
Ökonomie



Computerspiel-Ökonomie
http://www.jorisdormans.nl/machinations/



Elemente von Spielökonomien

Ressourcen (Punkte, Gold, Zeit, Schaden pro Sekunde etc.)

http://www.gamasutra.com/view/feature/176033/the_designers_notebook_.php?print=1

Quelle Senke Konversion Tausch

Ökonomische Funktionen

Speicher



Eigenschaften

Unendlich | Endlich 

Deterministisch | Probabilistisch 

Automatisch | Interaktiv | Startend | Passiv 

Produktions- | Verbrauchs-Rate 

Monovalent | Polyvalent

http://www.gamasutra.com/view/feature/176033/the_designers_notebook_.php?print=1



Ressourcen



Game Objects
Power Ups 

Sterne 

Münzen 

Diamanten 

Leben / Mana

s. VL Ludition



Währungen

http://neverwinter.gamepedia.com/Currencyhttp://bothgunsblazingblog.wordpress.com/2013/10/28/game-
economies-and-currency-flows/

http://neverwinter.gamepedia.com/Currency
http://bothgunsblazingblog.wordpress.com/2013/10/28/game-economies-and-currency-flows/
http://bothgunsblazingblog.wordpress.com/2013/10/28/game-economies-and-currency-flows/


Score

Temple Run Call of Duty



High Score / Hall of Fame

Sabre Wulf Clash of Clans



Speicher
Materiell | Immateriell



Quelle
„If a resource or entity can come into the game world having not been 
there before, the mechanic by which it arrives is called a source.“ 
Adams: Fundamentals of Game Design



Quelle: Punkte, Gegner

Deterministische Quelle: Mr. Do Pac-Man Space Invaders



Spawn

Minecraft



Produktion

StarCraft 2 Farming: World of Warcraft

„Alterac Mountains in Hillsbrad Foothills is simply the best place 
to mine Tin Ore. The place is marked with red on the map. If you 
run out of Veins, just do a lap around the mountains until they 
respawn.“



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/Theorycraft

http://www.diablo-3.net/wp-content/uploads/2015/01/diablo3-legendary-dropraten-
blutsplitter-preise-spreadsheet-tabelle_news.jpg

Probabilistische Quelle (Drop Rate)

http://www.wowwiki.com/Theorycraft


Senke
„A drain is a mechanic that determines the consumption of resources.“ 
Adams: Fundamentals of Game Design



Senken

Raumschiffschlachten: 
Eve Online

Luft und Leben: 
Super Mario Galaxy

Verfall: 
Sim City



Spiel-Ökonomie

Eve Online, Quarterly Economic Newsletter Q4, 2010



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.

https://www.wikiwand.com/en/Mudflation

https://www.wikiwand.com/en/Gold_sink

https://www.wikiwand.com/en/Mudflation
https://www.wikiwand.com/en/Gold_sink


Konversion

Konversion

„A converter is a mechanic—and usually an entity, too—that 
turns one or more resources into another type of resource.“ 
Adams: Fundamentals of Game Design



Wechsel

Halo: Combat Evolved: 
Munition bringt Kills

Minecraft: Essen bringt Lebenspunkte



Crafting



Pseudo-Tausch



Tausch
„A trader mechanic governs trades of goods, 
generally between the player and the game.“ 
Adams: Fundamentals of Game Design



Kauf



Marktplätze

WoW Auction House Eve Online



Gleichgewicht

League of Legends: Minions Mario Kart : Power-Ups und Spielposition



Hybride Ökonomie

Aufmerksamkeit: Knightmare TowerGeld: Clash of Clans



Pay to Play

Figuren: Donkey Kong Leben: Gauntlet Fortschritt: Don Pachi



Zeit als Ressource

Wartezeit: Clash of ClansSpielzeit: WoW



Wechselkurse

Eve Online



Probabilistischer Hybrid-Handel 

Loot Box

Booster Pack



Monetarisierungsmodelle für MMOs
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


Real Money Traders 
aka Chinese Gold Farmer

http://www.ige.com/

http://iskmarket.com/en

http://www.ige.com/

