Game Review:  World of WarCraft

	Justin Lado
	CIS 487/587
	Professor B. Maxim


Basic Information:


Title:  World of WarCraft

Company:  Blizzard Entertainment


Game Type: Massively Multiplayer Online Role Playing Game 
(MMORPG)


Price:  $50.00 + monthly charge


Minimum System Requirements:



Intel Pentium III 800 MHz or AMD Athlon 800 MHz



256 MB RAM



32 MB 3D graphics card w/ Hardware Transform and Lighting



DirectX® 9.0c



4.0 GB available hard drive space



4x CD-ROM drive



56k internet connection or better


Recommended System Specifications:


Intel Pentium IV 1.5 GHz or AMD XP 1500+



512 MB RAM



64 MB 3D graphics card with Vertex and Pixel Shader capability


Broadband Internet connection

Game Summary:

 Overview:


World of WarCraft is a game that allows players to immerse themselves in the Azerothian world created in the prior real-time strategy (RTS) games also produced by Blizzard.  The player is able to take on the roll of a specific character of one of eight races (Human, Dwarf, Gnome, and Night Elf make up the Alliance; Orc, Tauren, Undead, and Trolls make up the Horde), and pick one of nine classes to train in (Druid, Hunter, Mage, Paladin, Priest, Rogue, Shaman, Warlock and Warrior), although certain classes can only be played by certain races (example: Druids can only be Night Elves or Tauren).  The player is able to roam the Azerothian world, completing quests for items and experience, joining raids (groups of other online players) to complete harder quests or for player verses player (PvP) attacks, or play in Battlegrounds, where groups from opposing factions try to complete certain objectives first to win prizes of all sorts (Battlegrounds are PvP and add to the honor system, which will be described later).


Story line:

The story line in World of WarCraft occurs four years after the end of WarCraft 3: The Frozen Throne.  The alliance between the human (Alliance) and Orc (Horde) forces is in shambles.  The world is troubled, and adventurers must do what they can to right the problems.

The story line in World of WarCraft is by no means as involved as the story line of the rest of the WarCraft series.  Having no clear-cut goal and no “Final Boss”, the game is not entirely story driven; however, there is a story to the game.  Each quest (or string of quests) has a specific story to those who would read it.  


Players Role:

As stated earlier, the players role is to control a character through the game world and complete quests and achieve a high level (max: 60) to be able to fully undertake the most perilous quests in World of WarCraft.  


To help them achieve this goal, players can choose up to two “professions” (examples would be: Herbalism, Alchemy, and Blacksmithing) to help them create items, make money, and give a secondary objective to roaming the world.


Installation:


Installation is achieved through a four compact disc rotation.  After the CDs are finished with the installation, Blizzard requires an account to be created with them.  Also, patches are applied regularly to World of WarCraft, and after the initial installation, a main patch must be applied (at date of writing, the patch was up to 230 MB).  After all patches are applied, the game is ready to be played.


User Interface:


The user interface is relatively simple.  You can use certain keys to move around the world (default is W, A, S, and D, but is customizable).  You place any abilities acquired in an in-game set of boxes, usable with a push of a button or mouse click (depending on the boxes you choose).  The mouse is also responsible for controlling the camera and your perspective of the world.

Scoring:

There are two main ways of “scoring” in World of WarCraft; Level (experience), and Honor/Rank (PvP).


Level scoring is based on a system of gained experience.  A player starts at level one and works his way up to level sixty.  Experience is gained by killing non-player enemies (killing other online players earns honor, which is explained next), finishing quests and exploring the world (this last amounts to very little actual experience, but it is still there).


Honor or Rank scoring is achieved through killing other online players of the opposing faction (players of the same faction can duel, but dueling is just for fun and gains nothing, unless bet upon).  Gaining Honor Kills allows players to move from Private (the lowest Rank, besides unranked which is the default rank of a new character) to Grand Marshal (for Alliance characters) or High Warlord (for Horde).  The higher a player reaches in the Honor system, the better equipment is made available to that player.  Some players believe that the higher Honor rank someone is has a better chance of acquiring better items from random monster kills, but this has not been proven nor has Blizzard said that it is true.

Artwork:


The artwork in this game is inspired, but still comical.  It is not a “serious” attempt at making a literal world, and is cartoonish by nature.  Still, the graphics and art in the game are impressive works, and should not be regarded lightly.


Sound and Music:

The sounds and music of World of WarCraft are creative, but, like so many games, get redundant quickly.  There is different music for the different areas of the world (usually), but as you are likely to be spending many hours at a time in the same, the music gets old and bothersome.  


Special Features:



Special features in World of WarCraft is mainly the inclusion of an Auction House for each faction, where players can place items they’ve found or made up for bid to other players to make money.  It allows for players to acquire items they would otherwise be unable to acquire for themselves, and provides an alternative source of income for players besides the monetary drops of random creatures.


Manual:


The manual to World of WarCraft is a tome (208 pages), but a useful one.  It helps new players to become acquainted with the game-play and user interface before they are thrown into the game.  It also provides helpful maps of the world’s different areas, and the story so far (the storyline through the rest of the WarCraft series).


Bugs:

As is typical of MMORPGs, bugs crop up regularly, especially after a patch that adds new things to the game.  However, Blizzard works diligently to correct all major bugs right away, and all minor bugs found by the next patch.  Players can report bugs to the Game Masters (GMs) in-game.  GMs will reply to your inquiry as soon as possible to let you know how/if your problem will be rectified.  GMs are also available to help you if you run into issues during game-play (like getting stuck in the environment).

Game Review:
Pros:

Community:



The people you meet can be quite entertaining, and you have the ability to join “guilds”, which are groups of players that help one another out.  You can also form groups of players that are not of your guild, so anyone of your faction can potentially be part of your next group.


Simplicity:



World of WarCraft is far from complex.  It allows players of all ages to enjoy its wonders, while still keeping it difficult that hardcore MMORPGers will still want to play.


Versatility:



World of WarCraft has a character for just about anyone.  If you enjoy just straight out fighting, be a warrior.  If you are a magic fiend, then play as a mage or priest (priests if you like to be a healer, too).  If you like the idea of stabbing people without them knowing your there, World of WarCraft has a class for you, too; Rogues (and they are thieves, too).  This versatility makes World of WarCraft a unique experience for all players.

Cons:


Community:



The people you meet can also be quite annoying, or downright stupid.  Some people enjoy nothing more than harassing other players.  Fortunately, you can also choose to ignore these people’s chats so as not to hear them.


Size:


Early on, a player must walk everywhere he or she needs to go.  This can be a time consuming process.  Walking is slow going, and some of the places are extremely far away and enormous in size.  Later, players are able to fly to distant lands, and ride mounts to other locations (level forty is needed to obtain a players first mount, and is quite expensive).

Comparability/ Better and Worse:


I am unsure how World of WarCraft compares to other MMORPGs, as it is my first (and probably only) MMORPG.  I am extremely happy with it, but do not have enough time to devote to another of its siblings.

Appropriate Audiences:


This game is rated T for teen by the ESRB.  It includes violence, suggestive themes (although most of these are player made), and alcohol (yes, you can actually get drunk, and yes, it impairs you senses, but it may also enhance some of your other attributes, like strength).

Design Mistakes:


I have encountered no design mistakes to date, although I am only two-thirds of the way to level sixty with one class of nine, and haven’t seen the entire world yet, so there may be some I am unaware of.

Summary:


World of WarCraft is an enjoyable game that allows players to interact in a positive (and negative) way.  It has a cartoonish feel that allows players to be entertained by non-real life actions, but feels real enough to be entertaining.  I believe that World of WarCraft is worth purchasing.  I would include the ability to talk (with actual voices over microphones) among your party (and only your party, general chat with actual voices would be unbearable in certain locations).
