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Abstract

In the latest versions of Massively Multiplayer/Online Role Playing Games
(MMORPGS), developers have purposefully mad_e guilds*part of game environments.
Guilds represent a powerful means for giving players a sense of online community,
but there is little quantitative data on guild dynamics. To address this topic, we took
advantage of a feature found.in‘one of the most popular MMORPGs, World of
Warcraft, to collect in-game data: user'interfaces that players can modify and refine.
In addition to collecting data on in-game player activities, we used this feature to
observe and investigate how players join and leave guilds. Data were analyzed for the
purpose of identifying factors that propel game-world guild dynamics and evolution,
categorizing guild types, and studying guild life cycles that reflect game world
characteristics. In our research, we found out 5 typical guilds types and common life

cycle with guild dynamic in World of Warcraft game world.

Keywords: Guild, group dynamic, MMORPG, client-designed user interface, social

capital.
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Multi-User Online Role-Playing Game “MMORPG”)
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(avatar) (identity)
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Turkle ”life on the screen”[29]

”Third Place”[9]

1.2

(basic hierarchical leadership

structure) [1] (Formal Organizations)[2]
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(life cycles)

(approach)
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2.1

A.

MUD (
“team” ”’group” ’temporary group”[1,2]) (“guild”, pledge™,”
clan” )

”Ultimate Online™

»EQ”

’Lineage”

(2]

[12,18]

(““core players™ “power players”[12])
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(““Multi-User Dungeon”
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(““Social Purpose™)

(““physical world””)
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(’Friendship Network[12],

) (“Group” 1 ~5

) (“Raid” 20 )

(gaming

community)
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(Achiever) (Explorer) (Socializer)

(Killer)
Bartle (Politicians) (Planners)[8]
( 2) (Information Sharing)
(Learning and Cooperation)  Dkp
(Goal Setting) (Trust) (Reputation)

(Responsibility) (Risk)[1,5,7] +

(Power Gamer)

“No Life Guild” (Social

Guild ) (Game Guild
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PK

Player Killing (PK)

(grief play)

[15,35] PK © " (griefer)
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[4]

PK MUD [26] PK
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“the possibility of ‘playerkilling’ adds depth and spice to the virtual world. The
addition of greater threat and greater danger to the virtual universe enables users to

identify more strongly with their virtual persona.”[34]

PK

[34]

“For some playerkilling destroys the mental illusion in which they wish to immerse
themselves by connecting to a MUD -system: :The forceful intrusion of another’
imagined reality, an intrusion:.that can shatter the carefully constructed projections of

the victim, inspires great resentment and anger.”[34]

PK
PK(Free PK )
PK
PK
PK (Mob)
(Player vs Environment ”PVE”) PK
(Player vs Player ”PVP”’)
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(Power Gamer or Core Player)
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(Early Stage
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[18] (High-End Content
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(Raid)
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Mu Online
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21%

2.2
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SILi2 #& B (Immersion experience)
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(Learning process) [37]

[8,12]

(Guild Rule)
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“"Power Gaming”
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(Game World)

[11] (Ecosystems)
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(avatars)

(access)

(User Interface API)

(Agent)
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(Scale)
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Blizzard 2004 11

2006 6 6500

(3500 )

[19] 2005 10 20

(UD
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City of Heroes / Dark Age of others
Villains, 1.68% e Online, 1.32% Camelot, 1.31% Toontown ,4.60%

Online, 1.16%

Star Wars _Ultima
Galaxies, 1.79% Onlin

EverQuest Il, 1.84%
EverQuest, 2.10%

Final Fantasy
Xl, 5.25%

RuneScape, 8.21%
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Plug-In
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API LUA

XML

(U1

(Plug-In) 2006 2/10 ~ 4/10

(T ) 62 (21 PvE 41

4% & (diachronic census)

[40]
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(aggregate data) (social structures)
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02/10/2006 Al S1 55 Orc Warlock G1 \
Leave Guild!
02/10/2006 A2 S2 57 Dwarf Hunter G2
Level up!

02/11/2006 Al S1 56 Orc Warlock

02/11/2006 A4 Mage G25
02/12/2006 Al Warlock G3
02/12/2006 A3 Warrior G24
02/12/2006 A4 Mage Gl15

5
3.1
[16]
1) Player vs
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Environment (PvP) Player vs Player (PvE) Role Playing (RP) 2)

(faction) 3) (race and class)

Player Killing

[27]

PK(Player

Killing) PvP ( ) PvE( )

RP ( )

Horde Alliance
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PvP and PvE

(switch)

(Player Killing)
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(Gnome™)

2

PvP PK(Free PK)

PK
(buff)
PVE 2 2 PVP 2
(Night EIf)
(Human) (Alliance)
(Orc) (Troll) (Undead) (Tauren)
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(partitioned interaction)

(The Ring) (Dragonlance)

”Cool ”
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65.7%
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30
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15
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Player vs. Environment Server

8%

19%
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46%

66%
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29%
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4.2

(High-End Content)

”Large-Scale Cooperative Problem-Solving

Endeavors[9]”
DnD (Dung g )
(Avatar) (“Tank" B EIREERY
) (“Healer” ) (“DDer”
)
(“Raid Leader”
”RL”) DKP (
) (“Class Leader”
”CL”)
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(Raid Guild)

[9,16,18] (Game World Work-Like)

Raid

(35%)[17]

(High-End Content) TR R Z 1Y
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(Goals Size Membership[17])
Guild

Drama
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Raid
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Average Level of Guild Members
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(Figure 11a)
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(Figure 11b)
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Blizzard 2006 8
Patch  Release Note
Raid 40/20-man raid(Need 20 or
40 40 ) 25/10-man raid(Need 10 or 25 25

), EERFHNEBIEIE ABEHMR L Early Stage  Late Stage
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