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More Than a Game:
An Ecosystem of Ideals and Realities
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World of Warships is a meticulously crafted naval combat simulator, a historical museum, and a deep strategic challenge.

It is also a live-service product, constantly shaped by the pressures of game balance, monetization, and a passionate, vocal
community.

This presentation explores the game through the lens of its defining dualities: the tension between the player-facing ideal (the
fantasy, the history, the strategy) and the mechanical reality (the game systems, the business model, the community friction).
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The Ideal of Gameplay: The Slow, Deliberate Dance of Naval Titans
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“It's a slower gameplay, but overall, | prefer WT [War Thunder]. WoW is far the best wargaming game.”

The core fantasy of World of Warships is
commanding multi-thousand-ton steel
behemoths in tactical combat. Gameplay
is pitched as a battle of positioning,
anticipation, and overwhelming
firepower, where strategic thinking
outweighs twitch reflexes. Shells have
long travel times, ships turn slowly, and
engagements can take place over vast
distances, creating a unique, chess-like
experience.
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The Reality of Gameplay: A World of Hit Points,
Concealment, and Consumables

« Beneath the simulation lies an arcade reality
governed by game mechanics. Ships don't sink from
critical damage alone; they have hit point pools to
be depleted (e.g., AL Hornet: 50,000 HP).

« Real-world naval tactics are often inverted. Bow-on
angling is critical for survival, while showing
broadside—ideal for historical gunnery—is often a
death sentence.

I 60,800 HP Pool \

I
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« Visibility is not a given. It's a calculated statistic,
creating a “cat and mouse” game of concealment
(e.g., USS Benson can achieve a 5.8 km detection
range).

» Special abilities, or “consumables,” grant
temporary, powerful advantages like instant
repairs (Damage Control Party), enhanced vision 7.16 km Surface
(Surveillance Radar on Constellation), or speed Detectability Range
pboosts.

Engine  Surveillance
Boost Radar
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The Ideal of Strategy: A Ship to Make Your Own

The game offers immense strategic
depth through a multi-layered
customization system, allowing players
to fine-tune their vessei's performance.

Upgrades: Six slots offer dozens of
modifications affecting armaments,
survivability, and concealment.

Commander Skills: Captains
accumulate skill points (up to 21) to
unlock specialized perks, creating
unique builds for different roles.

Signals & Camouflage: Dozens of flags
and camos provide further statistical
bonuses and economic benefits.
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The Reallty of Strategy: Chasing the Meta

e While choice is vast, a clear ‘meta’ of optimal
builds quickly emerges, heavily influenced by
developer balancing and community
consensus.

 Certain skills and upgrades are considered
“must-haves” for competitive play, rendering
many other options suboptimal. For the
,'. destroyer Benson, “Preventative
& Maintenance at Level 1 and Last Stand at
e, r———— Level 2 are must-haves."
ey \ e The developer's hand is ever-present. Some
- 1 skills may not even work as intended, further
shaping player choice. The commander skill
“Hidden Menace” is noted as “bugged and
not recommended” on AL Hornet.

» This reality transforms the ideal of infinite
personalization into a puzzle of finding the
single most effective configuration.




The ldeal of History: Gommanding a Digital Museum
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World of Warships is a love letter to 20th-century naval history, with hundreds of ships meticulously
recreated. Developers undertake “Warship Expeditions,” visiting museum ships like the Russian cruiser Aurora
to ensure model accuracy. Ships are presented with rich historical context. The USS Alaska (CB-1) was “laid
down ten days after the Japanese attack on Pearl Harbor.” The USS Helena (CL-50) has a detailed
service history, culminating in her sinking at the Battle of Kula Gulf. This commitment to history provides a
powerful, immersive backdrop to the gameplay.
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The Reality of History: When Blueprints and Balance Take Precedence

“"Russian bias is still
definitely a thing."

“We're bashing it
because Wargaming
Insists on adding in
books worth of
paper ships”

To populate tech trees and introduce variety, Wargaming frequently This practice leads to community perceptions of bias, with

builds “paper ships"—vessels that were designed but never accusations that some nations (notably the USSR) receive
constructed. The US battleship Georgia is a "fictionalized version powerful, ahistorical designs. A Reddit user notes, “The real
of lowa Scheme IV," armed with 457mm guns that were rejected problem here is that they were really, really good."

historically because they wouldn't fit the Panama Canal.
Even for real ships, performance is altered for balance. The lowa’s

The Soviet cruiser Lazo “was planned... but due to the invasion of 5"/38 guns have a rate of fire of 10 rounds/min in-game, while the
Soviet Russia by Nazi Germany, the ship was never ordered.” “actual rate of fire is 15 rounds per minute.”
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The Ideal of the Economy: A Career Forged in Battle

The game offers a sprawling
system of rewards that recognizes
player achievement and long-term
dedication across various game
modes.

Battle Achievements: Medals like
Kraken Unleashed! (5+ kills), High
Caliber, and Solo Warrior reward
exceptional performance in a
single match.

Career Progression: Starter
Achievements (Veteran: Win 100
battles) and Collection Achievements
(The Hunt for Bismarck) mark
significant milestones.

Competitive & Social Rewards:
Unique flags (Jolly Roger for Ranked)
and emblems recognize elite
competitive success In Ranked
Battles and Clan Brawls.
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The Reality of the Economy: The F2P Engine and the Grind

J -« Earn XP &

| (71 WU Credits ) ) _
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Play Battles | Acquire Buy Permanent Open with gambling
) Purchase Premium Ships Camouflages Containers
B Doubloons
(Real Money)

As a free-to-play game, World of Warships is supported by a complex in-game economy designed to encourage spending
time and/or money.

The Grind: While players find the grind less “terrible” than in World of Tanks, progression still requires a significant time
iInvestment to earn XP and Credits.

Premium Content: A robust market of premium ships exists, often sold for real money during special events (e.g., Alaska
B for Black Friday). These ships offer unique gameplay and better credit-earning potential.

Monetization Mechanics: The system includes premium account time, expendable camouflages for bonuses, and loot
boxes known as “containers” and “Crates,” which a Reddit source describes as an “obsession with gambling.”
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The Ideal of Community: Players as Partners
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Wargaming fosters a vibrant ecosystem that
ideally positions players as active partners in the
game’s world.

- Official Channels: The official Discord server
provides direct lines for feedback, bug
reports, and finding divisions.

Global WoWs Wiki
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« Community-Driven Resources: The Global Wiki
is a massive, player-maintained knowledge
base, essential for both new and veteran players.

+ Modding Scene: Wargaming supports a healthy
modding community through official tools like
ModStation, allowing players to customize their
Ul, visuals, and more. —

Al  Fodores M Binenes

« Community Contributor Program: A formal e
program was created to partner with content
creators, providing them with early access and a
platform to share their insights with the player
base.

Aglsin’s ModPack Crozshair Mods
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The Reality of Community: The 2021 CC Walkout

“It 1s really something to watch a company
destroy itself through hubris and arrogance.”

e Friction between Wargaming and its players culminated in a mass exodus from the
Community Contributor (CC) program in August 2021.

e The Catalyst: The conflict began over the design of the Canadian ship HMCS Yukon.
Contributor LittleWhiteMouse's suggestions were “throw[n]... in the trash,” and when she
sought clarification, a WG representative reportedly told her to “F*ck off, your wrong.”

e The Fallout: The “level of disrespect, the lies, the attitude, [and] the anti consumer
behavior” led LWM to resign, prompting a wave of resignations from other major CCs
including ChaosMachineGR, Denarmo, and Turry in solidarity.

e The walkout was not an isolated incident but the breaking point after years of disregard
for feedback, aggressive monetization, and perceived developer arrogance.

LittleWhiteMouse ChaosMachineGR Denarmo Turry PointyHairedJedi MageT
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A Tale of Two Worlds: Lessons Learned, Patterns Repeated

Compared to World of Tanks, Warships launched as a “much more polished product” that
avoided many of the elder game’s pitfalls.

Key Improvements in WoWs

» Sixth Sense: A critical awareness skill
is given to every captain for free, unlike
in WoT where it's a long grind.

» Captain Skills: Leveling up
commanders is significantly faster and
less punishing.

» Economy: No direct equivalent to “gold

ammo,” a major point of contention in
WoT.

A Familiar Pattern
e Despite these improvements,

Wargaming's broader patterns persist.
The controversial "Crew 2.0" rework in
WoT generated similar community
outrage, with one player noting, "Every
single other change is 10000% worse
than the current system and will
make sure the game dies.”

) WORLDorTANKS

\J WORLDorWARSHIPS

Delayed Sixth Sense

Lengthy Crew Grind

Gold Ammo

Crew 2.0 Controversy

X

Instant Sixth Sense (Free)

Faster Captain XP

No Gold Ammo

CC Walkout Controversy

A more refined player experience, yet still subject to system-wide developer friction.
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The Gra\mv nf the Machine

Why does a player base so often at ds W‘Ith the developercontinue to play? Because the core
R T T - - -

game—the machine itself—is deeply'.compelling®The fanta ommanding historical

warshlps is powerful. The strategic depth of its’combatisirewarding. The visual and audio design

is immersive. The friction, the debates overbalancejanditherolitrage over monetization are not

signs of apathy, but of a player base thatiis intenselylinvested in the “Ideal.” Players endure the

the“Reallty" of a flawed live-service game because the “ldeal” of a spectacular naval combat

experience is worth fighting for—both In-game and with its creators. ¥z,




A Living Hohhy

World of Warships is more than
a finished product; it is a
constantly evolving digital
hobby. The unending duality
between the historical ideal and
| e o A | | the gameplay reality, between
|Hit Points: 60 == == - N e the community's passion and

| N > L the developer's business
Imperatives, is what keeps this
world alive. It is not a static
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Firing Range: 15.8 km museum piece but a dynamic
" ecosystem, defined by the very
60,800 tensions that shape it.

The conflict is the content.
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