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In-, Inter- Game relationships

* In-game relationships

« Who is alliance of whom
« Who killed whom

* Inter-game sessions relationships
« Having fun played together?
* He cheated?
« Ladder and ranking
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What's a meta-game?
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What's meta-game

« "When you play a number of games, not as ends

unto themselves but as parts of a larger game, you are
participating in a metagame”. Dr. Richard Gareld
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What is Meta-gaming network

* Online social network allows its participants to
manage their meta-game connections
« Buddy
« Guild/Clan
* Messaging (instant)
 File sharing, Screenshooting etc.
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Meta-gaming network
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Understanding the characteristics of
meta-gaming networks is important

» Volunteer-Computing for games
» Resource sharing between games
« alleviate P2P game churn

« Leaving one game does not mean leave the
meta-game network
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Understanding the characteristics of
meta-gaming networks is important

e Service recommendations

 Allowing game providers
to support these platforms
better

 Different nature of human community
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Introduction

« Characteristics of meta-gaming networks remain
relatively unknown

« Research Question: What are the characteristics
of an Online Meta-Gaming network?
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Overview

1. Introduction

2. Analysis method and dataset Description
3. Characterization of XFire

4. Conclusion and Future work
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Analysis method

« XFire
« Not affiliated with any game companies
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Analysis method

« Observational studies
* repeated cross-sectional

« Bootstrapping of data collection
 Participant self-selection

« Observing the participants to the discussions and
media-sharing activities.

 Observed environment variables

« Global network, gaming activity, user-generated
content, social structure
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Dataset description

Bootstrap | Global Network Player
Period May 2008 to Sep 2010 to Sep 14-16

Sep 2010 Jun 2011 2010
Samples 1/hour 1/hour l
Size [GB] 9.2 6.5 15.7
Players 65.908 not applicable 544,902
Game genres 25 25 | not applicable
Games 1,100+ 1,400+ | not applicable
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Overview

1. Introduction
2. Data collection method and dataset Description
3. Characterization of Xfire

1. Collectivity behavior

2. Player behavior

3. User-Generated content

4. Social structure

4. Conclusion and Future work
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Number of players
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Fig. 1. Number of players registered and online. over time.

« Slowly growing community with about 20M players
and 150,000 (0.8%) online players. BOINC 657,490

« Percentage of active players is higher than RuneScape

(0.15%)
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Collectively play time
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Fig. 2. Time spent collectively in games by the XFire community, per hour,
over time. Curves represent weekly averages: error bars represent weekly
minima and maxima.

« Players spend collectively over 100 years playing
hourly.
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Player activity: # of played games
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Fig. 3. Number of games played in total, per player.

« Mean 21, Max 1,989, 50% players play more than 10
games
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Player activity: total play time
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 Mean 875 hours, Over 25% played more than 1,000h

« 1,241 (0.228%) players spent over 10,000 hours In
game (duration of obtaining a Phd)

« BOINC
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User-generated content: Production
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Fig. 6. Total number of published screenshots, per player.

« 60% players publish nothing, 80% less than 45, max
8,000
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User-generated content:
Consumption
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Fig. 7. Number of views of published videos, per player.

« Mean 53 times, 60% viewed <20, max 131,641
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Socilal Structure: Structured
communities
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Fig. 8. Number of communities joined, per player.

e 60% Qlaxers '|oin none, max 246
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Socilal Structure: Free-form
communities
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 Mean: 63 friends, 15% players have more than 100
« Facebook 130 friends

. Dota-league 4.5 buddies
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Overview

1. Introduction

2. Analysis method and dataset Description
3. Characterization of XFire

4. Conclusion and Future work
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Conclusion & Future work

 OMGN players spend collectively in-game over 100
years hourly

« A significant fraction of players played over 10,000h

« OMGN members are routinely engaged in the creation
and consumption of game-related media

« OMGN members are “social creatures”, having on
average over 60 friends

« More in-depth analysis and comparison with the other
form of social network and single-game social network

Such as Valve’s Stream or PS3’s network or Facebook
Thanks for MMVE reviewers’ comments
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Thank you for your attention!

Any comments, questions, suggestion?

N O

MNetherlands Organisation for Scentific Research
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In-game chat

>
XFIRE
-L.x Search "Alxfre v m

SCREENSHOTS VIDEDS COMMUNITIES PROFILE GAMES

IN-GAME VOICE
+ TEXT CHAT

Hit Scroll Lock + X
to begin text or
voice chats without
leaving your game.

tay

(e e - AT —

Abbey: Hey dude!

MMVE 2011 The XFire Online Meta-Gaming network: Observation and High-Level Analysis

“3
TUDelft =

Drelft University of Technolegy



Game stat & quilds
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Number of Produced Videos

XFire dataset (539k users), Sep 2010
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Size of Communities

XFire dataset (539k users), Sep 2010
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