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Chapter 1
Per sonal Experience

Beginning in the late 1980's the Internet began to
energe as a nediumfor entertai nnent, commerce, information
and communi cation. As personal conputers and online
servi ces becane cheaper, nore people started to use the
Internet. At first, communication was |limted to email and
chat. Wiile email was static and had a del ayed response,
chat was dynam c and involved two or nore individuals
typing and reading at the sane tinme. Technol ogy has
evol ved and today conmmruni cati on between peopl e can incl ude
voi ce and i mages as well as text.

My personal interest in the Internet began in earnest
during ny |last year at Mchigan State University. | had
one year to finish ny degree and all ny friends had
graduated the year before. | felt isolated and w thout
much conpany. Fortunately, before ny friends |eft we had
joined an online community called the Metaverse. The
Met averse was a type of online programcalled a MOO. MXO
stands for Multi-User Dungeon Cbject Oriented. Basically,
it was a virtual world where many people could neet and
talk. It was all done with text with people typing and

readi ng comments in real-tinme. Individuals at the
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Met averse created characters that could interact with other
characters and various objects such as chairs, doors and
what ever people wanted to create. Characters could al so
nmove from place to place within the Metaverse and coul d
design their own roons and neeting places. It was |like
being in a novel witten by many different people.

In the evenings | would |log onto the Metaverse and
talk and wite prograns with ny friend. W would create
interactive objects |like a guided tour of the pyramds or a
roomthat had virtual weather. W nmade friends with others
and tal ked about what was going on in our lives. W had
argunents and reveal ed our inner thoughts and feelings in a
real and authentic way. W worked together and with other
menbers of the community to build nore roons and itens to
enhance the virtual experience for everyone. At tines the
experience was far fromvirtual and enconpassed our entire
bei ngs as we i mrersed ourselves into the world we shared
through the Internet. Tinme would slip away and | woul d
| eave the experience and return to nmy solitary existence.
| could always |og back in and neet with people. It was
during these tines, with the support | encountered online,
that lifted ny day and conbated the isolation | felt in

that | ast year at school
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In a brief period of time the Internet has energed as
areality of our lives. It is no |onger considered a fad.
There have al so been a nunber of controversies and fears
surrounding the Internet. Many people feel that we are
i solating ourselves further and doing away with real-life
encounters with others. The Internet also allows the
i ndi vidual a greater degree of anonymty. A person can go
to one chat roomand pretend to be soneone and the next day
go to another and pretend to be soneone el se. The use of
the Internet to spread pornography and the realization of
online predators feeds the desire to regul ate and control
the Internet. At the other end of the spectrum are people
who believe that the Internet will fulfill all the dreans
of mankind bringing international conmerce and
communi cation that will unite the world. M belief about
this technology is neither. The Internet is not the great
devil that wll enslave us in alienation from each ot her,
nor is it the great unifier. It is technology. W are the
users of technology. W are the ones who will decide how
to use the Internet and for what purpose.

Humani sti ¢ Psychol ogy has a vested interest in
becom ng aware of and using technology in a way that
pronotes social justice, self-awareness, comunity, and a

host of other ideals inherent in humanistic psychol ogy. |
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hope to show how this technol ogy can be used in a way that
is beneficial and an enhancenent to the human condition as
opposed to creating further alienation. Technol ogy exists
to provide opportunities to interact with our world in a
nmore powerful way. It would be a disservice to humanistic
psychology if it refused to participate in this endeavor.
Rat her, it is nmy hope that Humani stic Psychol ogy w ||
enbrace the challenge of noving forward in this direction

This is the background information and thinking that
brought nme to the question, “What is the Experience of
Being-Wth Online in a Massively Miltiplayer Online
Rol e-pl ayi ng Gane?” Wth the realization of the Internet
as a viable neans to conmuni cate cones the necessity to
| earn how to best use this technology. It is nmy hope that
by exam ning the experience of Being-Wth online I wll be
able to elucidate commobn experience to enabl e individuals
and groups to benefit froma newer, different way of
relating to each other. In order to bring greater clarity
and neaning to this study, | wll begin by defining the
terms of the question.

Definition of Terns

The word ‘what’ as defined by Whbster’s online

dictionary (2000) neans, “sonetines used in reference to a

cl ause or phrase that is yet to cone or is not yet

6
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conplete.” This basic definition suffices for what |
intend. | use the word “what” to nean sonething that is to
cone. This sonething will be a collection of ideas and
themes that arise in the pursuit of this study.

One of the definitions of the word “is” means “to have
a specified qualification or characterization” (Wbster,
2000). My study will examne the nultiple
characterizations of the experience of Being-Wth online.
The word “is” together with the word “what” constitutes the
phrase “what is.” Taking both of the above definitions and
applying themto ny study creates the neaning of the
mul ti ple, specific characterizations of the thenes and
i deas of the experience of Being-Wth online.

Webster’s (1989) defines the word experience as:

1. A personal instance of personally encountering or

under goi ng sonet hi ng.

2. The process or fact of personally observing,

encounteri ng or undergoi ng sonet hi ng.

3. The observing, encountering or undergoing of

sonet hi ng.

4. Know edge or practical w sdom gai ned from what one

has observed, encountered or undergone.

5. The totality of cognitions given by perception; al

that is perceived, understood, and renenbered.

6. To have experience of; neet wth; undergo; feel

7. To learn by experience. (p. 501)

| would like to draw the reader’s attention to the

word personal in the first definition. This inplies that

experience is unique to a given individual. It also

7
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inplies that a given experience is not passive, but an
action that involves the person experiencing (or

percei ving) as much as the actual experience. Also,
would i ke to draw the reader’s attention to the word
know edge in definition four. Experience involves not just
the one nonent in tinme, but the know edge of the event.
So, if sonething happens to a person but the person does
not recognize it as inportant, it is not an experience.
Therefore, in nmy definition of the word experience, if a
tree falls in the forest and no one is around to hear it,
it does not mamke a noi se.

Moust akas (1956) exam nes the act of experience as
taking place in solitude. “Experience is true to the person
when he is hinself alone. In such experience perception is
uni que and undifferentiated” (p. 3). It will be assuned
that the individual’s experience is true to that
i ndi vi dual .

No ot her person’s ideas, and none of ny own ideas, are

as authoritative as nmy experience. It isto

experience that | nust return again and again, to

di scover a closer approximation to truth as it is in

the process of becomng in nme. (Rogers, 1961

pp. 23-24)

The word Being-Wth creates sonme difficulties in

defining, as it is not a word commonly used. | first ran

across this word in Mustakas’ witing (1995). The word
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carries with it several existential concepts that | would
like to include as well. Mustakas (1995) gives this
expl anation of Being-Wth:

Bei ng-Wth neans |listening and hearing the other’s

ways of feelings, thoughts, objectives, but it also

means offering nmy own perceptions and views. There
is, in Being-Wth, a sense of a joint enterprise — two
people fully involved, struggling, searching,

exploring, sharing. (p.84)

Thi s expl anati on descri bes the sense of nutuality |
felt while engaged in online comunication. Mustakas
mentions a joint enterprise. | believe this to be
inportant for Being-Wth online. Whether it is a sinple
conversation, an intense debate on a nessage board or two
programmers devel oping a programthere is in Being-Wth
sonmet hing in common bei ng shar ed.

The fact that these projects take place online rather
than face-to-face does change the nature of how Being-Wth
takes place, but | amunsure if it changes the essence that
Being-Wth is. The individuals who participate in
Bei ng-Wth have Weltanschauung or worl dviews that coincide
inagiventime frame. Eldred (1997) nakes the cl aimthat
Being-Wth invol ves a shared project and a shared sense of
time, but not necessarily space:

These little transacti ons presuppose that Dasein and

Dasein share a being-with the natter at hand. This

shared being-wth... need not be a bodily cl oseness to
each other in a common environment, and the matter at
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hand does not have to be anything 'physical', but the
shared being-wth... does require a sharing of tine,
even if it is only the tine of the present, the nonent
in which the matter is dealt with. Such 'little
projects' in the present are quickly settled, but
there are nore nonentous common projects as well which
require clains being made on a common future, in the
anbit of which the project can cone to fruition.

Bet ween the present, in which the conmon project is
deci ded and agreed on between Dasein and Dasein, and
the future, there is an intervening tenporal space

wi thin which the necessarily individual projects of
both (or all) Dasein involved have to cohere with each
other so as to realize the common project. (Y13)

Eldred is describing the context in which Being-Wth
takes place. He adds an inportant aspect to the definition
of Being-Wth that | include in ny question. The fact that
Bei ng-Wth can take place wthout a close proximal physical
presence i s an inportant aspect in Being-Wth online.

Besi des the context in which Being-Wth takes pl ace
there is the inportant concept of the understandi ng and
sharing that exists in this context. Mustakas (1995)
illustrates this concept when he wites:

In Being-Wth | enter into the other person’s

t hought -feeling processes, dwell inside them and cone

to understand and know that other person’s world from

my own awar eness and understandi ng. (p. 84)

This understanding is a necessary condition for
Being-Wth. It is the ability to enter as fully as
possible into the other person’s thought-feeling processes

t hat enabl es a shared conmmuni cation. Wile this cannot be

total there is a degree of what Bi nswager (1958) calls
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“enpathic ability” that varies fromindividual to
i ndi vidual (p. 226). This enpathic ability involves
w | lingness on each individual’s part to engage in an open,
honest communi cati on process as well as use a degree of
i magi ni ng what the other is feeling and thinking and act
accordingly.
| define Being-Wth as a wllingness on the part of

two or nore individuals to engage in an enterprise in which
the individuals communi cate as openly and honestly a way as
possi ble. This conmunication wll involve sone degree of
enpathy and will take place in the sane tinme w thout the
two individuals occupying the sane physical place. This
Bei ng-Wth may invol ve cooperation or it may involve
confrontation and likely will include both. Mustakas
(1995) writes about how this seem ngly paradoxi cal
relati onship may occur:

Being-Wth may also invite confrontation. The two

persons, though fully commtted and participating in a

fundanental relationship, nmay at any point be on

separate paths of understanding, in terns of what is
essential to nove life forward. They remain with each

other, listening, respecting, and differing in their
views and feelings. 1In the process, a struggle
ensues; words and feelings are exchanged. | do not

m nimze or overpower the other person’s judgnment. |
remai n respectful throughout and on a | evel of

equality. In the process, a new vision energes of
what is essential, and both persons shift in sonme ways
their perception and judgnment. |In Being-Wth, the

personal power of each is retained. Each recognizes
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the value of the other. The final perspective
i ncl udes di nensi ons of both positions. (p. 85)

The inmportance of not discounting the other’s point of
view whil e remai ning authentic is necessary for Being-Wth.
The i nportance of continuing this process and the
Wi llingness to be fully conmtted is what is vital rather
than the content of the disagreenent.

The word “online” is arelatively newwrd to the
English | anguage. Webster (2000) defines it as:

connected to, served by, or avail able through a system

and especially a conputer or tel ecomrunications system

<an on-line database>; also : done while connected to

a system <on-line conputer storage>

In my study the word online will be used to describe
an activity where two or nore people comruni cate using
conputers connected to the Internet. | have included both
real -time, dynam c comunication |ike chat roons and
static, delayed communication |ike nessage boards or both.
The inportance of the word is sinply that the communication
t akes pl ace using a conputer.

A Massively Miltiplayer Online Role-playing Gane
(hereafter referred to as MMORPG) is a type gane played
using the Internet. These ganes include such titles as
Everquest, Utina Online and Asheron’s Call. For this

study | chose to becone a participant observer in the ganme

Dark Age of Canelot. This was the newest MMORPG avail abl e
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at the tinme of this study. In a MMORPG people play a
character in a virtual world popul ated by ot her players.
This virtual world consists of a programthat runs on a
conputer known as a server. A player installs a program on
his or her conputer and connects to the server by way of
the Internet, therefore the gane takes place online.
Thousands of players participate in real time with each

ot her, hence the use of the words Massively Miltiplayer.
The popul ation of the server | played on was 2,000 and nore
at any given tinme. Many of these ganes revolve around a
sword and sorcery storyline and players role-play a
character.

This ends ny defining of terns for the research
guestion, “What is the Experience of Being-Wth Online in a
Massively Miultiplayer Online Role-Playing Gane?” | have
di scussed the basic definition of ny terns as well as
phi | osophi ¢ neani ngs. The next section of this project is

aliterature review of research on online comuni cation
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Chapter 2

Literature Revi ew

In this chapter | will be reviewwng ny literature

review process. | wll describe how and where | | ocated
resources pertaining to my question. | wll then present
the maj or pieces of researcher in distinct themes. | wll

di scuss the major authors who are doing research on online
communi cation. Finally I will place ny study wthin the
current body of research.

| take as inspiration for ny work two maj or science
fiction novels that were published at the beginning of the
I nternet revolution. These books describe the evol ution of
rel ati onships online and posit a world where these
rel ationships directly inpact offline behavior. Snow Crash
(St ephenson, 2000) describes a world where relationships in
t he physical world have an inpact on relationships in the
virtual world and vice versa. Neuronmancer (G bson, 1978)
is one of the first novels to describe the online world and
its influence on the physical world. Wile these books do
not represent relevant scientific literature, | appreciate
t hem because their artistry describes ny experience of

Being-Wth online and thus is relevant to this study.
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Search Process Notes

The following is a description of ny search process.
| searched in the First Search Social Science Databases
using the term*®“internet.” | received 95000+ results.
t hen narrowed the search by | ooking for the terns
“psychol ogy” and “video ganes.” | found 65 entries in the
Wr | dCat dat abase, none in the WI sonSel ect Pl us dat abase,
46 entries in the Social Science Abstracts database and 27
entries in the PsychFirst database. | then printed a |ist
of all the titles so that | could select the ones rel evant
to ny study.

Next | searched the InfoTrac database. | found 21
articles related to the terns “internet” and “chat roonf in
t he nedi cal database. Two of these articles were rel evant

because they di scussed psychol ogi cal aspects of online

communi cation. | found five articles using the terns
“internet” and “ganes.” None of these | found to be
relevant to ny study. | located 64 results in the General

dat abase. These | printed out and sorted through to sel ect
rel evant journal articles.

As | approach the date for witing the dissertation
did a final literature search. In ny second literature
search | again used the above process that resulted in

slightly nore journal articles. | also searched for the
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terms “online” and “rel ationshi ps” together in the
PsychFirst database. | located 70 itens and again sel ected
those that were nost relevant to ny study. | gathered al
the articles together and began to explore the references
in themto uncover nore sources. | discovered severa
online journals that were either directly or indirectly
dedicated to the study of online comunities and
relationships. | subscribed to the major journals and
began to | ook at the current research.

The purpose of these searches was to find current
research articles that are related to ny study and to
position my study as separate and distinct from previous
research. | have to date |ocated no psychol ogi cal studies
that deal specifically with the experience of Being-Wth
online or that have explored MMORPGs. | |ocated one study
that exam ned MMORPGs in a quantitative way (Giffiths,
Davi es, and Chappell, 2003). The nearest concept rel ated
to Being-Wth online are several studies that explore the
i ssue of presence online (Anderson, Ashraf, Douther, and
Jack, 2001; Jacobson, 2001; Lonbard and Ditton, 1997;
Shuem e, Van Der Straaten, Krijn, and Van Der Mast, 2001).
In addition there are a fair nunber of studies that have
been done on online conmunication and the effects of online

comuni cati on (Anderson, 2000; Baker, 2000; Lapadat, 2002).
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The majority of these studies continue to point to the need
for further research about all aspects of Internet use.

The begi nni ngs of research about online comunities
and rel ati onshi ps were begun not by scientists but by the
participants of the communities thensel ves. Asynchronous
comuni cation such as email and nessage |ists provided sone
continuity, but did not allow for real-tinme or synchronous
chatting. The synchronous conmuni cation technol ogy at the
time consisted of Multi User Dungeons (MJDs) and I nternet
Relay Chat (I RC). These were text-based applications that
all owed the formation of online communities in real-tine.
Soon after the inplementation of MJDs and | RC there were
| nstant Messagi ng services like | Seek You (1CQ and
Anmerican Online Instant Messenger (AIM that provided
addi tional opportunities for individuals to communicate
with each other. Psychol ogy began to take notice of the
| nt ernet phenonenon.

After acquiring the relevant articles | began to sort
and organi ze them according to rel evant thenes. There were
five predom nant categories that | sorted the articles.
These categories are: Online relationships, clinical
inplications of online relationships, online communities

i ncluding virtual worlds and MJDs, conputer gam ng, virtual
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presence and online research. | wll exam ne the main
authors in each of these areas and discuss the findings.
Onl i ne Rel ati onshi ps

A qualitative study used a case study approach to
expl ore one wonman’ s experience with online rel ati onshi ps as
a way to make a positive change in her life (Biggs, 2000).
The article reported that the woman’s experience was
di stingui shed from pat hol ogi cal use because of her
mai nt enance of a strong face-to-face social life. Another
study exam ned what qualities were inportant in online
relationships. It was found that trust, honesty and
comm tnment were key factors. It was further found that the
anonymty of the online world could allow for greater
di scl osure and the shift fromonline chatting to
face-to-face chatting can be a sign of growi ng trust and
deeper commtnent to the relationship (Witty and Gavin,
2001). These results were echoed by other researchers who
found that online relationships were healthy if used as an
adjunct to real life relationships (MCown, Fischer, Page,
and Momant, 2001; Peris, 2002).

A qualitative case study exam ned the factors for
success in beginning a romantic relationship online. It
was found that physical attractiveness, conmmtnent,

ri sk-taking capacity and resources for travel affected the
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success of developing a romantic rel ationship online and
mai ntai ning that relationship in the real world (Baker,
2000). A further study by the sane researcher reveal ed
that the neeting place online, obstacles including physical
di stance and previous relationships, level of intinmacy
before neeting face-to-face, and the ability to resolve
conflicts are factors in the maintenance of romantic
rel ati onshi ps (Baker, 2002). Another study attenpted to
predict relationship satisfaction in online rel ationships.
It found that satisfaction is predicted by trust, intinmacy,
and physical attraction (Anderson, 2000). A gquantitative
study of online romantic relationships found that while the
use of the conputer leads to a decrease in satisfaction
with the online relationship, individuals who were nore
committed to the relationship were able to overcone the
barriers inposed by the conputer nedi ated comruni cati on
(Rabby, 2001).
Cinical Inplications of Online Relationships

One of the nost wi dely publicized findings concerning
Internet research is the study published that reported that
the Internet contributed to the increase of depression and
feelings of isolation (Kraut et al., 1998). The study was
the result of the HoneNet project that foll owed the use of

the Internet for comunication by a sanple of 73
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househol ds. The researchers found that there were

i ncreased rates of depression and social isolation and
attributed this to the use of the low quality of the online
rel ationships. This was a paradox as the Internet is often
viewed as a way to increase conmuni cation and human
contact. Qher researchers began to | ook at alternative
perspectives on this paradox and found that |nternet
self-efficacy, whether the online relationshipis wth a
known person, and know edge of how to use the Internet
could be factors that influence depression (LaRose, Eastin,
and Gregg, 2001). A follow up study of the HoneNet project
found that while depression and social isolation did
increase during the initial study, these factors decreased
or were not a factor in the latter stage of the

| ongi tudi nal study (Kraut et al., 2002). This study also
found that for extroverted individuals there was an
increase in social involvenment with Internet use as well as
a decrease in loneliness. In their nost recent study
(Cumm ngs, Butler, and Kraut, 2002) found that the quality
of online relationships is | ess valuable than offline
relationships in terns of satisfying social interaction.
This study discussed online rel ati onshi ps as suppl enenti ng

of fline rel ationships.
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O her studies have found that Internet comrunication
actual ly decreases depression, |oneliness, self-esteem and
soci al support (Shaw and Gant, 2002). The nmjor difference
bet ween t he Shaw study and the Kraut study was in the
design of the experinent. Shaw used a coll ege age
popul ation in a controlled, |aboratory setting, while Kraut
followed famlies in a longitudinal study. The issue of
| oneliness in online commnication has been studied as a
possi ble factor. One study has found that |oneliness was
not related to online chatting and that people who were
| onely remai ned | onely even when chatting online.
Conversely, people who were less lonely were nore likely to
devel op open, honest rel ationships wth others through the
use of online chatting (Leung, 2002). Shyness was al so
found to have a positive correlation with relationship
i nvol venent as conpared to face-to-face rel ati onships
meani ng that people who were shy in face-to-face
rel ati onships were also shy in online rel ationships (Ward,
2002). Finally one study explored how one’s perception of
onesel f and others nmay be exaggerated in online
relati onshi ps (Sherman, 2001).

Many studi es have been conducted | ooking at the
effects of Internet youth anong the young, especially

teens. There is a perception that this popul ati on uses the
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Internet nore than older individuals. A quantitative study
found that nost youths have online rel ationships wth peers
and that the child s parents knew t hese peers. Most of
t hese rel ati onshi ps involved offline communication, but
rarely involved face-to-face neetings (Wlak, Mtchell, and
Fi nkel hor, 2002). One study | ooked qualitatively at the
experiences described by youths. These experiences
i ncl uded freedom power, connectedness, and expandi ng
notions of self and identities (Maczewski, 2002). Anot her
study foll owed the use of distance |earning comunities.
It was found that student’s satisfaction with the program
i ncreased, anxi ety about the online world decreased and
participation within the | earning community increased over
time. It was also found that the student’s involvenent in
offline communities and activities decreased during this
time. However, the students returned to previous |evels of
i nvol venent with the offline activities at the concl usion
of the distance-I|earning program (Kazner, 2001).

In a study done on coll ege students’ use of the
Internet, the researchers found that there were no
di fferences between persons who fornmed online relationships
and those who did not formonline relationships in the
areas of Internet use, relationship formati on and

personality characteristics. Wthin the group that forned
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online relationships there were differences in the areas of
social skills, loneliness scores and the ease of |ocating
people with simlar interests online (Bonebrake, 2002).
Anot her study | ooked at the enotional intelligence of
col l ege students who use the Internet. It was found that
t hose students who had a hi gher |evel of enotional
intelligence had a nore positive Internet attitude and
generally used enail as a nethod of conmunication over
ot her types of comunication (Wods, 2001).

Finally there are studies that explore the
pat hol ogi cal use of the Internet. There have been so many
studi es that | ooked at the dangers of excessive |nternet
use or Internet Addiction that one author proposes
gui delines for incorporating it as a separate disorder
(Hansen, 2002). There have al so been studi es about the use
of the Internet to engage in antisocial activities such as
por nogr aphy (Cooper and Giffin-Shelley, 2002). One study
| ooked at online rel ationships by troubled youths and found
that youths with high levels of parental conflict and
hi ghly troubled were nore likely to formcl oser online
relati onships. The study suggests that these children were
nore vul nerable to online exploitation (Wl ak, Mtchell,

and Fi nkel hor, 2003).
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Online Communities

Research on online conmunities focuses on the way
groups on the Internet devel op and are conducted. There
was a study done to explore whether online group dynam cs
can be studied in the sane way as face-to-face groups. The
study adm ni stered the sane questionnaire to a group that
met online and a group that nmet offline. The researchers
found that both groups denonstrated the same concept of
relationships. They therefore argued that virtual groups
could be studied in the sane way as online groups
(Anbrosini, Bernardi, and Benini, 2000). A different study
showed that online groups provided a positive experience
for those involved. The experience included concepts such
as nmutual trust, enpathic resonance and a sense of
bel onging (Silverman, 2001). O her researchers have
expl ored how the nature of gift giving in an open source
progranmm ng community contributes to higher quality and new
i deas (Bergquist, 2001). G ft giving in this case
i ndi cates sharing of software information. An open source
progranmm ng community is one in which pieces of conputer
prograns are freely available to everyone, hence they are
gifts. The open source community is perhaps one of the

ol dest communities on the Internet as it is made up of many
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i ndi vidual s who have constructed the protocols and prograns
that currently allow the Internet to operate.

Onl i ne groups can be asynchronous, which neans that
t hey are conposed of discussion groups where individuals
take turns witing, or synchronous, neaning the interaction
takes place in real time. One asynchronous study discussed
the i nportance of textural fram ng of the nmessages in an
online discussion group. The study found that how the
message was delivered was significant in regards to the
topi ¢ being discussed and the level of formality but not
for relational involvenent (Mabry, 2001). Anot her
asynchronous study expl ored how the act of witing
contributed to the construction of social meaning within an
online course. This study argued that the act of witing
contributed to the social and cognitive construction of
meani ng for the participants in the group (Lapadat, 2002).

Many of the first studies on online communities have
been done on synchronous comunities known as Multi User
Dungeons or MJDs. MJDs are a text environnent where nmany
users can be in the sanme virtual space. It is in sonme ways
simlar to a chat room but it also enables the user to
move through a series of connected roonms and interact with
obj ects through text commands. The |ack of visual cues has

| ead many researchers to conclude that there is a | ack of
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depth and enotionality in text only rel ationships as
di scussed previously. Several studies have made the
argunent that MJD users are able to overcone the
[imtations inposed by text only communi cation. One study
di scussed the use of text synbols known as enoticons to
convey enotional neaning as well as participant’s
notivation to engage in relationship (Uz, 2000). The
study found that those participants who were | ess skepti cal
about conputer nedi ated conmmuni cati on and who used
enoti cons devel oped nore friendships online. The study
al so supported earlier findings that online comunication
hel ped i ndi vi dual s overcone shyness. Another study that
i nvol ved participants in a MID reveal ed that they provide
“a social and powerful context for the formation of
personal relationships, many of which will transfer to
ot her settings” (Parks and Roberts, 1997, p. 1).

There have been efforts to study the rel ationship
bet ween online and offline relationships using MJDs. The
town of Blackburg, Virginia uses a MJD programto develop a
virtual community that is based on a real world conmunity
(Carroll et al., 2001). This research is currently
ongoi ng.

There are al so MUIDS that make use of graphics. This

|l eads to a two di nensional virtual environnent where
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di stance between individuals and what participants can

di splay to others becones possible. One study explored how
t he di stance between participants can be an indication of a
rel ati onship (Krikorian, Lee, Chock, and Harns, 2000). The
researchers found that the di stance between graphi cal
representation of participants, known as avatars, varied as
a function of conversational appropriateness, social
attraction and uncertainty reduction. The researchers
describe three interpersonal distance zones, the close
range zone, the danger zone and the far-range zone. The
researchers concluded that scalability increased in the

cl ose range zone and far range but decreased in the mddle
danger zone.

Finally a study was done to exam ne the interaction
bet ween online and offline support in a hearing-inpaired
online support group. It was found that greater support
was indicative of having famly and friends participated in
the online support group. The nore effective the individual
with hearing loss was in the real world, the nore benefits
they derived fromthe group (Cumm ngs, Sproull, and
Ki esl er, 2002).

Comput er Gam ng
Much of the literature on the playing of conputer

ganes has been decidedly negative (Giffiths, 1991, 2000;
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Phillips, CA, Rolls, S., and Rouse, A, 1995). Common
themes in the literature include aggression, addiction and
the detrinmental nental and physical effects on the player
(Giffiths, 2003). Also there is a conmon perception that
only young, adol escent nmales play video ganes. One recent
study, however, used denographics to study the popul ation
of MMORPs. This study found that the majority of players
were ol der than 19 and male (Giffiths, 2003). Further
data anal ysis reveal ed that there exists a sizeable
mnority of wonmen that play MMORPGs. The percentage of
wonen playing video ganes in this study was approxi mately
%45. One study that addressed the aggression aspect of
gam ng cl ainms that when the opponent is human rather than a
conputer there are | ower |evels of aggression noted
(WIlianms, 2002).
Onl i ne Presence

A closely related issue to Being-Wth is the concept
of presence. A mgjor author in the literature that
di scusses the concept of presence in nediated comrunication
is Matthew Lonbard. Lonbard and Ditton (1997) describe six
ki nds of presence in the literature on nediated
communi cation. The first is Social Presence. Social
presence is the “the extent to which a nmediumis perceived

as sociable, warm sensitive, personal or intimate (p. 4).
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The next is Presence as Realismor the degree to which a
medi um can present an accurate depiction of real life
obj ects, events and peopl e.

There is also Presence as Transportation. This
i nvol ves three types of presence including “You are There”,
“I't is Here” and “W are Together.” In “You are There”,
the user is sent into another place, such as in a
simulation. In “It is Here” the object is transported to
the user, as in watching a news show for exanple, where
events are brought into the living room Finally, and nost
inportant to ny study, is the concept of “W are Here.”
This is when two or nore people share the sane space, as in
a MVORPG,

A fourth exanple of Presence is that of inmersion,
where the user is imrersed in the experience as nuch as
possi bl e by weari ng headphones or Virtual Reality eye
goggles. The fifth kind of presence di scussed by Lonbard
and Ditton (1997) is Presence as a Social Actor within
Medium This is akin to the one sided relationships with
news anchors or actors for exanple. Finally there is
Presence as Medium as Social Actor. This type of presence
is arelationship with the nediumitself. For exanple, the
relationship a user has to a particular program on

television or to a conputer program
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Anot her di scussi on of presence explores three
di rensions of a virtual experience. These dinensions are
focus, locus and sensus (Waterworth and Waterworth, 2001).
Focus involves the level of attention given to what is
occurring in the virtual world. Locus is where ones
attention is placed; whether one attends to the physical or
virtual world. Finally, sensus is the level of arousal of
the user while interacting with the environnent.

Anot her maj or author on the issue of presence is
Bi occa. Biocca (1997) wote about the increasing use of
technol ogy to simulate an environnent and the use of
technology to enable a human to interact with that
environment. Studying individuals online involves the use
of technol ogy that can enable a real enough presence or
sharing of space. This use of technol ogy has al so shaped
human t hought and behavior. Biocca describes this as the
Cyborg’s Dl emma expl ai ned bel ow

The nore natural the interface the nore “human” it is,

the nore it adapts to the human body and m nd. The

nore the interface adapts to the human body and m nd,

the nore the body and m nd adapts to the non-human

interface. Therefore, the nore natural the interface,

the nore we becone “unnatural,” the nore we becone

cyborgs. (p. 22)
Bi occa is describing the relationship of the human to the

conputer. Being-Wth online necessitates this relationship

and provides a |arge anmount of unknowns. Since MVORPGs
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sinmulate an environnment in three dinensions, it strives to
be a “natural” environnment. The player’s m nd and body
adapts to this environnment and interacts with other players
and objects based on this environnent. To becone a pl ayer
in a MMORPG, one nust becone in sone ways a Cyberborg.

O her research on the concept of presence has focused
on how presence is enhanced or disrupted. One study
exam ned the factors of inmagination, conpetence, activity
and I nternet bandwi dth in MJDs (Jacobson, 2001). Another
study found that actors in a virtual reality environnment
experienced higher |evels of presence and realismwhile
observers who saw the environment fromthe perspective of
the actors experienced nore distractions (Larson, Vastfjal,
and Kl ei ner, 2001). Another study explored the
requi renents for presence in the design of virtual spaces
(Anderson, Ashraf, Douther, and Jack, 2001). This study
concl uded that presence is enhanced when the degree of
realismin novenment and design of the space is high
Al l owi ng the user to control how their avatar, or graphical
representation, |ooks and what the avatar does al so
facilitated presence. Also the study found that greater
freedomand flexibility in allowng users to contro

nonver bal communi cati on and speech. Finally the study
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concluded that after a period of habituation the user could
nore easily establish a sense of presence.

One article discussed the use of virtual reality for
therapy (Schuem e, Van Der Straaten, Krijn, and Van Der
Mast, 2001). The article discusses the gaps of know edge
in psychol ogi cal study of virtual presence. The nost
serious of these gaps was the relationship of presence to
enotional responses. The article also suggests that
further research on the human-conputer interaction be
studied. The use of virtual environnents for therapeutic
wor k has al so been | ooked at with regards to ethics
(Kunt ze, Stroermer, Mueller-Spahn, and Bullinger, 2002).
The authors call for recognition that virtual therapy and
research be guided by a set of ethics despite the fact that
many devel opers of virtual environnents claimthat such
environments are val ue free.

One journal article done by a major researcher in
online relationshi ps proposes a nodel for the study of
Internet research (R va, 2001). This nobdel suggests
focusing on |ooking at activities on the Internet as taking
pl ace wthin a broader social construct. The nodel
suggests using both qualitative and quantitative neasures
and presenting the data in a general franework that

conbines and links the results within the context of the
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soci al context, the situation of everyday life and the

i nteractions between people. Oher researchers have used
the partici pant observation nodel to study the bondage,

di sci pl i ne and sadomasochi stic subculture present on the
I nternet (Pal andri and G een, 2000).

There are two nmj or psychol ogi st authors who wite
about online relationships. The first is Suler who has
conducted partici pant observation research online as well
as exploring topics such as Internet addiction (Suler,
1998), psychol ogical aspects of the Internet (Suler, 1998),
I nternet groups (Suler, 1998) and ethical considerations in
doi ng online research (Suler, 2000).

The next psychol ogi cal author that wites about online
relationships is Turkle (1984; 1994; 1995; 1997). Turkle
has a psychoanal ytic approach to study the fornation of
personality online. She posits that individuals present
fragnents of a personality online, but that these fragnents
are a “testing out” of possible personalities that
eventually get integrated into the main personality.

My research wll be distinct fromany other literature
for several reasons. Firstly, there has been no study that
specifically exam nes the experience of Being-Wth in a
mul ti pl ayer gam ng community. Wile there have been sone

partici pant observation studies on Internet communities,
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t here have been none that | ook at the gam ng communities.
Online rel ationshi ps have al so been studi ed, however none
have invol ved the concept of Being-Wth specifically.
Finally, ny study will involve ne as an active participant
in the culture as well as an observer.

In this chapter | have listed and sorted rel evant
research on online comunication into thenmes. | have
di scussed the major authors in the field of online
research. | have also detailed how ny study differs from
ot her research. In the next chapter I wll discuss the

partici pant observation nodel .

34
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Chapter 3
The Mde
Thi s chapter discusses the nodel | have chosen for ny
research study. | wll discuss the rationale for choosing
the participant observation nodel. | wll detail the

nature of qualitative inquiry by contrasting it with
quantitative inquiry and using relevant exanples. | wll
al so define and descri be the major conponents, concepts and
theories in the participant observation nodel. | wll also
gi ve exanpl es of using the participant observation nodel
whil e studying online conmunities as this setting provides
uni que challenges. | wll explore sone possibilities of
working with the data, however | will go into greater
detail in the next chapter where | describe the nmethod of
data anal ysis | enpl oyed.

| will begin by exam ning the difference between the
qualitative and quantitative nethod. A concern of both
quantitative and qualitative research nodels is the cause
and effect relationship. 1In the quantitative nmethod cause
and effect are seen as two separate, isolated events. For
exanpl e, an event A causes effect B. By isolating the
cause of the event, the quantitative nethod seeks to

uncover the relationship between cause A and effect B. As
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Siu (1957) states, “Scientists prefer to treat cause and
effect as separate entities and to focus attention on their
relation” (p. 28). This approach rests on the assunption
that every instance of A causes the sane effect B. Siu
(1957) cites a Marcus Long story to illustrate the problem
with this approach:

Alittle chicken sitting confortably in the henhouse
without a care in the world was startled by the
appearance of a man and ran away. Wen it canme back
the man was gone but there was sonme corn |ying on the
ground. Having a degree of scientific curiosity the
chi cken began to watch and it soon noticed that when
the man appeared the corn appeared. It did not want
to commt itself to any theory in a hurry and wat ched
t he sequence 999 tines. There were no exceptions to
the rule that the appearance of the man neant food, so
it swallowed its skepticismand decided there nust be
a necessary connection between the man and the corn.
In the | anguage of causality this neant that whenever
the man appeared the corn nust appear. On the basis
of this conclusion it went out to neet the man on his
t housandt h appearance to thank himfor his kindness
and had its neck wung. (p. 28)

The qualitative nmethod views cause and effect as the
sane event. “Every action, thought and feeling is
notivated by an intention and that intention is a cause
that exists as one with an effect. |If we participate in
the cause, it is not possible for us not to participate in
the effect” (Zukav, 1989, pp. 38-39). CQualitative research

explores the relationshi ps and nmeani ngs of the phenonena

rather than attenpting to isolate the cause fromthe effect
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in an effort to determne causality. The chicken in the
above story would realize that it had a place in the
scenari o and that each corn-giving event was unique in sone
way. |If the chicken had treated the cause and effect as
one event, it may have discovered the truth behind the
phenonmenon. This may not have saved the chicken's life,

but it would have given it a new meani ng.

Anot her difference between the two nethods is the
notivation for research. The quantitative nethod is rooted
inthe utility of the knowl edge. As Siu (1957) notes,
“Despite its aspirations for truth, science is not
organi zed around it. |Its approach is not necessarily the
path to reality but necessarily the path to utility .
| ndustrialists invest noney in the repeated verification of
the concept of the electron” (p. 23). |In quantitative
research the tools, nmethods and utility of the know edge
are the primary concern while the truth of the phenonenon
is often a secondary by-product.

In contrast the qualitative nethod seeks truth for
truth’s sake. “The discipline and dedication of the
investigator is to discover the truth” (Mustakas, 1990,

p. 105). In qualitative research the phenonenon takes
priority. Data is used to narrow down or define the entire

phenonmenon by followi ng the data and not just adhering to a
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procedure. This is a reflection of the investigator’s own
subj ective truth of the phenonena in a natural state. This
contrasts sharply with the idea of isolating the phenonenon
by “external rules and nethods of control for objectivity
espoused by the scientific nmethod” (Mustakas, 1990, p.
105) .

The qualitative research nodel | have chosen for
exam ning the question, “Wiat is the Experience of
Being-Wth Online in a Massively Miultiplayer Online Role
Pl aying Gane?” is the participant observation nodel. The
need for this type of research is evident once one realizes
the fact that we as human beings live our lives in the
context of relationships with others. Quantitative
research provides an opportunity to neasure human behavi or,
however, it is limted in sone ways. Quantitative nethods
are unable to study human behavior as it occurs naturally.
Human beings live out their lives within social
rel ati onships. One way to be able to observe how and what
this relationship neans is to use a nodel of research first
devel oped by ant hropol ogi sts. Ant hropol ogi sts centered
their research experience on groups of people and how t hey
interact. Kennedy (1982) wites:

An appropriate nethod for such research is participant

observation, an ethnographic technique in which the
researcher joins in and records aspects of a naturally
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occurring situation for the purpose of understanding
sonme quality of human life. (p. 9)

The partici pant observation nodel will allow nme to enter
into the world of ny co-researchers nore fully as | wll be
able to observe themin their natural situation. Witing as
a psychol ogi st, Kennedy (1982) nmkes the argunent that
psychol ogi cal know edge has been harnmed by the |ack of
attention paid to “the psychol ogical elenents of the

rel ati onship between people and their lived context”

(p. 9).

Traditionally, psychology has dealt only with the
quantitative neasurenent of individual behaviors that occur
inisolation fromthe society that surrounds these
i ndi viduals. Participant observation research departs from
this tradition in two aspects. Participant observation is
qualitative rather than quantitative. Also, participant
observation explores individuals in their natural
environment rather than in isolation as occurs in a
| aboratory. Humanistic psychol ogy shares with this nethod
the view of the individual as a whole as well as existing
wi thin the context of society.

The qualitative researcher is uniquely able to join in
and understand these qualities of belonging to a society.

Whereas a quantitative researcher observes and records
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outside the context of the lived experience, the
qualitative researcher joins in and participates in the
experience. | feel confortable being a

partici pant-observer in the online environnment and have
little difficulty passing unnoticed, when appropriate.
Because of ny subnersion in this culture, | know,
understand and am abl e to descri be situations accurately as
t hey occur.

An inportant question about the validity of the
information gained is raised. Does the investigator’s
participation in the group he or she is studying influence
or bias the reporting of that information? Kennedy (1982)
states, “that objectivity and involvenent in a situation
are not nutually exclusive” (p. 12). The reason that bias
or prejudice are mninmal is because the investigator
adheres to a research nodel that has methods to elimnate
bias or to make these biases explicit in the wite up.

The skill of the researcher lies in the ability to be
“aware of his or her feeling toward the group nenbers while
remai ni ng open and unprejudiced in reporting and
apprehending their way of life” (Kennedy, 1982, p. 12).
Thus, the researcher remains constantly aware of his or her

preconceptions, feelings and biases and develops a way to
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put them aside and remain open to the experiences of the
group in which he or she is participating.

Because | have the experience of being online,
naturally have biases. M nost prevalent bias is the
enjoynent | have of Being-Wth people online in a gam ng

comunity. This enjoynent leads ne to interpret data

towards a positive description of the experience. |n order
to mnimze this bias, | attenpted to clear ny m nd of
bi ases before | wote ny notes. | did this by engaging in

a brief period of nmeditation.

The net hods and procedures for the participant
observation nodel vary, however at |east two things are
fundanmental in conducting the study. The first is that the
researcher imrerses hinself or herself into the world and
experiences of the people being studied. The second is
that the researcher remains open and unbi ased while
conducting the research. Holnmes (1997) illustrates how
these two fundanental s operate when she wites:

Humani stic research requires the researcher’s total

imrersion into their pursuits and the setting aside of

preconceptions and biases. To explore human
phenonena, researchers nust give the utnost attention
to the topic of their study, remain totally open to

ot hers’ perceptions, and avoid col oring these
perceptions with personal beliefs and indoctrinations.

(p. 24)
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The phil osophical principles of qualitative exploration,
imrersion into the world of the subject and maintaining an
open, bias-free attitude, formthe foundation of the
partici pant observation nodel .

The met hods and procedures in the partici pant
observation study evol ve and adapt as the study progresses.
Tayl or and Bogdan (1984) note that “Although participant
observers have a net hodol ogy to foll ow and perhaps sone
general research interests, the specifics of their approach
evol ve as they proceed” (p. 16). This evolution of nethods
IS necessitated by the varied situations being studied.

The partici pant observation nodel is a guide rather than a
set program It involves considering and choosing
carefully the approach one takes in selecting a setting,
establ i shing rapport, gathering data, varying the |evel of
participation, and analyzing the data. The first practical
consideration of a participant observation study is the
selection of the site.

Tayl or and Bogan (1984) describe the ideal research
setting as “one in which the observer obtains easy access,
establi shes i mmedi ate rapport wth informants, and gathers
data directly related to the research interests” (p. 19).
They al so acknow edge that this setting rarely, if ever,

exi sts. The researcher nust weigh and bal ance access,
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rapport and ease of data coll ection when considering a
setting for the research

Once access has been gained to the site, the
researcher seeks to establish a sense of rapport with
partici pants. Hol mes (1997) notes in her study of the
honel ess that establishing rapport is key to this stage:

How | made ny entrance m ght have negative or positive
ram fications for the research. It was a phase |
anticipated as a formalized nmeans for achieving trust
and establishing rapport between the residents and
nmyself. To facilitate ny goals, | related with the
residents informally and did not inpose questions on
them Essentially, through gradual mutual initiating
and relating, and thorough |ack of pretentiousness on
my part, the first two weeks of participant
observation were dedicated to introductions and
beginning inquiries into the life of honel essness. |
not only utilized this approach but | served as a role
nodel in ny behavior in opening and cl osing
interactions. The initial phase permtted the
residents to becone accustoned to ne as an individual
and ny presence on a regular basis in the residential
home. (p. 36)

The techni que of achi eving rapport involves
approaching individuals in a non-threatening way and
engaging themin an informal manner. Holnes rightly notes
that this process is best conducted gradually. Her
sentinment is echoed by Tayl or and Bogdan (1984) when they
wite, “Rapport cones slowy in the field. Even then, it
may be tenuous and fragile” (p. 36). They go on to |ist
several ways to elicit rapport such as payi ng homage to

their routines, establishing what you have in common with
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peopl e, hel pi ng peopl e out, being hunble and acting
i nt er est ed.

The establishnment and mai nt enance of rapport wll
enable me to begin to participate nore in the group’s
activities. Kennedy (1982) lists four ways in which
researchers can participate in a group’s activities:

One may take the role of a conplete participant

(traditionally known as the partici pant observer) or a

partici pant - as- observer, an observer present in a

situation as a scientific observer; or one nay act as

an observer-as-participant, usually in a one-visit
interview, or as a conpl ete observer, enploying

systemati c eavesdropping. (p. 12-13)

These roles vary over tine. |In the beginning of the
research the researcher will |ikely be a conpl ete observer
This role enables the researcher to | earn the various
custons and rituals of the community. |In the online world,
such a person is known as a lurker. A lurker is soneone
who does not participate with others, but maintains a
constant presence. A researcher studying online
communities can easily be a lurker, depending on the
community one is studying.

As the researcher spends nore tinme in the comunity,
he or she becones an observer as participant. The
researcher in a MMORPG for exanple, could join a hunting

party and remain essentially silent as he observes how the

group interacts. This enables the researcher to becone
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nmore involved in the world of the community and | earn nore
of the | anguage and neani ngs. The researcher can al so ask
guestions about what certain words nean. This is simlar
to |l earning the | anguage of a culture as online conmunities
of ten enpl oy abbrevi ations and keyboard shortcuts that
convey meani ng.

Eventual ly the researcher becones skilled enough at
moving in the culture that he can begin partaking in
various activities and rituals. The researcher takes on
the role of a participant as observer. |In this role, the
researcher becones a participant that is trained in
observi ng human behavior. The research remains the focus,
but the researcher may still remain outside of the nore
intimate goings on of the comunity.

Toward the end of the research process, the researcher
becones fully imersed in the world of the observed. At
this point the researcher is in the role of a conplete
participant. He or she is invited to take part in the
comunity and | earns many of the nuances of behavior. This
is the part of the research that enables the researcher to
gai n val uabl e data through the continuing dialog with
community nenbers. He or she has becone accepted as part

of the community as nmuch as possible. In a MMORPG for
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exanpl e, the researcher may becone privy to conflicts,
rel ati onshi ps, and special events.

Just as the level of participation changes over tine
so does the | evel of data collection and subsequent
analysis. In the beginning of the research study, the
researcher spends a great deal of tine sinply watching and
taking notes. There is very little analysis of the data

gat hered. The researcher

m ght begin to have sone

Observation

. . Total

i deas about various thenes time
devoted
to the

and ideas, but the primary project Analysis

activity is one of

- Elapsed culendar time
observation. As the

Figure 1. Level of analysis over time.
research proceeds nore and nore tine is spent in the
anal ysis of the data and | ess on observation (see Figure
1). This nmethod is one advocated by Loftland when he
wites, “There is a tenporal overl apping of observational
and anal ytical work. The final stage of analysis
(occurring after observation has ceased) becones, then, a
period for bringing final order into previously devel oped
i deas” (1971, p. 118). | believe it to be an efficient and
i dea generating way of working with this nodel

There are three basic materials that are used as data

in qualitative research. These are: “(1) in-depth
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open-ended interviews; (2) direct observation; and (3)
written docunents” (Patton, 2002, p. 4). | wll exam ne
each of these data types in |ight of the participant
observation nodel with exanples fromny own study.
Interviews are conducted wth key nmenbers of the
community. According to Jorgensen (1989), “participant
observers commonly gat her data through casual
conversations, in-depth, informal, and unstructured
interviews, as well as formally structured interviews and
questionnaires” (p. 22). There are several qualities that
go into a good qualitative interview. Unlike the
guantitative nodel interview that relies on prefornmed
questions with nmultiple-choice answers or ratings scal es,
the qualitative interviewis constructed of open-ended
questions and is flexible. An open-ended question is one
t hat seeks to uncover the experience, feelings, and
t houghts of the interviewee in their owm words. “The truly
open-ended question allows the person being interviewed to
sel ect from anong that person’s full repertoire of possible
responses those that are nost salient” (Patton, 2002,
p. 354). For exanple, in ny study | wanted to di scover the
qualities of the perfect adventuring group. The question
asked ny co-researchers was, “describe the perfect hunting

group.” Based on the co-researchers response | could
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further explore their thoughts and feelings about being in
that group. | could also begin to construct the qualities
of a good group.

There are three different kinds of interviews
according to Patton (2000). These are the informal
conversation interview, the standardized open-ended
interview and the general interview guide. The informnal
conversational interviewis one in which the interviewer
adopts a conversational tone and “relies entirely on the
spont aneous generation of questions in the natural flow of
an interaction” (Patton, 2002, p. 342). This type of
interview ng may take place in several sessions and the
person being interviewed may not realize they are being
interviewed due to the casual nature of the inquiry. This
type of interview ng m ght be focused on the general topic
of the study, but the questions evolve out of the
conversation. The benefit of this kind of interview ng
style is its flexibility. 1 did not choose this style
because | was unconfortable with its clandestine nature and
what | perceive as a | ack of consistency in the questions
being asked. | wanted ny co-researchers to know t hey were
being interviewed and I wanted to explore the sanme topics

with all of them
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The standardi zed open-ended interview explicitly
states the questions prior to the interview. There are no
nodi fications in questions or in the order in which they

are asked. The benefits of this type of interview ng

i ncl ude:

1. The exact instrunment used in the evaluation is
avail abl e for inspection by those who will use
the findings of the study.

2. Variation anong interviewers can be mnim zed
where a nunber of different interviewers nust
be used.

3. The interview is highly focused so that
interviewee tinme is used efficiently.

4. Anal ysis is facilitated by naki ng responses
easy to find and conpared. (Patton, 2002,

p. 346)

| did not choose this type of interview ng because it
seened too rigid. | wanted to have the freedomto explore
responses and formny questions in a way that | believed to
be understandable to the individual | was interview ng.
The general interview guide approach differs fromthe
informal interview because it “lists the questions or
i ssues that are to be explored in the course of an
interview (Patton, 2002, p. 342). Thus, the researcher
conmes to the interview with questions designed to explore
t he experience being studied. This style of interview ng
has the benefit of being nore structured but still allows
roomfor the co-researcher to describe his or her

i ndi vi dual experience. It also presents the sanme general
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topics to each co-researcher. | like this method of
interview ng because it is the mddle ground between the
informal and standardi zed interview. It allows the
researcher to ask focused questions w thout being
constrained by the rigidity of the standardi zed intervi ew
Data gathered frominterviews provides an in-depth
| ook at the subject being studied. Another formof data is
gat hered using the nethod of direct observation. Direct
observation has the benefit of being the |east intrusive of
the methods as it does not require informed consent and the
researcher does not have to reveal hinself to those he or
she i s studying:
6.12 Dispensing Wth Informed Consent.
Before determ ning that planned research (such as
research involving only anonynous questionnaires,
naturalistic observations, or certain kinds of
archival research) does not require the inforned
consent of research participants, psychol ogists
consi der applicable regulations and institutional
revi ew board requirenents, and they consult with
col | eagues as appropriate. (APA Ethics Code, section
6.12)
There are two possible ways for a researcher to observe.
The researcher can be a known or unknown observer.
The unknown observer “may take a job, join a group, or
enter a setting for the purpose of observing it” (Loftland,

1971, p. 93), however, the researcher does not tel

i ndi vidual s they are being observed. The advantage of this
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way of observation is that the researcher can becone cl oser
to the experience he or she is studying. “(l)n occupying a
particular role, one becones intimately acquainted with it,
providing richer material on that particular role and its

i nvol venents than one woul d have obtained sinply as a known
observer” (Loftland, 1971, p. 3). The disadvantage of this
type of observation is that because the researcher is
performng a role, he or she is constrained by that role.
“I'n being an unknown observer, the range of matters into
whi ch one can openly inquire is restricted to those things
that to nenbers seem appropriate for someone in his role to
ask about” (Loftland, 1971, p. 94). There are noral
guestions in becom ng an unknown observer since it involves
t he studying of people without their know edge. In ny

study I was a known observer to sone people and an unknown

observer to others. | will go into this question in nore
detail in the Methods and Procedures section of this
docunent .

In contrast to the unknown observer, the researcher
can al so be known to those he is studying. Being a known
observer requires going to soneone who has access to a
setting and asking perm ssion to observe. Finding this
person may require the use of existing contacts. For

exanple, in ny study | began asking ny online friends, whom
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| had net by playing the gane Quake 3 Arena, about various
MMORPGs. This not only hel ped ne narrow down the choice of
the game | would be studying, but | also found soneone who
was already involved with a guild. He introduced ne to the
Guild Master and soon | had gained access to a guild. The
advant age to being a known observer is that “one enjoys the
enor nous advant age of being able to nove about, observe and
ask questions unrestricted by the duties and socially
defined constrictions of an extant role in the setting”
(Loftland, 1971, p. 96). In fact, the researcher is not
only nore free, but in ny experience people actually

enj oyed having nme study themand | did not have to feel
like | was being duplicitous.

The data fromdirect observation is collected in the
formof field notes. For ny study | chose as a nodel for
field notes the work done by Loftland (1971). The field
notes contain running descriptions, analytical ideas and
i nferences, personal inpressions and feelings (Loftl and,
1971, pp. 105-106). The running descriptions describe
physical (in my study virtual) places, conversations and
nmovenents of people within such spaces. They are concrete
and objective containing “the | owest possible | evel of
i nference” (Loftland, 1971, p. 105). In ny study | was

both fortunate and unfortunate to have the ability to
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record | arge anounts of data automatically using the
built-in logging function of the program This |ogging
function enabled a verbati mand exact recording of al
conversations and activity in ny general vicinity. | wll
go into depth on how | worked with this advantage and
di sadvantage in the Methods and Procedure section. | kept
track of ny personal perceptions and ideas by witing them
down on a tablet next to ny conputer as | observed. At the
end of the observation period | would wite up ny field
notes by conbining the | ogged data and nmy written notes.
The | ast type of data
used in the participant
observation nodel is
~ witten docunents.
Exanpl es of written

docunents traditionally

i nclude clinical records,

Figure 2. An example of a screenshot

witten nmenoranduns,
correspondence, official publications, reports, diaries,
artistic works, photographs or nmenorabilia (Patton, 2003,
p. 4). In an online study, witten docunments can incl ude
websi tes, nmessage boards, email |ist discussions, email

messages, screenshots (see Figure 2) and |logs. Many guilds
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and Alliances have individual websites for exanple. These
websites may contain nessage boards, information and tips
on the gane, a schedul e of upcom ng events, screenshots
fromthe gane and statistics on how well players have done.
In this chapter | have di scussed the fundanental s of

the partici pant observation nodel. | have detailed the
types of data used, the different kinds of interviews and
the various ways that a researcher can participate in the
society being studied. |In the next chapter I wll discuss
how | applied the participant observation nodel in ny study

of Being-Wth online in a MVORPG
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Chapter 4
Met hods and Procedures

In the last chapter | described several theories and
processes of the participant observation nodel. In this
chapter I will discuss how | applied the nethods and
procedures of the participant observation nodel in ny
study. The online world required nme to carefully consider
how to apply the nodel with a virtual community. | wll
di scuss how | entered the setting, the rationale for
choosing participants, the ethical stance | took in
conducting the study, howl wote ny field notes, the
interview process and how | worked with the data.

The first consideration | had when begi nning the study
was sel ecting a proper setting. The devel opnent of
MMORPG s has resulted in several such settings that are
i deal for research. Because of the anonynous nature of
online work it is relatively easy to gain access to these
sites. Al that is required is to purchase a retail copy
of the game and pay for access to a server. This allows
entry into the site. The ganes thenselves provide a world
rich in virtual detail. Players can buy, sell and nmake
itens, engage in virtual conbat, hold conversations and

engage in online events and neetings. |In short, the gane
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devel opers strive to sinulate many of the activities of the
real world and place these activities in a virtual world.
The MMORPG s then are a mcrocosmof life waiting to be
obser ved.

At the tine of the study there were many Massively
Mul tiplayer Online Rol e-playing Games (MMORPGs). There
were many established ganes in this category including
Everquest and U tim Online. These had |arge,
wel | - established communities, however | believed this to be
detrinental to the study as it would require a great dea
of work on ny part to develop a character to the point
where | woul d be recognized as a legitinmate player and not
a naive beginner (referred to commonly as a nOOb). Being
known as a noob woul d have a del eterious effect on ny
establishing rapport, a factor | discuss below | had
| earned the inportance of having sonme formof |egitinmacy
from pl ayi ng other online ganes and being in the online
world. | decided I would | ook at the newer generation of

MVORPGs as | believed the community woul d be newer and be

conposed of people who were al so sonewhat new. 1In this
way, | hoped to blend in as nmuch as possible. 1 reviewed
several titles until | found one that | personally enjoyed.

| chose Dark Age of Canelot (referred to as DACC) for its

reputation as the fastest growing MMORPG and its relative



Bei ng-Wth Online 57

newness to the market. | began playing in Decenber of
2002.

A large part of ny decision to use DACC in ny study
cane from di scussing ny proposed research with online
friends. | had nmade many friends on Internet Relay Chat
(referred to RC) and by playing the online gane Quake 3:
Arena. | happened to nention this to a friend who
suggested that | play DACC and he al so volunteered to
introduce me to his GQuild Master (referred to as the GY.

A GMis a player who has organi zed a guild or team of
pl ayers within the ganme. | accepted his offer and began a
di scussion with the GM After describing nmy study and what
| wanted to do, the GMagreed to allow ne to join the
guild. In the discussion | had with himhe said he would
tell everyone in the guild that someone woul d be studying
the guild, but would not reveal ny identity as a
researcher. | was a bit unconfortable with this and said |
woul d i ntroduce nyself to people as tinme went on. The
conversation wwth himis attached in Appendi x A

After choosing the game | wanted to study and securing
permssion fromthe GM | began to struggle with the
di  emma of whether to be a known or unknown observer. |
had begun the study with the idea of announcing nyself as a

psychol ogi st to everyone | nmet. However, | discovered that
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this was very cunbersone and awkward. There are over 2,000
pl ayers on the server at any one tinme and announcing this
to all of themwas inpossible. | could announce this to
the general area | was in, however this would be Iike
shouting in the mddle of Tinmes Square that | was observing
everyone. There do exist small groups that one can join.

These are tenporary groups forned of 2 to 8 players. |

deci ded that | would announce to whatever group | joined
that | was recording the activity. | would join a group
and seek perm ssion fromeveryone to record. | discovered

that the group nenbers changed so frequently that this
approach was inpractical. Therefore |I nmade a deci sion.
began to announce to individuals in the guild that | was
doi ng research, however in the larger community | would not
reveal this. | was thus an unknown observer when | was
anong the | arger population and I was a known observer in
the guild. This decision resulted in providing ne with the
best of both worlds as far as observational data. | not
only had access to the public population in an unrestricted
way, | also had access to a smaller, nore intimte group

Wi thin the population. Finally, | reviewed the End User
Agreenent that all players nust agree to in order to play
the gane. | found nothing in the agreenent that stated

research or observation was forbidden, however | did find
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sone information that | wll discuss later in the infornmed
consent section of this chapter.

Havi ng gai ned access and deciding to observe, |
proceeded to | earn the gane and becone famliar wth the
environment. | spent this time as nore an observer than a
participant. This was a |onger process than | had
i magi ned. | had had experience with playing video ganes,
but never one like this. | spent a considerabl e anmunt of
tinme reading the manual and visiting websites to | earn as
much about the ganme as possible. Next, | selected a
character class to play. | chose a friar because they
seened to be the nost flexible class avail able and | hoped
this would be useful when it canme tinme to begin playing
with others in a group. M friend who had initially
connected ne wwth the GMnet nme in the gane. He proved an
i nval uabl e resource in catching me up to speed on sone of
the use of |anguage in the gane as well as providing ne
with gold and a full suit of arnor. These resources
enabled ne to get a head start as nost begi nning characters
do not get this kind of support.

For the next two weeks | did very little collecting of
data other than ny own process of being a nOOb, a term used
to describe an inexperienced player. | learned howto

operate ny character, how to hunt nonsters to get
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experience and how to train ny character in the various
skills gained by advancing levels. It was a tine where |
was often bew | dered and confused by what | experienced.
Q her players on the various chat channels were tal king
about raids, taking keeps and what the eneny real ns were
doing. | could understand sone of the | anguage, as it was
simlar to many abbreviations comon to other online chat
roons, however much of it was unfamliar to ne. | was
hesitant to ask anyone besides ny friend, as | did not want
to be perceived as bothersonme. | also struggled with ny
own feelings of being in an unfam|liar environnment and
insecurities with initiating contact wwth other players. |
found it necessary to use the technique of free form
witing and al so consultation with ny commttee chair to
move through this process and begin to initiate contact.
Initiating contact with the other players was a sl ow
process. Rapport was established slowy wth other players
because ny character was not powerful enough to survive
where nost of the other players could go. In ny study I
found it necessary to work on ny character so that it would
becone as powerful as possible. In this way, | was able to
assist others with tasks or goals in the gane. A
significant increase in rapport, for exanple, happened when

nmy character reached | evel 50, the highest level in the
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gane. By that tinme | had earned the trust and rapport
requi red and had denonstrated that | was a commtted
pl ayer.

For the first nmonth or so of playing | said very
little, but |learned a great deal about the way players
communi cate in the gane. The chat interface in the gane
includes up to six main channels. Each of these channels
can have a conversation in it. As a nmenber of a guild |
had access to the Guild s private channel, the Alliance
channel and the Main channel. The Main channel was open to
anyone in the sanme general virtual space neaning that one
could only communi cate with anot her player who was within
sight. Al the other channels were not Iimted by vicinity
meani ng players could be on different sides of the realm
and still communicate. The guild channel is only avail able
to menbers of the guild. The alliance channel is only
avail able to players whose guilds are in the alliance. The
ot her channel s include the group channel. A group is a
collection of up to eight players who join together for a
l[imted time. Wen a group begins a tenporary channel is
created and when all nenbers of the group | eave the channel
di sappears. A player can also get a nessage privately from
anot her player. The gane software can |l og all these

communi cations automatically.
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The automatic | ogging of all comuni cation and actions
can be ideal for the participant observation nodel. Al nost
everything gets recorded. Al comunication that a player
has access to is saved to a file on the player’s conputer.
This file, called a chat | og, can then be | ooked at after
t he observation period. The drawback to this is that it
can result in a massive anount of data for the researcher
By the end of ny data collection | had approxi mately eight
megabytes of raw chat logs. This roughly translates into
3500 pages of single-spaced text. Fortunately there are
several ways that | organized this data.

The first thing | noticed about the log was that it
contained a great deal of information in which | was not
interested. The followng is a sanple of the raw chat | og.
The nanes have been changed:

[ 16: 40: 30] @@ Party] Ted: "inc"

[16:40:50] @ Guild] Kriss: "sorry i cant do that..."
[ 16: 40: 56] The tonmb keeper's skin erupts in open

wounds!
[ 16: 41: 00] The tonmb keeper's skin erupts in open
wounds!
[ 16: 41: 04] The tonmb keeper's skin erupts in open
wounds!

[ 16: 41: 06] The tonb keeper dies!

[ 16: 41: 06] You get 3,224,371 experience points.

(602, 931 canp bonus)

[ 16: 41: 06] The tonb keeper drops a essence of the
haunt ed.

[ 16: 41: 06] The tonb keeper drops a bag of coins.

[ 16: 41: 06] The destructive energy around tonb keeper
f ades.

[ 16: 41: 09] George picks up a essence of the haunt ed.
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[ 16: 41: 09] (Autosplit) Loot goes to Cathy.

[ 16: 41: 09] Your share of the loot is 3 silver, 44
copper pieces.

[16:41: 10] @dLeo says, "m ne"

[16:41:10] @@ Cuild] Kevin: "what, get your nessage to
its intended recipient?"

[ 16:41:15] @@ Party] Kyle: "ding!"

[ 16: 41: 21] Wanda is envel oped by searing heat!

[ 16: 41: 25] You stand up.

[ 16:41:27] @@ Party] Larry: "grats"

[ 16: 41: 32] @ded says, "sorry friend"

[ 16: 41: 39] @Aeo says, "np .. it happens”

[16:41:43] @@ CGuild] Kevin: "now that harry hs left,
you are the sole chanpion of mstells”

[ 16: 41:45] You sit down. Type '/stand' or nove to
stand up.

[ 16: 41: 53] You get 2,384,016 experience points.
(397,336 canp bonus)

[ 16: 41:55] Your share of the loot is 3 silver, 26
copper pieces.

[16:41:56] @@ CGuild] Kriss: "mne wasnt a mstell"

[ 16: 42: 00] @@ Cuild] Kevin: "oh"

[ 16: 42: 03] @@ Al liance] Steven: "Kevin yuu wanna try
and organi ze a Sentry raid?"

As the reader can see, there is a great anmount of

irrelevant information. Also, the chat | og does not
separate the channels into neat sections, rather the

sof tware begi ns each channel conmunication with the
characters ‘@ and the channel nane in brackets.
Fortunately for nme there exist prograns available on the
Internet that would do nobst of the organizing of the chat
log for ne. | searched the internet for a programcalled a
chat | og parser and soon found one witten by a DACC pl ayer
designed to do what | wanted. It was witten in a

progranmm ng | anguage that | understood and therefore could
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be easily nodified. This saved an enornous anmount of tinme
in the first stage of organizing the data. After running
the raw chat | og through the | og anal yzer program | had
separate files containing the conversation in each channel.

Wiile | was playing the gane and recording the
conversations, | kept a pad of paper next to ny keyboard.
This was where | recorded ny thoughts and inpressions of
what was going on. | recorded the date at the top of each
page and al so noted the approxinmate tinme that | wote the
note. This allowed nme to refer back to ny own perceptions
when | wote ny field notes for the day.

At the end of the observation period | would run the
raw chat | ogs through the I og analyzer. | would then sit
with ny handwitten notes and the log witing ny field
notes. | found a programto help ne organize the field
notes also. This program called Wzfolders, allowed ne to
organi ze the | ogs by date and by channel. The program al so
allowed ne to wite my notes on each observation date so
that the field notes and the | og would be filed together.
This program al so allowed ne to search and nove around
not es easily.

| endeavored to wite ny field notes i mediately after
each observation period. There were tinmes when | was

unable to do this and had to wait a day. | would go
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t hrough each channel |log and wite a brief running
description about inportant events and experiences that
were significant to ny study. | noted key peopl e,

i nportant places, and who di scussed events wi th whom

woul d conmbi ne ny handwitten notes with the | og and incl ude
my personal thoughts, ideas, opinions and feelings.

For ny study, | observed and wote field notes over a
period of two nonths. For ny direct observation
conducted twenty-five observation periods. The |ength of
time | spent observing ranged from between one and ei ght
hours. The average tine spent observing was two and
three-fourths hours. The variance is due to the
unpredictability of the social behavior. At tinmes there
was very little conversation or activity, however, at other
times there was a great deal of activity or an opportunity
to observe a special event. At the end of two nonths, |
conducted individual interviews with nmenbers of the guild
to further clarify and illum nate specific areas.

The first step in beginning the interview process was
to develop a set of guiding questions for the interview |
selected a m xed nethod of interviewmng. | conbined the
flexibility of the informal conversational interviewwth
the nore structured general interview guide nethod. This

would allow ne to have sone focus for the intervi ew and
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allowne the flexibility to explore other aspects of the
online world as needed. | consulted ny field notes and
general know edge gai ned fromthem when | constructed the
interview guide. The interview guide is included in
Appendi x B.

Havi ng conpleted ny field notes and observation | knew
what questions | would like to ask the co-researchers. |

began to approach individuals in the guild and explain ny

study to them | also posted the web address for ny study
for all who where interested. | was initially apprehensive
about the response to this. | was known by many in the

guild to be observing, however there were many peopl e who
had joined the guild after the study had begun and were
unaware. To ny surprise people were very interested in the
study and | had no shortage of volunteers. Everyone who |
asked to interview gladly agreed. | had initially thought
to offer an incentive of virtual noney that could be used
in the ganme, however the people to whom | offered it
declined to take it. | selected six people that |I felt to
be ideal co-researchers. However | was only able to
interview four individuals. One person |left the gane and
anot her joined another guild and I was not able to

reconnect with him
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The criteria for the selection of co-researchers was

as foll ows:

1. They had been in the guild at |east as |long as
| had.

2. They frequently talked in the guild chat or
al li ance chat.

3. | had grouped with them and had experi enced
them as being part of a team

4. They denonstrated an ability to express

t hensel ves wel | .

| believed that these individuals would provide good dat a.
| was on good terns with nost of the people in the guild.
My co-researchers were people with whom | had spent enough
time wwth to consider themfriends. Therefore | believed
that they would trust nme and be as honest and as open with
their experiences as possible. | also wanted to be sure to
interview at | east one |eader of the guild. After
sel ecting the co-researchers | proceeded to arrange and
conduct the interviews.

| contacted each of the co-researchers and briefly
expl ained ny study. | also directed themto ny website for
a nore detail ed explanation. Wen they agreed to the
interview!| set up a tine for the interview. 1In online
work it is inportant to clarify the time zone. Many people
| interviewed were not in the sane tine zone and therefore
| had to reschedul e the interview because we m ssed each

ot her by an hour.
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Bef ore beginning the interview, | briefly went over ny
list of biases. | then sat for a few mnutes in neditation
i magi ning ny biases |eaving ny thoughts. 1| also began

t hi nki ng of nyself as an objective researcher and not as a
pl ayer in the gane. | placed nyself in a calm objective
frame of mnd through the use of Zen neditation. | was
concerned with only what was being done at the nonent. |
remai ned open to any intuitions | had and placed ny guiding
gquestions on the clipboard next to ny conputer.

When the tine for the interview arrived | would send a
private nmessage to the individual asking if they were
ready. Although the interview could take place with both
of our characters in separate areas of the virtual world,
all the co-researchers asked to neet in the sane virtua
space.

When the co-researcher and | arrived at the sane
virtual place | invited themto join a private chat group
| once agai n explained the purpose of the study, that the
interview was confidential, and that | would assign them an
alias should | use quotes fromthemin the study. | also
informed themthat the End User License Agreenent stated
that the owners of the game reserved the right to nonitor
any communi cation and asked if they would prefer a nore

private nmethod of conmunication. Every co-researcher did
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not seem concerned by this and agreed to be intervi ewed
under this limt.

| began the interview by asking basic denographic
gquestions such as age, occupation, marital status and
gender. | then explained what | was going to be exploring
and that | wanted to know their personal thoughts, feelings
and ideas. | attenpted to include sone hunor and jokes in
the beginning of the interviewto establish a degree of
rapport. | found that the easiest way to do this was to
refer to a conmmopn experience or in sone cases a shared
interest. Mst co-researchers responded well to this and
tal ked openly about their experiences.

Throughout the interview | followed the co-researchers
line of thought and asked themto explain their experience
to me as best they could. Conducting an interview in real
time using asynchronous communi cation presents a maj or
difficulty for the researcher. Because each person in the
chat channel can send a nessage at the sane tine, there
were tinmes when a co-researcher had not finished discussing
sonet hing and | woul d ask anot her question. Pacing was
inportant, as | did not want the co-researcher to feel
rushed or becone bored. | had no visual cues comon in
face-to-face communication to | et nme know when soneone was

t hi nki ng or had finished a thought. Therefore, | becane
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very patient and waited a |long tine between asking
questions. | also began asking the co-researcher if there
was anything else they would like to tell ne about a
particular topic. Cccasionally a co-researcher woul d say
they were finished with a thought to let ne know to
cont i nue.

| endeavored to reflect ny understanding of what the
co-researcher had said to nme by repeating back in nmy own
words what | thought they nmeant. This was invaluable as it
not only clarified the co-researchers neaning, but also
lead to further exploration. This also inproved the
validity of the data as it showed that the co-researcher
and | were with each other in our understanding. At the
conclusion of the interview | thanked the co-researcher for
their tinme. | also asked if they were willing to answer
further questions after | reviewed the interview Al
co-researchers agreed. After the interview was conducted
there was a period of tinme when the co-researcher and |
sinply chatted about various events in the guild and our
personal lives. This served as a cooling down tine and a
way to transition back into being friends and pl anni ng
various activities. | personally experienced a feeling of
growi ng closer wwth many of the co-researchers as a result

of the interview
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Following the interview | wote up notes. | included
t he basi c denographic information, where the interview took
pl ace and ny personal thoughts and feelings about the
co-researcher. | then went through each interview
i ndi vidually and drew out thenes. Under each thene |
pl aced verbati mwhat the co-researcher had said. Each note
therefore contained separate thenes for each co-researcher
In the next chapter | will further clarify how | worked
with this data.

The final type of data | collected was archival in
nature. DAOCC has a |arge nunber of players and there are
col l ections of websites devoted to the gane. Over tinme, |
col |l ected various conversations and topics fromthese
archives. | again selected topics and conversations that |
determ ned spoke to ny topic. | was amazed to find that
there were nmany people who reflected on the nature of
online comuni cation. The forunms were a vast source of
information for the study. | sorted and filed these
articles and discussions in the sane manner as ny field
not es and personal interview notes.

In this chapter | have described how | went about
collecting data for ny study. | went over ny rationale for
choosi ng ny observation nethod and interview style. | also

expl ored sone of the chall enges and benefits of doing
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qualitative research online. | have described what |
included as data in ny study and briefly how | organi zed
the data. |In the next chapter I will go into greater
detail on how | worked with the data. | will also present

the data | coll ected.
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Chapter 5
Data Presentation

In this chapter I will describe nmy process of working
with the data. | wll discuss basic denographic
information on individuals who play MMORPGs. | w |
expl ore how these individuals are perceived by the |arger
society. Finally I wll present the thenmes and polarities
di scovered in ny research

After collecting the data, | extracted fromfield
notes and interviews the essential qualities of Being-Wth
as it occurs online. | examned ny data and nmade a |ist of
statenents and actions that seemto ne to be indicative of
Bei ng-Wth as described by major existential witers as
defined in Chapter One. | then pulled out simlar
situations and strategies. In this chapter I wll present
recurring thenes and then provide quotations and excerpts
frommny field notes, interviews and direct observations as
support for these thenes.

Loftland (1976) describes a four-stage process of
presenting data using the participant observation nodel.
First is the introduction, then the situation, the
strategies and finally the summary and inplications. In

the introduction the researcher attenpts to place the



Being-Wth Online 74

people in the culture being studied in “the realmof the
general, the commonpl ace, and the relevant” (Loftl and,
1976, p. 83). This involves discussing the context of the
society being studied as it relates to everyday life.
Included in this stage is a description of how access was
gained to the research arena, how the data was col | ected,
the length of the study and details of the denography of
the culture. | have already described ny nmethod of entry
and the data collection process in chapter four. In this
chapter the introduction will consist of a description of
the culture in the context of the larger society and sone
basi ¢ denographi c i nformati on.

The situation section of the report takes the raw data
and organizes it into “a set of generic and abstract
features” (Loftland, 1976, p. 84). This neans that the
inportant, salient elenents of Being-Wth online will be
listed and explored. This will include descriptions of the
situations where the experience takes place. This becones
a depiction of the data as it exists. Then contrast is
used to bring the depiction into a clearer light. *.

(T)he depiction is nade nore neaningful if it is
constructed to point up a contrast of the studied situation
with one or nore enpirical or hypothetical possibilities”

(Loftl and, 1976, p. 85). Thus, the situation is polarized.
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If, for exanple, a mgjor situation is that of struggle
bet ween group nenbers, the polarity would be conplete
cooper ati on.

The next stage is called the strategies section. This
section describes the way in which individuals create the
sense of Being-Wth online. “Mst typically, qualitative
strategy analysts sinply present a list of types of
strategi es found enployed in the studied situation, or
merely depict one or a few nmajor strategies observed”
(Loftl and, 1976, p. 86). In this section | wll present
ways that the people in the culture create the experience
of Being-Wth online.

Finally, I wll sunmarize ny findings. The summary
will include a synopsis of the situation and the
strategies. The summary will al so highlight salient
aspects of Being-Wth online as well as polarities.
Finally, the summary section describes the inplications and
applications of the data gained. Loftland (1976) pl aces
these two sections together. However, in order to conply
with the format of ny doctoral program and because | think
it makes sense intuitively, I wll include the summary
section in this chapter and keep Chapter 6 devoted

exclusively to inplications and applications.
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| include many excerpts fromchat | ogs and nessage
boards in this chapter. Al nanes have been changed to
protect the identity of the various players, guilds and
alliances. Wiere | speak | call nyself Researcher if | am
being a participant observer in a group and | call nyself
Interviewer when | amin an individual interview. | have
corrected many msspellings for readability. Where able, |
have expl ained the various terns used by players in
conversations either in brackets or in the sentences
i mredi ately before or after the chat | og excerpt.

| nt roducti on

The online gam ng community is a relatively new
phenonmenon. Conputers as a consuner product have only been
avai l abl e and affordable for approximtely 25 years. The
i ntroduction of the Commopdore PET, Apple Il and the TRS-80
being the first successful hone conputers was in 1977.
The I nternet becane increasingly conmercial and accessible
to those outside of research in the early 1980’ s (Leiner,
2000) .

| ndi vi dual s who were involved with conputers were
often initially portrayed in the nedia as nerds or geeks in
such filnms of the time as Revenge of the Nerds (Fields,
1984), Weird Science (Hughes, 1985) or Real CGenius (G azer,

1985). The inmage of the socially inept, wthdrawn, and
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sonetinmes anti soci al adol escent nmal e has remai ned sonmewhat
consistent in popular culture as evidenced by the
character, Rat, in the novie The Core (Bail, 2003). Rat is
a small, slightly built adolescent male who is also a
hacker. Oten this association between individuals who
society views as participating in conputers and conputer
gam ng has been perpetuated through the nedia, especially
films (Cox, 2000). There has energed a new branch of
culture that studies this subculture known as geek studies.
“Sonme constants energe from geek studies. Geeks are al npost
al ways depicted as deficient in traditional social skills
but as possessing sonme special gift or talent in
reconpense” (Blunme, 2000). This then is the perception
that the larger society often has of people who play
conput er ganes.

| ndi vi dual s that play MMORPGs are often stereotyped as
“being a socially withdrawn young male with limted sex
role identity” (Giffiths et al., 2003, p. 81). 1In
addi ti on much has been witten in journals and the nedi a
about the phenonena known as Internet Addiction (Efford,
1999). The society at |arge seens to view the playing of
online ganes as a juvenile and perhaps even dangerous
activity. Recent denographic research has begun to dispe

many of these beliefs.
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Giffiths, et al. (2000) coll ected denographic data
fromtw different websites that players of the MMORPG gane
Everquest frequented. Everquest is a simlar gane to DACC
and players of DACC al so frequent one site used in the
study, Allakhazam Therefore, | believe the data to be
applicable to many MMORPGs. I n fact many of the players of
DACC have reported playing Everquest.

The denographic study by Giffith found that one site
reported that 60% of the people that played the game were
above the age of 19, while another site reported that 74%
of players were older than 21. A sizable nunber of players
were over the age of 30 with one site reporting 19% and the
ot her 28% Anot her denographic study has al so shown that
over three-quarters of video gane players are adults
(Wight, 2001). The majority of players seemto be ol der
t han t he popul ar stereotype.

The majority of the players were male according to
Giffiths et al (2003). One site reported 84% were nmal e
whil e another site reports that 86% were male. Wile the
study shows that nost players are nale, sone denographic
research has shown that the nunber of wonen playi ng ganes,
especially online ganmes, has been rising (Wight, 2001).

O her denographic findings by Giffiths, et al. (2003)

| ooked at the nationality, education |evel and incone of
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online ganers. Most people who play ganes online are from
North Anmerica with a mnority of players from Europe. One
third of the people playing games were currently in school
wi th 23% of players have a high school diplom, 33% have an
under gr aduat e degree, 7% have a Masters and 2% have a
doctoral degree. In addition 55% of players reported
havi ng an i ncone over $30, 000 per year.

Results fromthe denographic studies seemto indicate
that the population of MMORPGs is nore varied than the
stereotypi cal adolescent nale. In ny selection of
co-researchers, | chose individuals who seened to be able
to identify and express the qualities of Being-Wth online.
| had no know edge of their vocations, age, or education
level. | had sone know edge of their sex as they reveal ed
this freely to other people in the society. As it turned
out, two of the co-researchers selected for individual
interviews were nale and two were female. Al had
graduat ed hi gh school or had coll ege | evel degrees. One
was an under graduate student, one worked as an i ndependent
I nternet Consultant, one was a systens consul tant who was
pl anni ng on studying history and one worked in a hospital.
The ages of the co-researchers ranged from 20 years old to
33 years old. These individuals best represented to ne

pl ayers who were typical of the culture at |arge.
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| will next describe the situation present in a
MVORPG. | wiill be exploring the construction of socia
groups, the use of various comruni cation channels and the
various activities in which players partake. | wll then
explore the various polarities present in the gane that
represent how one can approach the gane.

Situation

An individual person who has purchased the gane can
then install the ganme and | og onto a renote conputer called
a server. There are various servers available to players
of DAOC. Each server contains three real ns named Al bion
Hi bernia and M dgard. Real ns can be thought of as opposing
teans, each with their own territory. These realns fight
agai nst each other in special virtual areas known as
frontiers. There are several types of servers available to
t he player, each having different rules. Co-operative
servers nean that there is no inter-realmfighting. Player
versus player servers neant that any characters could fight
any ot her character including nenbers of his or her own
realm Rol e-playing servers expected characters to adopt
t he names and speech of nedi eval persons. Regul ar servers
contained the standard rules of the ganme and had no

restrictions on speech or character nanes.
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The server that | used for this study was designated a
Rol e- pl ayi ng (RP) server which had inplications for the
kind of data | had access to. This neant that there was an
expectation that players would play the role of a character
as if they were that character. Role-players can be
t hought of as one subculture wthin the MMORPG comunity.

Rol e-pl ayi ng has inplications nostly in how the
i ndi vi dual conmmuni cated with other players as well as what
they were able to nanme their character. Nanes were
expected to fit in with the theme of Role-playing. For
exanpl e, a character could be naned “Kobath” on a RP
server, but not “Kyle” or “Uberl 33t Troll.” Players were
al so expected to communicate in a way that fit the setting.
| will explore further the concept of Role-playing in the
polarities section.

When the player has installed the ganme on his or her
conputer he or she can create a character to play. The
pl ayer can choose anong three different realnms. The real ns
are Hibernia, Mdgard and Albion. Hbernia is |oosely
based on Celtic nyths, Mdgard on Viking nyths and Al bi on
on Arthurian nyths. Each of these realns has it’s own
territory that nust be defended fromthe other two real ns.
The conflict that results fromthe invasion of one real mby

another is called Real mversus Real mconflict or RYR Once
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a player has selected a realmon a specific server they can
only play a character in that realmon that server. This
is done to prevent spying on the activities of other real ns
on a particular server to ensure that the invading realm
does not | ose the el enent of surprise. However,
conversati ons between players of opposing real ns can take
pl ace on nmessage boards outside the ganme. The following is
a conversation that illustrates the rivalry present between
t he real ns:

Hi bernia Player 1:

Yest erday, Hi bernia was accused by sone M ds of being
in an alliance with Al bion.

Today, Hi bernia is accused by sone Al bs of being in an
alliance with M ds.

How exciting, we shift alliances faster than Nevill
Chanberl ain did!' Qoviously, our only propelling
inpetus is to keep Md and Al b hobnail and chai nmai
boot heel s from nmussi ng up our putting greens in Emain
[ H bernian frontier].

Al bi on Pl ayer 1:
Hi bernia is doing sonething right...they' ve had al
three power relics for a while now.

Hi bernia Player 1:

hnmmmmmmmm When has Al bi on and M dgard ever turned on
Hi bernia.......... Oh that is right ALL THE Tl ME. Yes,
just the cycle of things.

M dgard Pl ayer 1:

M dgard wanted revenge for the 4AMrelic raid that
enbarrassed them Wrd to the wise, if you ness with
M dgard, they' Il mess with you back, so you' d better
be prepared.

Thi s conversation took place on one of the many nessage

boards available to all players of the ganme. During the
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tinme the player is logged onto the server the only form of
communi cation that can take place is non-verbal actions.

Message boards allow a place for nenbers of the community
who play on opposing sides to communi cate with each ot her.

After a player has selected a server and a real mhe or
she can nmake a character. A player can select froma
variety of different classes and races. Each race and
class has different abilities. The race of a character has
an i npact on various abilities and what class a player can
choose. The four main types of classes are Heal ers,

Rogues, Fighters and Mages. Healers have the ability to
heal other characters, Rogues can nove about unnoticed and
| aunch surprise attacks, Fighters can engage in hand to
hand conbat and Mages cast spells. Wthin each type of
class there are specific classes. For exanple, the general
Fi ghter class contains the specific classes Pal adi ns,
Armsman or Arnmswonman, or Mercenary, each w th unique
abilities.

After a player selects a race and a class to play he
or she can distribute points anong various abilities and
skills. Finally the player can select a nane and | og onto
the selected server. For exanple, | nmade a character known
as a Friar. Friars are a mx of healer and fighter, but

were not as powerful as a pure Healer or as powerful as a
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pure Fighter. | believed that this would allow nme the
opportunity to have access to nore groups as | had nore
abilities. This turned out to be very true. There was
rarely a time when | was not invited to a group based on
the abilities of ny character.

Each new pl ayer begins at |evel one. Levels are a
measur enent of the power of a character in the gane. A
| evel 10 Friar for exanple is not as powerful as a |evel 30
Friar. H gher levels nean a greater nunber of abilities
that the player can performas well as nore powerful
abilities. A player gains higher |evels by defeating
nonsters (call ed MOBS) and gai ning experience points. Wen
enough experience points have been gained the character
advances a level. The follow ng | og excerpt shows what
happens when one reaches a new |l evel. Explanations are
encl osed within parentheses.

You raise to |level 37

Your hits raise by 20 points. [Hts are the anount of

damage a character can sustain]

Your power raises by 6 points. [Power is a neasure of

how often a character can cast spells]

Your stats raise! [Stats are physical characteristics

of the character such as strength, quickness, etc.]

You learn the Mnor Refection spell ability! [A new

heal i ng spell is gai ned]

You get 55 nore Specialization Points to spend this

| evel! [These points can be used to inprove various
character abilities].
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A common ritual in groups and in guild channels is to
announce one’s new |l evel by saying, “Ding!” This is
normal Iy foll owed by nenbers of the party saying “gratz”
which is short for “congratul ations.”

Researcher: "DING DI NG@ ™"

G oup Menber 1: "gratz"
G oup Menber 2: "grats"
G oup Menber 3: "congrats"
G oup Menber 4: "grats"
G oup Menber 5: "grats"

Thi s achi evenent marks an increase in character power,
whi ch enabl es the player to fight harder MOBS and therefore
gain nore experience and | oot.

Begi nni ng pl ayers often have to contend with a variety
of challenges, including |earning the controls, interacting
with other players and sinply surviving. The follow ng
quotes are froma nessage board. The topic was descri bing
t he experience of playing an MMORPG for the first tine.

| renmenber not having a clue what to do, but being too
intimdated to talk to anyone.

| remenber running around ny starting town and not
being able to find the exit to go hunt |level 1 nobs.

DaoC...ny first inpression was: ong [Oh My Cod], |
will never learn all those keys..

Al'l begi nning players experience such confusion in the
initial nmonments of playing the game. This often results in

bl unders, early deaths and occasionally social friction.
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In the follow ng selection a player describes accidentally
killing a friendly guard controlled by the conputer.
Then | hit "a' by error and clicked on the guard and
he denolished ne in 0.000001 seconds. hrm [an
expression of confusion]
In the next selection, the same character is warned to
avoid a powerful MOB, Queen. However, since the player did
not understand the social neaning of the warning, he or she
soon di ed.
At dawn | stepped out and followed the road for a
m nute or so....and found people hitting a HUCGE spi der
whi ch had Iike a bunch of little spiders with it.
Peopl e were shouting "QUEEN ON PATH !'". So | whacked a
little spider and the big spider killed ne..hmm [an
expression of confusion]
The foll ow ng section describes the character’s first
interaction with another player. NPC stands for Non-Pl ayer
Character, one that is controlled by the conputer. The
phrase “spam i nspecting” neans that the new player
continually clicked on the experienced player’s virtual
representation of his or her character over and over again.
This constant clicking resulted in a series of nmessages
di spl ayed to the experienced character over and over again,
known as spam
It was dawn again soon, and | saw a person with a
SURNAME go by. | thought he was an NPC so | went and
clicked on him | was by now ki nda hooked to
w ndow shoppi ng at every darn nerchant | sawwith O

copper in ny pocket). He sent ne a tell saying he was
a player and to stop spaminspecting him Onh
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hmmm . . but he | ooked so nean with his axe | didn’t

want to give himany lip. God knows | have di ed enough

tinmes already and didnt want himto kill ne once.
think he sensed | was a brand newbie and asked nme if |

want ed any hel p.

| said what do I do? He then took nme to ny nonk guild

and showed ne ny trainer, and told nme to hunt near the

gates for a few levels! Boy, | felt sooooo safe and at
home i nside the nonk guild!
The term “newbi e”, “newb”, and “n00b” refer to
i nexperienced players newto the ganme and still |earning
how to nove about and do things. After a period of initial
confusion, the player is able to nove about in the ganme and
begin to develop affiliations with other players.

The ganme is structured in such as way as to encourage
the player to connect with and formaffiliations with other
pl ayers. Affiliating with other players and groups all ows
the player to advance in level quicker and to gain access
to itens that their characters can use. There are severa
ways that a player can becone affiliated with other
pl ayers. The nost common way is to join a group. A group
is a collection of up to eight characters that join
together for a short tine. Goups are tenporary and often
change nenbers quickly. Goup nenbership is open to any
pl ayer of the sane realm A player can join a group either
by inviting other players to join himor her or by being

invited by another player. 1In the follow ng selection of

data, a new group i s just being forned.
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G oup Menber 1: "Hail!"

G oup Menber 2: "hello and well net all”

G oup Menber 3: "Greetings”

G oup Menber 2: "if we can get a full group we can

t ake vigs"

G oup Menber 4: "got 3 spots left”

G oup Menber 5: "hail and thanks for group"

G oup Menber 6: "Bl essed be, another cleric... thank
the gods."

G oup Menber 4: "anytine just |ooking for 3 nore"
When formng a new group it is customary to greet each new
menber with the word “hail”. This selection of data al so
illustrates the Role Playing (RP) | anguage frequently used
on RP servers. A group just beginning will often decide
what MOB they will be hunting, in this case the group is
trying to get three nore nmenbers in order to hunt MOBS
cal |l ed vigs.

A group often fornms for a specific purpose such as
hunting MOBS to coll ect experience or noney. Wen that
purpose is acconplished the group often di sbands and the
pl ayers go their separate ways to join other groups or
adventure independently. A player’s decisionto join a
group may soneti nes depend on what the group will be doing.
Sonme players prefer to hunt specific nobs because of the
itens they drop or the experience gained. This conflict of
interest can be interpreted as rude or anti-social.

G oup Leader: "l just sent Player 1 a nessage saying

we have a spot and he replied it depends on what your
hunting... geesh”
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G oup Menber 1: "screw Player 1 get the Mnstrel :)
[ an enoticon neani ng happi ness]”

This conflict of interest can be intensified when the grou
has been of assistance to the player who |l eaves. In the
following | og excerpt, Goup Menber 1 is |eaving the group
after having gained a level. Goup Menber 1 is leaving to
be pl’d (Power |eveled by a higher |evel player, this is
explored below). This results in a negative appraisal by
anot her group nenber.

G oup Menber 1: "ok Player 2 is going to pl ne sone

sonmewher e"

G oup Menber 1: "so going to entrance, thank you"
G oup Menber 2: "ding and | eave"

G oup Menber 2: "that’'s | ow'

G oup Menber 2: "real |ow

While groups are transitory and tenporary there are other
social entities that are nore permanent. The nost common
of these social entities are guilds.

Quilds are a collection of players in the sanme realm
who have chosen to affiliate with each other on a nore
| ong-term basis. Any nunmber of individuals can be in a
guild. The guild | was in had approximtely 100 pl ayers.
Qui |l ds are the foundation of social organization in the
gane. Belonging to a guild provides the player with a
greater opportunity to join groups conposed of other guild
menbers. @uilds also provide access to a | arger range of

information, friendships, itenms and opportunities to take

89

p
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part in special events. Players will very often assi st
gui | d menbers before they will assist other players. The
abbreviation “sc” stands for Spell Crafting, a craft skil
that is in high demand as it results in the creation of
magi ¢ itens.

Quild Menber: "I"monly doing sc for guildmates now'

G oup Menber: "aye got to help guildies and alliance
menbers or el se why be in thenf

In the followng | og selection, the Goup Leader is having
pl ayers | eave a group created to help Guild nenbers gain
| evel s so that a Guild nenber (nyself) can join.

Qui |l d Menber 1: "why you booting people"

Qui |l d Menber 2: "Researcher wants to cone"

Quild Master: "Because |'’mhere to help guildies”

Quild Master: "not strangers”

Quild Master: "they are just filling the holes till

nore guil dies need experience"

A guild can also join with other guilds by formng
al i ances.

Al liances are the |argest social entity within a given
realm Any nunber of guilds can belong to an alliance. A
guild that is part of an alliance increases the opportunity
for its nenbers by providing access to an even | arger range
of information, friendships, itens and opportunities to

take part in special events. Figure 3 is a graphical

representation of the social construction of the DACC



Bei ng-Wth Online 91

Figure 3 Social Construction

Each of the largest circles represents a realmwthin
the rectangle. The rectangle represents the server. The
concentric circles represents ever enconpassing access to
other affiliations. Tenporary groups of eight are not
included in the diagramas they tenporary and change often.
Each affiliation communi cates by way of chat channels.

A player nust be part of an affiliation to belong to a
certain chat channel. Each group, guild and alliance has
its own chat channel. In order to talk on a specific
channel , a player nust be a nenber of that particul ar

affiliation. An individual can al so communicate with
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anot her player privately by sending a nessage. This is
communi cating by using a “tell” or “send.” Lastly there is
the ability to create a tenporary chat channel called a
“chat group.” This channel is often created to coordinate
anong several groups that are engaged in the sane activity,
such as a raid or keep defense. For exanple, a player who
is a nmenber of a guild that is a nenber of an alliance
coul d becone part of a group of eight that is defending a
keep with several other groups. This would nmean that the
pl ayer could send and recei ve nessages privately with

anot her player through the use of “tells”, talk with
menbers of the guild in the guild channel, talk with
menbers of the alliance in the alliance channel, talk with
menbers of the inmrediate group of eight through the group
chat and communi cate with the chat group conducting the

def ense.

Naturally the player would be hard pressed to keep
track of five conversations anong hundreds of other players
as well as participate in the activity at hand. 1In the
foll ow ng selection of data, one group nenber is asking for
soneone to take over the job of “pulling.” Pulling is when
a nenber of the group attracts the attention of a MOB in

order for the group to kill it. In this case the group
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| eader declines this job as he is receiving many tells from
peopl e asking to join the group.

G oup Menber 1: "sonebody else pull for a while?"

G oup Menber 2: "Group Leader?"

G oup Leader: "sorry | would but getting a | ot of

tells for joining."

In ny experience, the player focuses on the activity
in the i mediate virtual space, however the player’s
attention could change fromtine to tine. For exanple,
whil e ny group was engaged in conbat with an eneny, | would
focus nost of nmy attention on the group and the chat group.
Wen the battle was over | could then switch nmy attention
to other channels that are not as salient such as the guild
chat or the alliance chat. Channels are sonetines
desi gnated for specific purposes.

The guild I was in was also a nenber of an alliance
with other guilds. A conversation on the alliance channel
was restricted to certain subjects. The | eader of the
alliance enforced this norm

Al liance Leader: "Ck, way too nuch idle chatter. This

is for HELPING to find groups, RvR, and tracking eneny

| ocation. Not a Chit chat line, that’'s what AQL is
for. Thanks for understandi ng"
Many tinmes chat groups were established in order to
coordi nate many groups. Oten, the | eader of the chat

woul d restrict conversation only to topics that were

relevant to the task at hand. Restricting topics was one
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way the community had of mnimzing the enornous anmount of
information available to players. Oher channels did not
enforce this rule. M guild had no such rules on
conversations in the guild channel and nenbers were all owed
to discuss alnost anything. The guild channel was nore of
a social channel with a smaller nunber of players in it.
The group channel was often used to both coordinate group
actions and socialize as it contained at the maxi nrum eight
pl ayers who were all dedicated to the sane goal. | have
never seen a conversation in a group channel restricted by
anyone. Lastly, a private tell is conpletely under the

pl ayers control and not subject to any noderati on.

The chat channel’s primary function is to enable the
pl ayer to connect with other players in order to join them
in various activities. It is in this way that a player
cones to connect with others and create rel ationshi ps based
not only on conversation, but also shared experiences. The
primary activities that a player can engage in with other
pl ayers are real mversus real mconbat (RvR), player versus
envi ronment conbat (PvE) and crafting. RvR conbat involves
pl ayer versus player conbat wth eneny realns. PvE conbat
i nvol ves conbat with conputer controlled nonsters or MOBS.
Crafting involves practicing a craft such as weapon maki ng

in order to produce itens for other players.
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Al nost all players begin with a | evel one character
and require experience points and noney in order to
i nprove. The best way to do this is to engage in PvE
activities. Most players group with other players to
maxi m ze success or to socialize; however there are sone
pl ayers that choose to conduct this activity independently.
There are several activities that can be done in PvE
i ncl udi ng hunting, questing and going on raids into various
dungeons or agai nst hi gh-1evel MOBS.

Hunting is the way that nost |ower |evel characters
spend their tinme in the ganme. Hunting is sinply killing
MOBS in order to gain experience and noney. A player wl|
go to a certain location in the virtual world that contains
nonsters that are roughly equal to or higher than his or
her character’s level. The player will then join a group
or hunt independently. Killing higher-level MOBS neans
nore experience and nore noney. Since several characters
wor ki ng toget her can defeat MOBS that are of higher |evel
nost players attenpt to join a group as this greatly
i ncreases the chance for survival and profit.

Questing is an activity that can result in experience,
money and itens. A player will visit a non-player
character (NPC) controlled by the conputer and will receive

a quest by talking to it. Once the player has conpleted
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the quest they receive a certain reward. One quest in
particular is arite of passage for many players. This
quest is known as the epic quest. An epic quest can only
be conpleted by a character who is level 50. The reward
for this quest is a set of epic arnor and signifies that
the player has risen as high in | evel as possible. The
conpletion of an epic quest is inpossible to do alone. It
w Il sonetinmes take several groups of high-level characters
to conplete the quest. Therefore, a player will need to
elicit the support of several other players in order to
conplete the quest. Another PvE activity that involves a
| arge nunber of players is a raid.

Araid is conducted against a very high |evel MOB or

takes place in an area that is filled with high-level MOBS.
Rai ds are popular with players because they result in a
great deal of experience points, noney and very rare itens.
Raids vary in the nunber of players that participate in
them but nost are conposed of 100 or nore characters.
Pl ayers spend a majority of their tinme in PvE activities
until they reach a high enough level to participate in R/R
conbat .

Thi s amount of shared tinme together often creates

bonds between players. One co-researcher tal ked about his
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formng a relationship with people through this shared
experi ence.
...just time... suffering through the frustrations and
joys of the gane i.e. seeing friends die.. trying to
consol e them because they are frustrated enough to
put fist through nonitor. O being there to enjoy
successes.. i.e. hitting a big level (50) in daoc
case, rvr adventures, etc"
The amount of time spent grouping with other players in PvE
activity until a player reaches |level 50 often is quite
extensive. This length of time creates those experiences
that lead to the devel opnment of relationships in an MMORPG
RVR conbat takes place between players of opposing
real mns. Each real mcan consist of hundreds of players at
any given tinme and a portion of these players often
participate in RVR activities. Because RVR is conducted
wi th nmenbers of opposing real ns, nost players who do RvVR
have | eveled their characters to the highest |evel
possible, in this case level 50. This is done to maxim ze
the chance for a positive outcone. Also, RvVR conbat does
not result in the acquiring of nmuch experience points or
nmoney. \When one pl ayer defeats another they are awarded a
certain anount of experience points, however they do not
get any noney and they are not able to take the defeated

player’s itenms. There are four main activities that a

pl ayer can take part in. A player can raid the eneny
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keeps, defend their own realns keeps, gank or conduct a
relic raid.

Rai di ng and hol ding an eneny keep gives the player’s
real mcertain strategi c advantages, while defending their
own keeps denies the eneny real ns these sane advant ages.
Participating in raiding another realnms relic also gives
the player’s real man advantage. Lastly, ganking involves
going into the eneny’s territory for the purpose of killing
eneny players. Ganking is often done with a single group
of eight players, while raids typically involve severa
groups and often have 100 or nore players. Success in RvVR
and PvE conbat relies on the |level of the character and on
the quality of the equipnment that the character uses. In
addition RVR conbat is nore demandi ng than PvE conbat since
t he opponent is another hunman bei ng.

The intensity of RvR conbat requires a great deal of
cooperation fromeach of the nmenbers of the group. The
increased intensity of this activity has an inpact on the
relationships fornmed or lost. An interviewwith a Guild
Master (GW reveals the effect this intensity has on

rel ati onshi ps.

GV "I think rvr draws people together or splits them
up faster than anything el se"
Interviewer: "lInteresting, why is that do you think?"

Gvt "Because of the need to depend on one another in
i ntense situations”
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Interviewer: "RVR is much nore intense then fighting

MOBS"

GV "way nore intense"

Interviewer: "and the need to depend on each others

means that one m ght be et down or |et others down,

yes?"

GV "yes, nost definitely”

The |l evel of intensity and dependence on one another is a
significant factor that I will be exploring later in the
strategies section. The last activity in which a player
can participate is the crafting of itens.

Crafting is often a solitary activity that consunes a
great deal of tinme and noney. The results however can be
beneficial. Mst player nade itens are nore powerful than
the itens available fromraids or that are acquired by
defeating MOBS. Player crafted itens can al so be
custom zed to suit the particular characters needs.
Crafting as an activity is very sinple. It involves buying
i ngredients, pressing a button on the keyboard and waiting
a certain period of tinme. If the ingredients are conbi ned
successfully the player’s skill in crafting rises allow ng
himor her to create nore powerful itens.

Because it is such a sinple activity, many players use
the tinme crafting to socialize wth others. For exanple,

two of the individual interviews | conducted were done

while ny co-researcher and | crafted itens. Many tines
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rel ati onshi ps were devel oped while individuals crafted and
passed the time. | would often chat with fellow players
when | was crafting, either by talking in the guild chat or
becom ng part of a tenporary chat group. One player
described it this way:

We sit around chatting and getting to knew each ot her

better . . . Sonme of ny best tines spent in gane were

when | would head out with a friend and sit together
crafting for hours just tal king about what has been
going on in our real lives. | really have gotten to be
close friends with a lot of the people | craft wth,
and can say that we know each other as good as if we
were friends who net in Real Life (as opposed to) the
gane.

Crafting then is a solitary activity that is often a way to

i ncrease soci al connection, sonetines past the boundaries

of the gane.

There are several different polarities that exist in a
MMORPG. | will present these polarities and discuss their
inplications for Being-Wth online. The first polarity
i nvol ves the comuni cation style and attitude of the
pl ayer. One type of player is the Role-player while the
other is comonly known as the |33t (sonetines spelled
| 337) player. In addition there are polarities in ternms of
Bei ng-Wth soneone online. These polarities influence the

subj ective feeling of Being-Wth soneone. There is the

Social polarity and the Functional polarity. Finally,
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there is the polarity of Real Life (RL) and Virtual Life
(WL).

The polarity of Role-playing versus |33t players is
related to communi cation style. L33t speech is a form of
expressi on devel oped over tinme in the gamng world and the
hacker community. It is, in a sense, slang. It often
i nvol ves uni que words and spellings of words. For exanpl e,
the phrase “j 00 pwned that nob and got sone phat lewt! W
are uber!” roughly translates as “You killed the nonster
and received sone good itens! W are great!”

Rol e- pl ayi ng, on the other hand, involves the use of

| anguage t hat enhances the fantasy el enent of the gane.
The above phrase could be stated as “Thou hast slain the
dragon and plundered its wealth! W are mghty!” in

Rol e-playing ternms. Players will often gravitate toward
one or another of these polarities. However, it is not
uncommon that they will change fromtine to time according
to the task at hand or who they happen to be with at the
noment .

There exists in the community of MMORPGs sone conflict
bet ween the two groups of players. Many Rol e-players on
the server will sinply not choose to assist or group with
i ndi viduals who persist in | 33t speech as the Rol e-pl ayers

feel this spoils the nood. The bel ow comments were froma
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message board di scussion on how Rol e-pl ayers can handl e
conflicts with non-Rol e-pl ayers.
| don’t help people who nmake it difficult for ne to
RP. I wish | could refuse to rez [resurrect] them..
but I can’'t bring nyself to do it. However, | don’t
buff [cast spells that increases abilities] non-rp'ers
and | don't group with themif | can avoid it.
It's rather sinple for ne.
| only hunt with guildmates, and all ny of ny
gui | dmat es are rol epl ayers.

On the rare occasi on when that is not the case,
| eave the group

The typical way that a player handles conflict is to
wi t hhol d help or | eave the group.

The server that | played on was a RP server and
pl ayers were expected to maintain the fantasy el enent.
Thi s was acconplished by advi sing each player when they
| ogged onto the server to read the requirenents for
| anguage and nam ng of characters. However, nost players
on the server spoke in nodern English rather than |33t
speech or RP speech. Theoretically a player could file an
appeal with custoner service if another player did not
conply with the RP requirenents. | have never heard this
happen for the manner of speech, however it often happened
regardi ng character nanes and players were forced to change
their nanes to sonething nore appropriate to a RP

environnent. While conflicts exist at tines between Rol e
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pl ayers and | 33t speakers, nost players would use sone | 33t
speech and sone RP speech. The mgjority of players would
use everyday online | anguage to conmuni cate with each ot her
and resolve this polarity.

There al so exist polarities in terns of choosing
groups and playing the gane. These polarities are Function
versus Social and Real Life versus Virtual Life. Function
versus Social relates nostly to choosing group nenbers and
the role that those nenbers play in a group. Real Life
versus Virtual Life involves the conflict between the gane
and responsibilities in the “Real Wrld.”

Function is a determnate of a player’s class and
therefore role in a group. For exanple the role of a
Fighter in the group is to engage and keep the MOB's
attenti on because Fighter classes are best able to survive
a nobs attack. The heal er keeps the Fighter alive by
healing while the Mages and Rogues attack the MOB with
their specialized skills that do nore damage than the
Fi ghter can do independently. In this way a group
maxi m zes its chances for survival and therefore gain for
all its nmenbers.

In my first group experience | had ny role explained
to me. M character was a friar. The Friar class was both

a healer and a fighter so | had the option to perform
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either function in a group. However, | could not heal as
wel | as another healing character class called a Ceric,
nor could | fight as well as a fighter character such as an
Armsman. Since the group | joined initially did not have a
better healer I was needed to heal. Goup Menber 1 was a
Fi ghter class so he or she was assigned the role of
protecting nme fromthe nonster.

G oup Leader: "Researcher u do understand yer

babysitting us..heh!"

Researcher: "G oup Leader, um Healing and such yes?"

G oup Menber 1: "If sonmething attacks Researcher, |'11I

smack it.. heh.”
As the group progressed ny role changed. W had sone
menbers of the group leave and a Cleric join us. Since the
Cleric was a much better healer than I was, | was now
encouraged to fight.

G oup Menber 1: "You should swi ng your stick

Resear cher hehe"

G oup Menber 1: "Let the Cleric do the heals”

G oup Leader: "grab yer fighting..stick? and lets

go..LQL!'"

G oup Menber 1: "time to swing sonme |unber

Researcher!"
The devel opnment of a highly functional group is then a good
m x of various classes and abilities. The roles that are
assi gned are based on the particular abilities that a
character possesses. These roles can change as the group

menbers | eave and others take their places. Rather than

bei ng focused primarily on known pl ayers, a functional
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group concentrates on attaining the nost experience or | oot
as possible for its menbers. The polarity of the
functional group is that of the social group.

The social group is one that is forned based on
pl ayers’ relationships rather than the skills and abilities
the players bring to the group. This type of grouping is
focused | ess on acconplishnent and nore on sociali zi ng.
These groups tend to be very tal kative and often invol ve
menbers fromthe sanme guild. For exanple, at one point in
my study a collection of friends and | started new
characters and began a group together. The group was
unbal anced in terns of function, but was highly social. A
group can be both social and functional also. Mny guilds
are created with nmutual friends who decide to create
characters that fulfill certain roles. For exanple sone
pl ayers create very small, intimate guilds that engage in
the sane activity, often ganking in RvR conbat.
Conversely, friendships can begin by grouping with sonmeone
who has a needed skill and beginning a relationship with
t hat person

Several co-researchers spoke about the conflict that
exi sts soneti nes between sel ecting soneone for arole in

the group rather than a person who was known to them
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Interviewer: "Is there a conflict sonetines between
selecting a player for their skills vrs selecting
soneone for their qualities as a person?”

GVt "yes sonetinmes”

GV "but not if I amgroup |eader :)"

| nterviewer: "how so?"

GVt "i take the person first, skill second :)"

GV "l try to do this for fun after all, hehe"

Anot her co-researcher tal ked about how being treated in
terms of her character’s class differs frombeing treated
as a person. | experienced this often nyself while
participating in groups. As the interview progressed, |
began to wonder if the Co-researcher was tal king about
soneone wanting to get to know her as a person or soneone
wanting to fill a function in a group. The follow ng
excerpt is froman individual interview where | explore
this intuition.

Co-researcher: "for exanple, | tell you I have an exam
and you are interested in what subject. Shows ne you
are interested in nore than "Co-researcher the friar
Interviewer: "So there is "Co-researcher the Friar"
who is a character in a gane and the person behind
Co-researcher the friar. The people you choose to be
with tend to be people who are interested in you as a
person rather than you as a player?"

Co-researcher: "not choose to be with, choose to stay
in contact with outside the gane. But the way you are
wording it makes it sound like | amtwo different
people, nme and ny "friar" and it isn’t that way"
Interviewer: "Seens to ne that there are people who
treat you in one way and then people who treat you

anot her."
Interviewer: "for exanple"
I nterviewer: "Wien | inquire about your exam that

means that | amnot just concerned with how you can
further the group with your healing abilities, etc."
Co-researcher: "sure"
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Co-researcher: ":)"

Interviewer: "but that | am engaging you in a way that

is on a sonmewhat deeper |evel"

Co-researcher: "right"
There seens to exist a distinction then between know ng a
person in ternms of his or her character and know ng him or
her as a person. To be treated as sinply a function or
obj ect seens to be detrinmental to the creation of deeper,
nmore neani ngful relationships. |In the inmmrersion provided
for by the ganme the players becone their characters and as
such feel and experience relationships much the sane way as
in RL al though the experience departs fromRL. One player

posted this in the alliance chat:

Al'liance Menber: "you know | read this wonderful post
on a website about a nonth ago about how in ganes

there is no real |life how your characters and what not
are you"

Al liance Menber: "was very enli ghtening”

Alliance Menber: "I'Il post it on alliance boards”

The characters becone an extension of the player’s wll,
t houghts and feelings.

As nentioned previously, the anmount of tinme invested
in a character can be imense. The gane is structured to
allow the player to highly custom ze their character by
al l ocating points gai ned through experience into various
skills. Even within a given class there can exist many
di fferent conbinations of skills and abilities. 1In

addition the itens that a player can acquired through
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conbat or by crafting can be highly individualized. The
choices a player nakes in allocating points and acquiring
itens results in the creation of a unique, distinct
character. The creation of a character involves an
investnment of will and thinking on the part of the player.
How a pl ayer uses their character comruni cates a
distinct style. For exanple, although ny character could
both heal and fight | was sonetines required to heal while
participating in a group. However, as a player | was
reluctant to heal because | felt the activity was boring
conpared to conbat. Therefore, | spent a great deal of
time in creating the best battle friar | could. However,
there were tinmes when | joined a group when | was the only
character who could heal, albeit poorly since | had chosen
to increase ny conbat abilities at the expense of ny
healing abilities. Wen | grouped with friends or
gui l dmat es they knew ny preference and the | eader of the
group would try and find a cleric who could performthe
healing role. There was a running joke within the guild
that no one would die as long as | was the only healer.
Thi s good-natured joking was the result of my characters
chosen function and of the personal relationships | had
established with other players. It seened to ne that this

resolution of the conflict that exists at tinmes between
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function and social facilitates a closer relationship with
ot hers.

The |l ast polarity is the polarity of Real Life (RL)
versus Virtual Life (VL). Many players play the gane from
their hones and sone players play fromwrk. Fromtine to
time there is a disruption in the game play due to a RL
event, whether that be a bathroom break (called a bio) or
sonme other RL event. It is customary and a societal norm
that a player would informtheir group that they need to be
away fromthe conputer for a tine. Many tines this is done
by announcing to the group that they are afk or away from
keyboard. Sone exanples of tenporary disruptions include:

G oup Menber 1: "i must go bio"
G oup Menber 1: "may i afk?"

G oup Menber 2: "afk for a sec dads bothering me with
conputer problens :)"

In other cases there are situations that require the player
to be gone longer. Leeching is when a person joins a group
and benefits fromthe experience and | oot gai ned, yet they
do not help the group because they are afk. Sonetines the
pl ayer will ask to remain in the group while they are gone
and the nenbers of the group may agree to allow themto
remai n.

G oup Menber 1: "guys ny wife needs to be ran to class
it wll take about 15 mnutes then | will return,
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would i ke to stay in the group while | am gone, but |

will trust your guys judgnent"

G oup Menber 2: "it is fine with ne"

G oup Menber 1: "I will need to | eave in about ten

m nutes gtg (Good to Go) till then"

G oup Menber 3: "that is fine"
Most groups wll allow such tenporary interruptions in the
fl ow of the gane, as players understand the realities of
needi ng a short break. Wat is deened unacceptable to many
pl ayers is being away and not notifying the group as this
can have di sastrous consequences for everyone.

Virtual Life too can interfere wth RL. One Guild
menber had to | eave the gane for a tine because of
unspecified conflicts with RL. A GM nade the foll ow ng

announcenent in the guild chat:

Gw: "GVL has had to take a | eave fromus for

awhile...l amworking on making his return as quick as
possible. | amcurrently acting GMtill he is back"
Menber 1: "ohh"

Gwe: "I prom se you he wanted to wi sh you all good

luck w your characters and will mss you dearly and
to keep this good group of people together”

Menber2: "tell himwe hope he ok : ("

Menber 3: "aye"

Menber 4: "what happened?”

Menmber 1: "what happened”

Gw: "I will remain in contact w himso will keep you
all informed I will call himweekly"

Menmber5: "Aye, please wish himwel ™

GW2: "he has sone personal issues to deal with
honmelife and work that nust be dealt with and maybe in
the future return to us”

Wil e the nmenber eventually returned there was a

direct inpact on the nenbers of the guild. In interviews
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with guild nenbers nost discussed the inpact of friends
| eaving had on them | also felt the loss of this
i ndi vi dual as he was the one who allowed ne to observe and
seened to ne to provide a great deal of structure,
| eader shi p and good- nat ur ed j oki ng.
Interviewer: "Yeah | hated hearing about GM al so”
Menber2: ": ("
Menber2: "so sad"
GVt "As far as affecting ne personally only one person
has left that really affected nme personally."
Interviewer: "Could you tell nme something about how it
has affected you?"
GVt "And | can understand why he did it, since real
life demanded that he | eave."
Gv "It really saddened ne and still does...as | noved
away fromthis person in RL and this was our way of
mai ntai ning a quasi interactive friendship over great
di st ance"
Interviewer: "How did his |eaving affect you?"
Co- Researcher: "and | was sad when he left"
Co- Researcher: "I felt like | had lost a RL (real
life) friend"
Many players report experiencing enotions of |oss when
i ndi vidual s | eave the ganme for a tenporary or pernmanent
time. Wien the GMreturned after a brief period of tinme
there was a great deal of celebration, although very little
was sai d about the reasons he was away. As | was a known
observer in the guild and did not know the GMvery well |
did not inquire very insistently and no one volunteered the

i nf ormati on.
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RL and VL do not always have to be in conflict. Many
menbers of the guild joined the guild based on RL
association. Al of ny co-researchers have pointed out
that the tinme spent in VL with people they know from RL has
mai nt ai ned and in sone cases deepened the rel ationship.

The GM | interviewed tal ked about how he becane involved in
the gane through a RL relationship and it continued to
evolve in a deeper way. The relationship he is describing
is one between hinself and the GMwho had to | eave the gane
for atime. GV is the co-researcher and GW is the GV who
| eft the ganme. They had had a RL rel ati onship before the
gane that was interrupted when they noved away from each

ot her.

I nterviewer: "Could you describe what it neant for you
to maintain contact wth himthrough the gane while he
was still playing?"

GVL: "It was neaningful to nme as it replaced sone of
the RL activities we are no |longer able to do...but
nmore inportantly it was a way to do sonet hing we both
liked to do together and still maintain that bond of
friendship with the ability to comunicate wit"

GML: "with one another in nuch the sane way as we were
able toin RL."

GVL: "GW is a person that is very different than

am we share many of the sanme interests, but nostly in
a physical plane nore so than a phil osophical or
cognitive way...... "

GML: "That was until we started playing the gane
together...."

GML: "Once that started we | ost a common bond by the
sane physical interests but strengthened our
friendshi p by discovering comon interests in non
physi cal areas...."
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GVL: "that may be a poor way to describe it, but best

| can think of off the top of ny head"

GvL: "and | think I mss that nore fromhimin-gane

t han anyt hi ng el se"

Interviewer: "So in RL you had one set of interests.
Then you di scovered that you had nore things in conmon
than you at first thought?"

Interviewer: "Or did you devel op new interests

t oget her ?

GML: "Yes, that is very true....and nore to the point
di scovered interests that we probably never woul d have
inreal life"

GVL: "and yes we did discover new interests through

t he gane”

Anot her co-researcher descri bed how he mai ntai ned a cl ose
relationship with his brother through the use of the gane.

Interviewer: "Wuld you say that the rel ati onships you
have online provide you sonmething in |ife?"

Interviewer: "i.e. fulfilling"
Co- Researcher: "hmm .. yeah, | would... ... but"
Co- Researcher: "I can quantify that with evidence of

how it has hel ped ny brother and | stay cl ose"

I nterviewer: "please do"

Co- Researcher: "when | was on hiatus, we definitely
drifted"

Co- Researcher: "he seened to express the sane thing..
| remenber | believe"

Co- Researcher: "al so, he was VERY open m nded about
getting back online when I did (we both took hiatus)"
Co- Researcher: "as a matter of fact..."

Co- Researcher: "I lent him700 dollars to get his
conputer able to play so he could be on w ne"
Interviewer: "So the online aspect enhanced

communi cation and feelings of being connected with
your brot her?"

Co- Researcher: "absol utely"

Co- Researcher: "I can't say wth conviction what the
value is of other relationships are | have established
over time... sonme definitely stronger than

others..... "

Co- Researcher: "but.."
Co- Researcher: "it has DEFI N TELY inproved ny rea
life relationship w ny brother"
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RL rel ationships seemto be facilitated in these instances.
Being-Wth online seens to involve the player being able to
successfully negoti ate a bal ance between RL and VR
activities. The successful integration of RL and VR
enhanced RL rel ationships for at |east two of ny
co-researchers. In chapter six | wll discuss nore about
the possibilities for further research in this area.

These are the najor polarities present in an online
comunity. This is by no neans an exhaustive |ist, however
they seemto ne to be the nost relevant in terns of
explaining the situation of Being-Wth online. 1In the next
section | will explore the strategies that people used to
connect with each other online. | wll explore what
behavi ors and actions best elicit a positive group
experience online in a MVORPG

Strat egi es

In this section of the data presentation | wll be
di scussing the strategies that individuals use to connect
and be with each other online. | wll also be discussing
the inevitable conflicts that were present during ny
observations. | will then conclude with a description of
the ideal grouping situation

The first strategy that was present in al nost every

observation period and which every co-researcher identified
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was basic courtesy, respect and assistance. Rudeness was
unacceptable for all of the Co-Researchers and nost of them
avoi d peopl e who denonstrate that behavior.

Co- Researcher 1: "I play for fun, not to be around
rude people”

Co- Researcher 2: "I don't enjoy playing with people
that like to conplain a lot, or bring me down while
pl ayi ng"

Co- Researcher 2: "bitch when they die, or accuse
ot hers when things go wong..."

Co- Researcher 3: "I just really hate nmean peopl e"
Co- Researcher 3: "I have left guilds over it"

Polite behavior was typical of the server I was on. The
average player was polite and al nost all players were
wlling to assist other players.

The follow ng incident took place during ny first
experience in RVR and denonstrates the willingness of the
majority of players to provide assistance to others. | had
initially heard that the eneny was attacking and wanted to
see what that experience was like. | was far too |ow a
I evel to be an effective participant at this point in the
gane, but ny intention was to sinply observe. | entered
the frontier and began to follow a group of fellow realm
menbers toward the battle. | imediately was invited to a
group despite ny low level. The |eader of the group said,
"I just picked ya up i dont |like to have al bs sol o out

here.” Because of ny inexperience with the terrain
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qui ckly becane | ost and separated fromthe group. They
provided nme with directions to the battle and | eventually
arrived too |late to have taken part in the battle. | was
sorry to have troubled the other nenbers of the group with
nmy inexperience, however their responses reveal ed a key
conponent to the societal normof what is considered
polite.

Researcher: "ok. Thx |I'm kinda new at this frontier

thing ;)"

G oup Menber: "W all started sonewhere.™
A key ingredient of politeness is providing assistance to
t hose who are a nmenber of one’'s group, guild or alliance.
There is a recognition that players in the gane have al
been through the sane | earning process as | was going
t hrough at the tine.

The GM whom | interviewed di scussed the inportance of
this | earning process when | asked about the issue of
power -1 eveling (often abbreviated to pl). Power-I|eveling
occurs when a high-level character joins with a |ower |evel
character in order to advance the |ower |evel character
quickly. In sonme cases, this is often done in exchange for
i n-ganme noney. Mre often it is done to help out a fellow
guild nenber or friend. The GM di scusses the anbival ent

feelings about this kind of assistance:
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Interviewer: "Can you tell me your thoughts on Pling?"

GM "in sone ways | hate, in others | amall for it"

Interviewer: "Tell me a bit nore about that conflict

for you"

GV "For those that are new to the gane, | think they

shoul d al nost never be pl'd"

GVt "for those new to a character then sone pl'ing is

accept abl e"

GVt "for those that are not new to either the

character type or the gane, then | amall for it"

Interviewer: "So experience is necessary with the

ganme?"

Interviewer: "lIs it sorta |ike paying dues?"

Gv "yes, very nuch so"

GVt "but nostly has to do with having the courteousy

to know what you are doi ng when supporting others”
Experience with the skills that one’s character possesses
is necessary if one is to be of benefit to the group. A
pl ayer who is concerned only with his or her own gain at
t he expense of others in the group runs the risk of
becom ng known for such behavi or.

Sonetines entire guilds and alliances will refuse to
invite the offending individual into a group. One nenber
of the guild |l was in was hunting with a nenber of another
guild. The individual decided not to lotto for an item A
lotto is conducted when nore than one nenber of a group
desires an itemwon froma battle. A lotto typically
involves letting the conputer generate a random nunber for
each player. The player with the hi ghest nunber wins the
item In this case the individual refused to lotto an item

with poor results for the group and the individual.
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Quild Menber 1: "can | appeal soneone who wont all ow

| oot to be lottoed in group”

Gv "no"

GV "but you can | eave the group”

Quild Menber 1: "for future reference | ask nenbers of

our guild not group with this person’s guild"

Quild Menber 1: "G oup Menber 1 sent nme a tell telling

me how I gl ow wi th newbi ness”

Qui |l d Menber 2: "haha"

Quild Menber 3: "who is that?"

Quild Menber 1: "guy in a group | was just in"

Quild Menber 3: "I hate jerks”

Quild Menber 1: "I left group and so did cleric

because they woul d not randoma drop "

Quild Menber 1: "they pronptly died afterwards”
Not only did the entire group die because they lost two
i nportant nmenbers, but the individual’s conduct had
consequences for his or her guild s reputation and access
to resources in our guild.

Anot her strategy of Being-Wth online is shared goal s.
In the guild | observed several nenbers left at one point
to join other guilds because their goals were different.
One nmenber wanted a stronger RVR guild with requirenments
for menbership. Mny others in the guild, nyself included,
did not want such requirenents. Becom ng a nenber of a
guild brings wth it certain expectations and soneti nes
requirenents. This will sonetines result in players
| eavi ng what they are doing at the nonment to participate in
guild activities. The follow ng quotes illustrate this

conflict between the guild and the individual.
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G oup Menber 1: "there is a keep raid. why everyone

| eaving for guild crap”

G oup Menber 2: "ny gquild nenber doesn’t want in now
bah"

G oup Menber 3: "Don't look at ne. | remain guildless
for that reason. To avoid having requirenents :)"

G oup Menber 1: "hey guys, | gotta go soon, guild
t hi ng"

Quild and alliance requirenents had a definite inpact on
the guild | participated in. At one point in ny
observation of the guild there was conflict concerning
requirenents.

The crux of this conflict revolved around the issue of
requi renents. One GMwanted to have the guild nove in the
direction of being nore RVR oriented. This desire created
conflict wwthin the guild because many nenbers did not want
such requirenents. The result of this conflict was that
the GM Il eft and a nunber of people |eft soon after he did.
The GMwho | eft joined a guild that had nore stringent RvVR
requirenents that suited his style of play. A GM who
stayed with the guild described the conflict in this
manner :

GVL: "GW was mad cause he wanted the guild to be

anot her kind of guild, nost others did not want it

t hat way"

Interviewer: "Ah He wanted a stronger, l|arger rvr

gui | d?"

GVL: "nore disciplined rvr guild"

You send, "A nore formal guild rather than infornmal

woul d you say?"
GVL: "sorta"
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GML: "not so nmuch formal as a guild with requirenents,
and requirenents that are enforced"

You send, "ah | see. And the people who stayed did not
want the requirenents?"

GVL: "nope"

GVL: "a lot left"

You send, "What were sone of the requirenments?”

GML: "required rvr"

GML: "required that they nake certain characters for
rvr"

GVL: "alliance response requirenents”

The guild | was in was at its core a social guild.
There were no requirenents per se. Rather, there existed a
nmore informal association between guild nenbers. One guild
menber described it as a “mni famly.” Many guild nenbers

refer to each other as “brother” or sister.”

Quild Menber 1: "I feel like they are mni famlies"
Quild Menber 2: "lol | cone back but only if you want
me :)"

Quild Menber 3: "you are our guild sister of course we
want you"

Rat her than having requirenments for participation,
rel ati onship and assistance were the nmain factors for
inclusion. In nmy experience, individuals in the guild were
free to do whatever they |liked w thout having the pressure
of requirenents.

Finally, another factor is necessary for a positive
experience in the group. Since it is a gane played for a
pastime, nost people report the best groupi ng experience is

the one that results in the nost fun. Participants
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describe this fun as having a good-natured aspect,
acconpl i shnment and chal | enge.

Al liance Menber: "the perfect” group is one that has
fun together :)"

121

Quild Menber 1: "they have fun :) and not yell at each

ot her™
Quild Menber 1: "work as a teamto acconplish the
m ssi on”

Quild Menber 2: "because the people in them are ones
you know'

Quild Menber 2: "you don’t have to deal with the
hassl e of rude peopl e"

Quild Menber 2: "guild groups usually know how to work

wi th each other”
Quild Menber 2: "nore playful™

GML: "l guess there is a perfect group, and that is

one that can have fun and cut up with each other, but

at the sanme tine take what they were doing seriously
for the benefit of the group.”

Interviewer: "what is 'cut up' ?"

GML: "neaning they can joke with each other w thout
of f endi ng anyone or hurting anyone’s feelings"

This is perhaps the core of Being-Wth online. Mbst

co-researchers descri be shared fun experiences as the ones

t hey remenber the nost and seek to recreate. A shared
experience can result in lasting nmenories anong the
partici pants and a cenenting of relationships. This
experience is often the end result of spending tine with
one anot her and sharing positive and sonetines negative
experiences. As one Cuild nmenber put it, “The Guild that

di es together, stays together ;).”
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The data suggests that there exists several polarities
in online gam ng. The better that the player and groups
can navigate these polarities and the inevitable conflict,
the nore an experience of Being-Wth is engendered. The
basic strategies used to establish positive experiences
with others online seemto be basic courtesy, respect,
nmut ual assi stance, and shared goals. There is al so having
t he personal experience necessary to contribute to the
group’ s success. Continued success breeds nore enjoynment
for the ganme as expressed by the co-researchers when they

descri be the gane as fun

This concludes the data presentation section. | have
attenpted to illustrate the polarities that exist in the
experience of playing a MMORPG | have also attenpted to

delineate the basic strategies that players use to sel ect
pl ayers to Be-Wth online. 1In the next section | wll be
di scussing and summari zi ng ny findings.
Summary

In this section | will be sunmmarizing and bringi ng
together the salient elenents of Being-Wth online as
di scovered in an MMORPG t hrough the participant observation
method. | will first summarize the situation section that
contains the data describing the environment and cul ture of

the structure of the gamng society. Then | wll sunmarize
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the strategy section and delineate the basic strategies
enpl oyed by people and organi zations to establish a sense
of Being-Wth. Finally I wll discuss the qualities and
essence of Being-Wth online in a MVMORPG

The individual player is located in the society in
terms of his or her affiliations. These affiliations

listed in descending order of nunber of participants are

1. Server type
2. Realm
3. @Quild. Including players who do not choose to

participate in a guild. @ild choice also
determ nes Al liance.
4. Tenporary G oup
5. Personal connections established with other
pl ayers.
Each affiliation has its own chat channel with its own
rul es of conduct. Each affiliation also has varying
degrees of requirenents and expectations of behavior.
The player participates in activities with other
pl ayers within the structure of the gane. These activities
i ncl ude Pl ayer versus Environnent (PvE), Real mversus Real m
(RVR) and crafting. The activities demand varying | evels
of character skill as well as player know edge of their
role within the group.
The situation contains three najor polarities. These

polarities are Rol e-playing (RP) versus |33t, function

versus social, and Real Life (RL) versus Virtual Life (VL).
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These situational polarities influence player’s
interactions with one another. These polarities are not
all or nothing positions and an individual player maybe
vaci |l |l ate between the polarities depending on the
si tuation.

Bei ng-Wth is enhanced when the individuals invol ved
value simlar polarities. For exanple, sone guilds are
hi ghly functional in nature and require players to create
certain characters to fill a need within the guild. A
pl ayer who is predomi nately social may find that there wll
be conflicts with the other nenbers of the guild who prefer
a nore goal -oriented, functional guild. A player who
val ues rol e-playing may not get along well with the
communi cation style of 133t players. Finally Being-Wth
online can be enhanced or disrupted based on events in RL.
| have provided exanpl es of players successfully
negotiating conflicts with other players concerning these
polarities. Each successful resolution of a given polarity
engenders Being-Wth the other.

Pl ayers enploy three najor strategies to facilitate
t he experience of Being-Wth online. These strategies are
basi ¢ politeness, shared goals and fun. Basic politeness
i ncl udes offering assistance, sharing in gains made by the

group, refraining fromrude behavior and performng their
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role within the group. Shared goals revolves around
pl ayers’ preferences in activities, whether that be an
enphasi s on PvE, RvR, gaining experience for their
character or gaining loot. Lastly, players use the
strategy of fun to decide with whomto join. Players who
share tinme together in a way that they perceive to be fun
w Il seek out relationships with those sane pl ayers.

The situation provides the opportunity to neet
pl ayers, while the strategies influence the qualities of
Being-Wth. A player’s choice of activities and his or her
successful resolution of the strategies to elicit a
positive experience with others result in a greater nunber
of affiliations and nore opportunities to engage in nore
activities. The increase in affiliations brings with it
access to a broader range of skills, itenms and | eveling
opportunities to the individual player. A continuous cycle
is created where Being-Wth others online | eads to an ever
wi dening circle of possible connections with other players
and the growth of the player in terns of reputation in the
comunity.

| defined Being-Wth in Chapter Two as two individuals
sharing a common enterprise where each person communi cat es
openly and honestly their thoughts and feelings.

Being-Wth wll at tinmes involve conflict. Wen the
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i ndi vi dual s respect each other’s point of view and nove
t hrough the conflict process Being-Wth is enhanced. In
the online gam ng comunity there exist anple opportunity
for a shared experience. One co-researcher describes it
this way when he tal ks about the neaning of these
rel ati onshi ps:
It's the grand epic adventures we had and the funny
things we woul d do, the great success and fail ures,
etc.
The shared experiences provide the psychol ogi cal foundation
for the experience of Being-Wth. The software, the
| nternet and conputers provide the environnment and shared
experience to neet individuals. It is the individual
pl ayer’s actions and words that will bring to this shared
enterprise the human el enent of rel ationship.
Respect for others, especially when there exist
conflict, contributes greatly to the experience of
Bei ng-Wth. One co-researcher expresses this as a
requi renent for a relationship online.
Co-researcher: "Basically those | have a cl oser
relationship with are those that have common interest,
but not necessarily the same opinion....and can carry
on a relatively intelligent conversation w thout fear
of reprisal fromeither side due to differences of
opi ni on."
Interviewer: "Reprisal in what way online?
Specifically in DAOC for exanple."
Co-researcher: "Reprisal in the formof extrene

negati ve feedback, primarily..... | guess those that
woul d argue instead of fight. But specifically in DAOC
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those that can differ in opinion, but still maintain a
friendship and at the sane tinme have fun together and
enjoy the gane for the entertai nnent are the ones |
have a closer rel ationship too."
VWiile the conflicts present in the online gam ng community
may be different than the conflicts in RL, the process of
Bei ng-Wth exists in both the virtual and real world.

This concludes the data presentation of this docunent.
| have placed the society of players of MMORPG s within the
context of the larger society. | have also used basic
denographic information to describe the individuals in the
society. | then discussed the situation and strategi es of
the society according to the partici pant observati on nodel.
Finally I summarized ny findings. In the next chapter

w Il be discussing the inplications and applications of ny

findings as well as the limtations of ny study.
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Chapter 6
| npl i cations and Applications
In this chapter I will be discussing the inplications
and applications of ny research. | wll first sunmarize
what | have | earned having conpleted the research. | wll

t hen di scuss how various individuals and groups m ght use

my findings. | will discuss the [imtations present in ny
study. | will also explore possible future studies in the
area of online comunities. Finally, | will conpare ny

findings wwth other research in the area of online
rel ati onshi ps and conmunities.

While witing this docunent and conducting the
research | | earned several academ c, personal and
prof essional | essons. Academcally | |earned about the
partici pant observation nodel, current research in the area
of online relationships and gai ned the experience of
conducting a structured data coll ection nethodol ogy.
Personally | have | earned about ny process as a witer and
researcher. Professionally, | have gained in-depth
know edge of a growing culture and the resulting

i nt erpersonal and soci etal aspects.
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Choosi ng the partici pant observation nodel as a nethod
to explore online relationships has all owed ne the
opportunity to explore fairly newterrain in the field of
psychology. | found the nethods used in data collection to
be structured and explicit. This |I enjoyed doing very nuch
as it provided a framework in which to work. There was
very little anbiguity for ne in the data collection
process. The data presentation process was nore difficult
for me personally as it had only a limted structure and |
was required to fill in the mssing elenents in order to
denonstrate what | discovered. The nodel enabled ne as the
researcher to enter into a new culture and becone part of
it. This resulted in an understanding of all the nuances
of the culture and provides a way to understand the people
withinit.

Appl yi ng the nmet hods of the participant observation
research nodel to the online world was exciting,
chal I enging and i mensely satisfying to me. | |earned how
to handl e infornmed consent, data collection, working with
vast anounts of data and conducting interviews in new ways.
| enjoyed the chall enge of applying the APA ethic standards
in an online study. | believe this experience will enable
me to becone nore of an expert in the field of online

communities and rel ati onshi ps.
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Personally | |earned a great deal about ny witing
process. | discovered that | wite best in the norning in
total silence. | learned that | have about two hours of

witing in nme before | need to take a break. As a
researcher, | discovered that it is nuch easier for nme to
observe than actively participate in the culture. This
trait has remai ned consistent whether I amin a RL or VL
setting. In the virtual community, | acquired new
under st andi ngs of how peopl e cooperate and engage in
activities that they perceive as fun.

| learned many facets about the online processes and
environnent. As discussed in Chapter Five, there are a
variety of strategies that people enploy in MMORPGs. In
addition, the situation present in MMORPGs and the
resulting social structure contributed to the sense of
Bei ng-Wth as expressed by the participants. The results
of ny research have inplications for several areas.

My research has applications for therapists, online
gane and comunity designers, the general society, and
other qualitative researchers conducting online work. As a
result of this study, therapists now have a | arger base of
knowl edge in which to understand clients who participate in
MMORPGs. This increased understanding allows therapists to

better assess the benefits or risk of this behavior for
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their clients. Rather than assum ng that anyone who
participates in online communication is automatically at
risk for Internet Addiction, the know edgeabl e therapi st
can use and understand these rel ationshi ps as therapeutic
tools. A person could be trying out new roles or ways of
Bei ng-Wth people. They may be fulfilling a need that is
lacking in their own lives. They may actually be
socializing nore than the average person since many players
log on for a few hours a night and interact with many

di fferent people frommany different areas of the world.

The question of whether online gamng is a benefit or
arisk for individuals is for the client and the therapi st
to discuss, however the therapist would need to have sone
background understanding in order to understand what the
client is talking about. This research provides that
under st andi ng and underscores the reality of “virtual”
rel ati onshi ps and the inpact they have on pl ayers.

Recently there has been the advent of online
therapies. This area of online relationship will doubtless
require nmuch further study to determne its effectiveness
and the ethical inplications. M study reveals that online
rel ati onshi ps do exi st and do have neaning for individuals
in a MMORPG  The cl osest experience | had that would

approxi mate therapy would be the individual interviews



Being-Wth Online 132

conducted. These interviews entailed finding what neani ng
rel ati onshi ps had for the co-researchers, what feelings
were present and how they selected the people with whomto
affiliate. | chose co-researchers based on the |evel of
trust | believe had been established and on the basis of
their denonstrated ability to conmmunicate well. | did
gat her useful data fromthe interviews that | believe
denonstrates the ability of people to conmunicate the
essential qualities of Being-Wth. Wile |I amnot prepared
to say that the relationship between the co-researchers and
nmysel f was therapeutic, it was also not nundane. It is
inportant to note that the relationships | established grew
out of the context of a ganme and not out of a therapeutic
alliance. It is also inportant to note that | chose
co-researchers because | believed they could comrunicate
their experience well and that this ability nay not be
typi cal of every person seeking online therapy. | have no
doubt that sone forns of online therapy nay work for sone
i ndividuals. However, it is ny hope that the therapy
community noves cautiously but surely into this area and
that further research in this area be conducted.

Society in general has new information which to | ook
at online ganes. The interactions presented in this

research have an adult quality to it. For exanple,
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rudeness and self-centered actions m ght be typical of a
t eenager. \WWereas understandi ng what rol e an individual
fulfills in a group and how to best performthat role is
i ndi cative of soneone who has a better understandi ng of
working with others. In addition, the denographics

di scussed in Chapter Five reveal an ol der, nore educated
and nore weal thy popul ation than the society at |arge.

Devel opers of ganmes can use the results fromthis
study in order to maximze and test the structure of a
gane. The descriptions and thenes present describe the
positive aspects of group interaction and can be used as a
baseline to test the capacity of a given gane for
sociability. Online comunities can al so use the thenes
and strategies presented here to create a nore positive
experience between nenbers in nuch the sane way.
| ndi vi dual players will be able to recognize what
facilitates success in terns of grouping with others. This
inturn will maximze the gain for not only the player, but
al so the group they are in at the nonent.

Finally, ny study has inplications for education. It
is a certainty that the use of the Internet will grow It
is also a certainty that children will play ganmes and that
children today play video ganes. The creation for a

virtual world in which educati onal scenarios could be
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pl ayed out woul d provide an opportunity for children and
adult learners to partake in an educational experience with
i ndi vidual s wi thout being constricted by geographic
boundaries. Learning about different cultures becones
possible in a way not possible before. If a group of
peopl e can coordi nate and work together online in a gane to
achieve a goal, imagine the possibility of participating in
an exerci se of cooperation between people of different
cultures. Al nost any environment can be sinul ated, any
action undertaken and | arge anobunts of educational content
avai l abl e for | earners who have access to the Internet.
Whil e the possibility of application of ny study are
exciting to ne, it is also inportant to note severa
limtations. While the thenmes presented in this study can
have wi de-ranging inplications, there were also limtations
in the study.

The primary limtations of this study was that it was
specific to one server of one gane type. MMORPGs are only
one of several types of ganes played on the Internet.

There are also first person shooter (FPS) gam ng
communities, strategy gam ng conmunities and a nyriad of
ot her gam ng comunities. In addition, this study was done

on only one DACC server. The server was a Rol e-pl ayi ng
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server and there may be different strategies and situations
on ot her servers where Rol e-playing was not a factor.

The design of the gane is another l[imtation of this
study. DAOC was designed to be a gane in which players are
required to cooperate in order to effectively participate.
Wil e the gane could theoretically be played conpletely
i ndependently, the individual player would be severely
hanpered in capability. It would be close to inpossible to
play the gane and not interact with anyone at all. Since
the structure of the gane, inposed by the programm ng,
requires sone formof cooperation it cannot be ruled out as
a factor in assessing the qualities of online
rel ationships. The quality of Being-Wth online may be
different in a gane where cooperation is not required by
the structure of nutual cooperation.

Wil e conducting this study | becane aware of several
possi bl e areas of further research. Initially I discovered
that | would need to create many new forns of data
collection unique to online research, as there were not
many avail able. Many of the tools | used to handle the
vast anounts of data | had to nodify and adapt to extract
the data | needed. The issues of infornmed consent and
confidentiality need to al so be spelled out nore clearly.

My personal belief about inforned consent is that it can be
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di spensed with in many situations because the behavior
being studied is public and accessible to anyone with an
| nternet connection. However, sonme groups require a user
to enter a password in order to view nessages. In this
case infornmed consent is not clearly defined. Al so, what
about groups who post a nessage as part of their user
agreenent that the nessage board is to be used solely for
the purpose of its nenbers? Even if the board is publicly
accessi bl e, does the researcher need to obtain consent
before using direct observation data? The issue of
confidentiality is another area that is not yet clearly
defined. Since people use aliases regularly on the
Internet, is there a need to protect their aliases
identity? My own belief is that the alias is a
representation of the individual on the Internet and is
their identifying nanme, and therefore nust be protected.
However, sonme may argue that the actual person behind the
alias will never be known so confidentiality is not broken
if the alias is used. Cdearly, definitive answers to these
ethical dilemmas need to be addressed.

There are as many online communities as there are
human i nterests, each deserving to be researched and
explored. The Internet has given people who are separated

geogr aphi cal ly, but bound together by common interests, a
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place to join together. Further studies on each of these
subcul tures could be done in an effort to further
under st and how these online comunities formand create
opportunities for relationships. A neta-study could then
be done to explore the data and elicit the essenti al
ingredients in online relationships.

| al so becane very aware of the need to explore the
differences in online relationships versus offline
rel ati onshi ps. Several co-researchers describe having a
relationship with another player in RL before playing with
them on the gane. These relationships were begun in RL and
then were severed when the individuals noved apart from
each other. The players used the ganme to continue this
rel ationship online. Both co-researchers who had this
experience expressed a new |l evel of relationship with the
ot her as discussed in Chapter Five. Conversely, sone
peopl e use the Internet to neet people and devel op
relationships with themin real life. It would be worth
exploring these two polarities of relationship making. A
study coul d be done where one group of people assess the
| evel of connectedness to people they have known previously
but noved away and then reconnected with them online.
Anot her group coul d assess the | evel of connectedness they

have with people they net online and then net face to face.
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It would be interesting to note what the difference would
be in terns of the quality of both the face-to-face and
online relationships, if any.

As discussed in the literature review chapter, there
were no studi es done on the MMORPG comunity. There were,
however, sone studies done on online relationships. | wll
now di scuss ny findings in light of these studies. Prior
research on online relationships has focused primarily on
whet her or not these are legitimte relationships (Parks,
1997), if these relationships are of |ower quality than
Real life relationships (Cumm ngs, 2002) and what makes
online relationshi ps successful (MCown, 2001).

The co-researchers in nmy study reported that at tines
t hey experience relationships with people online as
val uable to them That these are valid relationships to ny
co-researchers is evidenced by the reports of feelings
about other players. Al co-researchers describe enotions
of 1 oss when peopl e | eave, anger at being treated rudely
and pl easure when they acconplish sonething with others.
The polarity of Function versus Social groups al so
illustrates that these are individuals in relationship with
each other. In individual interviews and through observing
group actions, | found that the function of a player, while

inportant to the group, is secondary to the strategies
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enpl oyed. Individual players will often | eave a group and
thereby cut off relationships with other players when the
strategies for Being-Wth are not in place. As a
participant in groups online, | consider these real

rel ati onships that take place in a virtual world. To ne it
is the environnment that is virtual, not the rel ationships.

Parks, et al. (1997) found that genuine rel ationships
do exist online. 93%of survey respondents reported having
personal relationships online in a MOO. As discussed in
Chapter Two, MOOs are a kind of MUD. MJDs are text-based
virtual environnents where participants communicate in
real -time and have the ability to interact through the use
of text. Parks, et al. (1997) found that the depth of
online relationships varied depending on the nmediumused to
communi cate. “On average, MOXO rel ationshi ps were found to
be nore devel oped than newsgroup rel ationshi ps, but |ess
devel oped than off-line relationships (p. 1). | would
t heorize that part of this increase in depth of
relationship has to do with the virtual environnent.

Newsgr oups are an asynchronous net hod of |nternet
communi cation. MJDs are a synchronous text-based net hod of
I nt ernet communi cation. MJDs take place in a virtual
envi ronment where participants can interact wwth sone

objects and talk with people in the sane virtual room
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MVORPGs are a synchronous, graphical method of Internet
communi cation. MVORPGs allow the player to devel op and

i nprove his or her character with a great deal nore freedom
and depth than MJDs. MMORPGs al so allow the player to
interact in many nore different ways than MJDs. Therefore
MMORPGs are a nmuch nore “real” virtual world. Future
research on online relationships should explore how the
reality of the virtual world contributes to deeper, nore
meani ngful rel ati onshi ps between peopl e.

Anot her study on relationships in MJDs focused on how
the types of participants varied in how they comuni cated
(Uz, 2000). Utz (2000) |ooked at the difference between
participants who rol e-played in MJDs and those who did not.
Utz found that individuals who did not role-play forned
nore rel ationshi ps than those who did role-play. 1In ny
study, role-playing was a polarity that existed, although
cannot report for certain that rol e-players made nore
friends. It was an ingredient of relationships when
rol e-players conflicted with non-rol e-players. In ny
study, players would gravitate toward ot her players whom
they could Be-Wth based on conmuni cation style.

McCown, et al. (2001) |ooked at the quality of online
rel ati onshi ps and exam ned what personality characteristics

were present in successful online relationships. The study
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reported that “cyberfriends tend to be socially skilled,
have strong verbal skills, and denonstrate enpathy for
others” (p. 593). | found that Being-Wth online invol ved
basi ¢ politeness and understandi ng what role a pl ayer
occupies in a group. This would support McCown et al.’s
findings of social skill and enpathy.

This concludes the Inplication and Applications

section of ny dissertation. | have summari zed what | have
| earned in ny study. | have also discussed how ot hers
m ght use ny study. | have also highlighted the continued

need for further research into this new area of study and
suggest ed sone avenues where future research m ght go.
Finally | have discussed ny study in |light of other
research on online relationships and theorized that as
virtual environnents becone nore “real”, online
relationships will beconme deeper and nore neani ngful to

many nore peopl e.
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Appendi x A

Conversation conducted on Internet Relay Chat. Nanmes have
been changed to preserve the individual’s identity

Session Start: Fri Dec 13 17:49:09 2002

Session ldent: Kevin

[17:49] < Kyle > Hyya

[17:49] < Kyle > Here is the link to ny website describing
t he research

[17:49] < Kyle >
http://ww. aum web. com kyl e/ di ss/intro. htn

[17:50] < Kyle > when you get a chance let me know if you
think it will work for you guys

Session C ose: Sat Dec 14 10:05:19 2002

Session Start: Sat Dec 14 16:39:45 2002

Session ldent: Kevin

[16:39] < Kevin> ya it looks fine to nme

[16:39] < Kevin> send ne a tell in daoc and i will add you
to the guild

[16:40] < Kevin>imagoing to tell everyone that it wll be
nmoni t ored but but now who is nonitoring it

[ 16: 40] < Kevin> so enjoy the gane and be a ganer :)

[ 16:40] < Kevin> its the best way to fit in and get the
feel of it

[18:17] < Kyle > weee!

[18:18] < Kyle > thx kevin

[18: 18] < Kyle > 1'Il let people know |'mthe one
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Appendi x B

| nt ervi ew Qui de

1

2.

3.

Expl anati on

a.
b.

Expl ai n i nfornmed consent
Expl ai n purpose of the study

Basi ¢ denogr aphi cs

Re

o

o

- O

C o —0 oo

Age

Sex

Cccupati on

How | ong pl ayi ng DACC

Experience with other online communities

at i onshi ps

Hi story of belonging to guilds

How do you choose whomto group with?
VWhat has hel ped in maintaining these
rel ati onshi ps?

VWhat role do these rel ationships have in your
life?

. Describe the ‘perfect’ group experience.
. Expl ore the neaning of these relationships.
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