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MUD (1978)
s. E04 



Neverwinter Nights (1991)

AOL

s. E07 



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


World of Warcraft
2004







http://eu.battle.net/wow/en/blog/12346804/world-of-warcraft-azeroth-by-the-numbers-31-03-2014

http://eu.battle.net/wow/en/blog/12346804/world-of-warcraft-azeroth-by-the-numbers-31-03-2014




MMORPGs in der Forschung
Shang Hwa HsuCorresponding author contact information, E-mail the 
corresponding author, 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


Folklore: Corrupted Blood Incident

13. September 2005



Online-Sucht



Killerspiele



MMORPGs in den Medien

http://www.youtube.com/watch?v=N6Ip-IJ9CWw

http://www.youtube.com/watch?v=N6Ip-IJ9CWw


Berichterstattung

»Brutal, unmenschlich, grün. So ziehen 
diese Kämpfer in Horden durch die Welt 
von World of Warcraft – und töten alles, 
was sich bewegt.«

http://www.gamestar.de/spiele/world-of-warcraft/artikel/bild_zeitung,33592,1947277.html



Make Love not Warcraft

Rezeptionsfolgen http://vimeo.com/89858791

Cosplay



Power Player



BenX

Nic Balthazar, 2007
Archlord



Eve Online
ab 2003



Dust 514



Valkyrie



EVE Online  TV Show



Architektur

Client-Server 

Sharding: Server-Instanzen 

Bandbreite 

Latency 

Graphics



MMORPG-Merkmale
Game Master (Server Admin) 

Soziale Strukturen (Gilden, Clans, Raids) 

PvE (Quests, Instanzen) 

PvP (Duelle, Arena, Battlegrounds, War) 

Interaktion (Chat, Channels, BB) 

Persistenz 

Mini-Games (RuneScape) 

Quests

Gilden

Real-Time



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

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


Dispositive Struktur
Joe Ludwig (2008) Analysis: Why Aren't There 
More Console MMOs? 

Platform Holders Demand a Share 

Certification 

No Keyboard 

Long Development Times 

Consoles Have a Smaller Installed Base 

Duo Play 

!
http://www.gamasutra.com/php-bin/news_index.php?story=18768

http://www.techeblog.com/index.php/tech-gadget/world-of-warcraft-
player-controls-36-characters-simultaneously

http://www.gamasutra.com/php-bin/news_index.php?story=18768
http://www.techeblog.com/index.php/tech-gadget/world-of-warcraft-player-controls-36-characters-simultaneously


Geschäftsmodelle
Abonnement (WoW) 

Abo mit Ingame Wechselkurs 
(Eve Online, Wildstar) 

Free-to-Play nach Client-Kauf 
(Everquest, Guild Wars) 

Free-to-Play, Micro-Payment 
(Maple Story, Neverwinter) 

Freemium (Premium Content) 
(Neverwinter)

https://games.arcgames.com/en/prod/neverwinter/game-pack/detail/261

https://games.arcgames.com/en/prod/neverwinter/game-pack/detail/261


Spielkulturen

Convention 

Cosplay 

Machinima 

Subversive Gaming 

Metagaming

Cosplayer



Theorycraft

»Theorycraft is the attempt to 
mathematically analyze 
game mechanics in order to 
gain a better understanding 
of the inner workings of the 
game.«

http://www.wowwiki.com/Theorycrafthttp://wow.gamona.de/archiv/theorycraft/ruestungsreduktion/

http://world-of-theorycraft.tumblr.com/

http://www.wowwiki.com/Theorycraft
http://wow.gamona.de/archiv/theorycraft/ruestungsreduktion/
http://world-of-theorycraft.tumblr.com


Das Ende eines MMORPG

Digital apocalypse: living through the death of virtual worlds 
http://www.theverge.com/2012/12/20/3776210/electric-funeral-death-of-mmo 

http://www.pcgamer.com/2011/12/16/the-end-of-star-wars-galaxies/
Inside the final hours of Star Wars: Galaxies

http://mmohuts.com/editorials/mmo-graveyard

Glitch’s Graceful Exit 
http://www.pcworld.com/article/2019337/this-is-how-
you-shut-down-your-mmos-servers-for-good-glitchs-
graceful-exit.html

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

http://www.collisiondetection.net/mt/archives/2005/12/
_wired_news_jus.php?disqus_reply=7494258#comment-7494258

https://www.youtube.com/watch?v=x-adBTVgbVY

Glitch

http://www.theverge.com/2012/12/20/3776210/electric-funeral-death-of-mmo
http://www.pcgamer.com/2011/12/16/the-end-of-star-wars-galaxies/
http://mmohuts.com/editorials/mmo-graveyard
http://www.pcworld.com/article/2019337/this-is-how-you-shut-down-your-mmos-servers-for-good-glitchs-graceful-exit.html
http://www.collisiondetection.net/mt/archives/2009/03/teleportation_t.php
http://www.collisiondetection.net/mt/archives/2005/12/_wired_news_jus.php?disqus_reply=7494258#comment-7494258


MMORPGs in China



Konsolen-Verbot
»Feedback regarding the launch of special operation on video game arcades« (Konsolen-Verbot, 2000)

http://www.engadget.com/2013/01/30/china-console-ban/

"Consoles have been banned in China since the year 2000," Lisa Hanson from market researcher Niko 
Partners tells Kotaku. "The government thought that was the best way to protect Chinese youth from 
wasting their minds on video games, after a parental outcry." The following year, online gaming 
exploded, and the market size hit $100 million. So the ban, Hanson says, "didn't stop the 'problem'."

http://www.joystiq.com/2013/01/30/more-on-chinas-
console-ban-and-why-its-not-exactly-a-ban/

http://www.engadget.com/2013/01/30/china-console-ban/
http://www.joystiq.com/2013/01/30/more-on-chinas-console-ban-and-why-its-not-exactly-a-ban/


Perfect World
Perfect World 2006



NetEase: Fantasy Westward Journey NetEase: Fantasy Westward Journey

Nationale Narrative



Dragon Oath

ChangYou.com, 2007



WoW in China



Online-Spiele in Südkorea
In South Korea, Japanese-made consoles were never banned, but import duties on them 
made the consoles prohibitively expensive during a critical period of the 1990s. Just as 
significant, perhaps, were the early wiring of South Korea for high-speed Internet, which 
encouraged multiplayer gaming, and that country’s high urban population density, 
which made finding like-minded gamers at suitable skill levels easier.

http://www.pcworld.com/article/2036844/why-gamers-in-asia-are-the-worlds-best-esport-athletes.html

http://www.pcworld.com/article/2036844/why-gamers-in-asia-are-the-worlds-best-esport-athletes.html


Rollenspiele aus Südkorea

Sonnori: Astonishia Story (1994) 

Gravity: Ragnarok Online (2002) 

Nexon: Nexus: The Kingdom of the Winds (1996), 
MapleStory (2002), Sudden Attack 

NCSoft: Lineage, Lineage II, AION, GuildWars (2005), 
Guild Wars II (2012), Blade & Soul 

Neople: Cyphers (2011)  



PC Bang



Maplestory

http://www.maplestory.com/global_eu.html

http://www.maplestory.com/global_eu.html


AION: The Tower of Eternity



  Blade & Soul



Spiel-Ökonomie

Eve Online, Quarterly Economic Newsletter Q4, 2010



Marktplätze

WoW Auction House Eve Online



Währungen

http://neverwinter.gamepedia.com/Currency

http://neverwinter.gamepedia.com/Currency


Real Money Traders 
aka Chinese Gold Farmer

http://www.ige.com/

http://www.ige.com/


https://www.youtube.com/watch?v=q3cmCKjPLR8&list=PLE22AD078941FB287&index=1 https://www.youtube.com/watch?v=Tt08MtzRhrg

https://www.youtube.com/watch?v=q3cmCKjPLR8&list=PLE22AD078941FB287&index=1
https://www.youtube.com/watch?v=Tt08MtzRhrg


MUDFlation and Gold Sinks
Buying upgrades from the game. 

Buying food, potions and supplies from the game that will be consumed during play, or any other 
consumable item. 

Buying services from the game such as healing, item repair, transportation throughout the game world, or 
storage space (or storage time) for current or extra items. 

Item degradation: items may have a small chance to degrade or break when used, repairing or 
replacement cost time and/or money, this is a bit harder then just the repairing of items. 

Selling items to NPC “pawnbrokers” who resell them to other players at a substantial markup, this can be 
seen most as the following example: You buy something of a NPC and then you don’t need it and you will 
not get the full price back again even if you just bought it 2 seconds ago. Then you sell it for like half price, 
if you need the item once agin you just have to buy it for 100% again. So you will always end up losing 
money this way. 

Another good example of a gold sink from a game is Dungeons and Dragons Online, players can mail 
items to other characters, have curses removed, or gamble with NPCs, all for an appropriate fee.


