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Figure 1.1-Ocsand gobins sanding outsid  forress (crenshat by author)

1.1 Role-playing versus Playing Roles

The lineage of the MMORPG is not a tdy staight line, but rather a curious combination
of different ideas and media. They share similarities with both computer game technology and

al concept of role-playing and how

actual world role-playing games. Here | will address the cru
it relates to MMORPGs. When 1 began rescarching MMORPGs, | thought that | understood

exacly that question. The text-based, computer-mediated MUD (“multi-user dungeon” or

multi-user domain) i the accepted predecessor of the MMORPG (Barle 1996; Castronova.

2005). 1 understood the difference betuween them, which i essentially medium: one entrely text-

based and the other  thee~dimensional graphical world though both employing interet and
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For

example, if you are a“caster” (such as a Bright Wizard or Sorcerer) you are socially expected to
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Warhammer: leased in 1983 by Games

high fantasy” world, heavily influcnced by J R R. Tolkien, whose denizens included races
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avatar so tha, despite changing armour, the avata still appears reatively the same. While the

option to dye forsome items

could only be visualy altered in very controled ways with dyes. The attempt on the developer’s
part to balance uniformity and individuality in expression of idenity through physical
customization has the effectof Warhammer Online avatars looking similar 1o thei tabletop.

counterpartsin terms of design and has parly defined how playersinteract with gear. While

hightlevel, high-quality gea s essentialin any MMORPG for uility and as astatus symbol,

in Warhammer Online is a signifir of player skill and awareness of “proper” armour

configurations maximized for eficiency. Without great variation in gear, tems such as ammour in

the game tend by player

it thought to be possible to determine hovw skilled a player thy are.

Fgure 12
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player uses at a basic level to gain entry into a virtual world. In an act of what might be
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ping
I
you n
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thankfully highly customizable in Warhammer Online: players can opt o resize, move or elete

GUI objects however they fit to streamline their own personal play style. Since Warhammer

Online i primarily virtual game world,all of di d timing
between hardware and GUI s learned during the confusion of batle. There is no pause button.
Virtual butefields here require fast and precise movements o not oy avoid death, but to deal

it. In addition, you will ikely lso be using voice chat and

we a group of people elling in your
ear. To someone looking over the shoulder of a player (a social phenomenon that I willreturn to

Jater o), the game basically looks like a lot o confsed flashing lights iterspersed with

occasional downtime and standing around.

Figure 1.3 Hotkeys ircled n orange(creenshat by the author)
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“MMO" ith “virtual world.”
‘Some authors have divided “vitual worlds™ from “game worlds” (Spence 2009), proposed

differences between “MMOGs” and “MMOS” (L 2009
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and analyzing virtual relations.
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conceptual baggage attached to judgments of “authenticity” in the late 19* Century construction



of “the folk” as a “natural” or “organic” group wh live traditonal lifeways as cultural artfacts

of a more “suthentic” past. Bausinger engages with this view in Folk Culture in a World of

Technology. i 1990)
1 folk (1990,
ad folklore, and, by he folk
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Chapter 2: Virtual Reflexivity

2.1 Ethnographic Context

When I launched Warhammer Oniine for the fist time in January 2009, the game had
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immersive qualiy of manifesting as an avatar is what yields the vitual perspectve that players

experience.

Fiure 2.1 - Wanderin the ikl lands screenshot by auihor)

With virtal presence established, the world of Warhammer Online opens up before you

As your chosen and constructed avatar, you can go anywhere. Newly-minted avatars begin in the
starting zone; cach server of Warhammer Online consists of a world map that i divided into four

tiers,” which are zones based on avatar lvel. Tier | is reserved for avatars between level | and
12; with 4 maximum otainable character level of 40, this division functions (0 separate higher
1o avoid higher levls casly killng lower levels, known as “ganking

and lower-level vt
which are rewards from completing

An avatar's levelincreases by gaining “experience points,
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Feure 2.2 Smallwarband defending  BO (screenshot by auihor)

22 Virtual Lifeways
Since MMORPGs have no ending, . they perpetualy st s he role-playing element
dictatesa charactr that advances over time through experience, both the player nd avatar have
alif course. The delincation ofth lfe course of the individual i  cultural constructof
radiional patterns that mark point i development and ascribe socioeulural meaning o ther.
As @ game, the development of avatars in Warhammer Online through gaining experience points
that unlock nevw abiltes and powers s marked by numerical “rank” (known as “level”in most

experience points that the avatar has ttained. In

other MMORPGS), which is the measure of
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developing h “perfecting” his avatar as he

envisioned it, While he did not have asingle level 40 avatar, he had had over nine previous

by the structured institution of levels.
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1 hat it should be.
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first puter,

but logging into
me.1
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worlds.
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‘games, like Star Wa A s d was.
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guilds of individuals. This was not  “persistent” world ike an MMO, which runs 24/7

enersd o0,
vrsionof oo ol playng game.
Inially, 1 had o riends. Naisl
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.
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insome acual e
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play. Over a yearlater,

moved a new MMO (a different fantasy-based world caled “Aion”), | found myself

remembering “This laer view
- June 2009,

hat 1

playing the same game

b dentityis o
1
uilds. he Brigh “caser” or RDPS.
less 1 went out of my
otherwise, “squishies”
“glass camnons Twould
times and
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class, the has f

! Fmy dual
hich playerp
1
alvays.
websites “WARDB"

information and tools,such as the “carcer builder.” The “career builder” allows you t further

your avatar

b were popular when I was

conducting feldwork, and mostof my informans knew of them even if they did not visit them
regularly.

Like external f

debate. In many ways,
recorded videos and posted them, often in response o other players” uploads. One YouTube.

Video that | came across in May 2009 was enitled

fow 10 not ook like an idiot i ter 2° and

depicted the suthor (user insaneatneu”) playing as @ Bright Wizard. In his recorded

perform: ‘roper” spel



otherwise would leave you “looking like an idiot"). | watched a number of videos ke thi,

but | must confess that | ould never get past the grainy low quality and never found them

ive. That sad, other players including my own guid, requently used videos

as means ofteaching and learning. My guild “The Sons of Myrkwood.” kept a blog abou thir

experiences in Warhammer Onlineand members traded lnks to such videos. For me, it was not

50 much the videos that influcniced me and me play syle but the social aspect of the guild.

Figure 2.3 WARDS creer buider simulting n-game svatar configraion optons
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alone and it was.
the folklore of Warhammer Online players
Devin, my brother, became one of my carly informants in April 2009 when I flew o
o for ind Warhammer Online.
‘Volkmar and Phoenisx Throne through his respective avatars “Isildur.” a Knight of the Blazing
Sun, . a Disciple
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riends and sourc . butalso his; i
w0 more informants through him, “R” and Seott. “R" had significant influence on my.
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was with them that 1 first uscd voice chat and added thatdimension of communication o the

Fiure 2.4y ark £ Sorceress, Mariquendiy (screenshot by uthor)

Like The Black Hand, being on Phocnix Throne, the Sons of Myrkwood were a role

playi

iniially intended to conduet feldwork n a o

i, Though I was compleely unfamiliar it role-playing in MMORPGs and had not

playing community, ole-playing came to form a

Key perspective in my discussion of irtual ideniity. Yet notall Warhammer Online players

in fact the majority do not; | was initially pl

1ed with doubt over how
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Witnessing such exchanges was not uncommon and I quickly became used 1 secing the

dialect” speech that players “spoke” in cha.

Figure 25 -View of the Ineiabl Gy (creanshot by authr)
To close this chapter on cthnographic experience and relexiviy, | wil briefly deseribe
comman day for me in Warhammer Online. My usual day started n the actual world morming

ging int the vitual world.

sctual world te, checking for update patches and

Once I materialized as my avatar, opening the “group” window quickly displayed how many

ing together, Pressing the “g” key on the

other players were nearby and interested in grou
Keybourd and opening the guild window revealed the number of fellow guild members online

and their current whereabouts. Aftr taing stock of this information the map window then
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especially on Friday and Saturday nights. The temporary boom of player activity continued past

200 am when the Pacifc Time players began o log in en masse and sometimes continued well

o the morning. With everyday being a slightly diffeent warband, | finally understood how
hardcore” players like Norm could spend “some days up to twelve hours” in the world. During

the summer months of my fieldwork I averaged 25-30 hours per week, which left me thrilled but

exhausted from staring at a screen so long, but brovght  bemused smile to Norm's face.

Chieftain Korac

e 28 Wencioner b he el ot ws il
Surrounded by s crowd o plyers screenshot by



Chapter 3: Identity Construction, Performance, and Experience
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“virtual perspective” 1o both elae to “game culture” and, specifcally, o efer o the individual's

perspectve of the virtual world from “on the groun

as it were (Kerr 2009, 5).

The term “group” i e

community.

contacts (Noyes 2003, 33).

‘While Noyes" defniton of “group” treats network as an actual-worldface-to-face organization,

scholars of virtual

. Witing on

1 social networks

boabi

clasified as “shallow” or “decp’



he 1.

Explicitin Noyes" use o the “imagined social” is an adaption of Anderson’s notion of “imagined

‘community” (Anderson, 2006). This concept s useful in any discussion of group as it offers the

39). “gamer” culture and

the dense and often muldplex networks of guilds.

1 a“culture of gaming” may be established within actual world socity as a kind of

broad “gamers.” then,
outof favour 3
who
“gamer” bu
latforms and “genres” of game types:
terms of gamep! ‘genres’ e Age of En nd
& Conquer) or MMOs. Thes
h A a5 “computer
» lay (snd, implicily, buy and

gamer;
‘consume), In my fieldwork with Warhammer Online players, and some World of Warcraft




P MMORPG),
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tyle and
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ubiquitous; each world
ofthe
eyberscape. i i
this “gaming culture”
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sacrifices small
on an intimate level
Within
i The
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cmpty shell,

h

o
. or“folk,”
Asa group,
I ket pri i value systems,
“proper i
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when 1 stepped into

extent of the L was,

ol  Lgained the
Knowledge of i 1
was expected to perform in diffcent ituations.

“servers”. Physicall
the game; of

300000
players. 3
a ”

“The majority
of my fieldwork. Throne

a“role-play”

mai server, 50 all playersiahabithe exct same word spce




This detail later

denity.

especially with their main,"is a part o their identity.

“Good
versus Evil"), numbers,
s
d fame, or notorcty, forthe play sty their players.
Phocnix Throne closed. 3 2
bt
Phoenix
With e guild
Jevel. The guil social

interaction in Warhammer

igh

of the Durkheimian notion of the sum being more than its parts:

¥ M payr' prfered charscter, Addiional vitas e calld “as”(for “slern”).



poinis. A More
s T breath
(MacKnigh
Forums - Phoenis Throne, comment posted June 14,2009).
but size can
friends. s ad

factor i iner-guild functions. During my fieldwork, 1 initially joined “The Black Hand.” which

100 casy o oin. 1 was later recuited into the “Sons of Myekwood.” which was a much smaller

I,

suilds e
players, bt
“The concept o
" . o i
like Warhammer Online in which s a ciea Fixture,
L e warband” Warkanner

“groups are not bounded objectsin the natural world. Rather,
" (Handler

Online. Handler's satemen tha

1994, 30)appliesinterestingly here: if we replace “natural” with “irtual” th statement

person “paries




jight field “open.” which is &
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i down leadership!" and wait for one:

the warband

Knowledge.

"

an individual level and social interaction.
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32 Phenomenology of the Virtual Self

Life, Berger and Del Negro apply

Inthe third chapter of dentity and Ever,
phenomenological theory to xpressions of the sl in everyday life (2004). By problematizing

perception ofthe self they employ  folkloristic approach to th experience of the slf. Their

relation to the performance (Berger and Del Negro 2004: 86). Berger and Del Negro use case

sudies of actual world actvites and performances, such as music concerts and meditation,
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in pr

ol “virtual
perspective’” player's avatar

sructure of focus/fringe/horizon describes this distnction in  number of ways.

Any.
other players. layers shift
i View ofthe sated player becomes the
perip the
i D
ficldwork, th /
i -
vague wisps. My
perspective” - while a
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cested “addon’”
st my focus
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® elfby
i
e ofself” (Bergerand Del Negro 2004, 61). The
lossofself”
peiods paricip n analyzing the
in vinual worlds,the 1969)
he
s hen by tht ofthe game word sl

produces a kind of loosely-disributed communitas.



dentity, Berger and Del N

interpreting the object n terms of identity (Berger and Del Negro 2004, 141). That initial
erpretng

interpretation of meaning n
the playe as nterp
gan
el
percep ihan'  theory,
media ccology’ «

(Postman 1985, 27).

of p pl

of i chat,such as
between avatars.

‘Where Berger and Del Negro note that sel-experience can emerge in many diferent

forms, i the selfin the o e Negro

2004, 62). The term “avatar” was originally borrowed from the Sanskit word for divine

“descent” G
the Hindu god Vishnu in Hindu seripture. “Avatar” was popularized in the arly 19905 by
eyberpunk by both.

selfin that it
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Berger and Del Negro's discussion of the problemaic use of the defnit aricle “I" and the

i parts (Berger

reflected in the self s 8 “thing”

since, ly

animated by the slf

3.3 dentity as a Fluid, Narrative Construction

sl fuid and

worlds, . postmodemism
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cowardly.
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likely the
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through
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(2001) fim. Dev

then, was not oly  representation of film direcor Peter Jackson'sIsildur, uthor JRR.

. which the Warhammer

‘conception of  High

the Iildue name.*

While JR R, Tolkien's has
since it publication in the 1950s and widespread ise of fandom in the 19705, the release of the

t by the film industry and

Defining what is

“mainstream’”

o i 100 on caming
conentonn MO, n this




n
the name “Isildur” leader but o
of his avatar i and
I "
ty
Tasked
hand,

answered, “l don’t know. | think i’ the name. It felslike I should be leading and people look to

me 1o for what to do."

sildur name, 1o perform

his best 101 3 i he

leading): as 1 observed,




Like Devin, my informant "R also went to great lengths i the construction of his avata.

“perfecting’” his character, s he put i; f

. each,

erpretation of “Dark Elves™

the members”
around a table i war ten, lluminated by the lickering of orches. His guild, “The Black.

Guard,”is B 1

kil
High Elves and gold." The Warhammer franchise has an expansive amount oflore, and I

=

e a“Dark EIE*

R The look I draw from Warhammer sources. Dark air pale, because hey don' gt mch
[RA.

s the i
books.

Warhany

‘Dark EIf “culuce.” When |
asked “R" whether there was social conflit between players’ role-playing their own

Dark

Black Guard,” however,

i

playing your charactr'sidentity “properly” within th structure of the guild but I witnessed on



structure of the open warband.

34 Identity Perfa Social Polit it: Playing Your C Righ

Firecel: Yourrole showd e heing
Heavencalls: Because you say so?
Indiference: Frggin site cleics
text-chatexchange May 15, 2009)

May 15, Twas

assaulting cnemy keeps when the above argument broke out. It concerned a Warrior Priest,

Heavencalls, who got 19 Bright
(evel 18 Shadow

thathe isa st who cannot heal,
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La

I (RDPS) rchetpe.
et s lrsin e ol Gt P



‘another “smite cleic” (Adolfred,level 16 Warrior Prist) who had complained about a lack of

“biching” he xampl of
he “smite cleric”
expresson o ndividual cratvity and rle-playing.
o  way s
avatars
N o
changed which
YouTube, but
pol Warhanmer

(Atic_Lion, Warhammer Online Forums, comment posted March 27, 2010). This method of
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2 as the Bright it The
e ol as usd ingis e ol
Jaying in MMORPG than Dungeons & Dragons
ol laying” (Leaming 2009, 3). Your pary “role” s bythe
- it
e donpin

Playin a avatr.



developers, ypes pe

role, however, i largely socially-determined.

lary
player “Tzs” put it well when he commented that:
wonds. That s, Lask mysef “what would my
character 402"
for insance

\keeps elsewhere. because they will gt more renown recapturing the EYflands late”, screw

0

Throne, comment posted June 09, 2009).
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designed, yet it

dentty.

virtal
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grand theory of by

“identity” as a term or

interpret and describe virtual phenomena.




008, 5: from Plato’s

e listener o imagine a different world of metaphor (0 J.R R Tolkien'slterary fantasy world of

Middle Earth, i

ol i Both Plato and Tolkien worked from,

and claimed by, atadition of Western ideology and worldview.

16 is (1992,

The

perspectivism,

hich all
phology i 1998)



astro 1992,
219). While alcohol Pl
Castro 1998, 48 Pl Following

Berger and Del Negro's account of the constant shifting of focus and phenomenological

bod Negro 2004),

e cple s,

(Bauman 1972), What | mean by thisis that sometimes my informants regarded thei avatars as

" the

‘Someone would use the pronoun “I"instead of “he” or i This suggests that identification with

iscomenasl sone
i his flow o i A
msgar o
a0, 250
Gotfman
195,259,




contexts.
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Figure 4.1 Post massacre warband cht (screenshot by author)

Interestingly, Warhammer Online docs not actully have an emote for */dance,” which s

a common command in most other MMORPGs that would animate avatars into a brif dance

This has fong been a point o contention between players and developers, wha seem (0 suggest
that the lore and atmosphere of Warhammer is not conducive o dancing. This speaks to
Leaming’s observation that MMORPGs are inherently divided by paradigmatic game mechanic
cither PyP o PVE (Leaming 2009, 12), While my informants Devin, Scot, "R, and Andre al

layers because they knew War




are extemal factors that contribute to idenity producion.

but

embodiment of the avata s the transformation that makes the person “complee” avatars are

people”
performance. “Avatar™
phology astro 1992,
‘ 65), every
Iy, synihe Nature-Culture-
Supermatural,

product,the game world is inherently coded (both lterally and symbolically) with Westem

ntions of folkl

virtal worlds can be

Bausinger has noted,

“maturalized”

spectrum from “technology” towards “natural” (Bausinger 1990, 18). Within  vitual world,



nature’
player
s
avatar and
the O
into
into the Other
Acconding to 3 s
pu 15) Deah for o
“enemy.” the “Other”
bound ogether
1992,255). Death in

b apvp-

butitis aconcept v played with ina

‘warband observed, “dying is  big part ofthis game.” While “Wiping” (having your group

i




o developer-avatars with whips insisting players fight and kil each other” but there is always

atleast one large-scale battke every day i one ofthe regions. Remembering that MMORPGs are

games with o defnitive end. oly an “endgame” stae o being when you have atained the ‘
ighest levelbut continue playing for thesocial clement, the eemal ransfering of eritory |
bt the fsctons is what drivs the workd: in marketin for Warhammer Onlne, the

development company, Mythi, ses the phrase “War i everywhere” 0 describe the world

Individual player/avatar development and soictl change both rly upon tis never-ending

Fgure 42 Respawn window (crenshot by author)




ch as waiting

healing

When you

the ava

first layer of mediation by interfacing with computer hadware.

Deathi

Castro 1992, 254). According to Viveiros de Castro, transformation through cannibalism is

(1992, 156).




sating

e needed (o “crush” the enemy and “eat” them. When T interviewed Devin, he was familiar

‘and the “totality” or inality that cating an enemy signifid. In a metaphysical or vitual sense,

“cannibali

subscribers (“consumers”),

concep of|

delineated by level In Warammer.

both M playeas, ol

“drops,” or gold and items that the victrious player-avatarcan loot off the bods, which then

disappears.Inthis way, players “consume” enemies by killng o loottheir bodies. The.

‘general process of fundamental;

structures the worl.

41 Virtual Geographies: War and Memory

“The world iself is

wal vitual

the ephemeral “third-space” of the intemet the whit snows, deep green pine trees and arid



ind depth, Llike the “world" appears as
millions of lines space,

and avatar. it who
fixing technical “bug’ ' sabilty.

world that !
group.
L 009) and, according (o L
MORPGs, b
chat 2009, 106),
the
hereby also
1985).
not actual




p . cannot

Knowledge:

“landscape” (Bocllstorff 2008, 92). Second Life where some of Boelstorf’s informants

in asimilar world, L

eograp points for

the capture or defence of structureslike fortesses. Sociality i developed out of tactical

. through both

‘admiration o the asthetics as well functionally as means to characer development.




impact of continued and
‘and something beyond merely functional. Each “tier” i divided into six ‘zones, two cach for

Empire against Chaos, Elves against Dark

ach of the ‘racial pairngs” (which,inthe lore,

Elves and
daily basis: o
&
! very
obstacies, safe pls
he warband, insofar as it
Cultural knowledge of
stand in the Lord's '
best ot o ereate a tactical chokepoint.
Bon lopers; |
Myihi 1 inactivity, only to
when Tlef that my own server,
Phocnix Thy 1 had
e Tier | zones,




avatar 0 one of thefew servers eft to connect with informants, | immediately el like 1 id upon
my iniial foray into the world. 1 did not know the shortcuts or social conventions that were
bound up withthis new found land 1 had stumbled into. The earler rendering of the Tier 1 lands

1 remembered had been remodelled by the developers in response o players: while Mythic

Histened to players” ideas and ssues on the offcial forums, MMO players also vote with their
fectand the declining number of consumers spurred the development company 1o revamp the

introductory zones i bid o atract new and former players.

Social acivity (and lack of it is a kind of player agency in a sometimes oppositiona,

‘Sometimes complementary elationship with the developers that keeps the virtual landscape

changing. but despite itsdynamism, and through it interface with the consumption complex,the



thatof peoples” deaths” (Vi 1992,51). battle

appear

folklore. Virtual ering th
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The Crypt
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‘ knowing his
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-
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{hrough death and death narative.
42 Commodity, Consumption, and Postmodern Tourism
by the reail purch
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subscribers MMOs

virtal bate,

dust viesfor

ch as World of Entertinment and
Aion by NeSoft. As “game cultures” (Boellstorff 2008),these worlds are commodified and

marketed i a fashion simila to culura tourism sites

While 3

Killing and looting of

such as cnemy NPCs, other players and the consumpion of the very geography itslf. When

ken g "
while cach “re-spawns”
nature. Through the
f by subscribers “buying into” the
game cultue. L

forthe “fabrication” (Viseiros de Castro 1992, 72) of the ineractive companents of the

environment tha become “naturalized” (Bausinger 1990) into a consumable wilderness by the

“ereation”



“This process of

usto

(199, 108).

ity bu “enlarge their

of play (Fife 2004, 164)

Without

or culure, The “game culture” and social experience thatthe developers seck (0 commodify.

s resul of
sues of i " but p
api “touriss” bi
Bocllstorff observes that no one inthe virtual world of Second Life is a “natve.” yet they
" 85:91). Players of
nd o the

World

“hardeore”




who play lss than Norm, but make regular “visits” o the virtual world. While informans™

actual world el that the

¢ and addicts

udes the Tier 1 zones

and allows the “tourst” to experience the world until thy have reached level 12. For many

the world,

partof their overal everyday life

003, 354)

virtal

(Foster 1997: Donath 1998; Light 1999; Wellman 1999; Rheingold 2003) that ulimaly stem

from the virtual's As “almost real” . 5. virual

ds migh fabricated

inauthenticiy, designed for tourst marketing, but then perhaps made rea, o “created” (Viveiros

de Castro 1992, The debate th

“construcivist” and “essentialist” camps over the auhenticity and historicity of Maya identity

(@003,

oo “game culure
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chapter. how
o reactions to consumerism. The vemacular “game culture” of Warhammer Online ss driven
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uild ni Dark Age of e 2008, saying
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(Viveiros de Castro 1992, 72): both objecively inauthentic and experientally suthentc. Writing

1

postmodemist “real”

i he face of i Heid “state of Being” (Wang 1999,

359, 7 found

and self (1999, 360). Existent

authenticity is an important concept for viewing vi

e,
he Phoerix abit
o social
I tine with Berger and Dl Negro's discusio of phenomenlogy tat 1 applicd 0 the
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interest. Wit games like World of |
mortivations. and many oth Motivation,
world,
Regardic
Other, a*fantasy”: the
a5 Wang puts i,
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Chapter 5: Virtual Ostension and the Folklore of Cheating

play
player
thousands of players e
Each of these:
“the game”
world
life, there were always those people who cheated.
e
orl,
s pote
sed and these “gold,
farming” comps leading t




Vazsonyi 1983, 6). People

bear nd

world by re-casting it through action — “lving out the legend” (Lindah 2005, 164). In the

1 had mailt faded

constemation when 1 discovered the subject was enttled “HugeCheapSale!!!” Huge-cheap

indeed; inside the ltter werelisted pries for trading in-game gold:forreal money. This was my

Twould agold-

games, 1 had only heard of the MMO-specifc socio-economic phenomenon of “gold farming” on
fansites and forums. What does “gold farming” mean? Each MMORPG has an in-game.

i gol s case, which

their characters. The word “gold" was talicized in the last senence o highlight where “gold
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real-world

™). One

player said that i

it,taking al o your virtual

Two.

twenty people. This situation oceurred several times more over the course of my paricipant

obsevation and e cht within
th virualworkd YouTube,
Bele
M of h o ai
Mo

2009 fallowed logged n s mynew
e MO sy he

Korean
e out f i (n 2008 the Chinese

overmment made gl farming a ctal work crimaa ffens).



message from the developers, NeSoft 5

v gisthe play Gold farming is

generally y the majority of d players will

y by Killin gold famers

Gold farming. also referred o as “RMT” (Real Money Trading”)is a socio-cconomic

filita world money for virtual

s e e gl fring” ecause tht s what myiformants ko he phenomenon s te e “RMT was




Lineage. for RMT 008
(Heeks 2008,9).
and structure,

ng vi “power-leveling” players”
avatas, 2008, 14).

. they do not
sleep even if players
different regional "
namaty v Killing NPCs or enemy
rops." that is, m quality
is known as “farmi
e
"

of (End-User

Licensing Agreement) that players accede o in order 10 play.



(Heeks 2008).

Phoenix Throne in

guild “The Black Hand” and laterthe “Sons of Myrkwood” between April 2009 to May 2010

in November of Lal

ch " and

the game

between th oy, s inSt. John'

with Lynda D.,a veteran World of Warcraft player currently playing a level 40 Night EIf Hunter

avatar, When I frst March 2009, @ who had

-

virtal world tumed upside down:




my password. Th

bank..So I waslike, what? What's going on? .. When I staried 1o g0 nio my other characers

1 had een
robibed Inesence,  had been robed.
Lyodes Il of hee viual Thisisa
e game. Lynda contacted Blzzard,
1P adress and
" I . Lynd
i
1
ponsible: * Lynda had ot in fac, bought gold.
Lik
hacked, Lynd
e mail B drawfor

special mount” that linked t0 4 “professional-looking ™ webpage that appeared o be an offcial
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certain amount of time.”

Like Ellis asserts i
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1989, 209)
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legend radition, but when a user provides.

wilderness.
viruses or Trojans. When you launch the game clien, you connect dirctly o the game.

company’ “This

uncontollable and unprediciable threat (o the community.

52 Gold Farming as Cheating
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people, and very often

5.3 Anxiety and Power on the Internet: Farmers and Hackers

Right-clck on a webpage using a computer with Windows, and select “View page

Source.” This

constructed. The intemet itsel h

piece of software, be it s website or a video game. For many “users” the internet and most

 which i the point-

and-clck B
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s the “Evil Other” (Ellis 2005, 132). Similar o terroists in current North American
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P
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o
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Anderson's e 2006, 35). Vitual

player

 virtual worlds ke

World of i

with ease. It

1 as Facebook, M: Twiter,and Flica




of st Wesch tems “in
His work on YouTube,

YouTube

billions o 2008 Players in MMOS

imagined community.

Following on MeLuhan's “the mediu s the message” theory (MeLuhan 1964), Postman

e
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.
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1
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an avatar,
inside the text
55 Virtual Ostension

other roles a person might present (Lindahl 2005, 165). In MMORPGs, players are already

action exst

MMORPG World of Warcraft, Aliance (*Good”) and Horde (“Evil"), and as one commenter

a “Hlike you,

‘ you play with your pr 11 YOU ARE A' 112" (Maderlore,

Nayson 2007, comment posted 2008). The commenter is alluding t the fashion in which the

W how it was n keeping

1o the evil Horde facton in the game naraive.

What L “pure ostension”




potental

‘maintin the integriy and security of the enclosed realm of the game world. The community,

h
. and, beyond that,
of MMOs i
“quasi-ostension” (1989,
“farming”

their

YouTube. the

1
“didggefit who's




“authorites” of

A quick hitof the

9 key cnsbles Fraps? recording, and

drive that you may edit and upload laer,

positively about gold f gold farming,
company'
. 236). n MM
reer (0 “massively” o gameis
Warhammer
Onine
n
4 thousand
of players Boingboing Bl

‘August 8, 2008). The “Tarren Mill sver gold famers” video was posted August 31,2006 and

sy
iden




i
.
you
are hunters orlocks if pon
like mote'sete” Nayson 2006,
2007). iling
L is
that it i acceptable kil gold farmers f tha s indeed whit they arc.
Alon,and f
uploaded . when Ostensive acts

individuals med



atthe individual or small-group level. In my six months of fekdwork in Warhammer Online |

never had a violent encounter with a gold farmer, nor have | directly witnessed anyone killng

gion with many other people where gold farmers have a

gold farmers, but 1 have been i a

presence. In PVE areas of MMORPGs, where players usually cannot kil ach other, there i ltle

old farmers dominating an area nceded fo quests or spamming their wares.

e sores of gold farmers set up like

Large ity centresin Aion are rife withthe smalltened p
some bizarre absiacl course designed o get your attention. They place themselves in the middle

s wilzed daily by thousands of players, with advertisements declaring their

of main thoror
‘company's cheap price, elabilty and security. | have never seen anyone stop t talk t them.

and can il a report o the game company

Players complin about them i text and voice cha




The presence. k I iberof

people,
player areas and in cach recorded video the player is always alone. I say “usually” because there

YouTube video “Ch M
gashuffers1 said, i hi
i i -
ChadRoebuck 2006, 007
L broken nto
player
experience. b "
1d tems. He was from the
alland

e had been lying in order tosteal his guild members” ems.
cloak histhicvery, this player had

players” accounts o creae the appearance of the rumour.

Whena pl heir da did, 3

1991, 180). The

MMO gamers,



Inlightof this "

maintaining group cohesion, atboth guild s well as world leves.

medium

Social captal,

of the Oth

Actsof

actor.



Conclusion: The Death of Warhammer Online

Aion is sn MMORPG set wor

When

Throne server, As particular

as . ke the
bod
£
World of o
- The finst g
launch of 3
but
¥ 300,000 by late
approximately 100,000 by spring 2010.
“The decline of .
Alon, 4
World. Eve Online. When
. some alleged i
launch
period. In lae shutting dows

Phoenix Throne. Players were offered avata transfers 1o the remaining servers, which the




improvements and the designation o Tier 1 s an “endless” free-t-play trialina

the remaining player base and atract former players.

Phoenix Throne, role-players

o longer
players.
{ime between h the Soms of Teveaually
Mytic s dusbas
Was e ickd”
by imp “place” of Phocrix i
P

my desk game world. After |

. Hisa
Feldsie that 1

MMORPGS

e codd game rules and bt
game and havingfunplaying it




‘While anin-depth analyss of culture in Aion

‘and gain new perspectives for writing this thesis.
Phos the Sons of

insightul for me i tying tis work together, 1 nitially sruggled with how to wrie a conclusion

foraype by has no end. pe

For many

level, which, Inhi those who
per

Through 10 Aion, 1 concluded th docs. One

from Warhammer Online s the Sons of Myrkwood entered Aion.

Inthe frst A e
Warhanmer
Ontine “legions.”
on
the server Lumiel in A4 ¢ with which I




the same: sill a pes of spell, albeit with different d
animations. Other members of the guildalso created archetypes similar t their Warhammer

Online incarmations. Learing a new GUI and new gameplay,like mid-air combat, was a process

Figure 6.1 Wy Sorcerer, Endacron, n Alon (sreenshot by author)

From flinging fircballs s a Bright Wizard and slinging spells a5 a Sorceress t0 soaring

Sorcerer |

virtual

pop



perception.

Identityin MMORPGs is always constructed, peformed and socialy-situated. When

. .

Iihink,

quantifcation. None of my informants were secking escape from thei real lives, and the avatar

lives. 3

Rather than

placi A by

of literary fantasy.

virtual but, with many.
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Appendix: Glossary of Terms

terms (orindividual

the sender, and generaly does not change meaning.

Addon

Allance

Ao

- Warhammer

and are installed on the player's own hard dive.

courtesy when in a group to indicate emporary absence.

primary avatar. A player may create up o nine avatars 0n one sever in
Warhammer Online, most of which wil be considered as (see: Main).

“Aggression.” i
dealing the most damage. To “hold agero” (noun) of an NPC means tha a player
keeps the NPC's aggression focused on him or herself A player mightalso
bl

hat riggers a scrpted response when a player eters i)
A group of socially and tactcally united guilds (See: Guild)

Also “AR," “Area of Effect” refers o any damage (or n abilty/spell that causes
such damage) tha affects multple targets at simultaneously.

jological." o
are temporarily leaving the keyboard (0 use the washroom. This trm

o such biological needs.

that gives rewards when captured or defended.

Aspell o
c “buff” other pl




Camping

Dark Elves

Debu

Dot

DPS

B

Farming

Verb. Quickly kiling an opponent: a target may be “bumed” down fast

Verb.

players. Noun. A

camper is someone who camps.
One of several “archetypes of playable avatar classes; a caser is a class whose

A playable race within Warhammer Online. In Warhammer lore, the Dark Elves

revenge upon their brethren,the High Elves.

See “buff:"
temporarly lowerstheir sill o abiliie.
Dest
Realms).
nage. " Thi s
targe for

“Damage per second.” This i a standard MMO term used 1o reflect how much
e ouipy iype

char caster archetype, for example,

101 healer archetype.

Avace of sentient beings in Warhammer lore (See; “Dark Elves' and “High
Elves”)

o, A st of ke bl eded o b ltprod

erb. A pl
an motion o felingby the wse o an cmot. s s Oudie may

it it g cxprioc i
Hfarming,”

Players. Nown. Frming is condcted by a “frmer



Flame Noun or verb. A

often leads o a “flame war” involving multiple partes that can often overwhelm a
chatsystem.

FF “focus fire,” forall
10 target the same enemy and focus their damage output.

Gank When higherlevel
player. Ganked, Ganking.

Gobbo  An endearing term for Goblins (see: Goblins)

Goblins A race of
o Wkt O s WARS

Guild
Guilds often function a both tactical units and social groups.
8 “gold” 100 copper
‘make a silver piece and 100 silver make a gold picce.
Heal
10 estore the Hitpoints of nothe player o the part of a ealer (Se: Heale). A
player may cal for “heals” or thank the healer for “the heals.”
Healer i avatar “archetypes.
party memmbers. The Healer's function s support, which is accomplished by
in comb.
e Hitpoinis. Thi
ality. ‘s hi I zero he orshe.
i, and bt respav ¢ i 0 b e,
HoT Abbreviation for “heal over time.” In Warhammer Online, this is an abiliy that
i time.
INC Atext " nemy players.
conjunction INC
5),and may also be appended by location (ie: INC $ east gate). The clariy and

length of such INC warnings i dependent upon how much time the player



MMORPG

Mob

Ninja

ly not much
bearing down upon him or her).

Abbreviation o “influence,” which is one of three types of poi

points unlocks item rewards.

‘Common intemet lingo for, “laugh out loud.™

o
attenion on from secondary charactrs (see: Als).

in close combat.

. which refers

Another abbreviation for “Massively Multplayer Online Game,” efering
specificlly to vinual game worlds.

ly Muliplayer * This

level

‘See “NPC." Noun. Refers o asingle o group of hostile NPCs.

“nerfed”, Opposite o over-powered (See: OP).

Verb, To ninja" batlefield objectives o forresses means a smaller than usual

)

+playable
character” (which means an avat n the game world that is computer-




Pairing

Jied) The . e

‘merchans or quest-givers that players interact with.

‘Verb. “nuke that oiL" Common term refering (0 using the powerful ranged
Jarly the AcE:

‘Wizard, Noun. Caster classes have spells referred 0 as a “nukes.”

phrase “on my way.”

the group.

One of the realms in Warhammer Oniine (See: Realms).

“onthe way.’
acknowledged orders and s moving towards the goal

“puiring
the world, where cach Realm race is opposed t0 it counterpart. For example, in

the EIFlands pairing, Elves are paired against Dark Elves.

1) A common MMO term used 1 eer 1 & group of players.In Warkanmer
lots open,

player i
awarband. Warhammer

found.
Warhammer Oniine, and rarely secn in RVR arcas outsde of warbands).

q
another player)

“postern door”,

These are

verb.

farming companics who offer a power-leveling service.



PE

3

Region

Respawn

Abbreviation for the server “Phoenix Throne.”

engage NPCs in combat.

Generic MMO term meaning “player-versus-playes” (as opposed (0 “player-
" or PYE

usualy those of differnt facion.

“rank” (which is
experience “level").

Warhammer Online sdopts the popular use of this term o refer 0 different

play as. Dark and
bl Humans and

species.

Warhanmer Online i divided into two main factions, or “realms”, Order and
Destruction.

atack targets at a distance.

Zone) and
evel of text chat that can be read by anyone within the same Zone.

np. No penalty is
having to travel back to wherever the group i locaed.

1 also: “res,”).

v
immediately to the healer’s locarion. By virue of the nature of Warhammer

enem,

Role-
‘which players spesk in characer,




RPers

SR

Sore

Noun.
the standard server social environment allows for.

paper games.
1) verb. (also: “roled”)To *rolI” over an enemy, meaning your force destroys

1o create character itributes in pen & paper RPGs.
See: “Snare”

“Renown Rank” -  second type of level, based on player-versus-player combat

c — the player-versus-
player combat.
Community in
Core, which
has lss restrictions on PYP combat areas; and Role-play, which is meant o atract
Role-play
“Secenar

hich i an in- roups of

limited temporary area.

immobilize targes,
Abbreviation for a player-created addon (See: Addon) cntiled “Stae of the
Real i

atack/defence status of bate objectives and keeps.

“Sorcerer
‘considered caste” archetypes (or RDPS), which means they are designed to deal
magic damage to targets at a distance.



we

 abilities). In every

pec'ed” effect,

One “archetypes.” A Tank

from enemics, while the rest of the party deals damage.

Also: “Whisper” “PM." Noun. A private message orlevel of text-based
‘communication involving oy (wo patis.

“Term referring (o your avaar

‘Abbrevistion for the MMORPG “Warhammer Online: Age of Reckoning.

“warband,” which is
consisting of up to four paries (or 24 people) at fll capacity. A wasband is
larger social and tactical grouping than a party.

Initalism referring o an RVR Warcamp. The warcamp s where players load

Killd, it is considered a “wipe.” A group may atiempt 0 “Wipe” an enemy group
o be “wiped” itself.

‘Common intemet lingo for, “What the fuck?”
‘Common intemnet lingo for, “What the hell?”
Expericnce Points, which are an indicator of avatar progression.

Noun: a substanial number of players operating under one command. Verb: the
cnem is “zerging’” means the opposing foction has formed a zerg. “Zerged™
references the destruction of a force by an enemy zerg.

‘The virtual space on cach serveris divided into three “pairings,” (See: Pairing)
one for each race, and within each pairing every map is known as a “zone.
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