Mark (Chen

If- - T } J O D r-’ e Un.ivers@y of” \Vasbigg’fon
s 4 J }) . 5] f]):f / D...zarkdaggePcben.‘n.e'l‘

QX})@E'T World of” Warcrarl })lgyers Pellearnigg and a(ﬁa})h@ experﬁse in new conlexis

There are many ways to play the massively multiplayer online game (MMOG) Given how varied the fights are in WoW, all expert players are “adaptive” (Hatano & Inagaki, 19806)
World of Warcraft (WoW), but generally it can be seen as a game in two phases: . 1
1. exploring the game world and “leveling-up”—advancing the abilities of one's to some degree, but, for raiding, some players are able to adapt faster than others.
character or avatar, and | o How is the definition of expertise different between these two phases, and
2. joining a raid group of up to 40 players to kill all the monsters in "high-end" or . . . L.
"end-game" dungeons for the treasures they guard. how do players gain access and then engage in the new practice of raiding?

Method: Online games ethnography Setting: Role-play server in the online game World of Warcraft Participants: Two Horde-aligned raid groups (n=59)
Research referenced: Games ethnography (Chen, pending, Steinkuehler, 2004), distributed cognition (Hutchins, 1995), situated learning (Lave & Wenger, 1991),

DEsion QUEStiong

(partial list) adaptive expertise (Hatano & Inagaki, 19806), social dimensions of expertise (Bell, et. al., 2006), cognitive load theory (Sweller, 1988)

TAB @ O loss A & Expertise while leveling-up is defined by a player’s ability to Kill monsters
% ' efficiently. This necessitates knowledge of the multitude actions available to
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a particular character type or class and the underlying math behind those
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actions. In other words, to be considered an expert, a player must be able
to recognize, understand, and exploit the “game mechanics.”
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Chat window featuring multiple chat channels
for general, trade, guild, raid, and local talk
All of a character’s attributes are quantified. %

For a Rogue, damage per second (DPS) ..
Is the most Important stat. Other attributes
are valued for how much they effect DPS.
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‘Now I hope no one's getting frustrated.
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f

INA

repair and do it again. Once you finally
The old method of doing as much damage to monsters as possible no longer

get it down you can farm them for loots. Map of Molten Core,
/ :D_‘/ works because raid monsters hit back much harder than previous types of It can take a while to master these E hdathrghperid dungteo: o 8OCIAL CAPITAL A8 GATEWAY 10 RAIOING
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c ) ’ . Only after months of trying, did the
and survive, so their role is to maintain the monsters’ aggravation (“aggro”) \. \\ / y Ving. _ _
-~ Meanwhile healer classes need to continually replenish the tanks’ health while Example of alignment work needed for new raid norms rald finally succeedin a fotal clear contingent on a player’s reputation as an
] : : expert of WoW's underlying mechanics and
other classes deal as much damage as possible to the monsters without The actual skills and abilities an individual player uses are reassessed for how
: - S rules. Itis also necessary, however, to have
drawing aggro. The ability to manage aggro becomes the new definition well they complement other players' resources. Thus, once-expert : :
S : ’ proven oneself as someone who is sociable
of individual expertise. players become novices or "noobs" to relearn expert or
" . and trustworthy enough to work on a team.
leet gameplay, yet they are not true novices because they already have : .
O ke th 1 1 : h hi : 1 he rai _ _ Not all players have enough of this social
Like the naval vessel and its crew that Hutchins writes about (1995), the raid a good understanding of the game mechanics. Rather, they are leet noobs : : -
: 1 : capital to gain access to regular raiding
as a whole succeeds when simultaneous specialized actions are performed who must realign and adapt their expertise for new social structures and uns
S by players who may only be knowledgeable of their individual roles. Thus to norms that emerge above the underlying game through joint venture. Sroups.
succeed, raid members have to trust each other and be confident in each / N\
: il : : “So, realize that World of Warcraft is NOT
others’ expertise and their ability to stay coordinated throughout a fight. et ’
. & rrTrOT— 5 !/ __ a single-player game. The things that make
N someone a good player in a single-player

“Ultimately each of us can only control our own character;
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game do not hold the same value here...

D

so the most important job we each have to do is make sure The first thought most players have is that

oom we are doing our part both effectively and efficiently... foibea good playerand work well with a
e [S]Imoothly executing a Kill on a boss that used to kick our _
o L _ party is to know your class... choose a
\ta” Is very gratifying, I think. ;) Y, good talent build and know which abilities
N to use... that makes you a good player.

To do this simultaneous role-taking, each role type uses a specialized chat I'd argue that it is only a part of what

channel. General raid talk may be going on even while discrete makes you a good player... because a

specialized talk is used to focus on role-specific strategies. The talk MMOG is a social game. You have to deal
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includes questions and answers, conjectures on different strategies, etc. e : _ with other people who may or may not be

as adept as you. They have different

—~J Most of this talk is done during planning before an encounter followed by
[ assessment and reflection time after the encounter. For example, when one personalities, goals, motivations...
L of the raid groups in the study was first learning how to defeat Ragnaros, Sometimes they are having a really great
% the boss detailed in the screenshots on this poster, pre-planning took as _ day, sometimes a really bad day... In an RP
P much as an hour. This does not include the time it took for raid members to — [2039]] server, there is an implicit understanding
read online strategy guides and discuss strategies in online forums. By AR CARREY that even more emphasis will be placed
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contrast, the fight itself was under 10 minutes long. - W7 ENE S e % \0” the social nature of our game. y
Victory! Ragnaros down! 4
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