In practice, you can normally tell what is or 
isn’t a virtual world by looking at its 
heritage

• If its design draws heavily on an existing
virtual world, it probably is one; if not, it 
probably isn’t

• this definition does of course mean you need to 
identify some progenitor virtual worlds as a 
starting point

• This brings us to the subject of virtual world 
history, and much self-aggrandisement by me



mud

• Mud, Roy trubshaw & richard bartle, 1978
Narrow road between lands.

You are stood on a narrow road between The Land and whence you came.

To the north and south are the small foothills of a pair of majestic

mountains, with a large wall running round. To the west the road

continues, where in the distance you can see a thatched cottage

opposite an ancient cemetery. The way out is to the east, where a

shroud of mist covers the secret pass by which you entered The

Land. It is raining.

*w

Narrow road.

You are on a narrow east-west road with a forest to the north and

gorse scrub to the south. It is raining. A splendid necklace lies

on the ground.

*

• This is a mock-up of what the screen 
looked like, because in 1978 we had no 
scrEens...



We had teletypes



mud

• Here’s a printout of a 1980 mud log...



genesis

• The story of virtual worlds formaLly begins 
some time in the week 16th to 20th october, 1978
– Probably the friday

• Here at the university of essex, a second-year 
cs undergraduate called roy trubshaw 
wrote a short program he called mud
– Multi-user dungeon

• This first version was just to test the 
technology he needed

• He imMediately started work on version 2, 
which was playable by december



1978

• Here’s a picture of roy working on mud in 
1979/80

• I can tell it’s from then because he’s sitting at a 
monitor rather than at a teletype or a 
card punch...



My part

• I got involved early, doing content design
– Not that it was calLed that back then...

• Version 2 was written in macro-10 
assembler, which meant it got very unwieldy

• In late 1979, roy finally snaPped and decided to 
rewrite it from scratch as version 3

• He used the language bcpl
– The language from which The language from which c 

was developed was developed

• By then he was in his final year, so i took 
code ownership of mud over easter, 1980



And then

• Although people had played mud version 2 over 
what-would-become-the-internet in 1979, it was 
version 3 that realLy caught on
– This version came to be known as mud1

• People played it, liked it, figured they could 
do the same thing only better, and some Did so

• More People played their games, the same 
thing happened, and it spawned an industry

• Now, approaching 50 years later, almost aLl 
virtual worlds are direct descendants of mud

• Ok, so that’s the dry, formal story...



dr toddystone

• When I was about 12, I invented this … 
well, it’s hard to say what it was
– I created a map of a lost continent
– I populated it with all kinds of exciting and 
interesting things

– I invented a character, dr toDdystone
– I moved dr toddystone through the lost 
continent a day at a time

– I wrote a diary of his daily adventures

• I used the framework of a role-playing 
game to create story – for FUN!



The lord of the rings

• I read this threE times in my teens
• I learned that you can build a completely 
imaginary, yet believable and 
entirely self-consistent world



Dungeons & dragons

• I played a lot of d&d in             
1976/1977

• Back then, kids didn’t have               
as much homework,                 
so they got to spend time                
doing things they                
enjoyed

• D&d introduced some               
concepts I hadn’t come               
across before, such as levels



The solo dungeon

•                 This was my first     
    published game

•                 It was among the                         
   earliest “choose your 
   own adventure games”

    in the uk

• Unlike anything else at the time, it was 
open-ended



advent

• Welcome to Adventure!! Would you like instructions?
y
Somewhere nearby is Colossal Cave, where others 
have found fortunes in treasure and gold, though it 
is rumored that some who enter are never seen 
again. Magic is said to work in the cave. I will be 
your eyes and hands. Direct me with commands of 1 
or 2 words. I should warn you that I look at only 
the first five letters of each word, so you'll have 
to enter  "northeast" as "ne" to distinguish it from 
"north". (Should you get stuck, type "help" for 
some general hints. For information on how to end 
your adventure, etc., type "info".)  

• Roy trubshaw played advent right the 
way through
– He was the first at essex university to get 
the last point



setuwp

• Roy had wanted access to the inter-
process coMmunication routines 
of essex university’s Pdp-10
– Just to play with them

• However, He was denied these privileges
• Looking for ways round the problem, he 
came across setuwp



more

• As you can see, There’s lots more to the 
genesis of mud than the dry, formal story 
makes out

• Several factors had to come together
• There were reasons why two seemingly 

random students from a provincial uk 
university created what, unbeknown to them, 
was the first virtual world
– It didn’t “just happen”

• As to what those reasons were, well you’ll 
have to wait until lecture 10 to find out...



Back then

• One last thing before we move the timeline on
• Back in 1978:

– We used teletypes and punched cards for i/o
– There was no internet

– There was no “fantasy” genre
– There were very few computer games

• I’d writTen more of them than I’d played!

– Computers were much leSs powerful than today
• There are 10k more bits in that photo of roy trubshaw 

than memory he had available to write mud
• 205k of 8-bit words ~ 45K of 36-bit words – we had 35k

• Don’t suppose The past is the present



exodus

• Ok, so having outlined the early history of 
virtual worlds, i’m now going to look at the 
later history
– in way too many slides

• Important: this isn’t merely me rambling on 
about what happened 2 decades before your birth

• You need to know the past so you can 
understand the present

• You need to know why things are the way 
they are
– And why they’re not the way they’re not



First age

• So: The first age of virtual worlds went 
from 1978 to 1985

• The only virtual worlds around were ones 
written from scratch
– Or institution-bound lookalikes

• Note that Mud was not the only occasion 
virtual worlds were invented
– Ex-CE217 Remember “golf was invented in china”?

• Virtual worlds were reinvented at least five 
times
– Sceptre of goth, avatar, island of kesmai, habitat, 

monster
– See next slide



others

• Sceptre of goth (originally e*m*p*i*r*e )
– Alan klietz, university of minnesota, 1978

• Avatar
– bruce maggs, andrew shapira & david sides, 1979

• island of kesmai
– Kelton flinn & john taylor, 1981

• Habitat
– Randy farmer & Chip morningstar, 1985

• Monster
– Rich skrenta, northwestern university, 1989

• I have scrEenshots for some of these...



Klietz

• Ok, so this isn’t a screenshot, it’s A CIRCA 1984 
PHOTO OF alan klietz, who wrote Sceptre of 
Goth

• I’M Showing IT                             TO 
GIVE YOU SOME                                  
CULTURAL ContexT
– ALSO TO MOCK HIS                                     

HAIRSTYLE



SoG

• this is a screenshot



avatar

• Avatar
• is this the first                                  

graphical virtual                            
world?

• Answer: it’s                                  
imMaterial!

• no modern                                       
virtual world is                                
descended from                            
avatar



Ascii graphics

• Island of kesmai had ascII graphics

[ ][ ][ ][ ]- -[ ] orc  sword  shield  chain

[ ] A        S [ ] A Jennie.c

/   >   ++++   [ ] A 2 skeletons

[ ]     ++++   [ ] B trolls

[ ] B       dn [ ]

[ ][ ][ ][ ][ ][ ]

Swing hits with moderate damage

Skeleton is slain

Orc is blocked by your armour

Troll: kia ardata luuppatar ne

>throw bottle at troll

R mace   Hits     Hits On   Stamina  Exper. M. Pnts.

L bottle   35      5        10       6523   9

• They were primitive, but they were still 
graphics…



habitat

• Habitat was A social virtual world
• Commercial – lucasarts/fujitsu
• too specific to commodore 64s to 
inspire offspring

• Now rebuilt                          
as a museum                           
piece
– http://neohabitat.org 

http://neohabitat.org/
http://neohabitat.org/


Morningstar & Farmer

• Here is the team behind habitat

Aric Wilmunder (artist, client programmer), Chip Morningstar 
(designer, project lead), Janet Hunter (back end programmer), Randy 
Farmer (designer, server programmer)



Second age

• The second age (1985-1989) began when people were 
inspired by first-age virtual worlds to 
write their own

• This mainly (but not exclusively) happened 
with mud, because it was non-commercial

• We encouraged people to write their 
own virtual worlds
– Sceptre of goth and island of kesmai both 

discouraged it, the former unsuccessfully so
– Avatar also encouraged it but couldn’t escape the 

confines of plato



progeny

• There had been some mud lookalikes written 
using the mud system itself
– IN roy’s mud-definition language, mudDl,
– I wrote a shell database in it to help other designers

• Beginning in 1985, Several independent virtual 
worlds were written by players of mud1

• the big 3 were mud1, shades and gods
• Then the big 4 with mirrorworld
• then the big 5 with federation ii

– There never was a federation 1…

• (None of these actually were big compared with 
what was to come, of course)



range

• 10 years after roy began, we had a flowering 
of new mud1 descendents:
– Federation ii – space opera
– The zone – adult (score to score)
– Dark city – cyberpunk
– Strat – holiday on the moon
– Trash – “fire-breathing cabBages and inflatable 

hover-cars”
– void – magical adult
– prodigy – ancient britain
– Empyrion – underwater city
– Spacers – generation spaceship



fantasy

• Even the fantasy worlds varied 
considerably
– Gods – end game players can create objects 
using points given by worshippers

– Mirrorworld – rolling resets
– Avalon – grid-based in places
– Bloodstone – object decomposition (humans 
made of 260 parts)

– Amp – objects with shape
– Strata – internal currency
– Warlord – highly combat-intensive



abermud

• Abermud, alan cox, 1987



Breaking free

• Up until this point, virtual world 
development was mainly a uk thing
– For Large mainframes or home-built kit

• Abermud was different: it ran under unix
• When it was released, it RAPIDLY 
spread across university machines 
worldwide
– Tens of thousands of people played it
– They didn’t see the other early worlds

• They were inspired by abermud to write 
their own virtual worlds



The great schism

• There had always been a mix of players 
in virtual worlds up until this point
– Game-oriented, social-oriented, whatever

• Abermud was more on the game side
– Socialisers felt shut out

• In 1989, jim Aspnes at carnegie mellon 
wrote tinymud

• It dropped all game elements and 
concentrated on building
– TAKING ideas from rich skrenta’s monster



Social worlds

• Tinymud burnt out quickly, but not before 
inspiring stephen white to write tinymuck

• He then used tinymuck as a template for moo
• tinymuck also inspired larry foard to write 

tinymush
• Thus, there were eventually thrEe social world 

branches coming from tinyMUd : the mucks,  
mushes and moos

• Most famous of these was lambdamoo – the 
second life of its day
– Full of journalists, educators and self-satisfaction…



dikumud

• Dikumud, copenhagen university, 1990



backlash

• FreEd from having to satisfy non-
gamers, the gamers went hard core

• Dikumud was aLl game
– It incorporated many elements from D&D
– hard-coded, it ran fast

• It was Very easy to set up, and we got 
over a thousand dikus as a result
– Mainly clones of each other, but some were 
extensively rewritten

• Dikumuds have a large branch off the 
mud family tree, with many spin-offs



Middle way

• Lars pensjÖ’s lpmud was a middle way
• it had game mechanics, but was 
programmable using its lpc language

• Lpmuds were characterised by originality
– They tended to be very difFerent from each 
other

• They were harder to install, though, and 
appealed more to programMers than 
TO (NON-PROGRAMMER) gamers

• Dikumuds brushed them aside



Third age

• This schism began the third age, 1989-1995
• In this era, things settled down:

– 1989 tinymud  social
– 1989 lpmud  balanced
– 1990 dikumud  game
– 1990 tinymuck  social
– 1990 tinymush  SOCIAL [ROLE-PLAYING]
– 1990 moo   social [education]
– 1991-present one of the above…

• Note that The capacity for innovation felL once 
game engines became a viable option
– ARE WE SEEING THE SAME THING WITH UNITY and unreal engine GAMES?



summary

• For the first 10 years of their existence, 
muds were all about frEedom
– No classes, no races, no formal quests

• There was a balance between people 
playing for social and for game reasons

• In 1989, tinymud appeared
– Socialisers left for MOOs, mucks, mushes

• With the socialiser brakes off, gamers 
went all out for hard-core gaming fun
– Thus, the dikumud paradigm that is mmorpgs



philosophy

• game worlds and social worlds were 
each defined by not being the other

• This locked in their philosophies of 
“game” and “not a game”

• They were also defined by not being what 
went before them

• In balanced worlds, the world was 
constrained but the players frEe
– In social worlds, the world is also free
– In game worlds, the players are also 
constrained



today

• We’re living with the legacy of this even 
today

• MMORPG Designers in the dikumud paradigm 
are stiLl trying not to make social or 
balanced worlds
– From Some subconscious, collective memory…

• Likewise the few balanced commercial 
mmos out there are trying not to split
– Eve online’s Band of brothers (game) and 
Goonswarm ((anti)social)



Fourth age

• THE Fourth AGE OF VIRTUAL WORLDS (1995-1997) 
WAS THE shorteST BUT MOST exciting

• BEFORE THE INTERNET WENT COMmercial, ONLINE 
SERVICES WERE DOMINATED BY five us online service 
providers:
– Compuserve, prodigy, aol, delphi, genie

• Only genie was pro-games
– Elsewhere, games were resentfully tolerated because 

gamers were 10% of the users but generated 
50% of the profits

• The uk was stymied because phone calls cost 
way too much money - £2.50 an hour for pss
– Local calls in the usa were frEe!



expansion

• A 1993 price war made the internet 
accessible to ordinary us computer-users

• Hordes of americans signed up, looking 
for something to do

• Many wanted to play games
• Aol signed up the best commercial games 
it could and paid a gOod royalty:
– Gemstone iii, dragon’s gate, federation II
– The first two there were descendents of 
sceptre of goth more than mud

– Dragon’s gate later led to Dark age of camelot



height

• At its height, these games were raking 
in $1,000,000 a month each!

• Even an old, “failing” aol game, neverwinter 
nights (screenshot later) took $5,000,000 in 
1996
– It could support 500 simultaneous players

• The reason: per-hour charging
– The longer you played, the more you paid
– Around $1.95 an hour
– Better than the $6 per hour a decade earlier 
(plus another $3-$6 during prime time)…



collapse

• However, Small bulLetin-board 
companies set themselves up as local 
internet providers at a flat rate
– Aol had to go flat rate to compete

• By 1997, the money flow had dried up
• The fourth age would have reverted to 
the third age here except for one thing

• at its peak, gemstone iii was attracting 
2,000-2,500 simultaneous players

• What If you could get 10 times that?
– you could make money charging a flat rate!



Backing up a little...

• As I hinted at earlier, mud wasn’t the 
only early virtual world

• Whether It was chronologicalLy 
first depends on your definition of “virtual 
world”
– It is by mine, but then it would be…

• The other early flowers of the first age 
didn’t flourish
– They didn’t really develop seEds of their own

• Surprisingly, graphical worlds 
suffered most



inspired

• Island of kesmai did inspire others
•                     neverwinter nights, 1991

• Kingdom of Drakkar, 1992

                            



uninspired

• However, after 15 years or so the iok line also 
died out

• Reason: there were many more would-be 
designers and developers with a mud 
background
– Because of all those frEe games

• companies wanting to make graphical 
worlds had artists anyway and a large pool 
of mud-line talent to draw on
– Very few people had worked on iok-line games

• There was so much spare talent that some 
started up their own development companies



Dead ends

• Of course, not aLl their ideas had a future

• Shadows of                                     
yserbius, 1992

•                               The Realm, 1997



Close…

• Meridian 59, mike sellers & damion schubert, 1996

•                                             Recall ce217  
postmortems

• m59 was almost a breakthrough product, but it 
needed too high a specification pc and modem



Fifth age

• The fifth age began with ultima online, 1997



uo

• ultima online aimed at 20,000, hoped for 40,000 
and got 100,000 subscribers within a year

• now, years later, it stiLl has something 
like 70,000 subscribers
– After peaking at 250,000 in 2003

• It stiLl takes around $1,000,000 a month
– And it’s been running 337 months!

• Uo made regular computer gamers notice 
virtual worlds
– And regular computer game developers…

• Lineage did the same thing in korea



lineage

• Lineage, ncsoft, 1997



everquest

• Everquest, sony online entertainment, 1999
• Soe                                      
was                                 
called                                
Verant                               
inter-                                
active                                   
at the                                    
time



Not Dikumud

• everquest resembled dikumud, except for the 
graphics



People!

• M59’s Damion Schubert, AC’s Jeremy Gaffney, uo’s raph Koster



Big revisited

• The first Fifth-age Graphical worlds 
were developed by people from a textual 
world background

• In the west, The big 3 were ultima online, 
everquest and asheron’s call

• Then the big 4 with anarchy online
• Then the big 5 with dark age of camelot
• None of these actually were big compared 
with what was to come, of course…



World of warcraft

• Since 2004, wow has been dominant



The point

• big N worlds show what’s feasible

• In the minds of the imaginative, they 
also show what’s poSsible

• AlL players want to be designers

• Only a few actually are designers
– Most just want to play their designs

• But when you get a critical maSs of 
design talent, there’s often a flowering
– A brief period before game engines appear 
and constrain creativity



Non-games

• Second Life, 2003



today

• Today, There are many virtual worlds
• The main ones in the west are wow, uo, 
lotro, eve, SWTOR, STO, eq2, eso, aoc, Lost 
Ark, runescape, gw2, swl, maplestory, DDO, 
FFXI, FFXIV, (WoT), elite:D, bdo, NW, F76, T&L, sl

• ALl of these except second life are 
game worlds

• However, there are some huge social 
worlds out there for youngsters
– Habbo, roblox and Minecraft dominate



Non-games

• Habbo hotel, 2000



And now

• roblox, 2006



also

• minecraft, 2009



Sixth age

• The switch in revenue model from 
subscription to free-to-play caused a sea 
change in mmo design

• 2012 was the tipPing point

• We’re now in what can be called the 
sixth age of virtual worlds

• This could end in their death or in their 
rebirth, but it’s going to be 
traumatic either way
– Watch this space…



seventh age?

• As for what’s next, all the following 
have been suggested in recent years:
– Cloud streaming – no need for client software
– Virtual reality – always 5 years away
– Metaverse – vr/ar in one internet-like world
– Blockchains – move stuff between worlds
– Assets/engines – anyone can make their own world!
– Ai – coding, asset-creation, intelligent npcs, …
– New revenue models – free games, but rent servers
– Fragmentation – design goes in different directions
– Dilution – design weakened so they’re no longer fun



Terminology 1

• A final note on Terminology here: it 
changes

• In the first age, virtual worlds were 
called by their individual names
– Mud, avatar, iok, sog, ...

• In the second age, they became “muds”
– “Mud1” was used to distinguish the game from 
the genre

– Other words were tried, such as “mug” and 
“mua”, but they never took off



Terminology 2

• In the third age, Social worlds used 
“mud” to refer to game worlds and 
“moo”/“muck”/“mush” for their own type
– They used “mu*” if they meant all social 
worlds, and some reluctantly counted muds in 
that, too...

• Game worlds called aLl virtual worlds, 
including social worlds, “muds”

• Graphical virtual worlds were called 
“graphical muds” until the fifth age



Terminology 3

• Nowadays, game worlds are formally 
“mMorpgs”, or “mmos” for short
– A term credited to uo’s richard garriott

• Social worlds are often called 
“virtual worlds”
– taking the umbrella term to enforce a split
– “virtual worlds” is also sometimes used to 
encompass e.g. social web sites – argh!

• I use “virtual worlds” to mean both 
social and game worlds



The lab

• now a word or two on thursday’s lab 
– Which does actually take place in a lab, 
although you can do it from home

• You’ll be playing the venerable virtual 
world mud2
– This is a text - only  game, because that’s 
all we had when it was written

• it’s a lab because If you aLl play at the 
same time, you’ll get a feel for what it 
was like in its heyday



rationale

• If you think you don’t know what a 
virtual world is, you wiLl after playing 
for an hour or two

• If you think you do know, you’ll come to 
understand that fancy graphics aren’t 
part of what a virtual world is

• to play from bedhome, The file Lab Sheet 
01.pdf tells you how to log in to mud2
– Use either horizon Or telnet directly (if 
you have it)



And finally…

• Raph koster’s online world timeline
– http://www.raphkoster.com/gaming/mudtimeline.shtml

• Raph on virtual world history (in 6 minutes)
– https://youtu.be/rW-LiNcNSwI 

• A talk I gave in 2009 that covers a lot of these 
issues from a difFerent angle
– http://www.mud.co.uk/richard/IMGDC2009.pdf 

• A history of some early graphical worlds
– https://www.youtube.com/watch?v=vm2NcaApDxM 

• Play mud1..! It’s also a museum piece, so don’t get too excited…

– http://www.british-legends.com/

http://www.raphkoster.com/gaming/mudtimeline.shtml
http://www.raphkoster.com/gaming/mudtimeline.shtml
https://youtu.be/rW-LiNcNSwI
https://youtu.be/rW-LiNcNSwI
https://youtu.be/rW-LiNcNSwI
https://youtu.be/rW-LiNcNSwI
http://www.mud.co.uk/richard/IMGDC2009.pdf
http://www.mud.co.uk/richard/IMGDC2009.pdf
https://www.youtube.com/watch?v=vm2NcaApDxM
https://www.youtube.com/watch?v=vm2NcaApDxM
http://www.british-legends.com/
http://www.british-legends.com/
http://www.british-legends.com/
http://www.british-legends.com/

	Slide 1: Virtual worlds 
	Slide 2: introduction
	Slide 3: Meta-stuff
	Slide 4: Where to find stuff
	Slide 5: assignment
	Slide 6: Ah yes...
	Slide 7: Oh, about the exam…
	Slide 8: Final meta
	Slide 9: Let us begin…
	Slide 10: vws…
	Slide 11: difference
	Slide 12: training
	Slide 13: education
	Slide 14: Definition…
	Slide 15: …definition
	Slide 16: conditions
	Slide 17: Criteria 1
	Slide 18: Criteria 2
	Slide 19: heritage
	Slide 20: mud
	Slide 21: We had teletypes
	Slide 22: mud
	Slide 23: genesis
	Slide 24: 1978
	Slide 25: My part
	Slide 26: And then
	Slide 27: dr toddystone
	Slide 28: The lord of the rings
	Slide 29: Dungeons & dragons
	Slide 30: The solo dungeon
	Slide 31: advent
	Slide 32: setuwp
	Slide 33: more
	Slide 34: Back then
	Slide 35: exodus
	Slide 36: First age
	Slide 37: others
	Slide 38: Klietz
	Slide 39: SoG
	Slide 40: avatar
	Slide 41: Ascii graphics
	Slide 42: habitat
	Slide 43: Morningstar & Farmer
	Slide 44: Second age
	Slide 45: progeny
	Slide 46: range
	Slide 47: fantasy
	Slide 48: abermud
	Slide 49: Breaking free
	Slide 50: The great schism
	Slide 51: Social worlds
	Slide 52: dikumud
	Slide 53: backlash
	Slide 54: Middle way
	Slide 55: Third age
	Slide 56: summary
	Slide 57: philosophy
	Slide 58: today
	Slide 59: Fourth age
	Slide 60: expansion
	Slide 61: height
	Slide 62: collapse
	Slide 63: Backing up a little...
	Slide 64: inspired
	Slide 65: uninspired
	Slide 66: Dead ends
	Slide 67: Close…
	Slide 68: Fifth age
	Slide 69: uo
	Slide 70: lineage
	Slide 71: everquest
	Slide 72: Not Dikumud
	Slide 73: People!
	Slide 74: Big revisited
	Slide 75: World of warcraft
	Slide 76: The point
	Slide 77: Non-games
	Slide 78: today
	Slide 79: Non-games
	Slide 80: And now
	Slide 81: also
	Slide 82: Sixth age
	Slide 83: seventh age?
	Slide 84: Terminology 1
	Slide 85: Terminology 2
	Slide 86: Terminology 3
	Slide 87: The lab
	Slide 88: rationale
	Slide 89: And finally…

