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J— | When people think about S48

| MMOs, there are some pretty
* standard images that spring
| to most people's minds. Big

I swords, brave paladins,
% % dragons, chests full of oot ...
and interior decorating? Well, maybe not the
latter.

Player housing is not an option offered by all,
or even most, MMOs. Yet. Nonetheless, it's
an element of play that seems to be quietly
entering more and more MMOs as time goes
by. Whether it's the stand-alone homes of
Star Wars Galaxies, the instanced housing of
EverQuest |l, or the elaborate Superhero and
Supervillain bases of City of Heroes, player

housing is now available in various forms and”
is enjoyed by a growing segment of the MMy

player population.

On first consideration, it may seem slightly
bizarre that people would want to log into[a®
fantastic land filled with monsters and

dragons and treasure, and instead choose to &

spend their time interior decorating.

Yet one has only to visit some of the forums:
where screenshots of player housing are
proudly displayed, to realize that there's a lot
of enthusiasm out there for this kind of
activity.

Player housing is, yes, a cosmetic "fluff"
aspect of the game. Making your home look
nice does not help you defeat the evil dragon
or gain you more gold — in fact, it probably
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S0, next time you find yourself LFG and
hanging around your home city with nothing
to do, why not take a tour of some of the
more interesting player housing in your area?

If you don't know where to go, chances are
that someone in the chat channels can
recommend a few places:

You'may find yourselfjin‘atavern or pub;
in‘a stately manor;in a torture
chamber; a cave; or even more
exotic environments.

And all created by players like
yvourself.

Adventurers can kill those
monsters and raids can kill
those dragons, but within player
housing, any player can
permanently alter the game
environment, creating new content
that other players can enjoy.

And that's no small thing for a game to
allow, when you think about it.
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Dear Favoured,

Hmm- seems you've got yourself what we
Gnomes like to call a “Quandry”, or a big
mess for all you Dwarves out there.

First, in my estimation, there is no way that
House Kunderak has your children. If they
can’t make a vault that can keep out two
kids, their policing squad has to be the
“Pride of Stormreach”. | wouldn’t worry too
much there.

! Now as to their whereabouts- The best

thing you can do is send out the
other rugrats and tell them their
brothers are “hoarding all the
loot”. | guarantee they’ll be
found within the hour.

'One final thing: _thé'rb'eg ay to
keep halflingsiat'home and out®
¥ of trouble isito'introduce them
*!n-the “good stuff”
‘Wiearly and often.
They'll be in an
""" agreeable (and
{ safe) state that
‘many would call
imanageable.
ither'that or
make them
give you'a
70/30 split for
¥ the trouble -
' you win
both ways.






























































































































































































