Portraits of
Plant Wars
Players

Annotated Visualizations:
Meet DanielMcBeast



Table of Contents

About Annotated Visualizations
Making the Visualizations

The Future of Visualizations
Reading Guide

Thinking Guide

Annotated Visualizations

1. DanielMcBeast'sPlant Wars Activities

2. DanieMcBeast'd-ertilizes

3. Danielh O. S IBatiles) &

4. Danieb O. S I'Salfin§ligated Battles

5. Danieb O. S INatB&¥tstigated Battles

6. Daniel O . S ITépP&thers for Selfstigated Battles
7. Danieb O. S IParime@sifor NorSelf Instigated Battles
8. Danieb O. S [Gardef Eenter Sales

9. Danieb O. S |Gardef &enter Purchases

10. Danieh O. S [MdrieReceived from Digs

11. Danieh O. S [GaubsRéceived from Digs



About AnnotateavVisualizations

Roger Shant's Plant Wars Activity

) Fertilize  © Self-Instigated Battle Digs Garden Center I
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220000 L ahead of Plant Wars time, which
is the time on the y-axis.
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“I play mostly at work | guess,
since 9 hourly resets happen
when 1 am at work.”
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the beginning, and then increased it to 6
attacks. Now | use ‘attack until you gain 30
levels, then train rest of the week’ strategy.
Less fertilizing on certain days should be
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player.

A Each visualization was discussed with the player
uring an in depth interview.

ASANBOU ljd23GSa FTNRY LI &
- dzZAYSYUSR @Al 0KS NIKas
correlated to specific features or patterns in the
visualizations.



Making the Visualizations

[Z009/01/22 08:39:37] 4 trained Speed, gaining 0.75 stat points (no captcha)

. . . . [ZO09/01/22 0D8:46:34] 785 trained S3peed, gainihg 3.75 atat points (ho captcha)
EaCh Vlsuallzatlon began Wlth a [2002/01/22 D8:51:02] 151 trained Speed, gaining 7.5 stat points (no captchal
[ZO09/01/22 08:53:57] 115 trained 3peed, gainihg 3.75 atat points (correct captcha)

Plant Wars IOg file: [2009/01/22 08:53:58] 137 trained Attack, gaining 7.5 Stat points (no captcha)
[Z2009/01/22 N8:568:46] 695 trained Attack, gaihing 0.75 stat points (correct captcha)

Individual
Visualizations

Group

_ _ _ Simple Java Program
Visualizations

batE;Time,User I, 3kill Trained,Points Gained, CAPTCHAL, bleZfZDDQ 21:053:51 75 Lttack =] i [m]
01/22/2009,20:39:37,4, Speed, 0.75,No, For each player’ the Java 01/23/2008 0:04:21 75 Attack 68.75 Yes
01/22/2009,20:46:34, 788, 3peed, 3.75, o, 01/23/2009 2:37:53 75 Attack £.75 Mo
01/22/2009,20:51:02, 151, Speed, 7.5,Ho, processor‘ Outputted acomma 01/23/2008 5:38:16 75 Actack 6.75 No
01/22/2009,20:53:57,115,Speed, 3.75, Yes, .. ] ] ) 01/23/2009 6:16:28 75 LAttack 1.5 HNo
01/22/2009,20:53: 58,137, Attack, 7.5, No, or tab-de“mﬂ:ed f||e |nC|ud|ng 01/23/2008 7:22:24 75 Attack 3 Mo
01/22/2009,20:58:46, 6958, ittack, 0. 75, Tes, 01/23/2009 S:00:53 75 Attack 0.75 Mo

only the log data for that
player. (right) An additional file
including all data in the log was
also created (left).

Microsoft Excel Microsoft Excel

A B C D E F A B C D E F G
1 Date Time UserID  skill Trained Points Gained — CAPTCHA 1 1/22/2009 21:08:51 75 Attack 6 Mo
-39 i : 2 1/23/2009  0:04:21 75 Attack 6.75 Y

2 1/22/2009 20:39:37 4 Speed 0.75 No Openmg the files as f23/ ac es
3 1/22/2009 20:46:34 788 Speed 3.75 No 3 1/23/2009  2:37:53 75 Attack 6.75 No
a 1/22/2009 20:51:02 151 Speed 7.5 No Spreadsheets allowed them to 4 1/23/2009  5:38:16 75 Attack 6.75 No
5 1/22/2009 20:53:57 115 Speed 3.75 Yes . 5 1/23/2009  6:16:28 75 Attack 1.5 No
6 1/22/2009 20:53:58 137 Attack 7.5 No be sorted by various values, 6 1/23/2009  7:22:24 75 Attack 3 No
7 1/22/2009 20:58:46 698 Attack 0.75 Yes such as the skill trained. 7 1/23/2009  8:00:53 75 Attack 0.75 No

All Fertilizes January-March 2009 Boss Cuzco's Stat Points Gained from Fertilizing
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Each visualization was crafted
by hand, a process taking from
an hour to five hours,
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willingness to cooperate. The
more data being charted, the
longer the chart takes to
develop, and the more likely
Excel will die in the middle of
the process.
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The Future of Visualizations

All Attack Fertilizes January 2009-June 2010

|nte raCt|V|ty For instance, when viewing a macro visualization, a user
couldhighlight a single user or multiple users from a that

An ideal system for the visualization process visualization, to see thogeatternsin the context of the
would automatically generate visualizations of ~ ™acr environment

the data based on dynamic user input. Users:
would control which variables are being
displayed, turning the static investigation
process into an interactive process.

Date (Month/Day/Year)

Thismeans that you can select what you want .
to see, and the program wijenerate itin
realtime, highlighting the information that
most interestsyou and allowing you to
Interact with your data.

All Attack Fertilizes January 2009-June 2010

2. Xavier Stein's Stat Points Gained from Fertilizing
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Readi Nng Gulder annotated Visualizations:

Roger Shant's Plant Wars Activity

) Fertilize © Self-Instigated Battle Digs Garden Center |
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is the time on the y-axis.

Syztem iz one of the few PVP systems that | actuslly

“I play mostly at work | guess,
since 9 hourly resets happen
when 1 am at work.”

the beginning, and then increase

noticzable.”
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ATitle: describes which participant and what facet c
game play is being displayed

A_egendindicates what different kinds of data point
mean

Alime of daythe Yeaxis is the 24 hour time of day
starting with midnight at the bottom and ending witl
midnight at the top

AGraphical annotationsthese are used to indicate
zones or spectrums of interest that correlate with tf
written annotations

ANritten annotations: These are mostly based on
direct quotes from participants and linked to the
corresponding area of the visualization. Some of th
may repeat through the set when one quote Is
pertinent to two different visualizations. Some of
them maybe the researchers notes or interesting
ideas.

Aate:the Xaxis shows the time of year, usually
ranging from Jark009to June2010from left to right




Thinki Nng GUId@r Annotated Visualizations:

To get the most value out of your annotated visualizations here are some helpful
ways to think about what you see and read. You may want to refer back to these
pages to help as a framework.

s D —
Mechanics 1

What in the game
Induces different
behaviors?

What are the
crucial parts of
the game?

How do players
Interact with
the game?

What

constraints
does the game
have?

How would altering
the game change
behavior?

How do players
navigate
constraints?
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time. We can use this model as a starting point for understanding the visualizations
and brainstorming meanings of actions and improvements for Plant Wars.
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Are there any
behavior
trends?

What ways do
game play &
social aspects
mix?

Do the patterns
match what the
players said?

How does a

player develop
?

How dOef» a What are the
LI | € S NJ

| ¥a implications of
Involvement patterns of play?
change?

How can we use them to
Plant Wars advantage?
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