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It’s all about the virtual property.



Today’s topics:

•Raids

•Exploits 

•Markets



This is Ragnaros.



It takes a group of 40 players to kill him.



Killing him yields . . . pants



To be precise, one of nine different types of 
pants, each useful to different players.



Who gets the pants?



Solution: dragon kill points.



Track participation . . .



. . . assign values to items . . . 



. . . and have players bid on the loot.



Today’s topics:

•Raids

•Exploits  

•Markets



Designed economies sometimes have bugs.



Mistakes are ruthlessly exploited.



Where do all the resources wind up?



What to do with the tons of raw data?



Today’s topics:

•Raids

•Exploits

•Markets



For World of Warcraft, there’s the Auction 
House.



It’s official and in-world.



For EverQuest II, there’s StationExchange.



It’s official, but all sales are in US$.



For Second Life, there’s Anshe Chung, 
virtual land baron, real millionaire.



(Plus tons of in-world stores.)



For everything else, there’s Visa.



All this trading generates reams of data, 
which players are analyzing in ad hoc ways.



Here’s a profit/loss scenario planner
from EVE Online.



Here’s a ledger from World of Warcraft.



Here’s some historical market data 
from Second Life.



Today’s topics:

•Raids

•Exploits 

•Markets



Practice is outruning 
theory.

So go catch up!
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