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A b s t r a c t : 
 

The research subject of this paper is to discuss how Commedia dell’Arte (CdA) may be used 

as a design metaphor for Multiuser Virtual Worlds (MVWs) and specially for those 

constructed with Fujitsu’s WorldsAway 2.x (WA) technology.  Introduction gives an 

overview of the beginning ideas and the general findings of the research, as well as connects 

CdA and MVWs with other forms of masked represention world wide.  In many aspects, CdA 

is found a universal way of representation and thus suitable for the global, networked media 

of MVWs.  The claim may be further studied through notes in references.  An explanatory 

introduction to CdA is followed by a detailed account on the possibilities of transforming 

practices and ideas from the non-improvised and improvised elements of CdA characters, 

staging, scenarios and themes to MVWs.  The account will concentrate on using CdA mimics 

and masks in WA body animation and avatar head design.  In conclusion, CdA is found a 

resourceful design metaphor for MVWs with high potential to capture and maintain customer 

loyalty. 

 

”The primitive notion, usually developed among normative circles,  of some linear 

development forward will be done away with.  It will be found out that any truly relevant step 

forward is always accompanied with returning to primeval beginning, or more correctly, with 

renewal of the beginning.  It is possible to move forward only by recollection, not by 

oblivion.”  (Baktin, 1979) 
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