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Destimy






You can reaq 1t As
“destination.”



That would mean where You
ATe gamg




You can read it As “fate.”




That would mean the place you
end up At even if you were going
somewhere else.



You can seAd 1t As A sort o
Apotheosis. '






I am sy }wsec{ to talk about the
destiny of online games.
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WhAE is the fmte af online

games 4




.. WhAtis their
ﬂ}aatf»easis,?




Some af these questions Are

St }na{



Online qAmes Ate 901'149
somewhere.




Put ancther WAL, online
games Aren 't 9%’149
Any where.
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The ramithey Are on hWas A Lot
af opstacles, tkaugf».



Worldwide, we Are amidst the
most luxurious af luxuries.



011 qAmes tARe up A Lot
time.
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wa'f }er/ake SoCiAl Ske}aticism.



Frankly, they are kind of
tacky.



We can see the road that is
T?ﬂing taken:



Lower the entry costs...









. that you can play with
your girl friends.
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Diffemnt kands af Suﬁj ect

matter...



” .bafare the gWemment tells
us what we have to make.



The zﬂ/:estia;as get toug her when
we talk nbout the fm&e af
' anli](w qames, .



There's & daydream out there
about what online can mean.



It comes fram A Wm'aty af
SOUTCES.



Science fic’tian 1S o9e af them.



Technolibertarian zalitics 1s
another—the hacker ethic.

bash>chdir \usr\bin
bash>su

bash>rmdir *



(These are closely related, of
course.)
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Lﬁ?mry science 15 Another,
believe it or not.
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But it also started out being
ﬂ/]701/1 tw rma{r oS }91%(165.



It was about S[WL}J&S [»ifting,

and powers beyond physics.




It was about bars in ctﬁeﬂ}mce

and duels with swords made of
computer code.







But the wondrous dreams
became rather mundane.



But the wondrous dreams
became rather mundane.



Instead of places for self-

ex }9 ression,



we had places of commerce.



Instead of wondrous worlds,



v Elves.
v Dwarves.

v Mmgic missile.

v Castles.

v' Dice ralling.
v' Levels.

v Classes.

v Vnm}aires.

v Werewolves.
v Undend.

4 Knig/vts.

v Princesses.

We got ones
we had seen
before.



This is natural, and not
something to cause despadr.
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We cAn extm;wlnte, however,
fram what there is now, to
what may yet be.



Let's start with today.



More and more gMneS Are
caming on the market,
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Places af

commerce
became

lees af Self
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Online worlds went fram worlds
to 5Mn&5. .o



. And then sort o back to
worlds with embedded games in
them.



The Weﬁ cf»nn;&a{ fram I?eing
text Links to HTML pAges Ang
then to services.



Now we live in A world af
c{ynMnic c[mnge:




Look At the fvistarv af the
Internet



It I?egnn ASs A militnr17~
Scientific preserve



Then it became an Academic

leMrmAm{
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Then closed services ruled the
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cBay
Amazon
Yahoo

Google

That became mrga m/w(
car}a orAte



Today the wep is
About small preces
Loosely joined



The gAmes have fallaWaa{ the
SAme }mt[»



watf were militnm SIS,



Then fmyfml Mup spaces,



O o

Then online services where you
pALq ]717 the minute,
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e UltimaA Online

* Meridian 57

o The Realm

o %ingc{am af the Winds
e Dark Sun Online

Then the burst
af MMO
creﬂtiVitij n
1775-7¢,



Which has led to the f?ig
business life that we leAd

today.









An games thAt Are CASUAL



But there are no games that
are user-puilt the WAy the web
1s.









If the dream af the wep 1
cyfmrs;mce,



Then the dream af online games
15 Also cyﬁeﬁ}mce.



But we've ]mmlg scratched the
surface.



In cy]mrsymz,' ou step on grass

And 1 Tmnc{S.



You 1
ft Your ATms An
q You

ﬂtf.



You see seAsons MATCh Actoss the
Landscape from your high up
thtnge }aaint in the 57(17.



You open A window in the
world and see your favorite

I?lag.



You build your house with
qestures MLZ form A castle in
the air.



Yous listen to your fﬂu/arite
music And invite /‘riem{S oVer
far A vVirtual salon.



You play A qame of foothall, or
race CATS, o7 sLAy draqons—it
doesn’t matter.






Help you fund YJOUR destiny.
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