


Research tracks and  
research networking  
in Media Factory 

Professor MaijaTöyry  

University of Art and Design Helsinki 
1.10.2009 



Media Factory's mission – outcomes for 
the society and media industry 

Media Factory is.. 
•  A network for co-operation with 
academic media research. 
•  A translator of research knowledge for 
the benefit of the society. Provider of new 
ideas and impulses. 
•  An active actor in the Finnish society. 

Already at the present Aalto 
university is the most extensive 
provider of media research and 
education in Finland. 



Research - two tracks in 2009 

•  Enactive Social Media and Gaming 
-  Emphasis on innovation, lead by 
prof. Teemu Leinonen 

• Doing Cross Media – Technology, 
Production and Consumption 

- Emphasis on implementation of 
innovation, lead by prof. Maija Töyry 



Cycles of innovation (Perez) 
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From innovation to deployment 
!"#$%&&%$!'"(
)*+,-.**/01.+2-1+-
)*3245-6/7783-9+88:0;3

!"#$#%"$&'()*+,-.-/,01(

2-+%3(0$,3/-(4+%5)'($"0(4+,(

,$6"7(%$6"-$&(8$"#)

!&5"79(%*$#8"#89(5#)-$:&/9(

%+#)-$#-(%*$&&/#8/)(-+("#%50.

:/#-)'(0$#;(6$,-"%"6$#-)

</,;("#-/#)/9()5,="=$&(+4(-*/(

:+&7/)->(/?6&+,$-+,;(6,+%/))'(

!"#$%&%'$(')(!'*%$+$&(!",%-$,(

$#7(:/)-(:5)"#/))(0+7/&)

@+#)-$#-9(:+-*/(,/$&($#7()*$01

!+,%/)(:;("#=/)-+,(/?6/%-$-"+#)(

+$!(./(#"01"(1'*2"&%&%'$(311"$&(

<=>&'?@="$

)*+,-AB+8C32-%D3E-

1+-,:1/*.15

A+#8.-/,0(8,+B-*'(6,+75%-"+#(

$#7(0$,3/-(/?6$#)"+#1(2/$,%*(4+,(

7"="7/,)1(@+#)%"+5)(+4(C45#7$0/#.

-$&)D($#7(,/$&(&+#8.-/,0(,/-5,#)

4$10"+,%$-5/(,&+.5"6()"7(#0*,8(

25%%/))45&(:5)"#/))(0+7/&)("7/#.

&%#"!6(-0'7%$-(.+00%"0,(&'("$&0/

E/06/,/7(:;()-$:&/("#75)-,;()-,5%.

-5,/)'(:$--/&)(4+,()*$,/(+4($(8,+B.

"#8(0$,3/-(B"-*(7+0"#$#-(7/)"8#)(

/)-$:&")*/7

F$"#&;(,/$&9("#(:+-*(6,+75%-)($#7(

6,+%/))/)'(%+#-"#5+5)("06,+=/.

*"$&9(!0%:"$(./(20'#&(,"";%$-(+$!(

0$,3/-(/?6$#)"+#(,/G5",/0/#-)

@:.2-

9*.13*.:-F+*-

.2G3;1,321

!2C/;1*5-

;1*/91/*3;

H+,031.1.+2

!22+G:1.+2 9
3
;
;
.+
2
I-
.2
;
1:
7
.8
.1
5
-:
2
C
-9
J
:
2
D
3
+
G
3
*



Enactive social media and 
gaming 
•  The theme of the research track is to 

study, design and develop social 
media and games utilizing latest 
technologies enabling new forms of 
interaction with technology and with 
different users.  

•  Within the framework they have 
started cross- and multi-disciplinary 
dialogue among the researches to 
define and generate interesting new 
research initiatives and projects. 

•  As part of this work the group have 
found new interesting concepts 
merging the different backgrounds of 
the researchers. For instance, 
“enactive social media” as such is 
also internationally a unique research 

topic.   



Doing cross media 

•  The research project concentrates on 
how digital media innovations change 
the media landscape and its products 
as well as media production and 
consumption. It focuses on the 
design, management, analysis and 
development of media concepts. The 
term “media concept” is understood 
here in a wide sense including 
brands, organizational models, 
products, new formats, technological 
innovations, new audiences and their 
changing media habits  

The scope of the research 
includes technological, 
organizational, (socio-) 
psychological, (socio-) political, 
ethical, aesthetic, economic, 
ecological aspects of interaction, 
interaction design and agency in 
user/consumer/producer 
behaviour. 

Field work in a large media 
company started in May and is 
still going on. 



Benefits for research 

•  In Aalto University the 
viewpoints from technology, 
business, design and audience/
users can be utilized to 
understand the innovative 
possibilities of new media 
technologies and how and why 
some innovations fail and some 
are adopted by users/
consumers 



Contribution for teaching 

•  State of the art products and 
practices and their 
deployment are uncovered in 
research projects and can be 
utilized in teaching students 
and educating researchers 

•  This requires a close 
connection between research 
and the university 
departments 

•  We need new ways of teaching 
and learning and coming together 
to learn from each other. 

•  Our motto is minds on hands on 



Contribution for the media field 

•  Better understanding of 
audiences and users 

•  Analysis, development and 
testing of new products and 
their use 

•  Piloting and fast feed back via 
testing and developmental 
interventions in creating 
business models, user 
experience and motivations as 
well as by process innovations 



Researches in the two tracks 
•  Maija Töyry 
•  Merja Helle 
•  Pirkko Oittinen 
•  Stina Westman 
•  Sammy Toyoki  
•  Johanna Moisander 
•  Henri Weijo  
•  Saara Könkkölä  
•  Marketta Majapuro  
•  Shania Määttälä  
•  Terhi Väistö 
•  Guillaume Chanel 
•  Matias Kivikangas 
•  Simo Järvelä  
•  Marco Rapino 
•  Niklas Ravaja 
•  Jan Kallenbach  
•  Chip Gylfe 
•  Emmi Turanlahti 
•  Joona Olkko  
•  Anna Koppanen 

•  Ilkka Kosunen  

•  Toni Laitinen  

•  Kai Kuikkaniemi  

•  Anu Kankainen 

•  Otto Kronstedt  
•  Laura Saarenmaa 

•  Ulla Ryynänen 

•  Heikki Nuutinen 



Disciplinary – inter/(multi)/
transdisciplinary 
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The hype curve of collaborative research 
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Defining some of the basic 
concepts 
•  Including practice, 

communication, 
media, audience 

•  Including user, 
people, citizen, 
interaction, enactive,  
social media, games  



Perils and pleasures of 
multidisciplinary research (Baker 2006) 

•  ”The Escher staircase” - looking down on the others 

•  ”The emperor has no clothes” – exposing the paradigms 

•  ”The tower of Babel” – different languages 

•  ”Dividing the loaf” – cost structures 

•  ”Playing with others” – chaos instead of hierarchy 

•  ”Publish or perish” –who gets to publish what 

•  ”Finding nirvana” – it is worth it; especially transdisciplinarity 

Pirkko Oittinen 



Research - five tracks in 2012 

•  In the future new research initiatives will 
be formed, the grand aim being five 
tracks within the next 2-3 years 

–  Scanning the environment to find 
new thematic focus areas for 
research defined with industry and 
advisory board 

– The tracks provide pilot funding for 
new research projects, but do 
not finance the research groups for 
longer periods; they are expected to 
apply for funding via customary 
channels. 

•  Promoting education of researchers by 
establishing an international doctoral 
school 



Examples of Networking 

• Research tracks meet internally and 
with each other and  exchange 
information in seminars, workshops etc 
• Researcher's Forum promotes new 
ideas and unites researchers interested 
in themes related to media 
•  Educators can meet in workshops 
organized by Media Factory. 
•  The Media Factory website is a hub for 
networking and distribution of knowledge. 
• Media Factory fosters joint projects 
with the industry in Finland and academic 
institutions nationally and internationally. 
•  Media X and H-STAR at Stanford act as 
examples 




