
Helsinki Institute for Information Technology

• Joint research institute of the University of Helsinki and the
Helsinki University of Technology

• Alliances: Finnish ICT and media companies, research
institutions, international partners

• Presently ~120 researchers

• Network society research program
– Digital Content Communities group

– Ubiquitous Interaction group



Typical ubicom/AR application proposals

• Information, navigation, healthcare, security,

productivity

Waseda University Okuda Lab Tokyo University Digital Library



Consumer appropriation of technology



VIRTUAL CONSUMERISM?

Consumers paying real money for virtual property







Real-money trade of game property

• Total volume ~1 Bn USD? (up from zero in 1999)

• Virtual currencies are traded on exchange markets like “real”

currencies

• Thousands of Chinese allegedly employed to harvest virtual

gold from Lineage, World of Warcraft etc. to be sold on eBay

• “EverQuest has a higher GNP per capita (USD 2,266) than

Bulgaria and China” (Castronova 2001)





Cyworld, Korea:

USD 250 M (2005)

Habbo Hotel, Europe/US

! 30 M (2005)

IRC-Galleria, Finland:

200 000 ! / month

Tencent QQ, China



Virtual property with real value

Why? What motivates the consumer to spend real money on

“non-existent” things?

• Power, identity, status, membership in a group, …

• “Symbolic value”

!Sociologists: Same things motivate the physical consumer

culture

!Brands, exclusivity, collector’s items, symbols, names, …



Digital Brand Commodities project proposal

• Using augmented reality technologies to bring the virtual

property concept to real-world settings

• “Digital commodities”

• VTT, HIIT, Waseda, (UADH)

• Technology, content, business models, user testing

 



Digital Brand Commodities project proposal

Three scenarios:

1. Using digital commodities as a placeholder / sales channel

for physical commodities (e.g. furniture)

2. Using digital commodities as decoration for physical spaces

3. Using digital commodities as fashion accessories for

personal decoration

 Lo-fi implementation of a personal decoration concept


