Comments on Richard Levy’s paper 3-D Interactive Worlds
Joint Paper, Richard Levy, Peter Dawson

Very cool report on the use of 3D reconstruction to provide access to students/teachers/others to archaeological discoveries in high arctic by Richard who is in a school of environmental design and his colleague Richard Dawson, archaeologist. 

Paper does a lot of things including research and teaching applications -  discusses different way of presenting 3-D information all the way from the web to full immersive environments.  

Raises the larger question for this book about what we consider playful technology.  We are at a transitional stage where we have started to be able to build really cool projects – is that playful technology ?  We are still getting some novelty value but that is wearing off now what to do to engage, provide, provoke, to teach histories…

Suggest you focus the paper more – perhaps leave out the research applications.  There are lots of playful elements of this paper, for this book.  Suggest you expand the playful, exploratory parts of the paper.    Full 3-D immersive environment lots of room for play as well as developing the section of paper that talks about a game prototype developed for La Geode virtual reality theatre and subsequently available over the web which uses 3D artifacts as part of a quest. 

Do you want to play up the pedagogical goals?

Work on lighting for examples, raises the question of the role of authenticity in creating playful environment.  Do you want to highlight that which is a big part of the work?

Over supper last night Richard described a series of other games he has built or participated in – another option is that the focus of the paper shift away from the arctic archaeology to the games that Richard built including but not exclusively on the arctic work.

