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                    reenlight MMORPG 

- Conceptual Model 

Prelude  

This document is a technical document for designing a Massively Multiplayer Online Role Playing 

Game (MMORPG) in terms of game design theory and focuses on the RPG genre in a fantasy setting. 

Currently there isn’t a standard guide for designing mmorpgs. 

As a result, central gameplay mechanics such as combat attack types, damage types and other 

elements aren’t standardised and whilst these mmorpg elements are commonly used by 

experienced developers, they are often not well known by newer ones. Thus in order to design an 

mmorpg game, a great amount of research in basic game design elements must be done first, even 

before development begins. This wastes time that could be spent on developing rather than 

researching previously studied, yet often unknown, game design topics. 

Mathematical formulas for gameplay elements of MMORPGs can also be difficult to find on the 

internet, for example a mathematical experience levelling formula, this being part of the reason for 

this document’s existence. 

A primary focus in mmorpg design is on variety. There has to be enough variety to make gameplay 

interesting and fun; mmorpgs should essentially be huge databases that groups of players can 

together walk through and interact with. 

This document may also give some new ideas for formulas, classes, items or other game aspects to 

put into the mmorpg you are designing. 

Maybe one day, someone/s may code an MMORPG based from this document. 

Cheers,  

Jamie Urquhart 

End Prelude 
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