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The roots

Physical RPGs

- Character sheets
- Game master
- Manual rule enforcement

Multi User Dungeons (MUDs)

- Text-only
- Computer handles GM role
- Automatic rule enforcement

MUD1 (1978)

Chainmail (1971)



DikuMUD (1990) Ultima Online (1997)
(Still online!)



The golden age of MMORPGs

The popularity of MMORPGs exploded in 
the early 2000s

Everquest (1999)Dark Age of Camelot (2001)Runescape (2001)Maplestory (2003)EVE Online (2003)Everquest II (2004)World of Warcraft (2004)





MMORPG traits:

- Long play sessions
- Fantasy or sci-fi setting 

most common
- An abundance of NPCs



How do MMORPGs operate?

- Huge, multi-layered worlds
- Players are distributed across 

many servers
- Often subscription-based



What do you do in an MMORPG?

● Theme-parks
● Player vs Environment (PvE)
● Player vs Player (PvP)



PvE activities

Quests Puzzles Raids



PvP activities



What’s the point of all this?

- Activities usually reward players with loot
- Loot is sold or used to progress
- Routine, parallels to real life

Sick new sword



The social factor

- MMORPGs create a sense 
of community

- Cooperative challenges
- Customizable characters
- Guilds/Clans
- Area of study
- Social norms differ



Life outside the MMORPG

- Gaming culture
- Players create content
- MMORPGs: a cultural product



The black markets


