
Virtuelle Eschatologie

Über das Abschalten von Online-Gemeinschaften

Prof. Dr. Jochen Koubek | jochen.koubek@uni-bayreuth.de

mailto:jochen.koubek@uni-bayreuth.de


MMOs

Menschen

Zeiten

Räume
Massively Multiplayer Online Games



PLATO (ab 1972)



Dungeons & Dragons

Gygax; Arneson, 1974



PLATO IV
ab 1972

dnd, 1974
Spasim, 1974

Moria, 1975

oubliette 1975 pedit5 1975
avatar 1979



Colossal Cave Adventure 
(ADVENT) 1975

Will Crowther 
Don Woods 
1975 / 1976

http://www.rickadams.org/adventure/

http://www.rickadams.org/adventure/


Nachfolger

Zork, Infocom: Tim Anderson, 
Marc Blank, Bruce Daniels, Dave 
Lebling, 1977



MUD1

Roy Trubshaw 
Richard Bartle

Multi User Dungeon

1978

telnet://british-legends.com:27750



MUD (1978)



Shared World – Myra

ab 1982

»Das Projekt MYRA hat zum Ziel, eine eigene Welt der 
Fantasy namens Myra mit beliebig vielen Menschen über 
beliebig viele Jahre hinweg in allen Aspekten zu entwickeln, 
zu simulieren und zu beschreiben. Rollenspielabenteuer in 
Myra gehören ebenso dazu wie gesellige Treffen in 
Gewandung, das Brettspiel "Wabenwelt" oder 
Geschichtenprojekte. Ein Teil dieses Projektes ist die Simulation 
der Zeitgeschichte im Rahmen des Spiels "Welt der Waben". 
Zur Förderung dieses Projektes gibt es den gemeinnützigen 
Verein der Freunde Myras VFM eV.« 
— (Aus: Wolfgang G. Wettach (Hrsg.): Welt der Waben-
Spielregel, Kapitel 0. "Das Projekt und das Spiel", September 
1995)

http://myra.wikia.com/wiki/Hauptseite

http://myra.wikia.com/wiki/Hauptseite


Play by Mail

http://www.spiegel.de/netzwelt/games/fantasy-spiele-per-post-als-der-brieftraeger-die-monster-brachte-a-673830.html

Welt der Götter 1985

http://www.spiegel.de/netzwelt/games/fantasy-spiele-per-post-als-der-brieftraeger-die-monster-brachte-a-673830.html


Play by Telephone
Fantasy Interactive Scenarios by Telephone, 1988 

http://en.wikipedia.org/wiki/Fantasy_Interactive_Scenarios_by_Telephone

http://en.wikipedia.org/wiki/Fantasy_Interactive_Scenarios_by_Telephone


Neverwinter Nights (1991)

SSI, AOL



1997



Everquest (1999)



Asheron‘s Call
»the most notable feature is the continuous 
world of Dereth, an area spanning 525 
continuous square miles. This is a departure 
from the "zones" found in EverQuest and Ultima 
Online. Zones split the game up into many 
different areas. To enter a different area means 
a somewhat lengthy pause in your game and a 
feeling of separation from friends and 
guildmates.« 

http://www.allgame.com/game.php?id=14557

1999

http://www.allgame.com/game.php?id=14557


MMO-Genres
http://www.edge-online.com/news/daily-links-august-11/

http://www.edge-online.com/news/daily-links-august-11/


MMORPGs in der Forschung
Ming-Hui Wen, Muh-Cherng Wu (2009): Exploring user experiences as 
predictors of MMORPG addiction 

Marios Assiotis, Velin Tzanov (2006): A distributed architecture for 
MMORPG 

Wu-chang Feng, David Brandt, Debanjan Saha (2007): A long-term study of 
a popular MMORPG 

Mirko Suznjevic, Maja Matijasevic (2010): Why MMORPG players do what 
they do: relating motivations to action categories 

Chee Siang Anga & Panayiotis Zaphiris (2009): SOCIAL ROLES OF PLAYERS 
IN MMORPG GUILDS. A social network analytic perspective 

Magdalena Plöger-Werner (2012): Wie Onlinerollenspiele süchtig machen – 
am Beispiel von World of Warcraft und Metin2 

G. Wadley, J. Sobell (2007): Using a simple MMORPG to teach multi-user, 
client-server database development

http://scholar.google.de/scholar?start=0&q=mmorpg&hl=de&as_sdt=0,5

http://scholar.google.de/scholar?start=0&q=mmorpg&hl=de&as_sdt=0,5




MMO Shutdown

2002-2005 2002-2008 2007-2009 2004-2012 2011-2012

„The problem with MMOs is that they take a lot of 
time to play, so most people cannot play more 
than one. There is a very natural limit to the size of 
the market. People will keep launching these 
games in hopes of capturing some of that slice, 
but most of them are going to fail.“ 

Jesper Juul

http://www.theverge.com/2012/12/20/3776210/electric-funeral-death-of-mmo

2003-2011

http://www.tentonhammer.com/features/the-mmo-graveyard



Closing Asheron's Call 2

Dear AC2 subscribers,  

In spite of our hard work and the launch of Legions, AC2 has 
reached the point where it no longer makes sense to continue 
the service. We will be officially closing the Asheron's Call 2 
service on 12/30/05. Until then, we plan to run live events, but we 
will not be adding any content or features.  

We deeply appreciate the many dedicated fans of AC2 who 
have stood by us over the years. You have our sincerest 
gratitude.  

Best regards,  

Jeffrey Anderson 
CEO, Turbine
https://web.archive.org/web/20051124204118/http://ac2.turbine.com/index.php?page_id=384



Posted in Update by Electronic Arts on the April 
29th, 2008

It is with mixed emotions that today we are 
announcing the EA-Land experiment will soon 
draw to a close. Since 2002, EA-Land / TSO has 
attracted a very special group of players (of which 
you are one) and we certainly appreciate your 
participation in the EA-Land community. The 
lifetime of the game has drawn to an end, and now 
we will be focusing on new ideas and other 
innovative concepts in the games arena. We’d like 
to thank everyone who has taken part in this online 
community as a unique experience in the virtual 
world.
https://web.archive.org/web/20080505195324/http://www.ea-land.com/blog/?p=1156



Eschatology
as a design challenge.

„We have gotten word from AFS High Command that 
the Bane are preparing for an all out attack against 
the Allied Free Sentients in Tabula Rasa. This will be 
the single largest troop movement that the 
battlefields have seen to date. This is why all soldiers 
are being asked to fortify all AFS bases in 
preparation of an attack on Saturday at 8 PM GMT for 
the Centarus (EU) server and again at 8 PM CST for 
the Hydra server. 
The attacks are expected to last until midnight GMT 
and midnight CST. If we are unsuccessful with our 
defense, and should we be overrun, then we will 
make sure that their victory will cost them everything! 
The Penumbra Division has been ordered to ready 
the last resort weapon and only fire it should we still 
be under attack at midnight. If we're going down, 
we're taking them, and the server, with us!“

http://www.collisiondetection.net/mt/archives/2009/03/teleportation_t.php

http://www.gamesetwatch.com/2009/03/analysis_tabula_rasas_final_mo.php
Tabula Rasa, 2007-2009



Star Wars Galaxis Dear Star Wars Galaxies™ Community Member, 

We write to you today to inform you that on December 15, 2011, Sony 
Online Entertainment (SOE) and LucasArts will end all services (MMO and 
Trading Card Game) for Star Wars Galaxies (SWG). The shutdown of SWG is 
a very difficult decision, but SOE and LucasArts have mutually agreed that the 
end of 2011 is the appropriate time to end the game.  

We are extremely grateful to all of the SWG fans. We have had the rare 
opportunity to host one of the most dedicated and passionate online gaming 
communities and we truly appreciate the support we've received from each 
and every one of you over the course of the past eight years.  

In recognition of your incredible loyalty, we are extending special Fan 
Appreciation offers to the current SWG community. We also plan to go out 
with a bang with a galaxy-ending in-game event in December and hope to 
see you all there. The details relating to these offers and events as well as the 
timeline and specifics regarding the discontinuation of the service, are 
provided below.  

Again, we want to extend our heartfelt thanks to our player community for 
making SWG one of the best online communities in gaming history.  

Sincerely, 

Sony Online Entertainment & LucasArts

https://web.archive.org/web/20111124020123/http://starwarsgalaxies.station.sony.com/playerinfo/

(2003-2006)



City of Heroes Farewell, from all of us at Paragon Studios 
This morning we announced that Paragon Studios will be taking to the 
skies of City of Heroes for the last time. 

[…] 

To our Community, 

Thank you. Thank you for your years of support. You've been with us every 
step of the way, sharing in our challenges, encouraging us to make City of 
Heroes better, more than everyone else thought it could be. We couldn't 
have come this far without you. I implore you all, focus on the good things 
of CoH and Paragon Studios. Don't dwell on the "how" or the "why", but 
rather join us in celebrating the legacy of an amazing partnership between 
the players and the development team. 

Thank you, and I'll see you in the skies, one last time. 

Andy Belford 

Community Manager 

Paragon Studios. 

https://web.archive.org/web/20120902013500/http://na.cityofheroes.com/en/news/news_archive/thank_you.php

(2004-2012)



Glitch  
(2011-2012)

This is a horrible day. This is a horrible thing to have to say: 
Glitch is closing. The live game/world will be closed on 
December 9th at 8pm Pacific time 
[…] 
Unfortunately, Glitch has not attracted an audience large 
enough to sustain itself and based on a long period of 
experimentation and our best estimates, it seems unlikely 
that it ever would. 
[…] 
For many of us at Tiny Speck, the creation of something like 
Glitch was a long-held dream. There's no better word than 
"heartbreaking" to describe what it feels like to have to do 
this. And we know that for many of you who poured your 
creativity, energy and imagination into Glitch and the 
community, it will be heartbreaking as well. We are sorry to 
have let you down. 

We are grateful to have had the opportunity to play with you. 
The game was absolutely preposterous. And yet, we kind of 
liked it. 

http://www.glitchthegame.com/closing/

http://www.glitchthegame.com/closing/


Reaktionen



Fanproteste

Sherlock Holmes: Revival nach Fanprotesten

„Many have traced the emergence of an organized 
media fan culture to late 1960s efforts to pressure NBC 
into returning Star Trek to the air, a movement which 
has provided a model for more recent attempts to 
reverse network decisions“. 

Jenkins, Henry: Textual Poachers. Television Fans & 
Participatory Culture. London/ New York: Routledge, 
1992, S. 28



Aktion: Moonlight
“We are pleased to announce a joint effort between 
Moonlight-Detective.com, MoonlightLine.com and 
MoonlightFans.com in the creation of Operation: Renew 
Moonlight. The goal of this campaign is to let CBS know 
that the fans of Moonlight want a second season of our 
show. In short: we are encouraging fans to send cloves of 
garlic, along with a note saying they want a second 
season, to CBS Entertainment President Nina Tassler. The 
campaign begins April 1 and runs through April 30. For full 
details, campaign form, and graphics for the campaign, 
visit Moonlight-United.com.” 
 http://moonlight-tv.livejournal.com/177136.html  
(Stand: 19.03.2013)Alex O‘Loughlin und Fan 

beim Blutspenden.

http://www.moonlight-united.com/%22%20%5Ct%20%22_blank
http://moonlight-tv.livejournal.com/177136.html


Petition: Star Wars Galaxies

http://www.ipetitions.com/petition/saveswg/

http://www.gamesradar.com/star-wars-galaxies-fans-strike-back/

„We, the undersigned, hereby petition 
Sony Online Entertainment and 
Lucasarts to review their plans for 
permanent closure of Star Wars 
Galaxies, and to come to a functional 
solution that can benefit Sony Online 
Entertainment, Lucasarts, and 
thousands of loyal subscribers and 
Star Wars fans around the world.“



Protest: City of Heroes
https://twitter.com/savecoh http://www.savecoh.com/

https://www.youtube.com/watch?v=pC3tseY-ic0

http://realworldhero.com/



Trauer: Glitch
http://www.glitchthegame.com/forum/general/29229/



Party: Star Wars Galaxy
https://www.youtube.com/watch?v=HUB-XjhHfgY



Trauerfeier



Emotionale Reaktion
It's like the end of a play when the actors keep coming on for a final bow. No 
one quite wants to end that experience. It's a blissful little moment of shared 
community and happiness. It's very hard to drop the curtain for the final time. 

[…] 

The players, realizing they couldn't do anything, decided it was like hearing 
the diagnosis of terminal illness for a friend. 

[…] 

It's that 'You can't go home again' feeling, like when a playground is replaced 
by a 7-Eleven. 

[…] 

Imagine you have a favorite childhood toy, something that was very important 
to you growing up. Imagine that you find out that it's been thrown away or 
burned in a fire. It hits you, or it hit me in a deep emotional place
http://www.theverge.com/2012/12/20/3776210/electric-funeral-death-of-mmo



Virtual Communities
„In a virtual world, you have the ability to make these relationships real. 
You're engaging physically with a projection. You are interacting with 
other people, even though you might not know specifically who they are. 
These experiences are very real. The loss of one of these worlds is like 
the loss of anything you do with a bunch of other people. 
It’s reaffirming of the human condition that we can connect, engage, 
enjoy, and feel sad to lose that [bonding]. It's great evidence that we can 
have these kinds of connections across all these kinds of media“ 

Pamela Brown Rutledge



Solastalgia
Solastalgia is a new concept developed to give greater meaning and clarity to 
environmentally induced distress. As opposed to nostalgia — the melancholia or 
homesickness experienced by individuals when separated from a loved home —
solastalgia is the distress that is produced by environmental change impacting 
on people while they are directly connected to their home environment. 

Glenn Albrecht 

https://www.researchgate.net/publication/5820433_Solastalgia_the_distress_caused_by_environmental_change

https://www.researchgate.net/publication/5820433_Solastalgia_the_distress_caused_by_environmental_change


Emigration
„after talking to several longtime players of Asheron’s 
Call 2, I’ve realized the end of a game world is less 
cataclysmic — and more subtle. The players aren’t 
dying in real life; they’re just being forced to disband. 
Their emotional state is thus more like the grief of an 
indigenous tribe that is being driven off its land by a 
megacorporation and is losing its way of life. It’s kind of 
like the villagers at the end of Fiddler on the Roof, 
forced by the czar to abandon their homes and scatter 
to the four winds.“ 

Clive Thompson



Immigration
„Now as the final days click down, the last 
denizens of Asheron’s Call 2 are wrestling 
with a question that historically faces all 
displaced peoples: Where next? Thorn says 
many in his guild have emigrated to World of 
Warcraft, a game that is now so hugely 
popular — and so overcrowded, with 
migrants fleeing to other games — that it has 
become a virtual version of 19th-century 
America: A hallowed land of opportunity, 
where everyone can have fresh start.“ 

Clive Thompson

World of Warcraft



Erinnerungsalbum

http://web.archive.org/web/20120109005701/http://starwarsgalaxies.station.sony.com/
index.vm?id=66935&resource=features

Star Wars Galaxies Memory Book



Erinnerungskultur
https://www.indiegogo.com/projects/the-art-of-glitch--9#/story
https://www.indiegogo.com/projects/the-glitch-soundtrack?locale=de#/story



http://www.cnet.com/news/tiny-speck-releases-entire-glitch-art-archives-into-public-domain/



Klonen

http://wp.elevengiants.com/?p=372

It’s been exactly 2 years to the day since we thought we all 
lost the world of Ur forever.  It most certainly was a sad day 
for me, and I’m sure I can say the same for the rest of the 
team (those that played at least).  Little did we know at the 
time that just under a year later, we’d be given the 
opportunity to bring it back…and that exactly a year later, 
we would be able to walk around in Ur, even though it was 
only on a single street.  It’s been a year of hard, but fun 
work, and while we’ve got a long ways to go, significant 
progress has been made. 

Welcome Home



Emulation

http://www.cyber1.org/ – Plato-System

http://www.cyber1.org/


Diasporen
Freeshards

http://www.gamesites200.com/ultimaonline/



Revival 
Fri, 03/08/2013 - 17:03 

AC2 Returns!
Asheron’s Call 2 is back! Existing AC1 
subscribers can participate in our AC2 Beta 
on the Dawnsong server. Learn more and 
download the beta client today!
https://www.asheronscall.com/en/content/ac2-returns



jochen.koubek@uni-bayreuth


