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P e tnl;sformauon ol mnss-medxated cult\nre into small group “folklore, most notably o

s ©° recorded muslc, paperback ulence I"ctlon and fafifasy novels §nd movies and

television; and games, bung " g and fantasy role-playing games. .The bl
third res;enrch objective is to deter;nine how tl;e factor of all-male membership
influences group folk]ore .and xdenmy Masculine culture has been so taken for o
o 2 gnnted by most scholars that it has seldmn been the focug for stndy, and even .
T - " then the npprd;ch has rarely been satisfactorily rigorous. Compemweness, as s
- ?

mentmned above, is the element ot ma!e culture most. stmngl}' evidenced in this '_ i,

group, bu! other elemenls such as’an orientation to success and ‘avoidance of .
emohonal expresswenesa, are also t6 be Iound alwnys in dlstmct\ve tolklonc

patterns The ﬁnnl resenrch ob)ectwe coricerns the’ manner in whlch a group

‘tmna!orms Che p{;ducts ol mmmedlatéd eulmre into items ol‘ in‘group folklore.

’. No modern, nrban folk group is un-fr' cted b the nfass. medla, but this does ‘not

destmy its Iolklore,'{ather, _the cvntent of such medm IS mcorpornted into" zhaf

group's folklore and mmsl‘ormed in the process. This gl'ollp, as-indicated .above,

chooses certain ‘areas of popular culture’ a};propriate:to'its' members age and

- ¥ leisuré orientation.. .. @ T .
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/ *  Chapter 1 )
. -
- (In@podu_ct'ion P

'Folklbre js a function- of shared idenmy,' states Richard Banman, who

goes on w cbservq thnt it u 'shsred within g-roup boundmeslsnd made

distinctive” by this esmenc shanng' ('Dlﬂerentml Idenmy and the Social Base of

. Folklore* 32). The present st\ldy concerns the ,Iolklore ‘which u!egmﬁes and - -

chumcterizes a ybuﬁg mnle friendship group. Whilé thé group, is.not \‘un\lsual it
has created” md mamtamed a \lmque i ugerprint m the form ol a dlszmctlve

pattem ol cultuml expression. The shtem!nt by one‘of the members that "we

I&ugh sHlm\wor: around _us® hints at the nahlre of the grollps shnred‘ienhty,

humonr is intriusic ‘to most group mterachons, and is frequently directed -
om.wsrds in a manner cnlculned to demonstrate the performer's supenonty Also

lmphcnt in "we laugh at the world around us* isbhe unity of group members and

* the fzoundary separunng them from ‘their social énvironment.

"The need for a study such as this in the duclplme ol‘ folklore is denoted in

my lo\lr research ohjectwes These cun be, formulated as queshons Does an

. lnlormll modem fnendahlp group. possess folkloreY Huw does a [nendslnp g'roup

|
atahllsh |ts ldenmyt How does: the factor- of all-male membershlp mﬂuence

) group {folklore nnd identity? How does'a group trms!orm mass-mediated products

mto items of m-xroup folklore? The ways in wlnch l‘o]klonshcs will ' benefit from -~

unswermg these questions will be ontlined in the following paragraphs. ‘
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The nm research objective, to discover whether or not an mr’mml moderi’

l‘nendshlp gronp pussesses {olklm, may seem at hrst nnnecessnry Such a group

is aulomnucnlly defmed ®2 folk group within acéepted dehmtmns (Dan Ben-
“l‘oward a Deﬁmtwn of Folklore in Context® XZ Alsn Dundes, The St\ldx_
of Folklore 2; Barre Toelken 50). Ye!..very few 'folklomhc studies ,concern

ln_endshlﬁ groups, and not even these define them as such (Roger Abrahams, Decp

“Down in the Jungle; Steve Battlett, *Social I on Patterns of A i

a Folklore Perl‘ormam:e;' Stanley Brandes( Metaphors of Masculinity; jz;mcs
Leary, -*The Boys from the Dome') Larger mmm.m.z./mdfmmd mobility,

htve d d lh i ol' ighb: nnd family to people’s lives in madern

tlmw, and Inends ml some df the roles left vacant.. The friendship group is

therefm a folk g'roup of grawmg 1mporznnce,/ yet it has been Inrge]y xgnored by ~

folklunsts "This neglect can be 60 some h isti o!

groups which make them difficult to ldeﬁmfy and gain entrance into: they are
Very small, unhbe‘ly to contain more than a dozen members, they are informal;
they live only as~long as their memk{ers, and sometimes more brlefly than that.
While such gmﬁps may not« amnss a large body of durable folkloric items,

contemporary folklorlstm concepts of tradition are broad euough to !nuwledge

the traditional patterns they/ do yield (ank Hall 27 Sandrn K. Stahl 10-15).

The working definition of/tndmon which will be used in this study is suggested ’

by Dan Ben-Amos: ]/” -

folklare in pnunlml Itis knov;ledgethnt is secure in
}/And memn\-les of the people only to ha ﬁerlormed on

dition. (*The Seven Strands of Tradition® 123). .
B p
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Thus, tradition is the knowledge wluch genemt?, l‘olklore, rather thw the lore
ltsell Within this concepz of ‘tradition, the folklorie c_haracter of an item ig
determined by its cultural l-oots rather tlm\ it; l‘cng‘eyim Friendship groups are »
Vperva;ive, significant !oll( groups in our society which ‘express ther.nselves ‘in
distinctive tr;ditionﬂ pattems,- Z‘he group‘. under ’co;sidemti-on has " figm

din e R 5
traditional patterns which continually produce folkloric items. Folklore appears

‘to be intrinsic-to ication-among members of fri groups, These are

ic analyses of fri ip groups. _

good i ives for

Ironically, the best sthudy. of a friendéhip group available does‘gg even Tocus *
on the factor of friendship in its analysis; this is James Leary's ground-breaking

Phd dissertation, *The Boys from the Dome: Folklore of a Modern American

. Male Group, which concerns a grollp _,ol' yo\mg men who attended» an all- m‘le ’

Americ iversit toﬁther, and continued to stage regular reunions alferwards

The ldenmymg nd bondmg !Bctcr ol‘ friendshi shonld be ‘obvi 'lk use it is

bued on popularly accepted cmenn, but Leary chwse{:nstead o’ cntegonze his

group as modern (2. The folkloric themgs of *The Boys from the Dome* are, '

\ 5 i

Leary shows, influenced by historical ci , mass culture, American fale-

group culture, the sonaliti Lond ivity, of group and _the¥
dictions for young pr ionals between the worlds of work and play (5).

The same mfluznces are evndenced in the g'roup under consuiermon lltlmugh the .
ﬂre:mlmm. pnttp\m of cnl'.ure are quite dllferent Leary is himself a memBer of the
,xrc\lp he examines, but he neglects to distuss his own role wnthm 1t ulthough he:

does prov‘l‘lde chiaracter sketches of the other group members (18-25) He'recounts:

the formation of the ;ronp cnlture, which grew in v:tnhly as its members came to

¥

~




7
T know one a{mther ‘better, maimly thr,odgh convmnt_ion‘(?ﬂ). AConve.rSa(ioi\, will l;‘u
. shown to be very important to- the present group as well._ Leary's group's culture * o :
T a2 ) emphasizes playful, joking behaviour, whiéh Feary reln;es to the fact that if is a N
’ D al gy daivereiy setting {20y the study group parallels Leary's in this’ ~ .
;‘ respect. Leary also- s!resses the eﬂecz of hre in, the modern world (52) The

group’s, [olklore “is* cl f‘ d wnh\n the of: ional genres;

play genres, mcl\ldmg ‘gaming and dmmmc m\ltlnes narrative genres, being jolsﬁs

. and persons,l expenence ua\-mhves. nnd static genres, that _is, nnmcts (63-89). b}
) The major groug_cuslom‘u the gig, a wild, uninhibited weekend pany wherein

the mdmdnals mvolved are. transformed mto mad, llurl group members through {

vanous activities and the use.of dmgs (95-104). Whlle mpch of the group folklore . \

g Leary malyses corresponds to ‘that o( thé study . rnup here, the’ central '
, ’ tmnsl‘ormatory custom of the Tatter mvolves gaming- ra’tl‘:ar than par'.ymg, and
5 ' X differs in other essenml wsys It is mtereshng to note thnt both gruups have a
mel’&g:l who is the centre of humourous m-gm_\xp Iegends (7): L_eary sngg.estg that
his qo’nl;'s io_lll(lore “criticizes mninst.ream. cu'ltural.values Bl;_l; the_emphases of
'mule‘g‘mups in particular, in-such a way that the 'me‘mbers“ue freed from

- entrapment by these \(alues (159—171)

g ) Tlie second ob)echve of thls thesis is 60 discover how 8 I'mndship group =
establlshes its identity.. Bauman has stated that folklure results from md
ldenmy, and Alan Dundes luku thu one step further' with hu dsemon thnt‘ —*
v fnlklore is "one of- the pnnnpul means ' by which an® mdlylduul\and n group
K dlsco\:ers or ”t.a 13?1%,{) enmy (L} Dél’mlpg Identity: thlro\lgh F.olklcre- vm).

| - This work will demons > that a friendship group est ‘: hes its identity mainly, .




by’ creating and maintaining a distinctive folklore, particularly through its |
‘ humour al.yle and conlent i b, .
The third purpose of the present study is to drxcover how the factor of all-

& .

borshin infl £olkl d

" ¥jim male grdup ldenmy Male groups have been

v
g studmd extenslvely, but lronkally the factor of masculinity has seldom been

Seriously consldered in the process. This is beca.use the masculine prmclple has so
dominar\ed ?)ﬁ society that'it has bern 'tsken for g-rance[i‘and rendered im‘ri’s:ible.
v. Angela McRobbie "ob‘serves‘ that meaning has been examined in uncritically
rrrnsculine terms '(aa); Deborah David and Robert Brannon state-that the.:’

mnsc\rlme role is so pervaslve that it has never been exammed -- "the fish will be

tbe Imt to d|scnver the ocean* (2) Academic dlscnplmes have not been immune,_ .
" from this peculm blmdness Vo -

a lt has been- snggested that men and women have separate subcultures.
Susan Greendotfer- drgues that finherent differences in belief systems,,valllev
-- structure or underlﬁng cultural patterns which’z’rre embedded in gender- roles*
'

should be vlewed on & cultural level rather than a psy¢ho-social one as they haye

been in the p@st (108:199). A femnale researcher anslysmg a male | g‘roup is lruly

an mxlslde observer as prescnbed by tradmonnl el nogruphy

The I‘ew tudigs Ruscul cultyre as*masculi . culture Which have been

conducted take three nppranches Two.of these are socxologxcnl vwwmg the male
role-asa drtﬁcult one lmlght wnh tgnslon The ﬁrst of these suppdrts the status
quo, \lrgpns that boys be brought up with as little \lncerhlnty a8 -possible about

thelr mssc\lhnlty (Ruth Hartley, Lionel Tiger, Men_in Grougs The second

re;eWn snclety 's masculine rola,cproposmg radical, social ch;nge so that
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masculinity can be more broadly and comfortably defined (Robert Brannon; Mare

Fasteau; Stephen Morin and Ellen Garfinkle; Joseph Pleck). The third approach,

¥ rarely used, is preferable in [olkloristics; this nttemets Phrovide objective
descriptions of male roles and how ‘men deal with them#n a particular society, *
rather than evaluating.and criticizing them (Stanley Brandes; Kay ’Cothrnvn;
-
Marlene Mack};} . X e

The most widely known study of masculine culture is Lionel Tiger's Men in
Groups, which tajes the conservative approach of championing this’ culture.

Tiger's thesis is that a.bi propensity for certain male-group behaviours,

such'as male bonding and aggression, is a predetermined factor in men's lives and
in society at large (xi). . He explores the relationship between biological and socidl
" processes, and the purpose and activities of mnle‘ éroups. Rather than conducting
any 0rigihal research, hye synthesizes rendin{;s from a variety _ol‘ disciplines.
Arguing that human behaviour is subj‘ect to some of the same principles as animal
behaviour, he relates primate ma.le bonding and shows of aggression to analogous
human behaviours, suggesting that these are innate (18-40).% Tiger attempts to
add further \supeor;‘ lo his. biologically-based hypoihesig by claiming thu‘!,

prehistoric hunting activities bt p to a male

towards male groups .and uggr“’min?t,-(ﬂ-'sl). Tiger's arguments concerning

are( flimsy and have been conclusively

5 . ‘ - - |
. ! - s

all from studies of rhesus monkeys and baboons, not the species most

closely related to humans. He ignores other primates which exhibit contrasting behiviours. An

[ examination of a representative range of primate studies, says Naomi Weisstein, *only tells us
e a that there is no one biologically natural female nl‘nnh bebaviour* (221). %

LThe evidence he user




“ o S ;
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disp;ovem! "As a scholar, Tiger has doiie strdIAEiGE idess TBUE wholly
inadequate methodolog‘;".‘

The key to Tiger's n‘tudy is the concept of male 'ga;.d;;.g, which he defines as
an achieve‘d relationship in which two or more males react dirferenULto one
another than to outsiders.l recognizing one nnotl;er.as *distinctly relevant to
themselves® (20-21). He suggests that this involves a selegtive proces; analogous
to courtship, that the bond generates considerable emotion, that participants
derive satisfaction from the bond which they cannot [ra}n women, and that this is
why there is sexual division of labour (100). Tiger sees the male bond as inlrinsic
to kuman communities (80),. the pn;ticulnr form the bond takes varying according
to rhen's different c\flturnl\exi)erienpes. Wolr_len, Tiger maintains, do not form v
bonds with one another (218). Tiger's idens abou'., .male bohding are l;;)t
dlsproven by the - presenl study, but the assertion thnt l’emulu do nol bond
Accordmg to the same principles is -quite unfounded. Other studies have
demonstrated that women do, in fact, form meaningful groups (Mackie 151).3

Tiger also writes about - aggreasion, which he defines as a process of
conscious coercion against the will of another indi:lid,ual or grmq;, with viole_nce as

one po':uible outcome (158)." Validation of thembership within a male group

a

ZEyery contioversial point Tiger makes has been amply didproven and dismissed several times -
over. His methodology bas been proven unsound, his approagh sexist and too subjective
(examples being selected to Tit ithe arguments), his concepts nebulous and contradictory. For
critiques ‘of Men_in Groups, se¢ Caster 101-108; Fried; Mackie 67-08, 160:53; Pierce 242.245;
Weisstein 18-221.

31 heard an’interesting example.on the radio one morning. On October 28th, 1085, Stuart
MacLean interviewed eight women'who have gathered together twice.weekly for’sixty-two years, ,
sad maintain that their friendship has been a deeply, valuable part of thei lives (Momn;sm
cac Radio).. This s indisputably a female bdnd.

. AN
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requires triumph over others (183); its very existence may lead t‘o an nggre‘ﬂsive
relationship with the outside environment (173). Tiger's theories ;bout aggression

~are born out in highly disting;ive ways by the study group. ‘ o

By far the best and most o.bjective lnn]ysis of masculine culture available is
Stanley Brand_es' Metaphors _of Masculinity: Sex and Status .i" Andalusian
EM, Brandes makes a study of Monterus,_n small Spanish town, its cultural

<
themm and the ways in ‘which certain hors of linity are

mnmfested in thag themes. He pinpoints two male u{enmy concerns: *their place
+in the social hjerarchy and their relnhonslup to women® (8), alid shows how these
are culturally. instilled and expressed through parades ﬁnd ritual, skits, jokes,

nicknames and ‘other verbal play. Brandes shows how this folklore fungtions to

help these '“e!' form a sell-image, delineating ®who they are undcwhlo they should .

‘.be' (3) line-role ch istics identified and di d “l;y othér scholars

a} revesled in the Tolklore of this small Lown Yonng men assert overtly their

e
strength and endnruﬂce, and covertly thelr séxuahty, in ‘parades (17 36). Women *

- are feated for their supposed drive to destfoy men, and for robbing men of their-

semep; presumed. to be in lim}ted supply (83-84). Asserliven\m in men is

associatéd with the génitah, their locus of power (92-93). Powerless over the

political and economic factors in their livey, these men very'much fear
p ' :
’victiminiion,'nnd their defen'se methanisms of aggression and -never - revealing

personnl' truths are embédiéd in folk drama (150-160). ‘They avoid churchkuiug

partly- because they do’not wish to reveal their persoual concerns in Catholic

~

confession (187) Humour for- theu i el ‘and

competitiveness.




In jokes, Andslusian men reveal and share theit most deeply buried
anxiéties with one another, and thereby achieve a feeling of intimacy
and camaraderie that they would find difficult to express through more
overt means. Through pranks, on the other hand, men find a safe,
jocular release for the l(ostlle, competitive attitudes .with which they

. also regard one'another. (98) .

As will be shiown in this study, the above statement could as well aﬁply to the

gronp‘under comsideration. -
Brandes finds two central folklnﬂc themes in Monterds, social status and
sexual identity, both of which address cbe issue of dominance and submmmn “He *

- . L

uggests that the cultural-emph dominan¢ »and/ bmission had_ been

erpetfated by the Franco dictatorship, and is likely to chnnke under the new
polmcnl system, wluch deemphasizes sex and ahhls conulderably (211-212) ;

Thronghout this study,}d parcicular)y in Chapber Three, ihe issue -of
mascuhnlty will be given due consldmtlon Thls faqwr has had a profound
influence on the ‘identity of the group under consideration. .

The -l’ourth and final research ‘obje‘ctiive- concerns the menner in which &
. : group transforms- the products of mass mediated culture into items of in-group
folklore. Fo!kloriff,s have been aware of the existence ‘o! such patterns fdf. some
time (Rfchnrd Dorwn, *Folklore in the Mudern~World'),' but have seldom:

4 A few stimulsting sociological stnc‘lies have beenr made

. i
attempted to trnce them.
*  of subcultures which are centred aronnd the usage of iferns from" mass-medmed

culture. Dlek Hebdlge analyses Bnmh yonth subcullura and the distinctive

4Fr exceptions see Linds m’.n and Andrew Vasonyi, NThe Disjectics.of the Legend;® Neil

Rosenberg, Country Music\in_the Maritimes; Two_Studies; md Peter Narviez, *The Folklore of
‘o Foo|hhnm Newl‘nundhlld Media Legends. N
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s
symbolism these groups. have constlucted around legitimate objects in their

environment (; the Meaning of Style). He observes that the media

plays a crucial role in interpreting and categorizing experience in the modern
world, and therefore that which becomes encoded as subeulture in many eases has
already been subjected to media handling (85). The media also plays a crucial
cole:ininterpreting s subeultuve:onee it Has boen wstablisbied, genereily obaruring
its message through exaggeration and trivialization (07). Gary Alan Fine
examines the subculture of young American players of mass-iarketed fantasy

role-playing games (Shared Fantasy: Role Playing Games as Social Worlds).

describes the

of the gamés gh Y the typical players and

their committment, which is often intense, and snslyses the nature and

" interactions of the gaming groups. The group with which the pmem study id
concerned, is- gartially focussed on one of the fantasy role—playmg gafnes discussed
“by Fine. Other popular culture products such as record albums and ,paperback
science fiction are also importhnt to this group. These artifacts afe hot used
simply, however; rather, they function in special “wagh aad 1o Both a symbolic‘and

a real sense are transformed by group usage.

In order to meet the four tesearch objecfives, I will beginf this stidy with a

profile of the group itsslf. Chapter Two deals with the goup's history’ snd -

evolution, as well as the eight individual bers. An standing of their .

personsl backgrounds, their roles within-the group, and | Qhelr Knterrelationships, is

necessary to interpret this group's folklore. Chapter Threg concerns the group

character, viewed in terms of four elements intFinsic tof the study gronp; its

3




11
m‘uculinity, and the ml:‘monship of the group to its social environment. vCha‘:pter
Four focusses on- conversational genres, Ea_up humour, and the manner in which
mass-mediated culture is ~transformed to- become part of this group's bnyw{
i loli(l;re. Chapter-Five is a }Iiscussion of group gaming, primarily war-gaming and

Dungeons and Dragons (a fantasy role-playing nge], including 2 comparison of

the latter 'gafne with I childgen's roleplaying games of Newfoundland.
The main themes of tbm groups ]olklore arg compétition and shared hmn‘sy,

chapters Three and Four will show.

v

¥ Before moving on, it is necessnry{o explain my metlm@ology and approach

to 'the. fesearch topic, and the, reactions of the study group to mysell and my »

. work, - ’ . He o
‘My fieldwork methodology and “L ¥y cannot be ibuted to any one,

clear source. It has developed over the course of six L'ens as a student of I‘olklore
There are three major mflnences my own interests and- personsl(f style, ‘the

lecturers in the Folklore Depar!ment of Memanal Umverslty, and the writings of

James Sprndley. The first influence is difficult to deflne but ‘must not be
discoun!ed; it is the dreaded subjectivity to which no reseazche§ is immune. T will

account for“t‘his as thoroughly as pomble with reference to: my relahonshlp to the

" study group.’ The second influence is. slso dlmcult to delmente, as it involves the -
traditional techniés of oral transmission. T will always rec’al.l Peter Narvhez’ lucid
instructions concerning fieldwork, the use of the tape recorder, and transcription

" methods in my - very first folklore " course. Wilr[ed ‘Wareham stressed the
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1mpona.nce of lemng the informant direct the interview” and encounged his

. slndents to ponder our personal mlmonshlpa “with informants. Gernld Thomas

advised .me to get to kpow a group and its®dominant cultural themes before

" . \ -
directing my research, so that this research would more truly reflect its subject.

It was partly because of this that I chose to study a group which I already knew,

thus avoiding the long period rof time I would otherwise have needed to gain

sufficient und;rs!anding of my subject. ”

James Spradley, an eth her within the discipline of anthropology, has
blished several ground-breaking ethnographies and fieldwork guides.5 Although
1 have not.di_rectly used hif’ 1iphi i h, it has

my work. Spradley stresses the importnnq“e of den;ing a research subject and its”

main eiemenu; in lerms of the culture lm'rgy studied ;before any further analysis

can-take place. Ti:u,thi understanding of .the culture is drawn. from _within ’

rather than Bein; imposed. With this'in mind, I u‘-rched‘ for 'z‘sot;r'm definitions
of friendship nnd mam:hmty, which -turned out to differ. ‘!rom some of the
patterns generally associated wnth these ooncepls E

Participant observation and interviews were thg two means used to conduct
the research for this study During the summer and early autumn of 1984, I épent
as much time soeuhzm{‘lth the gmllp as its members would permit. Generally
this involved going out fo downtown bars, and visiting with them when thq
dropped in to see my brother, who ls one of the mgml)erl of the group. After
every, ancunn‘ter, fwou]( recoré everything [ L:;)u.ld remember of it-in my journal

SSee my unpublllhd paper in MUNFLA, 'Jamu Spradley and the Ethoographic Semaatics

Approach.* &

) .




13
!or field notes~ This ]ournal was also kept erratically throughout 1985.
Relerences to it within this study are |denn{|ed wnb the page number-and date,
as well as the initials FN, which stand for field notes. ’Thus FN 49, 80/8/84
dendtes page 49 of the field notes journal, recorded on‘ the thirtieth day of Augus‘t
in 1084, Direct quotes from these field notes are not.verbatim transcripts.  »
A]lri:;erviews were tape-recorded on my own machin}, using Memorial

Unjversity of Newfoundland Folklo? and Language Archive (hereafter referr,

as MUNFLA) sixty-minute tapesA Between one and three private interviews were ~

conducted with- each of the eight ml‘ormunts and three group interviews with

hetween three and five group memhers ))resent at each- were also held. (See

Appenmx B for a mcord of dates and ml‘ormant{ for each interview.) All

" mterv:ews were\held in my own home, as the mlormants preferred. They were all

familiat with nnd comfortsble in thirlocation -as dne of them lives. there and the
‘others frequently visit. - The group mtervnews werxlgd'ed by beer and/df wine,
p;(;)dEd by the interviewer. The relaxed stmosphere and one another 's company’
turned these group sessions into social occmons in theis own nght thus blendmg

Ve
these 'lntervxews' into participant observutlon. ’\

Trnn.!cnbed portmns of the i . are d through this thesis,
and more compms Appenrhx A. These are referred to using my own system; a
concordance thh_ their MUNFLA numbers is provided in Appendix B. EM!: is
designatedl withi “my inigials; an arbitrary number indicating :which tape ‘the
IrmspLi‘p@{ is ax'e'prpted l‘rom,‘\md a or b to show which side of the‘tape is

referred to. Thus, SHﬂh denotes tape number tweﬁtyJour of Susan Hsrc's

<. collection, the second side. If not otherwise indicated, the name of the speaker

3
precede: thls reference: for. example, (Nelson, SH24b).
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The transcriptions are s faithful as posslﬂle to the originals within llmlts of

{egikxﬁty. Standard English spellings are used ‘wnh some familiar col’nqumlmm\l

such os gonna and they'd. Wordless sounds are indicated phoneticdlly: uri,

Yaargh. Spoken letters are indicated s capital letters: ) and D, HO. Stressed

o * il
words are italicized, as are the names of games and musical groups: "we've
always been friends," A frika-Corps. ‘Laughter iw indicated with (1) if only the
{

spéx{ker laughs, and (ll) if others joiﬁ in. In cases where-the speaker _thnges. the

direction ot t interj a phrase, orisi ,' d the shll’t is indicated
with a, double da.sh *I don't like the responsxbnht.y of bemg -- I like to design a
world.* lndeupherable }ords and phrases, of yvlmh there are very few, ‘are
indicated with a question mark in pnrentheses (7)‘ The mtemewers comments-
and questions are mdmnted in italics. When more than one informant speaks in
an excerpt the spenkers name is indicated on the left Lengbhy conversations are
someumes numbered for ease of rel‘erence, ench passnge by the different speakers

being chronologically numbered.
~

This thesis is based on verbal \;iterances, There are; of course, many non-

verbal communications which are omitted to the detriment df this work. On the

" scholarly level, I did not feel adeqdately traindido detect the
of these. On the unconscious level, I prai)ﬁbly learned as much from these cues as

. anybody |else, and this knowledge has hopefully enriched the present mi/dy.%
i g - . [

any rate, this group has a hjghly verbal culture, so Ianguage is used to transmit

» everything of xmpoxtance, ‘even if these pieces of knowledge are also ‘transmitted

thmugh other conduits. " o,
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All research is inescapably subjective, cultural research especially so, and . ,'
P 7
the gudy of a'small group of individuals I{perhaps the most difficult of topics
N "
when it comes to presérving some measure of objectivity. It is therefore necessary

to openly examine thiose personal biases which affect my view of the group under

consideratjon.

« . I have known the group members personally for as long as the group has

existed, and some of them longer. One of the members_is\.)my brother, only a year
, 'younger than me. 'A-couple of the others I knew well through family connéctions.

! “Yét most of the other group members were little.more than faces with names to

. me be!o’re 1 ct;mmenéed this stnd;', boys who blways seemed intensely involved in

P theu- games, snd who wanted no truck with girls. "They would sit in our Iwmg
(BN room for honrs on simmer. nights, and I would sllp past the doorwny wnth a’
- .- curious peek_m, but I was. never —welcamed to enter. I would come upon two or
thiree of !her‘n :uddleld in whis;;led conference in a private corner of the house,
and know that I must pretend not to even see them. Sorﬁ;times the house would -
reverberate with rock music, but the béys were‘/not. dancing or playing air guitar, ~
rather they were draped like so many rag dolls sbout our z;larlgened living ru‘o‘m.
And' even when they were not nbo_uz, my brother was often on the phone with
‘them, or using their esoteric vocabﬁlary to the whole family’s puzz];d amusement,
or insulting me-so mercilessly that I become convinced that he desp)sed me. It i s

- only now thnt T understanid sbout any of this, and understand that the msul'.s are

not intended to distance me but rather to communicate companionship. At the
'd ! 4
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time ;;id nc;t understand, as none of -the families o!" these boys nl\del:stood; the
éroup was amongst s but alien to us. Only the group members themselves
uqdersl,ood the aspects-of one another which were bound up in the group identity.

As an outsider to the group, I did not really begin‘to know -its members

il I began to study them. Even my brother was revealed to me a3 a far more

rounded chau‘cter than I had suspected. In tllgés sense, I brought moré objectivity
to the stpd)’"timn 1 bad@cjed.

There is one senseﬂever, in which [ have beén a perlpheml member of

the group since the late 1970's. ) fernale friend of mine longed to plny Dungeona

and Dragons, and when she discovered that my brother played this game, she -
persuaded me to ask him to et us join his gaming group. This he did reluctantly,
.but we did not last long at theﬂ;ame; the group fhembers were very 'uncooperaltivu
and scornful of dur novice’,s: ignorance.~Also, they played s0 ofie} that we, who'
uuhke lhem had outside interests, could not always pamcxpate Within a month
or two we dmpped out of the game, and my brother told me later of the gruesome
deaths our gaming characters had been subjected to, once we deserted. When I
asked orie of the members about this episode years later, he- confirmed ‘that- we

had been unwelcome:

& * .

That was when the game was in such a height that ... #Ything new

was out of the question .. No-one new was allowed. That's what

happened to you and Jennifer. Just couldn't have anyone new playing.
(Nelson, SH13b) .

This was only one of the reasons for our rejection by the group; the other is

- -5
supplied by another member: *I hated ir‘l:w"de Ten ... When you and
Jennifer u?{i playing, I was just there gh* (Téd, SHEb). Not only was this

: er




an intensé period for the group when toleration of outsiders w;:s lower than usua:l,

Jbut also we were females a_i:d therefore, bey;)nd consideration fz;r megnbership.
Nevertheless, this episode did introduce me_to the -g'roup, and no doubt
contributed to tl'le members' acceptance of my-wish to study them.

By the time I came to study the group, its memi:ers had much more positive -
attitudes towards females, but the fact remained that they compri;e a male group.
My being p ‘woman influences the way I view a méle group,' and also the mel‘nhers'
resc.t.ion to me. My access to some areas of group culture is sutomatically barred.
Other factors make ui; for this, however. If I were male, I would probably take
for gra‘n_ted those aspects of group culture ‘wﬁich ha‘,ve struck me as peculiarly
masculine, the al}Al}’sis of which ‘hu contributed greatly to this stiid;. A second
factor which works to myladv;)ntage as a researcher is that [ am perceived n; less’
of a threat to group solidarity than a male researcher w_ould be. A ma‘lg
researcher a;tempting pnrﬁcip‘ant nbse‘l:vation ‘within this group- wéu!d.np_pe.ar 20‘ “
be tryf;g to gain membership, s;:mething whicl‘x I could not poss.ibly hope to
achieve. Since the group is not-inclined t adopt any new members, it probably
would have reiected him: ° -

' When I ﬁrst.;skid the members of the group whether I could make‘u_ study
of them and their folklore, they were -c;u‘tiously receptive.  Several of them ‘
expressed the fear that I would(pr¥ into their personal lives; one snid, ;Yon won’t
expect us to gossip about each other, will you?® (Philip, FN7, 7/7/84). Whe’n I
expluined‘t‘hst 1 was interested in the nature of tl;e;ir friendsh_iif, their games, and .
other !olklo’nc items such as. hu;nour and storytelling, they decia\to accept my.

request, Because of this injtial reaction, I avoided .very 'personal questions .
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thmnghout the study, nnd'sttempted {o respect the members’ privn}even when
1 did learn personal and controversml things about them. Thisisa study of group,
&:lklare, Dot goup psychology, and s!\h dethll “need not be recoum.od even

though it nnntnbutes in subtle wnys On oceasions when_conhdenushly came up

in conversatmn, 1 always stressed ‘the aceurity GNMUNFLA, where thef knew I

splanned to deposit my ‘research results. Even so, one of the members refused to

* allow any of the tapes with his voice on them to be deposited.

The member least enthusiastic ,nbout my frequent presence and questions

was, understandably, my brother. Theone pfivate interview el with him was .

s . 0 . . *
my worst; he was incommunicative and discouraging.

-

I'm keepmg this vagye, dehberately You Il have to live with
- that ... You're my sister. ‘I just, ' not going to tell you anything
pamcularly detailed, Probably most other people 'won't ¢ither, because
you're my sister. 'Cause if ydu get into detail it can gt quite
personal ,,. I, dont k‘mw, you mlght have to dig it out of us..Be a
challeng& "o

My heart sank at these worrds but even though it was a challenge to.study tl{e
gronp, the/ members were [ar more commumcntwe -than my bm!her had

redlcted Even he let down his guard dunng group interviews and when I went
about with th¢ group,‘and he was very encc{urag'mg when T+ showv.:d him early
versions of the jese"m report.. [ beliéve thiat being my brother's sibling was it
more than -an igitial obstacle and more of an aid Lhan a deterrent The memhm
knew they conld trust me not to betray them because they knews my personnhl}'

and beaauyex would beloyal'to my brother. -~ - =

Charmtensnpally, the group’ soon begau to use me ahd my study for their .

owi entertnlnmen’t and benefit. The members -would sugg’es', that I come -
s * T 4
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“downtown with them and bu;' them so‘me drinks. At group inlervifws, upon my
brother’s suggestion, I supplived them with alcoholic beverages and some
*munchies*®, ;;nd the members turned these initially formal meetings into informal
social occasions in their. own right. I bGCllI‘_l!_i subject for teasing, ua_sed about
my pers.onal eccentricities.and ‘my femaleness as well as about my research.
- Nelson You are a nice little blond girl who, when walking
. . down the street any guy (l) would say aahhh ... Deep
L down inside that's whsnyon called us ‘here, isn't it?

(ll) ... Tomorrow she cdn go, *Oh, I had three guys
over tonight, you know, three young twenty-one year

o olds over to my house, ay?* _
R . Phil - ; Yet she puts dt;w!i strippém.
" Nelson Right. . o ’
o . Ph * [with pretended disgust] Oh, I don't know.
3 & (sHasb) ) ‘

. .’l‘in' members would gl'?lully remind me that 1 was dependent on them and must

cater to-them: *It's not what you want, it's what we want. We're your subjects

and you must treat us cu;e'l‘uily'

(Phil, FN12, 11/7/84): They threatened to
*clam up* and stop belping me, or o 0 to vy supervisor and declare that
everything they had told me was *"a pack 6( lies,” if I refused to codperate with
- R . Chen; on a given point. ~ Their competitive streak was applied w the private
interviews théy gave me, and they pleaded, hull-seriol;siy, for me to decree a

¥ 'be;l' inlqrmu‘nt. These were all joking reactions to my study, but there-were a,
' 'few 'lpriou concerns as well. They worried that one or the othe‘r of them had’
X i ravellled‘ too much. They worri‘ed that T wou}d portray them in a more emotional
Tight Ch_lzn they approve. They were s‘o displeased when théy realised that I ‘wn

% i 4 N going to qn’ole them exactly as they spoke.

& <y ' -




We're denying bonding, Kirk, we're denying it. " This could be quite
embarrassing . We do not bond. We never have anything to do with
.. I must warn you,-when she quotes u§ she quotes us word for word

So lry to speak as if you'd write, so it doesn't sound too silly. Don't say

words like stuff and gosh and you know. «(Phil, SH27a)

Despite these apprehensions, the members of the group relaxed sufficiently in my
company for me to collect m\lch valuable group folklore.

Another aspect of the group’s character had an unusual e{fect on this study.
Because the members are intellectuals to varying extents, they have shown a keen
interest in m} written analysis Kuowing' thay they. are likely: to vead it iss

¢ influenced the manner in vyhich'M. 1 ;mvc always felt that
i;xformn;q have the[r.ight to' see what is written about them, so I do not consider
this an undue influence. ‘This intellectual bent also gided the study, in that
memt;'ers‘were able to mskev-veryli;elpl‘ul analytical statements about the group,
which led my own gnx;lysis in profitable directions. I ’ ’

I made mistakes, of cougse. On a l'ew occasions I annoyed members of the
group hy msemng my cunous presence‘when they wmhed to be free of it. When
writing my analysis I came up ym/h more questions | coujfi have uked, more
aspects f)l‘ group culture I wishe(‘i I hx‘;d ob‘éerved_. ,Yﬁ_ by then .it was too late; the
group felt it had been intérviewed e‘nough, Despite this, I continue to hnve{‘

excellent relationship with all m;mbe‘rs of the group.

through providing. them

I have p d theﬂ nymity of group

with ‘pseud and ling their back ds. It seems that I.am more )

cautious nbont this than the memben thems:lves, !or qulte !requently 1 have been

with them when, in casual conversatmn, they pwclmm to outsiders that thay arh\

the subjects of my thesis. They appear to'be proud of ‘the lﬂct..
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! .
One final introductory point remains to be made, and this is that the group

. has continued to”change since the period my fieldwork was conducted. Its

members are becoming increasingly scattered across the North American
continent. Most of them now have steady girlfriends. A couple have finished

their universi , d ions and are beginning their careers. As a result, the group

today seldom has physical reality. Nevertheless, its members still maintain bonds

with one another and are aware of themselves as a group. The préseut study has.

contributed to their awareness of the group identity,.and pe}haps has increased its

strength. .

~s
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though these groups are pervasive and highly valued in our society. Folklorists
N have probably been discoufaged by the facts that friendship groups are informal, <

r;:ln'.ivily short-lived, ‘difficult to ident‘ily and study, and very small and

indeBende;n. Vofvone nndthér. Leary voices fri ionyat_this gap in the discipli
.
N .
. but even he does not use the identifying and bonding factor of ,frl'emhxhip}i

Although there is an i y ing small

groups, differences in approach render most of it inappM®able to the present

study.  Anthropologists generally !ocus.an kinship-based groups in their
- _d.i@ons., Psychologists prefer to -study groups under " artificial laborntory
cucumstances Soclologlsts tend to stress non-cultural !nctors wI\en they nnslyse
' small groups

The small grollp is & cluster of persons wbo mteract face-to-face over time,

and \who generate cultureA It is cha ized by e ati probl lving, ‘a
. -
sense " of group |denm.y, i 1 attachi & and oni and a
o - similarity among members which mcreasee as 8 result of long—term mteractmn a

’ (Tom McFeat 8-7). Ervmg Goffman refers to the same kind of collectivity as a
team, beid;g a "set of iud‘ividuals whose intimate “co-operation is required if a 4]
given prc;jected deﬁnilion‘ of the situation is to be 'ms;mtained' [Pr;sentation of

- Self 104) This duphy requu-u a colrespondmg secrecy about the renhty o( the
group, in which sense it is also a secret society (104) Similarly, Gary A.lan Fine
states that if one has a commlument to g group, one ‘will keep its secre}s, these
secrets being the difference between\té) desired public image g and its true eult\ue ’

(*The Mmson Family* 49). . 4

S5ee discussion i{: Chapter 1, me' L. . : o8
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’ Different kinds of groups as defined by various scholars can be placed on a
continuum according to the inlensit} of the ‘bond between members: the most
loosely-bonded group being the network (Elizabeth Bott 58; Ronald Schwartz 75),
and there are successively stronger bonds for communities (Roger Abrahams,
‘*Towards a Sociological Theory of Folklore® 184; Leary 186), subcultures (Fine,,
Shared Fantasy 28), primary groups (Dexter Dunphy, Cliques, Crowds and Gangs
25; Marlene Mackie 119), and cliques. The last describes the group studied here:
*a small group of intimate friex;ds which provides a basic security for the
individual and a centre for the exch’ange of ideas* (Dunphy, Cliques, Crowds and
Gangs 50). The group could also be described as béing a-kind of primary gro;y. .

being bun of a few sub ! ing to a ¢ ity, and being involved in

a complex network of social relations.
Although they .do not stress its slgmhcance. many smull gmup resenrchcrs
make it apparent that all small grotps have folklore, and thus culture.  For
’ example, sociulogis.t Erving "Goffman . comments that there seemis to be no
grouping which ‘lacks games, reveries (ie. discussions of shared history), and
cautionary tales which function *as a source of humour,.a catharsis for anxieties,

and a sanction® (Presentation of Self 14). Two of these resemble two of William

Bascom's classic four of folklore: and in T of

e .of humour® (201-203); and _*Catharsis for

conformity resembles the:

anxieties* * is essentially an‘other'widely recognized function, emotional

zpression.” Fine,.n iologist and folklorist, coins a specific term for small-

group culture, xd?ucu!ture which he deﬁnes as:

#7See for example Alan P. Merriam, The Antbropology of Music, 210-223.
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a system of .kaowledge, beliefs, behaviours, and customs shared by
members of an interacting group to which members can refer and
employ as the basis of further mum:tlon (*Small Groups and Culture
Creation* 734).

Fine argues- that such a term is necessary for the accurate analysis of certain

cultural elements specific to certain groups; diﬂe_rent groups in comparison; the

- creation and diffusion of culture from small groups to larger ones; groups as

cultural units having social reality, hismry, and a sense of meln'u;g; and culture as

s 3
mediation between environment and action (735-737)% The present study

" concerns the idioculture of a friendship group, insofar as it concentrates meine's

first and fourth' points, that is, the cultural elements specific to this group, and
the social reality, history and sense of meaning: ;vhich the group holds for its

members.

Group History And Evolution Suss

The roots of the group under lie in the childhood of jts

members. Their fr'&ldship ﬂonr'ul:ed ‘when they were_between the ages of twelve

“and eighteen, and now ,u.’.c they are in their early twenties it continues in a'

somewhat different, muted form. This duration is not unusual, for many peer
groups can be traced back to childhood play groups (Dunpliy, Cliques, Crowds .
and ’Gnngg 16; Tom Kitwood 181). Because of friendships amiong their parents,

8Using this construct, Fine has productively stidied Various groups and written about them in
*Small Groups and Culture Creation: the Idioculture of Little League Baseball Teams,* *The

. Manson Family: the Folklore Tndllhnl ol a Small Gmup,' and Shared Flnllx Role-Playing

Games as Social Worlds.
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Garth, Mike, Ted and Ricltard have 'knowq each other bagically all our lives®
(Richar;‘l, SH7a). Another link for these I‘our. is that they all grew up within a -
ten-minute walk of one another. Mike, Te; and Richard went to the same
elementary and junior high s/ch‘oolsA Ted's recollection of his first meeting with

from its i

Michael indicates the itive spirit of their

I'met Michael in kindergarten and ah, sat down at the desk there,
And I had a pencil and he had a pencil, and somehow we got into some
competition. about whose eraser was larger, and started rubbing against
it - anyway, it's so fgolish. (SHOa) ]
The two soon digcovered a mutual interest in-dinosaurs, model-making and war-
gaming, interests which Richard did not share, but 'l'wa.}&'ery patient with them
1 think® (Richard, SH7a). ' oY
The relationship between Garth and Michael had a separate. origin, but
> ’

because Garth' also liked to make models, Michael sdm;y:intruduced him to Ted. -~

g S ’
Mike said, "You know, there’s this kid down by -- lives down by Pius
Tenth [school] who's also interested in this stuff* ... you know, like that.
We were interested in something that we had in common, so it"tendetl
to bring us together. (Garth, SH6a)
The importanc‘e of this factor of shared, unusual interests is accentuated when it.
is compared. to the effect of ‘widespread interests. For example, if the favorite
leisure activity of both Ted and Gart(h had been baseball rather than model-
g .
making, they .would probably have associated exclusively with others in their
immediate neighbourhoods and at their respective schools. ngeverf}cause they
were not awafe of many other model-making peers, those they did/discover held a
heigﬁtened attraction. Tlhis Supports Eric Berne's theo{y that one joins a group

s .
because one shares ®certain interests, social attitudes, experiences and distinctions




S

27 %

from the rest of the populition® with the other members (The Structure and

Dynamies of Organizations and Groups 121).

Even !hngh Nelson was in the same class at school as the others, his -
interest. in/wai-g/arlning' was not revealed to them until théy et aggin in the

context of Boy‘Sv:ouL Camp. 7 .
. .

We-wentato a Scout Camp, they started talking about war-games. -
Myself and Kirk Hastings -- who I was already friends with due,to being
neighbours -- also war-gamed. Well, wé fit this together nnd these two
groups lashed on. (Nelson, SH12a)

These four - Mike, Ted, Nelson and Kirk -- became the central core vfthe group,
sponsoring others into it for purposes of gaming. Four other boys = Richard,

Alex, Phil and Garth -- also became members over the yea.rs

Nelson' had' met the Ha&hngs brothers, Kirk and Alex, a few years pefore.

1 Klrk tells the story of their ﬁxst meeting: |

s
We met hlm [Nelson] the very first day we moved in ... we were
unloading- all the furniture, and this group of kids came n.long and
gawked at-#8"and sort of pointed at us and made comments (ll). Nelson 1
was one of them ... They took us around and [we] ... did things kids do.
(SH10a), .

For years Nelson and the Hastings were no more than part of the same group of
neighbol_xrhood kids, playing baseball together and doin; "whatever you do when
you're yfmng" (Nelson; SH12a). Then Kirk and Nelson discovered their shared
interest ixi'\vsré‘gaming, nn'd Alex, who was a few years younger, introduced them
to the music of a Bntlsh rock group named Led Zzwlm Nelson descnl}es the
effect this lmd

g Bnns'rl’l‘hnl ‘was a'big tie-in all of a sudden. That was so ethmg
different from the other guys nround the nelghbo\lrhood ngh .. The
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other guys wouldn’t stay around [to listen to'the music] cause they

didn’t like it, but we'd all hem and haw over the records and that. And

that's one thing that first I got to know the-Hastings well, or better *

than just as neighbours. (SH12a) g

Popular and rock music have been ukno»';ledged by sc’holnrs as very imporv.m;t to

youth culture (Simon Frith 40; Herbert Gans 96). &
The first war-game battle between ;Vlichnel and Ted, Kirk and Nelson, is

remembered for the fact that the two pairs of phye/rs entered it with d\iﬂ'gring

expectations. Each was familiar with *devising stm‘tegies and moving forces of

men and equipment around® (Kirk, SH10a), but Kirk and Nelson did not use a -

v p
system of rules. Even now this is debated and.laughed about:

Ted | m tell you exactly what happened. We were at
cgmp and Nelson -- Nelson “stars telling us what a 2
eat war-gamer Kirk Hastings isJright (1)

Nelson .(interrupting) The navy. He knew lots about the
navy. .

W "Oh we use
that sort of rules and this sort of rules,” and (Il) it
turns out all these fools did was just sort of go and
knock theif men down.

Ted . . So anyway ... Mike and I were saying,

(SH24a)

Kirk later remarked that *I think that I was a bit of a letdown when they"

finally met me ... we.were not on zhe'g;ma level as they were in terms of the '
gaming® (SH10s). Even‘ ghough overtly intolerant of the other pair's gaming
style, Klke and Ted continued to play with them snd xoonrthe four- were regularly
s ! holdmg war-games of various types, denvmg much pleasure from thefy Garth
algo joined this war-gan'nng g'ml:g, Rlchm‘l who lncked the interest to )
participate, and Alex, who was ot quite old enough, often came nlong. as’

’ g = . 4
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observers and/or judges. Alex recalls that the first time he really got to know the

\group was at a three-day summer war-game in Mike's backyard, when he insisted

on coming ajong because his brother was rowing some of his gaming

, equipment (SHl;‘)a). The group’s war-gaming will’ be discussed in detail in
. Chapter Five. Meanwhile a crucial episode in the group's history, the so-called
Arms Race, must be touched on. ,_.
- Most persons think of an Eu_;'ms race as something which occurs between
hostile nations, understood only by their heads of state, if anybody. However, this
group of boys experienced an arms race at first hand. They had been war-gaming
together for a couple of years_,,a.nd were becoming restless within the’ limits of the . -
style they had been using. 'l_‘he boys detided to create a World War Il ucenm‘-iol
each of them controlling a different nation: Michael had Australia; Gartk, Brazll/
Ted, lhé us,; Nelxon, Chinay and Klrk England. ,Allmnces which pmed Mlke
/nnd Garth ngamst Ted, Kirk and Nelson were formed. Right away the

! lities involved i d the game's cor itye” o

Mike - Nelson pretended to be on our side for quite awhile.
P We figured him out pretty quickly though.

Nelson What a crock!

Mike Whenever you'd talk to me, I used to phone you
* - back and your phone and Ted’s phone, would both be .5
busy ...it's true, ask Garth ... We weren't posmve, ¥y
. "but we sort of knew. 3 & 1

Nelson Oh, Gmh will say it now. (Il) I'm sure he will, just so
he doesn't look like a fool. You were fooled.

" (SH24a) o« £ T t

The plan was to iake a year to stock up on equipment in the form of miniature

armies'and weaponry before beginning the war-game, . ’




Well you see, the way we were basing our war-games,-the amount of
material each guy had was the actual amount he bought. So it
depended on how much nfoney each of us had, and how much we were
willing to spend on everything. And most of us were willing to spend
very rationally ... [but] one of us was a little carried away. (Kirk,
SH24a)

This player, Ted, had two advantages: a relatively large stock already, and more
money than the others. The friction caused by this discrepancy and by Nelson's
deviousness, which was accepted as a realistic tactic, was Jurther fueled by pre-

- existing rivalries between Mike and Ted, Mike and Nelson. Ted muses:,

Michael and I have always been sort of competitive, and I think it
was a mistake to [oppose us] ... That was a bad thing to do! ... I'd say,
‘Ah Knox, all you're worried about is- winning!® And I was just as
guilty. (SHob)

He recalls the two of them sending "threatening notes* to each other in.lass at
school (SH9b). . T % ’
The boys bought what they could at local hobby stores, ‘ordered more

J >
equipment from England, and also created some of their own. When they realised

that their p ions were ing into an obsession, they tried to bring them

under control. Ted describes their methods: N
< Fe

Boy did it ever go overboard! ... We even had things like TALT talks
-4 Tactical Arms Limitation Treaties ... sixty dojlars every two months -
fwas all you were allowed to spend. (SH8b)
- SR
The fere supposed to declare their purchases but they were soon trying to find
ways 'to circumvent’ TALT: developing *secref weapons® and, as"Garth admits,

“sort, of heating® (SH5b). Resentments develop‘ed. Ted says that "we nearly -

broke up our friendship ... we got/so mad at each other® (SHOb). This bears out

' @

S
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Roger Caillois’ insight that over-intense play results jn negative reallife’

consequences (45). .

The Arms Race ended in two stages. First, Garth and Michael dropped out.
-
According to Garth this was on their own initiative because they were unwilling

to continue spending so much money. Ted remembers this episode differently:

I just said, *Ah, the hell with this, the hell with Knox ... and
Garth ... Me and Nelson and Kirk are just gopna play among ourselves
against each other.® But then, amongst ourselves we started getting in
an arms race. () Cause we started - Michael and Garth had -all this
stuff, and they started selling it to us. (II) (SHOb) ¥

Thus, although they did not recoup nearly as much as they spent on the Arms

Race, Mike and Garth did benefit by dropping out, enough for Garth to consider

it a "very great moral victory®. (SH5b). Just as Nelson at an earlier stage felt ,

that he had managed to make fools of them, the).' left the others feeling silly for
v *
persisting with a lost cause. - . ¥ -
The game was never played as planned. Ted and Nelson continued to war-

game, but not with the gquipment or scenario devised for World War III. The

Arms Ruc(jsjm important episode in the mup':"hiawry, one which revealed |

t:_nsiom’ \a{d welded bonds, and one which provided enduring conversational
!opiu. Philip did not know ;.hz others at the time but he has heard so much about
the Arms Race-that he is able to give a faitly accurate ducnphun of it. H‘e
oburvu that the other members of the group still ®get mto ve\ry big
conversmanl about [wnr-pmes] . they're legend" (SHZA) - -

A few gmup memben have commented zhn they learnt a valuable lesson

lrom their Arms Race: *I think that's an experience evarybédy should g t‘nmngh
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.- learning how ezpensive war can be® ((:}nr'ﬂfs—ﬂsb); it w'ns] really~
educstlonsl - I mean, I can sort of understand the [American-Soviet] arms race
laokmg back on it* (Ted, SH8b); *[it] was a great insight into how lhe world
works' (Mxke SH24a).

rt

Richard may have found war:gaming dull, but he was captivated by o hew _

game called Dungeons and Drngana". 1 termed Dand D b)},s‘plnye[s),
which he discovered at his mainland boarding school. He glecfully recounts

N bringing méws of it home to his friends, on-avv;catioh during his grude nine ‘year:
iq 5
That was my baby .. I played Dungeons and Dragons before
nnﬁady kise did. I came back here and told them that [ had played
: . Durigeons and Dragons, and Michael was s0 pisged off, he said, *Damn,
- g7 ¢ <. you're always playing these games before mel* (Sl-{7a.}
It was Paul Guldberg who ‘actually mltl}ed’tﬁ‘%f(t D and D gamé wnhm the
v »  “group. Patl became a good, fnend t,o Mike and Ted when they met in elementnry»
school. Like Richard he was umnspned by war-gn.mmg, and also like Richard he
. : iiiscovered D and D while living elsewhere. - in this case, on a visit to California.

,vThere he bo:ght the basic rule-books and dice needed, and upon his return he

introduced the game to his friends. As Ted describes it, they were tired of war-

in.a war-gaming }mgazine’ and their interest was sparked; when Paul returned

. ~- . .
in the fall'and suggested playing, they were eager to do sa. Fine uﬁkerveg _,t»lmt

the orientation

smembers may be recruited for a gaming group by simply crz{i;

Paul is discussed a8 58 a peripheral member on page 70,
; "

'épming that summef and ready for a new activity. They had read about D and

£ o . : . E ¢ ~ g\”




of .a pre-existing group (Shared Fantasy 47), and this is what happened here..
Payl beclme hm"ed with the game within six months or so, biit in the meantime
he had become acqusmted with the other members of the group and became™
‘permanently, albeit loosely, associated with them The others continued to play,
more and more mtensely.
"The members believe that they were the first to |.)Ia§ Dungedns and
Dragons in Néwfoundland. The game was very new, little known, and not yet
:fully developed; they had to teach themselves to play with minimgl guidance.
The | ﬁrst gume was played at Ted'’s knchen table with ‘Paul presiding as dungeon
mauler, commonly termed DM pmong players, and Ted, Michael, Garth and
Nelmn playing characters. The‘y thoroughly enjoyed it‘, .even though they were
somewhat confused to begin with.  *It was fascinating ... We did re‘ally weird
: things with th‘e rules .. There were soO many 2hmgs we weren't sure about' ’

(Michael, SH24).'® The group continued to play with i ing intensity Ior

several ye;n's. Each of them ran at least one campaign, which would be played at
the dunﬁeon master’s house. Whenever. members meet even now, they still discuss
) chpruters,ephying styles and particular ndvenmres from each campaign. If one

listens for very Iong to their “nostalgia® one‘soon becomes aware that the

i md 1 bl bered of

cmpa:gn duected by ' Ted is !he most si

them all. Ted kept records throughout, and he states it lasted precisely two years

and gight months. The others are still in awe of the amount of creative effort and
’ 7§ i . ’

.

sy ! '
) “’pnnpzm and Draomu ‘will be described in Chapter’ Flve. méaawbile, it is necessary to know
that each game ia played as a campaign led by a dungeon master, lasting through a limitless
number of sessions. w . VoW
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time Ted devoted to this gxme:lu Richard says *I was amazed at the amount of
work Ted most have done* {SH7b), and Kirk suggests that Ted had ; *total
committment* to *just making it as good as possible.' (SH11a). Ted's e,lﬁrgy was
reserved for Dungeogs and Dn’zgam as & result-of what most would consider ‘an ,

ordeal, a broken leg in a cast:

. - .
Well, I was pretty lucky at that, cause I hurt my leg and one summer
T just lay around, had absolutely nothing to do, so I wrote & lot [for the

game]. ‘That belped quite a bit. (Ted, SHob) . . »

Jhis is not an uncomm’oh experience; many artists first discover their creativity
when énduring the enforced solitude and immobility of illness or other disability.’
As highschot;l students with a relatively empty summer, the others also, had
pleiity of time to devote to the ga’né. _Various sc‘l.:ola.rs have noted th;’t yoimgy
people have a large amount. of leisure time in Western society, and cbmprise B.
distinctive leisure closs (Elizabeth Douvan and Joseply Adelson 180; Frith 61;
Gans 70). Herbert Gans acknowledges that teenagers require an inordinate
quantity of *cultural fare® as a result {70). For a period the members of this
group game& for almost as many hours as, but more intensely than, the average

i
person works.

1 Six nights s week for six hqurs at léast. Sessions till two o'clock in
s the morning ... sometimes there, was some vicious yells ... There must
luve been some nights when we woke up the house. (Nelson, SH25b)
\
Whnl}; 'u lot of the yellmg was jll!! getting rlght involved in'the thing® (Ted

SH25I7) some of it resulted from argument. The players someumes dmgrecd

T,

%, -

!1The dungeon master must. spend many extra, solitary hours ia preparation in sddition to the
time spent actually playing.
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~  about ‘the strategy the_y .would have to share, or might feel ﬂ‘!emselv’e‘s to be
ﬁnfﬂiriy treated t;y the dungeon master.
Because these’ friends had become so involved in their own brand of D and
D, theirgroup became exclusive. Several outsiders attempted tq join thLe)ir games
over the years but none of them measured up to their standards of playing, and so" -
none of them lasted very long, until Philip showed up. They were consciously
rejected. - N &
As with the group's war-gaming, D and ‘D playing even;ually reachéd a
2 peak of almost unbearable intel}sity. A civil war developed in Ted’s campafgn.
To mske the game more manageable, Ted had split the players into two parties ’ 3
adventuring independently, and conflict arose between ther. *The dungeon
master, in an exception;xlly brilliant way, ah, .v-ph;yed us off ' against each
=y ~othér .. to make for an interesting game* (Garth, SHsa; see page 236 for bis
fuller description of this period). The climax came when a beloved character of

Nelson's was *killed® by some of the others. Nelson was by all accounts

~ extremely upset, and the tension affected members’ reln‘tionshipm

E .
- 1t [the gaming) always intruded upon reality, but it never got to_the &
point where the friendship was in danger of breaking up. I mean there - '
. were times when people walked out on other people, but they came .
back. Maybe a day or two later. There were times when people
- wouldn't speak without sort ofalmost wishing to spit. on the other
* 'person ... Venomous, but it was never really too serious. (Kirk, SH11a)

The group's D and D playing survived the “civil war.* In fact, even Ted's
~ ’ campaign survived it, and the plsyer-characceu did reunite and cooperate again. «

Séveral moré campaigns were played over the next few years, and thus it was bhnt
Plul Jjoined nfter Ted Iml moved away. * ’_ .
i .
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Phil was sponsored into the group by Nelson, whom he had met ;:0.
N . university. According to Nelson, l5he pair first. di;covered an affinity for each
other wﬁen they shared a scorn for a d‘ull English course; to liven things up, they
argued with the professor and chatted about rock.musim Eventually their
conversations led Nelson to mention Dungeons und.Dmganu, and when Phil
expressed an interest Nelsog invited him to play:

[Phil] was-in a first-year English é]us [with me]. We had & -- oh, hell

with it - we had a Pakistani girl séacher who's Catholic. And me and

Phil being very right-wing W. [White Anglo-Saxon Prote;lanl]

types, ah, did a lot of arguing - not arguing violently, but just arguing,
you know, to be pains in th® neck, I'd say. This was a foundation

\ English class'so it wasn't a very serlous'!lass, you could go'in there and
. fall asleep every day and pass it, you know, it was just a garbage type

° N thing. Your average garbage university course. And then we found out N
s v we_ltked thé same music. And he was English, like the Hastings and

Stuart. So I got to sort of talk to him a bit more than everyone else in
the class. And for that year we were pretty close’ friends. We broke off
. Second year of university, type ‘thing, when our classes ended we saw
less and less and less. But then all of a sudden um, he got interested in
Dungeons and Dragons. I knew. he was a little bit - I invited him to
' come down [m the Creative Gaming Society), T started hanging around
«  with him again, and:a couple of months affer that I introduced"him to
- Michael and Alex, and he got to know a bit all the friends. Except Ted, .
he doesn't know Ted very well becausé Ted was going away at this \‘- s

time. (SH12a) :

It i3 interesting to view this same period I’rom Phil's perspective as well: He does

not detail the s banter as ho(perhaps because lie knew I had ‘been told , ™

about it already), preferring to emphasize conversations outside gss: .

[We gave the professor’ a Hid‘us time, yeah. We were both “quite
good at that. I mean, we'd discuss music and stuff on the way back
through the tunnels .. . laugh at everybody ‘and discuss the glories of the

\ " Who, and he told me about [Led] Zepplin and stuff. Bob Dylan and
X other important things. (SH2a)

After they had known each other in this fashion for some time. they met one day
/ P




!

37

n‘l the local Mall, and Phil invitéd Nelson qver to his nearby home to listen ‘to

" records. Soon they began to socialize regularly together:

We decided to associate more. .1 was probably really good friends
with Nelson' for quite & while before 1 was friends with Michael ... He'd
speak_about everyoneelse. [Fcr example,| I mean, Mike, he'd talk
about all. Mike's books and his records and everythlng Basrc Knox
jokes that continue on. (Phil, SH?a)

Phil was mtmduced to group members nqc only through Nelson's talk, but also

through Dungeons and Dragons. . He Was impressed at how caught up in the
game Nelsm; and the‘ others seemed to be,’and intrigued by D and D itsell. When

Nelson iu'viteﬂ him to jDil'; a campaign which he was DMing, Phil acqujesced and

: quickly became abs(‘)rbed into the group® Philip’s intergsts and sense of humour

esrned him :n unusually easy entrance into this well-estabhshed group Even
Ted, who knows Phil least of all hecause he is seldom in town, wlmlehesnedly
endorses Phil's” membership: “he fits in 'really well with us* (SHOa). Tlns
lriendship gropp is probably not- alone in the possession of this principle that all*
members are considered friends, no matter hoWw tenqus their dyadic relationships.
-~

_Dungegna -and’ Drag$na may have I>;en -the main vehicle for Phi’lip‘s
entrance to the g-:“oup, but to his disappoint;:mnt playing halted within a year or
so dfter he joited, and gven while lhey cantmned to play, they d|d 50 with less .
intensity than in the past,only once a wéek. A]ex mens that 'what really k‘lled
it [gaming in this group] was people going away® (SHXS&), and to some e)_c;ent he -
is correct. Two cm‘: members, ;l‘ed :nnd Mike, were‘nbsenl from 'the province too |

much to play, and the game lost its impetus. 4
5 : s 00 -
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There were a !e.v!' gap-fillers, namely, Phil and the Creative Gaming Society

(also known as CGS]A While Phil proved a very satisfactory friend and player,
N

CGS was a d 8 CGS is a university club which was set up by George
Hendevson and S;unrt Ames the summer herore most tembers of this group
entered university. These two people were previously unknown to the others, bul

became peripheral members as long as the group continued to 1;luy Dand D. The

clup has proved to be lastingly popular, ‘still meeting regularly on Sunday )

afternoons. However, the CGS style of play is not accepted by this group. Even

Phil, the novice, soon tired of CGS:
I think they [this group] started it [CGS|, and I think as they went ~
~ from the forefront they kind of dropped out, because other people we
didn’t particularly gel on with joined ... it wasn't as good-playing with
the other ppgffle. (S| : ?

Once the?dissociated themselves from?®he Creative Gaming Society, however, no

) member of this group, could find the time or energy to create and play the sort of

world which would ;atisfy them. Their playing standards are too high for them
’

to accept a half-hesrted game.

A We can't play D and D now, cause we can't find a campaign to plgy
for any length of time. Cause that was so intense: that we can’t find
anything else like it ... If we could work it out so that there was time we
could play it,I'd say we'd still be pretty into it ... But it would take a
lot to match it, it was so good you couldn’t n\ntch it. (Nelson, SH13b)

All group members ngreed that they would Ilke to play together-in future, under

the right cn-cumstances (ie. having the time and proximity w one nnother) , 81

’ mdeed at lhe ﬁml writing of this study, smne of them hlve begun a new

campaign.

~




War-gaming and Dungcam and Dragons are tbe main activities which have
bonded group members “and filled their shared tife. From the very inception of
the group, however, ‘ihere have always been other social activities which a few of
them at a time would participate in together. A list of these must include:
discussions of world affairs both presenf and historical; collecting and diséussing
books and rec9rds; watching miovies, television, plays, and live bands; drinking
together; trips "around the bay' 12 walking” and driving; modgl-making; playln(l;
other games;. house visits. . These activities were and are crucial to t;:e continuing
friendship of group members,* “but did not_shape its lustory and identity as chd

war-gammg nnd D and D. . . . ,

Since thc group stopped plnymg D and D, its members have lntermlttently .

% shared the nforemenhoned socml activities. The group almost never assembles as
a whole, however. This disintegration is apparent to group. members; who
attribute it to the present lack of proximity and spare time. Phil describes the

changed pattern of social interaction:

We're not as close as I imagine they used tof be, or they were when I
first started hanging around with them. Imeah, before when you'd do
something in_the night you'd phone up everybody else and see what
they were doing. - But now ... any of the combinations [of members}
could do something without bemg obligatéd to phone the others, where
before the others would. feel probably sllghtly splted if they —-if they
weren t phoned. (SH2b)

12The St. Johu's term for travel outside the city.
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Observation of the members’ social patterns nevertheless reveals that g

association with one anothet is a strong continuing element in their social lives.!?

-
For Mike and :l‘ed, this group comprises their only active friendships in th'e(city.

The travels of various'members have in fome respects aided “group unity, for an’

=<
extra effort is made to get together whenever a member returns. Apparentiygthe

individual changes which have occurred and the time which has passed since

. members last met, never produces strain. *That's one thing that always strikes

me. Whenever I come back it's as if I've never been away, that's what I always

tell people® (Ted, SHOb). Members believe that their relationship will continue in

this pattern. In f.uzum, they will probably reside in different cities and provinces,
. p : 2

visiting St. John's only occasionally. At these times the)’ will make an effort to

see one another, Also, if a few of them do find themselves living near one

another, as Garth says, *there'd be no problem just simply picking up -- picking -

up right where we left off* (SH5a). If it is ever possngle; they would be eager to
play Dungeons and Dragons together again. :

The enduringegharacter of the gr‘uup"s friendship is not unusual; 97% of
respondents to Psychology Today’s questionnaire on friendship huvevgood friends
whom they sellom see anymore, ‘and yet continue to bé important to them

(Farlee et al. 45). In *The Manson Family: the Folklore Traditions of 8 Small

Group,* Gary Min Fine remarks'that a group becomes more stable, intense and

significant to its members: over time, and its culture is resultingly enriched; the

group *increasingly becomes a focus for group reference and sction* (47-48).%%~

135ee Appendix B.
. ]
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R;:ber Abrahams observes that as a sense of enduring groupness -arises, items of - «
expressive lore multiply?"l’owards a Sociological ;I‘heory of Folklore* 165).
The lasting quality ‘of this friendship group has resulted in a wealth of
distinctive folklore, as will be demonstrated in Chapter Four.
“Paradoxically, it would appear thatgfow when the group is especially rich in
~ lqre, its physical unity has weakened. This is more ap appenm:\ce than a psychi’c ,
r;nlity, however. Eric Berne remarks that a group may survive as an ideal long .
after its physical presence is lost, as Israel did for cc;nmries (The_Structure and
Dynamics of Organizations apd Grox;gs 48). Thus, a loss of tangible udity suchas ¢

this group is ex’ﬁeriencing, does not entail the loss of the intangible bond among”

IRI \members, ‘which after all is the final esseritial.
’ “The following chro‘nology' summarizes this group's history. €
; ; R : ! 7
- “
4 «
Y
.
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Durlng Un\versity
Through the Creauve Gammg Society they meel Stuart and

42

Before Kindergarten

Michael, Garth and Richard all know each other through their
parentt’s social relations.

Durlng Elementary School

Richard, Michael, Ted Nelson and Paul all attend the same
elementary school. Michael and Ted have social relations with
Richard and Paul separately. None are friends with Nelson yet.

Michael introduces Garth to Ted through war-gaming.

Nelson  meets Ku-k and Alex through their neighbourhood
group.

DDrlng Junlor High Sr.hnol

At Scout Camp Nelson, Ted and Michael discover their mutual
interest in war-gaming. These three along with Garth and Kirk
form 2 war-gz\mii:g group, which becomes increasingly intense.

Jnst as war—gammg reaches m peak, Richard and Paul’
d D and Dragons to the group,
nnd a.ll the’ aforementioned members ‘start to ‘play. However,
“Alex does not at first play with' the' others, due ‘to age
_differences, nor “does Richard, befause of geographical
separation. '

Dllrlng High School Q
The group plays D nnd D with increasing intensity. Paul stops

playing. A

George, who join the gammg group temporanly

Nelson meets Phil m a umverslty course and brings him into
the gaming group as well

D and D'is discontinued. The group no longer associates with
Stuart and George. The others contmue to socialize, unually
only two or three at a time.
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)
Members of the Group

-

Formal groups have initiation rites, special in-group names and passwords,

and other rituals and customs which clearly demarcate membership. Informal
gﬂ;npl operate far more subtly and hebulously, And whether a certain individual
is a member or not is therefore a debatable point. One of the first ques';ion: 1

ked each of inf ts was, "who are th f this ?*  Onl,
asked each of my informants was, wo‘e ‘en:yuo group’ nly

four of them were ' ly and ditionall; idered b Michael,
Ted, Nelson, and Kirk, who form the nucleus.
. <

Fhere are three levels of intensity within the membership of this group,

'although !here is nnG conscious hlerarchy The first level includes Mike, Ted,

Kn-k and Nelson. "These four are all very - closa ¢ one mother. as well-as to some
olher members of the group They are central beeauu they have mvuted the
most energy and emotion into the group md its gaming. '~ No other member has
ever entered the group without sponsorship rmlﬁlpne or moge of these four. The
second level includes Garth, Richard, Phil and Alex. Garth and R.ichm; were not
as involved in group gaming ss the first level members, and Phil and Alex have
only become members.within thé last five years of so. Ench of them is very close
;o some but not all of the first level members and other members. These two
levels comprise the group can; as delineated and dhcui;ed within (ch"i; thesis.
However, there is also a /thinl level, which includes a number of ;erg'\ph?ml
members, who have bean. associated with the group in various 'w:ys, l;ut not
participated fully enough to bu eomlﬂered members It should be stressed that,

while there is little conscious dxl!erenmuon between first and second level

bership, third lovet#membership bas a consid bly fower status within the

mt;p. Figure 1 portrays the three membership levels § the group. -
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Figure 1: The Three Levels of Group Membership

The inper circle includes first level memi}‘ers. The middle circle includes
second level members. The outer circle includes peripheral members. The double
line between the second and third levels stiesses the difference in status of

peripheral metngers from the core members.
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of a folk group, for most.

It is unusual to be able to describe every m’ember“

foups have too many member; In a group this smail such description is not

) )/ oﬂTy phsslble but also essenhal because t&e personal;\les and interrelationships of
’ members' are mmnslc to it. In*Reevaluating the Concept of Group,* Beth
Blumenmch and Bari Lynn Polonsky argue thntlthe’ term group is used too
arbitrarily and ambiguously by most I'o]kloris;s, xnr’ that folkloric items are not
shared by”all *members of a group (13). Their sliggesged solution is‘to change the
approach to folk groups; however, a study such as this is an alternative solution,

nnd ulxo xn ity to test the mption that the folklore of a group is

shared by all its members ’ . G

_A brief biography ‘and charcter gketch of each f_irst and second level group

member; plete with a di ion of how he is percei by theothers and how

he relates to_them, follows. ¢ After Ll:ns the,.w:ll be sonie nna.lysls of third level

membershlp Befnre these begin, a few general stntements are in order. Except

Ior A.lex. all group members were born between 1962 snd 1964, A.nd except for |

~" Philip, they all live wit'!un a fifteen minute walk of one another, although not-

.. iy in the same neighbowhood. Ted, Richard, Mike and Gmh"mw up
* pear Churclull Square, snd Klrk Alex and Nelsan on a semi-suburban street
) J About 8 mile nwnﬂfom the’ olhers Each member except Garth has one or two

N . slbhngs Most of thelr parents hnvz mlddle-clnss, professional careers.
i ‘. First Level Members’ ‘
” Michael Knox

Michael Knox's’ parents ue from the maritimes of Canada, but. he grew up in St.

“John’s, except for & ye:;spent in Cn.mbndge, England, in 1971. Between-1981
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and 1985 Michael sgent each autdmn and winter studying for a BA in Ontario,
am‘i is mow v‘]‘oing “a Masters ‘degre¢ in International Rel#tions at an Ivy League
university. He has plans for a PhD.

Michael is quiet and reserved wjih most people. Dave Nelson recalls that
when they {irs° met, *Michael was a bit shyer at the time, not shy ... but he
didn't quite hdve the do:niunnt personalities that me and Ted did* (SHi2a).
Nonetheless, he has always exuded an aura of confidence and self-sufficiency and
can be ;;uite as talkative and assertive as anybody else within this group. Richard
sees Mike as one of the‘ErBup leaders by :irtue of his qualities of *® quickness® and
“smartness® (SH8a). Nelson admits that he is difficult to tease: *You can't get
Michael on the go as.easily [as most people] ... You can’t bug Mike cause he's too

srvrt, he gets too many comebacks* lSHl?B): ) %
< .

Michiel describes himse]f as very competitive:— as a boy he had to make a

conscious effort to be less so with his friends -- and ambitious. His friends observe

the effect of these qualities on his behaviour with a measure of admiration. For

example, Kirk comments:

1 suppose the one who really knows his stuff aboyt music is Mike.
Ab, hé has a formidable record collection, he really gets into what's
behind the music. And he's always seemed that way ... he [always]
appeared to have a good grasp of modern music. (SH10s)

*Michael is an expert not only concerning music but also concerning another group
collecting passion, science fiction; *Mike was the one who was most into that, but
everybody else ésught onto it* (Kirk, SH10b). He is keenly interested .in politics
and military history, and able to argue about these subjects for hours on end:

‘_Mike is perceived_as having an exgeplional vocabulary: *Mike knows more words.
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than all }our of us [pres'euti put together® (Phil, SH20b). On the whole, Michael
is very intense about his interests and tho}ough in acquiring knowledge about
them. ’ ’ ‘

" Even though he is closer to this group of friends than to anybody else
(except, :now, his xirlfriend)-, Michael prefers not to confide in them: *I never talk
about’ personal things muck anyway, I keep everything in myself ... That's just
my way of dealing® (SH22b). ‘Mike stresses that this should not imply a lack of

trust for his friends, and he told them so dire;:tly when the issue arose with them

once. They appeared to be pting of Mike's self-restraint, a quality which

most of them share. Kirk describes. Mike as easygoing, and

compassionate, qualities to be valued in any friend. e

One of the core lr;embers of this g‘m‘l‘ip, Michael holds strong links with éach.
of th“a other membe}s:. He’is uni‘qu; ‘m’be'igg c_los'e‘ to all of them. Garth and
Richard were e:;ch personal friends’ of his before the group coalesced. Ted l;ld he .
wre the first to war-game tujgether, and did so the most intensely. ‘Wl;en Kirk
first met Mike and Ted they were op_emting as 'n team in a wa.r:gamt, he and
Nelson being Ih;ir 6p]56:itio|‘1, and he viewed them as bein’g very similar to one
another:. 1 did link them together but over the years [I realised] ... that they are
-;e y different people® (smoi:), This perception ch@ged as Kirk discover‘ed ;gat‘
hig interests nnti goals were similar w'Michgel's. Michael's relationship with
Nélson has l.lw.nys.been especially compemive., both in their g;aming and their
conversstion. He has only socialized with Philip _md Alex d\lring the past four
years or so, but he does so on ; w‘zry regular basis in the summers when he is at |

home. | He and Phil presently share one of the closest relationships within the”
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Ted. Spencer
Ted Spencer was born in St. John's to parents who had also grown up in-this city.

He did an engineering degree at an Ontario military college between 1981 and

1985, summering with the A}my Reserve mainland Canada. Before this he, like

the-bthers, attended at M ial University of N d (MUN) for a year.

Upon graduation Ted joined the army and married a woman whom he had met
3 i L

during his training. The wedding took place in the summer of 1985, on the

mmnlund

Ted has always been the tallest member of the group. He has been active in"

various school teams as well as informal neighbourhood games over the years, nnd
the sport he was most mvolved in was basketball, which he conhnued to play
until the spring of 1984. Perhaps Ted was too enthusiastic.a player for his own
good, for on repeated occasions he was forced to spend weeks in a leg cast. Now
his knee requird surgery and he will not be able to participate in team sports
anymore. T&d accepts this situation with characteristic good cheer.-

' Itis di[(;cult.bo desc_ribe Ted, because he has only paid two brjef visits home
since this study began, and he was previously very shy and reserved with women.

He himself admits that *I hated girls up until grade ten ... I was a‘late bloomer, I

guess® (SHOb). The infpFession I have gleaned from my bservations and thos; of

group members, is that Ted deals fairly with his friends, is somewhat conserv:t_ivn
in outlook, intelligent and well-read, although not an intellectual, and highly

committed to and creative about his interests. Kirk portrays Ted as follows:
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He always goes all out ... in whatever he does. He's very good at it
‘too, usually, as a result...Ted was extremely creative, that‘
amazing ... [because] he'is xort of a solid military engineering type ..

. came through really strongly in D and D ... he/spent hours and hours
on campaigns, and he made them really good, and he DM'd them really
well. (SH10a, ll\a)

When Ted gets intensely involved in hing, like gaming, Dung
4 .
and Dragons or basketball, he becomes a very assertive and dominant player.
The others respect him for his interest and ability, while finding his weaknesses

endearing.

Everyone borrows money off Ted, no-one bothers- to ;‘;ay him back.
Ted's téo gullible, oh he's gullible ... Michael took a Pink Floyd record
off Ted had it for about three years ... Ted always forgets everything.
He forgets people have [his stuff]. (Nelson, SH13a) «/u
Another trait Ted is known l‘or is his susceptability to teasing: *As Michael says, I
believe, Ted ls 50 buggable" (Kirk, SHl7b) One oft-cited example of the

group's. teasing of Ted, is thut they used.to pretend to ‘scorn his favorite rock

.group, Pink Flay;i, nnd show boredom with the classical ‘music which he liked

before they ever did. Much to his chngrin on return visits, Ted discovered that
once he had left, the uthers began to apenly collect and’ en]oy this music.

Ted is also known within the group for amassing possessions, most notably,

his vast collection of war-gaming paraphernalia. G ing on his eclectic book

collection, which contains many duplicate volumes. Mike says of him that:

Thing 'is, he has 56 much money, he just hys reilly strange
things ... [but] he doesn't care about posswlons really, w you believe
iﬂ (SHZlu) i

An mcnient whu:h demonnrata both Ted's mtensxty and his lack of eoncern for

his pqssuslons, is reenlled in group legend as the Ant Wara:

v
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He used to burn his models ... as part of what he called the Ant
| Wars ... He had piles and piles of stuff, so he could afford to be sort of
be a bit destructive, I suppose. -And ah, with some, of his older
equipment and ah, infantrymen, pe‘d go out. And there was this anthill
at the back -- maybe I shouldn't describe this, cou]d be embarrassing.

No, I think he told me a bit about it himaelf.

Okay, well. This was when he was very young, when he was about
eleven or twelve I suppose. And sh, he had these rudimentary rules
figured out. And there wag this giant anthill on the back of the Spencer
residence, and um, I gue::‘hey didn't like the ant}/unywny so he was
doing the family a favour getting rid of some of them.

He'd go out with a hammer and box of matches, and he'd set up his
troops and his tanks and advance on the anthill. And ah, he'd have
rules so that the tanks fired -- only had a certain number of rounds they
could fire, and every tank shot was, was a hammer knock on the

. ground, usually squashing an ant or something. And he also had' rules
whereby the ants and the infantry had flame-tlirowets, and’ of course
the flame-throwers were matches. So he’d burn an ant, or he'd smoke
out an anthill‘or whatever. (Maybe he wouldn’t actually burn af ant,

% okay I'm exsfggerating. But he'd certainly chase them away or terrorize
" them.) Anyway, and for riflé shots he'd just have light hammer blows,
- so that's the way it was done. » A °

And the ants could have their revenge of course, by crawling all over i

the stuff. And if they did that, thén he’d burn the tank that was

crawled over, and ah -- or he'd-burn the men that were crawled over.

And that was sort of the way the war went ... Anyway, that's the sort

of weird things we got up to. (SH10a) o

Ted’s name wa.'s continually on his friend’s lips when they received the
astounding news of his wedding engagement. On the one hand, they found his
marriage plans t"ypical}ﬁis total committment to his interests. On the other
- hand, the facts that he had paid s;m;t attention to women in the past, that he is

the first of theit nmﬁlber. to take this step, and that in, doing so he is rudignlly ‘
’ altering. his future plans, all cause them some alarm. They &t first expressed \'

antagonism towards the fiancée and scepli’qism as to Ted's possible i:nppiness in

the future he had chosen for himself. In their_ canverxations,they expressed

-
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concern for Ted ~peugmlly. This was naturally coupled with a covert concern for
the futll‘re of the group and his membership in it. Several scholars have noted
that adolescent peer groups gn:r-lly disintegrate when their mggnbers become
seriously involved in courtship and mn}ril_qe (S.N. Eisenstadt, From Generation
+ to_Generation 111; Kitwood 170; John M. Reisman 123). Thus,-euch fears are
justified. Only Richard was outspoken enough to question Ted directly on his
decision, and he was unusually tactful in doing so. The b;hnviour of the others is

d by Michael's that %it's not my place to give nd;vicg" (FNe8,

“11/3/85). Ted is their friend and therefore they support him; ‘mosl of. them
attended the wedding, and Mike and Richard were ushers.

Ted is one of the core. members of this'group. He was & member from the

earliest days, the most- enthusiastic collector of gaming anda
: - ’

very absorbed war-gamer, and has been described’ as *the prime mover* for .

Dungeons and Dragons (Kirk, SHI0b). The only memberu he does not know well
are Phil and A!ex, who became active members l.lur he left for university. The
ones he is closest to are Mike, Richard and Ngbon: Ted and Mike always teamed
up in vn{lr-gun, and were bound together as boys by a ml\llll" interest in
and model-making. Their university educati \mflfem both to the

d regularly if not freq: ntl With‘ Richard, he has

“ same town, where they
kept \lp a steady corrupondence stemming from Richard's years at boarding
lchool an mshmnon which intrigued Ted. Both of thom speak: of being able to
commumma well together. Ted says, *I can talk best with Richard out of

‘\evurybody, 1 thlqk' (SHOs). His‘ﬁlntionship with Nelson, by contrast, is marked
by I;oquent dib?utu: *Nelson And’ 1 were always the fiery ones, we'd always be at
each other's throas® (SH9b). '
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David Nelson

burb 1ehbourhood h

removed from those of

Nelson grew. up in a
Mike and Ted, but close enough to be in the same school zone. He is a part-time
student at MUN, and a full-time airport worker, a job he enjoys for its monetary

rewards and travel opportunities.- Dave Nelso is almost invariably referred to by,

his surname within the group; slthough ng#/not by outsiders. Alex comments phat

ﬁe has to remind himself to ask for *Pfave® when phoning him at home (SH16b).
. Mxke once found occmnn to scold hu mother for addressmg Nelson by hls
sumame, she had never heard him called _snything else, but Mike felt |t
inappropriate for somebody of the pnrentsl generation to us, thlsnsunl form. He
will therefore be referred to as Nelm_n throughout éhis study,
Nelson has the most forceful and colourful personality of anyone in the

group, md‘the otheu find him endlessly fascinatil *He's very i ic, you™

know, in a very strange way"® (Alex, SH16b). Garth describes him well:

\,) Nelson is someone we constantb" talk about. He's ah -- I guésQ Nelson

is our shared humour {ll). He is very funny as a person, the things he
does” are very funny, um ... There are times when myself dnd Michael
and Whitney, say, are downtown, and basically, the whole evening what
we talk about is Nelson ... I think all of us are a little amazed by him,
really ... & .

What can you say about him? Can you describe him a bit for. me?-

Nelson is a, somebody who professes to be xeally conservative, and I
think it may once have been true but it's no longer It's, it's sort of &
joke with him now. Um, but he's. really interested in manipulating
people simply for the sake of it. Not necessarily with any kind of real
objective, but just for the ... satisfaction of successfully directing other
people’s actions. . Um, he will engage in the most complicated intrigues
over who is going to pay for the next beer ... where he can not only
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afford to pay for the'next beer, but he probably will pay for the one
after that. But it gives him satisfaction to have these big intrigues over
essentially nothing, nothing harmful. But to have these big intrigues,
manipulate people, and just see how people act. He loves doing that
and he's very good at it. He, he really. hasn't been doing that much
lately, but he used to do it to us’all the time. And um, amazingly
enough - you know, we'd invariably discover this afterwards but we
never seemed to realise it at the time. He really is very good at it.

We can nll\gee Nelson possibly being a very scary charismatic leader,
sothetime in the distant future. None of us will take him seriously
nnymore, but I'm sure masses of the world's population could. Yeah,
we're sort of puzzled by Nelson, we talk about him a lot. He's very,
very smart in some ways but not in others. But he's really scarily smart
in some ways. (SHSb) - ' -

Nelson dcpicts himself as a competitive person who likes to dominate and
win srguments and games, and hds the tenacity to d; so. Other members of the
group others are quite aware of these traits. ‘Richard states that Nelson has good
ideas but difﬁr;ulty cémmm;ica‘ting tl;emlfSHEn), and Nelson himself ddmits”that
h; "c‘nn't Arti&hte very. .well at all* (SH29b). There is similar conc‘nr;enee on’ .

the suggestion that, although interested in world politics and military history, he

. i3 less knowledgable and less well-read on these subjects than some o} ';hé others.

And yet he is ack ledged as an extremel ful debator.” *Oh, he’s a

brilliant arguer, although he doesn't khow anything, it's incredible ... he just
keeps lenpmg I‘rom point to point® (Mnchul SH21b). Nelson H potency is largely

due to his nb)lty to irritate, mock orasitis commonly termed within the group,
% w

. He‘s sort of & devious type of personality ... He loves kicking uwp a
. fuss ... (1) He gets a demonic pleasure out of having people pissed off at
him .. But I don't think he does any of it-with malice. (SH9a)

bug the others. 'l‘ed one of his pnme tugets says that:

~.

It is generally admitted that Nelson can triumph over any other group member in

“an Argum\ent, no matter what his expertise on the topic. F&- example, Mike has a
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large vocabulary and an impressive knowledge of the Vietnam War, yet Nelson

has

little farther along Mike will be a world authority on Vietnam, but Dave will still
be able to beat him in an argument on Vietnam. However ludicrous.the argument
technique may be, Mike will still be reduced to mush when the argument is over®

(Phil, SH29a).*

Nelson, whether purp: 1 or not, is an ding], person. He

. also possesses considerable charisma and leadership ability. This is exemplified in
his quick rise to power in his discipline's student society, of Whicil\ is now
president. He suted that 'the renlly smart people ... know I'm full of it ... [but
the younger ones especmlly] go for me en masse' (SH29b). When Phil heard him
say this, he pointed out that Nelson is respected even by those who *see through®
him: *you do it with such incredible gxpertﬁe' (SH20b). *

- Nelson perceives himself as emotionally ine_xpmssive, “fits of anger® Leing
his chosen outlet (SH14a). He admits to"l;u;'ing a *ferocious® temper when he
appears to be losing a competition. Nonetheless, he has the ability to remain coot'

when the others attempt to’tease him: *I don't let anything bother me® (SH13b).

Paradoxically, he is the most critically forthright ol'fih_em all in discussing himself *

and the others. This alarms them; *I find sometimes you're incredibly honest
about everything, to an annoying extent® (Phil, SH28b).
When Nelson is present he is likely to be at the centre of group activity, and

when he is not a certain proportion of the conversation is bound to concern him.
&

M5ee page 142 for a fuller discussion of Nelson's abilities and effect.

ished him in concerning Vietnam. *I imagine a -
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He also influences his friends in deeper ways: Mike states that *Nelson played an
amazing influence in our lives* (SH28a), and kjrk remarks that '.a(l.er knowing
him for awhile it’s very hard not to ... resemble him in many respects ... Some of
it has rubbed off on me, so to n;' (SH10b). This is especially evident in certain

phrases and i which they have picked up from him

and whicl; they call Nelsonisma (to be discussed in Chapter Four). -

Nelson has always been very active in sports. His interest began when he
played baseball :nd other sports with mighbnurhoog,children, including Kirk and
Alex Hastings. Nelson believes that he developzd better skills and a more
competitive spirit whel_l playing with his older brother’s friends. In recent years ,
he has played on university tnm‘;md other, o’ﬂcinlly sponsored teams in softball,
football, rugby, cu}ling and hockey. \Oniy lately, llowever,. has he done much
socializing with the other players. Because of this he spends less time with his old
frien;lship group, who have very little inle;ust in team sports. He is most active

in sports in the summer, but in the winter an equal amount of his spare time is

devoted to the student society of which he is presi 'Nelsan spends relati ly
little time at his studies. .

Nelson continues to have a lively relationship with most of. the other group
members. As inti‘mnud earlier in this chapter, he and Mike are very competitive
and argumentative. This utlrted.ﬁith their days of war-gaming on opposing sides.
Now, Mike wryly admits, *when I get to arguing with Nelson I automatically take _
up a contrary position® (SH22a). Ndson gives a more detailed description of their

reactions, to each other below:
B e
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As we argue, I go from slight]; right and.he's slightly centre

left ... but as we argue we get more radical ... So we start off, [for
example,on the topic of| whether the Americans should.be giving arms
to some - say, Israel.... by the time we're finished an hour later, he's
arguing that the Americans aré imperialist pigs, and I'm arguing that
we should nuke the Russians immediately, you know, all-out war right
away and win ‘while we have the chance. And it just goes, like just --
voom! We drove - we drive each other to the extremes. (SH13b)

Nelson recognizes that his outlook does not actually differ a great deal from
Michael’s, and certainly their shared political interests have drawn‘them closer.
They have also liked the same sort of music all along; *a lot of my musical
influence was from Michnel'_he says (SH12b). c
With" Ted, Nelson has always had an even more manifestly competitive '

relationship. % w3y
We were quite willing to scream and yell at each other for hours on

end to hive one man move up half an inch [in war-gaming] ... The roof 4
s was raised. And we got on each other's nerves all the time ... He got to,
the point where I was so good at badgering him, I could-just go in, in
five minutes time ... he'd just go, *Oh, leave mé alone!® Just, don't
even say a thing, just sort of stare at him for a bit. Make a couple of .
comments about his shirt. And that'd be it, he'd fly off the head, total
despair. (Nelson, SH29b) .

It is an accepted fact within the group that Ted is the one most susceptible Lo
=
Nelson's gibes. He does have a little ammunition in return, however, as Kirk’

describes it:

Ted and Nélson used to get fairly ah, peeved at each other, and Ted
would always go, *Ta, ta Nelson,” and ah] used to irritate’Nelson.
And ... Nelson used to say ,.. *Cry, Spencer, cry.® (SH11a) _

Thus the pair has _trndition_nl teasing expréssions for each other. ‘nay‘ appear :
paradoxical that Nelson asserts that ®"one of the greatest.bonds we have in this
group is between me and Ted* (SH290b). This bond has been forged by their

- . . e
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private relationship, which is frank, close and' confiding. The others are not fooled
by their d7isplay of hostility toward each other in public; they are aware that it is
m’ore of an entertaining performance than anything else. L.

Nelson has known Alex and Kirk Hastings longer than other group
members, due to the fact that the three were Lnemhers of an earlier, loosely-tied,
neighbourhood group. When the three discovered a xh‘/nrtd. interest in certa;n
music, they Begnn to have sessions of listening to and discussing albums, sessions
which did not interest the other neighbourhood children. When Nelson and Kirk,
and to a lesser extent Alex, started war-gaming, their friendship was affirmed.
Both brothers consider Nelson a close friend even though they see less of him
these days. . =

Nélson-has never been as close to Garth o Rich;rd as to sofie’of the oth‘ers,‘

 but he neVertheless considers them to_be his firm friends. “The gfowth of his
friendship with Phil has been” described earlier in. this chapter. ){e filled an

important gap left in Nelson's social life by the absence of Ted and Michael.

Kirk Hucﬁv;g- ‘
Kirk Hsszinp'ia British, énd spent his early childhood in England, but lis family
has lived across the street from the Nelsons since he was a ymu;g.jgy. His
younger brother Alex is also s group member. Kirk has ax‘x Honolf;s in history
from MUN, and is now cbmyeting a Masters in Soviet Studies at an On;nrio
University, During his summers as n; unde;grsdunte, he participated in the
< % .

Canadian Naval Reserve.
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Kirk is the quietest personality in the group, and he is perceived as such,
although Phil feels that his naval experience has made him *a lot less retiring®
(SH1a). Kirk is at the centre of the group, one of its four core members, but he is
not one of its lexders. .P'or example, Nelson ou.ce commented without resentment
that he d{es not take the initiative in organizing social ‘ccasions for group
members (SH27b). Like Ted, Kirk is a favorite target for teasing within the
group; "Kirk.is one person who gets up his hackles* (Richard, SHef). However,
his reaction is far more su!ltle than Ted's, probably only oﬁervec‘i at, all because

they know him/w well. Hij brotherAlex describes his response to teasing:

He's fot aggressive, he isn't, not at all ... He doesn't tease, he doesn’t
irritate, he doesn’t do anything like that. He'll just sit back and take it
v and nut/sny a thing. O just laugh and make a comment. (SH¥7b)
The fact that Kirk is not highly talkative or delwralive does not prevent
him from having a firm position within the group. Two aspects of his image are
’
described below:
1 remember when I first met you, Kirk ... carrying books around, you

were always looking busy and scholarly. And I wag right, you were
scholarly, Kirk. (Phil, SH27a) g P

Kirk gives off lhe’i_mage . [of] . folky-archaéologist type, you know,
downtown apartment, living-alone type guy. (Nelsdn, SH29a) -

Thus, Kirk is seen s a scholarly and independéht person. Implicit in these

s
chargcterizntim_u is the strong respect the others have for Kirk. ; He is knownl to
be very well-re‘ud, with considerable expertise on the USSR. His usual behaviour

is to listen to the others converse and then quietly. make an sstute, decisive

which th hly imp! them. *Kirk reads a lot. When Kirk says
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something, you know it's backed up by years of ... wisdom ... No-one argues with

him® (Mike, SH21b).

If someone’s having an argument, Kirk can usually come in with the
last word and settle it all. Everyone's *Wow!* ... Kirk come in on
& somebody’s side, that , it's been decided ... People joke “about it, 1
don’t know whether it's true or not ... He's very quiet but when he says
. _something, it means a lot and that’s it. (Philip, SH3b)

\

Philip is aware that there may be a difference between Kirk's actual behaviour
and the group’s perce?tion of it.!® Kirk has other int.erests and skills: he plays
the violin and has plrti"cipsnd in ﬁzighbou;hood sﬂoru over the years.

Kirk is very dimrenf from his brother and except for their association
to&ether in this group, the two ledd quite independent lives. It was through
Nelson that Kirk met ﬁha.olhéﬁ .in the group, and Kirk feels that Nelson has
affected his personality over the years. When he first met Ted and Michael, Kirk

-
regarded them as very different from himself, but since then:

We've evolved very similarly — or we've had very similar experiences.
“And that, you know, is bound to lmng ~ to converge- people’s
perspectives. (SH10b)
This is especjally true of his relationship with Mike, for they are following a
- similar academic route. Wheréas he used to be closer to Nelson than anybody
7 . :
else, he now feels most compatible with Mike: *I{’s very odd, I don’t know
whether it's personality or something, but I feel A lot-closer to him than before®

(SH10b). Kirk marvels at this because they actually see rather less of each other

these dl;’l, being seldom in St. John's at the same time.. He did see a great deal

15pon later consideration g« this comment, Philip thought it important to add that this

usually happened in the context of an argument between Mike and Nelson, and that it was -
brought to his atteftion by Nelson.
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of Philip as an undegg‘mduate, *so [.know him extremely well* (SHI0b). Thus
Kirk is closest to Mike, Philip and Nelson, and carries on a friendly social
interaction with all the others as well:
. 2
Second Level Members
Richard White
Richard White comes from a St. John's family, and grew up within a fow blocks
‘ of most other group members. Between the ages of fourteen and eighteen Richard
attended bonrdin‘? scho’ol on the maidland, living at home for only about three
months out of each yea‘r. Mter working at a da!{ce bar and then a retail store for
a I'gw. years, Richard now lives near downtown and is studying for a commerc‘e
degree; he'is very inferested in going into business. Richard's friends are
impresseﬁ at his i)ersevering interest in this line of study and career. In lhe,
ordinary gun of things, he is viewed as 'rid‘icnlously ambitious® (Michael, SHla),"
alwx';ys enthusiastic about some new scheme which usually does not work out.

., Richard appears to be an incongruous personniity within the group, his

several points of difference being accepted only with much comment. Unlike the

others, except Gar\th,' he smokes cigarettes. He is by far the most open member of
the group, always quite willing to talk about himself, his feelings, and what he
thinks of the others. As Alex says, thi's can be 'sl?ghtly irrimingf and
embarrassing (sx-xaa'.), but his friends have become so used to his behaviour that

they tolerate personal comments from him far more tham from -anybody elsé.
4 .

Furth “his op: invites from them too, and the following

statement of Michael's wag echoed by some of the ofhers: *I'm a lot more open

PR
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with Richard than almost anybody élse. Cause he tells me everythmg, l tell him*
(SH22b). Richard therefore has a special value for his closest friends. LA

A few years ago, Richard confided something to the members of this group
which startled them greatly: Richard had realised tifat he is a homosexual, and
had decided to *come out of the closet® about it. At first this was kept a secret
while he and they got used tOAth.e}iden, but since then he has become open and
even public about the fact that he is gay. To Richard, this is the only

appropmte response:

l‘ve kind of come out and said, "Okay, this-is what I am, I have
certain needs that have to be fulﬁlled . No-one in the group talks
about sex except me, I think. (SH8a)
Perhaps if the others had had to make such s difficult re-deffhition of themselves
for one another,” thgy would also be able to take the extra step of being more open
about their personal problems ‘and feclings. Since this is not so, the}; find
¢
R‘if:lnvd's frequent and deliberate mention of ‘his sexuality a little embarrassing.

They are not “alienated however, and on the whole Richard is pleased with their

long-term reaction:

We're still all friends.” They mak® jokes about it Tbey feel that I'm
comfortable enough that they can tease me about . Michael put it
quite well once; he ... told me I have the most sordld sex life of anyone
be knew (Il) ... Phil Whitney said to me a couple of weeks ago ~ I
mentioned that ah, I'd met, a nice young man — Phil said, *You're
always meeting nice young menl(ll) Every time I talk to you, you've
met a nice young man® ... The only advice he gives me is to mend my
evil ways. Which, I laugh at that. (SH8s, b)

Studies have shown that when men m; better informed about homosexuality, they—
- form more positive attitudes about it and even begin to feel mdre comfortable '

with their own masculinity (Stephen F. Morin and Ellen M. Garfinkle 42-43).
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e - L) Richard"s future plans are very conventional. In five or six years when his
career is well under way, he hopes .zc meet somebody he can settle down with and
have a stable family life. He is unhappily aware-that this is difficulf: for gay men
tachieve, ‘ _

Richard was never as interested in war-gaming 8s the others, and nltbou‘gh
he was enthusiastic about Du‘ngeana and Dmgoh he was absent much of the
time it was being played. In recern years he has been duw‘g\ away from the grm;p
into a different sort Sr social life from the others by virtue of being gay. For these ’
reasons, he has never been as deeply involved in the group as some of the others.

However, as he explains below, he is very close to two of it§ core members,

Michael and Ted. ) .
y . . .
Ted's very important to me ... I know how he feels about my life-
style, but ... when I was away at boarding school, I'd always come back .

and go over and see Ted, we'd sit down and we'd have a good -- some
really good talks ... and then when Ted was away, he'd come back and
+ we'd have some really good-talks... We're very much slike,- we went
through a lot of the same headspace, and dealt wifh'it in the same ways
. a lot of the time ... I reslise that more and more now, the older I get.
Um, Michael's very important too ... You see Michael's always been
my friend, we've always been friends..If I have a problem or
something likethat, then I tell Michael. Sometimes I don't tell him
quite as quickly as he’d like. Like last year ... when I was fired from the 5
Speakeduy, um, I waited til Thursday night to tell him ... I was given
my warning on Tuesday, and I remember him saying then, *Why did
you wait to tell me?®* And I don't know why I waited, I just — I didn" t
want to bother anyone ..¢
And I told him the ,happy things, I mean like when I got my
promotion, I called up here Saturday night and [ said, *Wow, guess
«what happened to me!* And I'm sure [ called up and told him when I
got my job at Club Maz after having been unemployed for a month and
a half, and oh other things. (SH7b)

Richard communicates especially well with Alex and Phil, this*loseness being of &



. ' 83+

recent rather than a longstanding n;ture, "Both mentioned l}equenz, long

conversations with him at Kibitzers, a downtown bar which was a group favorite

for a tim;. 2 o

<.
Garth Ramaeey » *

Garth Ramsey is an only child of American parents, whose childhood was spent

alternately ‘between England and St. John's. Garth was always near the u;p of

his class; *he's a marvel. Apparently at [his old high school] they still talk about

him* (Kir!(,, Sl;llob). ter completing an Honours BA at MUN, he has gone on

todoa Mn;tern in archaeology in Alberta. His summers for the past several years ‘
. have been spent on various archaeologi¢al digs. Even though Garth thomug'hly
. enjoys his chosen field, he would much rather it did not separate o ik

from the people e cares about, He has mme\very good friends i St. John's, not

only within this group. ~!-lis association with the ’group has always been irregular,

for he has ®lots of other interests and éoes “around with other people®. (Michwl.

SHis).

. -
Kirk remembers Garth entering the group on Michael’s sporisorship, taking

on an individualistic role from the b

The very first time he came to a war-game... all the equipment
which had been *shot up® during the war-game, and all the *men® who
had been so-called *killed,* these figures were.given to Garth, and he
was in charge of the *Army of the Dead® ... He'd just sit around and
set it up, and sort of look menacing with it. . (SH10a)

Garth possesses a stereo and a huge album collection. He has had a very strong

influence on the others' musical tastes, and they all frequently visited him, to talk
5 ! .




and listen to his latest acquisitions.

64

In-Richard’s view, Garth has become more

interesting and sociable as he aged and is now a "very nice, very educated, civil

young man® (SH7a). He tells an anecdote of meeting him by chance after Garth
ps 3

had retyrned from his first semester in Alberta:

Richard is not the only one to admire Garth's iniights and skill with words. The

Garth has a very interesting outlook, he does have a good sense of
humour. I remember meeting, him actually, last December he got hqun
and ah, by chance I was wlﬂlkmg down Water Street and he was going
to the thmg Admiral. *Garth! Wow!* And ah, so we kind of
*Hello,” and I mentioned how strange it was that everyone was going
off to do their plang that they had originally meant to do, and here I
was kind of sitting at home not really sure what I was going to do, at
home. And Garth said, *Well, we've all been foolish enough to ‘ah, go
on with our original plans, (Il) whereas you've had the sense to stop and
look at it." Which I must say made me feel better. (SH8a)

foll g y gives a gdod indication of their attitude toward him.'¢
Phil If Garth says it, it must be true I think.

Kirk - He is, he is the Great Garth. He doesn't like to be
. called that ... . * 7

Philip Nelson coined that as well, the Great Garth. That's’

when, Nelson and I used to ... try to hang around, go
into Garth's house and bug him.

Nelson Yeah.

Phil He used to try to stop us from coming-into his house,
but we always would. (ll)

Nelson o We'd just come to listen to the words of wisdom he
had to say for the night.

Phil . He'd keep us on the doorstep for awhile, Nelson and I

would ]nst stand there, evenuully he would have to
askusin. (I) ¢

161 should be noted that Garth's idel, mentioned here, was devised during the Falklands

when Britain was pitted against Argentina, the capitol of which is Buenos Aries.

/

War,
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Susan Why would he try lo kéep you out?
Phil - -~ Oh, I don't know. He)was busy writing wmethi;; o
And NeJson and T werest 1) .
Kirk Garth is more removed [than Mike]. 1 mean be has to
= be. It's just the —
Phil Greatness.
Kirk . Yes, exactly.
" Phil ... We don't often come across silly things that Garth
does or says.
- v
Nelson Garth is much more right-wing than Mike ... Garth

had a big theory that if we [nuked Buenos Aries] and
all of & sudden apologized, and said, *Oh, it was just
an overreaction_ ... *

Phil [sarcastically] *We got upset and a few million people
got killed, I hope you can forgwe us® ()
(H21b) ’ . -

‘The group memben Garth feels closest to are Mnhlzl :.nd Nelson; like Rlclurd e

be is not a core member but is close to some core members. Glﬂh has been
friends vm.h Rlelnrd for a long time, ako. His xehlmnshlp mth the other
members can be summed up in Ted's words: * consider him {G\Iﬂh] a good Iriend
but I don't see him much at all* (SHOa)

_ Prilip wm'cnq:/ ’
Philip Whitney was borfl in England, but he hu lived in St. John's since the bge .

of ten, ina honsu somewhat removed from othel mumber 's hnmﬁ Heis pm!ntly .

compleﬂng a Masters of Blmnm Adlmnumtlon at MUN. Phil conslden himgelf

to be verymmservnhve, moreso than he would like; he admits that he doeu not
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take chances very often, or live for the moment, even though he values

He

e is well d, frugal and iti Phil is very particular
about his I"riynds, and partly for this reason he was somewhat, of a loner between
the time his family moved to N_ew!oundland and the semester he was befriended

by Nelson.

I went to a very small school full of Pentecostals and other funny
people that I I mean, I had friends but nobody that really was on the
same wavelength as me there, (SH2a)

His outlook and interests, such as the music he favoured, set him apart from the
others. ’

Like other British schoolboys, Phil collected model soldiers: *I had the
biggest collection of Airfiz soldiers in the neighbourhood ... [but] When you come
out here there’s nobtgtjy else to play war-games [with]® lSHZSn), He did not meet
this groﬁp until they had pa.ss:pd tl;e wsr-g'm:ning phase, ‘I;ut perhaps the nhn}ed
interest, a.lbeitvnot dominant by then, helped créate a bond. Certaiply it was
related to the Dungeons and- Dragons piaying which did introduce Phil’ to:the
group.

Phil met Nelson at MUN and through him the rest of the group. He turned
out to be‘except;onn.lly compatible with the others ‘n worldview, sen;e of humour,
and interests, The others enjoy his sarcastic aanking style and his wry wit.
Richard remembers his early impression of Phil, lor. ed when they played D and

) D to;ethe'r‘t *Here was this rAthel;‘ quiet person who'd sit at the end of the tx_ble.
and every now'n‘nd then make a fuﬁny staternent® (5H7n). Although Phil got
along well with the others from the begfnning wit:h minimal i;zitial discomfort,

there was sn initiation perﬂ. a process of '. ion o group dard

Nelson was later to tease him:




It took me six months to make [you] sensible. (1I) Me had some good
really, but a lot of bad really too. [You liked] Socialism ... Your whole
outlook on life was a bit different. (SH27b)

Phil quickly becamgq a group member. Richard speaks for them all when he says:
ooy .

"he's one of the group. We all accept him for what he is; Phil's’a weird guy.

He's great, I like him® (SH8a). Phil values this group companionship even when

the activities th hold little ion for him: *Phil always follows the

crowd, he's known for that® (Nelson, Sﬂ\ljn).

Despite_ the fact that Phil scarcely knows Ted, a core member, he is very
~much one of xroui), He is in the paradoxical situation of heil‘:g an é{ﬁ;med
member despite scarcely knowing one of tlze core members. This is only possible
because he is very close to the other core members He was sponsored into the
group by Nelson, who made a point of mtmdncmg him to the Hastings @n-oﬁhers
because of their shared British bmkground 17 Both of them aré close to Phll nnw,
and uacmhze with him a good deal. ,Nelson also takes pleuure in. bemg partly
responslble for Phil's friendship with Michael: .

1) introduced him ‘to Michael, and of course now they're really good

.. [Iriends. They actually now tie in together closer than I would with

. either one of them. They.grew together, they grew perfect for each

other ... Michael and Whitney are probably the closest two now, when
Mlchael ishere. (SH12b)

-On :nother occasion, Nelson teaslngly accused Philip of imitating Michael in
various respects cnllmg hlm a Mlke clone 'Everythlng Mike wrmm, wears, or
does is just perfect ... [svery&hmg] that Mike says'is jl)xst'greut with Phil* (SH27b). -
T They find it bighly smusing that Nelson is forever introduclng thein to peopld with British

accents
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This is an exaggeration; Mike's statement that they share an "ideal way of

drm‘i;x;g and liv_ing and stuff, style* (SH1a) is perhaps a more accurate portrayal
of their friendship. ’

As for Phil's relationship with the other two members, he frequently
socializes with Richard but seldom with Garth.

Alez Hastings 5
Being Kirk's. youngep brother, Algx Hastings had an early life similar to Kirk's.
He became a s{ndent at MUN when he finished school, majoring in philosophy,

and in the summers working at a daycare centre. Alex took a year off to work in

London and travel through Europe, because he wanted to knB\W\( more about the .

_world outside of St. John's; he believed himself to be 6verly ®innocent and nni‘ve'-
' . e

about other places (SH18a).
-

When the others speak of Alex, the adjectives which they frequently, albeit

jokingly, use are nice and §ood. Since his ‘travels, Alex has become a practising
B\lddhist,‘tskinz a stance of socin‘lism, non-violence and vegetarianism. Alex is
genuinely ethical and charming, but his friend:s.fprofe’ss cynicism about the true
depth of all his new belefs and values. " They all like to tease Alex about bis
Vgoodnm. For example, after Alex had declared that he "loves everyone,* Nelson
once goaded Alex into telling him to *bug off’, wh;r;upon he replied *there you
go, you don’t like-me now, do ya?®-(SHI3a; see the full nl;rative on page 140).
Another example i:?e time that Michael discovered Alex abseptmindedly
mutilating grass from a lnwn‘ one _dai and gav‘a him & lectiire on the cruelty of
destroying” harmless living tl’ﬂng@s (FN37, 8/8/84). Sometimes the others

/

A
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RN
deliberately provoker Alex with"ohcrugeous statements, but lie is aware of what
they are doing and he manages to ignore them much of the time. Like his
brother, he does not regiprocate ‘teuing: *I don’t do that (1), 'm no fun* (SH17b).

Nevertheless, Alex sees himself as an assertive person who periodically and

thoroughly argues hia‘point of view. L~

I don’t talk very much ... Sometimes when they're talking I get into
it, but most of the-time I sit back and drink (1)..listen, make a -
comment once in awhile ... [But] I';m a lot more aggressive, and my
beliefs are a lot more aggressive ¥¢han Kirk’s| ... When I start talking,
it's kind of like-a spurtnd I talk for half an hour, you know (I), and
then I'm quiet for awhile. (SH17a)

Like Nelson, Alex’s arguments seldom ‘have great factual b_uix, He argues for his
ideals fegardless of reality, because "certain things should stand regardless of
what's going on now® (SH17a). According to Philip, Alex's style is to
*sutomatically disner;' with ma;y statements:

He usually disagrees in- such'a nice way as well. Any opinion you .
make, he. comes out with' - he- disagrees with very nice reasons, and
you're really very .nasty for disagreeing with him (1. [you might say]

*I don't llke that person,® and Alex says, "I like him 2] Tot.* (SH3b)
Whereas the group respects Kirk's statements for having s firm factual basis, it
rupects Alex® arguments for his ldenhsm

Alex knew of the group before he joined it, through Kirk. He was ingerested
in war-gaming but, as Michael- puts it,”kirk kept him out ... big brothers are
always. like that® (SH1a). As they grew up however, the few years difference in
age mattered less and lui,_ and when Alex proved himself to be.a good D and D

~
. “player, he was gradually welcomed into the group.

-—
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Because of his affectionate nature, Alex gets along well with all members of
the group. He shares the longest friendships with Kirk and Nelson, having known
them before the group’s formation. When in town, he socializes most frequéntly
w/ith Mike and Phil. He also sees Richard regularly and gets along particularly
well with him, ,being the most liberal-minded and tolerant group member.
pi -~

Because they hiave been seldom in town since he joined, Alex is not as well

acquainted with Garth or Ted. ‘Alex also has many other friends.

Thir‘d Level Members

Most of the third level or peripheral members are other males who have
played Dungeons and Dragons with-the group at some point, but whose “playing
style did not suit its standards and who were ‘therefore covertly exclud_ed as soon

a3 was expedient. Earlier, there were some who joined in on s few war-games but

did not collect '\equi‘pment assiduously enough to kedp up. Most of these people

were,neve} seriously considered to be part of the group, afthmlgh they may have
been candidates™ for membership at some puznt. Tl;ree ;{' them hn;l so much
contact with the group, however, that they ought tp be discussed in some depth.
These have been ﬁxentioned in the group history already: Paul Goldberg, Stuart
Ames, and George Henderson.

Paul Goldberg differs from the first nn;i secox;d level group members in
several ways, ’ He is not WASP; he js a champion chess-player; I}e attended a
French university for his undergraduate degree so as to become bilingual; and he
is presently engaged in graduate .work in the sciences in California. Because of his

exceptional intellectual skills Paul has always preferred to associate with ‘people ~
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older than himself, and he is a few years younger than the rflembers of this group.
This used to cause himn some difficulties because.he was not as socially mature as
his‘ friends, and unusual” to begin with. Paul has_a strong [riendship bond with
Ted and Michael and gets along with most ol’ the others. However, all of them
find him irritating at times and a coupie simply avoid him. Nelson explains the

situation from his point of view:

Paul is a part of the group but I don’t get along with Paul very well,
5o therefore I don't consider him part of the group. (SH12a)

Paal introduced D and D to the group and played it with them for ;lx months or
0, after which he grew bored of the game and stopped. Because of his friex;dship
with Michael aggh Ted, and because he knew the cthers, Paul continued to
sociul'gze with them irregularly. )

The other two peripheral' members deserving attention can be discussed as a )
pair. Stnart\;‘ and George met the group when they estabjished the Creative
Gaming Society at MUN. _This-was certainly a p:p-;ﬂm move with group
members, . and their playing style was approv;d enough that‘they were even
invited - to join Ted's campaign. However,r their style jarred a liitle; Stuart

*wouldn't play particularly sensibly . )\mdidn't fit in with the way the rest of us

played® (Kirk, SH283; see page 232 for fuller di: i For the few y h:
the group continued to D and»l_)_ )lt}er meeting Stuart and George, their playing
style was tolerated. The pair came along on trips "around the bay.* When the

: ‘group's gaming st.c;pp;d, ‘the socializing-also ended and now they seldom meet.

Othier peripheral members are ;;irlfriends, but there have no; been many of 3

these until very recently. For the most part, no member other than the one going
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" out with .her seems to know a girliriend well at all.  Michael's statement

4

Nelson's girlfriend applies g ly:  *His girlfriend’s part of a

different ;raup .. him and his girlfriend don't really do things with us* (SHla).
The fecling is that however compatible, no, girlfriend has the appropriate
background, the ha‘.:ztory and gaming interests to fully participate in the group.
Although most members do not openly admit it, they have purposely excluded

females from the group throughout its history.

Summary

This friendship group evolved from a set of childhood associations to an
activity-centred group of young males who met through pnren!;, school, and each
other. ;lt\hough they did not grow up in the same neighbourhood, they were
drawn togethe(‘by their common interests, first in model-making and war-gaming, -

-and later in Dunyzarﬁ and Dragons. They also socializéd outside of their

gaming, and canlgue éo do so,now that circumstances prevent gaming.

The eight mex'nber; of -this group exhibit a certain homogeneity: they are all

males of similar age, they are all WASPS, they are all university-educated. Each
7

shares experi h teristics and behaviours with all or some of the other
group b Each is perceived as having a distincti lity within the
group.

@




~C.I:\apter 3
/ Group Character .
-~ . &
! - The character and identity of a ﬁ'Wndahip group are functions of the

roles and fonships of its members, and of the history of

R experience they share. This identity is further shaped by factors of homogeneity

among members and i’y their perceptions of themselves as a'group. These
dlements will be considered inthe ensving diseussion of tFe character of this -
- youyg male group. First of all, the members’ percepcmn of the group .identity wnll
be discussed in relation to the resenrchers observations and relevant acholaﬂy ) -

literature. ‘This wnll be l’ollowed by annlyses of. the nsture of their fnendshlp,, .

masculinity as one ol‘ the most ml'luenml ele énts of thelr shnred xdenmy, and ©

s i finally, the manner in which members dlstlngmsh\themselves from outsiders.
4 s . r

Group Identity .
Like mo/s}‘ othet friendship groups but unlike the majority of folk groups

which huve”be‘en studied, this group has no name for itself. The explanation for

this Taek lies in ~the fact that it js an informal grow, casul’apd T .

\Jrninstilu/tionalhed b‘y‘ prefgrene'e. Nevertheléss, theré- is a patent group identity.

y * Group' bers see th 1ves as unusual, di"el;ent'fmm’moﬁ‘t of the
b " poseh somebow dif
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~people arpund them. *Eccentric would be 3 good word fo ;iescribe us ... The
things we talk about, the way we tallf nb’out them, unique kind of sense of
bumour, in-jokes that floyrish* (Phil,"SH2a). Phil also comments that to jo‘in this
group, one must “be slightly eccentric, kind of eccentric or [h;vingl a bit of
nuttiness* (SH2b). The faowgthat Phil joined rather later than the others made

them all aware of some elusive quality which most outsiders to the group do not

share. - ‘1\
- .

* I think having Phil there points to something that -- its sort of a
“common underlying mentality almost, cause he fitted in so well and yet .
he joined after so much’else had gone on, after Ted had actually
left ... His joining, his friendship* with us seemed to indicate there. was
somethmg deeper there (Kirk, SH10b)

This something decper is mecessary before any group can btgin to generate its
own folklore. Consider, for example, Leary's statement about the formation of

the group culture gxe studied: -

With increased knowledge, communication became more .condensed:
terse expressions now served. in place of longer explanations. The
students had i ideas ing rules, roles, and
situations.  They had, ‘Cg:m disparate elements, forped a fledging
culture. At this pmn& nmportanlly for the folklorist, play became
possible. (27) i By

The something deefer referred to by Kirk and the emergence of a culture
delineated;by Leary both direct us to the concept of worldview. A wor_h{view is
the sej. of cognitive patterns by means of which the members of a‘culmre perceive
and exﬁerience the worid and theirL plage in it (Toelken 225; Dund‘cs, *Thinking
Alxead" 69). Evexy culture and;subcultul:e has a dlstmcuve worldvmw, although
many . of these ‘v‘vorldvxews are closely\related Fol_klore is a good source for

learning ;baut ‘a culture’s wdtldyttw because it oftén _makes the principles and
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themes-of this worldview explicit (Dundes 70). These are rarely otherwise
articulated, being assumed to be basic éneu of reality by the pnr;icipmtsim the
_ culture. Dundes suggests the term folk ideas to mesan 'lndmona.l notions that a
group of p:ple bave about the nature of man, cl the world, md of man’ 's life‘in
the w_orld,' which are expruscd in a variety of folklore genresbut have no fixed
und;}lyin; forms k-mx Ideas* 95). People tend to speak of *the world® as

though lhere were one, ﬁxed definable reality, when in fact there are as many -

’ dl!ferenl reu.lllles as there are di Retlny ‘u“ dent on
v 7 We need to believe that there is a deﬁnable reality of which we have some
understandmg, because the uncermmty of chaos is mpossnble to live with.

. ¢ Thzrefore we create cultures, wuhm which the members share a worldvnew, a

reality, and support one anather’ s behef in an orderly world. .
Analogous to the cqncepl of worldéiew is Thomas S. Kuhn's theory of the
20 : u‘ienliﬁc‘ parudfpm, expressed in his classic work, Ti)e Structure of Scientific
Revolutions. Kuhn's purpose’ is to show that the hisla;y of sc‘ie_nce is not a

- cumulative process as it has previously been viewed; nth‘er, it is a series of .

different _paradigms, each considered by the discipline which espouses it as
. ¢ vk
] plete aid final, - A paradigm i s set of stapdards and knowledge which a

¢« “discipline expouq’dl 'nnd uses, and which is basic to the under&undink of all

‘ members of the d’iniplinlry group: Mefhbers cani ‘assume that the‘}' all share a

v

k il “ of this aradi and therefore need not explain certain things to one
' P J

= anolher. Subduclplmu havu lhelr own - variations of the main paradigms. The

rulu ol a Pll’ldl‘m are eovm and never conselolul}: considered exgep! during
periods of ¢hange from one paradigm lo another, when. they are much debated.

N
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One paradigm is never rejected until a new one is found; it is prerequisite to

intellectual perception of the world.  Kuhn's paradigm is essentially a narrowed

b h

concept of worldview, and his di ion of groups of history
can be generalized to other groups. Every group has a paradigm, and it is this
shared, t"ak‘en-(or-gunted knowledge which' is the basis of folklore. The scientists
Kuhn describes are a folk group, ‘and the patterns they evidence are parallelled in

other folk groups. lee the parudlgm, the worldview 8 assumed by ¢ group

member to be known to all uther members, and lherefore doeq not req\urc

explannlioh. The worldviews of spbculmres are variations on the Worldview of a

“dominant culture, People are only made awate of the existence of fhis worldview.

. which retains more traditional culture than.most other parts.of

" John's culture has much in common with mainstream North

culture. The fact remains, however, that the diménaiom

as a version of \:éality, rather than reality itself, when tl § are exposed _to
differing worldviews. Cultural change, like discipliu_nry chagge, occasions heated
debate and leaves many group members behfnd, resisting thfe alterations to their
wurldview Nabody can function without a worldview; it [is humanity's 'v‘uy of

perceiving the world,

The worldview of group members i 15 not only shaped by\the group, but also

v by its cultural ci?ntext, This Wc of Western, more|specifically North

American and Canadian, .culture. It is situated in Newfoundand, a province *

However, only three of the eight members are from native Newfoufidland families,
and even these are lhorou‘ghly established in St. John's, the provipcisl capital, St.

erican urban

Newfoundland ct;utinue to be such that even the most *modern® grbups evidence

tradition in- -
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strongly traditional patterns. This is true everywhere'tz; varying extents. Urban
and cultur: have oheneeen percewed a3 opposing constructs by scholars. Louis
Wuth a pioneer urban socmlog\st suggested in 1938 that cities reduce intimacy
. and break down traditions (363-366). - Wirthian views have been seriously
'ch.nenged Kwever; ’cm.c Herbert Gans has pointed out. that a variety of
subcultures and diverse hle—styles flourish in the urbm setting (191-193) In the

search for urban folklore, with. such

4 k 1070s folklorists. began- to

stu as Richard Dorson's Land of the

3§ { R. Pagter's Urban Folklore from the Paperwork Emgire; Martin Laba's *Urban EI
Falklore‘,\\u Behavioural Approach;* and John Widdowson's *Oral History and )

ats; Alan Duqdu and Carl

Tradition in an Urban Setting." - The group under consideration is one among

many which, to paraphrase Laba, lives in its own definition of a my and has its
own strntegles for deahng with the urban environment (169). Some of these nre
discussed later in this ‘chaptér, in rela,hon to the group's de‘nlmgs with_outsiders.

The members and most. of their parents have university educations and are

middle or upper-middle c]ass They are all whm Anglo-Saxon Protestants from*

Anghcnn families, nlthough they do not consclousb' practise this religion or permlt

‘ it to hold Tmuch slgmﬁclnce in their lives.'® There is a strong British m.ﬂuence, ’

fiVﬁ of the kronp/members hnvinq lived for ext.ended .periods in_Engl‘md. All

these factors contribute to compatible outlooks on life, a shared worldview.

. The similar backgrounds of-this groups' members is typical among friends.

0Odd Ramsdy ‘poinuv out thft nltho‘ugh friend:hip choioe appears spon‘t{l’:eoua, it N &

18%here aro qualficatiods to be made on this poiat, Ted bas married & Catholie woman sad

t formally converted to her religion to do so.. Phlllpl tamily is duvout even thoﬂxh be is not. Alex
1 s apractising Buddhhl
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has a c;ertu?n predictability (16). Like L-hooses lil{e; friendship is .generally

ho " Aristotle that friends *have common tastes and like to

be together® (213). Plato asserts that friendship between opposites seldom
succeeds, but between people who are similar it is likely to be 'géntle and mutunal

.} throughout life* (228). John M. Reisman finds that people’s friends tend to be of

comparable age, 'status, sex, ch .,. friendliness, and aphi

/ ~(u8). . : Lo . 3

In the course of the interviev\'euh member made a few désc‘riptive

“statements about this grgup. Many of these are assertions about things they do
not do. They do not gossip or talk very much sbout women or sex together,
although some of them adrhit to bhaving such conversations with other friends.
Richard A\the only one who talks about sex to the others, upon his own initiative
and without encouragement. They seldom get inebriated together; Mnke, for *
example, i)rel'era exotic, expensive drinks. It is unusual for & Western*male group ) -~
not to indulge in much sexual banter and drunkenness {Léary 220). A;;other way

in which the group dlﬂers from the norm is identified by Garth: § ! 4

One thing as a group that we do not. Jo much at all -- and this has
f probably shown up - is simply sit down and consume some
medium ... There's always something else that we have to do, usually

ifivolving mnhng fun of what we see. (SH6b)

Media is used not so much for its own sake as for a source of hum+ur, Anothér, X
\ thing which this, groyp doeg not do is tell traditional, structured jokes oi\other

Fa " narratives. Kirk thinks that this group's humour: z . »
has taken.on a spetific brmd,-a .specific direction ..’T can't really

describe it offhand, " Eyery group. has a sort of weird -- well, not weird

but offbeat — style. ° hich}ozher people don't ... catch onto.. Cause
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W
that's what really gives the group its identity. 'If other people could
understand that easily: then, you know, the group would sort of lose
itself. (SH10b) s

While the members' talk avoids persbnal matters, it is very liv’e]y and there

is a great deal of it. Apart trem the ‘occasional tennis game or hlke, no physical

activity occurs wuhm the context of the groups &

We prefer ta think and talk rather than n’io things. I think it's fairly
obvious from the type of people we are, I suppose Phil is the one *
extreme of that, {Kirk, SH11a)
Several members- are very physlcally active on an mdmdlml basis, but when
' together they prefer to express themselvu verbally, svmdlﬁ physical contact or
exuberance. They like to appear neat and clean and occasionally well-drfssed,
but.not \lnusual‘ in any way, »
‘This discussion is no\g the only part of the present study concerned with
group “identity, for all group folklpre contributes to group identity. Richard
Bauman asserts that’ "fo‘lklera is a function of shared identity,” and is the basis

upon which one group distinguishes. itself from another (*Differential Identity®

32)/ Identity is constructed over time and requires shared definitions. Alan

ndes suggests that folklore is the most important vehicle for the communication.

of a group's ;ymbols: of identity (*Defining Idedtity through Folklora." 150).

Thus, the sﬁxdy of a group's folklore reveals its identity. .
Two of the most important defining characteristics of this mﬁre that it
is based on friendship and that it is exclusively male, ‘

e : ‘
C




Friendship

Because this group defines itself as a collection of friends, it is important to
understand what its members believe friendship ‘to be. In the first private
interview wnth each group member; I asked him to define friendship and (Ive

some idea of whn he thmks !nmdslup mvolvu for him. The initial response was

in most cqu to plead i lgnonnce, for they have never cnnsldered this sulueet. very.

deeply Eventually each thought of somethmg “to say on the lubject and there

were some very mnghﬂul contributions. B

There is a belief among the members of this group that people who spend a )

good deal of time together are'likely to become friends, or as Alex\pllt it, the
more people communicate with one another, the closer they become (SH15a). Ted
points out that people may be very different from each other, but become bonded

after surviving a stressful experience together (SﬂDn).“’ Kirk suggests that

common experielncu shared over & lo;g period of time creates a similarity among ’

p&@mu which leads to closeness:

1 think it has a lot to do with common experiences, and going through
the' same ‘sorts of stresses’ or éxperiences together, and .gradually
building up the same sort of perspective to the other person because

- your life has been the same, essentially. (SH10b)

Kirk also states llnt friendships between \people with similar philosophies are

y likely to develop quickly, which "stems‘from the fact that they 've' been through

similar expenencu ... [albeit] aepnnely (SHiDb) In the same vein, Michael llm

shared mterata, ‘humour and | style as ary toa

friendship relnioluhlp (SHlA).

“Shnﬂuly. respondants to  Psychology Today- friendship survey suggest that sharlag

mm. npukle leapecially life crises, often bonds people (Pul« et al. 45).

.4 % 5
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Although friendship is generally reckoned to be a voluntary or achieved £
relationship, it is acknowledged by some scholars t5 arise from associations about
which the participants have little or no choice. Reisman points ?ut that
friendship is often found in situations’ where people chance to have frequent

.
contact (81)." Similarly, Kaspar Naegele states that to varying extents, impersonal

‘;el‘ntions yield personnl ones (234). Nevertheless, I‘riendship is acknowledged to be

pecullarly separate from other mmtutmns of society (Yehudi Cohen, *Patterns of

Friend: ‘ 351; Eisenstadt, l"" endshi and che Structure of Tnlst' 143). This '
is nol ‘an accidental separntlon for, in our society at least, people desu'e to keep
thelr fnendshlp private und free of *the competitive public sector® (Robert Paine,
“An Explomory Analysis® 137). “Thus the following paradox: the members ofy
this group chanced to meet through family and educational institutions, but once
they had chosen to become friends, they kept the resultant group carefully

separate from these insti infl P ibed, dardiz culture

. by (ormnl instituti quently ‘provides the- settmg for mformal

. events, such as the deve]upment of:a friendship. It can be said that !nendslnps s

develop in the ‘interatices, or informal nooks and crannies, of formal institutions.
Related to the notion of friendship srising from similar or shared
experiences, is. the idea. that it is at least partly based on' shared activities, and
shared interests in ‘thas'e\nctivities. Gsrhing, lisianing to music, and conve}sing are
f_nvorizu activities for tl;e members of this group. Nevertheless, Richard denies
tl:nt these are essenf_ibl to their Ir‘ifndship:
Our interaction didn't centre around Dungeons and ‘Dragons

snymore than it centres around bars ... [It - centres nmundl our
friendship. We're friends, thatslll thereubole (SHSa)
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Richard’s c N a typical rel to discuss friendship, which

is widely viewed as a tabooed, sacrosanct topic. Perhaps because friendship is so

significant, people would rather accept jt as a given than ques‘tion it. .
) By its i very, nature, friendship pes ‘Openness among its partidipants.

Intimacy is. a universal ch istic of fri hi (D.ouvnn
and Adelson.l75; DuiBois 17; Naegele 236; Paine, *An Exploratory Analysis® 120;
Rams8y 12; Réismn‘n 128) However, intimncy‘itsell isrsometimes confused with
the dupluy of mtlmncy, as when Robeﬂ. A. Lew:s descnbes xt asa combmuhon of
verbsl sharmg and physmal affection (108). " (See also Jessie Runner 431; Francis -
Bacon 81). This approach vdoes not nllt_)wJor the ‘existenge of intimacy without_
display, such as is found within this group. Eric Berne ‘suggesls that covert

relanonshlp games are the next best thing to "the rnre lruc intimacy (Games

Peogle Plnx 19); perhaps these can be interpreted instead as an nlternanve form

of expressing intimacy. The members of this group are very reserved about

personal maite;s, but even they ackdowledge the importance of being able to

confide in one another:

“ ¥ .

I guess a friend is somebody that, whether or Dot you do, you could
talk to, -You know them well enough, they know you well enough.,
Therg/! ah,"whether or not you ever talk about heart-rending matiers
and what—not, um, you know each other well enough that you could.
(Garth, SH5b) *

Sometimes the confidence is merely a remark whlch cannot bear much pubhcn},

and requnres the understnndmg\and,ducrmon Qf a [riend as listener. Nelson

" explains that one's friends are: ~

the people that you can more openly talk to, such as cr‘np on other
people on the team who aren’t pulling their weight. You won't openly
g ) 4

’
"




_confined to expresswn through games;

83

do it, but with your little group of friends you can do it, feel a bit more
comfortable. Or you can say to [one of them]..*You did it
mrong® ... I can yell at, them about anything, sort of ;.. you know,
everyone is not afraid to say what they think is going on and, [there’s a]
sort of openness going gn between people. (SH12a)

Nelmn and Richard both feel free to openly criticize théir friends to their faces,
but not all the others do In one interview, Mike, Alex and Phil agréed that
n]tho\lgh a jokmg insult is quite: acceptable, serious criticism should always be
‘avoided (SH23a).

) bifferent subcnl‘.llral groups-vary greatly as to the manner and amount of
“their expressions of in‘timncy‘ Even chougﬁ they ‘;ecognize Itl;e impertance of
inﬁmac’y‘, the n;embers. of - this_group tend to avoid its displﬁy._- This is ot
unusual, and some scholars bemoan‘ the fact that such avoids.nce is excessive in
our- society. "Society frowns upon candldnas, except in prigacy; good sense
kriows that lt can always be abused; nnd [part of our psyche] fears it becsuse of
the unmaskmg which it involves® (Berne, Games Peog]e Play 172). Related to

Berne's theory is Lewis' statement that male intimacy in our culture is usually N

'—, ithout a'game to play, men usually do

ot relate well togather® (.Ds) A member of the group exphcltly sates his

adherence to this view:

People say. it's healthy and everytln'g [to be open about yourself’],
but I have never - I don't trust people that.much ... knowledge is
power ... It's something that they [the confident] know about you, that

. not everybody else knows, and it's an advantage for them ... you don't
have to give anybody snything. (Phil, SH4a) .

Simlhrly, ‘Abrahams states tliat wo;ds are cummox\ly seen as very powerful and

dunxerous, and that theralore peopls guard care!ully agnmst gossnp about

. P . e
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themselves (*A Performance-Centred Approach to Gossip® 292). In the
ico;nmunityrhe studied, Abrahams found that friends were chosen with
consideration of their discretion, and that not even they were fully trusted to keep *
confidences secre‘t (202). Men - are expected to be especially Ainexpre_ss'n;e and
therefore are less emotionally intimate with their friends than v;ith women
(Douvan and Adelson 194; Marc Fasteau 7 Marlene }‘Alackg 163; Joseph Pleck
140) Thu is partly. due to homophobla (Fasteau H/ Lewm 112; Morin nnd.‘ 7
Garfinkle 41).

The members of this group beheve that friendship involves responsi|

‘which X the trust and di i necessary before conﬁdmg can oceur.
~.
N d di

. Friendship also entails

ﬂmcﬁn, ympathy, love, and
J(Alex, SH15a). Yet by theif behaviour, it would appear that most group members

prefer to be independent, and to lean on one another as little as possible.
-

Friendships where, which are really based on ... two people who see
each other as someone they. ¢an talk to about problems ... don’t tend to
last because ‘almost invariably onme of the people ... becomes more
secure, less needful of the relationship. ‘And it doesn't tend to last. Orde

~ person benefits, and the thing usually ends before the other pe(son
benefits. (Garth, SH5b)

+ Similarly, the members believe that loyalty should exist but that it need not be
tested. Nelson asserts that he would willing’ly join a fight to defend )is friends, if
necessary: "I wouldn't hesitate to belp them, eveil if it meant me getting hurt

nalso' (snim Scholars also view loymy 'and trust as essential to friendship (see
Robert Brain 18; Dz;uvan and Adelson 176; Eisenstadt, *Friendship and the

n
Str},ctme of Trust® 144; Naegele 243; Plato 118). N
B . o L] J i °
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The members’ ideas about friendship relate to the nature of their shared
bond. They share not only past experiences, but also backgrounds, values,
interests and ;‘onls. Their taste in humour and desire for personal discretion
coincide., They trust one another. According to their own definitions, these
people are friends.

Scholarly and popular defi nmons of friendship overlap bnt do not coincide
wit!x this group's percepuons‘ Philosophers  and poets view friendship '

idealistically. For examplg, Cicero defines it as *a complete accord onall subjects

h\‘xman and divine, joined ‘:ith mutual good will and ‘affection® (quoted in

R

//9;)4/ Aristotle considers friendship ®necessary to the good life ... in itself
a good and beautiful thing® (203), and describes the supreme friendship as
per fect, wherein friends are equals who love each other and wish ;anch other well
for their own sakes (208). Susan Polis Schitz’s. collection, The Language of
Friendshig‘ y ct;ntuins “more such idealistic. evaluations‘ of friendship.
Ethnographers, on the  other hand, ‘describe friendship more objectively,
sometimes so clinically as to disregard its aﬂect\ve content nltogether AR .

. Rndcllﬂ'e-Brown defines friendship as the obllg;tlon not to dmplay hoshllty (107).

dship relationshis

based on

Several scholnrs have ed typologxes of Tri
the closeness of the bond involved (see Aristotle 207-208; John Reisman 2-11). A

servicable system of me ing and ' izing friendships is probably i

to deﬂse,_ however. C;n DuBois designs an alternative evaluative upproacil in
her comparative study. of fr‘iendship patterns. She proposes a cross-cul‘tnml model
ofl[riendship'bnsed on a‘ st;t of five dimensions: volﬁptsry and preferential;
‘aipresslve‘ and instrumeﬁtul (as poles of & ‘cuntinm'lm); dyadic or polyadic;

g o
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intimate; and mutable versus durable (17-18). Thus she(in icates the parameters

of the fri ip relationship without subjectively deli it.

With DuBois' model, this group's friendship can be described s a durable,
polyadic friendship, with an underlying but seldom—expressed' intimacy. The
friendship s polyadic but contains dyadic relationships within it. It is voiuntx)vy,
and therefore achieved, in that every m;mber has the freedom to leave, but with
some shidbwings of an ascribed lrelationsh'ip in that no'one menmber has chosen
every other member individually as a rg‘iend; rather, ha’nccepts thenrslt-ayfriends ’
by virtue of their group membership. The expressiveness of this group usually *
comes through in Tts folklore rather tha; in/ direct communication, agd the
friendship is instrumental in that it provides social opportunities, but members do
help.one aqother in numerous ways as a matter of course. Thus the hjendship of
this geoup: ailnoar s ‘sentis of ke sontunin batween viesexpreasive ot
instrumental poles. 2

A few of the elements from DuBois' model warrant extended discussion. To

begin with, although this friendship group has endured for oyell a decade, it has

chang‘e’d during this time,-and-the members.are : i ‘ to be separated by the

" distances of Canada. However, as Elizabeth A. Bott points out, even when one

does not see an old friend for long periods of time, she/he may continue to be
important *in giving #sense of the continuity of one's identity® (Bott 298).
T E

Respond to the inentioned Psychology Toddy questionnaire state that

most of their close fri in

d or at uni ;,, and endure

despite geographical removes; 97% of respondents have friends they seldom see,

(Parlee et al. 54,113).

2

P
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While DuBois acknowledges that friendship may be polyadic,’ mnny scholars
descnbe it as necessarily dyadlc (see Brain 206 Paine, "An Exploratory Analysis®
126; Eric Wolf 12)." There is emphasis in the literature on thesbest friend. Brain
g;;tes ;hat groups aid survival ‘and provide emotional satisl’actifm, but are mot

very significant in"terms of interpersonal relationships (187-188}.. Paine ‘argues

” i .
+ that friendship cannot develop' within a group, since relationships are not a matter
-

7" of choice and members canttot show itism (*An Exploratory Analysis® 133).
Yet within - this “group interpersonal dyadic relftions are very important,” as

7 demonstrated in the previous chapter.. The group can be deseribed as having two
levels in this respect: that of groupness,and xII this entails, and thst of
mzerpersonnl relmons The latter level can be seen ‘as a collec}lon of dyads, but

it is more than this, l‘or each is inflaenced by the whole In his article *The

Crowd: Friendship Groups in a Newf d Diitport,* Ronald Schwartz shows

the significance of polyadic friendships for a certain small community. Here the
emic term crowd refers to groups bonded mainly -by fnendslnp, and secondarily by
kmslup. ne)ghbourhood age, . nnd/or occupation (83). These groups function

throughout various stages of the life-span (88-81).’ Dyadic relations are thought to..

the social order

threaten ind

idualjs their ‘strong ional ties
(92). Polyadic relations, on the,other hand, are experienced as stable and

d they *"entail liged obligati and embody fundamental social

values® (92)." The members of tixis group .are also fiercely individualistic, as is’

p d in their ¢ ition among th . They too are wary of emotionnl

ties. Unless these !nctors change they tbo are hkely to want to retain their g'roup

I‘rlendshlp
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The pa.rticipa:nts in rriendship'kre commonly- of the ‘same sex; snd many ..

- people, including scholars, sssume that cross-sex friendship. is impossible: This
; ) “follows lro;n the fnct thal. fnends tend to be ahke in lmpq:tnnt wnys Mnckie
_states thal. platonic cross-sex relahonshlps seldom last in our “society becnuso

people do not beheve in their possi ility (164). This is predicsable, consldprfng
N . ¥ \ S B v 7

the cultural &ivisious between the sexes. E:rcldaive friendship, having 1he'grentv.-st L
»

degree of mtlmcy, can only oceur betweeh same-sex eq\la.ls, nccordlnq t/o DuBo

althomgh clpu {nends mny be of the opposne sex (18} This pomt is depnhble. -
accordmg w whether one a!cnbes to’ the xdea that a sexual relahanshlp is a
l’nendshxp or noz + Several members of this group have s smgle femate compamon o

to whom they are, especially close; but they do not share & hlgh degree of mumacy 3

with any other women:

J There are qualitative dxf{erences bgtween mens and wome'ns h;[emlshlps, o

Mackle shows“hatvthe former, s actlvlty ‘and conversation about ncnvu.y, lhe

latter exprt i a;!d o about lationshi (153)“1 hns onen hucﬁ\

‘observed that men's lneudshxp groups tend to be larger than women’: s, Pleek ¥

- admits that male lnen‘dshlps lack the emotloxml ra,pport of Lheu I’emule-

counterparts, and goes so {ar as to state lhae men do not Value their !nen ‘hlps f
[ d . very hxghly con%ed to womien (149). On the “other. hnnd DuBms sugggsts Lhnl :
” T

= male friendship is considered relatively strong, free, and moblle (27), “In 2 West

Indian community, s;udled by Abrahamsnfnendshlp was somethmg engaged in

y', pnmanly by. young men as part of their rebelhon from famnly nnd the home

(‘A Perf "entred A h to Gossl]f‘mmnj Stanley . g

| b , Brandes, with reference to- homnphobm, makes & very mslghtful ntntem;(nt about

» : . g . L




male fneﬁﬂup .9there 15 an mheréntly amblvalent qunlny td close mnle

l‘nendshxps wherever they are {cund' and [this] ambwslence is ovcrcome thmugh )

leasmg and ptxnk-plsymg “ofoné type or nnother' (213). Brandes hns dlscovemd

one of the feasons why humaur i¥'so central to the male fnendshlp group 1

The l'nendslup of this group is probabk snmllar in character to that of mnny

other young, male l‘nendslnp gronps in Western souety However, Yt should be

kept in mmd thng friendship'is culturally dlverse Yehndl Cohen links friendship

lype to social structure Accordmg to Cohen oiir_society has an 'mdlvldlmted

s
g—ronp bouds and weak family nes ('Patterns of Friendship* 353) The sort of
5 l'nendshlp whlch dommales such a-society is z:pcdx:nl wherein pnrtlclpnnw are
motivated by gamhll pnrposes and dissolve the relationship when these needs are
no- longer met (353). Cohen! generalization - clearly dues not hold [or the group
under dlscussmu Pame, on the o;her hand; Iands ‘middle-class friendship becausc
it is ind dent of cultural instil 4 und “takes care. of our affective needs

!
_ tolerably well* (*An Expioratory Analysis* 122). DuBois als6 sees friendshib in

urban society -in a—positive - light, pointing out that large communities are

ccnd\lswe to close [nendshlps, smﬁe they provnde the opportunity to mteract wnh .

a range\or e /\ lity types (23). Brai 1-0bs erves that there is no formal, ntual

—elément to friendship in modern society-(9), and therefére *friends in our- culture
o R - X . VD

are left to find their own symbols and make up their own rituals?® - private

jokes, special greetings, nicknames, regular meetings® (108). As will be shown in

20The term. ritual has a.narrower meaning within lolklo‘mhcs, applying to more elaborate
customs than those megtioned by Brain. The term folHloré is more approplate n this context,

nal structure,' characcenzed by an emphasis on personal economlc gain, loose -
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the “following chapter, this is exactly’w‘hat this group has donme. Similarly, i

psychologist Steve Duck suggests that the private sharing—of cultural elements-

between friends is one of the ;ex/mons why friends are appreciated, and'that daily
life is bnilt more upqn such ‘culture than upon brodder culture (17).  Non-
!olklonsts who study friendship and small groups continually ‘allude to the
expressive behaviours inherent in these construf;ﬂ,‘ withogt iﬁtually describing or

nnnlysing‘ them. . ! . - '

isauen of Muculln]ty
Tlns gronp pgssesses many of 1 the attributes' of male groups in general but

expreﬁsu them in.a dmmcuve pattern all lts/ow( 5

lcal Icr adolescent peer g—roups to be monosexual but these. gronps

commonly dlsmtegrnte “as. th'n- members mnun-e, "become career-onented and

begln serious dating (Ensenstadt “"From Generstmn to Genera'.mn lll Kltwood

170; Reisman 123; Ernest A. Smith 114; Peter W)llmott 41). Kitwood states that

a minority o{ adolescents stay with their monosexua] peer groups beédause they as

g
yet lnck the social skills necessary to move beyond them (17(]) The perception _

among academics is thn; adolescénts who retain their monosexual peer gmup
membership are engug‘m g In aevlnut behaviour. Schwartz dlsputes this idea wnth

“rhis observmon thnt some friendship groups “persist ‘even when their. pamcnpxmm

mature and hle-stylu change'| (85—87) This is cermnly tbe cue for the present

group as well. ‘If such a pattern is devunt at all, it is nonelheleu a recagmzsble
one wnl,hm Westem culture, and not so much a reﬂectmn ul menbers’ inadequacy

.asof a alﬂerent speed and style of socml development. '




Males-and females in our Asociét'y are not jtaught to rcgn‘rd one .nnothcr as peers
: .(‘Mackie 164). The adolescent monosexual elique holds norms of indifferenco and”
4 antagonism towards the opposite sex, and has the patentinl: to disruﬁt or delay -
‘ courtship relations of its meml;ers (Sinith 46-50). - In the .tmdlilihnal small-town
life of a-Spanish cbmmixni;_y, Brandes disc;vered that *men and women I'\:om all
social classels agree that sex-exclusive groups are more animated and re]axe‘d’thm
___are groups eomposed of both sexes' (98) ) o
There is a tendency l‘ar boys lo play< in Iarger, more complex and’

competmve gaming g'roups than girls (Mackie {57) These groups mvolve .

ggression and doi hi hies (Jean Stockard and Mmam M Johnson

. (_} 241) Studymg bdys in. Ea:!t London, Wﬂlmolt has tmmd that tbey generally form

g-roups of about six members in chlldhood pnd contmue to mteract intensely and
mformally throughout adolescence (22-27). Lenry charactenzes the typlcal male
group as occumng in a specml semng, |nvolv1ng dnnkmg and m‘oxlcauon,

dl 1 If.

i g 5 images, and, Ye_rbal

interaction which empmiz’es jok:’nig,rkiddin'g, pranks, insults, and obxnenity
(220).2' Mare Fasteau’ suggests that men prerer to meet in groups rnther than
‘dyads througholn thelr lives, so as to avoid deeply personal contact with one
O - another (partly” because of\\msle inexpressiveness and partly because of -
\/ homophohu) and to help prove thelr mascuhmty (18 67) It hns:een argued that .
o~ male g-roups protect men from women and lemlmmty, md encoursge the ,

"2y cary places this nq:ly) in an appendix and, dlnppomnn‘ly does litle to relate n o «h-
actyal character of the group B Q.s described.

“Monosexual groups are related to societal emphases upon gender difféfences. &
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and denigration of women (: 1 and Johnson 241) Txger has .

_ ohserved that male groups -have an element of mlsngyny (Tlger, 'Sex-Specnﬁc .

Fnendshlp' 48).

- . The vyoung men in tlm group resist the suggesnon that they have

Sy

dehbemtely ‘excluded womem”‘ Several of the members have pointed -out that

thelr shared aczwyzs 33 not appeal to most girl. Few females of their

i 5 Mqunmtunce are mterested in Dungzom and Draqons, none in war-gaming.

Gary Alan Fine explains the reasons for women’s lack of involvement in fantasy

' role-playing énmes\on three fron

2\
girl w o shared thelr mterests had come along at the nght llme, she would have

1 ‘ been welcomed into the group. Howeyer, when two girls, myself and a friend, did

joén ed's cnmpafgn at one point, tixey were viewed. negatively and . dénied

coopemtmr thhm the game, they. were soon s0 discouraged tlmt they dropped

’out, and their characters ‘were sub]ected to'| gruescme deaths. ~ (=
The rea.sons for, the exclumon of. wnmen are deeply embedded in Westem

: culturs a enltnre in which remala aré only beginning to pnrt\cnpnte in war nnd
\ 3 3

.

: culture — their fantasies are not-as concerned
3 T TR ;




politics; a culture in which exciting adventures are thongh'vff(}'hc a l;\ale domain;
a culture in which little boys and littie giFls are encoulr\nged to,di[lerel;ﬁe and
avoid *the opposite sex.* This group by its very nature cannot accept women s

- fnérnbers, even though all the members are, to varying extents,’ receptive'to

> feminist values. In order to do !t;, tl;ey would have to. redefine the group so much

- . .
. that it would lose_its past identity. They are beyond. the age of scorning and

avoiding girls and at the ‘age of courting them. Nevértheless, the‘y‘continue as - x

mentbers of a.male group, whose culture inevitably retains a childhood residue of -

d hasi s s el
, p on e .

In Western “society, male and femnle mle§ are, tradmonully seen 'as very,

) different, and even dpposed to'one another 2 Even 50, sex role dlﬂerenees hai

been overemphaslzéd' one study shows that lhere is a high correlutmn betWeen
attributes consldered very rem‘inme and very masculme (Michael V Cicone and

LA} Dmns M. Ruble -9) Thus, alth\mgh ‘we may believe that men and women‘are very - -

dlfferenf our ﬂeals for bozh comclde in many respects Ye& cultural beliefs in the -

differences are ‘mot to be P when the it id under .

< - %0
discussion_are those of a male peer group which has grown up together. Young

boys ga;n most of their ml‘armahon abut- sex roles from lhen‘ peers, who tend tc
provide an exaggeruted iniage of masculinity” (Ruth Hartley 459) i

* Masculine roles and stereotypes are. best placed on a conlinuum,rthu

ca . - h on certain attributes varying according to the sub ‘ulture and the scholar . . . -~

gd: pe! 5 sexual i y B
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X i 3. Balswnck and G Peek 354

Brandes 9; Robert Brannon 12; Fasteau 12; Alan Graebner 27; ‘Alan E. Gmss

82}-94, Alan M. eralmer 79; Robert A. Lewis 4; Peter N. Stéarns 27, 102-103). s

Some of - the expressions of these themes dre discussed in the introductory chapter

to this study. The mnnners in which these themes are expressed within this g'rgllp

will now be nnnlysed ) : . @ e

" ~ These males do not shov!}'. tendencies of being sézuully assertive, except for
the spet‘.inl case of Riéhard “As previously ﬂoted they scni'cely even talk about

G .v / v women Unzll very ‘recently tlmy hnve had little to"do thh womén socmlly( Tlus

is: not the 'typlénl' pattern portrayed by popular culture and socmlogml

: odr culture. The mem}ers of this gloup becnme fnends at an age when males of’

» then culture commonly eschewﬂe company of fema[es ‘and ‘they contmued to,

A
lmd the 1 groiip a rewsrdmg socml context later Lhnn the maj ontx of

N lltemture, altho\lgh as suggested- above lt nppems to be a regular psﬂem‘ ‘within .

._r‘

-

v

or enrly as other boys. Nor did they ever initiate a pattern of sexun] ‘banter,

. rather expressmg 2 fasudlous attitdde toward suoh cmdny. Tlns sltuanon has )

been ncceptable m them® because it has. many compensshons o When they

;, - *“eventually did begm to show an mLerest in women, it.was in their ar.hvmes with

‘outsiders. to the group that. they dld-sn_. Nelson, through}l}u membershlp, in-a

uni\‘rersity society, overcame. these 'dilﬁc\}lties "earlier - than the others, and

Hpetei- Narvdes bas ‘suggestéd that ‘the peaceful environment ‘of middlé-class; homes, which -

N provides an ‘sppropriate atmosphere for intellectial activity, aso decreases opportunities to meet .

= people of the oppollta sex. Working class boys, on the dther hand, have less comfortable homes
. and therefore prefer to socialize: *in the streets,* where they happen to have's opportunity to. .
meet .m. ‘Therefote they mature faster in this respect. (Personal-communie

their peers.24 A.s a result, they rhd not learn how,_ tq socialize with gubAeaslly;»




descrihes them as llows;’5

Although the,  guys won't admit it, ifs tr\le, they's n/acdnd to death [of .
women]. Ifa gﬂl came over downtown tonight, ah, dressed in anything
at all that's, yoti know,-a little bit done up, the guys would.all faint -

+ .. Althéugh it's probably getting, it's getting better, it's still there.
And it takes a lofig time to break. .And-it took a long timé¢ for me to -
break away from it..Tm sure deep down they'd all love Lo have’
girlfriends, they just don’t know How to do it.. (SH12a) :

* Probably both of these attitudes are present. : -

. The ‘attributes of dominance and: uwraaai&n : nreJ stressed by -g bup

,memhers, :ﬁ evidenced in the mainer in whlch theu- games nﬁd conversnﬁons are

conducted, and by some of their shnred hmaslea A teley one conversahon whleh ]

l had,thh Phll one dny jokingly hln'.s at this theme:

Phlhp . . I talk to you when I re-emerge [lrom‘my stuﬁles]
Susan -’ lee a butter fly-from a cocoon. . i
Philip [disgusted] Dan't say that.’ s .
i ¢ Susan . Why? There are male butter flies you know. - -
‘ Philip Yes, well I guess so. «As long as I can be.a poisol;ous
‘( . - one. ) .
i Susan Poiaonnua!‘ Is it maaculine to be pox’snznqua? .
' Philip h (1) Yes! Well, I guess 1 iould be & monarch bunerﬂ‘)u

" (FN109, 15/4/85)

Phil finds the image of a butterfly too feminine to admit, identiﬁ‘cation\with,”.

! 2514.should be stressed that Nelson made this statement in 1984, and that it no longer holds
i " compleuly true.

i o

Either the members of this g group do not value sexual aggressiveness as greatly as

- * do other males in this society, or they see themselves as failures in this regard.




L physlcally, through s})ortsand Imttles ’ . PR N

a great deal of effort towsrds achievi
3 @ - >y e,

v.“lBll’ lwes theése young ‘men appear to'be very successful 5 . 5 5 &

/\‘nless it be dmterous or at least lnrge and lmpresuvelookmg Aggnssxon is seen
28

a-survival meclmnsm, *if you make people thlnk you're afraid-of them,you re
gonna get unmhxlnled . [but] if you look a bit tough, they won't pxck on you' .
rlNeLmn, SH2‘93) Even Alex ndmlts thnt sgg'remon seems to be uecusnry to
survive nnd succeed m our socxety, nlthpugh he' does not see ll as a posmve N

cha.mctensllc,(SHHb) He eonslders himself and the - other group membera,

exceptmg lns brolher, % be aggresslve Aggressmn is never dlrectly expressed

. ~within’ the grnup The channels which rfiembers choose a,re 'humaur, dxrec‘!ed at-

. the outslde warld ang one nnother, nnd-gnmea, in wluch they eombnt lmagmary

enemies. ,\Thelr aggressmns are expressed . verbslly in ways thst do not cause

phymal hal‘m 2 By 9ontrast, mapy cther mnle groups- express their’ aggresslons -

s

. The attnb\lte of mcceufu[ness is" lughly valued Most of the memhers ‘put

ing high grades at tniversity, their presen&f
arena for sell-evaluation.?® - Nelson is notss concerned about, this, but he is-

similarly energetlc when it comes to wmnmg at team sporl,s and remhmg lhe A

polmcnl pinnacle of his ni ersity soclety, as its-presid Up to this pomt in
N

Compehbuenzu has pervnded tbe mternehons of this group l'mm its very

bemm‘ng, vuth Ted and chhael's k)ndergnten contruversy over whoae emser‘ ;
¢
Bsome exlmplel ur -wmn and dominating behvxuur are quoted on pages 49, 52; and 277.
A interview with paychologist David S, Hm

uThh should not imply that high grades are the primary reason for members' lnltllechﬂl

+ aetivity, nor that-they meekly accept professorial. evaluations of their work. It is merely that

they use this structure wwud- theirown compeuun endS.




o7 . Ll e e
was lnrér“. The two main‘group act{vltjesvfor'yeus were both highly competitive; . = :

war-gaming inherently s3] and D u:nd-D because tl;ey made it that way. The °

members’ conversatigns continue to be set in a competitive framework; whi{ they

. are not debates, they are likely '.o involve b insults and
sttempts at one-up-munshlp, asin the [ollowmg conversation. Mike and Phll had : h ;
& been talking abaut’ hats when Phil made the opemng remark. C .
T philip T oMy head's huge. i .
‘f 2 . Michagg Is it as bxg as my besd? :
P!li.lip N . Oh easily. } Probsbly bigger. , .
" Michael - . Tve yet to [‘nd a’hat that I'lts on My hend [He -~ - x

md Phlhp" send-Susan. off to fetch a tape measure to,

" . " Tt settle  the dupute] o
¥ . Sugan: .. " L /havmg y‘nzasured Michael's - i Twcnlu faur g
S “ . inchés: Iflhmlc it mlghl be the hmr fwhich maku it .
. B Ty © seem hzrgz] .
- s i >
: * Philip . Well;I've \goz hair too. A
: Michael Yeah, we' l,e all got hair. | . s _
! Yusan Well not everyone.~ I mean, lhxrly yeara _rrom now, B
( . . Phil prabnfbly won ’t have any hair, [ .
3 Philip © et awnyJ‘ It's ndlculo\r‘ 5.
Lh o . .
§ X . Susan Noulet's |aee, fmeasuring Philip's head]. Oh, around )
iy e % © twenty<four. - Yeah, you guys have the same size g
! g head. . |- . e g
* philip. .. . [in annoyn;me] Ah, damn.(l1) i .
/ Michael . That's no fun at all.. Sho;xld measure everyone in %
/“ = My our friendship group. . Maybe we all have the same .~ -
! 7 size hgads_‘ [They measure Susan's, which turns out, B o ol
/ . to be twenty-three - and a° half inches in X
/ - circumfergnce.] . 3 E 2
. R 5




’ , Philip. | Tnferiority. Pemnle head. Mme must be ‘blgger than
ichael. 2
b : Susan - - You &on 't use your entire brain. & -
) Philip . " [Sarcastically] Oh, no. ' &
Y » ' Michael ~ | Ido. ,
- Philip You do,not, liar!
’ Michael ‘Tdotoo! Ydo: - .. _
s;uann- .+ How do you kn;w?. 7
b Mitl;nel .o That's how T come up with terms like 'comprehenswe

theory of violence." ]

Al&; ) I think Mlcha.el uses a large percentagé of his brain.
Philip ‘ Think he doss, doryout T =
) Mic;ﬁnel- ) Yenh o s ‘> Jows
" Susan ’ * No larpcr than lhz reat of us
' Michael +T have to store away all the cllchés and q\lotes nnd

rock trivia somewhere.

(SH23q) .

It is mterestmg to note that in the rhetoric of our soclety, big headedness is

wnh P i ‘and an d self i image; to call someone big
headed is-an insult. - Even while Phil and Mike assert their superiority, they are

“making futi of themselves.

* The members’ compatition extends beyond their face-to-face interactions, to

spur on their ambitions and their strivings for excellence in the fields of academe,

i " apparel n.{d: musical taste. To “illustrate this, let us dip ifto another group

conversation. . In this excerpt, Kirk and:Philip speak jokingly about their

. ;comi)et_ilion with Mike.* O a humourous, surface level they are not admitting

o i
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< that such comyetmon exlsts but ona deeper level it is a significant influence on

. . their behavidfr
’
- Susan -

-Kirk. ~

Philip
Kirk

4

Philip
& ) L« ~
Kirk
Fhuilip
Kirk
Philip
1SH285)/

%

[To Kirk] Do you have political ambitions? <

Well you see, Michael appears to so that means, \".vell 4

we're trying to keep up with Mike. Although I must
say that it's very difficult, we are attempting to. Axd
so if he has political ambitions then we must too.

Bl | de:}{this, Ideny this completely. °

Actually, I think T shoyld*Say ... that there's no point
in competing with ebody if he's aware that you're

compéting with him. That sort of ruins it ... He sort _

of tries harder. Keep this sort of under our hats." [At

- a look from, Phil] 'Phil of course has nuthmg to do

with this ...-T hatched this all myself ...

Thre fact Zhat I'm leaving the srea of clothmg alone

and. cong ntrating on academics and maybe: politics
+has, you know, has nothing to do with it. Clothmg
holds /né interest to elther myse]l or Phll - =

on Phil’s

p not mel [We comment
atgi{e.]

Michael would be impressed.

/ Not that we'd care suyway.

No, no. Especlally you Phll..

I especially don't care.

{ The )‘nemhers of this group differ from other young male groups in that

= their cm{pe&;non occurs in the areds of knowledge, collections and gaming skills

mth;r than the areas of physlcal ablhty and courage or sexual prowess #
Cgmpetition is such an imp factor in the folklore of this group that in . -

/Chapters Four and Five, I will analyse its expressive hehaviourn in terms of _
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competitiveness. This is, the aspect of *masculine® behaviour which this group

N values most. o = % - 0w =
As discussed earlier in this chapter, men in this culture as well as others « 5
S w ditionally avoid jonstrating their feelings; * they are zmnlmna"y 7 ok

muprul")c- To show emotion or admit personal failings is to mnka nnuell.
vulnerable md thus jeopardize the other aspects of one's mnscnlme ndenmy,

ducussed elrher in this chupter The members of thl{' gronp scmpulously avoid

openness about” personal p apd i This was ac} ged as a

. masculine .truiz by. Philip at a group interview when .Lﬁke was'expla'm'\.ng that he
tells nobody about his personal worries; Philiﬁ ‘said :ﬁproviigly,.albeit with ;u T

'ironje tone, that to bottle things up is'a "vgry‘i'im‘nly thing ;b do* ‘(SH_Z?!_:); on

another occasion he stated that:. - o ; Y ad

We're 'v:ry secrétive about éve;ythmg réaﬂy Very - we don’ 't show"

emotlolu at all, rellly Except we g ynmbly we_show the grnmbly
When we’re with Hing we show that quite *

vullmgly (SHda) <

Except for Rlchnd the members pre very cautious About revzahng their most
personal thqughts ‘and feelings. - This is not_to say that they _do 1ot do so
indirectly, or that they 'do not know one ‘another wéll enough to exchnnge’hidc‘icn.
- perhps umnunded meuga They are mntnlly very pnvnte people who do
noéf ahslly or dxucdy lmpln personal pnheulus Rather, they. express their
w emotlons bbhquely, through tlmr folklore, u will be seenin the followmg
. \elnpbers —~ g ! . o a
By virtue of bemg sll-m\le, this group demonntrates mmy traits viewed as.

‘ muculma in our ml:ty, but as with nny nmll group, dos s0 dmmctlvely 3 iz




Interaction with Outsiders

Ng, folk group'functions inzi_épendeutly of ‘others in the modern world. As

one small social unit in mass society, this group has many contadts with other— -

subcultures and is part of the dominant culture. Such & group ‘must constantly

. B /
struggle -to preserve xts . “The exist of outsiders is not only a
potenhal threat to, bnt alm an al'flrmatlon ‘of a group s identity. Bauman pmnls

out that identity cannot be defined ‘without comrast to different mdlvldl!hb and

" groups (*Defining Idéntity through Folklore* 150). '

A group is distinguished - from its aocial environment by its'boundary, a

: 4 2, 2 3o IR, s
miental construct based on’an agreement among members as to who is and isnota

member (Bott 289) A basis for membershlp is needed, if only to justify. keeping

/Tltslde‘i‘s from entering. Fine suggests that the knowledge and ncceptzﬁce, or

!ack thereof of a group's ldloculture cah~be. used to establish protect)ve

boundanes' betweeen insiders and outsiders (*The Manson Family® 48). These,
boundaries must be sturdy enough to maintain the group, yet ﬂexible enough for
productive mteructmn w:th the envnmnment (Dunphy, The annrz Groug 01).

* A.discussion ol boundanes bnnp us to the caﬂcnc-e:olcnc jactar, which

v
mvolves the bellefs arid anltudes of two group\ about themselves and ome

anoeher” 'rhe, teric-exbteric factor distinguish n‘grou fmm its environment
';w e & group

and justifies this distinction; Abrahams calls‘it "the dynamic of group boufidary-

2 . o

& o B ML B cT et N
- ®For- definitions and discussions of this factor, sce William Hugh Jansen, *The Esoteric-

Exotetic Factor in Folklore;* Abrahams, *Towasds a Sociological Theory of Folklore.*




: and pohtlclans receive ‘their

‘102

N

* making* (*Towards ' Sociological Theory of Folklyre® 189). The existence of a

group history -provides an esoteric area of knowledge for group members, and

d}stinguishes mgmbe.rs from Loutsiders in that only they can meanifngully refer to
and nnderstand ‘past gvenf.s of significance .to the group (Fine, Shared Fantasy
l.’iQ) Whén a member of this group. mentions the T@LT tdlks or the death of
Tlm the Mngxcmn only. snether member wtll comprehend In her landmark study

Punerns of Culture, Ruth. Benedict states that *each [culture] from the point of

view nl"inother ig'n.ares fundamentals and exploits irfelevancies® (24). The same _

+is true of .Bubcultnres and of all small‘gronps Whereas fantasy gammg is

fundamental to this group's cultube, it is totally melevm to many others..
Meanwhlle, sexunl conquest is 1mportant to msny other young male groups, but
nut to thns ome. . " . ) .

Ouuideri to’a group, as s!a‘ted .in Jans;h‘s discussion of t;ezxoteric racm,A

are vxewed negnhvaly becuuse they threaten the dlsnnctweness of the group

unless’ they are kept outslde Idenmy is connrmed through exclusweness and

insistence on homogeneity- (Douvan and Adelson !84). Taunts, humorous -tales

4nd stereotypes are used as reinforcements., Pafadoxically, this divisiveness at one

'leve!lis used ‘to gain cohesion at the internal level of the small gronp (Burns, ,

o

Wuhm the context of Che group, group membexs provxde the standards

*Folkloridtic

agnmst wluch they ‘measure one a.nother Certnm professon, muswnns, wnters

miration nnd respect ‘but when together, thé”

’membe_rymen show ma.rked dmrespect towards the ordmury people who surmund

thom in their duly ives, ThE followis versation ill group members’
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attitudes towards their peers, and the way these are usually exp’rossed, Here the

members refer to outsiders as twits, idiots, and jerks, and admit to feeling

superior to them.

Nelson
/

Philip

.

Kirk
Nelson .

A
Philip

Nelson

Philip
Nelson

Philip _

For years wé used to have sessions where ... we

gathered around. And we would walk downtown,
we'd be there, *Ah, that guy’s & twit,* or *That guy,
what’s he wearing?® Putting everyone down on the
face of the earth just mindlessly, for no reason ..

. I've always been kind of arrogant and superior to

people who are dumb.

Yes youhave. We have noticed ...

Some groups are members of the culture that's going
on around them, but we were a little bit separate
from it, that's why we had more people to crap on.
We'rea counter-culture

See, other people A. [listened to] the music that was
going on at that day, and wore the clothos'!hat
people are gomg aruund | in —

[We] call them idiots (1).

-- Did, you know, did stuff that we didn’t da, [and if
we were like them] then we'd have less people to crap
on. Cause they'd go out places and most people
would be like them. Now a bunch of us would come
along and they d probably say, *Ah, look at the jerks
over there,® 'something like that .. . We'd very, very
seldom find what we call a sensible person.

I think - I think there's almost a certain degree of .
arrogance. Some people who were different from the-
norm would become -- Teel inferior and different and
left ouf. We were different from the norm and felt
we were better than everyhody else.

Right. Exactly. We were (I) Thiat's what we felt,

we felt that, senously too.
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“Susan .- Did you dréss differently as well?
Nelson £ f‘fo, no, no. -
. Philip ' .. We were kind pl‘ maybe a few years back of
. everyone R N
Nelson - But we just, you kn;)w, we were listening to older

music than everyone else. Someone would come
along and say, *Ah, listen to some new stuff," we'd
[raspberry noise], *Get away from me.*

(SH284a) .

The fact that each member participates in other small groups adds to. the
\

‘complexity of the reference group, for although an individual is an outsider she/he
. o wg &

may be an insider to another group a member is part of. The three most obvious,

- and perhaps most- significant, outside infh are: ed jonal~ i
family, and other friends. .
.= Because the membets o this group hive be’én students throughout most of

its exutence, educstmual institutions have had a strong lmth upon their

friendship in seveul ways. To begin with, school and university have affected' the

possibility and frequency of interacti Their schedules are very similar«, and

similarly flexible. Quite often they l;};ve_ attended the same institution fogether,

therefore meeting not only at leisure but also at work. In several cases it is
, eeng

through this institution that they first.met. Paradoxically, the distances between

s . .-~
some of these institutions have meant long-term separations which” limit afd

temporarily ;'u-e_vent. group socializing,  Secondly, educqiional institutions have

Y shapedlmemb.ers' individial lives: several Have been rewar;ie«i for_ scholastic

~suceess with scholml;ips and fellowships, and Mike, Kirk and Garth are

careers in the academic miliev. Thirdly, educational institutions have
. N\ . %

L
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- g
inl’lusnced the identity and the folklore of the group. Méimbers use academic
contexts as a forum for the compeiition so intrinsic to this groups' culture,
evaluating their sucesss in terms (?l' course marks, academic nwnr_ds, and
knowledgability. They “often discuss their studies- together.. Nevertheless, this
group is not merely an academic subculture. Even though most of its members
belong to academic commdnities, the group holds itself apart,‘and members view
"educational institutions vyith the same critical eye they reserve for all outsidcrs,x -
They often criticize and ridicule specific depsrtments, professors nx:d courses; for

exampfe, Nelson speaks of an “average garbage uniVersﬁy course ... you could go

. in there and fall asleep every day and pass it, you know' (Sth)

The family is & centrnl msmuuon in sny soclety, including - x;mdcm urbrn "
Nortk Amencs Two members of thu group have never. lived away from tbj:l
psrents (Nelson nnd Phlhp), one has feturned after-a year's absence (Alex), th
are ol‘f at unwemty but stxll Jeturn home-in their Iree Qme (Mlke. Kirk and
Garth), and only two have permanently "moved out' (Ted and Rlchmd) ot

these two who have moved out, Ted has started 8 fnmlly of his own, and Rlchnrd

frequent‘ly expresses “positive feelings about family life and about his rnends

families. He maintains social contact with,_some of these families hethier or not .

the group members who belong to them are present. i 3 S

The members of this’group appear to have ‘more in common with each other

= . /
than with their fatpilies; Those living at home do not necessarily even egt with

their families.' They seldom discuss their families together, and when they do.the

* conversation is likely to concern something impersonal, such s family diet or

, their fathers' taste in music.
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*The family has -served ',o bring group members together-in the cases in
whlch lhexr pments know oneé nnother Also, it h;s provided houses where
members can socml&ze. Yet group members pluposely keep their families very
!‘eparate'{rom the group n.sell,‘ with mlmmal contact and knowledge shared
between the two. An illnstra_tit;n of this »is that they very rnrely‘- invite one
;nother to share a family meal, whinp would give the faniily and group members
opportunity to interact, thus threatening the distinctness of the g}aup.‘m
While the relationship between. family, e;incnional instituliois and this
gfoup can be seen as cox_nplemén{nry, the same is not true of tl;eArelationship
", between this ;nd oth‘er {riendsh.il; groups. The latter are similar to' it snd
therefore compete most with it for the time,” energy and nlleg:ance of members,
»Dunng the pexx penods 0{ ‘war-| galmng and -D and D playmg, this was the
primhry'friendbhlp group for lts members: Smcs then, however, rnost of them

have formed bonds ‘which are equally strong, if not stronger, with other

individuals and/or groups. Ted, wlm hu married and joined the army, is the'

extreme example.

Members of the. reference group \judge outsiders to be different from

themselves in essential ways. Even if their age, sex and leisure preferences are the

spme,\they may ﬂotr have a-similar sense of humour or outlook on life. )

\Funhermore, they may not ha.ve been available at'a l::me when the ‘group. was

dlsposed to welcome new members Decmons a8 to who can or cannot be a *

member dre made informally and unoﬂ'icmlly. Very few potentml members are
5 \ ,

Dichard has made an exéepton’ for bimself o um respec as in several others; he frequently
dines with the Kaoxes, for exnmple *
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-
considered acceptable: whereas Phil was welcomed, Paul, Stuart and George tere, -
left outside. Third level members count as outsiders.

Ridicule is a dev'ice commonly u‘tilized to demarcate group boundaries,
traditionally used in blason populaire. A teasing session, Whoever it is directed at,
functions to entertain and maintain the group at the same Yime as it makes
outsiders feel uncomfortable and left out. Every- element of difference from the

vpgroup m;y be commented on; clothes, music and nct_ivities all give occasion to
=call then‘; idiots,® ss Phil puts itvu(SH28b), Every‘ difference 'is a.mark of outsider

. R g
inle{i_érit‘,y, and thus of the pou;‘i‘s superiority. . In this manner the-group carries
on, and from its own poin€’of view wins, a competitive relationship with outsiders.

Even if it does not Vinv&;]v‘e ridicule, a cax;versstit;n can help to preserve:a £

* group's exclusiveness with its topic. The comment thaty D and D has assisted

" their friendship elicited the following response frorn group members: *

and D all thetime ...

. Michael . It’s also a way to keep out people...”
Ted . Um-hum, yeih,
2 . " e
Michael Vei'y good way ... We'd sit around and talk sbout D

Nelson * Yup. Filterql out everyone else.

(SH26s) / ) »
On the other hand, if they “wish to befriénd somebady, especially a female,
Dungeons and Dragons may become a taboo subject. [*If a:girl hears about it, :
. / r 2 ! . 2, 5 5

she'll say, ‘Wow,. that guy's weird; ;.. war-games and D-and D are sort of o

assogiated with people who are antisocial® (Ted, SHOb). Although they are-
generally pleased with the. wznys in which they lfer» from their peers, the

avoid public openness about any of their

of this" group D
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activities which are likely to be misunderstood or”criticized. They realise -that
what they view as a mark of superioril}" may be perce}veé as ope of inferiority by
outsiders, and this they wish to avoid. !

. It may be polite and tactful to svoid ‘d‘c.onversalional topic which .would
make out,sl_ders aware of differences’ from m’embexs, in other words, aware lha't
they are outsiders, but evenhis is another form of boundary ;naintenance. For
to keep kgnwledg.e from somebody is to withhold understanding and trust. .TheA

members of the group do share these things among themselves; and therefore have

a bond -which chem.(l;om fon-Priemb *It's a very cliqueish group. I
menn\this isa grnﬁp, and unless something ve'ry_ strange happens then its going to

be very difficult for someone else to get in® (Richard, SH7b).

Summary

Allhough informal, thls group has its own 1dent|ty and the members beheve
it to be: special and, diﬂerent “from other such groups. Fnendshlp and
mauculml!y are the concepls crucial w its defmltmn, And these are mterpreted m
dlstmmve ways by ‘thl: group . :

" The group does noQ ‘exist in molunon and therefore interacts with other

ST

md gruups il y. Within the conbext of this study, thsse are
term:d ouludera The group has certain methods of dlshngmshmg ltsell’ from
outsiders and excludmg them, usually lhvolvmg ndlcule md the wnthholdmg of.

mtanc knowledge
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Chapter 4
The Folklore of the Group - ‘L
. 1

The four main areas of folklore for the y;ung, male .g'roup under
considemti_on are conversational genres, humour,. popular culture as i‘t». is
“transformed for‘ group purposes, and games.! This folklore is ~shaped and’
patterned by the group's cultural themes of t;ompetilﬁn and shared fantasy. The
following chapter. will m;aly&e the group's tolklore: in the 1iéh& of.!heso themes,
" Also to be, ‘onsldered in this mlys.s'm the context, emic categories, acsthetic
values, functions; uses and meamngs of vmous l‘elklorlc ltems wnhm the gmup
Dlscusslon ‘of games will be reserved for"the following chepter, for gamw\;re 50.
significm;t in this group that they require special consideration.
The folklore bof this group reflects.its nature as a leisure group, and for this -

reason much of it lies within the realm of play. Furthermore; like all folklore it

as a fon-n of ication. Before embarki on o ion of

specific ltems of folklore, therefure, I wﬂl examint the literatures cunQ) ing play

and communication, as !hey relate to the folklore of this group.
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Studies of Play ’ vat
. T‘he study grou(\) is o leisure group in t{:ap it meets during its members’
- =~ spare time for activitics idtended to be entert:ining rather thasi useful, Towureis
—- widely 'viewed as the freedom to. engag\e' in activiéies Dot centred upon making a
_Iiv?ﬁbood, althou{;h‘it is also idealistically se:zn-as a chance for crve.ativvi'.y and the
opportunity to Mhieve:n§erstanding of life's d:epi:»r- realities éric Larrabee and
Rolf Meyersohin 5-10). In our culture, adolescents havé more leisure than most
“other groups, u; the extent of being considered hed’onistic, but they_ also have
more direct pressures on their’ choices (Frith 81). It is commonly syp})osed that . s

once out of chi]gﬂhooﬂ-one does. no_l, play. Yet everybody engages in play, and. play

is the rocus of all leisure groups:' ¥ % F

—— Pluy eludes’; preclse definition but ha.s ,been repeatedly. descnbed as hnvmg ’

; it ist H #di g rather than

ccrlam key

R g’éa]—él"iente’c‘i.; enjoyable; rule-gaverned; central ; social life; creative; ¢u.lturallyb

vnriani; subjectively, perceived and experiencefl; and bounded in time and :;pace.3l
- Th‘e elements of fantasy and ToTpetitiqn have also been considered intrinsic to
a0 plf\ by some scholars, but ‘these w:l\ be dealt with separately.  All these

«chsrsctenshcs of play clearly apply to the fplklore of the gruup under -

<

conslderatlon, as will be shown, o ¢

I ' ‘ ~

31eholan who-ite these charsctéristics are as follows: Abrahams, *Towards & Socklogical

Theoty of Folklore® 181-184; Barnett 114-124; John Bowman 241-248; Caillois ; Zelda Cohen 2;

g Norman -Deatin 23; Robert A, Georges, *Relevance of Models® 6; Georges, . *Relevance of

. Models® 22 Joban Hulsinga 13; Douglas Kleiber 205; William' Levinson 2, 14; Peter Loitos 234;

. Lynch 59; Norbecl 48-53; Plato 40; Stevens 238-240; Brian Sulhn—smlﬂl *Children at Play®
.+ 56-69; Sutton-Sniith, *Towards an A of lay* 28,




|
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‘
“The most important and infliential scholars in the field of play are Johan

Huizinga, Roger Caillois and 'Gregofy Bateson. Huizinga first pullished hls Homo

Ludens: a Stud: mlﬂ‘l’ln Element in_Culture in 1938. The thesis of '.Ius book

is that play predates and is éssential to the creation of culture: *culture arises in
thé form of play ... it is played from the very beginning,” although as a culture
becomes more sophistica‘te'd the play element is confined to certain spheres (48).
Huizinga examines play as part of knowledge, competition, war, politics and art.

He acknowledges !he authetlcs/ play, observmg dlmenslons of rhythm,

hnrmon%non and its solutmn (10-11) and states that the only way to satisfy .

. the need for hvmg in beauty is play (63) He asserts the lrnnscendence ol‘ play:

\
Play is'a thing by itsel{ The play- concept as such is of a higher
order than is seriousness. For seriousness seeks to exclude play, Whereas
play can"very well include seripusniess. (45) ) -

As has been shown in‘the history of tlns’gronp, the members commenced plnymg

. together ‘before a shared cnlture was l‘ormed and as wn]l be shown here, the

shared clllt\lre is largely bused on games and hntuy— This folklore, hkc all

.folklore, contains serious me%g& and mesuges Thus Huizinga's theory that

play\ predates and is zsgentml to culture may be true for small group hlsmr)t as
well as fc’r the éenenl history of cultural deve“l‘opmznt. "

In Mén P];:x nnd‘Gn_:mes, Roger Cailleis comments that most scholars of
games have appronnﬁegt the subject in a differen manner than ﬂuiiinga, viewing
games hi%orically as_obsolete cuI;'u‘ral survivals, He suggests that the two
ai)progchu can. be réconciled: *the spirit of play is essential to culture, but gumeﬁ

~. . . .

e
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and toys are historically the residues of culture® (58).3? Caillois identifies four

kinds of play: agon, being 5ompetinve, skilled play;®® alea, involving chance;”

mimicry, in which the player té}n‘porarily assumes a role; and ilinz, the pursuit of

vertigo in order to ily unbal p ion® (14:23).- Play can become

extremely mlense, which may ead to lts cormpnon that is, real-life consequences

_in the form of chemng At games of chance by professional players, or self-

alienation within somebod \whd begins to beheve a mimicry role, or abuse, as
opposed to contmlled use, of drugs for the Ppurpose of ilinz (45-51).

Agon and alea are intrinsic to the games played by this group, and agon is

- central to their cultyre. Mimicry is central to Dungeong and Dragons, andasa

In'ntasy element enters into much of the groups félklore. Rlinzis generally
avoided by the members ol thls r;roup, who place too much value on being in
control of their” h\_re_s, botk publi@_and personal, to risk unbalancing their
perceptions. The k@nzr of play which verges upon cor'x;\lpti;m witin this group is
qg;n, because of the centflity of competition to its members,

In *A Theory of Play and Fantasy," Gregory Bateson theorizes that play

standing for other evexits"(lsl). These signals are comprised of actions which

3aillois, like many others, uses the terms games. and play indiscriminately. Scholarly
references. to games should be considered to mean play in general within the-context of the
present discusion. - -

331n Georges' restatement of this typology, he stresses the use of sirategy in this sort of play
(*Recreations snd Games* 182). N
3Norbeck totes that *transcendiug mdi_nuy payeble. atates,s ‘especially umm;'h the use of
drugs, is an acceptable play-form in many-cultures, frequently incorporated into their religious
practices.  Hovever, jp.Western culure most drugs are illegal and socially disspproved, thus
Tackiag *peaceful modes o control* and belng subject io abuse (62:53).

since it involves ®signals_
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*do’ not denote what those actions for which they sland would denote® (180).
Central to the evolution of communication, states Bateson, is the paradoz, which
for play is-centred on the que;tion 'vis this play?™ (182). Norman Denzin takes
up this idea of paradox in play, restating it as *we know it will be the same, but
always différ%‘- play being au interactional form whose contént and substanics
must be rbesg@hed each time it occurs (13). Participants in play 'estublisl}
new definitions of the immediate world at hand; their play may build upon itself
and create its own history, which may take sla;;'ytelling form" (17, 23).  John
Bowmsn also builds upon Bateson's ideas. He suggests that lha messsga "thls is

play*® is commnmcated zhrough nonverbal cues such as laughter, smlles, and

d or repeated ! , as s well as through explicit verbal stitements
and speech play (245-246). The idea that play is'a paradox arises from the  fact
that it involves two levels, fantasy :snd reality, both of which affect each other.
The folklore of this group contains many fantastic elements with real import, x;nd
the " unique interplay of fantasy and reality creates s world private to group

members.

e

Play is ronl idered the -antithesis of work, and %herefore

traditionally Viewed negatively in Slr culture (Levinson 1; Edward Norbeck 48;

Stevens 238), as demonstrated in such proverbs as *idle hands are the devil's
.

- workshop.® ‘Martha Wolfenstein suggests that in modern society, play has moved -

into a valued, even obligatory position, with the result that' the play-work

dichotomy is blurred and soie}phmtensity is lost (309-401). Peter Loizos
‘also sees play and work as having elements of each. other, some work being

‘creative and therefore playful, aid some play in the ronTA of games being highly

—_—




tii ing, involving i and having hierarchical mgnhiza i

(238-238). The obvi‘mu‘example of such play within this group is Dungeons and
Dragons, as will be ‘demonstrnt.ed in the following chapter. Thus, play and work
are not .as separate and different as on might ‘assume. . The play shared by .the

hY

members of the group under consideration® prepares them for their future work
roles"in many ways. “h

Play and the play-world are also’ commonly opposed to reality in our
thinking: Caillois cunceivt;s of play as occurring in a parallel, inccmpal;ible

domain; *play and'ordinary life_dre ¢ and uni rsally isti to‘
each other® (63-84). : Bowmian, however, contends that it is simplistic to contrast
play with .renlily, Iioth'being_ soci;:l constructs and plsy‘ b_eing/‘a significant,
pervasive element o{. h_\m_u;n 'experienee and everyday iife" (240—2;11). Denzin

represents a compromise‘position when he.states that altho‘ug’h‘pl&y ocgurs in the
EA

“experienced h d i it involves detachment from literal reality

(13-14).  Huii sees play as ing reality into images, play being
4

dependent on the mind rather th’an‘ on material things (3-4). Similarly, Robert,

Lynch proposes that play dmws upon reality (57). Georges maintains that -

chlldn.-n at play "learn to lmlme reality objectively* (*Relevance cf Models* ﬂ)
The most constructive solution to this delgate is Bowman’s, which considers play
‘and reslity as different but‘ interacting levels of life, rather than as opposites. I
wm the phrase everyday. life as a’contrast to fantasy life, so as to ;void the
suggestion that fantasy and reality preclude one another. N
Play. can .also be discussed in relation to culture with valuable resulti. It .l;as

already been mentioned that play is culturally variant, and that Huizings and his

q
w ¥




adhemn'ts consider it to he at the root’of culhlre
.y
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John Roberts and. Brmn

'Sutton-Smlth theonze that . games -reflect oulture, there hem; three sorts “of

" cultures by their reckonipg. .Cultp_ures whlch emphasize achievement are

predominated by games of physical skill; those which nre.subject to environmental

uncertainity. and ‘which stress respons

Y hue mostly games of chance; and

camplex soclenes whlch enforce obedlence generatly play games of strategy

1'Chnld Tmmng and Gnmglnwlvement'~474) a5 The folkloric play of the group

under uonsnderumn emphnslzes strategy, just as Roburts and Suttdn- Smlth

suggest is true wnhm complex socnety.

*a process- af

of the

~

One of the elemenu of.play is.creativity, Serena Wade defines creativity as

that results in its_

redefi.u')tioii in a unique. manner;* its source being the w'ginal exploitation yof

ideas and observations (40). 5
' shifts of activi_t‘ies within the playful context, and that play is central to creativity”

and '.{xerefore to cultural change (28):

" ntay fled and directed !oward.socisll’y approved ends® (33). Because inte;naly ‘
. cas d . S i 1

directed groups *have greater control over the satisfaction of their-desires® state -

5; 2 3 .. . . e
Janet Harris suggests that creativity, li&g in the free

Coiitext, influences the potential range of

playfulness ;znd .creativity. Jules Henry points out Qh;t the school envitonment

8 - .
disdourages creativity because of its disruptive effects, only permittifig it when .

U!osemar‘y. Randall and John Southgate, there ‘is a greater range within thé®_for

s
creativity nqii destructiveness (471). A measure of independence beinig necessary

to creativity, small groups such as this one purposely avoid close ties with formal
1S ; Tme

.
+ institutiohs.

.

35These findings would appear t9 be.opposed to Huitinga's, but are sreconciled with the
suggestion by Harris thiat culture arises from play but, also influences it, while play continues_to
modity calure (31): Thus py ‘and culture continuilly intersct for thelr mutual enrichment.

Ca

»

P

\
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c 1 and F

-~ C .’ ieati isn_ol-.simple.‘ , for it takes many forms and its
success u dependent m; ":he des‘l:el of shared culture between perl:ormer and
sudiencé.  The central form of communication is " face-to-face inlur‘mnl
co‘n‘vennion,. lc?brd'!ng to Erving Goffman (Strategic Interaction 132). \Goffman
identifies two kiudc of cnm;mnicaﬁv.e ;xpresaions- verbal signals which one

*gives* and non-verbal slgﬂnla whnch one "gives ofl‘ * tie latter being *the more

heatrical ud ' )} i ional kind*® Pns:ntlhon of Self
4). ‘T.l;e _n;pnipulst{on and. observation ol‘. verbal, ‘sup: dl;

. i s can I?ecomg an i formati game of Jment disfovew. false

- and ‘redi ; ,'('s). A performer puts on a Jront, sabsutbaally G

inter lly .‘,‘ ying ive equipmi Il'l order to pro;eet 8 certain

definition of. the sitation. Mark L Kmpp suggests that noaverbal

" communication is a necessgry support for verbal communication, being variopsly _

used to repeat, céntr;;d.ict. substitute, complement and accent it (0).‘Goﬂmin and

Knapp are both mlking the point that there is much ﬁgre to communication than

direct exch,hge o' mformltlon A untul concern -of folkloristics is the

mterprststmn of the underlying messages of certain communicative events. &

« Folklore ‘is performed, that is, éonsmounly presented to an sudnence.

Goffman makes some int ing & rtions about perf He states that .

* few performances are completely honest, nor should they be if life is to be carried

on smoothly; *life itsell is a Jramatically enscted thing* " (Presentation of Self -

o~
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71-72).  One uses the arts of <conceal d Iment, and

misrepresentation to achieve the desired petrormnnce' or impression (Strategic

I ion 14). The limitations of this perfe or *expression gome* aro
phyéica‘l factors, knowledge, human nature, and social norms (43). A performance
Jmay ‘be staged by a group or a team, who may also form their own audiente
(Presentation of Self 81-82). Each ;Ilember is responsible for continuing rather
th‘gn revealing the ‘performance, for aiding in an appearance of spontaneous
unanimity, and' for a particular performance role (82-101). Th(,stndy group
_frequently performs so ellecti‘iely as a team that outsiders are kept ignorant of
'm;iny aspects of the group’s culture. ~The members also perform constantly for

one another, using folklore to aid them, in the_arts of concealment and

misrep ion, within the limitati 5 of social forms from the larger culture.
Folklorist Richard Bauman states that performance is primarily. a_inode of
‘communication which transforms li_ten'al lnng‘uagé for its own purposes (Verbal Art

as Perf 9). -Thus, yx-.-“ is seen as primarily a verbal expression of

A s
« folkloric items. Bauman suggests'that an important area for research is the
performance characteristics which serve to capture audience attention and ‘-give
3 . ?

the pe‘rformer control over the group, as wel]‘as 'esthbli\shing the continuity

bl contexts of everyday life® (28).

between' the and public p

He also urges that ities with relatively little emphasis on perf
skills and'style are worthy of study (Verbal Art 19), as exemplified in his article,

*The La Have Island General Store: Sociability and Verbal Art in a Nova Scotia

C Sty.* Ack ledging that i ion to speaking varies greatly

* from group to grqup, he observes'that‘the La Have community does not grjatly

)
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value speaking (330-331). Its central speech act once was male g)athenngs at the
local store in winter (334), and although the participants paid no attention to
) . S i
formal linguistic devices or performance skills (340), their talk had traditional

patterns and functions (334). Similarly, Jansen states that audience expectations

of *performance quality vary greatly c ding to hasis: low ¢ i are
matched by a focus on content, high ones by careful attention to style and form
(*Classifying lPerformnnce in the St:ldy of Verbal Folklore® 117). The group
under consideration is one of those communities which focusses on content far
more than stylé and ‘form in most of its folklori_c pérfqrmances. The exception is
g;ming, which is highly stylized within the group, as will be shown in the

following chnptér. .

Not nil performances are folkloric; to qualify as such, they must involve
interpersonal contact, arti:stry, ‘and & basis in tradi’tion (Abrahams, *Genre

Theory® 1976; Burns, *Folkloristics® 126; Stahl 13):

" Conversational Genres

4
A Conversational genres are & new focus for folklorists, but.they fit within the

older concept of verbal art, V.Ilhich is distinguished from ordinary speech by its.
. N - T

performance characteristics (Wi]liam Bascom, *Verbal Art® 247). Abrahams

‘defines canve;rmlional'génru as trnd_itionnl utterances which ‘arise in the course of.
everyday communication and attémpt to control a situation (*A _Rhetor‘ic of
Everydsy Life® 51).- Conversational genres take on some of the characteristics of
' informnl_ con{rersation. according to jnhn\ McDowell; spontaneity; qnslinlness,




ized by hesttati tracking, *bad* g vernacular speech, and *

obscenity; egalitarion roles; and an open agenda, that is, frée movement among

& topics (McDowell, *Conversational Genres® 121). Corveraation occurs in various
N - atyles such as discussion, debate, argnﬁent, shoptalk, joking nroum‘i, chattering, ! Eacd

and gossiping (122). Conversationsl genreb are essily inserted into thesd styles,

C + serving to divert seriods conversation to *a reprieve of frivolity,* and to comment
on’ the conversation itself (122-124). Personal experience narratives, wordplay,
qu‘otatio'ns,“. boasts and tnur;ts are the significant conversational genres for the

_ group under consideration. Before these are discussed, the pnrticulm‘-

conversational contexts which occur within thg group, will be described. .

* Conversations . ~ * ’ r c.

THS members of ‘this group pride themselves on being skilled

conversationalists, and are often‘well satisfied to do nothing but talk, listen to
T -t i
music, and drink when they get together.

Talk is always important, right? °I mean you have to talk, I mean it's
a main communication. ‘But ah, in this group talk seems to ... be more
important than in some other groups, because um, I don’t know.
Yoy're either talking sbout music or you're talking about books or
you're tlking about other friends or what you did today or whatever, .
you knéw? Talk is very important. That's why you, go to bars, other

_thanfo drink. (Alex, SH15a) 5 .

No matter what the overt topic, the distinctive style of a conversation among

group members’ communicates l,he_il” bond, ‘their'grt;ﬁpnes‘;. Members -consider

) .
3%Quotqgions wil be discussed later in this chapter, 38 part of the folklore with which the group .«
~ surrounds the inedia products it uses. G B
: ; : B
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their conversations to be supsrior to those of outsiders, Thé conversations of
children, preppies, and one's lﬂmi,ly- have been specifically mentioned u"dull; '
and *trite* in'comparison (SH3a, SH22b). ' ’ %
The context of a convex;sn!ion ‘is ysually a member's home ora pub,
allhoflgh it may be anywhere the members hnppen.w mIQet. Many conversayioné -
are"dyadic, that is, i}:vulving onl;' two people, even when several members(a.re

present. Accordhg to Nelson, this is especially tré® in recent years.

It's only when you start, they start the big reminiscing, that you go * N
v * back, that everyone talks together .Or you talk about something that !
v ’ everyone knows about [such as medieval history or international
politics]. What's happening now is everyone's getting their own’ field of ~
knowledge, and ‘unless you ttanscend the, boundary ~where ‘more
than ... two people’ know abput it, you get. side conversations Kamg on. *
. It ‘seems to be more now than it was.before. (SH13b) '

\Thls is nndershndahle consxdenn& the diversity of modern society, wherem msny

individuals. possess specialized helds of k omled Much , of the speemhzed \ .
knowledge of group members does nut' coincide. =
Domination of sations varies ding to three. factors. First of all; :

perwhalxly, Ted K|rk Phlllp, and Alex have sll expressed a prefereuce for?,
hstemng rather thm pamclpatmg most ‘of Ihe time, ])ut they are aware that lhe
'lmpact _of their few words can 6ften be significant. Mlch_sel Rmhnrd and Nelson

are kcnonlly voluble; as Nelson puts it, *I'd make sure I got my ten cents m o
“about’ everything® (SHlab) The second factor ol‘ subject i is relnted to the ﬁréb

When present, Ted is one of the main’ participants in dlscusslons of gnm{ng, ol‘ten

. |
“directing the conversation. Alex is quick to stand up' for his ideals and debate a |

point. Philip and Mike are the main participants in &nﬁtmic and nonsensical




121
talk. When the conversation turns to war Lr politics, Mike and Nelson may spend
hours wrangling a point. The third factor is recent return; if a member has been

absent for Some: time, he is encouraged to talk and attentively listened to, his

p thus speedily
As a result of its informality, conversation in this group tends to drift from
subject to subjec’t. This corresponds to McDowell's characteristic, the “open

agenda® of conversatign, being a l‘x-eo.>i movement ar}long topics (*Conversational

Genres® 121). The i is seldom consci ipulated, but if it
becomes dull, overheated, or enters taboo teﬁito;'y, 'somebody may suggest a
t;h;a.nge in- topic. N

. Conversational subjec.l. matter ranges widely but in predictable directions:
Sl;;red pvnst_.is-. a pgrshtént topic, as are-related areas of mutual interest. Thés,
not only wm—énming but_also rnilitary history and cox‘lterﬁpunry ‘inlernational
politics are likely to be dlscussed Covertly reluted to the members’ verhal
recunstmctmns of Dungznﬂa und Dragons scendrios ‘are their fnmlaalzmy
conversations (Plnl&SH.'ib) Recent persoml history, usually in the [orm of.

or funny d is incorp d into group history once it has been

q centred on humour and the medla,‘

and *we talk about a]l 'kinds of ndmulous things that mean nothmg really® (/\lex,
SHlBa):-' The subj

T d. C ions are also fi

rof group conversnhon.s, whatever it is, is tnnsl’ormed

into shared cultural knowledge. Two distinctive types of ions common

to this group, which relate to the tberﬁes of competition and fantasy, sre
» & R ?

‘ arguments and fantasy-oriented talk. . & F
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Ar;ument has not been.focusspd on very much by cultural scholars, but in
an analysis of open-line radio shov;s, Martin Lovelace observes that there are
s traditional modes of srgurhent*(30). * This group performs in a traditional

Argu‘mntalive mode, with a particular set of aesthetics. At the end of the final

group interview, which like the others was ially an informal
directed largely by the group itself, Nelson commented with satisfaction that *lots
of good bleeding went on* (SH?Ob; see p;ge . He used this violent imagery to

mean that there was plenty of teasing and Arguing involved. Axgumentatwe

master or the

N ' lblhty u 1 for group bers, Nejson being
< T oart nnd tending to taka a nghb-wmg stance (see page 142). Mike-is noted for his
extensive knowledge, Alex for his ldenlum lnd for pluymg devnl's advocate: *I ;usz'
Ilke 'o argue so I just take lhe opposite stand® (SH18a). When they were pl:ylng
wnrvgllnu or Dungeom and. Dmy«mo mt.ensely, lrgumen!.s Irequently empud i

_ between members ““near the end we'd play for ten minutes and n.rgue lor three

hours* (Ne!son, SH24a). This was® part of the pleunxe for ‘them, until it became

excessive. Nelson talks about the war-games he still pllys occasionally wnth Ted:
.

Just Tor ol nmhlgl uke more than lny'.hmg else. Solcan hnve a

with him. We always argued viciously about everything

ar-gaming anyway, so, so that-was it. (Sth)

Argument is the most overtly ‘lémpetmve form of convenmtlon Bsuml.n
finds that " lrgument is characterized by an element of contesting, md that it
lum:!lnns to aggressively canhrm male 1denmy ('The Ln Have Island Genenl

Store®* 338). Domld Brennols observes * tlm adolescent *verbal duels® are

a skillful hlénding‘ of ,gbuse with :mstry (178-180).  In other'worda, the

d, but sre p nted from b deadly senous" by
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nv ional genres employed in this ional style serve to relieve
‘tension.

The young men of thls group alwnys strive to win but seldom admit defeat,
thus ‘preventihg sure vlctory on most occasions. Nevertheloss, Alax points out
that:

" Your perspective is bound to change when, if someone pomts‘

somethmg out that you've never thought of before. But now, you won 't -

admit ther@and then, but later on you might change your view, and

next time you're arguing or whalever, you might huve a slightly
dlfferent view. (SH16a) “

Ifa member cannot make a clear vxcmry, at, leu{‘he has honed his skllls- shown *
off hls ab\hnes and aiNelsnn puts it, done *some good hleedmg‘ A.rgument isa
: uatuml relense for aggressive tenslons .
- Group argnments may be better underﬁf&od if one of. them is nnnlysed in

detail; the fcllowmg is fairly reprzsentatwe - e - ',

(1) Suean I find it much easier to have a dluuulan without
getting all intenge. |

(2] Phil Oh, yuu need to get intense.

(3) Alex Depends what you're arguing about. There ‘are sonie
Cd really intense topics, right.

(4) Mike Violencq. [Earlier in the evening, Mike and Susan-
Md had an intense argurnent about viglence.] ’

(5) Susan . [Nul hearing Mike, conlinuing to ezplain why she
- prefers less intense arguments] ... Ajlt can be fun.

(/o) Mike Violence?

(") Philip - Yesh!'

(8) Mike - Yeah! ... You can’t’ argue .against that [violence],
because people will always be insane or it's always a

.- good way.to get things ... the capacity always exists \

and also the reality always exists.




(9) Alex
(10) Mike
(11) Alex
(12) Phil

R r

(13) Mike

- (14) Alex

. (18) Alex

—
(17) Mike

hs) Alex

(20) Alex

(21) Mike

-(15) Susan

(19) Mike
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The reahty doésn’t have to exlst though

No, you're just sort of saying these things. They
sound good but it doesn’t mean anything.

. (1) Why does the reality have to exist? Explain.

o (¥ hun’an nature. *You can't change human
nature. You might as well say don’t --.* [This is a
quote from a comedy routine called *The Reluctant
Canaibal,” by the\z!rmsh pair Flanders and Swan,
The father is reasofing to his son ‘that it is just as
ridiculous to say *don’t fight peoples as it is to say
*don't eat people This urgumen"wms the son
over,]

...Ymi ngree lhere's no such thing as a perfect
world, don’t you?

" No,I'dod't. -

Yay! That's juat what I wassoying!

There's very little use to living if you don't belleve in
some kind of perfection.

.. It's Tike eradicating an entire human impulse. [He
goes on to expound on the universality of violence.]

Hope for a peaceful world is like a hype for God, I

_mean there’s very little difference. [A discussion of

hope and faith ensues.| So you're rejecting the idea
of henven/wﬁv you reject the the utopia, the perfect

. society. %

As & matter of fact, I do reject the idea of heaven.
But that's not the reason I reject the idea of utopia.
Faith ‘is something different. I respect people with
faith a great deal [hke my| Uncle John.

Well, I have fmh in the ideal society.
‘Well, thnt‘s ﬁne, but that's not reality. That's

- faith ... You can' hope, but you can't do anything

with-that hope. I would pever hit anybody and I
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" (22) Phil

(23) Mike
(24) Phil
(25) Mike

(26) Alex

.(27) Mike

(28) Alex
(29) Mike

(30) Alex
(31) Mike

(32) Alex

' (33) Mike

(34) Susan

(35) Mike

(38) Phil

(37) Mike
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don’t kill animals and stuff like that. You have your
own code :.. and I agree with equahty of women undg
stuff. Stuff.

Yeah, yeah. (Wlth humour; also serving to release
tension.)

Yeah, yeah.
Yeah.

It's the way things have always been, the way lhil;gs
always will. I'm convinced of it.

Okay, you're convinced, I'm not.
Right. ’
There. . N

I'm not gonns hit you over the head wnv.h a shovel

" but -- you're wrong.

T hope you're ivrong. e

You're not wrong in hoping, but you're wrong in
thinking.

I (1) -- 16t me figure that one out.

... First of all, I think war is a good thing.

* [outraged) What?! -

Occasionally, yes ... if no-one ever used violence to

#adjust their situation, then’ we'd all be still, you

know, living in feudal times.

Or running around building pyramids.

[The -argument turns to poverty and its relatlonshlp :
to war,| ] 4

B—
People have-never been poor because people refused
to give them money. People are poor because they've |
been kept poor ¢t some reason, or because of their

_environment.... I'm talking about. being in a situation:




(38) Alex

(39) Mike

N ({0) Alex

(41) Mike
(42) Alex

(43) Mike *

(44) Phil

(45) Mike

" (48) Phil

(47) Mike

(48)' Alex
(49) Mike
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which can only be changed through violence ... How
does ‘one war lead to another? That's ridiculous,
that's facile.

Isn't it better to educate people? ‘Wouldn't that
alleviate the amount of violence that goes on? ... Isn’t
that a civilized nation's responsibility? =

That sounds pretty paternalistic .. We're not
supposed to interfere in other nation's business.

But- we do. Because... all our companies run the
countries ... the economies ... The companies
themselves aren't moral agents, they’te just interested
in profits, they don’t give a damn about the people.

Yeah, exactly. s

And that's what's wrong. [A discussion of the, pros
aind cons of capitalism ensues.| 7

I don't know why I'm nrguilig this. I'm making it up -
as I go along. We should get on to something else. :

You're doing very well. You're making more sense

than I've heard you mdke in quité awhile, .

[Not sure whether or not this is a compliment] Well,
there you go. Actually, I agree with quite a few
things you say [to Alex and Susan], but the world’s in
chaos.. = .

It’s more-so than before. It's increasing rather than
decreasing. >

A
Most of the world qis constantly ‘at war. [The
conversation turns to.nuclear war, outside -help for
developiig  countries, Gandhi, and finally
ism.] ... I think communism is extremely bad,
and Russia is a force for absolutely no good in the
world. . \ .

1 have no ides, I've never lived there.

No, in the world, Alex. -




= (50) Alex
(51) Mike
(52) Alex
(53) Mike

(54) Susan

(55) Mike |
(56) Phil

(57) Mike
(58) Phil

(59) Mike

(60) Phil

(61) Alex
(SH223').
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So is it good in the USSR?
No.
It's a very young system.
It is, but it's not developing towards freedom at
all ... I keep thinking of more and more things to say
[but I want to stop).

Is-this why ... you don't talk abaut politics so much
anymore?

It's with Nelson [that T don 't wish to nzgue] mainly.

If Nelson was here he'd be screaming by now. S¢”
would Mike.

I'm ‘not really sure~what'I think either .. I find it .
really hard to take a stand. ¢

'It's impossible to tagn stand if you're gonna ‘be

really honest. -

It’s not impossible-but it's very hard. At the-moment
I'm rethinking a lot of the things I used to think. I
was sort of really dogmatic bleéeding-heart liberal in
the spring, having-read all sorts-of books about Latin
America and stuff, but thinking about it -- you know.

You can change every five minutes. It's gross.
Sounds kind of wishy-washy and namby-pamby but

“you ¢ don 't know.

Views aren't solidified.”

Theztopic of this argument is mnlerge, with Mlke insisting that it is intrinsic to

. life and therefore inescapable (8, 17, 25), and Alex contending that pacifist |den|.s

can and should ch@his reality o, 10, 20, 38). Mike_nnd Phil occasionally

make joking remarks which serve to-reduce the tension {6-8, 21-24, 20), but Alex

is earnest th

‘The ,‘ r 1 ly display a critical awareness of

-~




' g - =

capitalism (40-42), communism (47-53), religious conviction (18-19), poverty (37),

’ and the troubles of the modern world (45-47). Part of the reason they cultivate a
knowledge of world affairs is to use it 'in such arguments. Particular episodes
will;in the argument are of spe-cill interest. Firstly, the members present express

at the outset the feeling that argument is necessarily intense (2-3), but at the end

state a rel to pursue ly heated (53-56); thus, there are
limits to a *good* argument. Viulence is a particularly significant w];ic within
» the context of a male group, as Mike and Phil indicate with their joke at the
outset lhnt they enjoy vlolence (6-8). At the end Mike ldmits a new’-!ound

uncertainity as to his posmon on usnes, which makes him reluctnnc to argue

" (57-81); another aspect of the group's argument aesthetic is that one.should take a -

firm stand. Since’rity, although not strictly necessary; is desirables(60). Among
other things; argument is a &me of rhetoric pl;yed for i enjoyment by the
members of this group, and does not involve real enmity. ’

Quite often these young men like to play with words, ideas and their future
lives ix; conversation. They term this activity fantasizing conversations.
Sometimes these are individual l‘gnusia being aired for group amusement, but
usually they are group creations, very much related to fantasy gaming. :

Kirk N " With us, it wasn’t just ah, that we shared them [the
i hnusm], we developed them logether, you know.

Philip C8 Same now, outside of D and D .. Mlke and.I and our -
4 silly *Brideshead® and *Pope of Greenwich Village®
and things like that. L

(SH28a) -

> g 8 '
Mike and Phil are the specialists in this speculative fantasy, a good example of

one of their distinctive shared dayd being the follk
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1 . E
Our silly fantasizing conversations about being in China or Bangkok
or Brideshead or somewhere like that..It's mostly Mike and
I Everyone else thinks it's very silly. I'm sure Alex Hastings
disapproves ... [It's aimed at] creating an ambiance.
You talk about the idea of being in Bangkok?
~ That's one of Mlke s ... it's a verg-good one. You sit around and um,
wearing big baggy wlnte cottonsshirts, in a sweaty room, §moking high-
class clgarenes And Bangkok has become part of you. d, and we're
with English and ah, I can't get the
atmosphere properly. We need to be going back and forth, Mike and I,
poetic dreams and so on ... Part of us in Bangkok and part of us’is in
England, we can never. be'home either place. We're just stuck on the
dnternational scene and the mystique of Bangkok ... Mike wants us to be -
involved with opium, I'm not sure about that. And we have loyal
manservan'.s We drink, we drink too much as well. -
san; In the early twentieth century or aomzlhmgf
Y ah, the good old days. Great imperialisny. - After World War One
perhs,ps . That's what we do ._uch creating a different image, and all
. the images will come togezye/ that/INbe lt We ,ust sit there and think ~
how nice 1t would be. (Phil, SH3b)

Fantasies such as this_are’generally based on wnedia images and ideals of wealth
and power, which the); have jokingly tefmed 'the—__ —— money and power®
(FN55, 30/8/84). All 'their fantasy has a core of h\!mour. They like to/talk about
h§w rich and ruthless ‘they will some:iny be. ﬁuring one conversation at
Kibitzers, a local bar, Mg(e Phil and-Richard decided that,when they -become

*incredibly powerful and famous,* somebody is gging turn this thesis into a movie

about “them. This sparked a discussion of who should play them: Phil wants

Jeremy Irons; Mike, Nastasia Kinsky in a bear spit, or Mickey Rourke; and
perhaps Roger Daltry ¢ould play Nelson. They aé‘v

ithat this will be a movie

“about power, along the lines of The Godfather, and therefore will involve the

killing off of their families. N B




I can see all of us sitting around a mahogany oak table in an
impressive Victorian room, wearing classy suits, very expensive. We
look up at the fan-on the ceiling -- there should be a fan in here —and * - .\
then the camera pans down and we're sitting here at this table [in
Kibitzers] ... This is the beg‘inning of the movie. (Phil, FN34 8/8/84)

It was decided- that “each member will have hls own theme music, with
Beethovens Ninth Symphony I‘or the ﬁlm as a whole.” - Orin E. Klapp has

(. P observed that people often use celebrities to go on *identity voyages,* wherein

<. they vicariously experience the leb ity-heroes’ ad (212). S i the
roles played by these celebrities in movies involve activities which are taboo, yet

attractive (226). The members of this group are involved in sych a *seductive

e)'(perience,' as Klapp terms it,‘ when they fantasize about a Godfather styled
future, X L ¥
Even in fantasy, group members compete for §upérior"status. They

speculate as to who will be’most successful: .

i . - Our accountants wxll get together and decide which of us is worth =
" more. (I) How much money we have, whose wife is “better looking

4 (lj pictures of our chlldren, *My chlld did this, what did yours do?*
(Phxl SH4a) -

S 4, Violenc: alxo plays a part in the imagery, as with the above movie imagery and in

a fnntasmng conversatmn wherem members speculate upom the possibility of Alex

beeommgamnss—murdarer omeday: ; o e - _
e Philip What if Nelson turned out tobe a mass murderer?
. “* He'd look really bad for our - you know, for our
. careers. .
Michael Oh-, he wnll too. You can see it in his eyes.: [Pause.]

No, he wouldn't do it, Hz'gixtremely' rational.

Philip . . Maybe, Alex can be a mass murderer.
s /[ :
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Michael \ A‘lex oould be, yéah. If he was called by God or

, something.
; Philip ’ All this niceness might just suddenly stop.
Michael P ... Oh, he'd be very polite and coy. Polite and coy,
. it'd make a great story. Charles Manson.
Alex , = You can write books about me. 5
Michael . ... *I was Alex Hastings' chauffeur.*
Phili Before he went mad ... *We always knew Ie was

going fo be a mass murderer. We eould tell it from
the way he looked.® . -~

\
(SHZ1b)
Partvof thé j?y of this scenari? lies in i‘ts incongruity; for Alex is considered th‘
most morally upstanding member, and &et his friends are constructing q‘vi,llt{h‘m\;‘s
l;uture for ‘him.‘ An. excellent'exumple of an aggressive group l‘nnn;sy is describe(‘i

by Nelson: .
——,

That was done a lot, going on about great things that they were
gonna do or stuff like that ... Fantasizing, 'making stuff up. Everyone
used to say ... Nelson’s going to go back to Germany.and revive
Deutschland and all that stuff, and Peter'll take over the Ifussinm and
all that kind of stuff,. On a grand scale that used to go
on ... Newfoundland separatist [stuff]. Ted was gonna be our general
when we took over ... Phil be in charge of ecomomics, finance minister.
Kirk'll be Navy, and Ted the army, and I'd be in_charge of propaganda
and everything. Stuff like that, we're always yapping about stuff like
that ... We used to do that a lot, right through [group history]. (SH14a)

¥

A "

the topig of group

. The d of f
ranﬁ,(, one which arises-repeatedly in this group's folklore. - Fautasy is a creative

of reality, influenced by culture and the individual (Cothran 220;
Dou;mn and Adelson 31; Fine, Shared Fantasy xiii). Lindn/ Dégh and Andrew

. ES 3
Vézsonyi declare that *tradition is the building block of fantasy,” thus suggesting

¥ t
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folkloric roots for all of fantasy (*The M ind the Proto-M 237). _/
" In our cnltun,(Zn is-genorally viewsd with suspicion, for we prefer to banish

* its members. -

whw be explained (Sheila Finch-Reyner 133). This is important poinl
of deviance for the members of this group, for they do Vllll! fantasy, albeit i m
certain, contained forms. Fantasy occurs on a cantmnum with other symbollc
communication, as Fine has observed: *since language allows people to talk Abouf
things immmzua_nt&gtuy' is simply an extension®of what we often do
with language. in other circumstances® (231). éheiTFinch—Reyner' ;:ites
p:ychologuu and nnthropologuts in arguing that people need lmagmatwe
activity, need *the miysterious other dimension of meunm; alwnys felt to be
present in true fantasy® (128-130). To be eﬂemve_, she mm, fantasy must be
based on‘a,n ‘mgepted current concept of th; universe (134): Similarly, the
fantasies of the group under cnnxideutim; are based on the shared woﬂdview of
Fmtafy is frequently conceived of as a very personal, nonsocial activity

(Stevens 247) but it often occurs publicly. For example, Kay Cothran discusses

the fantasy world of tall-tale tellers centred on heroic characters with whom they .

, identify: “trash is an acceptable fantasy realm in which a man can strut as a

character, a real whopper of a self, while passing_ through illogic and fear to
hun:our or excitement' 123-1) Similarly, Kirshner finds children identil'ying with
conile-book superhemn who have nlnlmes supernatural in lnnd and degree
(75-77) As will'be seen in the lollowmg chapter, the chnrncter roles of Dungeona.

and Dragons correspond closely to thue heroes of tall tales lnd'comc books in thu

. L
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resﬁecc.37 Comic books and fantasy novels, both of which have been avidly
collected by members of !hisp'gro\li), involve the use of som‘eone else’s fantasy
rather than that of one's own creation, an impﬁl’la’nt‘ difference from fantasies
created by the group. Some such input may be dece‘ssgry. Finch-ngner relates

. fantasy no‘vels to wonder tales and myths; all of which provide symbolism in -
people’s lives (130-131), Fantsies may also be shared informally, through
intimate conﬁden;es o friends ;Yehudi >Cohen:. = Aggression, Fantasy and

. Adolescence® -167), or through puﬁn s fantasy w?r'\d' created I;y one of the
participants a\nd:nqgojtiaterl amongst them (Kelly-Byrne 164-166; Hall 35). This

ponds to the ities involved in Ds ” and Dragons. Accoring to
Dext:r Dunphy, primary groups play out shm-ed fantasies and mcorpomw

into a group 'mythology' comprised of ‘*those aspects of individual fantasies.

~ .which are ’shnred. and persist because the& have their ‘basis in common life"
experiences® [;l'he Primary Grougv 34). The fantx;s‘izi.ng conversations discuss'edpb
. above have been inco;‘pomted into g’rbup !oll‘(lcm, as have the gumi;:g fantasies to
be discussed jn ‘the next chapter. va;lunted in terms ?‘ sv:*hnlarly views of 3
lntntmies‘, this study gfq\lp has ag’ extr‘emel’y ricl; fantasy life. !
Two kinds orv conversntio‘n, confiding and gossip, are taboo for this group.
Both are: (éoncenied Awith personal feelings and relutigship!,‘ which these
"inexpres’sive' males I'eell _a cultural aversion to discussing. ljuwever, it is

0 unavn’idable that there be at lel.!t some such talk in a group with a_close, strong

bond.

"7Ra1: Brednich has shown that comic book héroes: correspond in many ways with the heroes of
midrchen: for exampley both are charaiteristically immortal, rooted n'the real world, sexless, and
reliant on magical items such 3'special costumes (48-50). Dungeons and Diagons heroes have
the same chafactertcs, 25 will be shova ia Chapte 5. ;
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A truism of confi dmg within thxs group is that something tol;i to one
member eventually gets commumcated to all the others As a result, fitembers do
not trust ‘ne another to keep a confidence completely private (SH22b), yet there
is an implicit understanding that outslden wxll never be told.  Competition is
P more l‘esponslble for tlus taboo on canﬁdmg than Iack of trust.
I think it's & pattein left ovér between us, that we don’t talk about

things. There's not mc}: reason for it anymore. I think it’s a pattern
left over ... [because] we'rerall very competitive. (Mike, SH22b)

* Speaking of their tgeuage years ’together, Richard comments that." 'when you're

that age you don’t confide personal problems ... it didn’t seem to imner' (SHSa).

Thus, t})e group's, mnsc\llmny #as combmed wnthithp group'’s formafive years to

create "o barrier. ‘This barrier is not i ountable, and .very jonall )

-meAmben will have an honest, ope\; talk. . Most of the time, - however," their
personal communication is indirect. They have spent so much time together over
the year’s that they have learnt to regd one another's emotions; "you dould see

what everyone else.was thinking® (Nelson 13).:). This is a conscious process even

s
though covert.

You' can’t do it [confide] outright. That - it doesn't work really.
Yol can go through the motions of domg that but it seems so artificial,
so contrived: This way it has a, a ring of sincerity about it. I mean you

through all this trouble of making everything up and-hiding it, and
wanonu{ things ... It’s complicated, "it's elusive, that’s its whole nature,
you cdn't replly put it down to the-one thing. But it's interesting
because I think that almost every close friendship group,-of our age.
level anyway, does the same thing..they talk about.it [personal -
natters] in a sort of oblique manner. - You know, it’s sort of the
obliqueness of it that really~ties people together. (Kirk, SH18b)

. . ’

,
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I think"our, sort of ah; deeper emotions are sort of e);f;lessed ... in the
way we ... use sarcasm a lot. We joke a lot, and that usually has some
sort of oblique meanjng. (Kirk, SH29a)

CoVert and circuitous communication depends on folklore, and for this group, folk
’ >
humour is the most significant medium. Philip contrasts Richard's opénness with

the way the rest of the members operate. - «
B Kl

Richard asked me how my love life was, and I commented on it, and *
he said, *Why?* and he gets into [a' discussion of] it. While Mike and I, *
and Aléx, wouldn't talk about it like that. We'd he very superficial
about it, joke about it, but not really talk about it ... Like I wouldn’t
say-to Mike, "Gee, yes, L.really like her, I love her, etcetera, etcétera.
I'd"say, "Yesh, really great looking, wosh" _eteetera like that. They
basically mean the same thing. (SH4a] 3

) Wilereas he can com\n\mmcnte directly Wlth Richurd, Phil needs to cloak his

' persondt f)lings with hugour when talking to other group members. -It is

gn\‘ﬁcant"thut Phil says they éatl? mean the same thing; he believes that:the

indirect “communication of personal feelings through group folklore pn§§es the

message along just as as direct ication would.

Gossip is generally viewed as one‘of the inevitable performances of everyday

/1fe, but it is demgmted when spoken of in the abstract becnuse it thfeatens

(Abrah: *F Centred A h to Gosslp' 202-293) It

for ity control, tc d “trust in a friend, to affirm sex

" “This group is nnusuul for genumely eschewmg gossnp

roles and w increase performer status (290—301) The nestheuc of gossip stresses

knowledge of and obedience to the r es, and the demonstration o{ verbal abj]ny

P
Phﬂnp\\ That's probably one of the differences [we have from .
4 . -other groups). .

-




136 . -

Susan . You wouldn’t say,. Nelson still going out with
S that girl?" .
Philip ~  We might say it, but we wouldn't, say anything else

about it. *I don’t Xnow* [would be the reply], and
that would be it ... I gossip but not with, I don’t think
with any of them. .

(SH3b)
Other members have also said that personal comments are minimal within the
group, b;l". they adlpit that they do gossip with out‘side friends. Gossip entails
extended, speculative talk, whereas these young men confine pe_i-sonal

.communication to brief, ii i pressi of concern, and

humoro\ls comments about ¢ one unother The only exception evident in the data

was the news of Ted's engagement, ,t,lns wrought such changes in Ted s-life, and

ot

, the group, that e wtiot nnnlysw 'was necessary I‘or‘ pcceptance and
understanding to oceur.

* The lunctions and

of. gossil; n joned by Abrah are fulfilled
h).' other folkloric forms within tlns group, .namely, teasing ‘and other humour,
a}gumerx‘t, and the assumption of aggressive roles in fantasy gaming. These
provide ampl; >o);)?ortunity to assert’ community control, affirm sex roles and :‘"

demdnstrate performance abilities. Just .)i(:‘v much other activities fill its place is

indicated

in'the 'followin‘g ion from Nelson; .

- Mother used to always'say I gossiped on the, phone. Bat what 1 was
talking about was Dungeons and. Dragona characters. We- were ah,
talking about strategy [for] the next time.we played. So we'd tnlk

-"about, *Well, I'll do this, do-you wanna do that?* So we'd be talking -
. on the phone for hours. -And Mother; you know, [thought] it had to be
. pure gossip, nght, you don't: talk on the phone for hours exchangm;
facts. (SH1da)

\
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Such' conversations aceqmplish some of gossip's functions, although they do not

take the form of gossip. s . &,

L <

Personal Experience Narratives . .
Personak experience narratives are the only kind of storytelling events which

occur regularly in this group. Their performance is ‘informal and unstylised, in

keeping with the conversational context, and their contents are thoroughly

, entwined with other elements of the idioculture.

The"personal experience narrative is .related to the legend in that both
genrgs may concern supérnatural, extranatural or abnormal persons, forces and .
events which deviate from everyday norms (Dégh and Vézsonyi, "Dialectics.of the
Legend* 47).- However, the personal expelienca'nsrrnlive is more immediate than
the legend, in that it is concerned’ with the experiences a; ;he ;l;arrntor .or other
fa!;niliar persox;s; thus, it is an even more *sensitive indicator of social conditions
within small #oups® than is the legend (8). Laba claims that personal expericnce

form amongst urb.

narratives are the most p \! folkloristi i s; he sees ?t as
crucial to the personal evaluation and” handling of experience for them (*Urban
Fo]klore" 163). Pefsonal experience narratives have a looser form and‘sh’or!ery
lifespan thah ;ther folklo’ri'c narratives, howevgr, and as a result have received
relatively litt’le academic attention 'ul.ntil recently.  Nonetheless, personal

By ok g 4 -
experience narratives are traditional, ‘reflecting traditional narratives in theme,

plot and functi and ining other traditional elements (Sandra K. Stahl,

*The Personal Narrative as Folklore® 12-15). - Such narratives must voice
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attitudes traditional to the group in “order to succ%d/(u)._ The "personal

> narrative is ch isti more individtialized than traditional

tales, '.;'94 is necessarily improvisational (17-18). Unless éxceptionally good, it is

. generally cénsidered interesting ’ly ‘the first time it is heard, although it may be

s

retold to new audiences or due to forgetfulness (25-26).

Studi}m of personal experiénce narratives in context reveal significant
c;:mpyrntive findings. Tn the Okefenokee Swamp Rim ’in Georgia, where Kay
Cothran studied the personal experience m.rmi'vg, it is part of a folk catego’;(y
termed :talking h;aah; ~This ‘tnll.c occurs in the local éommunity 's@ore amongst
men, and *competence in tnlkil;g trash goes hand in hand with the essentials of
male-‘sociability* (218). Cothra‘u notes that while each personal experience

narrative is eph 1, the ctistom of ting them is traditional (219). Talking

trash involves two kinds of events: the performance event and the event to which
it refers (22). It functions to evaluate human relﬁtionships and behnviou‘l-? and to *
validate the traditional ‘l}!e-style which this gro\;p clings to (231). In ilis study of °
a general store on nlNova Scotia isln}:d, Richard Bauman's findings about the
personal experience narrative are strikingly similar to Cothran’s (‘Th; La Have ,
Island General Store"). (There too it h\u functioned as part of the male n_)le,
being nséd for the "display, maintenance, and development of pe‘rsanal identity®

(334). Yarns, as they are called locally, are valued for the 'uniquegess and novelty

" of the éxperiencu they describe, rather than for the performance étyle of the

-tellers (334). They occur in *4 chain of nsiucintion‘:,' each relating in some way to

the .p'revions one (337),. Leary describes a somewimt different context, that of a

friendship- group originating at a college’dormitory, which is once again a male
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. group. For them, personal experience narratives chronicle their play, their first

impressions of one aiotlrer, and certain memorable events, as well as commenting
on intragroup behaviour (83). Like the male groups studied by-Cothran, Bauman

and Leary, the group under i jon uses personal i narratives fo

confirm members’ masculinity and group identity, as well as to chronicle its

history.

A glance at the seven personal experience narratives already dis¢ussed. in

this study gives some indication of group narration patterns. Their subject

matfers are typical. Three concern initvial encounters .n'nd firat impressions (Mike
and Ted on page 26; NeJson anid the Hastings on. page 27; and Nelson and Phil on
page 38), thereby chronicling ;roup-hery-and intlar}alali‘on_ships. Two more
narratives concern gaming (Gart{h‘s Army of the Dead on page 63, and Ted's Ant
Wars on page 48). Both of th‘ime involve discussion of individual, albeit bublic,
fantasies within the group's war-games. . The group’s perso:inl. experience

and other jon often revolve around fantasy gsmicAifpost

commonly Dungeons and Dragons (see pages 225, 277 and 284). Another

narrative concerns Nelson'’s success at bugging the others-(see below). Nelson's

exploits, as indicated .before, are a frequent conversation topic. The seventh

persanal experience narrative concerns a., discussion between Richard and Garth,
. . ~ . i
‘wherein Garth reassures Richard about the direction his life is taking (see page

64). The topic of this narrative indicates the primary importance of talk and

success for g;'oup members. Although'¢h istic, these seven n ives do not
represent the full range of narrative subject matter for this group, which is as

wide a3 the’varied range of expé;ienca which the ‘members feel bears repeating.
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Two other narrative topics appear typical: etiological legends about the origin of
2 N
certain words and phrases popular within the group (see pages 147, 149, and 166),
and those concerning humouroug incidents (see pages 140, 176, and 283). -
These seven . personal experience narr’aﬁvgs are also stylistically
characteristic of narratives told within the group. Nelson's description of a time
——

he successfully bugged Alex is typical:

(1) - He's gotten silly lntely, getting on to all - this
Buddhist stuff.
2) He was always like that though, a bit off the

head ... his little religious kicks and little *I love
everyone® stuff ... .
(3) # What I did wnth him ‘once was ... we were. going
.about ... something about mxgrmon in- England or
something, we were arguing that [they'ré letting] too
many non-, sh, nop-skilled labour mto England, it's
mucking up. the country

(4) Fo Alex went, "It doesn't’ matter, I love everyane ..
(5) . said, *No you don’t.*
(8) He said, *Yes I do, I love everyone. I do not hate a
‘ ) person.*
() So I was trying to bug him. .
®) - ~ And finally he looked at me and said, *Just ~ just
bug offt*
v 9) .And I said, "There you go, “you don’t like me now, d(}
: ‘yal*
10)! - . And he was [expression of anger] *Arm."
(11) You see?
(12) But I've said lots of silly things to bug Alex over the ®
: years. .
(13) Alex's always been a weird character.
(SH13b)

Nelson's story serves to illustrate his initial p'oi'nt, he's [Alez] gotten sx'lly, and

shows Nelson's reaction to it, namely, hllmomls aggresmon Although not rigidly

d, -this A i is' d a.nd

d in’ a manner which fits it

smoothly into the conversation, which concernwex and very much resembles the
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conversation in its grammar and vocabulary. Nevertheless, the narrative tone is
distinctive enough to engage the listener’s attention. To tell a story, however
brief, is to present a monologue requiring a longer attention span than other forms
of com{ersation. One of Nelson's performance tactics is to vary his‘spenkini voice
in order to indicate that he is quoting somébody, as well ns to mimic that person's
style, thus providing dramatic effect. There is also an element of repetition, w;th

most sentences containing at least one repetition.

1 and 12 -- silly
1 - gotten, getting
2 and 13 - always
- little, little .
2 4 and_B -- *I love everyone*
3 something, something; England, England
-- "I do not hate a person®; *you don't like me now*

6 ~Ido, I'do
7,8 and 12 -- bug
* 8 -- just, just

9 -- you, you; don't, do
These repe_titions demonstrate the traditio’nal character of personal experience
narratives on two counts. Firstly, they are evidence that the teller has repeatedly
‘told this and other stories about himself, thereby ,’Establishing‘ a patterned
structure for it (Walter J. Ong 148). | Secondly, they. sugges\t a structural
symmetry not unlike that found by .Dnvid Qudmn in traditional Scottish ballads
(87-144). The story is framed by ailly at beginning ‘and end; interestingly, the
term is applied to hotlx participants in the interaction. This puts them on ‘an
equal basis, which ‘is paradoxical conndenng that the narnt\ve concerns the
verbal triumph of one over the other, Another term framing the story is always,
" which emphasizes that there ‘is n‘; larger ‘repetition occurring: A.lex’s/interesr, in

Buddhism. i$ not an isolated incident, and Nelson's reaction is cugwinlry. This
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term signals the representnnveness of the mclden%, the fact that it is itsell a

«repetition in certain reaﬁecfs \&nmfar as this personal experience narrative

portrays one member of a culture pointing out the deviant behaviour of another,

it functions to show what is and is not appropriate within this group’s culture.
E 0 .

Most members of this group consider such a statenent as "I love everyone®

d

unrealistic and somewhat silly, even though endearil MuDgwe]l has

that_the aesthetic of personal experience narratives stresses coherency, achieved

. through the use of filler words to slgnal pauses and emphmze certain words nnd

ldeas, and delight, nccomphshed with smoath dellvery, humour, appropriate topic,

dram§t|c effect, and balance and a minimal structnre\ ("Coherency and Dghght.
) %

Dual Canons of Exc;llence in'Informal Narrative®).- " This personal experience .

narrative appears.to }Atilize ‘the same aesthetic, excepting the characteristic of

‘minimal'structure.

The. informal corversational context breaks down barrjers so extensively

- )‘ that audience members may become performers. Philip and Nelson wgethertgll a

»
story which illustrates Philip's point that Nelson is a supremely sucet

Nelson

Susan
Nelson
Philip

Kirk
- Philip

fi
I can't articulate very well at all. Ican't ej&.hink

up half the-words,

<. Dauve, you get the point across amazingly well. -

Yes, but in ridiculous ways.
|

.. You can out-argue with Mike. Mike knows about
twenty times more words than all fnnr of us [present]
put together, and you can still - -

What is this thing about words, an&way"

* I was gonna say n has nothing to do with the words.
You can still out-argue him.

ful arguer:




Nelson

Philip.

Nelson

™~

Philip

Nelson

Philip

Susan
Kirk
Nelson
Philip
Susan
Philip
Kirk -
(SH20b)

Philip frames the story with comments about Nelson's argumentative ability, and

participates in its telling. Nelson takes the main role of narrator, recounting a

e

s
That's cause I just use basic Kaox (1l

He'll get really frustrated. You and I'll argue, go on,
me.

Remember when we were. arguing the great Vietnam

. thing with Mike downtown. And he was speeling up

all these facts about the American massacres, and |
was there, looking at him, saying *No* .. He was
turning red in the face, *They murdered ... * (Il).

Mike just crumbled. Mike knew fhe stuff better ‘than
he knows anything else, and he just couldn't compete

. with it. There's Nelson going on, and Mike was just,

*What? What? What do I do now?*

[recalling a similar incident] ... And he was turning

red in the face .. And I was humming *God Bless *

America.” And he was ready to just go "Ahhh®.

1 imagine a little farther’ along, Mike will ‘be a world
authority on Vietnam, but Dave will still be able to
beat him in an argument on Vietnam, however
ludicrous the argument technique may be, Mike will
still be reduced to mush when.the argument is over.
Does he affect other people this way?
Um-hum,

Terysh Ted.

He'll get me.

Anybody outside the group? _

Timagine so, although I haven't witnessed it.

Well he gsunlly doesn't reveal all his ah (1), pbilities.

T can know the subject well, but you can still beat

)
¢
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similar incident as well as the one being focussed on. Both are performers and

audience to each qther, with a féw others present to act as andience as well.

An episode is unlikely to be dly dis d and perfa d unless it has

great humour or significance for the group. Some personal‘experience narratives -

were retold in m); _presem;e, but on most occasions this was for different
configurations of the group lelted repetition is tolerated by the group audience
(Alex, SH17a). Once an mcldent has occnned the members involved may
reminisce together Ebout it. As Richard states, "we relate numerous slorie_s about

various events over the past three, four, five, six months® (SH8a). Fine states

= - - o ,
that an item may be selected for™a group's idioculture on the basis of five

clements: it must be known (based on shared knowledge), ussble (not taboo),

- -functional, appropriate, and triggerea in memory by group happenings (*Small

“Groups_ shd Culture Greation® 788743). It is on this basia that o petsonal

\7]
2 narraive i lled and p

There are: three mnin f for pérsona.l

narratives within the study group. - Stories are most often repeated when group

members have been apart for some time,. and need to renew their bond with
N ~

recollection of their shared past. To really succeed as a bonding mechanjsm, a

personal experience narrative must be known to all members of- the group;
therelo;e, the second sort of occasion for narrafive performance is to tell it to ahy

memben wlm were absent dunng the epxsode it concerns. Thus 1l. eventunlly

" enters the repenon'e of all gronp members, Blld even those who were not involved

can tell the story. The ﬂnrd pen’ormnnce situation for personal expenence\

narratives i§ that in which only ofie group member, the narrator, was present
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during the episode concerned. Theste\ﬁﬁzly become-group, narrativey, so are likely

to be told only once. The tale of Ted's Ant Wars is an exception because it is

funny, unusual, and involves the group interest of war-gaming (see pn%e 49).

Group memb/ers tell *stories about themselves in order to entertain and to

enlighten others about aspects of character and per;gﬂgl history. An example of

this is Nelson's narrative aboit a violent act of his in hockey which expressed a -

" frustration he could nét put into words:

Well, I should tell you, the last game I finally got to do what I wanted
to do all year. We ywere behind five to two, we had five minutes left
and we had a power play. And the other team had a breaker ... Iran
him down, and just dived at his feet, and went, "Waaah!" Scratch,
right; on both his ankles. And he just went bung! Oh, it was glorious.
1 didn't even wait for the referee. I just walked in the penalty box-and
sat down. That made the whole season worthwhile. It was

" glorious ... Well, you express everything in that. I mean, every emotion

that I had during that game ... was expressed in that one penalty T.got. . -——

Total frustration. Just going out -- arrr -~ crunch. (SH29a)

Once a story is known to all, it may be répeatedly referred to without actually

being reto‘lv:L It has become part of the group paradigm, the shared knowledge

which is the source of their beliefs and attitudes'and their worldview. The fact

that an in_gident can be briefly referred to without its narrative being repeated 17

provide full ing, also functions to diffe iate members from outsid

This is commonly the ,;:ase with jokes as well.

Wordplay L : Id

Wordplay isf’term I am using here in a new way, to encompass not only'

esoteric voc;bulary,bm also creative turns of phrase. My definition of wordplay

is esoteric méanings for words and phrases which are distinctive lo.a group and
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cana;‘dercd humourous within it. Wn\rdplay could eqlmliy well be included in the
discussion of group humour. Much wordplay is transitory but the items focussed
.on in the following discussion have lasted for years, and will continue to exist as
long as group members associate wi‘th one another.

Previous scI:olnrs withi folkloristic concerns have examined wordplay, but it
is still 8 very new field. In The [riendship group'he‘sl.udied, Leary found a small
but significant “esoteric vocabulary,® including n/icknames, special insulting
terms, greetings, éau.nts-, and descriptive terms such as hurt, which denotes
.overihd;|genee or_craziness for his study group (63-69). Abrahams asserts t_bat
any small group formed Tor social purposes will develép a body of 'alang terms
related to its shared activities (*A Rhetoric of Everyday Life* 57), which it uses
as 1; traditional method of signalling inclusion (5). ,P&: Farb observes that many
groups use words uniq;ely and cre‘aﬁvely. and. that this wordplay functién:q to
maintain a boundar}.' against outsiders® and to signal belonging to insid‘els
(122-124). He states that many items of wordplay are’ also forms of verbal
duelling, and thal mosz speakers duel even in casual conversatmn (95).

Two major forms of wordplay for this group can be distinguished. Firstly,
there are terms and phrases from standard English which have generated new
meanings within -the cont.ext of the“gmup Items of wordp;lay are I‘reql;ently
ordmsry words in vogue wn.hm the group for a t|me. becommg intentionally *
1mbued with a special slxml‘mance One example of this is gznre, of which Alex
snid,. “that's one of the in-words with us-at the moment ... It's a real word,
probu‘bly means very little® (Sﬂ11u). ‘Sometimes speWialized usages have been

inadvertently generated as in the following citation: .
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Phil brought up Kirk -- it was sEmething Kirk is an authority on, you
know - and I said he was "confounded by his own knowledge® or
something like that. -(Il) And for months after that, everyone used to
bug me about that. When Kirk found out about that, he got a good -
laugh out of it ... I didn't know.what I was talking about in a way, but

. you know it was funny I guess ... It's things like that, they don't sound
funny, but they are at the time.

When you bring it up again, it's sort of got this added thing, this
special little group thing.

Yeah, right. Youkknow, we might be talking about Kirk again and
then you say [offhandedly], *Of course,  -confoundggl by, his own
knowledge® ... And you tacked it on to everything from then on.
That's basmuy what happens. (Mex, SH16b)

=

“Zcondly. there are terms, phrues and neologisms ntnbutsble to one
mel

er of the group - Nelson. The group calls these “items of wordplay

3 i ‘the group wordplay scene. Alex sees them as

the igispiration for all group wordplay.

I can think of where it kind of started, and that was with Nelson. He
was the first one that I can'think of who used to do that. I guess it was'
in us all, but he used to do-it very openly, way. back ... when I first
knew him: - I mean, he used to come up with thesé" really weird
sayings ... that he really thought were hilarious, and he used to say over
and over and over again for years, you know? ... He used to create a lot

il of ‘meaningless words. And the most recent ones just, they got a bit
more sensible as.he matured. (SH16b) *

s B .
« Nelsonisms are considered hilarious by all the group members, and are often
i 3

referénce to 'I'l:l! surrounded by fools," which Phil was sure he had heard

elsewhere and was therefore not original. 7
Kirk It's not just the phrase itself, it'%way he delivers
. it. =
Phil ) Okay, his delivery is unique. E
. N »

gleefully repeated. by them. Kirk and Phil discuss Nelsonisms below, with
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Kirk L He did it the same way almost every time.

«  Phil It’s lhs Panzers all over again. — "
Kirk ... That was another one.
Phil It sometMing was really glorious, he was That’s the

Panzers all over again. Followed quickly by
glorious, probably.

Kirk .. If -he's very pleased or happy about something,
he's had a great success and, or we have had a great

] success, or he has scored a great success against one

of us”or all of us, then it’s the Panzers all ‘over

again ... During the Second World War when they

[the Germsn Panzer tanks| were useda{ the

Blitzkrieg so effectively, they became sort' of a

byword for: military efficiency and eﬂecw)eness

Potency That‘s that’s what it's all about. 2

(SH27a)
Per[ormnnce style, as Kirk and Phil’ assert, is valued in the group 's#wordplay

aesthietic; *his delwery is umque“‘ Some items o! wordplay al.so have an

- aggressivé function; the two discussed here both award the speaker a superior

status. Kirk mentions ten Nelsonisms and their origins in the following excerpt:®8 -

And then there was also of course Nelson's Gollum imitation, you
know,, precious and all this ... it became part of -his speech. You know
how Nelson will always ‘come up with theése new ‘phrases like ah,
Snotty-cruddy Bolshepiks and sh, e:hr s another Gollum
thing. You remeémber he always used to say pocketees ... That was
another bond [for the group), cause we were the only ores.who colild
understand what he was talking about. (lI) And everybody started using
them, they’were sort of the common linguistic currency of the
group ... There must have been about fifty of these words and phrases
he used from timeto time. He didn't usesthem all 4t the same ‘time,
they went in phases. He had a particular favorite that he used
couple of months; would crop, would come up [often]. One of the most

N

y + = . » %, «
38T understand this quotation, it is useful to know that Gollum is a goblin-like character from
Tolkein's Lord of the Rings, and that Nelson-affects a horror of communism. ..
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recent Jles is saying, -alright, is glorious, the horror. In Apocalypse
Now the ah, the lead character is always saying the horror qver and
over again, trying to convey what was going on. And that was a
popular one after everybody saw Apocalypse Now, which was another
link between the -group .. Oh, I wish I could remember more.
Annihilated was one of them....I always picked up whatever he was
saying, it was ridiculous. . Rainik von ‘Schnatwick was another
one ... Dutchland, that was. another. . Well you know, German for
Germany is Deutschland, but Nelson mi d it. () Like, *Do it
for the Dutchland® is one of his phrases. ()  Secrummaster,
yeah ... Well, that's a very trivial story ... Well ah,.one of the first war-
games um, we had rela_tively'few models. One of the few models we did
. have was of a German salt gun used in Second World War, called the
Stremushause, and- that's a fairly difficult name to remember,
pronounce. And ah, Nelson has terrible times with names (ll), so he
'pomted to, this  tank one day, said, "Okay well, let's move this
scrummasfer from over here to over here.* And Mike just cracked up!

Everbince then everybody's always referred to the scrummaater?, ,

Yes. There are plenty of stories like that, mispronouncing thmgs
Wasn't “just Nelson ... Another one of the common, jokes'... whenever
we'fe in & tense situation, whether it's in real Ik or in D.and D

someone always says, "Well l can create water.* You know, it's a sort hY

of common joke ..
He does have a way unth warda, daesn t he? " .

Oh yeah. A way with misusing words ... One of the more common ..

. ones he used was, he'd sort of mutter under his breath, ®ah, ~
yommunist, communism.* (SHlln)

1t is significant that most of these are related to the grl;lip‘s military interests.

One example of the-use of Nelsonisms by the group is an occasion, when Nelson

was having trouble with a led beer bottle-cap, and Kirk d-*It's
communism again® (SH27a). - Some items of wordplay are reiished by group
members for years while othes a;e discarded after a few months. Farb points out
that after a group has used certain ilem‘s of wordplay for very Iong, they may
become ‘generally known, and therefore Tore must be created .'.to kee;; the in-
group vo‘cnbulury intact,” that i‘s, impenetrable to outsiders (12:1). Th_is?s an area

of folklore where items are valued for appearing freshing and new.
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Perhaps the most firmly entrenched Nelsonism is hygenics, and when group
members get into conversation using this term, they enter the realm of fantasy.
. i

Nelson explains the origin of this word.
'

& One night I decided to bug Kirk, I mentioned about hygenics ... We
were walking downtown, and someone was going on about Kirk’s army
»  traini I said, *Oh, better not get Kirk mad ... since he knows
hygenics.® Hygenics is’ a word just, made up out of nothing, I don’t -
know what it means, right? But it's sort of a cross between eating right
-- what’s the word for that? Hygene-type, a word between hygene and
sel[-de fense, right, just- nothing, right, that’s-how it came up to me -
bing! ... as a joke. Well it sort of did get him [Kirk], well he didn't -
- know what it was, ri%w.?, And 1 went, *Ah, this hygenics thing,* go
into a \karate stancé{[howls appropriately], *Kirk knows-hygenics.*
Since then it's beerf a sort of a joke ever. since. (SH13b)

Hyggmu is genemlly used to denote a mystenous martial art Kirk Ims supposedly
learned in the navy, but as a nonsense’word-it can be used to niean a varjety of

proceésses, always with speclal properues

- o ® " Mike & How about those hygenics, Phil? Do you use much in
. your hair? (1)

Kitk . The guy who writes [a certain war book 'series] i
doesn't know about hygenics ... (ll)
Mike - The Canadian navy's tactics is to come alongslde the
. Russian ship -
R Nelspn~. To outrun them! (Il) ... Hygenics, ah!
(sfi25a) -

* Thus,'wordplny can be.used for shared fantasy ;;ssion;. The group is capable of

going on for much longer than this, in so seemingly serious a fashion ‘that I must’

admit they fooled me in a gullible moment (see A.4.1)%° Thus the term_has been

* used as a practical joke. : =, -
e o k
%P1l called e ip a few days later to confess that they started out speaking of it in iheir

usual manner, but when they realised that somebody was actually believing it, they. made extra

\\_effort to be convincing (FN104, 15/4/85).
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Boasts and Taunts

Boasts and taunts are both conversational genres which function to
temporarily raise performer status, either by exaggerating the spesk‘or's own
attributes, as in boasts, or by p‘ointing out or fabricating defects in the others, as
in 'ta\mts. Within this group, all boasts and taunts have a surface element of

humour, and an underlying elemem of belief in their supenonly tohl{tslders
Boaala appear to be uncommon wnhm this group. The only ones collected
- were some comments of Phil's upon his sexual attractiveness. On one occasion he
nicknamed himself iron"thighs and bedroom eyes (FN50, 3/8/84); on another he
spoke of having *animal magnetism® (SH22b). However, these boasts have little
to do with the way Phil perceives himself or expects to be perceived. Rut‘her,
they poke fun, at the macho stereotype and at Phil himself for feeling some
pttmcuon to.it. Abrahams has observed that boasts are commonly centred on

masclllme attributes (*A Rhetoric of Everyﬂuy Life® 55). -
Taunts, usually termed insults by this group, have always been highly
prev‘slent within this group, especially v'vl!eq the members w‘en; in their mid-teens.
I remember there was a time some years 3go, we used to do this a lot.
And ab; it was, it got almost ridiculous. Every time we said something
to. one another, it would be prefaced with, *No offense but -- * (ll).
And.of course it would be saying the' most offensive things you can
imagine. . The most insulting things ... "No offense, but you're a
shit-head® ... T guess a lot of-humour rests in-laughing at each other,
laughing at whoever’s not there. Even more-so just laughing at each

other’s mannerisms, and building up & body of humour about those.
(Garth, SH5b)
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Insults function to provide humour for the group, and there is an obvious
competitive element as well in the trading of insults, similar to *Playing the
Dozens®. The aesthetic of insults favours moderation; the insult must be effective
without aczualiy hurting the victim very much. Alex comments that teasing goes
on a great deal in this group, and describes its limits:
Oh yeah, it's nothing serious ... it's almost an art in a very strange
way. Because you can go overboard, and then it |sn£ funny

anymore ... You ve gotta be very careful.

You don't tease about some aub;zcla Iyesa
Well, ulmost anything's game ..

Wzll I guess it could get embarrassing.

Yeah, yeah it canr ‘But, I guess it would be to anybody wlm wasn't
part of the group. Like, *your hair is funny,* kind of thkahey

don’t mean n they re just being silly, you know ...«Very stramge.
You Mmk it's not a.common kind of thing to tease yeaple? é\‘
Not in that way. I've ‘never met it before in any other
group ... nothing similar to that at all.
(SH11b)
The members cr;n_tinually insult ‘one snother: Nelson branded Phil an
“incompetent fool* when Phil could not help him with some hon;ework (SH13a);
Phil addressed Mike in a letter as *my s’hort-l‘egged friend" (SH3b); on other
occa‘sions‘ he accusea him of being'n *boring !zerson' and a "communist® (SH22a);
in return Mike joked‘ that *Phil's -obséssed with n"ly body* (FN59, 30/8/84),
teased him about his expensive new ‘shoes (SH22a), and called the Republic of
Cashmere which Phil had created in D and D, Swamp City (SHlﬂ‘b). Abrahams
states that. taunts assert group values and appropriate behaviour %hmugh pokin.g‘
l‘\u': at deviuﬁéns from it ('A Rhehric-of-Everyany Life* 55). Taunts are other-
directed, und thus more gro\lp—onented thnn bouts which may explain why they -

. areso much more prevalent within this group
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Farb has observed that uanﬂe—calliug among éhildre:{ takes plncevin four
categories: it is based on physical peculiarities, on;'s name, social re‘lntionships.
and mental traits (84). While some of this group's insults fall within the ﬁl"sl,
harshest category, most' concern mental traits, supposedly the least hurtful

l
category among children. However, idering the emphasis upon i

capasity within this group, insults based on mental traits may be the most
effective attacks. “ .

Teasing is frequently shared, with two or more members cooperating to
'gi\;é a hard time* to another member. Ix: the following excerpt, the teasing

focusses upon-Farb's category of *physical peculiarity®.

Mike * Phil, you're clumsy, you know that? (1)

Alex - I think you're drunk.

Mike I thiok he fs. )

Alex [making an nnnouqcement'] Phil is drunk.

Mike He is. .

Phil 1 am not. -

Mike He is too! )

Phil 1, this is only, not even two glasses of wine. But my
. tummy does hurt still.

(SH22b)

All puticip;nts, including the victim, enjoy such an exchange. On another
occasion, Mike and Nelson cleverly used the factor of the tﬁecorder to imply
non-verbal actions on the part of Ted. :

Nelson No obscene gestures, Ted. We don’t need that here,
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Mike’ Yeah. Put those pants back on. (ll)
Ted . lignoring them] What's going on tonfght, anyway?
(SH24b)

The element of fantasy is once again ;ppE'rent. /

a

« Insults correspond to the paitern of kidding which occurs among the
British coalminers whose folklore was studied by Tony Green. Green defines
kidding as *any humorous attack by one acquaintance on another, whether verbal
or not, provnded that it is not both cruelly satirical and formally elaborate® (48).
Kidding is chnuctmzed by opportumsm und spontaneity; it mMes
ll?lprnvwatx?n within a trndmon wh:ch arises, within lasting &}stlonshlpq (47'48»
The coalminers compr.ise an all-male group ‘which feels deeply }nbivalent about
-itb work, -and - their kidding s “ome coml;onent of a special mode of
communio;uion' which expresses these elements (53-54). The kidding of these
* men pnrellels. the lnsnltg of the group under coﬁsider:tion, in étyl’e if not content. .
The structural lrnm;» provided by their customary statement ®only kidd"&' is
matched within the study group by *no offense but®. Whereas the coalminers are
ambivalent about their work, the ambivalence of this gronp‘concerm the
expression of intimacy. Although obscenity is at the root of thé'\r’niner's humour,
it appears to be absent from this group's. The researcher's female pr;sence may
have been a detel;rent, but in any case it is possible to assert that uhscenit‘y is not ',
one of the essential or customary communicatipn patterns within this group. . The

physical gaming context of family hor‘n‘as which predominates most shared group

ies, makes such a di unlikely and difficult. But both are male

groups 'which express their masculinity partly through jpking, and both are highly
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competitive (61). Furthermore, both groups use kidding/insults to express group
solidarity and members’ individuality (62). This behaviour pattern is thus shown
to be highly ex})ressiv; and versatile.

Insults and teasing are elements of. the joking relationship, which has

received much ion in ] ical lif ’l:l:} pioneer of this area
was A.l}. Radcliffe-Brown who published two seminal studies in the 1940s on
*joking relati;nships'. He defines the joking relationship as: -

/A Felataon Izet-ween two persons in which one is by custom permitted,

“and in some instances required, to tease or make fun of the other, who
in turn is required to take no offence (80).

Radcliffe-Brown goes on to _describe this' as a relationship of 'pe:‘mmed
disrespect,” combining a pretense of hostility with a real friendliness (91). The
" joking may involve horseplay, obscenity and verbal elements (90) but must keep
within certain custom-defined boundaries (103). Joking‘relationsl}ips occur in all
societies, generally in c;rtiin social situations such as b;tween in-laws or potential
marriage partners (104). Radcliffe-Brown does not consider joking between
friends at all, emphasizing inter-generational teasing instead. Kathleen Alford
points out that joking relationships also occur “between friendly, intimate oqunl.x
with ‘the motivation of enjoyment (270-288. Richard Howell’s findings also

critically develops aspects of Radcliffe-Brown's th_egzry: where Radcliffe-Brown .

states that the joking i ip symbolizes ion, Howell finds that it

means closeness; where the former sees it ioning for conflict

: i ‘.
between participants, the latter. argues that it conditions people against *rough
treatment in the larger society® (4). Teasing, Howell maintains, is the essence of

a joking -relationship, being employed "to mark, test, and affirm social

.~
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boundaries® (3). Brain suggests that joking relationships help to main:'.ain
alliances in umbiguons‘ social situations in wleich tension makes straightforward
Q comradeship difficult or impossible (181, 186). In suc!; cases *friendship is
h “--~ expressed mainly through teasing® (188). There is a taboo on being offended by
such teasing (183). N
The group under consideration is a case of,equals expressing their intimacy

and achieving enjoyment through teasing. Members' tension about their personal

, through

- .
feelings requires that they i their
teasing. To show offense would demonstrate misunderstanding of the group

paradigm, and thus an outsider's status.

Abusive joking is disruptive unless it occurs in a context of ihtimacy (Alford

286); because of this, it can be used to test intimacy and trust in a conversational
setting’ (Hnll_dl). Philip Mayer asserts that "the most clearly distinctive mark of

the intimacy between pals (in Gusii age-sets] is their indulgence in’ playful insults*

such as physical “ and obsceni ing mothers (32-33). Mayer
defines playful insults as a pattern of behaviour wherein apparently insulting
wo’rds and actions create pleasure instead of anger (27). Thus we have the
situation which Lawrence La Fave and his }ss’s:ciates have called "an irony of
irony:* an unrealistic, extreme iinsult by a friend is viewe}i as amusi#g by the

subject, while a realistic, less extreme insult from a stranger is -considered

-offerisive (283). They argue that this i.s_so because it is different enough from

perceived reality to be unth ing, and because the friend has paid one the

compliment. of assuming ‘that one can *take a.joke* (285). Group membership is

often contingent on the ability to take a joke (Howell 7). Intragroup joking is




157 ) g
accepted and even contributed to by its focus (Lundberg 28). This is repeatedly
demonstrated in the scenes of teasing within this group. If a group’s members can

t

laugh at th’emselves, this *indicates that they have a trusting, communal

lationship* (Fine, iological A iches to the Study of Humour® 173).
‘Although the culture of the reféfence group does not p.erlni'. members to
express their intimacy in a direct fashion, the members have found an alternative. -
They malg-overt declnratxons te imply the opposite of intimacy, in the form of
insults and othér teasmg Tl!e connotation of these msults is reversed within the .

group sygtem of mcanmgs Thus they express their intimacy in a manner obhqne

to outsiders, whlch furthermore does not p ise their i ities as i
* competitive ;67 independent.

)

’ 0
v »
Conversational genres are a significant form of folklore for this friendship
group, and probably others as well ~ This group uses talk creatively to~
“communicate indirectly about personal matters, to assert shared identity, to

perform, to play, and to provoke laughter. It Yoes so using distinctive patterns . 2

which have become traditional to its members.

Humour
. i .
Humour is highly functional within groups: it can be used to make social
interaction more harmonious (Frank Ilall 42); to enforce social control (M. Barron
'89; Fine, -'Sociological Approaches to the Study of Humour® 173; Don Handleman«

and Bruce Kapferer 513; Richard Howell 5); to express friendship (Handleman and ' A
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Kapferer 513); and to decrease social distance (Ruth Coser 172). Humour *unites

the group by allowing it to reinterpret together an experience thé}_ previously was
ipdividud to each® (Coser 178). More specifically, shared laug‘hte‘; strexvlgthensi
group bonds and promotes group cohesioaner 180; Fine 173; Gerald Pocius
12). In other words, h\lmourl can be used to aid the composition of an *official®
group history, one which is t;ccepted by all members. Huxr;our helps & group form

its identity in other ways as well, as Fine points out:

The power of the group culture can be recognized by anyone who
enters & group that has been in existence for some time. Most groups,
particularly those characterized by informality, develop a set of joking
references that may be unrecognizable by those outside the group.
('Sociologicnl Approaches to the Study of Humor* 170)

This idiosyncratic humour is, I hypothesize, the hallmark of every friendship
group. Its' function of delineating a boundary and ke!p}ng outsiders beyond it
will be further discussed in the.context of aggressive humour.
Distinctive humour serves to set one group apart from - another, to
. commumc\te membershlp and, drnw boundnnes Outslders are drnmatlcally
A remmded of their status when they cannot grasp why the members are laughing,
as one member of this group states:
. " ' . % 4 .

It's funny when, say,.you have other people with you. They don't
always catch onto the jokes and everything That's really. funny.
They're kind of sitting there, thmkmg you're'insane. (Alex, SH15b)

An outsider's discomfort can ndd to humour. Outsiders, of course, may choose to

s|mply dismiss such humour as lunacy; a girlfriend of Nelson's told me 'they’\kp'

got a crazy sense of htimour; they tell these terrible jokes and lnugh at them"

(FN48, 30/8/84). Barre Toelken has observed that a folk perl‘ormance may have
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various audiences, sometimes including relative outsiders to the perl'ornmn_cne
tradition; the performance is always primarily aimed at those 'prcsenl who know
the twdi‘tion best (108-109). Thus, outsiders are likely to misinterpret and feel
left out by a folk perfam‘mnce While this gmups humour may be perceived as

being especiallg unusual, one member, Garth, correctly contends that every
friendship group has a unique body of humour:*®
. -

Probably like all [lliendship groups, and certainly all the ones that
I've ever been in, um, they'd all have a.. body of really internal
humour.and whatnot that would be completely maccesslble, at first at
least, to anybody encountering us. (SH5a)

Something that would be a friendship rather than
acquaintanceship can emerge just from sharing a body of humour
much of really every group of people that I've been involved with ../ so
much emphasis is placed on-humour. Um; not only laughing togeth¢r at

“ various things but um, being ah; being proficient in making pepple
laugh. Not necessarily by acting like an idiot but ah, you know there's
alot in that. Shared kinds of humour :. .

What would you say is the style of humaur Jor this graup7

There's no kind of emphasis on what yoir rhight call jokes ... Maybe
it's just ... the kinds of people that I hang around with; but X've ‘never
really found that jokes are really all that popular ... Some of it's bgsed
on, analysis of each other I guess. Ah, we laugh at each other.
Sometimes in a slightly offensive way, that sometimes happens ... The
style -of humour in this group, and it is somewhat different from the
style of humour in other groups ... is, I guess, satire. We laugh at the
world around us ... we sort of laugh at the things we see around us, at
the ridiculous things wesee around us.

Your families, for ezample?

No.
Pahlua? v
Yeah politics. I guess you'd call it current events in a way._... The
péople e laugh at .for the most pan are either each other for
iders] we find 1} hable in a way, but for_
the most part we laugh-at things and evenu (SH5b)

: Y
4ee aiso his comments on Nelson's centrality to group humour, page 52.
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Several ideas emerge from Garth's musings: a shared body of humour is central to

gog a5

y at provoking laughter is valued by such groups;

group _‘ i
every group has its own preferred style of humour; and, this group favours satire
and ridicule of themselves an‘d their environment. Analysis of relevant literature
and of this group's expressive behaviour will demons‘uate the validity of .thece
ideas. . *

Humour is commonly used to express intimacy, particularly among people
who [or some reason cannot elsewise express it (Alford 279; Brain 186; Brandes
08; Coser 177; Fine, 'Sociological. Approaches to the Study of Humour® 165;
Philip Mayer gﬂ Because the members of this group can seldom bring
thcmselye; to discuss pe;sonal matters directly, they often use the r‘nask of
humour to do so. Joking is a major factor in many male relationships (.Brsudes
97; Fine, *Sociological Approaches to the Study of Humour® 165; Leary 28). Fine

explains this in terms familiar from previous discussion of the male role.
Perhaps because males are constrained' from revealing personal
information that could make them vulnerable, their expressive culture
.revolves around the display of emotion through humour ;nuch more

than is true among women (185).

The humour styles favoured by this gr‘oup are described by its members
using such tewms.as satire, irony, ridicule, sarcasm, q_micism, wit, and silliness.
Most of these require a humour object, often a person, to make fun of or put
down. In other words, ‘the status of the humour object is changed and reduced.’
This ties in with scholarly descriptions .of humdur as an incongruity, a deviation

- from the norm, and & p!uying‘ with or-suspension of order (Brain 181; Fine,

*Sociological Approaches to the Study. of Humoyr® '160; Hall' 42; Powell ‘53),
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*The exciteme‘nt of the joke lies in the suggestior‘n that any particular ordering of
experience of socjety may be arbitrary® (Brain 18). Thus humour helps to make
people aware of paradigms and of their arbitrary nature. Schiller suggests that
the paradox or *dypamic duality® is basic to joking, j:okes being_the one area of
life in which paradoxes can be resolved and accepted (in Pocius, IV 6-7). Humour
involves trans formation, };nd the humour of this group usually trapsforms the
status of somebody or something to a lower one, thus providing the humourist(s)
with a sense of superiority, however fleeting. As Garth says, "we laugh at the

world around us.® Humour is one way of fulfilling the competitive aims these
. . .

young men constantly strive for. /

Verbal elements and abilities are essential to most items of this group's

humour, wl‘:ich is why_ wordplay, boasth and taunts have been discussed as _

conversational genres. Thése forms are equally relevant to the_present -analysis.

' X
Several of the personal experience narratives discussed lean also be classed as

humour (see especially pages 140, 142, and 166). Nonverbal elements such as
gesture and intonation, as Phil points ;>nt, also contribute to group humour
(FN122, 3/10/85). Tilis includes such .particulars as hand movements; facial
expressions and signals, such as a smile or a raised eyebrow; laughter, which may
be half~:s|;ppressed or in the (’or’l’n of giggles or a-belly laugh; and vocaL imitations.
Another xmportmt aspeet of bumour is the cyﬂvérsatlonal context, outside ol
which an item may not appear funny at all; \t}s Alex says, *things like that, they

don't sound funny [later], but they are st the time® (SH16b). So,mehmee the

humour does work in another confgxt, or the context is repeated, and then an

item can be used again, becoming what members call an in-joke.
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Some little léey joke'd come’up, a tactical joke ... lots of in-jokes were L
mentigged all the time ... there'd be lots of in-jokes that'd be now and
then brought &p, hygenics being an excellent example, right. Stuff like
that ... reminiscing about silly things that happgn. (Nelson, SH14a)

In-jokes correspond to Frank Hall's category of the joking ezpression,.a
remark having traditional and innovative elements which -is used to evoke the
aesthetic response of laughter (26). At its inception a joking expression is
Spontaneous and reliant on a specific context, but if the conversational context is

w.recurrent or if it can be modified into an independent, mobile form, the joking

pression may become traditional to the group (27) Similarly, Handfemaunﬁ

Kaplerer recognize that joking” may be sefting-specific, that is, rooted in a
specilic context, but perl?aps transplanted and used as a continuing source of
humonr (485] William Fry's term avtualwnal Jjokes corresponds to Hall's Jokmg
zzpreman. Fry suggests a working tripartite division of jokes into: canned jokes,
having a l{xad fo}m nndbbeing minimally related to the context; situation jokes,

being spontaneous- and originating fyom the context; and practical, jokes, Beix_:g

previously prepared but dependent Otr-\e context for. presentation (43).

e canned jokes Fry speaks/of a’re the sort which fhave usually been

focussed on by l'c;,lklorisu as as other scholars, when they consider jol;es at )
all. However, other h\u‘nonr is equally worlhy‘of siudy. In a survey of the
frequen.cy and types c;f humour encoun‘t_ered i;: a day in the life of university
students, Roger Mannell and Lynn McMahon's subjects avemged 18.1 humour

" incidents ( 147). The four common- types of humour stimull ‘were: mass medm in

12.3% of instances; memorized joku in 18.2%, telling or recall pl previous events
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in 21.6%; and a social situation from which it emerged spon!m’mously in 52.8%
' (148). The first category is folkloric o the extent that it represents small group
~ ar.tistic ‘use of mass media content, the second corresponds to canned jokes, the
third deserves attention for its dependenfe on pers’onal experience narratives and
recollection of group history, and the fourth category corresponds to_ Fry's

situational bumour. Situational humour probsbly occurs most readily in a closely

bonded group, because its have similar interp ions of events, and are
likely to find the same things amusing. Most of the humour of the group under
consideration is situational.

Phil claims, with some justification, that all this group's jokes are original

(FN50, 30/8/84). This group favours aitunliagua!-over canned jokes, as do the

students in Mannell and McM: hon's study. d jokes such as

havé tradjtionally stl_ldied._are hardly ever told.
2 b .

- Very rarel;', that's one thing that is really rare ...l can't even
remember jokes. We never got into [it); someone will remember some
specific joke but it'll only be one or two, then it'll be over with. Some
people come in, you know, they'd speel off for hours jokes, but we never
odid that .. There was no, no quoting from a joke book. (Nelson,
SH14a) E - " &

Although they are aware of such joketelling traditions, these );oung men do not
participate in them. They -would rather create their own humour, using one
another, their environment, and media, thereby displaying their creativity and

knowledgability Their messages and aesthetics are better expressed with their

(o=
own humour than with that borfowed from ouulde groups.

There are five principal kinds of rumour for thu group: wordplay, teasing;
practical jokes, lnughly-.st the extemnl world, md ou!ugeons statements. The
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first two hav‘e been dealt with in the discussion of cgnvenntioml gen;'u. and the
others will be analysed in the ensuing diuu?ion.

Fry states that the practical joke is previously prepared but de}endent on
context lo‘l: i& humour w succeed (43). I suggest that the preparation may be

miinimal, often occurring in the same context as the joke itsell, as with the

Kerplunk Incident. One evening when Mke SdT e eating pw
Churchill Square, Mike told me about the kemlunk Incident, h he was
surprised I had never heard of. He told me thlt- one night Whel; Ted, Mike,
Richard and other group members had been downtown drinking, they were
overwhelmed ‘by the desire to play’ KCerplunk, a board-game which Ph‘ilip’a family
possesses. Philip was n?t with tl;em,‘= being hc;me asleep. Nevertheless, they went
to his house and demanded of s drgws} Phil that he fetch the‘;ﬁne‘ #hd come
play it with them. He complied ;lmosl wordlessly. Hl.llwai'. dov_rg “the street,
however, Ted realised that his car was low on gas, and decide-d that he would be
unable ta' drive j’hil home later on.. He hld_l;hil that, he had be{m go home now! -
Poor Phil wandered -back to his door, where he was confronted by a puzzled and

disapproving father. Phd‘s family has dismissed his lnends as "crazy® because of '

such incidents. (Ted also has a habit of honking his hom in' farewell whenever he

..drops Phil off, thus waking op the family.) (FN120, 8/?/35,)_ Although largely

unplanned, . the membey'ﬂ callous behaviour resulted in a practical joke on Phil,

one they enjoy recalling. ‘.

“1For another example of  spontaneaus . resqarcher s

dnped .
. W2 oo G
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> The instigator of most of !ile practical jokes is Nelson. There was the time
that he and Mike met Ted at the sirpovt,’m’rd he convinced Mike that they should
A hide with the baggage while Ted was in the wushmom.» Wheén Ted came out and
" showed consternation at not being‘ able to find them, Nelson *had a good laugh*
before revealing himself. This was "a typical Nelson idea® (Mike, FN38,
1.1/8/84). On one occasiop when the group was wnr-gl’!ming at Ted's house, he

-loéked some members outside in the rain without Ted's knowledge, for a good half

{ 28 hour (FN39, ll/8f84). On yét another ocession, he and Mike together hatched

the idea of camping out overnight in'n tent on Ted's front lawn, while Ted had
some army buddies visiting. Mike, Nelson, Kirk, Alex, an({ Phil all spent the
ight (except for ;Qlex, who left befor_é dag‘{q), and at nine a.m. heard Ted's vcic?
roaring *Who the hell is campe;*l on-our lawn?® Annoyed, he would have nothing
\ ] to do with then;, but his mother fed them breskfast (FN119, 8/8/85).

) Pi-actical‘jolges are designed to discomfort the vinlende‘d victim, usually
through confusion or en;bnrrassmel_l,t. Once_they‘lmve succeeded, they'enlfr\ the
group's- stock of humorous narratives and continue to provide humour whenever
recalled. The victims do not feel any lasting enmi'.y,.but neither do they tell the

stories.

Laughing at the ezternal world”is done a great deal (Garth, SH5b). /

Individual politici lebritis b1l

media

and i are often
-criticized and ridiouled. This activity is linked to teasing in its intention of
- placing the hnmour object in an mfenor position. However, the humour object is
an_outsider to the group in thls instance,. which mnkes a crucial difference, not

~only ii: significance but also in style. ‘Groups of outsiders may be stereotyped in s
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humorous way. Thus 'me;nbers can shelter themselves from taking outsiders
seriously, as eviry group needs to do as a protective mechanism. When _I
suggested to Phil that Italian men have.no taboo about showing their emotions,
he dismissed them as *funny continental Europeans.® Nelson and Phil first met
when teasing an’English professor who differed cultur;lly from themselves (se_e

page 36). In argument with Mike, Nelson once made the following disconcerting

about the Yi ‘what do you expect, they're Buddhists!®

(SH21b). Observing a group of nuns walking past St. John Basilica, Mike and
Phil commented that they looked like penguins, and began to speculate about
ther mating season (FN51, 30/8/?) One of the most persistant jokes, also an
item of wordplny, concerns the silly phrase of an outsider, *I can create water®: A2
,l Tha’t was 8 greal joke. There was a whole bunch of other D and D
Jjokes like that, that were going on for a long time. But that was one of
the classic ones ... We were all .about to die or something, you said, *I .
can create water # I'mean it's just — it's totally useless, nght, it’s the
same as saying, you re in a’rainstorm, and saying, -*J, I'm gonna have
soup’ tonight,* you going up a cliff, right? Totally irreleynntv to the
situation and totally stupidly mindless at the time ... We all broke out
laughing and from' then on ... whenever you were [one was| in a
situation where you couldn’t do anything, help yourself ... you'd go, *1,
carf create water.* That'd be the joke from then on ... in the situation
when you couldd't do.anything ‘ahd you were helpless ... That was
probably.the biggest [D and D joke] of all. (SH14a)

.

It is i ing to observe howroutsiders are teased when present at & group
g;thering For exnmple; Richard, phiyhllly sat down in a chair at Kibitzers
temporarily vncated by a fnend of mine (FNA, 7/7/84). He soon got up and there

-Was no animosity nppu-ent but the message was clearly that the outsider was not

4214 should be explaiaed bere that | was the player invalved, and my character was a mag
one of whosd magic lpel.h was the .lnhty to conjure up water.
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entirely welcome.. As an outsider who persisted in hanging about, 1 was

, and

teased. The teasing often emp?uized the’
fact that I am a woman.

Outrageous statements are comments which ;ielighl this group “pregisely L

because they would shock and offend many of the people around them. Phil

recalls a couple such statements made one night at Kibitzers, and the reaction to

" Mike said, *There are no poor people, just chesp people.t At the
time ... it was just great. Such an incredibly horrible thing to say. (1)
It's kind of like, "let them eat cake® ..-Mike and I both laughed an
awful lot, and Alex just kind of chuckled ... he didn't particularly
appreciate that kind of thing. Though if he didn't agree with the
sentiment, it’s still kind of funny. (1)

And then Paul was lhere and he made some kind of clmlmznl

. . Oh yesh, sometllmg about Ronuld Re.g‘n 's -- Michael Jukson being
<the only black guy Ronald trusts with his wife.! Not really funny, it's 3
just that ... we just kind of go on, just for the sakgof it. (SH2b) .

Outrageous statements overlap with teasing. Thinking up outrageous statements
sometimes turns into a mi:lut On yet another evening at Kibitzers, Mike and
Phil insisted I write down this series of statements which they dreamed up as they

went along, and laughed over extensively.

Mike I think that success is meuured by the amount of
suffering it entails, especially if it's other people who
are doing the unﬂerlng

Phil »  I've got to overcome my miorality.

43F0r one of these statements, it is necessary to know that Ronald Reagan is the right-wing -
Presideat of the United Siates, 3ad Michoel Jackion 50 caormously populsr young blsck
musician, who is aso slightly effeminate and the member of a strit religious sect. .
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Mike . f think God is & disease of the Western mind. We
need Reagonomics.

Phil I think war all boils down to sex. The mushroom
: cloud is orgasmic. .

Mike Let it [hostility] all out. Its healthy.

(FN57, 30/8/84)
These outrageous statements 'ure typically delivered in & mock-serious manner, -
which accordmg to Fry is an element that adds hilarity to any joke (145)
Somietimes the outrageousness is more than 8 single statement; it becomes a
fantasy. On yet:another -evening at Kibitzers, Nelson asserted that all wheat-

" eaters othgqr than cows should be amnihilated. He went (;n to explain that this

’My, we can breed more cattle and thus eat ‘more steak, which ought m' be the
main stsple in evérybody’s diet.” On that same even’ing‘, Nelsox; and Phil
expounded a théory. that beer:drinkers make better fighters than wine-drinkers.
This is why the Germans wéle military geniuses in the world wars, but, "look at
France, when did they ever win a wart* Nelson added that -Iosing sports teams

- are probably wine-drinkers. (FN81, 3/2/85) Related to this is Nelson's

pretended gupport. for the Nazi

All that German stuf{ I' go on [about], that's just to bug people
. That's great at bugging.people, they get right upset ... and think you 're
serious and everything. (SH14a)

The |mphcauon is that people unperceptive enoughi to be fooled so easily deserve

to be discomnfited. s v, N

Nelson is the l‘i)cai point for group humour, and he dominates every area of

it.' This is not dn unusual circumstance, for many cultures have an
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-institutionalized comic role (How:nrd Pollio 147). . Fine idenli!’ius four types of
humol\'ous figures: the fool, who combines public stupidity with insight; the elgivn,

o performgr engaged in contrastiog the realistic and absurd with an underlying i
tragic tone; the comedian, who presents humour to an audience of strangers
("Sociological Approa;hes to the Study of Humom" 181-164). ‘The fourth role is
that of wit or joker, being somebody who has a witty or sarcastic remark for
ever}; occasion. The wit is typically dominant, gregarious, and highly influential
in group interaction (163)., Nelson alternately performs two of these roles: he is a
clown in that he insightfully contrasts the realistic and absurd, and & wit in that
he has a clever rejoinder for every situation. Nelson accru;tuntes the deviance of
this group from societal norms, but this is a devisnce the others welcome and
enjoy. ‘

B Group mertbers deny performing obscene jokes; Phil declares that this
group is *above* obscenity (FNS0, 30/8/84). This is not typical of male groups,
which are gen_ersl!y very concerned with sexual themes in thei’{ joking.
Admitfedly, my‘ femn.ie'presence would deter sexually-focussed joking, but it is

probable that such talk is actually minimal for this particular group. U

The distinctive humour of this group is well described by Garth's statement,
*we laugh at the world around us.* This group creates its own humour, Vderived
partly from the members' imagination andartly from their environment. This is
one of the main ways these yioitag tiei deal withs (et eavironment and, at least
verbally, triumph over [ As economically. and sicially powerless individusls at
this point in their lives, humour and fantasy are zhe’only ways in-which they can

achieve this triumph.
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The Transfc i —7\“ Mediated Culture into Group
Folklore. : M

~
44 Modern folk groups routinély transform items of mass-mediated culture
- . .

into their own distinctive folklore. Until recently, most folklorists have viewed
popular culture as the antithesis and ]tmyer of folk culture (Dorson, *Folklore
in the Modern World* 61). Dorson was one of the rir;t to suggest the reverse,
that modern media not only transmits rolm but also generates new heroes with

folk culture roots, such as Mickey Mouse, Mr. Clean and James Bond (62-63).

Similarly, Dégh and Vdzsonyi find in their research that modern media has

" become ai important influence on and transmitter of legends (*The Dialectics of

the Legend® 38). Mass media especially affects the culture of young people, wha

experience (Stuart Hall end

Paddy Whannel 20). Media ptic Varies acdording to educational level as

\ . )
_well as age, with college graduates watchingy less television®and rendingr more.

bookp than other North Americans (Leo Jeffres and John Robinson 265). The
member_g of the group under consideration follow this pattem, they read ;
voraciously and seldom wntch television. t

Tefhno]uglcnl medm are highly fuqctiqnal within subcultures. Jeffres and
Rol;ins_on find et maQs media may be used to supplement, accompany or

stimuldte’p’nrticipation in. various group miviti‘es (257). They also aid socidl

“The term *mass-mediaThd culture® was coined by Michael Real io his book by that name, in

1077,




<+ and rgquii-es its aesthetic

1

integration in group situations (271). Media frequently functions as part of the
creative process (Herbert Gans 57; Serena’ Wade 41). Varjous media p;oﬁucls can
be used for escapism, providing temporary respite from everyday life (Gans 35). )

The two main l'zms of mass-mediated culture used by ;hc group under
consideration are rock music on record albums, and sciencefiction and fantasy
litera;ure in paperback books. Olther media, used by this group somew\lt less
than records and paperbacks, are audiovisual media in the forms of movics,
.television, and movie videos shown on television. The follbwing discussion

concentrates on these three areas.

Recorded Music !

. . . v
In their early teens, the members of this group discovered rock music, which
S e « 7
became very important to then. This is common among young people. Whereas

classical and folk music are not intended for mass marketing, popular music is

p pressly for “the I

of a Igrge youthful
market, and i meanjogful Bnly_in relation to'this audience (Simon Frith 11-14),
Sincg the emergence of ‘th‘e Beatles iq the early 1960s, young people's—leisure
p;tler}:s have focussed around music to a‘phenomgna‘l extent. Indeed,-pop music
has become part of the process 6( identity construction for many y.mmg people
(Wicke 219). Carl Belz arg\m"that rock musi}: *has assumed the character and

fdnction qfhe traditional folk sound,” in that it has *come up from the people,” &

e content and feeling rather tharr the other way
% 3

" arournd (130-132). The aim is to suit audience demands rather express the
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maker's creativity, the experience of the Isung mst‘tering more than its artistic
origins for most listeners (136). Serge Denisf)!f maintains that the experiential
- fevel is more important than the intellectual level in ;mlsic, {vhich is why the’
lyri;:s are often’ de-emvhuized_ (422). . Belz points out that lyrics are often
repetitive, inane, ghd meaningful only within the coﬂtext of Ll;e music, by which

they are lrequenl,ly obscured. 1133-234)
While the members of the study group are typu:al in thelr mterest in mck
munlc,.m‘ey .nr‘elunusqvnl’in their pre!ergnce f_or slxll\ u_nd early seventies mpglc

:- over current music. ¢ 3 e ! #

‘Well, the fusic is one of the things -that early tied us in
mgether ‘We were all in a [mneteen-] eighty, seventy-nine, this era,
but we didn't like any of the music that was [recorded] ... after seventy-
two, or not a lot of it We liked the older groups and it's hard to find
people like that ... We all” bought lots of records. Michael has two
hundred and fifty records, I have a hundred and seventy-five, Phil has
over a hundred now himself ... obviously we were all willing to spend
money and listen to records. And when you get people that like the
same records you are buying, then that - and like listening to them -- |
that ties you in'a little bit ... And muslcally “yes, we were very close, and °
we still are very close. (Nelson SH12a) E

- This shared ‘mze in rlusic has played a part in thvhistory of the g-mui), for it
broug,it together Nelson and the Hastings (see page 27) and, later, Nelson and

. Phillp (see page 36) Aﬂer they had ceased to play Dungmna and Drngana Mlke

.+ and Nv.-lmn regufurly shopped for, records together, as often as twice a week
thereby “keeping thexr fnendshnp nchve (sto.) D\mng this utage. the group
would gnlher to 'elt around and listen to records quite a bit* (Phil,! SHZn)
Perhaps the- period. when muslc I:eld most. slgmhcance for zhe group was the .

summer of 1983, which Plul describes as *intensely music-oriented® (SH26a).
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The group has a custom of gathering at a member’s home and listening to .

music together. Typically, the g’raup would take over the room with the sterco
(living room, den or bedrwxﬁ), sprawl on comfortable couches, chairs and rugs,
turn up the stereo to the pighest bearable volume, and surrender themselves to

. the music. Kirk reminisces that *we'd all sit around in the dark Atogatvh;:r, lhuvc
some‘ lieer'?, ye‘d all be 3]8ze<? Cogéther' (SH10a). Mike re?alh th;n he used-to
keep a bottle of vodka ﬁidden'in his basement, reserved for these occasions
(SH26a). This was before most members had mncheﬁ the legal drinkink age.”
§itting in the dark, imbibing alcohol, they sometimes ‘Iell asleep; "we'd wake up
about an hour later (), ‘Boy that [music| was great'® (Mike, SH264). * Usually
these evenings were informally planned, but they- occasionally culminated in‘a
sp‘ecixl occasion. For, example, the group once spent a weekend at Nelson's
family's cabin on the a;niversary of Jim Morrisoli's denzh,»“", when the}" listened to ‘
Doors music and got drunk;- *we just went on for al;out ten hours; in Lhe’ dark*
(Mike, SH26a). Nelson descrlhes a refined version of these guthennp wherein

. they would take tums choosing the music:

: One‘ulsu)m used to be, ah, to have a time when we'd go and listen to
records, go. to someone's House ...sit around and listen. to records.
Everyone, what we'd do is everyone gets their choice, like everyone gets
their ‘half a album, a side of an-album. We'd go through, okay .
everyone's got their side of an album, we'd go right lhmugh again and
again and again. No-one sort of argues. Unless it's something that
really revolts someone .. In general, you'd use the person's record

. collection at hand.- Most of us had enough records that everyone'd find
something that they'd wanna listen to. Mightn't be what you were into,
at the time, but somethipg is there somewhere, that/you have liked, or
are thinking nbouz liking so that you'd wanna listen to it ...

4633 Morrison was & charismatic voealist auid .onmmr for 8 rock group called The Daon,
who died of a drug overdose.
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Do you plan it [the evening]?
Sort of, sort of. It's like, *What are you gonna do tonight?* . *Let's
have a music listening thing.*- (SH14a)

*The custom of taking turns at chooging the music was probably devised to keep

the peace, because even though all members lrad the same general tastes, they had

g individual preferences. ' Garth remarks $htt "we'd always end up fighting over

controlling the turntable ... it was another forum for competition® (SH6a). There

was comiaetition over size and quality of the record collections, with Garth and

* Mike leading, and also over which was the greatest thrd-rock grou;; of all.

\\ I think the rivalry began when Mike discovered The Who ... There'd

be see-sawing of power as some new statistic about the popularity of 4
. Led Zeppelin, popularity of The Who, the money one of them made in

their latest tour, or something lik@x We used to follow them

like ... some people follow sports ... Weid, accumulate statistics. (Garth,
SHB?) 3

Even with this rivalry, members did not collect l'n’nzines, although they did

sometimes buy Rolling Stone, a magazine which ‘focusses 'crit_ical ;:uentim_x LY

popular music. & ) -

Each member has his own favorite mu

i *it became a matter of having
ond's particular band that one could rnve*ut.' -(Kirk, SHlﬂin). A memSer is
said to be fanatical about his favorite b‘nndﬂ-l;t\is not‘nusunl(for"beople o
expe}'iencn }ﬁnsie on such a personal l;’vel. ‘Hllizingn ‘suggests thn\t music is highly
Persons{. *the source of some of our'deepest emotional experiences, aucll one of

life's greatest blessings® (162). Many people-are consciously aware of. music’s -

importance in their lives, as Laurel D;ucetts shows in her discussion of the singing
traditions of avsimll Quebec community, \;vhere "music is perceived ‘a‘s one of the
central elements of culture and not merely: a periphéral addition for‘purposes of

- A . ) - o \

9]
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entertahmt;nt' (20). Perhaps one of the reasons music is so valued is that it can
be used to enter private fantasy worlds; music *transports audience and
performers alike out of ordinary life into a sphere of gladness -and sércnily'/__
(Huizinga, 42). ‘Huizinga evidently has high art music in mind whén he makes this

statement; not all music inspires gladness and serenity. Neve_rﬁeless, the idea of

.transponing' audiences’out of ordinary life into an enjoyable emotional plane can

be generalized. With reference to rock music, Peter Wicke suggests that:
-

The perceptual character g8 the sound; together with the imaginative : N
delight in physicality that both experience and effect of this music,
were seen as bringing to life’everything that in the everyday world had
to be subordinated, to the rationlised demands of school and work !
(229).

Fantasy being sp impo;tnnl to this group, it follows that the members should

valye n;usic, .if only as a key to their fantasies. The manner in which‘they listen,

to it &zgelher, that is, in_ a darkened roo;n with the relaxation n;id of alcohol and 'E.
the taboo against disturbing concetration, supports the assertion that they use G

music in this way. & ° ;‘ i L

Because these mumcally-mduced fantasles are personsl it follows that group

members would have mdlvnd\ml prel‘erenceu for certain styles and *performers.

Diring the heydny of the group, Mlke s favorite was The Who, Ted's Pink Floyd
and for Nelson. Garth, Kirk and Alex the best of all W\ﬂs Led ¢eppzlm Part of

having a favorite, is displaying enthusiasm for it and dislike of ‘other members’,
24 : :
" i
favorites, Ted’s fanaticiém for Pink Floyd is a case in point. <
Ted resily liked Pink Floyd, and eﬁryonu was always
telling me what a cruddy group this was, and when I
ne  back jEner being . away Nr.oa.

symmer] ... everybody had Pink Floyd records. .
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Nelson That's cause you were going on and on and on --
Ted z . NoI'wasn't going on, no more than you guys -
Nelson You'd play a record- and sy, Mthis is a good part
.. coming up, ‘this is it, this is it!* (ll) -Blocked all

sopnd ... *What do you think of this?®

B
- \(SH28a) N .
The téasing behaviour of the others towards Ted on this issue is described by

Alex: N
. -~ o )

= I noticed that, cause I-wasn't really ... a ‘central member of the
friendship group at the time, and I can ‘remember going over to Ted's,
and everyone would .sit around criticizing Pink Floyd while Ted was
trying to play Pink Floyd. "(I1) And. then -afterwards, I remember_one
time walking down the parkway ... Michael, Phil, and me and possibly
Kirk - I can't rememher if Kirk was there cause he’s always so silent
_anyway ... I can remember Michael and Phil, they were saying, "Well,
Pink Floyd isn't that bsd' ... going to Ted's place to criticize them‘
(SHl7b) :

Led Zeppelm is very special to eeery member of the gro\lp, Alex calls it *the one
[musical] group which is almost universally liked a great deal® (SH17Db).46
Music is nét only a forum for competition and private Tantasy; it also has

other social dimensions. Alan P. Merriam states that the one aspect of the

<creativity of music which involves the audience as well as the performers is social

behaviour 1103). Music enters into this ;roup'slwcinl life in two .ways: the.

; : &
members listen to music together and frequently rﬂiscuss it as’l Such talk .

about media products is common in modern society. Mackie characterizes mass

0Tk group Led Zeppelis was formedsin 1008 by four successful malé musiciaas: a lead
guitariat, bass guitarist, drummer, and vocalist. They composed most of their own material,.
usually in the hard rock vein. The title of the group was detived from » pun about bad jokes,
*that went over like & lead balloon.* Led Zeppelin disbanded after the sudden death of its
dmmmn in 1080 See Patll Kemhll l Led Ztmlln in_their Own Words,

i
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media as a *community of discourse® because it is a common knowledge base
shareé by many people (204). Irvipg Allen states that, :

mass media content ... has a’ widely acknowledged but not always
fully,_appreciated role in everyday face-to-face interaction ... as’it enters

the personal networkg: of everyday conversation, [it] becomes play and
often the stuff of subcultures: (106-107)

'I‘alk.nbout rock music ofteyl takes the form of competitive afgument for this

group, but there is an underlymg consemus
We'd argue - you know, you'd say, “this is good and this is bad,*

and la-dab-dah-dab*dah, and everyone would argue away, but [thﬁre‘
was a] sort of, you know, chemistry that everyone knew ‘that this was'a
great album. You'd listen to it, "Ah, that's great, that's great.t.
*Think I'm gonna buy this album next week,* and *What album are
you buying next week?® and *When I save up a bit more money, you™ .
know, from my paper [route] or whatever, I think I'm gonna get this
album.* *Oh grent I'd love to listen to that.* And yesh, we'd argue,
argue about it in some ways where we'd have different thoughts, or
discuss it, or just enjoy listening to it together. But it all tied us in,
made us closer [riends because of it.* (Nelson, SH12a)

—\'%consensus extends to despising music favoured by ouuider‘s, especially easy
listening music and country and weatern mysic. However, as the members have
matured, their musical tastes have -broadenedvbo encompass slussical and folk
music. All along they have favoured blues musie, rock‘blu;s esp'ecially Thé
membeﬁ of the group lave mevnably hud a great deal of mﬂueuce on one
another's muucal tuten Gurth is cohsudered to have the finest record collamon,
and-is their *taste oracle' (Nelson, FNI25\ 31/ 10/85). M

In the aesthetics of this group, instrumentation is considered to be more

“important and interesting thnn the lyncs ofa aong, *guitar plnymg isa fsvome'

conversation topic (Alex, Sth) The mood of mum is also a consideration,




J seldom cunsume any madium uncmlcally (SHﬂb) A

e N

The mood [stands out] I suppose ... the words contribute to it, but I
don't think the lyrics [make the music good] by themselves. Whether -
it's angry or sad or moany, or very often happy. I don’t seem to like
happy music ... {The others have] pointed out that my music Sfems “to
be more monny than theus, even though I'm actually not sure if that’s
true. (Phll SH2a).

ies mirrors the musical

The aesthetic of rock musié in gen‘eral since the si

aesthenc of um group, in n.s emphasis on mstrumentmon and opn feeling,

mvolvsment. power, spontanaity, mtens:ty, and ang expenencs or col]ectwny

- . (Wicke 228). Thus, the group, uses the products of mass media l’or their own

purizoses without regard for the original intent. Despite this twisting, several of

these aesthetic elements of rock musi are important to the broader group

“aesthetic, n'nmely,l power, intensity, and,.in a differing form, the-experiencayof

collectivity. Highly charged feelings are also generated by other group activities,
but the members prefer to express these obliquely. o

dne's choice of music’is thought.to‘ reﬂet‘:t one's emotional state; Alex says '
that music. "captured the essence of me reflects my emotions® (SH?Oi-‘). Music
is by nature evocative, and individuals favour that music which  conjures up
welcome ‘imsges. In other words, music is used to complement onelf_nntasies.
Perhaps this use of music‘for fantasy is'why ‘a few members of the group, in
putlcular, Nelson and Phil; find live music distasteful; the visual and auditory

dutuchons of a public bar ‘or crowded stndmm do not permit mitch “peace for

) private rnntnsy Another reason is that the group's usual emphasis on excellence

does not tolerate the vitable i perfecti _o(‘_locnl ici Nevertheless,

they,. Mike and Garth especially, do on occasion g0 o 'hear live folk.or blues™’

musie, but do not withhold criticism ‘if they reel it due. As Gurth sayf, they
-




Music is highly_fuqctioual for this gn;up as a bonding mechanism, an
expressive outlet, an opportunity for~ fantasy am; cl;mp;?!ition, and a sign of
gronpness.‘ It is ‘used 2s an ;ntertxiﬁ?n;n%elf, a subjectlof conversnt‘ion, and
as a body of collectable”items. Its meaning is dependent on contoxt.-and the
individual's personal ideas' and emotions. - . . o

Pa erback Sclence Fiction and Fantas Novel

Sclence fiction and !nntssy literature has become |mmensely pcpnlnr among
young pecple in recent decndu (Finch-] Reyner 127).- Edmund Little defines

fantasy e as 1 D ing worlds’ which are both other and

impossible when’co}mpared to'our everyday realities (9). He argues that it has a
4 x 5 o

greater impact than mainstream fiction because it deals with the quintessential
(122). L. Sprague.de Camp defities’ a- sub-genre. of fantasy literature, termed

swords und gorcery or heroic. fanfasy, .as fantastic Tiction written primarily to

,+entertain, wherein good and evil are clearly delimited and. the complexities of .

society and personality .are ‘ignoreél‘(xi).‘ He traces the lin't'ange of this literature

back to he;-oes such as Odysseus, Beowull; St. George and Lancelot"but

conce':gxtels on twentieth century works. Unnccountnbly, de 'Camp cmlts

m'drchen"fmm his discussion nltogethe’r He describes the essenuuls of tha genre

. vmdly the hero 'stnda through landscapes m which nll men are mlghty, all

vwomen ben\mful all pmblems slmple, and ull life” ndventurous' (5) Hemic

fantasy, de Camp argues, is the purist form of escapism (5). I suggest that it is
EH X

also a distinctively masculine escape form.

179 o
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Especi;l]y significant to the folklorist are the folk literature roots of fantasy
fiction. Finch-Reyner argues that fantasy literature tnk‘es' the place of marchen
and myths for its niodgm readers, of which they are otherwise s‘eprived (126-130).
- The structure, symbolism, and acsutheiic of these written narratives are, all
mspxred by tndmnnal oral nnmmves Some resemble mdrchen m that they
prov:de clear moral choices and hnppy endmgs, wlnle others mvolve ambivalence
and tragedy, as ‘do myths (chl_x-Reyner 131-132).. Thomas and Marilyn Sutton )
- observe the relsﬁonsilip between myths and science fiction, and suggest that myth
and science ‘are alike in that they “reflect man's irrepressible cnrios‘ity about his
origins and his destiny; the;' each ‘can be seen as & particular human means of
stn;'ctm?ing the universe® (231).47 Furthermore, both are concerned with creating

.
extranormal powers (238). . g

W tl{ese young men continue (albeit with lessened. intensity) to collect
and listen to music, they s’eldom“read science fiction or fantasy literaturé
snymore. Yet during the, years of playing Dungeons and Dragons, they built up

extensive collecnons of pgperbacks in the science fiction/fantasy gen‘re There'is a

hrm and obvious relmonslnp between these two actwmes, and thaka is J R.R.

Tolklens Lord of the Rings .(hereafter LOTR), & lengthy work written in the ’
1940s, and published as a trilogy. This Particular masterpiece is not only widely
Vlswed as a touchstone of fantasy hlerature, but also is the’ l‘avonte for the study

group And very mfluenml on its gaming. 'In this genre, few ‘have equaled and

none has LOTR in-&ivid deur, -and sheer readability® (de
¢ .

- .
"The Suttons’ use of the mggculine; pronoun 1§ appropriste n that sclenco fiction bas, nill
.n_cejnlly been-dominated by m: thau expousing very. mmvvnlhre, pnmrchll m‘m (Mm(.
216), G- . —
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Camp 251) A 4‘ult~like following has'sprung up around this trilogy since ‘the

1960s, some of its members scholars who have written annlytlcnl treatises aboul

LOTR. The trilogy concerns the ures 6f a group of hur ® in Earth's

forgotten past, on a quest to save their world l‘rcm evil. They aré all male.but *

qmte lnckmg in sexuality; as de Camp remnks in delenss, “the theme of manly

cuml’ndeshlp in penlous adventure, wnhout sexual |mphénhons, is‘an age-old and

respectable one" (242). Gershon Legmnn has also noted the sexless_ quality ‘of

much science fiction, relating this to its adolescent male readership's terror

concerning their sexuality (313). Not Qurprisingly from Legman's viewpoint, *

LOTR-has a special appesl to young people. Alvin Winder states that LOTR has' -

*struck an expressive chord in the adolescent psyche,” and suggests that this is
partly because it encourages its readers to leave the security of chlldhood nnd'

accept adult renhty (86-89). Not only the them but nlso many of the names and

other elements of . LOTR are derived from lolk tradmons of Europenn cultures.,

especially Norse and Welsh-mythology through such sources as The Pmse Edda
and The Mabmogmn. Anne Petty, who hu some folkloristic training, goes so far
as to analyse the mythic stmcture’of LOTR using the methods '0‘ Viadimir Propp
" and Claude Levi-Strausse, in her One Ring 'tov Bind Them yl: Tolkien's
Mzthologz." A cursory search of my own’ in Stith Thompson'sl Motif Index of

Folk Literature located several.mirchen motifs used in LOTR:

“Tl:h stoup includes bumas, éives dwarves, aod hobbits, Hobbits aze Tolkien's awn creation;
they are jlly,sturdy ltle mea resembling a tereatype of English peasant;

gFol extensive discussion of Tolkien's use of traditional elemenu, see the llovemenlhmzd

Little and de Cmp, as well as Ruth S.Noel's The Mythology * Middle-Earth.
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Tabu against revealing identity of certain person (see vol. 1,

age 72)
of strength from broken tabu (see vol. 1, pages 145 and

D1388.0.1 ; renders invisible (see vol. 1, page 39)
F303 Wedding 'of mortal and fairy (see vol. 3, page 251)
F708 - Land of darkness (see vol. 3, page 194) -
G304.25 “Troll turns to stone at sunrise (see vol 1, pages 218-220)
H1023.8 ... - Fixing the two pieces of a broken sword i&e vol. 3, page 200)
H1235 Succession of helpers on quest (see vol. 1, pages 130, 182, 372
: for examples)
" Hi1270 ot Quest to lower world (see vol. 3, pages 193-225)
L100 Unpromising hero (see vol. 1, page 182)
N835 © Powerful man-as helper (see vol. 1, page 182)
. R280 Pursuit (throughout; see vol. I, pages 98 and 225 for examples)

Thus LOTR like other heroic fantasy literature is based. on folktales and myths.
Kirk describes the group’s interest in fantasy literature, and the 'connect:ions

between this inleust and Dungeons and ‘Dragons as follows:%

The sq:enee fiction bit, the Iu.n'.asy book bit ... this* de;!eloped from
something which was related to D and D but was really quite separate,

_ I guessit all springs out of Lord of the Rings. "And you know how mapy
people when they're early teenagers, or even earlier, have read the Lord .
of the.-Rings. And you know, it really is an experience and lhey feel
changed because of it. And they meet other people who've read Lord of
the Rings and there's a special bond because of that. And you know, in A m
the sixties you have Tolkien soc and *Frodo Lives® in graffiti on
walls, and stuff like that’ That’s how much, how intensely it affected -
people._It's the same with us ... That was a big‘gmd‘ (SH10b)

Once they had read LOTR, t.h_e boys were eager fof similar literature, and began

*to collect paperbacks in the style of LOTR. Eve lly their interests broadened

to a wider ranger of fantasy and science fiction, and they would Trequently discuss
. and combne favorite glid recent reuiil‘zgx. Science fiction, and especially- LOTR,

50Ror understanding of this excerpt, it is helpful to know that Frodo is the hero of Lord of the
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became *a source for ideas® for fantasy gaming (Garth, SH6a). A&lemhers would
often browse in bookstores together, especially Mike and Garth. The "usunl
compe{itive pattern for the group -was evidenced: “science fiction. became a

source of rivalry, rival authors or rival tastes® (Garth, SH6a). Alex recalls:

‘We used to talk about science fiction all the time, about three years

2go ... a lot of people go through that phase when they read science

fiction and fantasy,. especially when they're playing ‘Dungeons and

* Dragons ... We used to read a'lot of science fiction, then something

happened and we started reading different things..We don’t talk

about books as much as we uséd to. It's always the same books we

talked about, over and over again. Tess | of the D'Urbervilles by

Thomas Hardy] is & favorite. Lord Jim [by Joseph Conrad] is another
one. (SH17a)

in li classics, and

In recent years,, group bers have become i

Thomas Hardy, Evelyn- Waugh, and Joseph Conrad are discussed mx;re than
fantasy literature, aithough Lord of the Rings is forev‘/er a favorite, and frequently
reread.

Not only is Lord of the Rings the book vyitb most inﬁnence on this group,
but also it has numerous parallels to the group's life. §This trilogy concerns a male
group with nine members of varyini; temperaments and abilities but a shared.trlim‘

* Four of these chanqters s;e hobbits, a race which hasglways lived in comfort and
: 'security, but must now face dangerous adventure. There are few women, and
these few are either kept on pedestals o portrayed as ridiculous.’! Sexuality is
wholly ignored. Ti:e virtues espoused .mogtly lie within what is considered the

masculine domain for Western culture. The adventures, nllhc{ukh frightening, pre
®lFolklorist Gershon Legman, bas noted that science fiction has an *snti-woman® element
313).. W . 50

u
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~marvellous and successful. The group studied here is of similar size, emphatically
masculine, possessm a strong emphasu on success and .8 secure cbxldhood
background. Their future holds daunting career challenges. Mennwhlfe, they have

shared arich adventure life throngh f.mtuy gaming.

Fantuy hteramre complements l'antnsy gaming, and so it has eunched

group fantasies for . yeam Now that Dunyeana and Dragons is seldom plnyed by
the group, mdmdual members are less motivated .to read fg.ntgsy lntemture. As
university students they have little time for self-directed reading, and most of the

reading they do now their i i This is not to

say thst they have left fantasy behmd them, for nny flcuon claims the

and even nonfiction i ; thg\reader to new worlds

Movies-and Television

Although less important to this group than music and science fiction, the

media of : movies and i ision have made‘

some impact on the folklore of tl;e study group. The members of this group
occasionally go to ﬁovies together, and have.done so_ever since ;hey were old
enotgh to go without adults. Ted grew to six feet in héight when he was only
thirteen, and he was able w take the others along to 'pnrentul guid;nce' movies,

ding as an eighteen-y "’. But their conversation about mov:es

reveals that what mteres/ts these mdmdua]s most js the music used or the book

from which the movie is adapted. In other words, the movie is a channel for the ,

group's favoured forms of mass-mediated culture, recorded music and paperback
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books. A few movies which came under discussion in my presence will bé'

di d here, with " ion to the ignifica they ho]d for; thls group. A good

example to start with is Lhe movie¢ Poge of Greenwvch Village, wh.lcl\ Mxke nnd

(Phil particularly enjoyed After mscing fa fowstishes, they bought the, novl:l it

was based on, nnd also some Frank Smnm m\mc-whlch had been fentured in hu
- .

smovie, and whlch they " hstened to repeatedly n “lhe ensumg months The' low

co{lcerns a pair ol‘ friends who enjoy a hedonistic llfe-style, aud nttempl o enter
the mafia world s0 as to support and expnnd their’ plensnres The extrmrdmanly

' mtense emononal involvement of the two young men in zhelr mem;lshlp bond

one of the most, striking upects of this movie. It portrays a thoroughly masculme

world Whlch rejects women and relauonshlps with them. The elemen oF male* ’

rrlendshxmnd a’hedonistic hfestyle drew Phil and Mlke‘ Another nspecl whlch ™
no doubt attracted’ '.hekn is the fact the palr D{ friends in’ the mavie Mt\lally i (
. triumph over the local mafia boss in the end, albeit in whnt can only be o
‘temporary fashion. Snch a v1ctory is bound to p‘eue young men who are
oriented to_\a power and snccess whlcﬁ they hnve'not ym/achleved A movije

which concegify msﬁa ppwer stmggles oq a la.rger scale, and whlch is especlully

favoured by the group as a whole, is The God[ather The usunl mn.!culme

Thé Godfather.
emphusu on competition, power, nnd success »re stressed in this movw and in the

book' it is bnsed on. -All the group mcmbers have watched thm movie and its

sequel several nmes, usually together with other mémbem ¢ i ) L

i
S i bers' ive knowl ’, of the subject ufn IYm waI cause /
them 'to be lughly critical of it. Tlns is true of the Lord of the ngg movie, and

nlso of most war movies. '
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Mike l used to criticize war movies-to death ... like The Big
Red One was — 2
Ted -Oh Gm:l, that was horrible!
Mike - That got good reviews, I can never believe it ...
. Nelson And it's total trash.” - ’
Mike Garbage! =
Ted That's the one where those G;rmlns are lying down

pretending they're dead.

Mike Yeah. Oh, that was so bad it made you wince
¢ () ... Any fool could see it, it was just-
stupid ... ndlqulo'us All" these hero Americans

running around doing everything on ‘their ~own,
capturing Hitler on their own, it was just stupid. I
mean, anybody could get'it, but they didn't. (1) i

(SH25a)"

" The same pattern of ridicule concerning a popular culture representation of an

1 »

area of group expertise is d by

watching the television series

Emergency .(Robert McCarl 121). In:both cases, the groups also use such

repr jons a3  springboard for further ion (122). |

A movie which has made a IIninI; il‘npr&ion upon this group is the cult
classic, The Rocky Hom{ Picture Show. “This movie utilizes both rock music and
llntngy?fchnqe fiction elements in |?ighLly. ;'reltive ways. It has also ieneutéd
what Peter Nnrv‘e;.‘terms *a true contemporary ritual® and an international i
(4-5). The member; of the group have repeatedly attended this movie together,

and have entered th into the traditions it has such as throwing

toast, confetti and water at appropriate intervals; calling out responses to the

action on screen, including ridicule; and even, on one occasion, attending the

z B
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movie in the costumes of some of its main characters. This_is probably the only . %

occasion that Ted has-ever been seen *in ;Ira'g'. Lo o
The small smoust of televisian-which thie group members watch and discuss
falls into three categories. The first is humour, with preference for the Canadian
£, series SCTV, and the British Monty ‘Python series All of these feature
exaggeratedly inco;gruous bumour bordermg on meamnglessness, mostly

: Eenern_ted by young men.- The sgcond category of lelevmon l‘avoumi is sc\ence

figtion such as S!ar Trek,52 which of course matches the group's reading interests.

el ' Thu third is lelevlsed versions of novels, notably Evelyn Waugh's Brldesh\ead R
- Rev_ ed, which like Poge of_Greenwich Village is concerned Wwith™ a pair of
' hedonistic friends, although in a widely divergent setting; the Britnin favoured by
. © thess Anglopbiles: - - -
- -
' . » .
Quotations C " . '
. -Many group conv‘ers;:tiuns :r:—marked with quotations; indeed quotes, as g
G members call _them, form one of the groups conversational genres. Q\lotes are @ o

sometimes usgd within the group in the same manner as others use proverbs, *

nnmely. to impose the speakers vlewpomt on a sxtuntmn At othet timés quotes

are used to conmbute humour. Just. as. quotes extend across s the boun&snes I

hnve‘ltelted for the purpose ol’ discussing the kinds of folklore performed in this

: . 5245 ‘afficle which explores the sigaificance this series holds o the lives of its audience, is
—Williary Blake Tyrrell's *Star Trek as Myth and Television ss Mythmaker." «




—

. mdncated with® quotmon marks)

~—as béing derived fromwithin the group it as withNelsonisms. These may. be

derived from one of the members or from Lord of the Rings (for examples, sep

5 iy A .
pages 147 and 148). The quotes are sometimes derived -from a comedy routigxe.

- . !
members have heard on albums. (such as Phil's quote from Flanders and Swann on

page 123); the favorite source is Monty'Python an all-male British comedy téam
mich lavq;ued by lhe group over the yem‘s for their ol'f beat-humour. Mcmbers

have collected Monty Python albums and books, and they see the movies st every

: ‘opportumty Several quotes ﬁgnre m the followmg conversation (these are’

Phil . "“Oh, when I vas ten Tvies s working dnwn inthe plts
, X e\ght hours 3 day.® VX =
. 3
< Mike | < *Think you had. [Monty Pythuix, Tlxe Fvur
T © . _‘Yorkahx’remzn] i ) . .
Phil ® . Got a Tew more minutes- [on the tnpe], say
- % somethmg um - B 5%
Miks " Brilliant? *What matter the victim, so long as the
. gesture is bea\mhll .. T .
Phil 'Beau“ is only the perverslon “of our -- no,
consciousness of ‘our perversiofis.® o
. Mike - Right ah, ah ah ... "We are all in "the gutter but
. . - someof usarg Iooklng at the slars ‘ Iy
B Sugan ~  You guys are ucary, reading all lhzu philosophers..
Mike Our secret is we'don't read them.
' Phil Mike reads the first page and the last page. I get

them ‘fram Mike. Alex's the only one that really .
reads, them. See, Alex wanders arqund the-library
with lots of books and 'he's really reading Plabos
Republic. -




by

. conversations of various forms, most especi ts and

(Sﬂzlb)

-The quotes which gain status within the group these days are llterary quoles‘ so

) the above conversation switches quickly to them. But the game of impressing one

another is ‘revealed when the two joke that they do not actually rea‘! the works
. v .

-from which’ they quote. On un‘!her occasion, Mike stated, mngue-in-cheek ‘that

*we read a page oI' Bartleus Famous Quotations every day, to impress people
with! ‘how well read weé are® (FN29 8/8/84) )
N ' s

* Popular culture and the mass. media dre a conxtant inﬂuence on the life of

s for certain

‘ever“y modern, urban éroup _he distinctive uses ol' and
items of mass-m’edlnted culture wnhm small groups trans[orms these ‘items .into
I'olklore. -Folk cultmes:are too intrinsic to l:?e to be mmplz destroyed by the’ mw
média ‘(Nnrvﬁgz, *The -Folklore of ‘old Fo‘olishny_ss';‘ New foundland Media

Legends, 139).
; o~

Slupmlry’
Play and communicative performance are two important elements of this
grbu”s roli:lore, and the literature c‘oncerning them yields s‘om_e‘igtereéting'

data and ly . the folklore perf d by this group

falls into four | . genres,  which oceur in

11 tant

conversations, and include personal expefience narratives, wordplay, boasts and

taunts; huv‘nour,;wllich is an important identifying factor for the group in its style .
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and ccontent; the transformation of mass-mediated: culture i;:to group folkloswt

t* most esi:ecinlly recorded music, paperback scien{c‘ ictjox;'and fantasy novels, and
w movies;#nd gammes, in the forms of wargaming and fantasy role-playing games, to

be discussed in the following chapter. Ti:e c\lltl_u'nl themes of this group,

competition and sharedfantasy pervade this group’s culture.




: members have played a variety

'Ruk and Di 9, and ofher widely-

- two ymw zlnch clearly emerge es’n hcmt xro\)p activities are wdr gammg

T . T

Chapter 5

Games .

Gnﬁing is central to the development alfxéd ielentit‘y of the group under

considerstion,and therefore is} e basis for »n’ulch of its folklore. While ti]e‘g.roup'

f gal‘x_)‘es together, ranging from traditional 3

childr‘e?g&mes such as spotlight and ug{qd}m popular culture games such as

games like fennis and chess, the

and Dungenuu and Dragam The contmmng presence of these gnmes in group

l’olklore make them both “possible and necessary to- analyse, even though the

-be lnalysed Finally, this chapter will compare Dungﬂmo und Pi‘agnm to

traditional role-playing games'which have been collected in Newfoutndl 4 =

analysis is handlcapped by the impossibility of ogservinggmup fnembers at their
v - N -

gaming. _(Although some group members have resumed their gaming, they did not

'plny at all during the st\ldy period.) After first providing an overview of. scholarly

game theory, 1.will discuss compt competition, : strategy and coopermon as they ogeur in o
games: in genenl ‘tnd fn the gemes o} this"group in psmenhr The body of this
chapter will focus on warvgsnung and Dlmyﬁlmu and Dragons, as they are played
by this g-roup.' The history of each gnhe, its structural elements, playe’r’ roles,

central activities, rules, eqmpment and- its significance to this groups rolklore will

2 v




N ’ T 192

Gsames Scholarship r A
Elliot Avedon and Brian "Sutton-Smith define games as patterned,

" play with predi a itive element, and a strong

go:;l orienlatiol\: (7). Games nré set ‘apart from other play by virtue of their fixed
rules and competition (Bov’imnn 242-243; Georges, "Recreations and Games* 174).
.While most of the play within this group is:'cpm]{etitive, Tittle of it hn; .ﬁxed rules
ni)nrt from infor:nal behuviéu?ul boundaries. The grouprs‘xames. on_the other
hiad; araiset s'pui by their extremely compler systems of rules. '
~ Until recently, l'olklonsts have seldom ensﬂzed in game theory. Enrly game
collectors, such as Wllhnm Wells Newell, founder of the Amerlv:un Folklure
Sogiety, behevgd that gnmes could provide insight into national ch}rncte?, and

once that idea lost appeal K

were generally content to collect them
" without categorizing or theorizing at all (Georges,"Rgnreations and Gimes®- 178).
Georges suggests that there are three reasons for this lack of interest: games have
1;0 counterpart in written liternturé; they have been relegated to the domain of.
children’s folklore; and !hey are dll'flclllt to categorize and nnnlyse ('The

Relevance ol Models* 4). Thus, games. did not Sppear significant or easy to.

A s
study, and were neglected. , social and ‘behavioural scienti have

: . ‘ 0 X .
s i red much social signifi in gammes (Goldstein 168). Psychologists like

Jean Piaget -have related games to .deve]opmenlul stages of life (Avedon and
. v & il

N R )
- 53He expounded this idea in’ his Games and Songs ‘of America School Childrén.




Suf Smith 4). Kenneth Goldstein encourages folklorists to study games s6 as
'tb develop closer interdisciplinary ties wﬁth the behavioural sciences, an-d to
contribute to the contextual study and classification schemes of games (168-169).
He also suggests tht game ethnograpiiy will better our understanding of 't-he

mechapics of folklore and the relationship between actual and stated gaming rules

(169).

One of the first modern folklorists to consider games was Alan bundes, who'’
- 5
did 50 usin{ a structural'ana]ysis system adapted from the study-of folktales (*On _ _

Game Morphology a Shldy of the Structure of Non-Verbal Folklore*)." He pmnts L ’

oln that because, games are rulepattemed tlmr adtions “occur ‘in an ordered

sequence (aas) Like l‘olktales, games ‘often begin with'a lack, “sich as missing

_players in the gume ‘Hide-and-. Se?k and mvolve ver\bal formulas (338, 339)

Unllke folktules,‘games hnva an uncertam outcome and ea;h player role provides

an equnl chsnce of wmnmg (337).. Jan Harold Brunvand deﬁnes folk games as

volunlury recreations with rules fixed Wcustom and tradmou (28); thus, they are

paladoxxcally both free and restricted. He proposes that games. have ’l}mr #

foundation blocks, of wlnch every gumejms at least one: body movements, simple

soclsl Achvntles,,chance, and y hemati ‘a hani (283) The

- g&mes l‘nvoxred by this group stress the elements of mechanics and social

activities, but the latler could scarcely be termed simple. Brunvand emphasizes

children’s games in his discussion, and makes a pertinent point:

In general it appears that what many children like most about games
is the dramatic-element. They tend Ehgdenm‘y with the situations and
characters represented.in the gares, and they especmlly prefer gaf{a
which suit their own personalities best. (294) r




A related observation by Brian Snnon-Sn{ith. a child psychologist- and l‘o!klorist.'

is that players have “distinctive attributes® which relate to the pll_l; 'tbe'y '

favour, and that they are actually moulded by those gaimes (*Child Training and

Game Invol * 59). In collab i with Avedon, Sutton-Smith pippoints

contributing attributes: child training, political and religious bsckgro:md, and
individual personalities and skills (435-436). When these attributes are considered

for the present group, it is evident that this group has not only chosen games

which 'dramatize the cultural concerns“it stresses, but also that its games have "

aﬂ‘eéted the bers,as individual lities and as a group. The games both
= 7l 2

express and slupe group identity. |

s ! ) &

C oy and C: . s

Competitfon is a central aspect of most games. Gene }Bockne’l‘: relates
competition to aggression when he defines it as *the constructive use of aggressive
feelings in activity relative to self or lother people® (m) Central to @fectige
. competition, he argues, is the lbl.ll'.}' to distinguist’assertiveness !rom hostility,

and to be able to avoid overemphasis on winning (144). This diatinction has been
) tested, i‘npeiiled and :uceus(u}ly sustained within this group, as was shown il‘l the

discussiof of its history, Some scholars perceive competition itself in a negative
. s

light: Willjam Levinson believes that ‘J;ompetition has harmful side-effects and is
i

tilerefote not "true play® (14-15); Jules Henry stdtes that campemlon creates

hostility, a fear of failure and an enyy of 'success (38, 43). It can be -argued, *
. 1

though, that such effects are usually d;lim;r and temporary. Huizinga points out
&' ] ' - e
id N




that while winning is the overt aim of competition, "the outcorne of a confest is

: / objectiv_;'ly ifrelevant within’ the strébtare of the game (49). The winner gains
' honour, esteem, and a semblance of superiority (50).. Huizinga declnra'th’a en
: \ winning throug!; luck makes a person Teel special becluse.o]' the idea that 32
- fate is on one's side (56). Gaillois, on the other hand, argues that it is the g:mu
{ 61‘ skill which most of all involve cmq)etition, for it is her: thn one may reap
'glory from a perlormmeo'd:ﬂicult to equal* (:11) The latter rewnd is what the
members of thu group conatantly seek for in thmr gammg Hmzmga observes
tlmt even wnr,u essentially a contest Ior honour, tha opportumty to win glory
(90) Wur takes its purest compemlve form when it-is a game rather than renhty,

in this context, no worries such as social, envlronmentnl and :conomlc cost-or gain

need distract psmclpm.nu or alfect lﬂn-pamclpuu Compntmon nlso occurs; in
' \ the musical world (14), in tporu '(105) nd in commercs(mo), lt‘ervndu %}ty

According to Denzing players compete on seven.l levels, notonly d

over the resources of their play, but they [also] compete over and.in
- play itself. Further, they compete over the places they will occupy in
! the play sequence. Boasting and threatening are basic to play. (20)
This statement can be directly applied to the gaming style of this group. v
" Two of the thirty dimensions outl'med'in 'Dimensionn c;f Games* by Fritz ..~ '
* Redl mel Cump. and Bnin Su".on-Smnh dul dmctly with the element of
compemmn ‘These can be 7“’ to evn]\nts this _group's: ampemwe :tyla
Within the dimension of eampe hon /aclau, l'- ean be observed thst (a) wmnmg

.l somewhnt centnl but not ycmlvely 80 wntlnn this group; (b) play is less goal *

duuud than it is npycnent directed; (c) sell-enluncement is stressed more !hun

dsfelt of the Spponent; (d) team and individual ¢ ition are both evidenced
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as is (e) murfere* with participants by participants (4!0) _ The second
4
|pphnble dimension i is the pleasure/pain content of wmmny or losing, within .

this group’s gaming, (a) loss of possessions ogeurs on a purely imaginary level; (b)

dmplication of skill inadequacy is the most serious and | painful result of loss; (c) /

implication that destiny is sgainst one is of minor conséquence; and (d loss of
digaity is nearly as dreadéd s (8) (414 .
Roberts and Sutton-Smith maintain that cy‘urt/ln’d upbfinging influence

people's mnmtmve Itylea (*Rubrics of Competmve Behn\pour') These styles,

»m:ordmg to R,obem #8d Sutton-Smith, occur on & contmuum, rangm; from/
-

4 jorhmuls whovrely on luok, throngh potents who use phyalcnl power, and'on to

aimlsmola whd resort to wisdom (15) People having relatively high Intelhgencs
Quotients and socloeconon;w stﬂus tend to .favour the lnuer end of the
continuum (25). The members ﬁl the stndy ‘rcup are blenly Strategists, wnh

some measure of potency on & fantasy level Tle-. mthm Dungeons and Dragons,

,.they identify \;rith characters which develop immense physical 'p:owen)‘ Roberts

and Sutto,n—Smith state /that games of strategy xeqﬁir« the Rost intellectual
undershndmg of all games, most notably of governing pnncnylu wlthm the game,
and become possible only with the "emergence of lhstrut thmkln; in early

ndoldcenc’e' ,(34) It is no coincid then, that adol y is the stage of life

when the memf)en of this group commenced their intense strategic gnmmg

017 Fnrar points’ out in her nnnlym of conu.tmg that social play by its

very 17 re requires qoopsrmon as well as compemmn.

In contesting we are working with control and power: control over the
*outcome through the exercise of power. Yet that power must be
sustained and allowed by our opponent or it cannot exist. (202)
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To survive, a play group must cooptfate.” G. H. Mead observes that for the
duration of a game, its mdralevdominates the‘ players and they Jare above all
members of the ‘gaming cummumty (180). Avedon describes action within a

gammg group as bemg *action ol a cooperahve nature by two or more persons

intent on reaching a mutual goal® (425). Huizinga- suggests that the feeling of

being 'apart together® (thdt ;s in a private world) which is $nemfed‘ within thé

.gaming groups has the result thst a "play community genera ly tends to become

permnnent even after the game is ‘over® (12). This is what happened to the

" present group. A Such s this one pluy group becomes a glique, and pla.y begmd to"

ruuctxon not only for enjoyment but alsoasa duplay or status and attractwenm :

to oqtslderx_(Zeldu Cchen 97). Thus gaming, like other folklore, can be used for

boundaty maintenance. In the gaming' groups Fine has studied, members share
L

not only a Knowledge of the rules but also in-jokés, common expressions, and '
. = i
_similar backgrounds which set them apart from -the lsrger cultural context

' ‘(Shared Fantasy 28—30) Thus a gaming g'roup takes on the propemes of any ’

small gwup

to the game; they may

have rel@f\éd‘ interests and therefore be attractéd to the game; or they may be

P . ]
invitéd to join by gamers within their social networks (47-49). The group under’

consideration evidences all three recruiting methods: « Cooperation, is an ideal

shared by all groups, and is most eviderit in situations where players must defend

themselves in the face of game chiallenges (185-167).

4 B

-

Members' are recruited for gaming groups by three methods. They may .




War-Gaming d
i This golip has plnxed an assortment of wn;-guné variants over the years,
mast_of which have intermingled rather”than being concentrated duri(lg any,
5 S particular period. The eXceptions are the loosely structuréd traditional children's
games which th'e members only played in their early years toge;her, before , . :

beginning any of the more complex v_‘vnr-gnmes.‘ . 5 -

We played a lot of war ... running around. *killing® each other with*
guns ... We'd count to ten and“get up again and. get killed again ... We
& - used to play around here [in Michael’s neighbourhood] a lot. Just *° :
. runn}ng back and fqrth, terrorizing all the girlﬁ (Richard, éHB_l‘j >

5 . .-
* + "The.commonness of this lct‘ivity‘“ within Newfou.nd‘lmd. co;irﬁu with th;'
relatively esoteric hobby of moc‘lel--mnking, which each meriber of the group had
. taken-up by the age of ten® They soon formed a preferapcc’ withig lnodel;mnking '
for constructing “aiid painting miniature reproductions of military vehicles,
putiqul:nly World War ‘l“wo (WWII) ships, aeroplanes and tanks; ihey began to \
,devonr books concerning military history, particularly WWII bajtles. Boxes .
containing the approp;i:te plastic pa;'?a and complex instructions wer¢ pu;e‘hn.cd ’
through mail-order catalogues and local hol;by ug&;res. Th:..'collecu'nxvol mbdelg
and display of cnmr;mmship brought personal pleasure-and m‘r‘ufe competition
4 o fmong group’ membefq but was nnt’enough to satisfy !‘ha'm., Gn‘rth states that
*the m;dels were around ﬁr‘st, t;nd then y‘ou try to think of something to.dt; wi;h'

T

. S*Children's war-games are“widespread, and populay in Newfoundlind, as indicated i the
holdings of MUNFLA. See later discussion within this chapter. . -,

~ s «
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those inanimate objects* (SHGa). The obvious thing to do with war machines is -

to make war. _ 3 v . ] o

Gary Alan Fine defines war-games as those which *simulate the strategy of

buule and its competitive, excitement without the personal hazards® (Shared

M_S)- This is as specific as any definition of war-gaming can be, because the
variants range from chess to children's Cowboys and Indians, ' Avedon and -
- ‘ Sutton-Smith outline the history of war-gaming in their The Study of Games. -
“Thej find -that the modern; aduit ‘tradition ‘of war-gamimg was initisted - by ~
Helwig,of the court of the Duke of B{-unswick, Who in 1780 developed a war-game

5 - . based .on chess to tem:h mxhtary tactics. Helwig used a map~like board with -

' pieces symbollzmg varlous military- forces (cavalry, infantry,’ plamnn boats, ete.).

‘In 1824 von Reisswitz,«a Brgslau leutenant, ‘adapted this fgame 'so that' the

. scenarios?® were based on- actusl battles, with' battle orders and lepons being
tronsniied thioughl fen wmpie and otcomes being determined with dice. A
Prussian’officer naméd du Versis further refined this in 1876, calling his version

P Kriegapiel, a game which ol aspisyid wilbvarsiog vigidity of rulés. War.

B . “games were continually.updated and localized for use by the ‘military.as teaching

" aids* (Avcdon and Sntton-Smlth The Studx of Games 71-275),, In 1915 H.G.

Wells, a sclelue hctlon nuthor, developed® An amateur ariant, with a sand table

to slmulnte’ langscape, and with mmmt..n figures 16 added realism (Fine, Shared

“Fantdsy 9). Tn 1053 Charles Roberts created the first commersiai-board war-game
“ and the Instingly successful Avalon-Hill Game Company (Fine, Shared Fantasy 9).

War-gaming is foday an extremely popular hobby, especially in Britain.

i 5 T ‘. J :
. 58 sxenario is a term used In gaming to mean the context which the gamers create for their »
play. To;this case, the scenatio may be & Napoleonic battle taking place on a rainy day in Poland. oy
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More than half of the group members spent part of - their childhoods in
England, and were there exposed to the hobbies of modelmaking and war-gaming

which are relatively in Speaking of how his friendship

developed with, Michael, Garth says: g &
s
We've always known each other but I think it took an interest in
war-gaming, military modelling, whatever, to actually .. make us
friends ... I think we both derived that interest somehow from England,
the fact that we both spent extensive time in England and its such a,
something that every kid does [there]. (SHea)

* Even zhongh he has never visited England, Ted was the most ik G e

gamer of the group, and has a'vivid memory of many battles.

Ted . We used to-have some really good ones [war-games|
when you [Mike] ‘just came back from

England ... irs in your )

~——  the ones wo used to have! One guy would have all

the HO scale stuff,.and the other guy would have the
one thirty-second scale stuff, going AL, going at each

other? .
Mike ) I'can’t remember that. ¥
Ted You don't? Remember we used to set up-a river,
with ah, all those books .
Mike Yeah, yeah I remember that. God.
Ted Lego blocks. They were pretty” cool games, actually. <
(SH24a)
At the same time, Nelsbn'and Kirk weré devising their own war-games:
Nelson Me and Kirk had a lot of nelghbourhood war-games,
. * in the basement. e .
Ted Ye guys'were making those bnlsn’ wood um.g..
Nelson [After explaining that this was a naval war] That --

culminated in - Kirk and me had thing where, over s =
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month or two we were gonna make as many ships as

swwe could, and that would be a navy ... hiis navy .
versus mine. But his was about five times as big. -So, .
when we started out the thing, I ran [my navy fled] &
away, right away, just ran. Kirk came around the
corner. 1 had five submarines (1), and sunk his whole
battle line (1) ..

.

Kirk You didn't sink it, Nelson. . -
Nelson Oh, I lodged a lot of damage though, it was just

gruesomo- (I
Kirk And he had two balsa-wood submarines which didn't

- even look like submarines.
Nelson [aner admitting that they were made u the last

minute] ... We fought a couple of good ones ... the

Prinz Engen and the Bismark against the Hood and P

the Prince of Wales. <
_Kirk . Oh yeah, that was 5. good sea batfle. .

’ B ‘ il v

(SH24b) - £

Their equipment in these early games was-a melange of various scales, and some -

of it inexpertly homemade. The physical layout was composed of an odd variety

of available ials, its to being much more a matter of ~. ¢

imagination than of appearance. *These aberrations did not at all ‘impair

enjoyment. ’ & )

The members’ tastes became more sophisticated over the years, ang they

_ gradually discarded outmoded playing styles and equipment. Speaking of his

private Ant Wars,” Ted explains -that *I wasn't using the H.O.°® stuff for—

\ &
anything really, figured I may as well use them to kill ants* (SH24a). Ted, Garth

CThe joltials *H.O.* refer to a scale of 1 to 1/72 used originally for model rallways, ‘and later
applied £ models. Although Michael was not. nble to say what the initials specifically refer to, he
did mention that it is a commonly used scale in modelling.
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and Mike developed their playing style faster than Nelson and Kirk, with the-
result that the first war-game Was an uneven match (sce pago 28). Nelson and .
Kirk learned quickly however, ard soon the five of them were war-gaming
regularly. The other three members were omitted because. Richard lacked
interest, Alex was considered 109 young, and Philip was still a stranger. However,
Richard and Alex sometimes participated as judges‘in disputes, and in later years
" Alex joined in 85 a player. Certain pattorns developed. Ted and Mike usually

played against Nelson and Kirk, with Garth in a lass fixed position, and an

pecially fierce iti ping between Mike and Nelson. Ted had by
. far the largest ion of equipment, and allowed the others to use
it. The following discussion of an early war-game illug these points: - :

[To M|ke] Remember ‘once we had one big one [war- .
game], with a whole banch of tanks sort: of going at

each other. ) §
Nelson « .. We used all of Teds stuff all-the time. 'The first / P
. war-game we had with that Was probably the begt
‘' Ted That was because we lost everything I had -
Nelson That was really good, that was about-three hours of
. extremely excellent -- we, Knk and [, my plan was to .
‘ retreat --
B +
Kirk * [mockingly] Plgn A and plan B. (1)
Nelson - most Jtour forces across the garden and hide in the
anthill. -
. Ted That was such an idiotic thing to do. (1)
Nelson It wasr't. If we'd a done it, chere s 1o way you,would
ever have taken that hill.
. Ted We bleéw you guys away in your first defensive

positiom.
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Nelson

Kirk

Ted.

" Yes you were.
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No you didn’t!:-
Yes we did. : o
We blew them off! That was our plan, to retreat, we
were gonna leave. We had half our force up just

waiting.to drive away, not even in the battle. And
it's only if ye hadn't wanted to quit just after we

. started to do that -

No, you know why we had to quit, it's cause your
father came over, you had to take a bath or
something. (ll) Your father came over about eight
o’clock and took you nwey

You gave up!
No. X \~ e . B

[2ggrieved] You .told us not to/recreat across the
garden. You told us:-

No way!

‘[Mil‘te enters. “All talk at once]| 5

We weren't allowed up there. \

What do you rerl{ember, Kirk?

We set up on the'slope, I remember that.

‘[disgusted] Banh

We weren't allowed to the slope, we wanted to go

Tight to the top of the anthlll Kﬁi{ey wouldn't let
us.”

Was that the game that, the day after, Ted's father
was there digging everything up ... trying to put
everything back in place cause we'd gone and dug it

-, up? ... We put lots of holes. in Ted's garden.

We used to do'that all the time, though.
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(SH24a)

Each pair of players in this particular game represents an army, using miniature

troops. The context is Ted's backyard, representing a WWillstyle battlefield
The structure and action are modelled on those of a\hsule, b;sicnlly an attack-
defense, retreat-advance pattern, with the potential outcome of one side losing
dtterly. A war-game continues to'matter to group members long after it é;' over,
and so they continue to heatedly debate its details 2 deca‘devlnter. The ;ntrinsic
conxpetiiién never ends. .

The ules of a war-game ase complex, and this group has used dii;te‘mnt rules
l‘or' almost every game it has play‘ed. " Sometimes they would send awny. for them ’
through a catalogue,” nnd sometimes they wrote their own nsmg the mass-
produced ones as a model. These involved specnrcahons I|kJ the Iollawmg the
heavier a tank, the slower it _may move; when two tanks are in combat, dice are -
rolled to determine battle progréss, with the score of 1 deno_ting Va miss, 2 to §
destroy, and 6 immobilize (éﬂ2éa). As M;ke has‘pointed out, *it gets all

- complicated® (SH24a). It is generally agreed within the group that rules can
"make an important difference to the quall’ty of a particular war{game, especially if

they favour one side’s circumstances.

|

Mike _Whoever wrote the rules had a lot of ppwer.
Ted - We [Mlke and [| wrot; the rules mgst of the time,

didn’t we? ...

metimes. That
nly time I wrote

Mike " We [all of us] wed to get together
[the dink area war-game] was the
the rules, by myself.

Susan But wouldn 't everybody have to agree on thémn before
you'd use them?
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Ted No ...
Kirk You [Mike] gave Garth your air rules before the
game, but I didn't understand what you were doing in
- them, they were all convoluted, fifty million charts in

there, they were really strange.

Mike . (1) I'd love to read them ng/a"in.
R 5
Susan So could you skew the rules, favourably to yourself?
- Mike " Abit but not that much. I, I really thought that the

faster things were the better they were.
(SH24a) o
s
. War-games would be played indoors in a spacious bgsement, or outdoors in
.8 backyard. The advantage of playmg outside xkthat playefs have real, diggable
earth to work with. The advsntuge of playing inside is that bad weather and
dsrkneas do. not interfere, but players must construct a satm{actonly realistic

battlefield. Ususlly the group gamed indoors, , i 28 their se

grew more complex. “Certain parts of the battlefield would be the players' own
creations, while oti.ers were commercially manufactufed for the purpose.

The. items of material culture used in wnrjgaming‘occurlon a co;ninuum
between purchaséd, commercial sources and the I:}:eations of the group.

Purchased rules, .equipment, and gaming scboarios lie at one end of the

sﬂ‘"" de* rules, equi nt, and ‘gaming scenarios at. the '
other, This reflects the ‘continuum between popular culture .and folklore (Peter
Nar\;{ez and Martin Laba, *The Folklore-Popilar Culture Continuim*). These
elements may be c‘ombined; for example, purchssed equipment may be governcd‘ ‘
by the group’s own rules. Even elements devised by members l;ave their roots in

previously-played games and historical battles. - Periodicals such as Battle for
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Wargamers (a British monthly publicati ) I such as The Old_Soldier;
masses of paperbn%k descriptions of historic battles; and a huge, imp;msivo
volume of Jane's Weapon Systems (which Mike purchased at vast expense when
he was eleven) had a pervasive influence.

_Although many oi the group's war-games were played in a setting created
by the players, using realistic miniatures in "a loose historic reconstruction of

WWII battles, sometimes the historic reconstruction was of an earlier period, such

as the Roman Empi{e:

Mike Remembﬁ;'that Roman Empire thing! N
Nelson Yeah. That was so complicated that we never did
much to it. 7 ;
" Mike. Yeah, it was weird. The map was neat. T liked the %
map. -
A By @ o 5 “ * . i
Susan What is the Roman Empire thing,.do you [Kirk
know?]
- Kirk Well, one side was the Romans, and the other side— —————_*

was everyone else ...

Nelson We had all the rules set for barbarians infiltrating,
the Romans along the frontier. And the Repyblics
ah, rebelling every now and then.

Kitk ~ Yeah, that's right.

Nelson They were tebelling too much. Like the first term
two things rebelled, and the barbarians could sweep
in. Half the legions-were cut up ... Over a length of
time the Romans should of lost, cause bit by bit they
wouldhave lost a bit of territory? And the Roman
strength of the legions went down a lot of
people ... but everyling just -exploded right at the
start. f .

-

Kirk + It wasn't the decline and fall, it was a -~
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(Nelsnu * Yeah, a race (Il) ... Everything just collapsed at one
s time, it was just gross  Half the legions were
destroyed in, about a week? ¢ . e
Kirk Something like that ... that was one of the last ones -

we played, just a few years ago.

Nelson Yeah, -just before you [Ted] first went aﬁ"ay.
Summer ... but Rome would have fell in six menths,
nothmgcould have stopped it.

I @

(SH24b)

The. g , as ihis‘ 6 ion, indis were only partial reconstructions,
-for their outcomes weré necessarily uncertain. The players combined a chosen
weapons technology 'with different ch.ales in order to produce-interesting bactlés,
a3 'Nelson and Ted did in a game they call The Battle of St. John's, using 'a.

of -their homebown (FN125, 31/10/85) Perhaps the most llmlsu;;l wan-game/of all

was Ted's ign against apts (| ibed on page 49). 'ﬂmugh the
group preferred an scenarios for two main ressdvs. To begin with, as Nelson
put it,
it was a glorious war ... You got lots oaanauons, you know, tons of

sides for us to be, couple ol’ battles for us't fight out .. Modern stuff is

too complicated. You could. never play it reasonably . 'It would happen

too. fast.. World War One is too boring, where you get men line

up ... in trenches, *Charge!* -and that’s it.- So unless'you went back to

Rome or the Napoleonics, there was nothing else to do. Korean Waf we

could of done, if we wanted: But you know, why bother (SH24b) _
Furtherl‘hore,,[n excxt&g variety of battles was possible, vmh plenty of *sides®
availgble for the players to choose frox/n. ‘The’ equipment, especially the tanks,
was attractive, and models and rules were readily available. Another important
reason for hvo\mng 'WWII scenarios was thst the group, most espemlly Nelson,/

was fucmnted by the Germans.
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I was always German when I could be. I only fought about twovar-
games when I wasn't ... Cause they're the coolest ... One small nation
e against, the world. My God, of course they lost. They couldn't win.
w  It's just smazing thet-they did as good as they did. but not only that, \,
but their models are so much better. (Nelson, SH24H)
The others ‘wholeheartedly agree with Nelson‘s assessment, and sometimes in the
early games would b_id to play tlh_e Germans themselvey;, *we used to fight o-ver
who was gonna be German" (Mike, SH24b).
The realistic defails urovidgd by carefully prepared settings and/ miniatures
_ were sometimes forgaken for a popular culture version of wnr-?gar\ning which is
more nbs‘tract, but which requires less tim‘e\ﬂd effort In preparation. :Fhis the
k5 members term board war-gaming, ‘a title ‘Evhich\alludes to the format it shares
, _ with many other popular culture games.w‘\ Most of thes‘e are marketed by .thel
i aforementioned Avalon-Hill Games Compnn)’ For example Squad‘leader, a
particular favorite, is a WWII scenano of ™ small-scale infantry battles within an
urban context (Alex, SHIDa). * )
CE o * The group has several times ‘i%ed a hobbyist's version of t\wo-hundred year 4

1 old Kriegspiel. Alex describes this as follows: -

Ted would be at home, and usually ... he\would be the game mam ¥
=2 and he would have one other person “helping\ him.. And he'd have this,
the whole basement done out with trees.,and, and all the different
landscapes, rivers and anything else..He'd\set up the forces in
3 different places, there'd be the Russians, the Germans and everything
) else. And there'd, yoy'd have two people at each house -- there'd be
three_or four houses -- and you'd phone in your orders of where you
“~ wanted your men to go, and he'd give you responses like, *Well, you

~. g L s . . L
= 57Board g me-h-povulu among, aduits, much more widely so than the otber games >~
favoured by this group. it
»
v ) g 84
. . £
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! Lowmr




%

) ' © 200

can see a certain number of tanks of an enemy force on the

v horizon” ... You'd have thls  map of the ared at your house ... and your:

forces, and a bit of mtelhgencb on the other forces. But that was it, and

X .. then you'd try to blow them aw: (t You didn't know where they were,
% you'd go for a long, long time not meeting anybody. But you'd have,
you might hyve different radar detection devices, you mlght have

spies ... it was fairly complex, it was good fun. (SH19a)
Even Richard enjoyed and participated in this game. One of the group’s items of /
wordplay is derived from a Kriegspiel incidentdust patterns: /'
Mike Garth phoned up once and s‘aid --. actually we were !
o« . trying to figure out what was going on, you know, 4 b
: # = Nelson was the judge or something. /
- ) e
8w Nelson ~ _[suppressed ] Yup.
s Mike And he said, there was  bit of movement over there. -
/ And Nelson said, *I saw a littlé movement in the
(X = distance," or something like that, and he IGBrth) said,
},_ i . What are the dust patterns like?* (). °
L Ted It's just generally -- whenever in'a Kriegspiel ‘game,
i ' when you're the general sitting-off in. someone’s house o

directing your army -over at the other, at the house
. where the war-game’s taking place, um, usually the
& ]udges gwe you a vague idea “What's going on, so

you're ‘always sort of throwing out tendrils,

. . desperately trying to grasp some idea what the heck's
. going on. And thus some of the rather desperate

£ things like dust patterns (1), asking about dust -
- patterns. ; -

' Mike B The idea of Kriegspiel gou see, is that it's more like a
real war, in that you don't know what's going on on
the other slde of the hill.

Kirk You cut your -line of communications,“you lose . s
contact with the other. people. = o
| Susan What can you learn from dust patterns? )
/ 3
Ted Ab, nothing, nothing. .Just that therels. something =
: there. . .,
. ;
§ £ e =
. \ / v
T
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Nelson It's a classical joke, like in D and D when you said, *1
can create water®. Same line of thought.

(SH24a) . % i
The uncertain’ lices of communication in Kriegspiel add both realism and an
extra dlmensmn’fg players to puzzle over.

The comm _)mconceptxon hbout war-gaming which group members have
encountered is that its p‘hl’nary concern is aggressmn, but this is far less
emphasmd than strategy, which is the central element in wnr-gnmmg, the area in

which a good player must be adept and the one wherein gaming aesthetics come

into play. Strategy is the art of war, the careful planning and directing of

War-gammg is primarily strategy, and as it happens, um, our culture - 2
sees military events as. .. not” only exciting but as the interesting .
events ... The interesting Way of playing at strategy is to do it in 2
military context. But it's not really a violent game ... What we did
with war-gaming is, make it into something more competitive. (Garth,
SH5b)

- N
After saying this, Garth plunged into a description of the Arms Race, which is
indeed highly competitive (see page 20). Alex also argued that ﬂr-gaming hadfa
competitive impulse which overrides the aggressive aspects: )
v o4 2 -
It's not promoting war. I meén, in a way I think it shows you the
terror of war ... because you do see the destruction on a symbolic ¢

_. level ... Someone does win, and someone does wipe someone else out

sometimes. Arfd that's winning, you say, yasy! And you have another
battle. But at the same time,¥ mean, you're not treating ilas if they're*
real people. I mean, you wouldAféver want to see a similar thing
happen in a real setting. (smmy(bm

Strategy varies among players. It reflects the ;tratezy of real-life generals in

some respects, but departs from it in otl{gm. Nelson, for example, states that -*1 i
o

s F I'd
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only fight when T can destroy everything I see; I only engage in battle when I
know I'm gonna win® (SH20b). He believes that this strategy has won many
battles f‘or lim. Kirk,and Mike, he thinks, are *way too conservative,* choosing
to play "by the i)ook, the way they ;hould have donle in real life," rather than
*using the rules to win® as Ted and himself {iid (FN123, 31/10/85).' both
_ strategies are realistic in their own‘ways: rnth1e§sly atternpting to win is the way
any general would‘ fight, but'on the other hand,She or he w;;Id not have access
to afi-of the ‘uppranches possible in a game. In Ted's opinion, "the best war-
gnmes we had really was where there was always somebody on the defense, type
ol thmg, we used to [also] have ones. where everyone would just gu charging at
each other* (SH25a). There is not much stmegy mvolvec! ina dlrect assault, and
therefore it is less of an intellectual challenge ‘When Ted made this st:‘;teme‘nt
Nelson agreed, replying, 'Yeah the best bnes were ones where there was a

defensive position being asssulted. Cause there‘wss_ little toargue about.® '
Differing interpletatiﬂnsl of the rules-often resulted in arguments within‘tbis
group, sometimes interfering with the game itself. The frustr:;tion of these
disputes has br;mght about the only truly violent incidents within ﬂ',e group of

which the researcher has been informed. |, |

Nelson and I were always the fiery ones, we'd always be at'each
other's throats, And one time he leaned off and hurled a dice at me
and hi between the eyes. And anbdther time... L-L;?ald ‘made so
much senge, so I hit him in the head. Oh it was vicious, Nelson and I
“used to argue sp much. (Ted, SHOb) - %

One reason for these is the extreme emotional invol which the N

members of thj group have in their war-gaming. When playing lrequently, they
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were inte‘ns§ living a ffalﬂusy‘life ag army generals, identifying themselves aith;
say, the Gévmas o1/ths Russian cause of 1041 Asm%litary gonerali Fatiod i i
young.boys at play, their‘baules Vve[e de;dly serious. This npprna;h culminated
in the Arms Race (diécussed in detail bn pages 20 to 32). Andther repson for the
arguments over wgr gammg was che herce competition between members. EAcI; ’

wsnted very much to win, not only to succeed but also to lcmpnmnly pmve

supenor to ofe another, thus gairing ststus Yet t.he nrge lo preserve the group -«

has proved stronger thun the urge for indi idual p nnd the fr

with war-gaming. ‘Ted obgerves that "when ) and D came aloig it sort of shoved -
. - . T~ i -

the war-games aside and I thjﬁk’ that was a good idea ... they'd gotten much too

competitive® (SHQa) \ L :

These Young' me still siey thescaionsl Wangine togi vt only s Iew\l

times each year for a couple of sessions. Dungeuna and Dragons has proved to be

_a vehicle for :ompetmon evefy bit as Ylerce as the group experienced i lp its war-

games. The two forms of gammg, as this group plays them, have much in [

commonh.

v o ~

Dungeons and Dragons

In fantasy m]&plsyingig‘am'es, players develop heroic characters Whogs |

adventure together in imaginm‘y worlds.” Dungeoris and Dragons was the first -

l‘anmy role-playing game ewr published, and contmnes to be the most popular of

) lhem all. “As of 1979 it was being plnyed by at lemraoo 000 North Americans, a

number which has probably doubled by now 1lemgswne 23). Couutless others in
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“the English-speaking world also play D and D. Thus, the game has Bbome

.+ . form of mus_s;enzerininmm, recreated in unique variants by this and other

_ groups. The members of this group were, to their knowledge, the first to play in
Newfoundland, and must be among the mosi enthusistic players anywhere.

Gary Alan Fine makés a thorough sociological study of fantasy role-playing

s his Shared Fantu‘i: Role-Playing Games as Social Worlds. In this work

* he con ive fantasy with individual dreaming: the former is

through communication and is;subject to cultural constraints, the latter is free

- and random (3). Group immersion in a fantasy, world"is similar to shared
' psychosis but differs in that most, }Jlayers casily distiiguish fantasy from reality
(12).%® The world of fantdsy rolesplaying garnes is created by omte of the members

* sind influenced by players’ shared understanding of medieval culture as-well as

The creatér (also

- . " contemporary political’and cultural forms apd ‘attitudes (75)
" called referee, dungeon master, or DM) of the fantasy world in role-playing games
¢ . s not the only player having creative input into thé game. ‘Bach, excepting the

referee, takes on a-character whith is developed as the game proceeds.

[The] relation between person-self and role-self in fantasy gaming
depends upon the player, the components of the role, ‘and the
expectations of the group.. Sometimes the gumer plays himself as his
- on other ions the gamer  becomes a different

J person. (Fine, 208) :

, The players are not so much performing [oles as storytelling them, 'each

smryteller having authority over one character -- ing‘a i f:.ntuy

(214). . J -

. 58The: debate nbout whether a give: 1 m of popular culture is a negative model or an escape
valve is a familiar one. Bruno Bettleheim suggests that mirchen help keep a child's !nntulel in,
A - cheek (66), u:d the same may be said of Dungeons and Dragons or tecnagers.
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Dungeons and Dragons has its basis in war-gaming, and its history has a
similar pattern to that of this gmup The game is so complex that it can be
properly understood only through playing, but o description ‘of its essential
elements will be attempted here.

Gary Gygax, the creator of D and D, war-gamed with miniatures from an
early age just as did the members of this group. In a magazine interview with lan
Livingstone in 1979, he revealed that his particular interest was in medieval war-
" st calyafew figgares, with whom he could identify more }mmy than
" scariig, Proin fhioesgeetasosafiun e (e e o create a fantasy world
around the battling, hnd Gygax decided to .murket. this congept. In 1073 he

formed the Tactical Studico Rules Corporation (TSR) with "some friends, and

started of instructions for a game he called Dungeons and
Dragons. (Livingstone 23.) A few.years later Gygax prodiced three mlmuls for
a more complex version, which he termed Advansed Dungeons and Dragons.
This is the game played by the study group, although they refer to it simply as
Dungeons and Dragons or D and D. :
Grgax defines bis game o glowing terms as:*
& Tantasy game of role playing whith velicé upon the imagination of
- participants, for it is certainly make-believe, yet it-is so interesting, so

challenging, so mind-unleashing that it comes near reality (Player's .
- Handbook 7).

< . : :
Unlike other sophisticated popular culture games of recent origin, material props
are peripheral rather than essental to D and D; there are a.few reference books,
.. maps, writing paraphernalia, -nd a set of dice with varying numbers of sid.

* The activity is essentially cerebral, and occurs in any context where a group mny\’

meet regularly and in comfort.




215

Before ding with a iption of how Dung and Dragons’ is

played, some fmention should be made of the exoteric views of the game. As with
other conspicuous subcultural activities, it has often been met with sensationalist
criticism in the press® (Hebdige 92). Claims have been made that D and D leads
to teenage suicide and involvement in the occult, although psychologists argue
that the game is a creative and cooperative outlet (Fisher 15; Hart 13). This

controversy parallels the one surrounding mirchen, which many modern parents

and educators believe to be shockingly violent, and which are often purged of

disturbing elements or not told to children at all. Psychologist Bruno Bettleheim
admits that if the mirchen were taken as del;ictions of reality they \é’ould indeed
e oubrageous, bt asssymibois:6F pydhologics] Kappeningsos ‘probiems Ehess
stories are trueto life +(155). Mirchen stin:mlate the imaghation, ‘address inner-

concerns on a subconscious level, and portray the possibility of triumphing over

evil aid adversity (+:8). Not only does D and D involve miany. mirchen clements,

as will be shown, but it also funcnons In ways similar to mirchen. Bettleheim

notes that adolescents deprived 'of mfarchen in childhood hequently develop

mngicnl beliefs,” including fantasy’ worlds, through the use of dxggs’, gurus,

astrology and the occult, o “in some other fashion escape from reality into

daydreams about magical experiences which are to change their life for the

better® (50—5!) "This is prétisely what the g group under consideration does when
it pmys_—ﬂm-yeam and Dragons. Tlns modern game is just one of the newly
devised, vehicles for fantasy, which are filling: the void left by the decline of

9., for example, *Popular Fantasy Game Taken Too Seriously?® by John Picton, Metro;

ad an ioterview with Dovid Hart in The Evening Telegram, *Memotial profissor defends
Dungeons and Dragons Game.® 5
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tive perf The iour of D and D heroes, like that of

midrchen heroes, would be unacceptable in our everyday world, but understood on

_a symbolic level it is highly functional for working out ‘of adolescent needs and

problems. The game pfovides an ity for

of
unconscious concerns, and for vicarious moral success; just as mirchen do.
One game of D and D will last through numerous sessions, each several

hours in duration. Each game is termed a campaign, reflecting the military-

origins of D and D. The first step in a ign depends on individual initi

one of the players decides to create a world as 3 scenario for a campaign. This
‘person-draws & map, creating various.regions and place-names. Then he or she
peoples the world and creates vario‘\l’s cuiturn'lnd a history for them. -The

- : :
nomenclature and cultures are freely drawn frem history and fantasy menl.uro,.T

well as from populér cufture and the imagination. Finally, -

are cobstructed: dungeons with treasures to be captured and monsters escaped,
i 1

,towns to be saved from evil Sorcerers, and so on. Many of the details must by

. refined as the campaign proceeds in unforeseeable directions. The creator of the

world is the dungeon master, often termed DM, and this is the player with the
T~
most to do dufing the campaign. The DM holds-the position of an omnipotent,

omnipresent; goll of the world he or she has created. This is the position of

greatest power md responsibility within D and D. The DM must balante gaming

elements so as to achieve the ben pomble gaming. expenenu for all: u-lum
versus fantasy, her or his own dictatorship versus anarchy (Fma, Shared l"lntux

80-85). . s i o
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_The second step in embarking on a campaign is focussed on the other
players and their roles as player characters, variously referred to as PC’s,
characters, or by name. Each'player must roll dice to determine the six character’
ab:hucs, wh:ch are erenglh dextemy, mtelllgence wlsdnm, chansms and
consutumon ‘Three six-sided dice are rolled to datermme a score of between three
and cighteen, but the dice are Tolled more than six timgg so that players will have
o chance to achieve some high scores. This is essential for the survival of a

character. Thus, there is an element of chance enough to approximate the real-

, life fact that one cannot choose one’s abilities, and yet this chance is controlled in

such a way that.these abilities are likely to be sufficient to enable success within

the fantasy world. For example, a player may desire the top intelligence score of

cighteen; but after rolling the dice a couple of times must settle for twelve, which
is siill better than the lowest score of three.

On the basis of these ability scores and the player's own predilections, the
player next chooses a race, 3-class (i.e. profession), and-an aligament for her or
his: ehisraéter, O may be: & dwath, hobbit, gnome, elf, half-elf, human, or
half-orc.% 6ne may choose to be ; cleric (worshipping #ne of the world’s deities),
fighter, magic-user, thief, or monk, d’epending on one'’s ab;hty and race. ' Thirdly,

s alighnant; Wearasteniay b6 good, nentralior evil, il ot abantiv e Tawhil

bent. A 's behavi must be i with its ali ‘The race,

class and alignment of a character nrf/chosen to complement those of other
. ~ s E

» —

7.
S0While most of these “races* will be familiar to anybody brought up on miirchen, the hobbit_

and orc re derived from LOTR. Hobbits are short, chubby, placid, sturdy peasant-folk. Orcs are
a gruesome, evil parody of elves; they are ugly, darkness-loving, argumentative, and strong.,

in an ing party. It is i best to have a mixture; not
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all fighters, for example. Chaotic evil charncie"s are too disruptive to be tolerated

by most groups. . e

Two aspects of the srssdvelopsd as b ign 1 hit
points and experiches points. Hit poitts represent how much damags ote ean
sustain before being killed. Dice are rolled to determine the number of hit points
at the begianing of the campaign, and the resultant number may be decreased
when the character is weary or has been injured in battle, and restored when she
or he has rested or, been cured. The loss of all hit points results in death.

Ezperience points sre gained throughout the campaign, the DM awarding them

_according to. the adventur ienced and the character's siccess in them. A
character who has accumulated a large enough number of experience points may
. move up a level and acquire more hit points, as well as other. bonuses. . For
example, a magic-user will be able to learn more powerful spells. There arc-at
least twenty-one levels. All characters start out at first level, and those
adventuring together gain experience at much the same rate.5!
The third step is to choose a quest for the player characters. The.DM will
e

O o The quest is only motivated by

the desire to acquire wez her as a treasure the characters seck to gain for

themselves or as a reward for achieving & goal set'by a wealthy patron. The
underlying aim is to acquire as many experience points as possible, '._hu.z(g-inlng

ever more power. Characters start out with a small amount of money, in the
b
—_—

O1gee yipendix E.
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form of gold or silver pieces, with which they plirclmse armour and other minimal
.su);plies. Finally they Set out on their quest or adventure.

The -dungeon master ‘makes the quest realistic through various means.
Information is carefully controlled: players are not permitted complete maps, only
as much of a map as the characters would have available to them *in real life*.

_ If they meet a monster the like of which they have never seen, it is described to
them and they have to figure out what it is and how to deal with it on their own.
‘The characters are subjected to the normal vicissitudes of travel: storms, the need
to sleep, the ahtipathy of strangérs,_ ge‘tcin:g lost. Time passes; 50 thatgiuring a
few hours.of play, day‘s of even weeks may pass within the campaign. These are
carefully recorded. The realiom is limited, however; character’s travel is livenéd
a5 by 5 Satrwordiaey b, a5 varlaty S0 sdventines, od déath 1 onten
followed by r;esurrection. -

The players and théi;- characters must cooperate to survive and achieve
their gén]& They are . necessarily" susgicious of any strangers they.meet. All
strangers are *ﬁped as monsters until closer acquaintance reveals their
intentions. The DMscre.stes numerous “nan-playl'ny characters or NP's, who may
help or harry the gr;mp. The chnm\ct'ers journey, Dot only through relatively

}mnhahted countryside, but also into towns nnd villages, and very often into

dungeons. Most dungeons are extraordinarily complex, containing several levels
dangerous traps, bﬁane monsters, and marvellous trensures Same campaigns

(oc\u entirely on one dungeon. The players” create, ‘hame and develop a

personality for one or two characters each, with whom they closely identify and

through whom they experience adventures
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Three kinds of uti}uu are involved in D and D: those necessary to play \
the game, those generated by it, and optional aids. Three books by Gary Gygax
are &enti’;l to playing D and D, each with a Turid cover depicting at least one

threatening monster: the Player's Handbook, Dungeon Masters Guide, and

. Monster Manual.%? These may be used by the DM throughout the campaign, but

the other players are not permitted to refer to them during play. The first two

explain details of the gine; Player's Handbook is subtitled:

a compiled volume of i ion for players of ad Dungeons
and Dragons, including: character races, classes, snd)evel abilities; spell
tables and descriptions; equipment costs; weapons data; and mformmon
on advenhlrlng )

Theé Monster Manual is *an_alphabetical ’ dium of all of the n jnsters found

2. in advanced Dingeons and Dragons, including am’cTE:, damage, special abilities,

and descriptions.® Most of the monsters are also pictuul The monsters are *

drawn from three sources: reality (ape, barracuda, dinosaur, snake, giant squid),

‘mylh and legend (dragon, elf, ghost, minotaur, ogre, sphinx, succubus, unicorn),

and fantasy literature (from LOTR, the giant eagle, orc, pnd giant spider). Some

- of the monsters are original creations. ~ Not everything listed in the Monster

Manual is evil, the alignment being ifidicated for each creature. Another essential *
to D nv;d Dis n.selection of dice, having four, six, eight, twelve, or twenty siges.
These are ?ed éonstmtly by the DM to determine everything [/ro_r!).)a chuncler'l’
hit-points, to the progression of a battle, to whether or not the group will be
n;nE\xshéd, to the likelihooo‘! of rain. The aim of using dice is to produce results as
random as they would be in reality. Learning how to use tl‘em to best effect is

one of the skllh necessary to DMing. ~r

52More than one monster manual is now available, but this group has mainly used the first one.

“\
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Many details of the world created ‘by the dungeon master are generated as

the campaign occurs. All the players take notes on the progression of the game —
‘ )

deli their ch in an ever greater

£, g hit_points,
depth. S(ﬁeb‘dd; may keep record of the campaign history as well. The DM
necessarily keébs the most detailed reco’rds. ‘ P

Optional aids may enhance the campaign but afe not central to it. Lead
miniaturés of monsters and character-types may be ordered l‘m\n{atalogues and

painted by the players. These are decorative and‘ can be helpful during battle or

the exploration of a dungeon, in that their placement in relation to.one another .

‘helps players visualize the scene. Magazines such as White Dwarf, Judges Guild,

and Dragon provide advertisements for- gaming paraphernalia, new ideas, new
mon:t_eré (as suggested by-readers), and interviews with prominent gaming

personalities. Special modules of gaming scenarios can also be purchased by a

DM, ~lessening BS*0r her creative burden; these generally provide the plan of a

dungeon oriily and its peoples and contents, as well as a brief history. This can
be modified by the DM so as to fit in well with the rest of the world.
Dungeons and Draynm is. not unique; there are similar games such as

Chwnlry and Sorcery nnd Rimequeat Other mass marketed mle-playmg games

lnke on dx!{ermt themes. Travz"ar snd Gamma World are science fi ctwn games,

Iving much hi hnols  Boothill is modelled on western movxes,

and Bunnies and Bumw{ on the widely popular novel by Richard Adams, about
the travels and batiles of & mbe of British rabbits, Watership Down This group
has tried plnymg some of thue games, but has not found iny of them s0

absorbing ds Dungeons and Dragona. ’
Ve .|




222
Dungeons and Dragons is played differently in every cm'npnign and overyg
group. The fact that l‘his group began its gdming in iQL?Intion from others means
that the form snd significance of its D and D is atypical. For example, Finc
comments that D, and D was designed more’simply and with less soci;logicxtl
simulation than some other fantasy rol/e-plnying games, and as sich is favoured by
younger players (18). Whereas the older players he observed tended to move on
to other games as their tastes become more sophisticated, the members ;)f t};e
study group d/evaldped the game to suit themselves, moulding it into a game with
more emphasis \on‘ culture and social structure (see Appendix E). Rather than

growing out of the game, they made it grow aldng um them. s

Because D and D is too complex to be easily explained, the members of this

group refused to _describe it for me. Alex states the consensus opinion:

If people are interested in it, then they come along and try out, and
try it out and see if they like it. It's not the kind of thing you talk
about for hours before anybody’s tried to play. (SH2la)

Players learn the game through ‘a period of -apprenticeship, their style being
- p .

shaped by the more experienced playgrs who guide them.

‘When the members of this group started Le play D and D, they were forced
to be especially original because they had no ‘experienced players to show them
how. They wer;. }solated and the game was very new. "I think a lot of it for us
.was, we started it when it was ... sort of an underground type thing, even the way
they [its creators] had it presented*"(Ted, sﬁab). ‘As indicated earlier, the groupls.
early play was rather confuﬁed and unsophisticated. The members do not regret
thesé beginnings, though; now there is such ‘a welter of instructions available that

there is little room for origi in ping and new

Mike says that the game has become:

J




RSN

too complicated. People starting now, oh, I feel sorry for them ... We
started off with almost nothing and were able to [develop our own style| .
-- characters were the most important thing. (Mike, SH24b) v

The group’s war-gaming experience strongly influenced its D and D gaming style.
7 s

We had a lot of ... very technical army stuff done out, and all our
campaigns, everything was all based on military [strategy] . The
battles we fought were all fought out [in detail], and done’ war-gammg-
type way. And a lot of the administration [was militaristic] ... there was
no anarchy anywhere in the world ... war-gaming affected the way D >
and D was set up. (Nelson, SH25a)

D and D thus contains some war-gaming elements, but in addition permits much

more imaginative play for its gamers.
Lord of ’thevf/{ing is an especially strong influence on this groip's D and D. ‘

It has g\;ided their- playing style, forming a set of shadow rules; *we didn't judge_\w .

by D and D rules, we judged by what it W’as lik\in Lord of the' Rin;g. " (Mike

SH25a). Similarly, Kirk says:

What we did was to take Lord of the Rings and graft it onto D and - p
D. Thus Ted’s early campaigns were basically Lord of the Rings
remakes, though of course he injected his ownrideas into it ... You'll find
us quoting things from Lord of the Rings [during play], memorable lines.
And we have a sort of Lord of the ng perspective of"how D, and D
should be played, and what the game’s supposed: to be fike. Nelson was
mad about dwarves, you remember that, he Was always quoting things
‘about dwhrves from Lord of the Rings ... Acts that they did, the Mines
of Moria ydu know, that was a big thing. (SH10b)

Other science fiction books and movies have been used as sources for characters
and scenarios in the group’s gaming, iant only Lord of the Ringg’ has actually
affected its playing style. The trilogy is so intrinsic to their approach that Nelson

required Phil to read it before participating in D pﬁd'D.
-, A .
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Phil He said, *I won't let you in [my campaign| unless & ¥
= - you've read Lord of the Rings.®

Mike That's cause people who didn't read Lord of the
Rings came in [to ‘the Greative Gaming
Society] ... they didn’t have a clue -- no character ...

e
Nelson * They based it [their play] on modern fantasy movies.

Kirk And comics. )

Nelson Superman-type, Conan stuff. ; -

Mike No character, hack-and-slash.

o Ted I like it best when it's mostly human-oriented, you
know, not all Qhose_lidiculo\ls -- you don't go into.a
town and you're in a town with all bugbears or

. something like that. I like sort of going through the
pastoral villages, and the odd weird thing occasionally

happens. \ N
(SH25a) : >
Prom Lord of the Rings, the group has acquired an interest in%icki character
development in their role-playing and relatively plausible worlds along the lines of

* Lord of the Rings' Middle Enn‘h. The emphasis on fighting scenarios by other

gamers, termed hack and slash, is not favoured by these young men. This may

A jappear surprising when their war-gaming back d is condidered, but for two

X factors.” Firstly, théy aspire to repi‘i/ca‘te the experience of reading Lord of the
\Z_.E in their gaming. Secondly, their competition is evidenced in more gubtle
RO "Seays w’ithin the game. PR LA 4 o
. Let us trace the steps of preparing nnd" playing a campaign of D and 5
sgaig, this time with refe\neé to how they occur in this group‘e gaming.

To begin w‘it.h’, somebody creates a world. This is ideally an experienced

player, but sineé all mer‘nbers of the g‘}oup, except for Phil, are about equally
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experienced, each of them except for Phil has been dungeon master at least once.

g .
The world is usually loosely modelled upon some source from fantasy. literature or

history. Ted's ‘world was especially influenced by w,“ Ho‘wever, he
explicitly states that yarious of his world's cultures are Slmllm’ to the Vikings,
Saxons and_ Byznntmmnm Much of Ted’s nomenclature and even parts of his
world map, are also reminiscent of these historic cultures. It is significant that

these are all cultures which flourished in the early Middle Ages; 2 modern concept

of medieval times provides the setting for all D and D. Kirk drew upon Celtic

mythology in particular when he designed his dungeons,-being fascinated by its

mystical, magical qualities (SHlﬁ)). Alex likes to draw upon &ncient religions and

hasize the effects of deit; hip in his cary

The essential facet of & Dungeans and Dmanns world, from the point of

view of gamers, is abundant oppértunity for adventure. Alex describes a few

scgnarigs he prepared as a dufigeon master, and tpi adventures the other players

had with them, s follows:

Valuna was a country ... There was ah, nine divisions in the country,
nine provinces ..<one-of them was. Vermabonk; which- was the -biggest
one, and that was down to the south, and that's where the characters
started ... It was ruled by an arch-cleric of the reliion of St.
Cuthbert ... it was basically a very good place, whatever that means,
fairly-civilised and all the rest of it ... -

Well, the arch-cleric had a lot of problems, becausewthe country had
this’ temple in it,; this awful temple which was ah, some great evil
dwelled there. And it kept invading the territory around it, there'were
lots of bandits coming from. it. It was The Temple of Elemental- Eil, it
was 8 huge place that had grown before and had hd 2 massive fore of
about, fifteen thousand orcs and thmgs like “that. " And it had been
destroyed, but now the Evil was growing again ..

—_—
39 is shown in Appendix E.

"~




“mind, and you know, just drive you insane or kill,
.really powerful one, he was vicious.
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And there was also another lhing,rwhere the com,iry to the north was
ruled by this king ... and his son, who was going to succeed him very

shortly, had been kidnapped by the Temple of Elemental Evil. Now .

what was supposed to happen when his scn became king, was Valuna-
and Feriondae were going to unite as one strong country. But the son,
had been kidnapped, so they couldn't unite.

So that was an ad' which the ch. in the ign spent
ages trying to solve, and they never did solve it ... In the end F just had
an NPC called Cyclo?, He had one eye, "It was a Paladin, and he was a
lawful good guy. And hé went intd the temple and found the prince
and brought him back and-everything was happy. But it really irritated
the characters ... and they knew Cyclo. They liked him, but they didn't
like him as much after that. He'was a really neat guy.

Why ‘were they trying to find the prince? .

The money ... and land, lots ‘of*land for building castles, and power.
All the usual incentives. But they saved' the world six or seven
times ... they had a good track'record. !

“ Could you tell me about one the adventures, one of the times they
saved lh(war[d? Yy \ - =

... There are some really silly,oﬁx which sound really silly, but they
were fun at the: time. % :

Ah, one day,, everyone woke up and thete was this huge black cloud
which was filling the world, and (1) pretty soon the black cloud had shut
off the sun, and there wag this blackness everywhere, It was very cold
and awful ... and everyone was dying because the food wds running out,
because they couldn't grow food without the sun ..., Lasted quite awhile,
and people were pretty nervous about this because they figured they
were going to die pretty soon ... So um, the adventurers were called in.

There were hints about where this black cloud was coming from, so
they went down to the Wild Codst~and ah, in the forest was
this ... inassive, chimney, swhich was creating all this black smoke --_
obvjously through magic as well --" and there was a dungeon
underneath ... it was ruled-by fire.giants, lots of fire giants, and ... [the
ruler] was a really powerful guy, he wasn't a human, he was some kind
of mindflayer mutant. Mindflayers are really gross things.... they're
really intelligent, they have psionics so they tan aEtack you with their

And this was a

And how can you defend yoursel[?.
You have to have psionics yqurself, otherwise you're in big

- trouble ... Kirk's character, Judas Redshield did, but it wasn't - see,-

having psionics is bad- unless you have a lot of them, because people
attack you if you have-psionics? They attack you psionically ... It this
guy had three bundred points of psionics and Judas had rhundh{,

{ N Pt
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. Judas was finished. There was nothing he could do ... these mindslayérs
take your brain out with ‘their tentacles, they wrap their tentacles
around your face. It only takes one, about one to four minutes of
fighting, whiich isn't very long in D and D time .

It took a long, long, long time but they l‘mnlly stopped the prohlem,
and I really can't remember how ... I can remember there was a gate to
the Astral Plane at some point, very close t6 the stopping of black
smoke: They had to turn the chimney off basically, that's what I can
remember ... there was a lot of casualities I believe, among characters.
SH19b E

Alex’s interest in religion is Herqons_trgted‘vvith the inclusion of a priest-king, and *
The Temple of Evil. The quest format is i evidence, but its outcome proves
vuncurtnin; thé player's characters do nét succeed in' the first q:est, and are
naturally resengful when-an NFC saves the prince and receives the rewards for
v’rhich vthey had been striving. 'i‘he quest in this group's gaming is Irequentl)f to
_'s;ve the world,* as it was for the adventurers in m When A.llex and other
gro\lp thembers. describe D and D scenarios, they do so in the manner of the
narrator of a personal expenence narrative. Indeed, these are past personal
experiencg:s they are talking about,, just as.real in their memory as any no\ll-

fentastic adventure,

The dungeon master must balance the campaign so that it is neither too
difficult nor too easy for its player-characters; he or she must avoid both the pole

of and the pole of-complicity with pls)"er demandsfl A DM toq absorbed *

with power will not keep the game going’ very" long, because the plaers-are in a”
wesaker position and" will certainly fail quickly; as Garth states the matter, “he's

not

g you with i blg threats ... beggxse that would just end the
* game. very. quickly, that would. not be interesting* (SH5a). S})inetimes a DM will
Nt 7 i &

become too attached to, plans for a ‘given scenario, and as-a result over-insistent
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that the players *choose® a certain course of action. When Richard was DMing,
he sometimes avnid{ed such frustrations by simpl_x telling his players what had
happened and giving them no choice in tlie matter, using the prefacing statement
*“to make a long svtory short® (éHZSb). But as Alex states, 'it'; nice to have lots
of choices for the characters, so they feel that they have some I‘repdom, and
they're not being pushed to do certain things® (SH21a; see /\:2.1).' Yet it is
sometimes frustrating to prepare an exciting scenario, only to have the plnye,v

\ .
characters bypass or muff it.

You 'have something perfectly designed that you wanted them to do,
and they go do something totally different. So you do something like
give them a pizza. (Ted, SH25b) -
Ted actually did have a fantasy ’pizza delivered by an NPC to his characters on
one occasion; they treated it with great suspicion. At the other extreme, a DM
can be too attentive to the player’s wishes; this group scorns dungeon masters
who give the players whatever they want, as this makes thin§s too easy.

Although they grumble about having had to sleep‘ in their armour every night for

fear of atm;k during Ted'’s x ign, the js that the difficulti

provided worthwhile challenge.

\ One particular conversatiop with Mike, Phil and Alex yiefdcd several
\ing\eresting statements concerning dungeon mastering (scelAAz.l), Mike declared
thni‘n\lthongh he enjoys creating a world, *I don't like !hg responsibility® of bc‘ing
DM, mﬁ\he prefers developing a character. Ted and Alex, on’ the other hand,

" have el;ewhere voiced their predilections for DMing, and their vigw that playing a
character i§ unsatisfying. The two(diﬂerent role:are evidently suited to certain

tastes and abilities which'not all group members share. Somebody.who begins a
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campaign as DM but does not enjoy it, simply allows it to peter out. The detailed

work of creating a world i also discussed:

You do th;at on your own, you spend hours and hours and dnys and

days and weeks and weeks, writing up all this stuff about a

world ... and you detail countries and towns and cities and villages,

things like that, depending on how detailed you want to get. (Alex)
The gr(;up members voiced disapproval of other styles of D and D gaming, when
they involve such things as allowing players besides the DM to have a say in”
creating the world, or playing isolated scennr;os rather than lIinked ones vin a
detailed world. On the subject of characters, it was agreed that even dnngéon
masters may partake of the joys of character development, using.any NPC's they
care to develop and make lmpom\nt . .

Character development is of central importance in the D‘ami D of this .
group. This can only be achieved through,a long, varied cumpmg‘n in a large
world Algx believes that interaction with non-player characters or NPCs is 3
essential to such development (see A.2.1). Interaction between.player characters

is also viewed. to be very important; some rather violent examples of character

development are Nelson's elf-hating dwarf and Michael's bloodthirsty assassin.

High-level characters possess castles, many followers and servants. and obviously

much wealth,

There is st')me'd'ebnte within the group about the value of using character

alignments. 'Mike argues that it is unrealistic to.assume that anybody is
s £

consistently good or evil. (The same has been argued concerning miarchen

characters.)' Yet within the gxz\e/‘f the DM believes that a character is not being
5 & S

consistent with its alignment,-he might pepalize”the player. For example& Ted
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once lowered a character of Kirk's by two levels for rampaging about attacking
innkeepers and such with Nelson's,ldwn.rf when he was sn‘ppgsed to be behaving as
a "good* character (SH2la). Some players, like Alex, choose to play good
characters because it matches their real-life alignment. Others, like Mike, prefer
evil characters because he *always found it useful to do evil uets ... fthat way] you

get more freedom of action® (SH2la). Fine has observed that, depending upon

the individual role and gr i a gamer may play as

himself or as a different ;;erson; this accords with the experience of the study

group (206). v ‘ -

A character's alignment is a lesser consideration than its personality among
the members of this group. The latter may not advance the game particularly,
but in their view. it enhances it a great deal. = ’

S ? . 2
- I was very into developing characters as - I think the key word is as
' richly as possible, getting really into them as people almost ... and of
course I didn't get anywhere near it but I was'getting somewhere ...
thought tkat was the true essence of D and D. (Kirk, SH11a)
Other members also strive for character depth, although Kirk has been’the leader

in this respect. Fine corroborages this finding when he suggests that character

realism, is rewarded by th; gaming group rather than gaming outcome (Shared
- Fantssy 212). . '

o These players can 'vividly descjibe characters from past campaigns, of their
own and each other's creation, in l!e same manner one would speak of heroes or
old- dcqunix;tnnces. Richard. recalls a dwarf character of Nelson's from Ted's

campaign:
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Balin-Dwalin was everybody’s nemesis. This perverse, real-politic g

4 Machiavellian character. The mad dwarf of Bodo ... Ha was just out to
N rid everyone off, and accumulate power and wealth. (SH8a) N

A player might possess more than one character at a time, so as to provide

varicty of alignments as well as more opportunity for activity. Alex talks about

two characters Mike had when he (Alex) was DMing:

Xexadomes was a magic-usefand Malagate was a fighter-assassin ... [
usually let them have two, that was.the thing at the time ... In Ted's
campaign there were two fér most people ... Cause if you're a magic-
user it can get boring, cause you don't do much. You just do & big
thing once in awhile -- like you'll cast a fireball, and then you'll sit !
around for half an hour doing nothing. And it's nice to have a fighter
and a magic-user, so you'll hafe a good variation, you know ... [One of
Michael's characters] used to spend months and months and years in

¥ towns... and he used to spend all his time there thieving and

[ " politicking, you know just getting involved in the social structure and
being generally evil, * He. Kad a children’s milk fund going in the

city ... just a front. He was going to run for elections but he hever got

around to lt And he was trying to create a good image, which he

\ ruined several times 'by murdering people. (SH10b) - \
5 Phil affectiondtely recalls one of Alex's characters, somewhat unu;ual within D
5 and D, named Dennis Sktt.:hel. -
Phil He was really beautiful, I loved him ... he was one of -
‘ the greatest characters I've ever seen ... He was just a
-~ gnome and he wasn't mad or vicious, he was just
¢ meek and in fact ‘he wore red shorts and v
sandals ... and an earring ... He was different from the
. others who were usually big, tough.
Mike. Everyone else was sort of -~ bié flying capes and hats
bos were mandatory ...
N O Alex He 'was an existentialist ... .
. Mike Sort of holier-than-thou. !
Phil . Kind of nice, though. My character became quite

good friends [with Dennig].
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' (sHaw)

These young men evidence a‘;narvellously visual image and emotional reaction to
a character whom they have never *really® seen or m!t Their shared fantasy is
richly deta;ed indeed.

After playing a character for a long time, one is likely to form an
attachment to it, and strenuously avoid its death ‘within the campaign. Fine notefe-
that players whose characters are killed tend to resent the DM. and of course
there is the problem that a new character would not be on the same level as
other‘s_ in the group. Resurrection is a commonly used sollil.ion which preserves

group harmony (Shared Fantasy 221). Yg; i a DM allows & character to

die irrvevocaWM Alex explains, "otherwise there’s no fun to it ... no elément of”
dau@{sﬂlﬂb). Garth points out that "the main mechanism that the dungeon
master has\‘ for threatening his players, for really putting them on the spot and
makil:g them perform well, is to physically threaten them® (SHSa). This threat is
only effective to the degree that the players are attached to their characters; this
is very high within the group under consideration. Whereas the membc‘rs will‘ga
to great lengths, both by trying to escape death within the game and by trying to
cajole the DM, outsiders they know of treat their characters merely as replacable

components of the game. The‘members of this group  have a remarkable

1 i with their. ch: t The following conversation, which

foclisses upon the members’ cooperative roles in group gaming with specific

A L
reference to Ted's ign, also il their eng in their-ch i

Nelson Mike'd always be the guy who said, *Okay, now,
' we're moving," and we'd buy rations, blah blah blah
_ blah blah blah blah blah. Kirk maybe came in when

—
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like technical stuff; when, when things went wrong in
battle I'd yell at Kirk, *What spell do you have?
Think of something.* (ll)

+ Put me to memorize certain things [magic spells].

... I'd be there, sh, we gotta destroy the, you know, a
“tree troll or something... *What spells are good
against a troll’* Kirk'd bing-bing-bing-bing-bing.
And I'd go, "Good, okay® ... Mike'd get us to the
combat, he'd be in control, making sure we were all
together. And as soon as we'd get to the combat I'd
usually take over ... and then I'd look at Kirk and
say, “Okay, how many hit:points does he [the
monster] have?* Kirk'd be there, *Three to five hit
die, probably twenty-five hit points.* Ah, *What
armour, what spells?* Kirk'd name off- all this
informatioh, and I'd [use jt] — ah! And when things'd
go bad I'd blame it on Mike. (1)

When in doubt, blame Mike.

. We worke‘d quite well together.

... Mike would even look after my sheets, cause I
wouldn't look after them -- knocking off hit points,

arrows, anything like that, I wouldn't mark anything
down ...Kirk'd look after all the technical

information. I'd be bored when we were travelling, -

and then when jt came to the combat and arguing
with Ted about rolls s:Z levels, I'd do that ...

Yeah, we found that when other people joined in [it
didn’t work] -- like, Stuart would play his character
to e€xcess... he wouldn't play particularly sensibly.
He had a very powerful character, but it didn’t fit in

with the way the rest of us played ... 'With hindsight, -

a3 a team we worked together quite well ... [Stuart
didn’t play] how I'd imagine an adventurer would
actually play. An adventurer would be a lot more
cautious, that's how he would have survived so long.

* But ah, snyway. .

... My character would be the one leading the Bittle,
but when things started to go wrong my character

would also be the one to retreat.
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Kirk (1) Lead the retreat.
Nelson Stuart and George didn't key up on mine. ﬂ/my

' treated it as a game. They didn't care or mind if
their character was killed ... "Roll up a new one, qt
me raised, I wanna go back and fight again.* Where -
you see, if Balin was killed I'd cry. I die, scream, yell,
die just to get my character from being killed. And if
he was [killed], oh I'd just — ahh, total terror. And
that's what made it work, was the fact !hal we were
afraid to die. It's no good otherwise.

Kirk ) ... That's how an adventurer would work.
5 Nelson ‘b 4Stuart wasn't afraid w:iie, but we were.
Susan Took away the rﬂ‘x?ily.
Nelson Yeah, exactly,. We wer; -- it was real. If }ny

character died, that last five hit points were the same
as me dying. I mean I cried, screamed, do anything
to get that character from being killed. And the
same with Mike, and same with Kirk, only thing Kirk
wouldn't yell, you know, openly scream at Ted.
.
(SH28a)
The varying skills of each individual have been used and appreciated by the group
as a harmonious whole. The harmony was disrupted when outsiders temporarily
joined the campaign but acted independently on all fronts. Although Phil joined
the gaming late, he adroitly moulded his style to that of the others, and by
cooperating with the other members p}usedﬁne of th‘e unofficial tests necessary
- for group membership. ¢ N oy
Not only does Dungeons and Dragons involve group cooperation, but also it
has brought the members closer in other ways. It gave them a focs after they
' had lost enthusiasm for war-gaming, and also gave them n'reuon to continue
socializing to‘gecher «Furthermore, the gnme atrengthencd the group bond

through the mtenslty of its play:
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Ther» as a honding process there [with D and D] ../ Tt was a good
process! " Yeah, it made, made us closer ... well, now we have this whole
field of shared experience. (Richard, SH8a) -

For a group of people who prefer nc‘lm express their personal feelings directly,
and yet wish to communicate meaningfully together, D and D has been a

r g source of P

i

Well, it brings everyone together, just like a bar or music, you know?
So that's - but it's something more than that as well because, more
than jusf bringing you together it gets you involved together.. So you
get to know each other through the game almost, you know?' And it's
something else in‘common as well. I mean, when you get together with
someone, you've gotta Have somethmg to talk about, right? And D and
D provides a lot to talk about as you probably know. (II) I mean, music
does the same thing,.right? It's a medium for communication. (Alex, .
SH15a) ¥ ¥

L)

Even fow that the group no longer plays D and D, the game continues to perform
its communicative function in member's conversations, and the campaigns they
4 %
have shared still bond them. 7

Although Dungeons and Dragons fosters cooperation, it is also a forum for

competition and argument within this group. Garth states that the members

altered the game for their competitive puri)oses. On a related tangent, Richard
states that members resisted the noopemtwe overtones ofthe game in favour of

independence n.nd the opportunity to create the supreme character
’

Having tbe bigger-character, higher experience points, the more spells
you had, the more prestige, that type of thing. The more power you
were able to wield. Basically what it came down to was the ability of
' your character to operate alone. (SH8a) '-~

As chnrncters reached higher levels and became increasingly powerful, the group

would’ split into two or three subgroups éeeking separate adventures within a

p
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world. They began empire-building, and brought international diplomacy to D
and D to resolve conflicts between their regional interests. This became

increasingly intense, the competition peaking during the civil war of Ted's

egame does not really in its design foster competition between
players. However, as we played it ah, it very much did. That's one
thing that ah, made our style ‘of play so interesting, because

. didn't so-much play as one group for one thing. After awhile

there were ah, maybe just a few too many players...more than really
could get ulong amicably within a [single] group. And more thsh could
function'effectively within a group. So we, we split up ... we played as,

. different groups and the dungeon master, in an exceptionally brilliant
way, ah, played us off against each other ... As it developed, what we
were fighting was not sartificial threats posed by the dungeon master.

F We were working against other human players whose calculations were

intended not to make for an interesting game, which is the dungeon
master's motivation, but were ... to advance themselyes by getting rid of
. you. So they -- within the context of the game they posed a very real
. Ahreat ... This _contact only occasmnally occurred in face-to-face
situations” where the characters were actually facing each other-... the
dungeon master was very good sbout keeping us apart. It was in hi
interests to do that ... Most of the competition did take the form ?
political maneuverings, raising of armies. Sort of indirect - indirectly d
threatening each other .. Both groups really considered themselves
threatened by the other group, um, but the .. whole thing was a
construct of the dungeon master, he played us off against each other
and made us believe that this oth- that these other groups were working
against us, and made them believe that we were working against them.
And really, by bining genuine ition between individuals with
¥ his own sbility ... to manipulate us and keep us from actually destroying
each other, he made for a very, very interesting game. Um, the
competition within the context of the game../became very intense,
more-so than Dungeons and Dragons is supposed to be, and that's one
- element of our style of play. (Garth, SH53) -~

With hlndslght, they realised that much ol this con}'lfct was due to Ted's clever
manipulations. Nelson compared notes with Mike afterwards, only to discover -
that each ha‘d been misled by Ted about the other's intentions and activities

(Nelson, SH25b). Meanwhile, the conflict res)ll/ted in Mike's character killing
i Va ‘
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Nelson's beloved Tim the Magician. Kirk, whose character was on Tim’s side,

recalls: l

That was a surprise attack, without any warning. There was some
justification for it because we were sort of half-considering an attack on
them, you know, the rivalry had grown fairly intense. But essentially
lhey were the aggressors ... And we'd played so long, and we'd

loped our characters and our so much, that to do
mmethmz like that was a serious move (SHlob'

,
%esentment concerning this episode did not subside for some time, and the

,members avoided repeating such disastrous conflict. They never played quite as -

¥d 3
intensely again. The game had become, at least for a time, dysfunctional to the
group. :

7 2 ..} ) i
" Sometimes the competition within D am} D has ranged towards teasing and
P . f

other humour:

We just did as many wicked things to each other as we-could.

We ... often didn't follow the game at all, we just cracked jokes or did -
ridiculous things to the DM’s plans, just made the DM mad, and things
like that. For a long time, that appeared to be the main purpose of
\ playing D and D, which wasn't reglly ve constructive
anymore ... That was what I guess you would call the irresponsible *
\\ phase of D and D playing. (Kirk, SHlla)
Thus the prlsyers were sometimes opposed to the dungeon master and the
principles of opder within the game, rebelling against and competing with the
lirnits placed upon them. This sort of competition dissipated tension between
<
players, just as competitive kidding has been found to alleviate tension among
i 7 .
miners (Green 55); although it created frustration for the dungeon master. It also
ily lessened their invol in the game. -7
. —
hY
7
, v #
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, Traditional Role-Playlng Games and their Relationship to the
Group’s Gaming

To play a role is both to escape from and to find oneself; when the everyday
boundaries are temporarily exchanged for different ones, people express hid;ien
sides of themselves in new ways. Although this sounds like ; very radical thing to
do, it is so necessary to Lhe‘ human psyche that: our/rolk]ore has traditionally
accomodated the role-playing urge in children's games, rites’o( reversal and
mummering. Modern creations are strongly inﬂuencedvby nnd.linked with these
traditional outlets. One such pn;alfel is to be found between traditional children's
role-playing games and Dungeons and Dragons. The exploration of such parallels
produces an awareness of folk. antecedents to popular culture forms, and| helps
;m,lidate foikloristic research in popular culture.. The following discussion: will
focus on traditional role-;)laying games collected in Newfoundland, as they
compare to Dungeons and Dragons.

Robert A. Georges distinguishes traditional play activities from other play in
the method 9{ transmitting its rules, whicp is of courge face<to-Tace interscvfion
(*Recreations and Games* .184). He also observes that' game structure is

7d &
frequently related to the structure of verbal folklore (185). Although D and D

rules are partially itted through f: o-toxface i i their final source
is in written manuals. It is interesting to note that, just as traditional games have
a parallel in verbal folkloré, so does the ;)oplllar culture D and D in mass-
marketed science fiction paperbacks. '

Georges surveys folklorist’s work on chi.ldren;s games, which he finds to

have focussed on collection to the “exclusion of analysis (*The Relevance of
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Models® 1-8). He maintains that nnul‘sis is important if only 'hecause games are .

highly functional in the socialization process:

Through play activillus; then, children m% said to learn to imitate
reality objectively. By simulating everyday activities, projecting
themselves into familiar social roles and dramatizing intriguing but,
incomprehensible rites bf passage, childien learn to deal with realistic

‘ experience through planning and experimentation. (6) -
Role-playing games are probab]y the most direct way of fulfilling this function._ —
Geor@es _proposes a l‘olkloruhc approach to games on three levels. The first is
that of social events ‘which involves, umung other thm@s, play roles entlﬂlng
pnrtlclpants "to certain mutually agreed upnn social identities for the period of
the p’fuy activity;* certain{ rights and duties are also associated with this. status.
The second level-is-one of cr[)gnitive experience: each‘pnrtic'ibnnﬁ is aware that this

is play, entailing a set of interrelationships and limitations within the *system® of

play. Thirdly, there are certain common elements among all traditional play —

ties in that they occur at specjric places and times,*and possess related rules

and objectives (10-12). These l;(véh will be taken into account in the following )
. e g ! ‘

analysis. . ~

. i =
Role-playing or dramatic play ig/not, of course, confined to games. Huizinga

states that one of play's_ ch}rms is its secrecy, the most vivid expression of this

\‘ 8 bsing to disguise oneself and temporarily become another being (13). Ghlldren

play at animals nna mmhmes as part of an identity process which moves from
becoming the subjects to mastering them (Roger Abrahams, *Man as Animal® 17;

James Fernandéz 121-122) Redl et al. argue that *some gamgs demand different ,

actions for different players® and call this a matter of *role taking factors.® The
7 PR .
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roles may differ according to function or fantasy content (411-412). The fuilest
discussion-of role-playing available is Caillois', with reference to his play category

of mimicry.

[In mimicry, the player] forgets, disguises, or temporarily sheds his
personality in order to feign snother .... The pleasure lies in being or
passing for~sunother ... the mask disguises 'the conventional self and
liberates the true personality ... Mimicry is an incessant invention. The
rule of the game is unique: it consists in the actor’s fascinating the
spectator, while avoiding an error that might lead the spectator to
. break the spell. The spectator must lend himself to the
illusion ... which for a given time he is asked to believe in as more real

& \han reality itsell. (19-23)

o - 5 ¢ .
According to Fine, role-playing can function to help one overcome the deficiencies

of one’s, real sel f (Shared” Fantasy 61).
A survey of traditiohal role-playing children’s games in Memorial University-

of Newfoundland }-‘P]klure and Language Archive (MUNFLA) reveals strong links

between Dungeons and Dragons and these games. There are three forms in

which games are recorded in MUNFLA: questionnaires, survey cards, and student
. papers. The brief descriptions required by the first tv;o rOI'l.I?BlS have discour@d
people from recording role-playing games, which are less structured and more
complex‘ than many others. There/{ore, my efforts were concentuted on the
’ student papers, from which I extracted a total of thirty games in sixty-one

“versions from twanity-sight eéllsctions: “The bill: oF thsse Wers Fecorded bstwesn
!

1967 and 1973, but-to allow for recent trends, a dozen are taken from 1980

collections.%’

S4The aceession number, community in which the games are played and the sex of the collector
is given in the MUNFLA source st in Appendix D.

Among other things, I wished to discover whether males

=
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predominate in ‘otkier gole-playing games as they do in Dungeons and Dragons.
The colleciors in most cases double as informants in the student papers of
" MUNFLA, for they are recalling games played in their childhood: Twice as many
females as males faade these collections (twenty to nine), although males collccted
about half. of the gamé versions. Table 1, below, indicates whether the game is
Feapalebad GoiGHa s, ind ToribioW TNy Versiond Grthe. ganALIS B (F
example, half of the descriptions of house include a restriction, while some make
1o mention of it and others specifically note that it is played by both girls and
boys). Twelve are listed astexclusive to girls and fifteen to boys} thus about half
of the versions are segregated, but not predominantly by one sex or the other.

iall to

Upon nnnlysis, seven game elements appeared to be

thp games in this snmple. These are mdlcated in Tnble 1. Four of these elements®

T are mmue«: wnhm lhe gage: chasmg (m ten games); fighting (six); performance

of ‘a task (eight); and traditional dialogue, that is, prescribed lines to be said by
'the players of certain roles at the appropriate phase of the game (ten). The other
clements searched for have been stressed by other scholars. Only a third of the
game types require equipent, and just a fifth involve an uncertain outcome with
the possibility o:f winning. These facts indicate that this subgroup of games has
its own character distinct from most. A striking cqaclusion is that fully a thich ot °
these games are r’elntively unstructured, that is, lacking the definite form, aifh and
set of rules which chnractenze: most other games. Role-playmg games may form

a link between formal games and lree phy




Table 1: Ch.

"’

istics of Traditi 1 Role-Playing G(ame-
4
GameNo.of F M Chas -Fight Task Trad.  Equip-  Winning Loose
#  Versions ing Dialogue ment Structure
A ANIMAL GAMES , ¢
1 B ;
2 1 . . ~ n
3 1 ¥ ®
4 2 = .
5 2 2 *
6" 1 1 .
B. GAMES IMITATING FAMILIAR ADULT ROLES
: 2 1. ¥
8 5 T * .
8 5 i ¥ . . e . ”
10 3 3 . H .
m o1 . g " * .
121 ¥ & —
13 2 L .
14 1 1 . . =
15 10 5 v * . M *
C. GAMES INVOLVING EXTRAORDINARY OR FANTASY ROLES.
(i) games with frightening figures *
16 1. 8 B
17 1 » . .
18 5 1 . . -
19 1 . A 5
(ii) games involying performance for others .
2 1 - *
1 ) . . .
games dramatizing a story
1 2 4 . §
;¢ 1 & . \
1 1 § &
1 . . i
1 .
' D. GAMES OF WAR o
2 3 1 o) . . . -
-8 7 5 # * ), 3
20 1 * ' *) ‘
0 1 1 * ¢

The key to this table is on the following page.
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.+ NOTE: F=played by females only; M=played by males ooly. The
numbers listed for (F) and (M) indicate the number of
& vetsions of each game for which this holds true.
*=This charicteristic applies to this game. . i
. (*)=This characteristic sometimes applies to this game.

Game Titles for the games listed in Table 1
A. ANIMAL GAMES
1. Cat and Mouse s
What time Is it, Mr. Wolr?
heep, sheep come home
4. Fox and Farmer/Hen 3
- Rooster Fighting /Horseback Riding ;
6. Race Hort T

B. GAMES IMITATING FAMILIAR ADULT ROLES
. 7. Boller, boiler <
* ., 8.Sta
9. Passonger
5 . 10. Cars and Tlutkl -
. 11, School . . »
12, Doctor . X
13. Stre,

14, Up
15, Houre) Cobe

] C. GAMES INVOLVING EXTRAORDINARY OR FANTASY RoLEs
" Tijgames with frightening figures |
16. Monster
17. 0d Faye
host in the Well
m Old Witch and lhe Weekdays g 7 W
(ii) games involving performance for others
20. Television Channels
- + 21, Concert
* (i) games dramatizing a story
22, Murderer
23. Queen
—24. Nancy Drew Mysteries - »
e 25. Get Smart. 8 n
; * 26, Rocket Robin

D. GAMES OF WAR
- 27. 1 Declare War
“ 28, Cowboy:

‘an Die the Best?
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The games in this sample fall very nntur.\.lly into four distinct groups, as
indicated in Table 1. These are: animal games (six games in eight versions);
games imitating familiar adult roles (nine in seventeen); games involving
extraordinary or fantasy roles (eleven in fourteen); and games of war (four in_
twelve). This categorization is loosely based on the-different sorts of roles played
in the games. Games of um).s a special case in that fhe activities involved span
two kind of roles, the familiar adult ones and the fantasy ones. This subgroup is
thus distinguished by activity rather than role.

s -aiiial :gaches ars Ve B o lkely ‘W Tuvalve shastig wid
traditional dialogue. They are all well-structured and Iikely to involve one
predatory_animal ’attncking others. Th_cre is evidence that the p(nyers are ‘not.
merely using convenient role titles, but renll&' Fgening involved -in their .role
characterizations: the *mouse® in Cat and Mouse (#1) screams in mock terror®
when chased by 4the "cat"; the popularity of Foz and Farmer (#4a) is partly
attributed to the fact that 'everyon; had the chnncf to be the goo;i guy and the
bad ‘guy', Thre activities of the players also correspond to their role titles: the
®cat® chases the "mouse®, the "wolf* chases the "sheep®, the "roosters® fight
one another and the *horses® race. 'l‘h'e dialogue also complements the roles;
although animals cannot talk, if they did so one'could imagine them carrying on
the following conversation: |

Mother Sheep - Sheep, sheep come home. &

Sheep I'm afraid.

Mother Sheep ~ What are you afraid of?

Sheep * I'm-afraid of the wolf.

~
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‘Mother Sheep The wolf is gone to Devil's Cove and won't be back
¢ for seven years -- sheep, sheep come home.

(#3) “
The relationships between mother and offspring and between hunter and prey are
familiar to children. The animal games bear least relation to Dungeons and

Dragons among the categories of games examined here.

Games imitating adult roles have more versions in this selection than any

: \
other group, allhonghvnot more game types (seventeen of nine). They aré by far

- the most likely to involve performance of a task, require equipment and be
. relatively unstructured. The first two, boiler, boiler (#7) and station (#8) are

-remigi:cent of the nnimnl games, being highly structured and involving traditional

dialogue. The task performances range from charades, agfin #8: *perhaps they
would ;imke out they were making flap-jacks or chasing cows,"’ to actual
performance of the task, in an arduous if scaled-down way, as in Passenger (#9),
in which the player would row her friends to different wharves about the harbour

which had been designated *Boston®, *Toronto® and so on. The kinds of tasks

& alway-.‘cnrrespond to those pex!orhed by the adults who c'nny\them out in daily

life: drivi;g a taxi (#10b), selling: food (#13b), or baking)g;ad (#15h). The

equipment used may come in-one of three forms. It may bea specially designed

of adult role equi such as cars and trucks (#10s), a toy

cash register (#13b), or a“doll pram (#14). Thirdly, the materials used may

resemble the actual equipment on a large symbolic level: a boiler cover for a

steering wheel (#106‘), buttons for money (#13a), or a piece of board for a stove

(#15:). As Caillois states with reference to mimicry, for most of these gimes the
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only rule is to behave as though one believes in them (22). Although special
spaces may be reserved for these games,’such as "a little 'clenring in the woods*
for playing house (#15g), there are no temporal restrvictions beyond thost of the
children’s daily lives (for example, at night their parents expect them to be
sleeping) and attention span. This is not to say that there is no time element
within the games; in one version of house wherein both sexes participutcd, the
players would go through the prescribed daily tasks at an accelerated rate and
then pair off for bed in an abandoned henhouse for a relatively long night (#15b;
this parallels the ballad characteristic of leaping and lingering).

“ Not surprisingly, the game wiéh most versions to‘be found . is in;uaz.“
Almost every girl in our society plays this'game sometimes, if*nly in playing with
he‘r ubiquitous dolls. This game is.dominated by girls, which follows from thie fact
that the housewife yole is dominated by wo;nen. Th}nt is not to say that boys
never plgy it, as demonstrated by the above example, but- male éurticipation is

rare. One former player frankly admits:

b Our biggest problem was in finding husbands. We usually begged
some of the boys to be our husbands but they never stayed at home.
They consented -to play house only if they were permitted to go to
work. Work consisted of riding their bicycles. As they passed we would
scream and hollor [sic] to get them to come home to a good mudpie
supper ~ but usually to no avail. (#15]) "

Dungeons and Dragons involves the imitation of adult roles, although most
concrete aspects of these particular roles, such as'sword fighting and spell casting,

will never be experienced by the players in their own lives, However, they learn

O5This game is also called cobs in some of its varlanta. The OED defines cobs as walls built of

straw and mud, and-as the houses of the poor in Devon and Corawall, The term thus is probably .
derived from the resemblance of a child's clumsy construction of a house to her ancestor's homes.

~” ¢ & <
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to be | perative, and aggressive, all qualities which they
will need in their adult lives. '

More kinds -of games involving extraordinary or fantasy roles were found
than any other :n!egory; enough, in fact, to warn;nb further subdivision. The

)
first four games have frightening figures. As with the animal games, chasing and

traditional dialogue are the p i h istics. In his discussion of roles
in traditional children's games, Sutton-Smith comments that the central figure of

these games

- a game may take on the *role-clothi g of a fearful ch
exemplify his point (*A Formg} Analysis of Game Meaning® 18). The fearful

character may be a monster, witch, ghost, goat or devil. The significance of the

g interch

)
to frighten, the characters be

in lhev Well;u\pnr‘ticul&rl‘y i‘l‘neresting by’(\frtlle of ilg evidenll popularity and‘_the
possible iﬁterpremtions of it. The “children® in this game are repeatedly
disbelieved by their *mothér*; who minimizes a potential threat. It is colhm;n
for children to expprieni; parental belittling and disbelief o‘! things which are
important to them; perhaps this game is a vindication of all the times children are

not proved

t, as well as an expression of these fears. . The’ game also lends
itsell well Proppim unaiy;is, s Alan Dundes demonstrates (*On’ Game
Morphology* 336). Tl;is sort of game is.also f_un'ction:l ‘nd enjoynbUrom the

point of view of the player of the frightening figure:

to be the old witch ... was always an honour because we'd love to,
invent all kinds of chores and before they escape, the [people playing
the roles of| *days* would have to all act them out. Also it, was fun to
be the Witch because she was mean and dominant, apd everyone had.to
. do what she ordcred. It was also a lot-of fun to rafit and rave on in a
witch's voice and to pretend you were flying your broom. (18a)

\ N

able! The Ghoat -

v
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Thus, this role gives players the opportunity to be creative and powerful, to vent
anger, and to do unusual, magical acts. Frightening figures correspond closely to
the monsters of D and D, and the enjoyment of the child playing this role
- parallels the enjoyment-of the dungeon master manipulating a monster.

A few games in category C involve performance for others. This is an
appropriate juncture at which to point out that there is some inevitable overlap in
the different groupings; television charades (#20) bears strong resemblance to
atat;‘on (#8). However, in the former case the players are imitating unique
celebrities from the media rather than familiar adults, as in the latl\eE\{M and
other following games (#24-26, 28-30) are the sort of thing Sutton-Smith is
referring to when he speské of modern mass media influence on game symbolism,
_rhymes and character references (*A Formal _Ana‘lysi.s of Game Meaning® 19).
Present day versions of Concert (#21) are doubtless influenced by television also.
Like these performance-centred games, D and D is at times audience oriel‘lted,
and influenced by the mass media.

The final subcategory of traditional fantasy role games is that of games
dramatizing ‘a story. These all show the innu/ence of popular literature or
television. Like a few of the games already dealt with, these games owe their
style and existence greatly to individual groups; this explains why only one
version was fou.nd of each of them. It is highly likely that other versions exist,
but this i is due not so much to the diffusion of the gnme as to the widespread
influence of mass medm Chlldren not exposed to this medls do not play these
games. Even though the games themselves are not traditional, however the tact

that they are derived from media and pluyed by folk groups in customnry ways,
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indicates that there is a traditional pattern or template in existence. Queen (#23)
is especially interesting for the kﬁklo/rist in that it is apparently based on
marchen, as it involve"s princesses being rescued by princes who subsequently
marry them. It is also an appropriate example with which to challenge Caillois’
4tatement that girls’ games are necessarily realistic and boys' fantastic in nature;
House (#15) and Cars and Trucks (#10) are both realistic, Queen (‘#_23):;1d
vCawboya (#28) are both fantastic. Another characteristic of these *games is that

the roles may take on the names of media heroes which they are patterned, on.

, For:example, in Get Smart (#.25)M the players "adopt the characters of Chief of

they especially like to copy Himey the
,

Robot, because so many interesting things happen to him® (#25). This role-

naming custom is taken up in other games, including Dunye;tna and Dragons. D

~and D also dramatizes a story, one that is created as the game progresses but has

identifiable plot elements from the beginnigg. These are often derived from
popular culture in the form of science fiction novels.

The final category of traditional role-playing games is games of war, and

- this is the group most clcsel“y related to Dungeons and Dmgona: These games

usually involve fighting and winning, and all use some form of eqiipment. While
i

‘I Declare War (#21).is tightly d and probably ditional, the other
three games in this group are more dependent on group ideas and initistive. Star

Wars (#20) is very similar to Rocket Robin (#26), except that it is based on &
/ ;

0Giet Sraart s a 1060s television series which has been repeatedly re-broadcast over the years
due'to ita continuing popularity. It satirizes detective and espionage depictions in other television
series as well a3 movies and pulp novels. The names cited below are all those of regular
characters from this series.
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different. medm a science fiction movie rather than television cartoon series, and

involves two playing sides rather than one group against imaginary foes. Who can .

die the best? (#30) is also influenced by the media; as the informant says, *this
. /

was one of my favorite games because ... [ wanted to grow up to be a movie star.”
One informant recalls that when he played this game with his friends, they too
believed that knowing how to *die® spectacularly was one of the necessary skills
for a screen actor.57 '

y The r.nqst interesting, varying and exclusively masculine game in this cluster
is Cowboys (#28). Female outsiders to this game ynernlly do not appreciate its
complexity and run:' One student declares that it did not interest most girls when

o

she was younger, and that:

all it ever.really 'm(olved was running around housés, tr;'ing to shoot

each other. As soon as anyone was $hot, he or she was up and shooting

again so that no one ever really won. (#28g)
Male descriptions of this game are uniformly long, complex and enthusiastic; they
also vary a good deal. The above summary indicates that cowboys is played
within the community, but three of the versions here are played outside the
community boundaries (5. d and e). Furthermore, anarchy does not prevail; the
players are usually organized into teams, possibly chosen by two leaders in the
same manner ‘in which childrens' sports teams are chosen (a, d).- The teams mig))l~
both represent cowboys, or o:le ‘team ﬁlay function as "the ba ys,® playing
outlaws or Indians. The game may indeed be played 50 that the players never

really die:

S7personal communication from Philip Hiscock, Decegaber 1084

L]
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P
. 5
when someone got shot ... a partner simply made as if to pull the
bullet out and declared that the victim was *fixed up®. The wounded

man th underwent an i diate recovery and went on shooting
it out in the same fight. (¢ - /

A
Usually, however, players are considered dead when shot, and must wait till the

present game finishes and the next begins before participating again (a, b, d, /).
Since this can be rather boring and also because the ‘players may be very involved

in the game, the matter of whether a player has actually been shot dead can be

one of dispute: ‘ - o

This often resulted in arguments and strong mlerences that one of the
players was actually shot, but didn't fall down; while the” “Sther argued -
just as vigorously that the shots nred had missed and that h}/wasnt
supposed to be dend (a) -

One o/ T the other reasons for *death® to be disputed in cowboys is that a team

which has had all its members killed, loses. Despite what is said above in #28g,
- 7

there may well be winning involved in the game (b, d). Sometimes, however, the

boys may be so faithful to the models for their game that the *bad guys
3 .

necessarily lose: ; 3 \

I remember my- fascination with the bad guy's’ part -and my’
frustration over the necessity of the bad guy's always losing ... It never
did sit too well with me that no matter what trick or ambush a crook
attempted in the movies and comic “books to get the good fellow, he was
never successful. (e)

This brings us to the point that media has a strong influence on Cowboys, through
p

movies, television western series, popular fiction and comic books:

Each person had some fictitious nu;le, modelled after some comic or
nove] hero of his: Cisco Kid, or Johnny MacBrown, for examples. It
didd’t take long for enh person to become acquainted with other's hero

narhe, (d) B

ra
-
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The same is true of Dungeons and Dragons, except that its-names come from
science fiction and other sources rather than Western movies.

The equipment and its technology is another matter for consideration here.
In order for "shooting® to occur, the guns must be designed and used in a
particular way. The equipment may’ come in one of three-d6rms: it may be

specially-mad ial imitati such as toy guns and a holster (a); or it

may be a homemade imitation: *each member sawed and then shaped with a
i
kaife, a model of a gun from a piece of board*(d); or it may be merely symbolic,

such as a pointed finger (a). As well as guns, other equipment such as cowboy

A
hats and feathers might be used as part of the role equipment. Because {ﬂe

players have no way of safely representing bullets, whether or not a player lma
been (t when a gun is “shot® is, as we have seen, a matter of dlspute That is
not to say there are no skills involved; *quite a few boys in my circle were quite
good at various gun play, such as the fast draw, and the cowboy twirl on the
finger®(e).

It is revealing to consider Dungeons and bmgans.in the light of the seven

game elements which ch i ditional role-playing games.

,
“ 1
Dungeons and Dragons may involve chasing, fighting and the performance,

of tasks but it is the imaginary characters which do these things, not the physical
presences of the players. Traditional phrases and a manner of speech reminiscent

of medieval times may be’used, but not in as fixed a way as in the traditional

i - ) 4
games. As already mentioned, one cannot win at Dungeons and Dragons, nor
" can one lose; although one's character may be killed, one can soon acquire

/nnother, just as, in onme version of cowboys (#28e), the players are always

’ . .
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resurrected. Dungeons and Dragons, like many other games, involves some
L E -

équipment, although rather less than related popul‘ar hobby games. The game is,

for the most part, relatively in that it is unpredictable and free

ﬂ;)wing, Howéver, certain aspects, such as battles and the gaini‘ng of power by

players, are hlghly structured. )
Many gammg groups are all-male, like this one Richard suggests t);at

females do not partmpatq _because:

Little girls didn't play war¥games and little girls didn't make models;
little girls played with dolls. Dungeons and Dragons, when we started
playing it, was a atratge game .., fantasy, foolishness ... They would
have had to have been real tomboys. (SH7a) = .

While Dungeons and Dragons is a product of popular culture and the other
games in this discussion -/sre products of traditional culture, each has. been
influenced by the culture of the other. Many of tth;les in twentieth-century
role-playing games are derived from ‘mass media, such as Western movies and TV
. series concemi;lg spies. The roles of D and D fit in the moulds of heroes an:i
< supernntﬁrnl viJlains i?troduced to our culture in myths, folktales and legends.

The rela’tionship between the gaming patterns. of Dungeons and Dragons
and traditional role-playing gamés is meaningful on more than one level. Firstly,
as mentioned at the outset of this discussion, the traditional games show:lglk
precedent for a modern, populg; culture game, and thus underline the relevance
of folklgristic/analysis of popular culture creations. This perspectiv‘e ‘cn.n be
narrowed to the lives of The gamers themselves, who [)_I;ay;ad traditional children’s

games in their own childhmcha.Gi These earlier’ gnming experiences formed a

%The group members' memorles are unfortunately vague about which g sames they played, but
the did rcogaie adme of the games in this selection.
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template in their approach to games which persevered into adolescence.
Dungeons and Dragons is essentially a role-playing game such as they were
accustomed to, except that-it was biought indoors and made riore complex to

11 1

provide i

The same perspective can also be widened when
£ -~
we consider that both types of games are played by small groups, and that the

human is a playful animal. ;
Diingeortg and Dragons Tunetlons like other role-playing games except-that
it involves gre;;ter intensity and intellectual complexity than n:os:of‘ them. It can
_be a mechanism for the release and control of aggression, and an escape from
everyday controls d‘conv‘entions. It is an opportunity for fantasy. Although it
do‘es not overtly ¢oncern the usual adult roles, this game improves its player‘s‘
5 ability ¢o reason, make-ldecisions and re‘late to other people through exploring
very adult problems such as choices between loyalty and personl gain, entering
into life-threatening situations, and dealing with one's own power. Dungeons and
Dragons bears cle;:r relation to tra(jitionnl children’s role-playing games, and is a
natural progressioii from such games. A crucial distinction between it and
children's games is that it is not played, except in drastically simplified form, by
children. . Rather, it is played in adolescence and po;t»adoles'cence, precisely
during those years when personal identity is most ambjguous. Although not in’
itself traditional, it has very traditional elements B;ld functions. It is also” an
essential part of t’h; oral history' and folklpre of at least one friendship group.
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Summary ’ Sat
~ e
Games and the competition they entail are central to the identity of this
group. Two games have dominated: war-gaming in the first period, and
Dungeons and Dragons in the second period. Although these art; not .arten
played by the group members at present, they continue to live in the folklore of
the group. Both are popular culture games which draw extensively upon history

and rolklo}e, as well as imitating the patterns of traditional games. When

ditional role-playing games are pared to D and D, specific parallels emerge.
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¢ Chapter 6 S
. Conclusign

The ultimate aim of this study, and indeed all the folkloric research I have
s Snliaad s 05'aiorw Bk i il o ordiiney: pepte s kb aigaloas
and fascinating. The folklore of the young male friendship group which has been - :
analysed in this study is disl.inc‘tive and even, in its overall pat.tern, nniq_ue. As a
result these *ordinary peopl;‘ o longer appear very ordinary, but I submit that

< :
any group subjected ‘to folkloristic analysis would undergo the same
.

No individuals or groups are ordinary and without
interest.

The four research objectives stated at the oul;e.t of this study have been
fulﬁ’ﬂql. Th; study group has been examined to demonstrate that elements of
informality and modernity may co-exist with folkloric_patterns of behaviour.
Thus the first stated objective, ‘w' discover lwher.her such a group possesses

folklore, has been answered in the affirmative! The genres in which the study
.

group's folklore concentrates are conversational genres, humour, and games. +

adi

Group ‘histt‘)ry and int d culture, family, and
educational institufions have been the main sources for the folklore of this group,
The analysis of this folklore and its sources helped to provide.evidence for the

second research objective, which was to discover "how ihh friendship group
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. \
established its idenb(ty. The main identifying factor for this friendship group is its
humour content and style, which is particularly embodied in unique word usages

\ '
which they call Nelsonisms, after the group member who coined them.

P of P p

, and iall iti ‘were also found to be
an intrinsic part of this group's identity, being expressed in everything from
casual conversation to compiex games. The friendship bond central to the

deﬁnilioP of such a group is overtly ignored but covertly affirmed in the group's

11

“folklore; , closeness is sed through the exchange of insults.
This avoidance of direct expression of intimac}.' was shown' to be part of the male
cl‘llture thig group is part' of. The influence of all-male membership on group
folklore and identity, which is the focus of the third research goal, was thus shown
to be linked t.o the first two aims. The manner in which this group transforms
mass-mediated culture into in-group l'olklor\é\\ being the final objective, was sl.mwn

nnd,\ iti . For example, the members

have made a point of favouring different rock groups, and often debate their

to involve

elative st atedly.. Massediated cultird iaelso/ubilized in. group huirionr:
The group's folklore was found to have two centrai tfemes, which
contributed to its identity and direoied the style and content of its shared
actjﬂieﬁ. These are shared fantasy and competition, which, intemtingly‘ enough,
are both elements of play. They “are intensgly brought together in the fantasy
. role-playing game of Dungeons and Dragons. These themes are to be expected
’ wililin the folklore of a leisun; group, which is nntiﬂlly centred upon play.

’Friel’ld}hip groups do mnot exist in isolation. Their mem!;ers inevitably

belong to s other groups, includi other ffi ndship groups: The broader
. ) N
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cultural environinent of the outside world fofever impinges upon group
interactions. Whether the group under consideration gathers at a downtown bar,
a family home or a university cafeteria, its members are faced with other groups
claiming their attention and allegiances. Therefore, folklore must be developed to
create and maiutain b'a\lndnrigs. These boundaries cannot keep cv‘eryl,‘ing out,

but whatever passes thro}gh them becomes transformed. Creative

¥ - "
transformation, therefore, is a continual part of the life of a friendship group or

any folk group. The transformations which occur within the history and folklore
*

/. i
nto

of thé group under consideration are: social i id

insiders/friends; vulnerab]e individuals into people in control, if only through
shared fantasy; low-status people into high-sfatus people~ outside. culture into in-

group folklore. .The chamcters which the members play in their gamiag, the

teasing and ridicule they constantly engage in, the quantities of record albums

.and science fiction books which they collect, are all part. of this process of creative

transformation. The rules governing the transformations comprise the group

paradigm or worldview, and the result is group folklore. -

This thesis points the way to several rewarding avenues for further folkloric
research. Ethnographies of a variety of friendship groups should be conducted,
and compared to this and other fale groups. The question‘ol’ the centrality of
humour to. fnend'shxp g;oups can be l'nmruﬁ}‘ explored. Other fnntasy\ gaming
groups would also provide valuable study material.  Finally, it would be

igate the possibility that didted humour stems from

to il
the wellsprings. of friendship groups similar to this one in their use of humour as a

)
forum for folkloric in-group expression.
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. ) Appendix ‘A

Excerpts from Interview Transcripts
. - ’ ! ™ '
This appendix c‘on‘tains'excer'pts from interviews with group members. Each

" passage is in some way representative of the group,and its folklore. Each section

represents a different interview, although ndt every interview is represented here.

Arnnged in chronologlcal order within each sechon are subsecuons, euch an
-excerpt from the interview. Every subsection is‘ prel‘acled with a brief precis and

any necessary contextual information. O N

A.1. Garth Ramsey

ALl
SHeb ,
+ Garth talks about hdw the group uses the media for its humour .

Myelf and Mike used to scour the TV guide for signs of nh sixties
spy movies being shown. And that was something we really liked to
see, Fstill like them, so stupid ... James Bond period but even stupider.
Matt Helms, all this kmd of stulf

Suaan: So you could sit and laugh atl them? L 2
* Yeah, wé did & lot of that. Laughing at.the media ... In fact; come to
think of it ... something that we used to do a-lot is sit down and watch
.TV, um, not any particular show, just uy.\'.Hows about ... we watch
TV -and criticize the shows® ... We'd sit in front éf the TV and just,
sort of use what we. were seeing as a tnklng off*point. And we'd be
rolling around the floor in stitches ... it would be just.a taking off point
for” satire, for our own unique brand of satire. And we used to do that ,
explicitly for the purpose of criticizing what we see, laughing.nt it.
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w .
A.2. Group Interview A .

A.2.1.

SH21a

This conversation’ concerns the role of dungeon, master, the development of

characters, arid some examples of how the group has performed each.

Mike "I'm not that comfortable being a DM, I don't like it that much, I don’t
- enjoy it particulsrly,

Sysan.How come?

Mlke I don't like the responsibility of being — I like to deslgn a world, in '

fact I still do it. Exercise in imagination ...

Suaan Well, what do you do as DM? ... What do you 'do to create a world?

5 "
/

Mike Well you create it -- I always create it long before I even'suggest it to

other people You % 't just create it, it's this process of creation, just

ideas.
g

L 4

Susan So, it's dort of,'it’s a creative process that goes on very much on your
.- own, individually, quile a lot? -
£ - ° a

Alex Oh always, yeah.

Phil | Not always. (1) - .
. ’

Alex- Just sbout alWéys: 2 s . o




P

Phil [Not| In Stuart’s games.

the world themselves

/S
Alex You get, you do that on your own, you spend houfs and hours and
days and days and weeks jand weeks, writing up all this stuff about a
world. * All the information, you know.

Susan Like what, you made ma)ja?

Alex Yesh. And you detail Jountnes and towns and cities and villages,
things like that, dependmé on how detailed you want to get.

.

Susan And you try to have something available, an adventure available at
every turn, kind of thing?\

' Alex Yeah, at least one, It's nide for their charactefs to have a choice of
where they want to go. Sq it'll be - like they can go to one village,
have another adventure there ... It's nice to have lots of- choices for the
characters, so they feel that \they have some fregdom, and they're not
being pused to do certain thmgs

Phil I know a lot of people who don't even use worlds, they just g;‘!rom
one thing to the next.

; But that's not -- that's not a campaign ... Sometimes it's nice just to
do a dungeon, and play a dungeqn. something like that, one scenario.

1 N

\

. P
1 igver enjoyed that at all.
» :
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Phil I think character development goes by the board, you can't really get
good character development.

Alex No, you can't.

J .
. Susan How do you get yao'fchamcler development? o
~Alex - Well, they interact with NPC's, non-playing-characters. - If it's a good
DM, they [the NPC's| have a lot of character themselves And
therefore your player character will build up character by interacting
with them.
[Susan recalls that Nelson's character hates elves.]

Alex Not very subtle though. i (

Mike Well, it's not supposéd to be. It's supposed to be exaggerated. He
used to have anti-elf rallies and stuff. He would give speeches.and
play Nazi marching tunes and stuff. Ah; he'd go nuts ... (I)\Just says,
*Ted, I'll hold an anti-elf rally,® ... everyone laughs. It's like, it's like
when he enslaved all those hobbits. He just went to Hobbitland and
for no good reason, descended on all those villages and enslaved the
hobbits, he carried them off. What happened to them in the end? I
think they were set free or something. Maybe he sold them, all those

.- all those disgruntled hobbits.

- . '

- .

Alex 1 can only vaguely remember that.

.

Mike They'were all sort of pissed off.

‘

Susan I guesa so! ) ) -~




Mike

Mike

Phil

Alex

Phil

280 T

That was funny. 1 waé there and that was hilarious. Nelon was
really g.ood. %
¢

But at the same time you can have subtle character development.

That's no fun ... All my characters are liké Nelson's, they're -- I mean, ,
Malagate for instance, you know, really --

But not everyéne’s are, some people -- like Kirk especially, I think he,
he goes in for really subtle characteristics. I'don't know if you guys
realised-its but for my campaign hg had books written out on what his
characters were like.

Yeah. 1--1 playéd his character once, just full of

All kinds of weird things, that no-one else found out.

Other people don’t realise.

- L
Suagn It's just like, all their little hobbies and-stuff?

L Alex

€ S

Yeah, all kinds of weird things.

\

Phil 4Tnean Kirk -- Kirk had boxes where different things were kept. And

Alex

that would be described.

He had covert operations going, and no-one would ever know about it.
No-one did ever know about it. .
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i -

*Susan Not even the dungeon master?

Alex

Mike

Alex

Phil

Mike

_ Susan He hired you to kill?

The DM knew, No, not necessarily, the DM does;u, even know

about the ers. Subtle ch

What was he doing?”

§

‘Oh, he was all around the Wild Coast with all éﬁese.spies and demons.

What was he doing with Nelson?

Oh, well Nelson went on the*Wild Coast, nnd he had some towns
there, and Nel- and Kirk was in the towns with Kis covert operations,
and then Nelson once set up a thieving guild, so there was a big
rivalry. Kirk moved out after awhile, he didn't want to make a war.

But did Nelson know it was Kirk?

Oh yeah. Cause they, you know, they had the same manor.

[ ——
Why did they have that dinkey little manor?

It was a great placé.

It was always fun. I remember when Nelson hired me to kill all those

people, great. s

-
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¢ wm @ Mike Yeah, - that was really interesting..l was Majbgnie ... [an]
assassin ... He was a half-orc.” Oh, he was vicious. Probably the most :
.vicious person’I have ever met. . '

- . <t ) ) 3 i . g 7 .
Alex Give a couple of examples of jiist how vicious he is. 1.
. ® ’ . ¢
Miihe' bh, I set'fi’r'e to a baby. . ~ e
) . . : .
5. . Phil I had &'epy in‘one of his orgmzmons and he'-- and e Qut ito my T 5
. castle and served it up masted » 5 #
. ; " . /
. & " . A | » } .
y - . Mike To him.
Phil » Tome, « gy N, K NS T
- . . B U
« Susan Your spy! i ' L Fa gy :
Phil  Yeah: And I ate him. - %
K3 o~ N
- . Mike Yeah, heygigin't know. He didn’t knt;; for 'a-while . There was that

one time captured that sage, and I burnt down his house, and I cut off
his nose %rd his mouth. Cut off everything and poked his eyes out,
and mailed him to Nelson in a box. And when Nelson opened-it up or
somethmg, (H) the guy-jumped up and ran off. And Nelson ran a!ter .

him. ) " . [
: ‘ \ -
‘ ¥ v
\ Alex He was really !nean.' i K »
\ X . < \ -,
L. \
5 @
“ -Mike Oh, I just -- I killed so many people it was great. ; A ) i
SRR o T " e 5
— e st L
g : . B ’




“NelsonI ‘wanted a loan of his pocket knife.

B

A:3. Group Interview B
=R

b S 8 -

A3l

SH25a

The group recalls a practical joke which Nelson once played on Alex, in
order to embarrass him in front of a couple of girls. N ’
Mike We were in the mall, and we saw Alex Hutmp there with two girls

going to the movie, right. And he [Nelson] went, he went up to Alex
and said, *Who are you with, Alex?*® ... sort of sidled over and said,
you know, 'CII‘I 1 borrow your knife when you're thrnugh with
el .. .

Mike _ Oh, it was great. ) - 7

[Ted-laughs appreciatively]

Phil Idon't think it was gl;eat, but it \n{u silly® /

_Mike Oh, it was silly but great. Anyway.

Phil  Alex's never got over it (1).

Mike, Yeah.

\




A.3.2. % <

- SH25b

= : . .
Here Mih Ted and Nelson discuss the conclusion” of their two-year

campaign in Ted’{ world.

NelsonThe last night we played that campaign ever, me and Kirk’s character
> was alive, and everyone else was dead. And Kirk sent the ...-aerial
: servant to get everyone else’s body down to the thing. And we
brought 'em all back to Ilfe, and it ended. -Except Stuart was still
dead. But we brought your [Mike's] character back to life, and we
- { brought Garth's characted back to life. There was four of us in the
- end .. 4 g

. -

Ted All I ¢an remember is, we smd that everybody got resurreczed and

i . they walked off and they gradually §eparated . Cause I w:s going off
' N . w Basic ’l‘rnmmg 3 p
) . 5T ~

Mike ThM. was Ted' declsmn We didn't like him doing it ... It was just
getting: good again, although I don’t know if we could have sticked
together again that much. We were all really powerful.

Ted If we'd kept playing that thongh, we ‘would have eventua!ly stopped,
becnllse the chnncun were just so high Ieul 9

A.4. Group Interview C

AdlL
SH27b '

The group has a j;mlaal‘zing converaation using a favorite Nelsonism,

> R hw:ni:’u._‘_ 3
b s Kitk \l‘d hh to announce at this point that for thé last two lummers, 1
N + didn't_hang around with anyone, too busy |m the naval reserve]

Ienmng Ilyyemu ()
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Susdn‘ﬂygenlu ?

Kirk Hygenics, yes) I should. mention, now that I've mentioned: the term,
that I would not want this to get out.

—

" v 2 <
Phil “[in background] This is another word that Nelson coined, it's another
oné.

“Susan That's right, last summer they were saying -something about. .
hygenics and they refused to tell me what it was.

Nelson ... It's a r:xilitary secret. l.fcd;nd out about. it once; and --
. 2 = % -

" Kirk yeah. I think Nelson détected the aura.

Phil  Kirk could be in deep trouble if it got out.

NelsonBemg a lot into military combat and thal reading about it, I--- l
plckeaqp these little hints ... So I put it together ... there's 3 word’
you're not supposed to know about, it's called hygemu chmca,
it's a bit of a self- det‘ense, like] karate. J

~ % » 1

Phil Is it Canadian navy or'the whole armed forces?

NelsonIt’s the- Canadian ... the Americans, they usé kung fu, we use
hygenics, which is an alteration of both, you know.
'

Kirk I certainly hope this portion of the tape is erased.
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Nélson .. I'm gonna be-sued!

5,
o @ Y

:Suabn:Why ia it go gecret?

NelsbnAbsolutel{‘noone knows about it. (II) .
Pt:il It's for the Canadian armed forces speciﬂcally | ¢ othel" people learnt’ '
it, it could be dangerous. s *

.
~

Kirk J have used it on & couple of occasions too - well, around Churchnll
? Squnre, |f you remember, 1 appeared behmd Phil. 3 )

¥4 Phil (1) It was amazing ... Next thmg! noticed, Kirk is behmd me .. I was
) - lookmg for hlm, ‘and then l turned around, and there's lek =

27 . [Nelson relnw bow he saw on the rews that a talk-show ‘host had
. been injured by a wrestler demonstrating his moves,| ] .

Phil. See that — that's why things like that have got to be kept secret.

. \
[Conversation ensues about. the idea that the tape shold be restricted
because of the confidentiality of the term_hygenics. In: her earnest
protestations that MUNFLA is a safe place for it, Susan _misses the
fact that thls is all a joke] °

* Nelson . . By the time this tape is p\lblmhed t’ll probahly have been public,
. because’ think the' government is making an announcement on it.

Ph|l. Who s that guy who was found in me bnr in Germany Wasn't he
\ talking about that [hyyemu]! 3




ong of
.. They”
LI didn’t release this, they didn't say it o the radio, they jusj said, *a
. military secret® and that's probably what it was ... That's what got
him fired. ' That’s deadly, you know ;.1 only guessed the word and -
i3 .

NelsonHe menemned it Yeah. lhsl 's What got hlm in trauble A
his_so-calldd bodyguard heard. him say ‘this word- [hyge

allof 2 sudden'Knk l6oks. at me, and he’s in shock.
) % . . @
Phil M; taxpayer money- paid- for that Kirk, so-you'd better be careful.
. i

Ad2. S~

B

SHZBb

These are ‘the concludmg words of the l'mnl |ntervnew, wherem group

snmu-pthelr joy of their shared con jons.

Phil It's all glorious. That’s whut it is, Sllsan, lt's all glonous 1 can ‘sense

_ -the power in this room nght now.. It's like & volcunoe about Lur\npt e,

Nelson(l) Get oi‘f volcanoes, | Phll We know what you think of when you'go
% into volcanom 2

Phil I'm sorry.” I have this ;;i-oble Jt‘stke_mmthq\mke,_mmbhn :, v_._~

i below the surface ... Ithink has been one of. the best sessions®
we've had, I think. ..
sy e e s s
SusanYeah, I think so.
5 - B . "
NelsonLots of good bleeding went on. .
L, . - ~
- ’




: Appendlx B
-k Record of Group Social Llfe s 4

This is a record of the social life of the group during July and August of

1984, as compleca as possible but doubtless with omrmsslons Ted Spe\\cﬂ Kirk

Hastmgs and Garth Ramsey - were out’of town for most of thls penod ¥ ' .

Taio . ) Tmane . L.

f Fndax& TR . o e

P . Mike, Pl_ﬂl Alex, and a Inend of ‘Alex's'see"a movie - Pope of Greenwich
: V'llage, and afterwards,go to a downtown bat, Kibitzers." Later, Mike and

) . Alex end up drinlffihg ted'in Iilj(e skxzchen while they talk the mght away
= Saturday 7 .
§ Nelson . has a’ hnbe\cue, sttended bS' Mlke, _Richard, Phil and Alex.
Alterwards they attend a late night play at the LSPU Hall {
, progressive theatre)’ - Live Soap. -From there they move to. nearby .

Kibitzers, where they meet up with Susan: Finally,” Mlk_e,’Ph‘I‘Ele)g‘anﬂ -
Susan walk home together.

Sunday 8 S

Mike, ‘Alex and Phil attend the *Downtown Hentsge Feshval' (an

5 2 ‘afternoon of traditional music near the waterfront; sponsored by several .

/ downtown bars). In the evening Mike and Alex visit the Ship Inn to hear’

: some live blues-music (Peter Narvaez nud Denis Parker as guests of the St.
John 's Folk Musig Club)

-

Wedneudly 11
& Phil drops by on his bxcycle to visit with Mike. . g
3 .
Monday 16
.. Phil and Mike go for'a steak anpper at dowat vn bar Cock .'n Bull
. Afterwards they return m ‘Mike's kitchen for a chn

~ ~




Mondgy ‘23

i Alex drops by to see Mike. They go to, Kibitzers to see Jim Pnynh
perform (8 local musician w].., does ongu/ 1 eomposntxogs in a traditional
style). : :

0 Saturday 28
Mike and Phil visit %he Grad House (a bar on the gdge of downlown) to
hear, Da Slyme (a rock group) and Riot (a new- wave group) “They are not
/ xmpressed and leave early.
Sunday 29
Phil drops in on Mike; they listen to Frank Sinatra and Aretha Franklin
-records. Later they go to Kibitzers with Alex. When Mike goes -home,
Nelson is there (having just been interviewed by Susan). The two chat.
Monday 30 '
. Richard drops in at Kibitzers, where he encountdrs Paul playlng chess,
4 Mike and Plul.go barhopping and end at Mlke s, for tea arqlmd 1:30 ant.

A

Tuesday 31 vt
- ++ * Mike and Phil g'o to Kibitzers, where they meel. up with Paul The three
chat together.
Angust
Fnduy'Sundny, 35
~ . This weekénd the Newfoundland and Labrador Folk anlwnl s held' in
T Park i central St. John's. Mike and Alex are volunteers and
7. audience members. s .

s I Lo
Tuesday 7

e Richard drops by to see Mike and talk about Ted's upcoming visit home,

Mike goes off to see a movie with Paul (Richard does not wish to go).

Richard helps Mike's mother ‘hang- hollseplan'.s and goes home with a

chppmg in reward.

Wednesduy 8 N
Susan invites Mlke Richard, Phxl and Alex to Kil lzera for a drink -- ehe
' _buys. —
= ~5e .
Friday 10

+ Mike and ‘Alex see Figgy Du Jf (well known local trad. rock youp) n
Garbo's, a downtown pub.
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Satérday 11

Phil and Alex go to Mike's to “watch the Olympics and ‘drink beer. Ted’ s

arrives, to be met at the airport by Nelson, who works treré.

- Monday 13
Phil, Mike and Alex visit Susan in hospital (i for a minor operuhon)

Monday 20 » .
Phil, Mxke and Aléx go to a Monty Python film- festival at the LSPU.

During a movie they don't mind missing, Phil and Mike drop by Kibitzers, . *

where they meet Susan. Paul shows up to play chess, but socializes with
them first. Phil, Mike and Susan return to the hlm festival. -
S n

Wednésday 22 -

Phil and Alex go to Mike's, where they all'sit in the kitchen imbibing wine'

and cheese and- talking"for -Susan’s tape recorder. Although formally

nrmnged by Susan, this turns into an informal social occasion. .

Snlutday 25 E
-~ Mike, Nelson, Ted and Kirk sn around in Mlkes lmng room, if the same
situation 8s above. .
Mondny 27 -
N Mlke, Phil and Alex meet at Mike's and go downtown

- Thursday 30
Nelson and his girlfriend drop zwslke s during a bicycle ride. Mike is'out
s0 Susan entertains them and servés lemonade. That night, Phl, Mike and
Susan go to see a play at the LSPU, Agneu of God. Afterwards they wend
their way to Kibitzers.
)

. —— - .

\ ° <

A

-




" SHSa &b C8556-57 | Richard White, 14/5/85.

~ Appendix C
5 P « .
Tape List and Concordance

* The following is a list of the interviews conducted for this -thusis, showing

S_mlabels assigned them for this study as well ‘a8 their MUNFLA. shelf numhers, !

where apphcable The MUNFLA accession numbex is 86-171. Tapes on which.

'Mmhnel Knox's voice appeam are not “degosited in M'UNFLA at ‘his' reuest.

These mclude SH1 and SH&}I 28, a total of-seven tapes.

Every tnps is sixty mmutes in length, although not all this space is used

i
‘ \ L R
SH1 Michael Knox, 23/7/84.

SH2 C8550  Philip Whitney, 20/7/84.
- »y 5

SH3-4 C8551-52 . Philip Wh)tney, 5/10/84.
SH5-6 C8553-54 . Garth Ramsey, 3/1/85. .

SHT ¢  C8ss Richtrd White, 7/8/84,

¢ sHo * C8558 Ted Spencer, 22/8/84.

smm‘u. ©8550-60 | Kirk Hastings, 11/10/84. -
sﬂ'm 8 /C8561  David Neison, 2&/1/34 g™
SHI3-14_ Csssz—sa | David Nelson, 10/10/84.
= RS ,




SH15-

/smo-ls ]

SHI9-20
SHa121
24-26

SH27-29

C8564

C8565-67;y
C8568-60

C8570-72, 'y

Alex Hastings, 26/7/84.

Alex Hastings, 12/9/84.

Alex Hastings; 21/9/84.

* Miclael, Philip, llld Mex 22/8/84.

Mlelnel ’I‘ed Kirk, Nelson and Phlhp, 25/8/84.

Nelson,,Knk, and Phlhl.)) 20/3/85.

4




-
- ° -
¢
. o "
. . o Appendix D ok
% l .
~MUNFLA Games Source List
These are the references for the raitional role-playing gsmes discussed in "
.~ Chapter.Five. The following pieées of information are given \’for each source: the
T .- .
MUNFLA*%}ecession number; the place in which the game is played; the sex of the
1l ) (F=female, .'/' male) -- in most cases, the collector doubles as
-, ! / . -
: informant; the Sumber(s) of the game(s) provided by this sourge. For the title of
each game, see Table 1. , '
67-15 5t." Jéhn’s F . 1,18 °
67-30 St.. John’s F, F 8, 7a, 16
. Q67-190  * Dunfield F 17
.Q67-868 s;/. Jobn’s - M 8 -
68-2 §t. Joseph’'s F 24
69-5 - /Roddickton M -g3
69-6 " 'Bay D’Espoir M " ab, Ba
69-14 /' Creston North M 28a
69-268 Wareham : M 28d
69-28 Lamaline .M 27a |
- 70-9/ Shearstown M 10, 16a,b, 28e
L 1 St. John's . F 7b, - 18c,
744119 5t.. John's F 14, 16j, 21, 28g
- 71-124 Bt. John’s ‘F 1ed, 27v
/12-194 Tilting F 16c,' 18e, 28f N
/ 12-227 .Bt. John's M, F \ 15, 23, 27¢c
73-118 Barred Island M . 28b
= 73-133  _ Lourdes F 4a, 18b; 19, 26 ) &
y 73-143 (not given) F 2 X =
; 73-181 ° _ - Bonavista Bay F 11, 16h
80-113 (not given)~ M 28¢ 8
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80-227

80-242 °

'80-249
, 80-250

Bighop's Cove
(not given)
Glovertown
St. John's

Port aux 5"‘1"‘" '
Fogd™

St John’s

o omomom o

12
16§

13, 16g
20

9, 13

22, 26, 29
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‘Record of é. Dungeon ‘Master’__'s Woﬂd-

Ted Spencer's Dungzom nnd Dragam enmpmgn was the longest and most

" intensely plnyed lﬁ‘thm group, lasung two years and elght monlhs through many,
many sessions. It is highly praised by the entite group, and reme@erud s a sort
of “golden age®. Ted made. extensive notes deieribli Bl word, s well 5

designing the necessary map. He has pruervegl these in a black binder, in five' -

>
: a0 og - - o
exercise books and on random scraps of paper. Here is 8 summary of their,

contents, along with reprueﬁﬁtiv‘e excerpts. The wpdder can achieve some
understanding of the form and elements of a Dungéans»an}l Dragons campaign
“world from these selections. ) e

Each exercise book is labelled with Ted'’s name and l-liﬂ&

=

_ Dungeons and Dragons: World Evenu and l,’opulutlonf o2k ‘f_'

On the lnslde cover is a list of llfupms for mew, habblu dwmesran{i "

_elves, and a tune chnn ol world ‘history in_*ElvénReckoning® (both reminiscent
" \

of Lord {3t the Rings. M 2 i

. v
On the first page is_the heading *Where th: races come !rom . lnd the

followmg pnges give some background for dwnrvu (from’ Jl_(on-hkl. an ulnqd




* of Miscellania, * -
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inkiabited by diﬁosau}'s). men (from Pontia; they call themselves Minoans), and
elveés (from across the sea). O
The book also contains a history l6osely mudelled on LOTR a list o{ armour
| prices, a, Ii§t of world po?)ulntions ‘On Ioose-leaf pages at the end, are two
nppendlces 1 *What actually hgppened to the Holy Grail,* and it -For'g'ug of the
" Holy Grail andthe Magic Belt, ‘Ring of Richard".*

. )

f Himry and Events After Overthrow of Onkn by Whlte
Council. (Human F of llania) *The Red
Book'

On the inside cover is a time chm for the tlnrd age, and a note to players

NOTE TO TSMEC PC's: Any DM reference to any TSMEG historic
or social thingee will not be explamed by the Greac DM who Is up to lns
em in shit anyway, so Nyaah!

R This book contains a hmory lement, a series' of descriptions of world

peoples and their present states, and -a Series of’ descnphons of regnons, thelr'

pnpulnhons, |mporlant places, govemmv_nt and language. In shon it resembles

= descnphve cultural, geogrnphy An example is the description given for the laifd

Mlsullmll

b
. This I'nmous country hns -long been the’ g\lnrdmn of thé Freelands.
The people here are very similar to Byzantians in ‘dress;. and
temperment pmud,.wnh humility, unlike the boisterous Nomldwns

Vlllugg ;

_ A Miscellanian 'vilhge wil_l be totally walled, with one g,ste facing
‘north and another south. The town, council will be headed by a NPC
‘party of 9th-14th level. Apart ffom supplying and recruiting regulars




.
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for the town defense (usually mercenaries) they are obligated te train
and equip one full maniple for the famed Miscellanian legion & it is
40% probable that a fully-trained maniple will be present. (part of
this may be farmers pressed into service). Levies = 5%, peasants =
20% s %

A city will not be walled, but, the people, in times of war or attack

will flee to the huge castle walls. There will be one full legion based
here, with a maniple or two out patrolling. City government will be a
®  council of elders, served by an NPC party of 12th-15th level. There
will be mercenary regulars to fully man the castle along with the
) legion. It is 10% probable that a legion will kot be here. Thereis a2

[silver piece] tax on all foreigners entering here. Levies = 5%

Peasants = 10%

~
a
Fomess

1H
2 full legions will be stationed here. " 2 here will be huge, fortified
communities also have about 5000 other regulags & mercenaries to
man the walls, There will be a great warrior of 15th-20th level, who,
although old, will be very rich and also the king. He will have also a2
council of elders who do most'of the governing, but he can ' do what he
pleuses Legionairies guard entrances.

Trade & Commerce: towns & cities often depend very mych on the
rivers in order to irrigate the alluvial soils by the mountain and river
valleys in the summer. This produce is traded at the Fortresses for
industrial goods. There are Safana groups on seacoast towns & cities,

Language: Miscellanious (very similar to common.)

Henchmen [potential helpe;s] in'1000. Kiig: Endock the Endless of
Evenly. (advisor is Rennar the Wise)

Miscellanian leglonmm are not "rented® as mercennnes
Taxes: 1 sp/entering city. foreign coins exchanged at 5%

The *New* Mlscellaman} legion
2000 ‘men (training has deteriorated so that they are "norinal guys)
divided into 6 cohorts of 300 men — each maniple-w/100 men, the triarii
are all the equivalent of 1st levellers. In addition, there will be 6
levellers in each cohort: a 5th-Tth level commander & 4th-6th level
lieutenant (on foot) for each Hastati & and principes, and the triarii
captain & lieutenant will be one level higher & command the cohort. A
maniple consists of 100 men in leather. and large shield with a dladina
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5
(short sword, 2-7 damage) ;javglin & a pilum. The two first ranks (20)
are armed with short bows. The extra 200 men are cavalry: 100,
« leather, lance, shleld, 50 ring, mid warhorse, mace shiled, 50 chain,
chain barding (medium warhorse) longsword, shield. )

Landmarks of Miscellania

The old Evenly Road. An encient road once a badlands, filled with old
tombs and such. It was the route taken by the 2 parties to Haragreis
castle in 900 ER [Elven Reckoning]. Shadeek's tomb has become a
hostel and farmer *H.Q.*; crop wholesaler run by Belos, reputed to be
a wizard.

At the end of this thefe is some

patrols, levies, bandits, merceiaries, the safety of roads, and so on. ‘

Orders and Institutions of the Freelands. Events, Pluce
o histories. . *The’ Green Book*

The book details the fighting groups, peoples, places aud things listed on the N

mslde cover. These are as follows:

Fighting groups & organizations
Norrodrim, Ahrekarkar, Templls, Shourqum, Chadrin, the Magi, the Sea
Kings, Celias, the Méek, Housecarls, Uruk-hai *, the White' hand, the
Council of the Magi, the Safang. *
Pgople . ) ~ -
Mitcah, Shadeek, Fudimi, Char-col, the Mountain King, the Five, Ronald
‘the lich, Borgatron, Jonas, Faustustus, Persesus, Gandalf *; Radagast,
Saruman I *, Frig, Zhygman, Rachmanof, Perrsn, Catlif, Aocrare, -
Mestanown, Emmariuel, Grisnalth, Glacteri, Levonia, the Grey Council *,
., Igor, Gunsray, Pharas, the Black, Keraptis, the guardian of the wood.

- Places
‘Realm of Crag, Ahbeth‘s tower, Metabo, the Great Wood, Hall of the
Mountain Kings, Cliffs of Crag, Creel's Rock, Door of Meetmg, Mitrai Fist,
Ice Kingdom, Elrond’s Palace *, Fortress of Gobkii, Monolith of Magyar,
3 the Roads of Mojave, the Southzrn Most Homely, House of tha Freelands,
< forges of Somata.




Walc . N

Things -
Mace of the sentinel, the Ancient Green Seripts, the Holy Grail, the Magic
Belt, the eyes and hand of Onka, the Weapons of the Freelands, Council’s
staff, Dwarfl Ace, Brocan Hammer, the Gladius, the Great Bow, the
Chadrin Seyth, the Qrbs of Dragon Kind, the wand of Oreus.

* Stnzed names are directly drawn from LOTR.

Some excerpts from the Order and Institutions book follow.

The Magi | .
These people believe that they should explore beyond the continent and
find new places to spread their knowledge. Most people in this lawful good

religious group are tall and wt}ar glass helmets resembling !pnce helmets,
\ These help them communicate with their god.

Char-col of Kon-tiki

! . The great traitor of elvenkind..The Battle of Tng, in lha death
™~ mountains. Char-col’s forces were defeated for the last time. Char-col was
F % chained and shackled and brought before the White Council. They
sentanced him to be hanged. At this Char-col grinned malevolently and
- said "you'll mever hang me!® As he was about to fall thru the hole, a
black .cloud covered the’ scaffold & "both he and the executioner
. disappeared. From then on he became smgulnly planar and people
occasionally saw hiy ghost until Gandall imprisoned hlm, on one of the

- planes. Unfortunately he was released in 2000 ER...

Cliffs of Crag .
" . This is the location of the magical gold dragon Geld. There were 3 stone
statues of monstejous height carved’into the cliffs by a long-forgotten race.
One of thege statues was the one Onka caused to come t6 life. There are
= now only two of these statues.

The Mlce of the Sentinnel
*Ye evil ones who behold the mace shall dm into dust® so spoke Catlif the

Cleric during the battle of Trag. This fabulously magical mace was

" mysteriously lost, along with Catlif during the battle.

2N

The Evil Serpant of the Euurn Wood
In the easternmost Minoan villages on the great island of Pantia, there are

beyond the mounhup

horrible tales of a great lupgnt like- spirit whlch wanders in tln forests
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The Hall of the Mogntam Kings
3o The place where most of the Mountain Kings were buried. It ‘was once a
great fortress, razed by Smaug-and goblins. The lich Arcane is supposedly
beneath the ruins of the castle that was once there.

Particulars on Mc Parti on General Stuff. .
5 -This book contains descriptic‘ns ‘of the Goblin Racés of the Dark lands, 5 <
2 deities and priestly orders, ang the Servants of Satan.

Freeland Country BookN Totally Unreliable Book
. Published u.l‘ter\Dark Flood. g

& . ’ whis contains yet more cultural geogtaphy concerning the

various regions of the world.

* \

At the end of the binder are a few loose-léaf pages de’tailing non-playing *
characters (NP's). One of these follows,

. X Sir Wiifred, Earl of Toast

‘ strength: 18

intelligence: 17

wisdom: 14

4 ‘ constitution: 14" .
dexterity: 16 4%
charisma:

- Level: 3

: 3.(4)
AC:2(1) )
Alignment: hwful good
hit pointa: 18 (22)
.. Equipment; heavy war hone. saddle/'ssddle bags, | bnckpuk ‘Tations,
holy symbol, garlic, wolvesbam. rope/twiné, fling, torches (3), oil (5), - N
" hooded Innurn\smull silver mirror, wax candle, 10' pole, grapple haok,
_wner skins (2), gost horns.
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% [ﬂup_ons pmemul/:hleld extu  armor (leather), huvy lmce,
2 throwing axe, Bec de

Cotbm. long sword, polmn ol speed

~
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