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1: Experimentation in a virtual world.

2  Wh   G l d2: What is Greenland?

3  Th  D l t f G l d3: The Development of Greenland.

4  Possible Future Research4: Possible Future Research.



Part 1Part 1

Experimentation Experimentation 

in the virtual worldin the virtual world.



Properties of Virtual Worlds

Wh  i  h  diff ?What is the difference?

•Computer Generated

• Physicaly

• Interactive

•Multiuser•Multiuser

• Persistent



Economies and societies the size of small countriesEconomies and societies the size of small countries.

The dragons are fantasy, but the markets, groups, g y, , g p ,
networks, powers, norms, messages, symbols, and 
cognitive processes are real.

The Media Equation (Reeves and Nass) / Proteus Effect 
(Yee & Bailenson) (Yee & Bailenson) 

The Interocular Impact Test: Elinor Ostrom  Larry Lessig  The Interocular Impact Test: Elinor Ostrom. Larry Lessig. 
Richard Posner. Gary Becker. Byron Reeves. 



Shards
Four copies of one world



Populate each with a randomly distributed samplePopulate each with a randomly distributed sample



Each world can have a different experimental conditionEach world can have a different experimental condition

Control Exp. B

Exp. A Exp. C



Gender
Policy

Social Networks

C fli t & C tiMarkets Conflict & Cooperation

Culture

Institutions Communication
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What is Greenland?What is Greenland?



GreenlandGreenland

Mili
Hex Map

Photo Avatar

Military

Trade

1 turn per 
day

Resource 
Collection

Players 
submit 
actions



More DetailsMore Details

700+players signed up.p y g p.

130 active players after first season.

1 Season = 3 months



Technical DetailsTechnical Details

Engine
-PHP

Interface
-HTML

-MySQL
-Object
Oriented
-Cronjob

-PHP
-CSS
-AJAX

j



Part 3Part 3

The Development of The Development of 
Greenland



Why Browser Based?Why Browser Based?

• Less Complexity in the Development CycleLess Complexity in the Development Cycle
– Less Art Sound and programming assets

• A ibl  i   id   f li t• Accessible via a wide range of clients

• Success of other browser based games.



Browser-Based Virtual WorldsBrowser Based Virtual Worlds.

World of Warcraft

Greenland



Tribal WarsTribal Wars



PardusPardus



Nile OnlineNile Online



Player FeedbackPlayer Feedback

Game needs more complexityGame needs more complexity.
“All I can do is fight.”

“Its a knife fight in a closet ”Its a knife fight in a closet.

The interface is still difficult to use.



What did we learn?

Games require iterations  

What did we learn?

Games require iterations. 
– These should converge with play-testing

Major Bottlenecks in the process are programming and 
interface design.g

Browser based games can be developed with small g
teams.



The LoopThe Loop

Good games go through “loops” Good games go through loops  
1. Design

2. Implementp

3. Test

4. Go to (1)  Repeat, Repeat, Repeat

Greenland is at the end of Loop 3Greenland is at the end of Loop 3



Fun as an IncentiveFun as an Incentive

How many Players do you need?How many Players do you need?
• Fifty?

• Hundreds?

• Thousands?

h h l l d fWhat is the incentive to play over a long period of 
time?

• Extra Credit

• Money

• F ?• Fun?



What is Fun?What is Fun?

Still lack a formal  “Theory of Fun”Still lack a formal  Theory of Fun

Flow TheoryFlow Theory
Evolutionary Psychology

Th  M di  E i  H i  H h iThe Media Equation, Happiness Hypothesis

Some starting points: Narrative, Resource Acquisition, 
Social Status



The Attention EconomyThe Attention Economy

Game Developers p
Success from creativity & Trial and Error.

Don't be afraid to borrow systems that work.

How do you find systems that work?
Play lots of games

Settlers of Catan, Civilization, Halo, WoW



Make it FunMake it Fun

Play-test every chance you get.Play test every chance you get.
• Paper Prototype
• Simple Web Based Prototype

Identify
• Communication breakdowns & omissions between design and 

implementation.
• What makes the game difficult or painful to play?g p p y

Example: Taxes vs. subsidiesp



• Questions?

• C t ?• Comments?

trlross@indiana.edu@


