Seminar Information
From Puzzle Pirates to LEGO; Wile. E. Coyote to Edutainment 2.0 '
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'The new Treasure Island? 

[In-game screen shot - http://www.puzzlepirates.com/]


Interactive entertainment is growing, fast, and like any high growth area, many companies are trying to jump on the bandwagon. Whilst innovations such as 'The Sims' translate well online, on portable devices, and then onto Nintendo Wii's , how well can e-learning giants, for example, develop a comparable success for the 'interactive classrooms' model ?

It's a tempting $10bn market, and as less obvious 'winners' such as innovative games and entertainment ‘Puzzle Pirates’ and ‘Bookworm Adventures’ rapidly emerge from the social networking phenomenon, the answers change. Can the grass roots innovators sustain? Will corporate challengers smother innovation ? Can advertising money resist interfering?

Dominic Mason is a freelance interactive entertainment consultant with
clients including Turner, EMI, Carphone Warehouse and Telenor


This is the first in a series of digital media seminars curated by Karen
Cham, Lecturer Digital Media, Dept Design & Innovation
