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Network Society Research GroupsNetwork Society Research Groups

•Programme Director: Prof. Marko Turpeinen
•Programme Manager: Kai Huotari
•Digital Content Communities: Prof. Marko Turpeinen,

Dr. Risto Sarvas, Prof. Timo Saari
•Ubiquitous Interaction: Dr. Giulio Jacucci, Dr. Antti

Oulasvirta, Prof. Martti Mäntylä, Dr. Esko Kurvinen, Dr.
Tommi Ilmonen

•Digital Economy: Prof. Jukka Kemppinen, Dr. Perttu
Virtanen, Dr. Olli Pitkänen, Prof. Pekka Himanen

•Distributed Applications: Dr. Ken Rimey



Network SocietyNetwork Society

Research Domains
1. Mobile and ubiquitous interaction
2. Open media creation, management and distribution
3. Dynamic modelling of social behaviour and peer

production
4. Development of a sustainable network society

Mission
Human-centric multidisciplinary anticipation and
development of ubiquitous information and
communication technology, which is based on deep
understanding of needs and practices of our everyday
life and our social relations in a network society.



Network Society Network Society ProjectsProjects
• Recent projects

– Mobile Content
Communities (MC2)

– Wireless Festival: Mobile
services for large-scale
events

– Rich Semantic Media for
Personal and Professional
Use (RISE)

– MUPPET: Managing
Privacy and Trust in P2P
Communication

– Context: Characterization
and analysis user's
context and its use in
proactive adaptivity

– Immortalidad: Social use
of self-created media

– Pamphlet: Hybrid
community media

– Mobile IPR: IPR in Mobile
Information Products

– DE Core: Structures of
Digital Economy

• On-going projects
– Global Network Society
– COMSOA: Community

Media and Service-
Oriented Architecture

– MoMUPE: Multi-User
Publishing Environment

– P2P-Fusion: P2P
distribution for community
media and digital archives

– CALLAS: Affective
Multimodal Interfaces

– IP City: Mixed reality and
presence

– Pasion: Enriched group
communication

– FUGA: Fun of Gaming
– ContextCues: Mobile

and ubiquitous
awareness cues

– <täky>: User-created
location tagging

– Digital Chocolate

• Future projects
– Mobile City

Moments: Group-
centric urban services
for 55+

– Confessional: Social
media for remixing
and education

– EduGRID: Distributed
infrastructure for
schools

– Maracat: Mobile
Augmented Reality
applications

– VENE: Economies of
virtual goods

– Innoguard: Detecting
patented software

– Real World
Complexity
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Print TV

Net

Emotional
Experience

Entertainment
Escapism

Rational
Everyday life management 

Security
Well-being

Individual control

Social
 Rich communication
Collaborative creation

 Tribalism









 

MMM-1MMM-1
@Berkeley@Berkeley
with with FuturiceFuturice

2003 2004

MC2MC2
@HIIT@HIIT
with Futurice

User-centric mobile phone
photo sharing system.

Metadata-centric mobile
phone photo system.

2005

MC2MC2
@HIIT@HIIT
with Futuricewith Futurice

A more commercially
oriented version of
MobShare.

2006

ImmortalidadImmortalidad
@HIIT@HIIT
with KCL, Futurice,with KCL, Futurice,
YliopistopainoYliopistopaino

A full-blown commercial
service with MTV3.

2007

Measuring the
social in media

Not public
nor private

New business
in hybrid
media

services



Comic Story CreatorComic Story Creator



 

 

 

 



Multi-User Multi-User Publishing Publishing EnvironmentEnvironment

• initiated by Nokia Research Center

• rapid development of (mobile)
multi-user context-aware
applications and services

• one client for all applications (Java
MIDP 2.0)

• scripted XML client UI language

• context information from the
network, or from each user client

• Nokia Open Source license 1.0

• www.mupe.net



Camera GamesCamera Games









EduGRIDEduGRID
•Educational applications

– flexible and scalable content delivery,
search, annotation,

– reuse,remote application use and sharing,
and interactive

– collaborative learning sessions
•Innovative interfaces

– mobile devices, classroom set-top-box, One
Laptop Per Child XO, PC

•Supporting infrastructure
– P2P network overlays (semantic and social)
– P2P real-time media and video conferencing
– server-based computing





“Geez, why not get
a real computer?”

Bill Gates




