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Abstract  

Schism is an online, persistent-world multiplayer game in which a team of players band together to 

help build up their small town into a prosperous city. Players' actions in the game consist of both 

individual efforts and collaborative ones, and create compelling social experiences without 

requiring an extensive time commitment. 
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Introduction  

Currently the market of online, persistent-world multiplayer games is saturated by games that fall 

ÉÎÔÏ ÏÎÅ ÏÆ Ô×Ï ÃÁÔÅÇÏÒÉÅÓȢ 4ÈÅ ÆÉÒÓÔ ÉÓ ÔÈÅ ȰÈÁÒÄÃÏÒÅȱ ÍÁÓÓÉÖÅÌÙ ÍÕÌÔÉÐÌÁÙÅÒ ÏÎÌÉÎÅ ÒÏÌÅ-playing 

game that frequently demands a significant time investment in order for the player to become fully 

involved with the game experience. The sheer depth of these games gives their players an 

interactive social experience rarely found in other games: they spend many hours within the game 

collaboratively working to accomplish various game-related tasks and just as many outside of it, 

discussing game mechanics or encounters with other players. People from greatly disparate 

cultural spaces and social stations are able to feel instant kinship through their shared experiences 

in the virtual world . On the other hand, the required time commitment makes these games 

inaccessible to many potential players and the complexity of these game worlds will frequently 

alienate mÏÒÅ ÎÏÖÉÃÅ ÏÒ ȰÃÁÓÕÁÌȱ ÇÁÍÅÒÓȢ 

On the other end of the spectrum, there exists a plethora of asynchronous persistent-world games 

that target the working individual who cannot commit large blocks of time to playing games. These 

games generally revolve around a single mechanic that is repeated every day and are relatively 

uncomplicated, leaving them readily accessible to the masses. However, the lack of depth results in 

the simple fact that the players of these games have relatively little to be enthusiastic about when 

communicating about the game to others. In addition, though these games are delivered on a social 

networking platform, they fail to provide a meaningful social experience due to the fact that most of 

the implemented social mechanics are designed to promote viral marketing rather than to improve 

the quality of the game itself. As a result, these game experiences are generally too straightforward 

and fleeting to create a genuine community following. 

Schism is an exploration of the space that exists between these two extremes. The goal is to see if a 

game could be produced that combines some of the best aspects of these two genres while avoiding 

their pitfalls . 
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Motivation  

The Rise of Social Casual Games 

3ÉÎÃÅ ÔÈÅ ÉÎÃÅÐÔÉÏÎ ÏÆ ÔÈÅ ÔÅÒÍȟ ȰÃÁÓÕÁÌ ÇÁÍesȱ has garnered many different definitions and 

connotations. For the purposes of this paper, we will define the casual games paradigm as games 

ÔÈÁÔ ÁÒÅ ÒÅÌÁÔÉÖÅÌÙ ÓÉÍÐÌÅ ÔÏ ÐÉÃË ÕÐ ÁÎÄ ÐÕÔ ÄÏ×Î ÁÔ ÔÈÅ ÐÌÁÙÅÒȭÓ ÌÅÉÓÕÒÅȢ 4ÈÅÓÅ ÁÒÅ ÇÁÍÅÓ ÔÈÁÔ ÆÉÔ 

into the playerȭÓ ÌÉÆÅȟ ÒÁÔÈÅÒ ÔÈÁÎ ÔÈÅ ÐÌÁÙÅÒ ÂÅÉÎÇ ÆÏÒÃÅÄ ÔÏ ÁÄÊÕÓÔ ÔÈÅÉÒ ÓÃÈÅÄÕÌÅ ÔÏ ÓÕÉÔ ÔÈÅ ÇÁÍÅȢ )Î 

addition, the player should be able to get a sense of the entire game without committing excessive 

amounts of time and the game should be easy to understand by players who have never played 

other games like it.  

Social casual games build upon this concept of extremely accessible games by adding components 

ÏÆ ÓÏÃÉÁÌ ÎÅÔ×ÏÒËÉÎÇ ÔÏ ÅÎÈÁÎÃÅ Á ÇÁÍÅȭÓ ȰÓÔÉÃËÉÎÅÓÓȱȟ ÏÒ ÌÉËÅÌÉÈÏÏÄ ÔÏ ÏÂÔÁÉÎ ÁÎÄ ÒÅÔÁÉÎ ÐÌÁÙÅÒÓȢ "Ù 

delivering gÁÍÅÓ ÏÖÅÒ Á ÓÏÃÉÁÌ ÎÅÔ×ÏÒËÉÎÇ ÐÌÁÔÆÏÒÍȟ ÔÈÅÓÅ ÇÁÍÅÓ ÁÒÅ ÁÂÌÅ ÔÏ ÕÓÅ Á ÐÌÁÙÅÒȭÓ ÐÒÏÖÉÄÅÄ 

ÐÅÒÓÏÎÁÌ ÉÎÆÏÒÍÁÔÉÏÎ ÔÏ ÁÕÔÏÍÁÔÉÃÁÌÌÙ ÉÎÔÅÇÒÁÔÅ ÉÎÆÏÒÍÁÔÉÏÎ ÁÂÏÕÔ Á ÐÌÁÙÅÒȭÓ ÅØÉÓÔÉÎÇ ÓÏÃÉÁÌ ÇÒÏÕÐ 

into the game experience. Friend notifications allow players to quickly broadcast their latest in-

game successes and invite others to partake in a newly discovered game. Message boards allow 

friends to leave notes to one another within the game. Leader boards automatically track the 

ÐÒÏÇÒÅÓÓ ÏÆ ÁÌÌ Á ÐÌÁÙÅÒȭÓ ÆÒÉÅÎÄÓ ×ÈÏ ÁÒe also playing the game and gently challenges each player to 

take first place. Through these and other similarly simple social layers, these games have taken 

social networking spaces by storm with their explosive popularity.  
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Figure 1:  Daily Active User (number of users who logged in on a single day) count for  

various Zynga and Playfish games.  

 

The video game industry  has long attempted to tap into new audiences for their games and the 

recent financial success of developers such as Zynga and Playfish has revealed that games delivered 

through a social networking platform have great potential in terms of reaching new masses of 

players. Companies like Zynga have seen in excess of 65 million players logging in to play their 

games every day, considerably more than World of Warcraft at its peak. These numbers permit the 

games to boast the greatest accessibility of most others before them and demands greater 

investigation into what aspects of these games make them so easy to play in bite-sized chunks of 

time.  
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4ÈÅ -ÉÓÓÉÎÇ Ȱ3ÏÃÉÁÌȱ ÉÎ 3ÏÃÉÁÌ 'ÁÍÉÎÇ 

$ÅÓÐÉÔÅ ÔÈÅ ÃÁÔÅÇÏÒÉÚÁÔÉÏÎ ÏÆ ÐÏÐÕÌÁÒ &ÁÃÅÂÏÏË ÇÁÍÅÓ ÁÓ ȰÓÏÃÉÁÌ ÇÁÍÅÓȱȟ ÔÈÅ ÔÒÕÔÈ ÉÓ ÔÈÁÔ ÔÈÅ ÓÏÃÉÁÌ 

mechanics of these games are fairly shallow in terms of any memorable social engagement. 

Facebook friends are permitted limited interaction with each other in ways that attempt to emulate 

the feeling of community that Facebook users already enjoy, but these game experiences are rarely 

enhanced from these thin social layers. 

The asynchronous aspect of Facebook games has also lent itself to the proliferation  of other 

pseudo-social mechanics. In FarmVilleȟ Á ÐÌÁÙÅÒ ÉÓ ÁÂÌÅ ÔÏ ÖÉÓÉÔ Á ÆÒÉÅÎÄȭÓ ÆÁÒÍ ÁÎÄ ÓÅÅ ÈÏ× ÔÈÅÉÒ 

friend has laid out their crops and buildings, regardless of whether or not the hosting player is 

presently playing the game. The extent of the action that a visiting player may actually take on the 

farm is limited to simple observationȢ !Ó Á ÒÅÓÕÌÔȟ ÖÉÓÉÔÉÎÇ Á ÆÒÉÅÎÄȭÓ ÆÁÒÍ ÉÓ ÉÎ ÁÃÔÕÁÌÉÔÙ ÎÏÔ ÍÕÃÈ 

different than if the hosting player had taken a screenshot of their farm and simply shared it with 

everyone else. Being able to take these social actions becomes meaningless when the player may 

make them regardless of whether or not the reciprocating partner is actually there. 

Many Facebook games are completely deterministic . This means that the actions taken will result in 

almost completely predictable outcomes. For example, planting strawberry seeds in FarmVille 

means that the player can return in four hours and expect to earn exactly ten coins from the 

harvest, no more and no less. This deterministic behavior is a double-edged sword. On the one 

handȟ ÉÔ ÉÎÃÒÅÁÓÅÓ ÔÈÅ ÇÁÍÅȭÓ ÁÃÃÅÓÓÉÂÉÌÉÔÙ ÂÙ ÒÅÄÕÃÉÎÇ ÔÈÅ ÁÍÏÕÎÔ ÏÆ ÔÈÏÕÇÈÔ per decision made. 

Predictable outcomes means the player only needs to consider the ramifications of their actions 

once. This also becomes the downside as well, as play becomes unvaried and potentially dull, and 

ÔÈÅ ÌÁÃË ÏÆ ÁÎÙ ȰÓÕÒÐÒÉÓÅȱ ÆÁÃÔÏÒ ÍÅÁÎÓ that the emergent narrative from one play session to the 

next is always the same and therefore not worth recounting to others. 

Finally, Facebook games suffer from a lack of deliberate decision-making. The vast majority of 

exchanges that occur in Facebook games are passive and go only one wayȢ )Î :ÙÎÇÁȭÓ Mafia Wars, a 
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ÐÌÁÙÅÒ ÍÁÙ ÒÅÃÒÕÉÔ ÁÍÏÎÇ ÔÈÅÉÒ &ÁÃÅÂÏÏË ÆÒÉÅÎÄÓ ÆÏÒ ÐÏÔÅÎÔÉÁÌ ÐÌÁÙÅÒÓ ÔÏ ÊÏÉÎ ÔÈÅÉÒ ȰÍÏÂȱȢ Through 

ÔÈÅ ÐÅÒÓÏÎȭÓ ÔÁÃÉÔ ÉÎÉÔÉÁÌ ÁÇÒÅÅÍÅÎÔ ÔÏ ÊÏÉÎ ÔÈÅÉÒ ÆÒÉÅÎÄȭÓ ÍÏÂȟ the player may utilize their friends to 

defeat other players. Victory is generally decided by who has the greater number of teammates. The 

ÏÎÌÙ ÄÅÃÉÓÉÏÎ ÔÈÅ ÐÌÁÙÅÒȭÓ ÆÒÉÅÎÄÓ ÅÖÅÒ ÍÁËÅ ÉÓ ÓÉÍÐÌÙ ÔÈÅ ÏÎÅ ÁÔ ÔÈÅ ÂÅÇinning: whether or not to 

ÊÏÉÎ ÔÈÅ ÐÌÁÙÅÒȭÓ ÍÏÂȢ 4Ï ÆÕÒÔÈÅÒ ÔÈÉÓ ÅÎÄȟ as a method of monetization, players are able to purchase 

ȰÖÉÒÔÕÁÌ ÆÒÉÅÎÄÓȱ ÔÏ pad their mob numbers, meaning a player who has few friends but is willing to 

pay lots of money can achieve the same strength as a player who has a large number of friends. This 

ȰÆÅÁÔÕÒÅȱ ÆÕÒÔÈÅÒ ÃÅÍÅÎÔÓ ÔÈÅ ÉÍÐÒÅÓÓÉÏÎ ÏÆ Á ÐÌÁÙÅÒȭÓ ÍÏÂ ÂÅÉÎÇ ÎÏÔÈÉÎÇ ÍÏÒÅ ÔÈÁÎ Á number, 

rather than a group of sentient human beings. 

 

Figure 2: A Mafia Wars player invites a friend to join their mob  

 

 

Figure 3: Purchasing  "hired guns"  in Mobsters 2 . Players are permitting to spend real currency   

ÉÎ ÅØÃÈÁÎÇÅ ÆÏÒ ȰÆÁÖÏÒ ÐÏÉÎÔÓȱȟ ×ÈÉÃÈ ÁÒÅ ÔÈÅÎ ÕÓÅÄ ÔÏ ÂÕÙ ÓÐÅÃÉÁÌ ÉÔÅÍÓ ÏÒ ÖÉÒÔÕÁÌ ÍÏb members. 
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Critical analysis of the social mechanics in Facebook games generally leads to an important 

conclusion: Facebook game developers do not actually want their games to be truly socially 

interactive. A game that requires a player to have friends to play it is a game with a restricted player 

ÂÁÓÅȟ ÁÎÄ ÔÈÅÒÅÆÏÒÅ Á ÒÅÓÔÒÉÃÔÅÄ ÃÕÓÔÏÍÅÒ ÂÁÓÅȢ 3Ï ÄÅÓÐÉÔÅ &ÁÃÅÂÏÏË ÇÁÍÅÓȭ ÒÅÍÁÒËÁÂÌÅ 

accessibility, they rarely reach the level of social interaction that hardcore massively multiplayer 

online role-playing games are so lauded for and end up being relatively forgettable as a result. 

Learning From Competition -Driven Games 

One of the most prominent and widespread mechanics of Facebook games is the leader board. 

Harkening back to the days of old arcade games and their high score lists, leader boards have 

proven to be a tried and true method for giving a player a sense of the others who are playing 

alongside with or against them, without actually building a multiplayer experience into the game 

itself. This makes the leader board a particularly efficient feature to include in just about every 

social game. However, some games go further and choose to use a leader board in tandem with 

actual competition-driven social mechanics. The result is that these games manage to provide a 

genuinely involving and fairly memorable social experience for their  players. 

Ponzi, Inc. sets the player as a company owner who is responsible for building his little business 

into an economic empire. What the company actually does is irrelevant, since the game functions as 

Á ÓÁÔÉÒÅ ÏÆ ÔÈÅ ÃÏÒÐÏÒÁÔÅ ×ÏÒÌÄȢ )ÎÖÅÎÔÏÒÙ ÉÔÅÍÓ ÉÎ ÔÈÅ ÇÁÍÅ ÁÒÅ ËÎÏ×Î ÁÓ Ȱ0ÅÒËÓȱ and are used to 

temporarily affect the game in either a positive or negative way. The interesting part is that perks 

may be used by a player on either themselves or on one of their friends. This allows players to both 

ÅÉÔÈÅÒ ÈÅÌÐ ÔÈÅÉÒ ÆÒÉÅÎÄÓ ÏÒ ÔÅÍÐÏÒÁÒÉÌÙ ×ÅÁËÅÎ ÔÈÅÉÒ ÆÒÉÅÎÄÓȭ ÆÏÒÃÅÓ ÁÓ ÔÈÅÙ ÃÏÍÐÅÔÅ ×ÉÔÈ ÅÁÃÈ 

other on the leader board. When a group of friends play Ponzi, Inc., the overall social experience 

mirrors that of a long-term game of Sorry!, with players constantly causing setbacks to their friends 

in order to further their own position.  
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Figure 4: A Ponzi, Inc. player browses the shop for "anti -perks" to use on their friends  

 

The Facebook game Parking Wars gives each player their own street with parking spaces as well as 

Á ÆÅ× ÃÁÒÓȟ ×ÈÉÃÈ ÂÅÃÏÍÅ ÔÈÅ ÐÌÁÙÅÒȭÓ ÒÅÓÐÏÎÓibility to park on other playersȭ streets. Cars are the 

primary method through which a player earns money and though a player may endeavor to find 

legal spaces in which to park their cars, the rules of a parking space are subject to change at any 

time, thus no car is ever completely safe. The owner of a street is given the ability to ticket cars that 

are parked illegally and earn the money that the ticket charges. A great deal of the enjoyment 

incurred from the Parking Wars playing experience comes from the responsibility of a player 

checking their streets and being able to ticket friends who have parked, willfully or otherwise, 

illegally. Again, it is the implementation of a competition-driven mechanic that makes the game 

memorable.  

These two games demonstrate that careful design of socially conscious game mechanics, in addition 

to the standard group of social tools common to most Facebook games, can significantly enhance 

the experience of a social game. Both of these games use competitive tactics to enhance the leader 

board. It then seems to be useful to ask whether developers may be able to use cooperative game 

mechanics to improve upon the lackluster social experience of noncompetitive social casual games. 
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A Paragon of Cooperative Social Interaction   

In all likelihood, the genre of video game that has generated the greatest reputation for giving its 

players unforgettable social experiences is the Massively Multiplayer Online Role-Playing Game 

(MMORPG).  Most notably, World of Warcraft (WoW) has achieved unprecedented renown, reaching 

a record of over eleven million active subscriptions in December 2008 and invading popular culture 

to a degree never before seen for video games. Its exceptional popularity makes it an important 

case study for this project, especially in terms of recognizing what components of the game best 

foster social interaction. Unlike in Facebook games, cooperative player interactions in WoW are 

very rarely one-ÓÉÄÅÄ ÁÎÄ ÁÌÍÏÓÔ ÁÌ×ÁÙÓ ÃÏÎÓÉÓÔ ÏÆ ȰÇÉÖÅ ÁÎÄ ÔÁËÅȱ ÅØÃÈÁÎÇÅÓȡ Á ÐÌÁÙÅÒȭÓ ÁÃÔÉÏÎÓ ×ÉÌÌ 

specifically cause another player to take an action, which in turn causes a reaction from the original 

player. The information that players receive from other players informs what decisions they make 

and players are constantly reassessing the situation on how itȭs best to proceed, which results in the 

eveÎÔÕÁÌ ÓÕÃÃÅÓÓ ÏÒ ÆÁÉÌÕÒÅ ÏÆ ÔÈÅ ÐÌÁÙÅÒÓȭ ÅÆÆÏÒÔÓ as a whole.  

There are a number of reasons why hardcore MMORPGs, such as WoW, lead the pack in providing 

meaningful social engagement to players. The primary one is also the simplest: though there is a 

fairly large single-player component to the game, the vast majority of game tasks in WoW 

necessitate that players work with others on a regular basis. Player character types in WoW, known 

ÁÓ ȰÃÌÁÓÓÅÓȱȟ ÁÒÅ ÄÅÓÉÇÎÅÄ ×ÉÔÈ ÓÐÅÃÉÆÉÃ ÄÅÆÉÃÉÅÎÃÉÅÓ Ánd strengths for the express purpose of 

coercing players to find others who will complement their abilities. While some players chafe at the 

idea of being forced to group with other players to accomplish certain goals, most willingly  search 

ÆÏÒ ÔÅÁÍ ÍÅÍÂÅÒÓ ÉÎ ÆÒÉÅÎÄÓ ÁÎÄ ÓÔÒÁÎÇÅÒÓ ÁÌÉËÅ ÔÏ ÔÁÃËÌÅ ÔÈÅ ÇÁÍÅȭÓ ÍÏÓÔ ÄÉÆÆÉÃÕÌÔ challenges. This 

in itself is already a significant departure from Facebook games in general. In most Facebook 

games, players will only ever search for allies amongst their friends whereas in WoW, working with 

total strangers is commonplace. 
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Figure 5: A World of Warcraft  player uses the 

Dungeon Finder tool to be grouped with 

random players that complement his/her role  

 

 

Figure 6: When a full group has been found, all five players receive 

a status window that indicates who is ready to go  

 

In direct opposition to the more deterministic outcomes of casual games, this reliance on the 

human element of deliberate decision-making and potential fallibility adds unpredictability to the 

ÒÅÓÕÌÔÓ ÏÆ ÅÖÅÒÙ ÐÌÁÙÅÒȭs actions. In turn, the satisfactory feeling of actually accomplishing a goal is 

intensified, as the players are then able to take greater responsibility in making it happen. It is also 

likely that the numbers requirement results in a greater satisfaction factor when players 

successfully reach a goal: the achievement feels more epic and noteworthy when it requires more 

hands, which in turn requires more coordination. The resultant emergent narrative is inevitable 

and even though every group is accomplishing the same set of missions, they rarely all achieve it in 

precisely the same manner. 

Another critical social element that MMORPGs typically excel at is community -building. Over time, 

players will generally build friendships and alliances that can be consistently trusted to accomplish 

in-game tasks. WoW naturally supplements these feelings by providing social structures to ease 

communication and accessibility to a pÌÁÙÅÒȭÓ ÆÒÅÑÕÅÎÔ ÃÏÎÔÁÃÔÓȟ such as the friends list which 
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permits players to see which of their friends are currently online and where they are located in the 

game world. There are also guilds in WoW, which allows players to publicly band together under a 

common name. Players who are in the same guild have their own chat channel for communicating 

with one another about anything they like, as well as access to common inventory space so that 

they may share resources. This access to a common space, the chat channel, and sharing resources 

is one of the most effective methods through which WoW fosters a sense of community. More often 

ÔÈÁÎ ÎÏÔȟ ÐÌÁÙÅÒÓ ×ÉÔÈÉÎ Á ÇÕÉÌÄ ÁÒÅ ÉÎÔÅÒÅÓÔÅÄ ÉÎ ÅÁÃÈ ÏÔÈÅÒÓȭ ×ÅÌÌ ÂÅÉÎÇ ÁÎÄ ×ÉÌÌ ÇÏ ÏÕt of their way 

to aid a fellow guild member in need. 

 

Figure 7: Players share resources through the guild bank. In the new expansion Cataclysm,  

Blizzard has stated they will take guild functionality to whole new levels, such as a ccess to  

unique benefits that become available to all guild members . 

 

Probably the most transparent method through which WoW facilitates social interaction is with  its 

written text communication channels. Apart from its plethora of chat channels and even voice chat 

support, there are the forum boards that exist externally to the game itself and are accessible via 

web browser. Due to their external nature, not all players can be expected to utilize these, but they 

do provide a convenient communication tool for those who would like to still interact with others in 

their game world when they cannot be in the game itself at that time. Message boards also benefit 

from the fact that they are a relatively permanent and public record of communication that can be 
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accessed long after the conversation itself has actually taken place, making it invaluable for 

facilitating interaction between players who do not keep to the same playing schedules. 

Project Goal  

The aspiration of Schism is to bridge the gap between these two vastly different types of game 

worlds: to improve upon the social experience that is currently delivered in casual games by 

looking at what hardcore MMORPGs do well. Schism aims to be a multiplayer experience with a low  

daily time commitment, while simultaneously retaining enough depth to create a compelling and 

involved social experience for the players to think and talk about when going about their business 

for the day. 
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Prior Art  

Skyrates 

Skyrates is a Flash-based persistent-world ÇÁÍÅ ÔÈÁÔ ÅØÐÌÏÒÅÄ ÔÈÅ ÃÏÎÃÅÐÔ ÏÆ ȰÓÐÏÒÁÄÉÃ ÐÌÁÙȱȟ 

defined as a game that could be experienced in short play sessions, rather than one large chunk of 

time. 4ÈÅ ÐÒÏÊÅÃÔȭÓ ÓÅÌÆ-stated gÏÁÌ ÉÓ ÔÏ ȰÃÒÅÁÔÅ Á ÇÁÍÅ ×ÉÔÈ Á ÐÅÒÓÉÓÔÅÎÔ ÁÎÄ ÍÅÁÎÉÎÇÆÕÌ ÏÎÌÉÎÅ 

×ÏÒÌÄȟ ÂÕÔ ×ÉÔÈ ÁÎ ÉÎÔÅÒÁÃÔÉÏÎ ÔÈÁÔ ÄÉÄÎͻÔ ÄÅÍÁÎÄ ÈÕÇÅ ÁÍÏÕÎÔÓ ÏÆ Á ÐÌÁÙÅÒͻÓ ÔÉÍÅȱȢ  

4ÈÅ ÇÁÍÅȭÓ ÐÒÅÍÉÓÅ ÉÎÖÏÌÖÅÓ the player becoming the manager of an airship and its crew. On a 

regular basis, the player is able to log in to the game world and queue up a series of actions, which 

then occur in real time: flying the ship from one location to another may be as brief as half an hour 

or as long as four. Combined with the ability to queue multiple Ȱlegsȱ of a trip at once and a player 

may be able to queue actions to last the next two days, meaning they will be able to continue 

playing the game despite not logging in for the duration.  In addition, the player may log in at any 

time and cancel any actions that have not yet been undertaken and put new ones in their place.  



13 

 

 

 

 

Figure 8: A player queues up flight path across the world of Skyrates 

 

Skyrates certainly seems to succeed at its stated intents and purposes and garnered several awards 

for its casual, yet still strategic, game play. However, the game has little to no interest in social 

interaction and therefore almost completely ignored the inclusion of any socially interactive 

mechanics. 4ÈÅ ÇÁÍÅȭÓ Flash client does include a chat interface which players occasionally make 

use of to discuss game mechanics ÁÎÄ ÔÈÅÒÅ ÉÓ ÔÈÅ ÃÁÐÁÂÉÌÉÔÙ ÆÏÒ ÃÒÅÁÔÉÎÇ ÙÏÕÒ Ï×Î Ȱ×ÉÎÇȱ ÏÆ 

players, but by and large, Skyrates plays very much as a single-player experience. 

Travi an 

Travian is a massively multiplayer online browser-based strategy game, where players become 

responsible for the growth and livelihood of their own village. The player is responsible for building 

an army strong enough to defend the village from other raiding armies and is able to make alliances 
































