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This chaptedescribe multiplayeronlinerole-playing gamesMIORPGs)whereplayers
participatethrough networked connections to collectively build a narrative or experience with a
game that persists independent of who is logged in. We discuss two main traditions of these

games (seeChapter 8 for an emerging tradition)

1. Multi-User Dungeons (MUDsand

2. Massively Multiplayer Online Rollaying Games (MMORPGS).
MUDs and MMORPGgenerallyal | ow f or a fimas $isometinesa mo unt
hundreds, thousands, or tens of thousands of plajerysimultaneously engage in the same
game Most MUDs andMMORPGs featuravorlds where players log it any time to visit,

providingplayes with a persistenhworld independent of who is logged in

A varietyof agentsareat playshapinghe multiplayer online RP@rm. Creatordhave

introducel novel game sysins or narratives while dealing with the affordances of what
everyone agrees is an RPG, but creators are also constrgitieztechnologesof ther time
rather than inherent limitations RPGs There also exists a parallel history in figital RPGs
and computer roleplaying gamesGRPG3 that influence the online games. Thus the evolution

of MORPGs is not channeled through just one tradition.
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Thankfully, first-hand accounts of the history of the multiplayer online RPG industry (Bartle,
2010) andirst-hand accounts of design and management decisions for specific gagnes (
Morningstar & Farmer, 1991; Curtis, 1996; Mulligan & Patrovsky, 2@t One thing these
accounts lack is scrutiny from scholars across multiple discipstiedying spedic player
phenomena in online gaming, so this chaptenplementshe historical timeline with notable
scholarly research on player behavior and community engagement. These include ethnographic
studies of gamers (Taylor, 2006a; Pearce, 20@9di, 2010 and game companies (Malaby,

2009), collected volumeabout specific game€arter,Bergstrom & Woodford, 2016

Corneliussen & Rettberg, 200&conomic issues virtual worlds (Castronova, 2005; Dibbell,
2006), learning in online games (Steinkuehler,2@hen, 2012), issues of inclusion and
marginalization (Kolko, 2000; Nakamura, 2009), discussions aboutrpigpes (Bartle, 1996;

Yee, 2009, persistent identity (Banks, 2014; Yee, 20p), ay er c olives(8aayetal..e s 0

2004; Williams et al., 206),and emergent social norms and policing (Dibbell, 1993).

Roughly speakinghe history of multiplayer online RP@an be dividednto textbased ones
(MUDSs) and graphical ong®MORPGSs) This divisioni s neatt however, perhaps placing too
much empasis on how content is communicated to players rather than on any number of other
ways of thinking about games, such as categorizing them based on emotional experiences,
allowable player activities and decisions, thased vs. redime action, designegurposes,

country of origin etc.



[Box Insert 7.1]

Multi-User Dungeons (MUDs), the first multiplayer online RP@are textbased games that are
similar in style to singlplayer, textbased games known as Interaetiiction (IF; Montfort,

2003) (®e Figurer.l). In IF, a player reads passages of text describing a location, as if they are
at that location, along with any objects located there and any activity occurring therein. A player
then types in commands to let the game know what actions tetytheir character to take (e.qg.,

Al ook, 0 Apick up, o0 or Ago easto). These are
something, game responds, player does something, game responds. The multiplayer versions of
these games allow playspo talkand interact with others in addition to interacting with the game
environmentShared ingame bcationscan resemble early Inteehchat rooms, and players can
perform actions or chat with each otlkéthout having to interact with the game itself. The

original MUDL1 created by Trubshaw and Bartle allowed players ideabd the gamewhich

focused on combat wittbmputercontrolledenemiesto becomevizardswho then had the

power tomodify the locations and objects in the game, including other charathessallowed

t hose who finished the gameds content to beco

game masters for other players.
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You are standing on a path which leads off a r»oad to the north, to a cottage
zouth of you. To the west and east are separate gardens.

Ly

Flower garden.

You are in a well-kept garden. There is an unexpectedly sweet smell here. and
you notice lots of flowers. To the east across a path there iz more garden.

You are standing on the edge of a cliff surrounded by forest to the north and
a river to the south. A chill wind blows uwup the wunclimbahle and uwnscaled
heights. At the base of the cliff you can just make out the shapes of jagged

rocks .

)

Az you approach the edge of the cliff the rock starts to crumble. Hurriedlwy,
vou retreat as you feel the ground bhegin to give way under vour feet?

=*]eap

You are splattered over a very large area, or at least most of you

iz. The rest of vour remains are. evn now, heing eaten by the seagulls
Cespecially your eves>. If wvou'd have looked properly hefore you leaped you
might have decieded not to Jump?

Fersona updated.

Would vou like to play again?

Figure7.1: A screenshot from MUDfeaturingtextbased style of play. [Source: Wikipedia]

Many different flavors of multuser textbased games exisbw, serving different audiences and
featuring different affordances. Some focus on battling monsters (MUDs), some on social
interaction with other players (MOOs), and some on collective storytelling anplagle
(MUSHSs).They were alberived from the original MUDs, and we will use that iatm refer to

all of them throughout this chapter. Just as wizards had the power toarrdatieange the game
in MUDL, these early multiplayer games allowed multiple users to create new locations or in
location objects to add to the game and everliattbd scripting to objects. Quite often, though,
a MUD hada core goup of designers and managers such tietthole environment was a
collaborative development between players and the MUD staff, the wizards. The extent of
collaboration depended on tNMJD and ranged from players offering limited description of
locations and objects to completelyc®ated, shared environments in which there were few, if

any, l i mitations on player creation other

t
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playing or socidly oriented the MUD, the more power was generally given to players to co

create their environments.

Though there werearlier incarnationée.g.AvatarandHabitat), the 1998 sawa rapid
expansion in popularity of multiplayer games wgttaphics. They include togown, clickto-
move games, such &iitima OnlineandLineage(see Figur&.2), and, at the very end of the
decade, aprecursoft oday 6 s MMO R PnGragerfadceecaad cantraldasgrto first-
person shootergverQuest{see Figue 7.3). Most of these games malvaway from usecreated

content and focusdon designespecified lore, often set in a fantasy world where players create

an archetypal character to play and level up.

Figure72: Or i gin Systemds Ul ti ma Ondownnsemeaind NCSof
viewpoints where players clicked on the ground to move and on other objettraat with

them. [Source: Zachary Booth Simpson and ModDB.com]
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Figure73: Sony Online Entertainmentés Ever Quest

[Source: MMORPG.com]

The rest of the chapteetaik the advent of MUDs, covering more nuanced definitions of
different types of MUDs and includestable issues andsearch around them. This is then

followed by the same treatmeior MMORPGs.

&



MUDs

Bef or e t odaflushsisualtosenchded streens, multiplayer online RPGs were
mostly plain text passages on flat fields of color with a parser for user input. Many of these
games were played on university campugitls connectiongo a nascennternet far before

home consumers had access. It barargued, in fact, that multiplayer online RPGs originated
from the labor of students, as they explored and pushed the mainframes and networks to the
technologicalimits. The influences for these students and early gardeviatual world creators

werevaried but much of it came frotrends in the tabletop world.

History

Pre-MUDs

Dungeons & Dragon§D&D) popularized games structured around an adventuring party, where

a referee (or nAdungeon wanldfultotadversaries onbéhdlf ohaa n a g e
group of players participating in a campa(gee Chapter 4 it was inherently a multiplayer

game. The original rul es recommend that a sin
any single campaign, nurelr s whi ch are in | ine wi(éeB Arneson
Chapter 3). Practically speaking, this assumed that not all players woybdesent at all game

sessions, Wt it was not uncommon for early tournament dungeons, like the famoud @8#bof

Horrors at the first Origins conventiofschick, 1991, p. 113Jo assume a party of fifteen

players served by a single referee.



Outside theéournament environment, it cée difficult to bring a large and consistent group of
players to the same table. Thi®blem has faced multiplayer games since the early 1960s, when
geographicallydistributedDiplomacyfans first began to play by mail rather than in person. Each
of the seven players iniplomacygame sentheir moves by post at an agreed interval fongu

to a gamesmaster, wiioen reveadthe results of the moves all at once to the players.
Diplomacyvariants sometimes increased the number of players substantially. This postal format
became the norm for many of the more complicated multiplayer sionigames of the decade,
such as Tul | il®67War of thg BEnpire@etersom 2012, p. R6vhich

supported over thirty simultaneous players in its first year.

Ownership of computer systems at time remained almost exclusively limitedaoademics,
military personnel, and large institutions that could invest in mainframes or minicomputers. By
1970, certain computer systems became more affordable, and the possibility of a commercial
computer game became realistic. The Flying Buffalo CompAtirgame Company was founded
in 1970 with the unusual premise of running a computer to adjudicate multiplayer wargames,
beginning with the titldNuclear DestructiorfPeterson, 2016, p. 25A group of between eight to
fifteen players mailed in speciallyformatted card that indicated their movéhesewnerethen

fed into the computer, and, once all moves were received, aquinwas sent to all players
explaining the resultdn this sense, the early pkoy-mail gamesvereprototypical MMORPGs

even though the rolplaying elements were lacking.



Computer roleplaying gamegseeChapter 6) began to appear within a year of the release of
D&D. One of the earliest systems to support the interactive graphical systems necessary to
visualize dungeoadventures also happened to be a networked, distributed system: PLATO,
based at the University of Illinois at Urba@&dampaign and created by the Compiizsed

Education Research Lab (CERL). In fact, multiplayer networked games of various kinds already
existed on the PLATO system prior to the publicatio®&D . For example, th&973team

based, space strategy gaBrapire(Peterson, 2016, p. PSupported up to fifty players, each
controlling their own ship. With the advent of computer versiori3&D, however, multiplayer

modes emulatin@&D parties soon followed.

Early multiuser RPG, Oubliette(1978, Moria (1978), andAvatar (1979), werecreated on the

PLATO systemallowing groups of playen® take advantage of its muliser platfornto form a

party to adventure together. The game play was limited to exploring a dungeon, killing monsters,
and finding treasure, but the social aspect of the gaidedtheirlongevity. Of these early
gamesAuvatar was by far the most popular and influential, existing through several incarnations
and activey played through the mifl0s. Despite its relatively long existence, the limited access

to PLATO and its successor, NovaNET, kept the total player basesqualé The impact of the

early PLATO games is limited, and few of the earliest designers continued to help form the
computer games industry. Though the PLATO system allowed for limited graphics, the method
of implementing thenfurtherlimited its early us to specific hardware created for the PLATO

system.Thus the greatest impact on the spread of multiplaygnefmRPGs was not through



PLATO but through the more widespread teletype and CRT terminals connected to mainframes

networks and, eventugllpersmal computers and thaternet.

With the widespread availability of mainfransengle-player, text adventure games like

AdventureandZork by the end of 197 &everalkexperiments attempted to recreate a multiplayer

model in text. One of the authorsidrk, Dave Lebling(1980) recalledt hat fAt her e was
multiplayer version of the PDPOZorks e v e r a | lyuebsg that poiatdh@notddh at At oday
there is a OMultiple User DungeonMUDsysterBEssex U
was ceated in 1979 but remained accessible only to users of the university computer system.

Initially, early MUDssimply let multiple players experience the mechanicstekbadventure at

the same tim&vith only minimal opportunities for coopdian other tha sharing adviceBartle

(1983) notedforexamplet hat Ayou may havetolftapaheay f or hel p

portculliso

MUDs operated from a variety of code bases and operationalsn@deside of university
environments, dialip access wagpically required, either to access a MUD directly or to

connect to an information service supporting the MUD. For example, the 1985 Compunet MUD,
available to Commodore 64 players, supported up to 36 simultaneous players. Only when
Internet access greware widespreath the199Gs did internet MUDs begin to flourish outside

of academia.



That the history of MUDs$s deeply tied to hardware platforms seems to be a major emphasis in

early accounts of MUD development. Bartle (2003), for example, spendsahhishhistory

chapter on the types of computers and networking infrastructure available to creators as they
programmed new MUDs, dividing eras of MUD history into four ages defined in large part

through thesaffordanceslonstraintsin 1983, Bartlewrote A What | weanditd | i ke

a long, long way off is some local or national network with goodres, sound effects and a
welldesi gned set of worlds of varyingmalegrees o
remote in 1983, it waealzed within a decadéNotably, Bartle immdiately followed this line

with, #Aln this true meritocracy, you will for
new solutions, and above all new people. Everyone starts off on an equal footisgamificial

wor | dweavil #eslaterthi s promi se of a new meritocracy

controversy.

Types of MUDs

Th e t er misfiddddddesgénerically, bufor some players, the term specifically refers to
combatheavygamesRheirgold (1993) states that Bartle emphasized death as a necessary
component of MUDs to be considered games, and this led to the fork in MUD evolution between
social MUDs and combatriented MUDsIndeed, today, many MUDencourage heavy role

playing where players stay in character and act out sdenesntrast, ombatheavy games

(@ s o c al-n-selda sihhdausgablyfo®is on encountering garsentrolled monsters to

defeat andoot.



One way tdifferentiate MU is to look at the underlying framework that was used in creating

them Different flavors of packages were available for developers to take and modify to create

new games. For example, many cortidénted games were built on LPMud and&iMUD,

while TinyMUDG6s derivatives (MUSHs and MUCKSs)
emphasized social interaction. Busey (1995-9) Bststypes of MUDs, mostly using a platform
categorization schem&hese categories are confusing, however, eg tbnflate platform with

style of playand do not represent an exhaustive list of platform typeskman (1992),

alternatively divides MUDs into Adventur&ameStyle MUDs and TinyStyle MUDs
AdventureGameStyle MUDs featured levelingp with a charaer, exploring, and defeating

monsters. Tresca (2011) adds tlesentually players formed tightellowships with othesin

taking on game challenges, foreshadowing the kinds of grouping neeldeéerIMMORPGs

Tiny-Style MUDs were much more about intetiag with other players and creating the world

for all to inhabit. Bruckman writes, Aln thes

buil dingo. (1992, p. 8)

Further confusing this delineatidngth AdventureGameStyle MUDs and TinyStyle MUDs

were sometimes tied to heavy narratives and genres, again, foreshadowing later MMORPGs that
are tiedto differentmedia propertie§Star Wars, Star Trek, etclhere were in fact a wide

variety of MUDs (just as there are now many different affinity gsoop the weland different

flavors of MMORPG%



Themes and Issues

Governance, Utopian Visions, and Syuiller, Part 1

A common feature of these virtual spaces was that users who were given certain permissions
could create content (e.g., new roomsew objects), thereby making game creation a sort of
collective or crowesourced endeavor. Many of these worlds were created and maintained by
volunteer players, and visions of collective ggifzernance attracted academics and-tech

inclined hippies, anahists, and libertarians. Writing in 1995, Busey (p. 7) posited that

The allure of creating oneds own world, or ev
immense. Politics, adventure, and the brave new world are great attractions. Pedpkefict

that they can spin a new reality or shed the boundaries of an everyday world.

An odd paradoexisted however most MUDs forced through code a hierarchical structure
among their denizens wi inhhe codedigpelliogrillasions®fi ng deem

participatory control.

Sometimes admins would make decisions that were meant to flatten participation and do away
with realworld discriminationsome ofwhich backfired, aggravaing issues instead of

all eviating themingom@axampl| «olakbdaMPD@B®H npveet a



to take away the fAraceo0 at tblindfolciesthivendedupe at e d
mar ginali zing already marginalized groups of
resultingin inclusivity. Rhei ngol d (1993) also notes that #Ald
a MUDé By creating your iodeTnhtiist yi,niytotimdh ealcpt icorn
playersc | ear | y e mp h a s b thesstarting poatd lsse alldbthan comrhupicagon.
Systemwi de contr ol over what i s available as opt
lightly, especially when ités so easy to obli
Other issues arose around gohtuser permissions, and social norms. Dibbell (1993), in his

|l andmark article, AA Rape in Cyberspace, 0 det
have ways of forcing other players to take certain actions, in this case sexdalgSgples

throughout theeommunity(LambdaMOQagain) the admins and players had to then figure out

how to handle the incident and possible future ones. The debate not only included policies for

normal behavior but also necessitated a discussion on what countechigrvidVas sexual

harassment and rape less meaningful when performed on a virtual character? How much did

players identify with their onscreen selvé3fe side of the argument maintains that violations

did not happen because there was no bodily harm. The other side asserts that players experienced
emotional harm, and so these actions weatviolations.These questiorsbout virtual vs.

Ar eal o0 ntparsishtedayMany later examplesf violations that test the boundaries of real

and virtualinclude instances of thedind killing without gameenforced repercussionsuch as

with the gamesiabitat (Morningstar & Farmer, 1991Ultima Online(Lastowla & Hunter,

2004) andRunescapéMessner, 2016)



Clearly, for some players, the distinctions betweelne and offline identitiesra extremely
blurredand multifaceteds researchers would later confif@rooten & Kowart, 20158anks
2015) As is alsoseen in TRPGs arldrps, MUSHs, MOOs, and other MUDs that were set up
for characterole-playing required a level of consent from its players. They had to cdgstant
negotiate and socially agree on the limits of their-piégy. Social MUDs, however, seethto

bring the issue of consent to foeepecially since players were often anonymous to each other

Player Types and Identity

Consenting to participate is dependent on how a player sees themselves as they play. In an effort

to classify playersBartle (1996)ublished early scholarship on player behavwtederived four

player archetypes out of a conversation between 30 wiabulg their observations of players in

games they were administrating from late 1989 to early 1990. These cai@d(itiess,

Achievers, Explorers, and Socializérsvere then placed on two axeseating the diagram in

Figure7.4. Achievers focusen gamerelated goals, such as acquiring treasure or defeating

monsters. Explorers initig mapout the extentof MUDG6 s wor | d, moving onto
with the rdes of the world once the magpc¢omplete. Bartle labels these as the breadth and depth

of the MUDworld. Socializersspendi me using the gameds =plagmmuni c
with other players. Killersra players who imposed upon otlpdayers. This usually takes the

form of harming or causing other players distyésg it sometimes alsacludeshelping others
usingingame t ool s or mechanics. Thus, ipnemehaps i n
whenitshouldb& | mposer 6 or some other name tnbhat i ndi

indication of whether itg hurtful or helpdl.
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Killers Achievers

Players World

Socializers Explorers
Interacting

Figure74 : Bartleds player types.

Many researchers and, indeed, game designers still use these categories as a rough scheme today
(see Chapter 18)Of course the model is a simplification sirayers in these settings can

testify to expressing all of thesategories of behavior to some degrElee Bartle Quotient (now

run by Gamer DNA), a survey that determines a
plots along the four axes, and an alternative mdelduced by Yee (2006) and then by Yee,
Duchereaut and Nelson (20)2years latesupports degrees of affinity toward certain types of
behavior as independent from other types of
and the later natels is that the later ones emerged out of dathaumsands of player3hat data

consists mostly of selieport survey responseandthe affinitiesareperhaps more useftihian

the player types that arose outsbared observances from 30 administrators, of which Bartle



states only 15 were actively emygal in the conversations. Unfortunately, a common move
researchers using these models make is to then place playdregggarticular categories
labeling the players themseldesather than just labeling their behavior at specific moments in
time. Thisact can essentialize and generalize human experience rather than recognize that
players can act relatively differently from moment to moment. They may have preferred or
biased ways of responding togameevents but labeling them apecificway has the ahger of

marginalizing nuanced behavior.

Another notable line of researelploredonline identityand predictedhat people spending

increasing amounts ¢ifme inMUDs would have a very different social expace than previous
generations of people whthid not spend as much time in thesgual spaces (Turkle, 1995;

Bruckman, 1992Rheingold, 1993)Then and now, this line of reasoning is sometimes

accompanied by the claim that time spent online is inferior to time spent offline because we
become lessocial and therefore less hum@ften seen in sensationalist videos shared on

Facebook and YouTubge This, of course, fails to acknowledge that much of the interaction in

virtual spaces can be highly social and allow for more time in social situatidrgeater

numbers of soci al c o nt a KRhesgold L2OB)foriexammep me one 6 s
recounts a quote from Pavel Cuttisit counters the argument that time spent in these virtual

spaces is not social (while also adding nuance to the dianMUDs are addicting)

1A L o o k httgsy/wvaw.youtube.com/watch?v=Z7dLU6fk9QY



These people aren't addicted to playing video
addicted to being able to go out and find people twémniy hours a day and have interesting
conversations with them. We're talking abpeople who spend up to seventy hours a week
connected and active on a MUDEe

eif someone is spending a | arge portion of th
thousands of miles away, you can't say that they've turned inward. They aren't shurieigg so

They're actively seeking it. They're probably doing it more actively than anyone around them.

(Curtisas quoted in Rheingold 1993)

Bruckman (1992) and Turkle (1995) note that MUDs provide a space to explore identity
construction, an®Rheingold (199Buses identity as the main theme to examine our history with

media when he says,

MUDs are part of the latest phase in a long sequentental changes brought about by the

invention and widespread use of symbolic tabls.

Previous communications media dissolved ancient barriers of time and space that had separated
people, and in the process changed the way people thought... Litenale thetk differently

from people in nonliterate or postliterate cu



et he | at e-sediatedconpnunications media seem to dissolve boundaries
of identityaswellOne of t he t hi n gretenflinge¢o beasoreebatiyelsmegeh

pretending to be several different people at the same (fRheingold 1993)

For Rheingold Bruckman, and Turk|eart of the draw of MUDs is precisely the fact that
identityin themis malleable After he earlier g@timistic work (1995)however,Turkle more
recently(2011)cautions us and questions whether we want our new selves to be so steeped in
these new forms of mediatigthough she is mostly talking about our use of social media and
mobile devicesather tharonline games Yet Rheingold seems to be suggesting that the act of
switching mediums is no easy task when our defined existence is so tied to the mediums in

which we participate.

Anotherarea of interesdboutt dent ity and consent i s wi,toh s
ATSiOn®Yr Acyb erRardg the reason Why hesvirtual rape reporte®itppell
(1993)was so controversial has to do witke blurred line between virtual and real identities and
the social etiquette of MUD users that upheddsent and permission (cf. the Netiquette rules

laid out by Busey, 1995, pp. -8). In truth, TinySex was a known phenomenon and generally
accepted within parts of the MUD communstych as iFurryMUCK (Busey, 1995) Romance

in MUDs, MMORPGs, and virtual worldsan be intense, sometimes more so thasifscreen
romances partl y dure Theycanirdsudtiniah omieersagesmdo n a't

Ardalf ed marri ages when (heiraealesealvesSemio M@Dsand e i r

r

e X

(0]
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suchcan be romantic, too, but, just as oftéhey can be casual hookups. Furthermazadgr

bendingor portraying a character that is unlike an offline idensitg frequent phenomenon in

MUDs, justasitisin MMORBs , whi ch theoretically shouldnodt
between onscreen and offscreen life get blurred such asmwéeting a romantic partngom

an online spacm nongame contexts.

Issues of controovernance, and identitpntinue to be concerns for researchers of

MMORPGs MMORPGsare more complicated and attracxtiers of magnitudes more players

than MUDs before them. Research into player communitidsalture around MMORPGaso

ballooredin comparison to research on MUDs, and, in addition to the above topics, many more

areas of studgmergedncludingdescriptions of player modding, teariented play and
coordination, and engaging in scientifihd ¢ prac
the most efficient ways of playingléo known asheorycrafting . l'tds not that thi
not exist for MUDs (and other gaming communities), but the riieeiin prevalence along with

the rise inscholarship around MMORPGs allowed thedmray to see these practices in much

more detail.

MMORPGs

As with textbased mulplayer RPGs, visual ones tetalhave different foci (whether battling
fantasy monstersocializingwith other players, or rolplaying specific characters and
situations), though more oftéhan not, a single game caerve all of these purposes toyiag

degrees. This sectidnghlights specific trends as these games gained in popularity and as they



evolved with thevideogaming industry in its pursuit of more sophisticated graphics and with

designersd6 and playersd visions for online 1

A defining feature of MMORPGs is that they allow a massive amount of players to

simultaneously log in and intertawith the game world and each otHers a mistake t@assume

that playingpan MMORPG is like playing a smle-playerRPG but with other people arounth

fact, the social aspects of participating in one of these game worlds can eclipse desigmed
singleplayere x peri ences. These games can become At hi
2006; Moore, Hankinson Gathman, & Ducheneaut, 2009), where players hang out and live, make
friends and enemies, form close bonds, communicate in intricate ways, digt how to self

organize, and govern.

A major change, moving from MUDs to MMORPGs, is that gatressitioned into beingaid

services as they became commercial ventures rather than hobbyist activities run my students and
academics. These ramgieom early dialup games with hourljees(e.g.Neverwinter Nighten

AOL), to a monthlysubscription fedor internetbased MMORPGse(g.World of Warcraf}, to
free-to-play gamegNeverwinte). The latteisometimes begin as subscriptibasedyameghat
chargeif/whentheir subscription numbers faltéN{ldstar. Another model is toequire an

upfront purchasand then allow people @ay the game indefinitelyQuild Warg.



More History

Dial-Up GamesHabitat and Neverwinter Nights

In the 1980s and early 199@smme online accesgas still costly, but diaip modems were
getting faster, and dialp services that offered hourly or monthly subscription rates started to
gain prominenceThese networks often provided online serviceswlase distinct from, and not

a part of the internet as it is known and used today

Habitat (1986), by Randy Farmer and Chip Morningstar at Lucasfilm,asasntiallya
graphicalrepresentation i MUDSG s  r (see Rigure 5). It was an early exampld a virtual

world but not typically considered an RPG. Even though players controlled characters that

moved from scene to scene and interacted with objects and other characters in those scenes, they
did not normally engage in combat with monsters or lapelhile questing. Locations and

characters were drawn from the side, as if from aaitle shot, makinglabitatt s art f or ma
precursor t o L unelxksadventune@amel)amiaceMiansiprandZak

McKraken



H: tThere.
n Steve firnold, talking to vou laive

from a popular night club in Habitat,
a fantasy world made possible by the
miracle of telecommunications.

Figure75: Lucasfil méds Habitat.

Habitatwas seup to allow a seffjoverning citizenry, taking a cue from many MUDs before it.
Players ofHabitat had to socially construct rules to follow as a society since the game allowed
stealing and killing with no gamenforced repercussions. Morningstar and Far(1@91)

highlighted cases of controversy and showed how the community reacted and reasserted order.
These issues continue to appeaboth MUDs and MMORPGs todayerhaps something about
virtual space attracts idealists, libertaricarsdidentity-experimentersil interested in

experimenting with how far they can push the limits of social interaction or freedom in the
system The idea that playersan,togethey figure out how to run a place seems compelling for

manywho want to get awaydm readlife hierarchies ad differences



A few years afteHabitat, AOL offeredNeverwinter Night§NWN 1991) as part of itdial-up

service. Created by Stormfront Studios and SSI in partnership witi{thi&Rublisher of
Dungeons & Dragonsitwasa ext ensi on of their work on the
D&D Forgotten Realms campaign wofkke Chapter 6) The Gold Box gamesmphasized

turn-based tact@ combat on an isometric gristhich continues to be a mainstay in rplaying

and strategy@mesNWNis a contender for the first graphical online RPG (see Fig8jeand

it was certainly the first one to hit consumer markets (though, as covered above, there were other

graphical virtual worlds befordWN).
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Figure76 : St ormfront / SSI106s Neverwinter Nights f
their other AGold Box0 games but -upservica mul ti p

AOL. [Source: games.mail.ru]

NWNbs community of players was actively engage

members, precursorstotheguiloun events in todayds MMORPGs. I



Bioware sought thBlWN brand for its normassive computdRPGof the same namevhich
featured a construction kit that allowed players to create their own adventures and, if desired, to
act as a live game master for a group of players. As intended, this created a new faftlation

old player community omiernet forums and web pegpedicated to the game

Early Online Games: Ultima Online and Lineage

Two of the early games thalsofeatured an isometrimew where players clicked on the
represented ground to move their charactene Ultima Online(UO; 1997), developed by

Origin Systems in the US, aridneage(1998), developed by NCSoft in South KorBath were

set in fantasy worlds, butO tended to focus on cooperative action againgfaime monsters

while Lineagewas lauded for its robust guilthsedteam vs. team playpoth games still
featured text chat between players, overl ayin
UO took place in the fantasy world of Britannia, the same setting as the populansayge

CRPG serielltima. An importantaspect ofJO was its virtual economy aratafting system.
Playerscolleciedresources or equipment aocduldtrade tlem with othersSome players even
construckdhomes and gardelfsee Figur&.7). This created a market for rare goods and crafted
items, which were traded in a barter system or fayamecurrency As demand rose, players
began trading reakorld currency for items ahin-gamemoney Dibbell explored these early
days of reaimarket trading (RMT) and describes his experiences attempting to make afiving

this virtual economy iPlay Money(2006).



Figure7.7: Player housing and crafting in Ultima Online. [Source: DJAd, stratics.com] For more

seehttp://stratics.com/threads/pegbur-customhousedesignshere.35349/

Development of MMORPGs was not limited to Western reeriNexus: The Kingdom of the
Winds(1996) was an early game from South Korea. A couple of yearsllateage(1998) hit

the market and became available in Western regions.Udkd ineagefeatured a tojmlown

vewof the action where players controlled thei
i n Bl i z z-alaydr&RBM™iabio.igdagealsofeatured playecreated guilds or alliances

that then battieé each other for control of territory. Independplatyers soon found that survival


http://stratics.com/threads/post-your-custom-house-designs-here.35349/

and richer play experiences depended on joining one of these guilds. It was less dangerous to

team up with others than attempting to traverse the world alone.

In the early 2000s, academic scholarship arddMDRPGsbeganin earnestin the education

world, Constance Steinkuehblrote about her experiences with diteracy practicesvithin
LineageandLineage Il.For exampleshediscusedand analyed chat communicatiom
Lineage(2007)(e.g.iaf k g2g t op oekshawnghowepgrecipatingalineage

play required a cultural understandinge. a sophisticated literacy of its discoutddORPGs

(and MUDs beforeltem), as with any subculturgpawn new ways of speaking and interacting
withinasharedsocispace, and St eisiightioetheir suanteslandor k s hed

sophisticated nature.

EverQuest

When Sony Online Entertainment (SOE) reledSeerQues{EQ; 1999)it saw its chance to

refine mechanics from earlier games while also taking advantage of improvements in technology
by moving its game to a more immersive 3D platform. To be sure, the creaipscité major
influence from earliertex a s e d MU Deasy tolangue that sofne amount of influence

must have also come from games liéma Underworld: The Stygian Aby§s992) andlhe

Elder Scrolls II: Daggerfal(1996).



EQ continued to be influenced by other games and otherwise refined over the yezois|lgs
with its graphical presentation. It firstarted out looking like old€ZRPGs, like théVizardry

series, with information presented in ked off panels, but later didaway with side panels

and instead presexttthat information as overlayshdop of the 3D spacésee Figure .8).

Figure78: Sideby-si de compari son of Ever Questos differ

from beta and early versions in favor of overlays. [Source: kheprigames.com and Wikipedia]

EQwas a landmark MMORPG, not only in terms of defining a genre but also in attracting

scholarship around player behavior and cultural practices. T. L. Taylor (2006zd tieegvay in

describing players as they interact with each other and game devgbmkrsnline and at face

tof ace conventions, as they define soci al nor m
theirgame, etc. She paints an intricptetrat of MMORPG gamers that dispels stereotypé

gamers as teenage boydasemers Most importantly, participating in MMORPG play means
participating in a larger cultural context that is social, collaborative, competitive, contentious,

and deeply meanirfigl in many different ways to its participants.



World of Warcraft

In the 1990s, online multiplayer games became more of an industry focus with serious revenue
paossibilities. Early successesWO, Lineage EQ, along withothers sucha&s her onds Cal |
(1999) Dark Ageof Camelof(2001) andStar Wars Galaxie€2003)proved that developing and

then supporting these games was a viabknessnodel. Then cam@/orld of Warcraff\WWoW

2004) by Blizzard Entertainment, who hasdizablefan base already from theWarcraft,

Starcraft andDiablo series of games.

Prior toWoW SOE was proud to amaze people with the faet BQ had over 45@00

subscribers (MMOData, 20133Q6s success was enolEgelQudast?2 gr eenl
(EQZ 2009. UnfortunatelyEQ2was released right around the same timé/a%\ and players
weredrawnto Blizzard s r eput ati on f or c mnwihadfinechg sati sfyin
presentations and tightly balanaa@chanicsWoWsubscriptions quickly dwarfeddQé6 s r ec or d .
In two years, they were up to 6 million subscribers, and at its peak around/28\dMhad over

12 million subscribers worldwiden part due to player tools that let them customize the user

i nterface-otnksroogRnadddgur e



Figure7.9 Screenshots of World of Warcraft, showing the defitibrface (left) and with user

created adans (right). [Source: Mark Chen]

This popularity attracted a wave of new games research, much of it ethnographic in
nature €.g.Bainbridge, 2010Chen 2012 Nardi, 201J), as graduate students g&adulty wrote
about their own gaming practicessaw thaWoWwb s pr omi nence coul dnét
study. The fledgling journabames and Culturieatured a special issue WoW in 2006
(Krzywinska & Lowood, 2006), which included articles that looked at guild formation (Williams
et al., 2006)gave a prescient note about surveillance culture (Taylor, 2006b), and compared
textbased MUDs t&WoWas social activitiesGorneliussen & Rettberg, 2008lortensen, 2006).
Topics like these existed befdidoW but the game gained a large enough plagse o

permeate into popular cultuaeed academia alike

be



PostWoW

A s er WeVgk id flwere releaseduring the late 2000s and early 2010s, but none of them
attracedthe same magnitude of players nor significardlyktaway players fronwowW Some

hoped establishedhntellectual property (IPyvould sell their game®ungeons & Dragons Online
(2006),The Lord of the Rings Onlif@007),Age of Conarf2008),Warhammer Omhe (2008),
andStar Wars: The Old Republ{2011). Others, such &5ft (2011) andVildstar(2014),

featured novel gameplay that their creators thought would attract players.

When subscription numbers did moeet expectationgnany companies decidedtty out a new
funding model: offer the games for free but charge for vanity items like character customization
options, a higher chance of rare equipment drops, and access tg#mdrbank. Thiffreeto-

playo (f2p) model was already being useddilge multiplayer online games, such Ranescape
(2001) andMapleStory(2003), and by games in other genres, sucheasn Fortress 22007)
andLeague of Legend2009). It was notable, however, that mainstream commercial
MMORPGs were going this route. Fomse, likeDungeons & Dragons OnlinendStar Wars:

The Old Republidt proved beneficial, increasing active accoumts @venue from item sales

giving the games a new life.

ArenaNet, owned by NCSoft, publishefd.ineageandCity of Heroesintroduced a different
funding model than the others by letting players pay once for the danies\Wars(2005) and

Guild Wars 2(2012) Playerscan therplay for as long as they wanted without a monthly



subscription. Certain igame items and benefitsuld then be bought, but they were optional
andnot critical to success in the ganiater expansions to the gamddated the same

purchasing model (buy once, play indefinitely).

Asian MMORPGs

Thereis no doubt that games lilgQ andWoWexpanded thegpularity of MMORPGs. In

Asian countries, however, el MMORPGs with the most successradecally developedAn

early example isantasy Westward Journggeveloped by NetEage China in 2001 (see Figure
7.10). Loosely based othe famous Chinese taléqurney to the WesFantasy Westward
Journeygained a huge following in China. In 2007, it was reported to have hiillién
concurrent players, and in 2015 it touted 350 million registered (IdetBase, 2015)These
figures seem to dwarf even the most popular Western games, but it is bandparebecause
different companies report different metritdoWhad 12 million active users in 2012, oW
also charges a monthly fee, while most Asian games dohodib s t ot al number of
users is probably much higher if we include inactive accobntshermoremany Asian games
have longer lifegans, often over ten years, wher@ésstern onethatwere not immediately

successful shut down within a few years



Figure7.10: Fantasy Westward Journey, an early and lasting success in China [source:

MMOs.com]

Most games that do well in Asia owe their numbers to the sheer market size of China. These
games tend to bleom East Asiarcompanies andravitatetowardsthreethemesWesternstyle

fantasy(i.e., themes found in Tolkien @&D), wuxiagames and A c Regardlessy a me s .
Asian MMORPGs are associated withutine, repetitive tasks (which players tend to love or

hate) andnangainspired character designs.






