Ten Lessons Learned

Raph Koster
Independent game designer



#1. Learn everything
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#2. Find your tribe



Celebratin
our 16th

sandra and Lorenzo Y
__ (imp@legendmud.org)

A/
Y \
Based on DikuMUD, written by Katja Nyboe, Tom Madsen, Hans-Henrik
Staerfeldt, Michael Siefert, and Sebastian Hammer

[1] Connect to a character [6] Read about LegendMUD's Premise
[2] Establish a new character [7] Unarchive a character

[4] Request the Newbie Guide [0] Exat

[5] List immortals online who can help

Enter vour choice or the name of yvour character:




MUD-Dev

MUD-Dev (or MUD Development mailing list) was the principal mailing list concerned with the development of
virtual worlds, including MUDs and other online games. Participants included the designers of Dark Sun Online,
EverQuest, Meridian 59, The Realm, and Ultima Onh’ne,[” as well as many experienced hobbyist MUD
developers/administrators, and others. MUD-Dev served to facilitate the exchange of knowledge for the MUD
community and the nascent MMORPG design community,!?! and was notable for the rigor, detail, and usefulness

of discussions.

Material produced on MUD-Dev is considered an important primary source for the cutting edge of MUD design in
the late 1990s and early 2000s!3l. Citations for MUD-Dev articles and references to discussions on the list appear
frequently in presentations and publications from the period, such as the book Designing Virtual Worlds written by

Richard Bartle.[*]









#3. Look to the craft
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Design for others, not yourself

Stages of the game genre lifecycle
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* To them, that is what games are!






#4. Be ambitious and practical
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#5. Surrender control



Modthryth curtsies. ‘And now may I return to my
barrow, to rest once more beside the quiet bones of my
lord and husband, Fadhmir, who 1s now forever at
peace.’

Modthryth bows her head, and her hair curtailns her
face. As you watch, her skin crumbles away from her

bones, until she stands a gruesome skeleton.
The wind begins to rise.

Then she collapses 1n a heap of bones, flesh carried
away by the wind, and before your eyes falls to ash,
her remnants borne away by the swilirling breezes and
the sudden smell of spring flowers.
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#6. We change people and the
world
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PK, nerf, mob, theme park, sandbox...

Wizards and Witches are as follows:

*1 ROY
*2 RICHARD
*3 Nigel
*4 BRIAN
Philip
Gwyn
Nic
Andy
Shadow
10 Helmut
11 Gnome
12 Eric

Polly
Alila
Degriz
Evil
Merlin

Zarquon
RONAN

Nasty
W1lma

24 Egor

25 Endora
20 Cesil
*2°7 Foxy
28 Denise
*29 Alan
30 Gorpli
31 Roddy
32 Lacrima
33 Madmax
34 Tremble
*35 Centur

Wally
sue
Foo
Karen
Simon

Kalorn
Lintilla
Radagast
Gary
Exi1dy

Saavik
Lordant
Balastor
Kronos
Happy
Limhongch
Bwian
Faratol
Frobozz
Paysul
Bytor
Gripper

Lan
sumal
Zak
Epcilone
Prslog
suntan
Ken
Elena
Felice
Paul
Wobbly
Bamb 1




“When a time comes that new modes and venues exist for communities, and said modes are different
enough from the existing ones that question arises as to the applicability of past custom and law; and when
said venues have become a forum for interaction and society for the general public regardless of the intent
of the creators of said venue; and at a time when said communities and spaces are rising in popularity and
are now widely exploited for commercial gain; it behooves those involved in said communities and venues
to affirm and declare the inalienable rights of the members of said communities. Therefore herein have
been set forth those rights which are inalienable rights of the inhabitants of virtual spaces of all sorts, in
their form henceforth referred to as avatars, in order that this declaration may continually remind those
who hold power over virtual spaces and the avatars contained therein of their duties and responsibilities; in
order that the forms of administration of a virtual space may be at any time compared to that of other
virtual spaces; and in order that the grievances of players may hereafter be judged against the explicit rights

III
L]

set forth, to better govern the virtual space and improve the general welfare and happiness of al
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#7. Don't be inspired by games
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#8. Games are meaningless












#9. Share learnings
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| promised you ten.



#10. Ignore me.



#10. tghrereme:
No, don’t do that.
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