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The

Asian

explasian * Lineage in 2003 had
MILLIONS of active

users

* Ragnarok has caused
Thailand to impose a
curfew

* China is a burgeoning
market

San Diego IGDA Chapter Meeting,
March 16, 2001



Market
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A bit of
history
e This medium dates back

to 1978.

e [t went commercial in

the early 80’s.

Proprietary networks
ruled the roost until 1995

The Descent of Avatars

Revenues per head fell
hugely in the 90s
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Originated live chat,
bulletin boards, FAQs

Also originated online
gaming
Plasma screens

Academic network only

Games were eventually
banned
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MUDI

* Roy Trubshaw &
Richard Bartle

Text-based environment

inspired by Colossal Cave
ripofts

Item scavenging, full-
world resets
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* Developed by LucasFilm

* Graphical worlds, in

1985!!

e Influential research:

“The Lessons of
Lucasfilm’s Habitat.”
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The MUD
family
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Aber

MUD
* Karly MUD platform

e Solidified the hack n
slash gameplay style

* Based on collecting

* Very little persistence
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e User creation comes of
age

e Architecture based on
softcode

e L.ed to the MUSH and
MOO families
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MOO

* Users get to build the

world

e The most famous case 1is

LambdaMOO

* Popular in academia

* No game rules
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Diku

* The most popular
caming platform

* Templated data makes
for easy content
expansion

* Very difficult to add

functionality
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Online

services
* Legends of Kesmai
* Dragon’s Gate
* Neverwinter Nights
* Rabbitjack’s Casino
 Gemstone

* CyberStrike
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Classify
gameplay
* Primarily RPG driven

— Character advancement
— Item collection

* Social groupings
— Guilds

— Parties

— Chat services

e User contributed content
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MUD

e The adventure branch
— Design-driven adventure

— Typically advancement
driven

— Typically collection games
* Static templating

— Laittle use of softcode

— Character state

persistence
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MUSH

* Primarily a chat or
roleplay environment

e Often do not include a
formal game system

* Typically based on
popular IPs (with

permission of course)
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MOO

e User extendable
environment

* Stands for “MUD, object

oriented.”
* Popular in academia

* The closest thing to
traditional pictures of
“virtual reality”
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Other
genres

e Action or sim:

Planetside, World War 11
Online, Warbirds, Air

Warrior, ete

 RTS: Shattered Galaxy,

Ballerium. etc

* Turn-based: Laser Squad

Nemesis, ec

* Strategy: Empire, etc
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* Modern games are mostly

MUDs

e MOOs: Second Life,
AlphaWorld, WorldsAway

e MUSHes: There

Or_Zeus. OK Tiger
Lof's ROLL!
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Game vs

world
e Recent debate:
— The “game world”

— The *“virtual world”
* Epitomized by EQ vs
Uo

— Some assert “theme park
world”

e Can’t one contain the

other?
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How are
they put
together?

Static database

\

Client

March 16", 20041

Server

v

Run-time database
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Only persist map and Persist some objects

characters Save world state

AlphaWorld Free building
MOOs

The Palace DikuMuds
with corpse-
saving

DikuMuds

WorldsChat with OLC

AberMuds
DikuMuds

Enforced

Talkers roleplay
MUSHes
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Pieces of

the game
e Ul
e Chat
* Physics
- DB
* Kconomy
* Spawning
* Questing
* Scripting
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Whither
online?
* Current trends:
— Small pieces loosely joined
— User content
— Mobile

* Blogs, LiveJournal,
Social Network Software,
etc
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Non-

game

worlds * Is this a good intertace?
— E-commerce

 Education
— A few virtual universities
— Collaborative
writing/building training
* Military training

— Collaboration, team-

building
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Non-RPG
worlds

* Why no action market?

e Power laws and success
— The 80/20 rule

* What are the steps to
market dominance?
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e Modifiable world
e Rich AI and content

* The marriage of world
and game

e Distributed?
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Niche or
not?

 Barriers to the casual
market
— Time
— Money
— Content

— Gameplay

* Medium or genre?
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