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Abstract

Schismis an online, persistentworld multiplayer game in which a teamof 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 onesand create compelling social experience without

requiring an extensive time commitment.



Introduction

Currently the market of online, persistentworld multiplayer games is saturated by games that fall
ET O TTA T &£ Oxi AAOACI OEAO8 4EA AEEOOO-pi&yidg OEA
game that frequently demands a significant time inveshent in order for the player tobecomefully
involved with the game experience. The sheer depth of these games gives their players an
interactive social experience rarely found in other games: they spe many hours within the game
collaboratively working to accomplish various gamerelated tasksand just as many outside oft,
discussng game mechanics or encounterwith other players. People from greatly disparate

cultural spaces and social stations arable to feel instant kinship through thér shared experiences

in the virtual world . On the other hand, theequired time commitment makes these games
inaccessible to many potential players and the complexity of these game worlds will frequently
alienatemi OA 11 OEAA 10 OAAOOAI 6 CAIi AOOS

On the other end of the spectrum, there exists a pledra of asynchronous persistertworld games

that target the working individual who cannot commit large blocks of time to playing game&hese
games generally revolve aroundh single mechanic that is repeatedvery day and areelatively
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 enthusiastioat 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 designao promote viral marketing rather than to improve

the quality of the game itself. As a result, these game experiences are generallydtraightforward

and fleeting to create a genuine community following.

Schismis an exploration of thespacethat exists between these two extremesThe goal ido see if a
game could be produced that combinesome ofthe best aspects of these two genrashile avoiding

their pitfalls .
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Motivation

The Rise of Social Casual Ganes

3ET AA OEA E1T AADPOEIT 1esdhagEgatérdd ménk diffetent d@niidddehd CA
connotations. For the purposes of this paper, we will define the casual gasparadigm as games

OEAO AOA OAI AGEOGAI U OEIiPI A O PEAE ObP AT A POO AT x
intothe playerd © 1 EAZAh OAOEAO OEAT OEA Pl AUAO AAET ¢ A& OAA
addition, the player should be able to get a sense of the entire game without committiegcessive

amounts of time andthe gameshould be easy to understand by playe who have never played

other games like it.

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

i £ Ol AEAT 1T AOx1T OEET ¢ O AT EATAA A CAIi A8O0 OOOEAEEI
deliveringgAil AO T OAO A O1T AEAT 1T AOx1 OEET ¢ bl AOA&I O0ih OEAO
DAOOIT T Al ET & Of AGETT OI AOOI i AGEAAT T U ET OACOAOA E

into the game experienceFriend 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
DOl COAOGO T £ Al 1l Aeaxbd plavirky s gamelodedly dhabenge&dach Alayeio
take first place.Through these and other similarly simple social layersthese 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 gamdndustry has longattempted to tap into new audiences for theirgames and the
recent financial success of developers such as Zynga and Playfiskrevealed 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 exsad 65 million players logging in to play their
games every day, considerably more thaworld of Warcraftat its peak These numbers permit the
games to boast the greatest accessibility ofiost others before them and demands greater
investigation into what aspects of these games make them so easy to play in kteed chunks of

time.
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mechanics of these games are fairlghallow in terms of anymemorable 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 thegame experiencs are rarely

enhancedfrom these thin social layers.

The asynchronous aspect of Facebook games has also lent itself toghaiferation of other

pseudo-social mechanics. IFarmvVileh A D1 AUAO EO AAIT A O OEOEO A A&EOE
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 e

farm is limited to simple observatior8 ! O A OAOOI Oh OEOEOEI ¢ A ZEOEAT Ad(
different than if the hosting player had taken a screenshot of their farm and simply shared it with

everyone else. Being able to takihesesocial atcions becomes meaningless whethe player may

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

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

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

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

harvest, no more and no lessThis deterministic behavior is a doubleedged sword.On the one

handh EO ET AOAAOAO OEA CAI A0 AAARAOmweHéckibnerade AU OAAOD
Predictable outcomes means the player only needs to consider the ramifications of their actions

once.This also becomes the downside as wells play becomes unvaed and potentially dull,and

OEA 1 AAE 1T £ Al U OnattieRodgéni arratmaffon bnd pldy selsiod the

next is always the same and therefore not worthecounting to others.

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

exchanges that occur in Facebook games grassive andgo only oneway ) 1 Malid \Wabs@ O
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defeat other players. Victory is generally decided by who has the greater number of teammatése

ITT1T U AAAEOETT OEA Pl AUAOBS O £OE ArdniAgdwhétiizAoonoittAEA EO O
ET ET OEA Pl AUAOBS O éslakehoddf moAedizatdipldyers eablto puichade
OOEOODAI pattthdir Anbbh@nberrheaning a player who has few friends but is willing to

pay lots of moneycan achievethe same strength as a player whods a large number of friendsThis

OEAAOOOAG AEOOOEAO AAI AT OO OEA Ei DOAOOGHMber, | £ A DI A

rather than a group of sentient human beings

facebook

[7] You have a mafia wars request.

Jonathan Liu sent a request using Mafia Wars:

1 am looking for a friend to join my growing family in Mafia Wars. I need help expanding my criminal empire and
fighting off rival families.

Join Jonathan Liu's family

Block This & pplication Ignore All Invites From This Friend

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

Trade in your favors with the Godfather

Get $45,000 in cash Recruit a Hired Gun +1 mob size) GEH M full energy refill |z|

8 10 favor points ! - e B 10 favor points

Accept

Buy Points! Instant credit! jam] [ E=S ] Buy Now

Buy Now
i’@ Enter your Playdom Game Card PIN! | - vrots v Redeem

Earn Favors and help sponsor this application by completing offers!

Figure 3: Purchasing "hired guns" in Mobsters 2. Players are permitting to spend real currency
ET AQAEAT GCA £ O OZAOI O DI ET 006h xEEAE bhweAbe®EAT OOAA OI AOU C



Critical analysis of the sociamechanics in Facebook games generally leads to an important

conclusion: Facebook game developers do not actually want their games tothdy socialy

interactive. A game that requires a player to have friends gay it is a game with a restricted player
AAOGARh AT A OEAOAZEI OA A OAOOOEAOAA AOOOI T AO AAOAsS
accessibility, theyrarely reach the level of social interaction thahardcore massively multiplayer

online role-playing gamesare so lauded for and end up being retavely forgettable as a result.

Learning From Competition -Driven Games

One of themost prominent and widespread mechanis of Facebook games is the leader board.
Harkening back to the days of old arcade gamesd 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 he 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 socialmechanics. The result is that these games managepimvide a

genuinelyinvolving and fairly memorablesocial experience for thé players.

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

into an economicempire. What the company actually does is irrelevan, sincethe game functions as

A OAOEOA 1T &£/ OEA AT OP1 OAOGA x1 Ol A8 )1 &ddrddbedto EOAIT O

temporarily affect the game in either a positive or negative wayThe interesting part is that perks

may be usedby a player oneither themselves or on one of their friends Thisallows players to both
AEOEAO EAI P OEAEO AOEATAO 10 OAiI PIi OAOEI U xAAEAI
other on the leader board. When a group of friends plagonzi, Irc., the overallsocial experience

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

in order to further their own position.

3
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Figure 4: APonzi, Inc. player browses the shop for "anti -perks" to use on their friends

The Facebook gam®@arking Warsgives each player their own street with parking spaceas well as

A EAx AAOOh xEEAE A Aidlitytobarkdk dherplayérstdtiedisCCar®dedii 1 O
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 saf@.he owner of a street is given the ability to ticket carghat

are parked illegally andearn the money that the ticket chargesA great dealof the enjoyment

incurred from the Parking Warsplaying experiencecomes from the responsibility of a player

checking their streets andbeing ableto ticket friends who have parked, willfully or otherwise,

illegally. Again, it is the implementation ofa competition-driven mechanic thatmakes the game

memorable.

These two games demonstrate that careful design ebcially conscous gamemechanics,in addition
to the standard group of social tools common to most Facebook gamean significantly enhance
the experience of a social gam&oth of these games use competitive tactics to enhance the leader
board. It then seems to be ustkil to ask whether developers may be able to use cooperative game

mechanics to improve upon the lackluster social experience abncompetitive social casual games



A Paragon of Cooperative Social Interaction

In all likelihood, the genre of video game thahas generated the greatest reputatio for giving its
players unforgettablesocial experienceis the Massively Multiplayer Online RolePlaying Game
(MMORPG) Most notably,World of Warcraft (WoW) has achieved unprecedented renown, reaching
a record of ower 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, espaally in terms of recognizingwhat components of the game best
foster sacial interaction.Unlike in Facebook games;ooperative player interactions in WoWare
veryrarelyoneOEAAA AT A A1 1100 Al xAUO Ai 1T OEOCO 1T £ OCEOA Al
specifically cause another player tdake an action, which in turn causes a retion from the original
player. The information that players receive from other players informsvhat decisions they make
and players are constantly reassessing the situatioon how it & best to proceed whichresults in the

evd OOAT OOAAAOO 10 AAmsabwde. | £ OEA Pl AUAOOS AEAEI 00C

There are anumber of reasons why hardcore MMORPGs, such\WeW, lead the pack in providing

meaningful social engagement to players. The primary one is also the simpleftough there is a

fairly large single-player component to the game, the vast majority ajametasksin WoW

necessitate thatplayers work with others on a regular basisPlayer character types inWoW, known

AO OAl AOGOAGoh AOA AAOE @dskehgthsfErGhe exprésdpuposoh A A EEAEAIT
coercing players to find othes whowill complement their abilities. While some players chafe at the

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

A1 O OAAT 1T AT AAOO ET AZEOEAT AO AT A OOO Afaledyé&sdhisAl EEA O
in itself is dready a significant departure from Facebook games in generdh most Facebook

games players will only ever search for alies amonggt their friends whereas inWoW, working with

total strangers is commonplace.
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Figure 6: When a full group has been found, all five players receive
a status window that indicates who is ready to go

Find Group

Figure 5: AWorld of Warcraft player uses the
Dungeon Finder tool to be grouped with
random players that complement his/her role

In direct opposition to the more deterministic outcomesof casual gamegsthis reliance on the

human element of deliberatedecision-making and potential fallibility adds unpredictability to the
OAOOI 00 1 /s adtibrA.o turn,Bhke datisfacody feeling of actually accomplishing a goal is
intensified, as the playersare then able totake greater responsibility in making it happen.lt 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 coordinatbn. 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 iatcommunity -building. Over time,
players will generally build friendships and alliances that can be consistently trusted to accomplish
in-game tasksWoW naturally supplements these feelingsby providing social structures to ease

communication and accessibilitytoap AUA OGS O /EO A SLéhkdth® frighds llisDwhigrd O h
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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 inWoW, which allows players to publicly band together under a

common name Players who are in the same guild have their own chat channel foommunicating

with one another about anything they like as well asaccess tacommon inventory space so that

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

is one of the most effective methods through whichVoWfosters a sense of communityMore often

OEAT 1T10h Bl AUAOO xEOEET A COEI A AOA tefithéidwad OOA A
to aid a fellow guild member in need.

- Bank Contents

i
2 Gems Ore Bars

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 whichWoWfacilitates social interaction iswith its
written text communication channels. Apart from its plethora of chat channels and even voice chat
support, there are the forum boards that exisexternally to the game itselfand are accessible via
web browser. Due to their external nature, not all phyers 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 pying schedules.

Project Goal

The aspiration of Schismis to bridge the gap between these two vastly different types of game
worlds: to improve upon the social experience that is currenthdelivered in casual gamegy

looking at what hardcore MMORPGs do leSchismaims 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

Skyratesis a Flashbasedpersistent-world CAT A OEAO Ag@bi 1 OAA OEA AT 1T AADPO
defined as a game that could be experienced in short play sessions, rather than one large chunk of

time.4 EA DOl Eskakdp O1 OBO £01 OAOAAOGA A CAI A xEOE A DPAOO
xT Ol Ah AOO xEOE Al ET OAOAAOQOEIT OEAO AEAT o0 AAI AT A

4EA CAI A6 O b anheiplayer Aecdmin@thel madager of an airship and its crev@n 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 fourCombined with the ability to queue multple Gegsdof a trip at onceand 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 nblogging in for the duration. In addition, the player may log in at any

time and cancel anyactions that have not yet been undertaken and put new ones in their place.
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Figure 8: A player queues up flight path across the world of Skyrates

Skyratescertainly seems to succeeadt its stated intents andpurposesand garnered several awards

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

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

mechanics4 E A C RldsAdigdt does include a chat interface which players occasionally make

use ofto discuss game mechanicdT A OEAOA EO OEA AAPAAEI EOU A& O AOA

players, but by and largeSkyratesplays very much as a singlplayer experience.

Travi an

Travian is a massively multiplayer online browserbased strategy game, where plyers 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 fronother raiding armiesand isable to make alliances
















































