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Thetrue reason why God gave us rivers



MMOGs in general
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11 000 000 customers

ϵ15 per month per customer

CASH!



MMOGs in general
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MMOGs in general: User requirements: Ping

ÅA good connection is vital to gaming in general

ÅPlayer vsPlayer

ÅVery fault-intolerant community

ÅPlayers leaving means money leaving!
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Ping Network delay Server work time= +



MMOGs in general: User requirements: Ping

The ping becomes especially important in PvPsituations
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Image source(s): World of Warcraft



MMOGs in general: User requirements: Ping

10/24/2009

Average Ping

Ping Predictability

Player location

Time and date

Player count or player density

Ingamecontent or ingamelocation

ΧƛƴŘŜǇŜƴŘŜƴǘ ƻŦΧ



MMOGs in general: User requirements: World

What about Counter-Strike?

Å50 000 ς200 000 Players
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Χ ŀǘ ŀƴȅ ƎƛǾŜƴ ǘƛƳŜΗ

Å²ƘŀǘΩǎ ŀƴ aahD ǘƘŜƴΚ

Large player counts per game round

Vast, continuous world

Meet new players everywhere



MMOGs in general: User requirements: World

Vast, continuous worlds with rich content and millions of players
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Image source(s): World of Warcraft, Guild Wars



Crowds and Crowd Control

²ƘŀǘΩǎ ǎƻ ōŀŘ ŀōƻǳǘ ƭŀǊƎŜ ǿƻǊƭŘǎΚ
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Image source(s): World of Warcraft



Crowds and Crowd Control: The Crowd Dilemma

Sadly, crowds like large-scale battles, celebrations or slaying a 
dragon belong to the most vital aspects of gaming
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Player level High level players

Population

Make sure not everybody
is playing the same content!



Content Mapping: Realms

ÅWe expect too many players to use our end-game content

ÅThe solution is simple: offer multiple, cloned worlds: Realms

10/24/2009

Realm List

Image source(s): Lineage II



Content Mapping: Realms

ÅMany games do that

ÅSome restrictions arise:

ÅtƭŀȅŜǊǎ ŎŀƴΩǘ ƳŜŜǘ ƳŜƳōŜǊǎ ŦǊƻƳ ƻǘƘŜǊ ǊŜŀƭƳǎ

ÅwŜŀƭƳǎ ŀǊŜ ƛƴŘŜǇŜƴŘŜƴǘ ŀƴŘ ŎŀƴΩǘ ƛƴŦƭǳŜƴŎŜ ŜŀŎƘ ƻǘƘŜǊ

ÅIn-game progress may differ largely from realm to realm
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Image source(s): World of Warcraft, Aion, Lord of the Rings Online



Content Mapping: Shattering

ÅWe still have thousands of players per realm

ÅDensity-spikes would still kill us off

ÅWe have to subdivide the world further
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Content Mapping: Shattering

ÅA simple way to handle this situation is breaking up the continuity 
of the game world

ÅShattering (Sharding) may be used in several ways
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Image source(s): World of Warcraft


