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Blizzard Entertainment’s World of Warcraft 
(www.worldofwarcraft.com) is by far Mac OS X’s 
number one massively multiplayer online role-
playing game (MMORPG), and tops sales charts 
on that other platform too evil to mention. 
Saying World of Warcraft (WoW) has a vast player 
base is the understatement of the year; with over 
8 million subscribers worldwide, this game is the 
epitome of its genre. WoW is a fully populated, 
lushly realized digital fantasy land in which 
players can explore beautiful scenery, slay beasts, 
and battle each other in real-time, twenty-four 

hours a day. In other words, World of Warcraft 
is flat out awesome. As far as MMORPGs go, 
nobody questions WoW’s merits; however, other 
questions remain…

For example, is World of Warcraft not simply 
playable, but playable in a meaningful way for 
SwitchXS users? It’s not enough to run around 
the lands of Azeroth and chat with people; 
players should be able to fight, kill, and win 
their way to fame and fortune. The quick 
Reader’s Digest answer is a definite “yes,” 
but those who prefer not to shell out $19.99 

for the game and a $14.95 monthly 
subscription on a simple “yes” should 
continue listening.

Having played WoW long before 
its release to the general public, I can 
honestly say that it’s the most complete 
online gaming experience I’ve had. 
First and foremost, window-mode must 
be enabled by pressing command+m to 
make the game SwitchXS friendly, but 
this need be done only once. Being almost 
entirely keyboard based, a speedy switch 
user can basically access all the required 
buttons as fast as anybody else; however, 
those scanning at less than 15-16 steps 
per second will probably have difficulty 
with the game. Precise, quick mouse 

movements are usually a bane to switch players, but 
fortunately such actions are never required. Since 
SwitchXS gamers cannot press two standard keys 
simultaneously unless they make a custom keyboard, 
WoW’s “autorun” feature is extremely helpful, 
enabling a switch user to move forward and strafe 
left or right, cast spells while running, or fluidly 
navigate twisting dungeons and caves, among other 
things. As every hotkey in WoW is re-mappable, I 
map my most important and frequently used actions 
to keys that appear early on my scan panel. Players 
can also create macros in game for frequently used 
text and commands, where, for example, one can 
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quickly type, “Help, I need a healer!” – a common 
and geeky phrase required by every RPGer.

When playing WoW, it’s important to consider 
the 9 character classes and their role in various 
situations, as some suit switch users better than 
others. For instance, Warriors are face-to-face melee 
killers, but as a switch gamer this class gets tricky 
when the enemy decides not to stand still while 
being attacked. Additionally, melee combat often 
involves pressing multiple buttons simultaneously 
or very quickly, which is vexing even when scanning 
at 20 steps per second. It’s not much of an issue 
when battling the game’s A.I. scripted monsters, but 
SwitchXSers wanting to throw down against live 
humans in PvP (Player vs. Player) environments 
will find themselves smoked in melee combat more 
often than not. However, skilled Mages can drop 

Warriors before melee combat occurs by standing at 
a distance and blasting them with deadly magic. 
Hunters are one of my favorite classes, as they deal 
great damage at a distance with bows and rifles, 
but are armored enough for a little hand-to-hand 
blade dancing; thus, if the enemy is wounded 
enough before melee ensues, a switcher can prevail. 
Like anything in life, it’s vital for SwitchXS 
users to consider what they do well when picking 
a character.  

As a level 60 Hunter, nobody knows that I play 
with my thumb and switch; they just see that I’m a 
deadly and capable killing machine. With enough 
practice and skill, SwitchXS users can slay dragons, 
eviscerate orcs, and incinerate the undead with holy 
magic. Dig through the ditches and burn through 
the witches people – SwitchXS can handle it! q
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In games like Unreal Tournament 2004 and World of Warcraft, 

there’s “One thumb to rule them all” – mine! To see for yourself, 

check out Episode 4 of the video podcast, Exploring the Frontiers 

of Assistive Technology. 
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