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Background

AMUD (Mult-User Domain) has been
described as a virtual simultaneous
meering place. MU systems have for a
long time been used for role-playing and
gaming, However, currently several
developers and researchers are exploring
the possibilities of using MUDs for seri-
ous purposes such as work, research and
education,

Theaim of the current workshop was o
approach a number of questions relared
to the design and use of MUDs for sen-
ous purposes. The discussions of the
participants can be said to have cenrered
along twa lines, The first one dealcwith
the use and Funcrion of MUDs as they
are today. The second line discussed the
question of which new fearures could be
designed and added to the present ones
in order to create new collaborative vir-
mal environments,

Usage

The variety of usage fields of MUDs
which the participanes of the workshop
represented was rather wide. Thereby,
the participants also indicared thar these
kinds of systems are already being used
for many different serious purposes.
The application and implementation of
MUDs which were discussed can be car-
egorized into mainly three areas. The
first area considered was education and
teaching, featuring MUDs as teacher
support as well as learning by doing
through programming a MUD. A sec-
ond thread of discussion deale with the
usage of MUD environments for crisis
acrion management. A third application
area egamined MUDs as a general
underlying communication environ-
mene which can be used in organiza-

tions with distributed personnel and
rasks,

Edweotional Use

A fow MU have already been used for
educational purposes by lerting the stu-
dens program in the environment, This
means that students can create their
own instances of EEnETic objects, cus-
romize them or create new objects and
therehy extend the functionality of the
system. The importane issue is that in

the above mentioned use of MUDSs, stu-

dents can learn by doing. The experi-
ences reported from this way of using
MUDs seemed w0 be very positive
Examples such as M[J(_‘J.‘iﬁfﬁnming.
PUEBLC and MicroMuse were men-
tioned. The workshop participants
seemed to agres that these rechnological
environments could favorably be ussd
to test new pedagogical ideas and nor
just to replicate the existing educanional
system by creating virtual classrooms. lr
was even suggested thar it is desirable to
abandon the classroom metaphor, Using
MUDs for educational purposes has
also wirned out o be very successtul in
the areas of acquiring writing and lan-
guage skills since all communication is
performed by writing and reading. A
third application area of MUDs is the
support for teachers (TAPPED IN). By
using these virtual communities teach-
ers can acquire professional develop-
ment and socialize with colleagues. In
these cases MUDs are used as an on-
line, synchronous supportive mode fora
professional communicy, Here it can
also be noted thar there exist examples
of MUDs which are used as a support
funcrion when working with particular
applications. The issue of MUDs used
for distance education purposes was also
briefly mentioned.
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Crisis Action Control Management

It this second application area the goal
is to incorporate groupware tools of dif-
ferent sorts inte the MUD environ-
ments and thereby assist a distributed
decision making pracess in a dynamic
environment (the C2ZMUVE project).
The idea is 1o represent a decision mak-
ing pracess, in a persistent and explicit
made. A question which was discussed
in relation to this use of MUD: con-
cerned the problematic representation
of the qualitative aspect of the decision
process, Thus, the issue of how to repre-
sent intensity and uncercainty in such a
system was debared. Further, the need
for shared representations among the
users and participants of such a Collab-
orative Virwal Environment (CVE) was
examined. Another consideration was
whether text is enough for representing
real-time decision in MUDs or if ather
representational modes should be used
as well. Tr was pointed our thar there
does exist cases in which higher level
decision makers do not use the kevboard
or even refuse to gype ar all. Conse-
quently, the guestion of a multimedia
MULD environment for crisis action
control management might be highly

relevant and should therefore be consid-
ered.

General Underlying Communication
Environments

A third area for the usage of MUDs
dealt with the use of Collaborative Vir-
tual Environments as general, synchro-
nous, platform independent,
communication envirenments, MUDs
considered as Collaborative Virtual
Environments could be introduced and
used in large organizations such as a cor-
poration, within the civil service and the
military. In relation to this application
area of MUDs it was pointed out thar a
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new communication environment can
sometimes radically change an organiza-
tional structure, Expertise abour the
new system may subvert old starus and
power hierarchies within an organiza-
tion and create new information hierar-
chies.

Issues

Maybe the mose central issue was the
role and future status of purely texi-
based MUDs A longer discussion con-
sidered the role of graphics and it rela-
rion to the concept of a MUD,
Especially three important aspects were
debared. Firsely, the spatial support
offered by a graphical representation of
the MUD environment was analyzed
and compared with the current rexe
based descriprions. Secondly, the social
support offered by graphical MUDs was
discussed, One of the issues concerned
ta whart extent they make it easy for the
user to see who is present in the room.
The third feature of graphical MUDs
dealt with the social and psychological
.'l.'nFlI:I:l'ﬁ uf TVATArS,

Apart from the discussions about the
role of text the participants briefly com-
mented on the role of audio in MUDs
as a complement to text. This kind of
inpu is useful for those who do not
want or know how to type. The audio
alternative is arcractive for participants
wha are not fast typers, since talking for
many persons can be much faster than
typing. However, when using text, users
can wark in parallel, which is nor possi-
ble with voice inpuc. Further, an audi-
tive log is more unwicldy and less useful
than a rext log. Oine participant poineed
out that text was preferred by parrici-
pants, for whom the language used ina
MUD ix not their native ane. A further
advantage of texe is that it does not
require as advanced equipment as
graphics do. The above mentioned fea-
tures of rext make MUDs accessible o
people with limited compurer capaciry,
people in developing countries and peo-
ple in disadvantaged communities.

Another issue raised by the workshop
participants was the extent to which
‘ordinary life’ concepts, such as white-
boards and meering tables, should be
used in the viral environment of a
LI
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Problems with Using MUDs

A common method o gain insight into
how and for what purposes people actu-
ally use MUDs is to log the interaction.
Questions like who should have access
to the logs as well as to whar extent the
MUD users should be informed raised
ethical questions in relation to research
on MUDs. OFf course, this is not a mar-
ter which is specific 1o MUDs bur ro all
camputer mediated communications, as
well as other sores of research involving
people and their acoivities. A suggested
solution to the logging question was to
use command logging but not content

logging.

Anather interesting problem brought
up for discussion was the issuc of aware-
ness. The question was not so much
concerned with how ro become aware of
who else is in the MUD or in the same
virtual room. Instead the awareness
prablem concerned the face that other
peaple in the physical world surround-
ing the user, may not understand thar he
is occupied with a meeting in a virtual
environment. In addition, the theatrical
metaphor of the fourth wall was men-
tioned as one way to conceprualize the
relation berween the virtual world and
the physical world around the user.
While in the thearer the fourth wall is
used 1o keep the audience our of the
actors virtual world, in MUDs the
fourth wall can be said to be used by all
participants to keep the real world from
breaking the illusion of the vireual
world.

Evaluatien

Since lircle research has been performed
on MUDs so far, there does notseem ro
exist a consolidated body of methods for
the analysis of data gathered in a MUD.
In computer suppor for collaborarive
learning, it has been found that theore-
ticians and practitioners use partly dif-
ferent criteria for judging systems in a
context. The same phenomenon can be
expected to be found when research on
MUDx is evaluared, It is therefore
impaortant that evaluation is grounded
i the pracrice of the users and not in
theoretical speculations of ad hoc and
post hoc reflecrions artained from
UNSYSEEMAric practice.
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Social Aspects of MUD

It was acknowledged that MUDs
had a bad repuration historically,
fore it was agreed upon that tJ:lm: ;
serious image problem. The w
participants concluded rlurthzhaﬂ
uration is almost entircly derived
the usage of MUDs; for role-playi
gaming, and even for having gy I
was also agreed upon thar there existsa
need to change this face since MUDs are
in an increasing rate used for serious
purpases, something which the present
workshop also illustrated. As 2 conersse
solution a name change was sugpested
Instead of MUDs it was proposed i
speak of Collaborative Virmal Emlml-
ments (CVE) or Multi-User Virnal
Environments (MUWVE).

I'he participants of the workshopalio
discussed the matter of self-representa-
tion in MULY environments: [t was
noted thar licele research has beencons
ducted on the subject of how partici-
pants and users of MUD environments
actually present chemselves, and how
they experience other peoples’ presents-
tion. It was proposed that an analysis
based on Goffman's concepts of front-
and backseage, could be undertaken.

TJust as in other socially inhabited com-
puter-based environments, the phe-
nomenon of social misbehavior, such a
flaming and spamming, caugh the
attention of the workshop pasticipants.
[Yifferent solutions were discussed, both
technical and social ones. Among the
technical solutions were, among ather
things, autematically allorting maore or
less time/status to participants accord-
ing to their behavior in the system. A
social solution suggested was to openly
discuss with the offender and come to
an agreement on whar communieagion
rules should be used (such an agreement
is used in many conferencing systems).
It may also be possible toinstall a
human (or automared) moderator to
regulare communication issues, In par-
ricular, in serious uses of MUDs, the
issue of Aoor contral may have o be reg-
ulaced more fiemly than in MLUDs used
for leisure purposes, Also, a certification
system could be developed o increase
the reliabilicy of users by linking their
character in a virtual world to cheir
identity in real life.




Finally the future of MULs was taken
jmto consideration. In spite of the fact
cht et is persistenit, can be logged.
casy to use, and is based on general writ-
ing and language skills. the participants

the quesion of the future of text-
Bused MUDs. A central question
seemed to be whether text will persist or
if it should just be thought of as & tran-
sient stage, which is going to be over-
saken by other media. The opinions of
the workshop participants did not seem
m converge on this point. Some partici-

maintained that text will soon
;:. subordinare rale while others
seemed 1o believe tha texe was the very
emence of a MUD and should therefore
continue 10 be the main chasactenisue.
Orhers siressed the apparent advantages
of graphics, such as spatial navigation
properies and the visually represented
social aspects of avatars. However.

nobody seemed 1o believe that text
would disappear entirely, just as radio
did nor disappear when television was
introduced.

The last question concerning the furure
of MUDs is whether the deskrop meta-
phor might evenrually change to a
room/place based metaphor. A future
MUD could. for example, be part of 2
general metaphor in which people can
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