View metadata, citation and similar papers at core.ac.uk brought to you by fCORE

provided by KU ScholarWorks

COMMUNICATIVE IMPLICATIONS OF THE MODERN VIDEO GAME:
AN AUDIENCE-CENTERED APPROACH

BY
©2010
Kyle D. Richards
Submitted to the graduate degree program in Communication Studies

and the Graduate Faculty of the University of Kansas in partial fulfillment
the requirements for the degree of Doctor of Philosophy.

Chairperson Tom Beisecker, Ph.D.

Donn Parson, Ph.D.

Diana Carlin, Ph.D.

Scott Harris, Ph.D.

David J. Cook, Ph.D.

Date Defended: December 2, 2010


https://core.ac.uk/display/213392681?utm_source=pdf&utm_medium=banner&utm_campaign=pdf-decoration-v1

The Dissertation Committee for KYLE D. RICHARDS
certifies that this is the approved version of the following dissertation:

COMMUNICATIVE IMPLICATIONS OF THE MODERN VIDEO GAME:
AN AUDIENCE-CENTERED APPROACH

Chairperson Tom Beisecker, Ph.D.

Date approved: December 14, 2010



il
Abstract

The advent of the home video game console and three decades of continuously evolving
gaming technology has had a profound impact on American culture. While mang studie
have investigated various sociocultural outcomes and conducted behavioral correlation
analyses of video games, few have examined how individuals talk about, or share
meaning from the game outside of game play. This analysis first neeflyws extant
video game research and arguments for the increasingly immersive dgpaging
video games, then identifies a lack of focus in the literature on the communica@gct a
of audience-centered analysis of these games via gamer-generated blogssagkm
board interactions. Subsequently, a rhetorical analysis of two independentdnlog
World of Warcraft (WoW a massively multiplayer online (MMO) video game examines,
from a communication perspective, the inherent structure of the game| as i
various methods by which the gamers discuss and share meaning about in-game and out-
game experiences. A rhetorical analysis of gamer’s out-game t&lod¥centered
message board forums and blogs is then conducted via the lens of dramatism. The
theoretical underpinnings of this analysis further concretize the value arssiheoéa

communicative lens as a privileged voice in the field of video game studies.



ACKNOWLEDGEMENTS
The author wishes to thank his parents, Steve and Bobbi Richards, for their enduring love
and support throughout the incredibly lengthy journey from the start to the completion of
this document. Many thanks are also due to Dr. Phil Chidester for his sage advice, keen
insight, and pointed criticisms which helped greatly strengthen this studyy #rel t
many family members and friends (too numerous to thank) who were eternallystiptimi
and supportive of me throughout this entire process. Finally, special recognition and
thanks go to Dr. Tom Beisecker, who alternately wheedled, cajoled, cdtiaind

bolstered me throughout this long, strange journey into another world.



TABLE OF CONTENTS

INEFOTUCTION ... .. e e e e e e e e 1
SIS 4
MAIKELING . .. . e e 4
Video Game TrendsS. .. ....oviu i e e e 5

DemoOgraphiCsS......ccuuieie it e e

1Y@ 13 (] 10
Contemporary MMO'S. .. .o e e 12
World of WarCraft...... ..o 14

Proposal... ... .o e LT
LItErature REVIEW. ... .ottt e e e e e e e e e e 19
GaAMES & Play ... 19

EXIANt RESEAICI. .. .ottt et e e e e e e e e 23

Video Games & CoOmMmMUNICAtION.........uuiiiieie i e eeeaae, 26
ONliNE COMMUINILY ... ettt e e e e e e e e 29
RNELONC & GamiNg.......oeiie it it e e e e 32
MEthOdOIOgY ... ... et 34
INErOAUCTION. ..o e e e e e e e e 34
RedUCLION & SCOPE... ...t e e 36
Representative ANeCOte..........ouii i e 37
Elements of the Pentad.............oooiiiiii 40
S 42



Vi

TABLE OF CONTENTS (Continued)

DISCUSSION .. ettt ettt e e et e e e e et et e e e e 51
INErOAUCTION. ... e e e e e 51
WOW CURUIE. .. e e e e e 53
SNAPSOt iN TIME... oo e e 56
ANalySiS ProCeduUres. .. ... ..o ii i e 57
TREMES. .. 63
0 64
NOSEAIGIA. .. ... et 70
WOW 8S NECESSILY... ettt et e e e 76

ldentifying the RA. ... e e 86

Dominant Pentadic Element..............cocooiiii e 97
Dominant PentadiC RAtIO.............ovvi i e 101
IMOTIVES ... e e e e e e e e e e e e e 104
QUILEING WOW ... .. e e e e e e e 106
CONCIUSION. .. .. e e e e eee e 114
(00 ] o[ [1 5] o] o FN PP 115
INErOAUCTION. .. e e e e e e e e e e 115

RESUIS . .o e 117

[T a1 =N To ] o - T 120
IMPIICALIONS. ..o e e e e e e 122
] U] 0110 = 1 (T o 124

BibliOgrapny ... ... o 127



Communicative Implications of the Modern Video Game:
An Audience-Centered Approach

Introduction

2:00 A.M.

Rubbing my inflamed eyes, | realize I've been sigrat the computer screen for 20 straight hoursy M
back hurts. My head is spinning. My tongue istedawith a gummy rind. | can hardly keep my chifh o
the keyboard. But | can't go to bed yet. It'syft00 A.M. and | have too many important thingsltm
(Kelly 11, Massively Multiplayer Online Role-PlayinGames, 2004, p. 1).

Throughout history technological applications have had profound implications
and lasting effects on human culture. One realm with a decidedly pronounced impact
over the past two centuries has come from communication technology. From the
telegraph to the telephone, television to the personal computer (and internet),
communication technology is playing a more prevalent and ever-increasing tioée i
individual's everyday life in American society. One manifestation of thiagihaas
been the emergence of the video game (used interchangeably with ‘ghgiteal by
many game studies scholars) and its assimilation into the mainstreanmfpr ma
Americans. Simply stated, video games represent a currently importamalcult
phenomenon.

To begin, it is important to review the rapid advancement of video games as a
consequence of consistently improving computer technology. Video games are nnique i
that the technology upon which they are based and used continuously evolves at
breakneck speed. As a corollary, one might compare the advancement obtelevisi
technology over the same 30 years with advancement of the video game and its

capabilities. Whereas television became somewhat mainstream bydth85%0is, the



2
Atari 2600 was not introduced until 1977 and according to senior Atari game designer
Chris Crawford (1992) did not become popular commercially until 1982.

Until the advent of HDTV, LED and plasma screens, television technology
evolved relatively slowly, counting only tube and then projection screens as its only
iterations. In contrast, since the original Atari 2600 was released, therbd&veeven
successive generations of gaming consoles. Each of these at least doublea#sengroc
speed and power of its predecessor. In recent cases such as the XBOX 360 and
Playstation 3, the technological advancements have been exponential. Innthefreal
personal computers (PC’s) utilized for gaming, the enhanced processbiaspee
graphics card capabilities of a 2009 PC compared to one from 2000 are self evident. A
simple convenience sampling of a computer purchased in August 2000 compared to a
mid-market computer of comparable price found on the electronics ré&ageBuy
retrieved May 8, 2009 (Retrieved:
http://www.bestbuy.com/site/olspage.jsp?skuld=9180628&type=product&id=121804680
2510) demonstrates that today’s mid-market PC’s possess 7-10 times the pgocessi
speed and quadruple the graphics card capabilities of the 2000 model. This is
notwithstanding the 3-D shader technology or pixel rendering abilities of progngmm
and software inherent in newer PC’s which did not exist nine years ago.

This comparison is important because it underscores the depth and breadth of
commitment by the gaming industry to meet demographically diverser{@&@nteent
Software Association, 2008) consumer demands for better technology at a meich fast

pace than traditional commonplace technological applications such as th&dalevi
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Some of these video game advancements occurred due to the rapid expansion of
global technological capabilities involving the microchip, computer processilitgeabi
and graphical enhancements/improvements; however, critics also argueethey ar
function of Moore’s Law (1965), which postulates that the speed and power of
microprocessors double approximately every 18 months. Therefore, the gamingyindust
may be seen to some as the lamprey to the computer industry’s shark, andritieclea
gaming industry has benefited immensely from the rapid evolution in the power and
speed of hardware and software. Despite this, sales data indicate tltdt sisceassive
gaming platform and/or software is introduced, it is rapidly assimilatedmainstream
gaming, which fuels demand to constantly increase and enhance software andehardwa
and the cycle continues.

There are additional reasons beyond merely technological advancemettis that
gaming industry has been so successful. Chief among these include tlie relati
affordability of basic gaming consoles and games, arcades (TV has agarsal
example of this), and increasing socioglobal interactivity which explodédtiat
internet and in which video games were primed to assimilate quickly. Nitlsaid, it is
critical to examine in greater detail three specific reasons vdep\games are a huge
cultural phenomenon: their sales have burgeoned over the past few years, the agustr
attracted increased marketing attention, and game developers areathkangage of the
rapid technological improvements in the field to create increasingly compimersive,

interactive games.



Sales

First, video game sales have burgeoned over the past few years. In 2008,
computer and video game software sales exceeded $11.7 billion in the United States
alone (Electronic Software Association, 2008). Even while lagging approximately 3%
behind the global market, the U.S. video game industry is expected to see salestgrowth a
an 8.9% compound annual rate per year, reaching $13 billion in aggregatey 2046 b
(Price Waterhouse Coopers, 2006).

In the same Price Waterhouse Coopers (2006) report, when compared to global
mass-media growth of television and film, the 16.5% compound annual video game
growth rate far exceeds the 5.3% compound annual growth rate of film and 6.6%
compound annual growth rate of television. Price Waterhouse Coopers (2006) excludes
hardware and accessories from this figure, and posits introduction and marketipanetra
of the next-gen consoles such as XBOX 360 and PS 3, and portable gaming devices such
as the PSP and Nintendo DS as particularly salient to this continued growth.

Marketing

Furthermore, the video game industry has attracted increased marketimigait
The video game industry recently began to see more “tentpole” releasappf m
franchise games and sequels, including movie style preview advertisements, both
television and in theaters, as well as in cross-promotional avenues. QOmteareteelling
example of video games’ assimilation into cross-promotional endeavors tradjtibeal
domain of blockbuster films or popular television shows comes ftala 3 (2007), the
conclusion of Microsoft’s sci-fi trilogy based loosely on the Greeks’ tasidsat

Thermopylae. According to Pham and Friedmaas Angeles TimgSeptember 24,
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2007) interview with Bungie Software executives (a Microsoft subsidiargddition to
a production and design budget topping $30 millidalo 3 also had a marketing budget
of $30 million. Snider’'s (September 17, 200SA Todayarticle reports much of this
marketing budget included cross-promotional ties with Burger King, PepsiGee(in t
form of a new, Halo labeled Mountain Dew drink called “game fuel”) and NASCAR
(David Stremme’s #40 Dodge Charger got a ialo paint job theme).

The end result of this type of full-scale production and marketing, previously the

domain only of film and the most successful of television productions, waddlaB

took in an estimated $170 million, in one dmcording to an Associated Press report

from the October 5, 2007 edition OSA Today Lifetime sales for the game are
currently projected at over $700 million, with a profit margin for Microsoft of
approximately 90%, (as opposed to 40% for Sony’s blockbuster ngpigerman B
according to Price Waterhouse Coopers (2007).

These facts do not suggest video games are replacing television or tiilen as
dominant medium for popular entertainment (or aggregate profit). They merely point out
how profitable video games can be if developed and handled right, as well as show some
corollaries between the development and marketing of video games and the dentlopme
and marketing of traditional visual mass media. As Hollywood and TV executives ha
demonstrated countless times, if there is money to be made in a venture then someone
will make it: the same basic concept can inexorably be applied to video gamels as
Video Game Trends

The increasing prevalence of video game sequels known more commonly as

“franchises” suggest that more and more games will be produced in this mareer in t



future. Just as the realm of television, film, and literature has learnedmbfitability

of developing a serialized franchise and cultivating a corresponding fa(sieasier
example Harry Potter, Grey’s Anatomy, The Dark Tower, Pirates of thiédo€an, etc.),
so too have game developers. This recent video game sequel and franchising trend
carries with it the implicit assumption that video games are following previags-m
media trends to develop and maintain a core consumer base and maximize profits.

Halo 3(2007) as one recent example, supports the previous assertions that
gaming companies have a substantial financial interest in producing gaahesl
capture the public’'s imagination. The intent is to immerse gamers in aikadc
“world” and its stories (King and Borland, 2003; Kolan, 2007) to which they will
repeatedly wish to return. This occurs via sequels, spin-offs, or in the ddsssvely
Multiplayer Online games (MMOQO'’s) such &sar Wars: Galaxie§2003),Halo 3(2007),
or World of WarcrafWoW 2004), through purchase of expansion packs.

The primary purpose of these expansion packs, beyond the obvious profit motives
of the companies who make them, is to enhance and expand the game play and story of
the original game. This is done with new adventures and challenges (in sagte-pl
games commonly called “campaigns”, and in MMO lingo, commonly referred to as
“quests”) for players to undertake once they have successfully completenhor lgyred
with the campaign or quests in the original game. In single player gamesdthis in
the form of releasing a sequel or spin-off of the original game, in MMQO’sgtliisrne via
release of an expansion pack or “add-on” which is compatible with the original game
programming. In nearly all cases, the game “world” is also modified or changed

altogether to add to the immersive element inherent in exploring a new environment.



7

As Annisimov (2007) states: “One popular selling point is expansion packs,
either downloaded from the server as patches or sold in stores. These expansion packs
ensure that the virtual worlds in MMOs stay fresh and interesting, cogsthatiging.”
(Retrieved: http://www.wisegeek.com/what-is-a-mmorpg.htm).

Thus, video games can be viewed as being increasingly prevalent in modern
society. They have advanced rapidly as a consequence of improved computer
technology, leading video game developers to develop increasingly elaborasetivee
and innovative games. From this, their sales have skyrocketed and marKetiisg ef
have increased. The enhanced marketing and increased sales seek to lerplgyes
into the fold, players who will longitudinally play video games for years, if not decade
according to the ESA (2004; 2008) reports.

From the aforementioned examples, therefore, it can be asserted that video game
are an important cultural/media phenomenon. As a cultural/media phenomenon, games
are also an important communication phenomenon; in other words, they promise to
reveal to us salient examples of how people (specifically gamers) comteuniea
rapidly changing technological world. And, by bringing an increasing number @&rplay
into the fold via enhanced sales and marketing, video games are being played by a rapidl
increasing, broad spectrum of the population.

Demographics

Beyond the impact video games have on the financial market, there is also the
salient aspect of demographics. Traditionally, video gamers have been cimdcs
socially regressed white males. Evidence of this characterizaigis both in popular

culture, such as in the 2007 retrospective video game docum@riatiul of quarters:
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King of Kong as well as in some scholarly works such as in noted video game theorists
Wolf and Perron’s (2003) conceptualization of video game players as “horny nerds” (p.
viii). This casting of gamer-cum-nerd has proven both powerful and relativelipldur
for years, and although the language has changed, as recently as 2007 tbarAmeri
Medical Association’s Council on Science and Public Health issued a report which
described hardcore gamers as socially regressed. When coupled witi af Igenolarly
articles on the minimalization of female gamers (see for examplelCasd Jenkins,
1998) as well as industry statistics such as a 2005 report by the International Game
Developers Association that 80% of game developers are white males,itimeahohe
“typical” gamer as a nerdy white male has remained in the Ameridgeize

In the past 5 years, scholarly articles (see for example Jenkins, 20@&)| as
game industry reports such as the 2008 one generated by the ElectroniceSoftwar
Association (ESA) have demonstrated this to be not only untrue, but grossly so. The
same ESA (2008) report estimates that 65% of all Americans play videxsgana of
that figure, 40% are female. A recent report by the Consumer Electresaciation (as
cited in the April 17, 2006 technology section of New York Tim@dound that 65
percent of women in the 25-34 age bracket play video games, while only 35 percent of
men in that group said that they play video games.

According to a 2003 study published by The Pew Internet & American Life
Center, college-aged consumers encapsulate the largest demographic a¢hut@Q%s
reporting they had played video games and a staggering 65% reporting frequent or
regular gaming. While younger gamers are the most coveted demographic déethe vi

game industry, (similar to the 18-34 demographic that many television andudmosst
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covet) as of 2008, the average age of video gamers was 35 and those individuals have
been playing games for an average of 13 years (ESA, 2008). Thus, it is appatést that
video game industry has high consumer loyalty. This fact suggests tlzehass@ge
and continue to play, the percentage of people playing games will continue &séase
new, younger players begin playing and presumably follow longitudinal purchasing
playing trends much like gamers before them have.

In addition, as gamers who began with the Atari 2600 or NES have aged, many
have continued to play games at least some of the time, and some late adopters of the
technology have also entered the fray. As of 2007, 26 percent of Americans oggr the a
of 50 played video games, an increase from nine percent in 1999, according to the most
recent ESA (2008) report on gamer demographics. Indeed, even persons aged 65 years
and older play games, and of those surveyed who do play games, one-third play every
day as opposed to one-fifth of their younger counterparts aged 18-64 (Pew Internet &
American Life Center, 2008).

The breadth and depth of diverse demographic market penetration is not limited
simply to age or gender. In a Kaiser Family Foundation (2003) study as wedl as t
aforementioned Pew Internet & American Life Center (2008) and ESA (2008)sstudie
myriad demographic statistical data is readily available which showsitleat games are
played on a regular or semi-regular basis by some component of many rac@lakni
and gender demographic categories.

Coupling the aforementioned Kaiser Family Foundation (2003), Pew Internet &
American Life (2008), ESA (2008), and CSA (2006) statistics with the 2004 ESA report

that 50% of its respondents indicate that they will play as much or more thadothey
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in 10 years, the statistical data extrapolate to a substantially largegsmgly diverse
demographic who will spend significant amounts of time playing video games. k@om t
aforementioned sources, it can be asserted that statistical figures oh peagteation,
popularity, and financial impacts of video games occurring across largaaed
demographics represent a cultural phenomenon which has permeated American society
and will continue to do so for the forseeable future. Despite this, the video gameyindustr
is not standing pat or resting on its laurels. As the beneficiary of being in anyndustr
where technology is constantly and consistently upgrading itself, videodmrampers
are focusing on providing state of the art interactive and immersive gamits f
consumers.
Massively Multiplayer Online Games: History

As discussed, video game developers are creating increasingly edaborat
interactive, immersive, and innovative games as technology advancesva\{assi
Multiplayer Online Games are at the forefront of this new wave of vide@ gam
technology and application. Hence, a brief history of Massively Multiplayen®nili
Games and their offshoot genre, Massively Multiplayer Online Role-Rj&yames
(MMORPG's, shorthanded for convenience as MMQO’s henceforth) is required. This
history serves to help better understand both the MMOQO's role within the |aeger af
video games, as well as their impact on gamers who invest incredible amounts of tim
and money playing them.

According to Kelly Il (2004), MMQ'’s have their roots in traditional “tabjgt
role-playing games such Bsingeons & Dragong§1974), in which a group of individuals

gather at a central location. These individuals all have charactersaieegrieated,
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usually through selecting a player class such as Warrior, Monk, Paladin, Qranetc.
then determining attributes such as strength, dexterity, luck, etc., throligh obldice.
After the players are created, a system of rules is developed vis-a-vimthe master”
as well as official rules developed by the company that created tree gehading items
available for purchase, experience points and gold that can be gained and “spent” to
improve their character, and how the game will be played. This “game hastelly
the person “hosting” the gamers) then relates a narrative, either framtime stories
developed by the game developers in published works, or from his or her imagination.

These games were frequently quite immersive given that they werelexd,
interactive narratives limited only by the “game master’s” imagmnatiA typical
Dungeons and DragongD & D) game, according to a blogger website which s&e&s
D players, is 3-4 hours, and the games themselves can often last for 6 monthggdRetrie
http://richards.sdfl.org/ircrpg/dnd.html). Thus, role playing games, whetiieta@a or
online, require substantial player commitment in the form of time spent playing.

Kelly Il (2004) supports this assertion specifically concermfm/\ stating that
“Ordinary players typically spend 20 to 30 hours a week in these worlds, but obsessed
players spend every night, every weekend, every vacationyeéwsat a time—forgoing
food, sleep, and real human companionship just to experience more time in the virtual
world.” (author emphasis, pp. 13-14). Gahlok, a blogger from\ib®é/centric weblog
Frostbolt, actually ended up leaving the game due to the phenomenon Kelly 11 (2004)
referenced. He writes:

The game was probably fun until the last couple of months, for some reason |

ended up thinking that WoW was just playing 5-6 hours a day, 5 days a week,
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which seemed like a job (and not enough room to make other 3tdie were

even weeks that | would raid 6 days per week, there’s not much fun about it.

(author emphasis, Retrieved: http://frostbolt.com/2009/09/25/the-end-of-a-

jouney/)

While some tabletop games remain popular today, such as in the case of the role-
playing gameMagic: The Gatheringas personal computers and home video game
consoles became more prevalent, video game versions and variations of these games
became more popular. While essentially the same concept as their tabletopsseds
these games were different in that they did not require the physical presgaceeo$ in
a central location. Thus, the game developers, through the development of game code
and creation of virtual worlds, became the “game masters”. Prior to the mreamst
adoption and use of the internet, initial computer role-playing games siighas&

Magic (1986)or Ultima (1980)were essentially single or two-player games, with the
players competing on a single computer or gaming system in a predetermiasdfteri
adventures against the game’s computer-generated characters.

Contemporary MMQO'’s

Once the internet became relatively mainstream, the ability to engagertual
version of traditional tabletop role-playing games began. In these MMO’&rpleguld
link up to a central “hub” and play with or against not just a few of their friends, but in
some cases thousands of geographically disperse individuals who also had access to the
same hub through an internet connection. According to Annisimov (2007) “An
MMORPG is a computer-based RPG (role-playing game) which takesiplaa online

virtual world with hundreds or thousands of other players. In an MMORPG, a player uses
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a client to connect to a server, usually run by the publisher of the game, which hosts the
virtual world and memorizes information about the player.” (Retrieved:
http://www.wisegeek.com/what-is-a-mmorpg.htm).

He continues “The genre surged into popularity throughout the late nineties,
finding especially welcoming markets in Taiwan, South Korea, and America.”
(Retrieved: http://www.wisegeek.com/what-is-a-mmorpg.htm). Thisrsint
emphasizes that as the requirement of physical presence for game p&ynwested
due to the interconnectivity of the internet, people became more readily abledotinte
with others across the globe in playing MMO's.

In plain language, gamers in MMO'’s (just as in their tabletop predesgsser
tasked with various quests such as raiding a dungeon with members of a group (called a
“guild” in MMO lingo) to slay monsters, gain loot and treasure, and earn experienc
points to upgrade various abilities and attributes of their character. Overgiquesis
are completed, the gamers or guilds have fewer new things to do within a game.
Therefore, expansion packs are added on which feature new and progressively more
difficult challenges, in addition to adding to the lore and mythos of that partgardae’s
universe. Of course gamers are not limited to the proscribed game eseasithe
virtual world they inhabit is relatively open ended and players may choose samply
socialize with others, perform mundane tasks such as farming, or exploreuhé virt
world as a vagabond with no specific purpose in mind.

Despite this, the majority of MMO players purchase the game and pay the
monthly fee to play and complete its proscribed quests and tasks (Corneliussen and

Rettberg, 2008). With substantial financial and manpower resources devoted to first
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developing a successful game, and then capitalizing on that success via 24ehour li
programmer modification and oversight as well as game sequels or expansion p&cks, it
important to understand why successful games must continue to provide freshesoryli
for their players.

Furthermore, as the various MMO’s became increasingly immersive and
expansive due to the various add-on’s and expansion packs, gamers began to interact with
one another not only within the confines of the game world, but outside of the game in
various forums as well. This out-game talk between gamers representedein eetw
manner of interactivity for MMO'’s, one that exists outside the realm of imaditgame
play. Therefore, it becomes critical to narrow the focus of this study toeampéar
MMO that is the most popular, most developed, and with the most recognized history.
World of Warcraft

World of Warcraftor “WoW as it is known by parent company Blizzard
Entertainment and players alike, isr‘é;ﬁbrson MMO set in the virtual world of Azeroth.
The title is the # in a series of games from Blizzard Entertainment, which originated in
1994 with the real-time strategy video gawarcraft: Orcs and HumansThe original
game was a real-time strategy (RTS) game between a humanagsdy@icomputer
opponent, where the player was tasked with gathering resources, turning soosea®
into gold or materials, and then “spending” the resources to build a base and develop
fighting units. As a real-time strategy gariiéarcraft: Orcs and Humanskes place in
real time, meaning that while the human player is gathering res@amddsuilding his or
her base, the computer is simultaneously doing the same thing (e.g. both sides compet

simultaneously rather than turn-by-turn). The game is won or lost when a player ha



15
annihilated all of the opponent’s units or structures, or achieved a predetermined miss
objective as dictated by the game (e.g. “capture the flag” or “defend base for 10
minutes”).

Warcraft: Orcs and Humansvas followed up by two similar sequels. In 2004,
Blizzard Entertainment departed from the RTS game model and rel®asketof
Warcraft a 3¢ person MMO based on lore and mythos of the the previous games but
little else from a technical standpoint. (Retrieved: http://us.blizzardesem/
us/company/press/pressreleases.html). The game is based in thewartdaf Azeroth.
According to Corneliussen and Rettberg (2008) “Azeroth, the planet on Wudd of
Warcrafttakes place, has a long history of wars and conflicts between differentrraces
earlier times.” (p. 5.) This backstory, related when a player first logsglay the game,
helps orient the player to the “history” of Azeroth in order to better understand the
general theme of the game.

After players purchase the game, pay the monthly user subscriber fee, and then
log in to a server, they are faced with an immediate choice. As MacC&atkivart
(2008) relates: “The first decision a player makes when entéfortd of Warcraftis
directly related to conflict. Before choosing a side, character, claggsatar, they must
choose what type of server they wish to enter.” (p. 40). She then goes on to describe the
types of dedicated servers and what they mean to game play: “On ‘norahals @ther
enemy players can’t attack you unless you allow them to. . . .players in thoss. real
fight against the monsters of the game rather than other players.” (p. 40). She continues
“Realms in which players fight each other on sight—the PvP or ‘at war’ realms

predominate.” (p. 40).
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After choosing a server, a player will go about the traditional aspectaddcter
creation similar to those described in the aforementién&dD, and then control said
character--called an “avatar’—as they enter Azeroth and begin to play. Emegath
perform the same functions as described in the tabletop role-playing ghaies/e in
guesting and having adventures, except the simulation is virtual instead of told or
imagined via oral narrative. There are also many other activities béyotes
intended by the game designers (more on this later) that can be perfoviedi

As a so-called “8 person” game\WoWemploys either an over-the-shoulder or
diagonally floating camera angle depending on player preference.sThierent from
1% person games where the screen serves as the player’s “eyes” and thewnalse s
and rotates their head. The camera angle allows the player to see tlaginatddhe
immediately surrounding environment and characters at all times, and “flies” or
“swoops” with the character to follow the progress and action.

WoW like many games in the genre of MMO's, is decidedly a fantasy-themed
game. AsNoWblogger stewart94case relateéd/drld of Warcraftis built on the classic
medieval fantasy model, a combination of Tolkien, Camelot, and a liberal dash of unique
original elements mixed into the hoary stand-bys. The world is filled withasagils,
swords and shields, gold pieces and assorted items of value, and skills both worldly and
other worldly that a character can acquire with practice and effort — ansl drdumre.”
(Retrieved: http://worldofwarcraftmerchandising.wordpress.com/2010/03/2d/afr
warcraft-history/).

Since it first became availabM/oWhas quickly risen to become the undisputed

king of MMQO's, landing in the Guiness Book of World Records for “Most Popular
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MMORPG of All-Time” as of 2010, with nearly 11.5 million monthly paying subscribers
(Retrieved: http://gamers.guinnessworldrecords.com/records/pongaspx) paying
anywhere from $12.99 to $14.99 per month with one month of initial free play
(Retrieved: http://lwww.worldofwarcraft.com/info/fag/general.html). ase keeping
score at home, that's approximately $143 million in gross revenue per month, making
WoWnot just the most popular MMO on the planet, but very, very big business.

Referencing Kelly II's (2004) earlier assertion—namely thadlffeary” MMO
players spend 20 to 30 hours per week online and some play even more frequently—it is
apparent that the players are highly invested in their character and in the online
interactions the game provides. Further consideringMuwis the most popular MMO
of all time, itprovides a compelling artifact to study not merely for the game play; itself
but for the communicative implications resultant from such a diverse, widely papulate
and played arena within the context of video game studies. Finally, givaahghas
literally hundreds of message board forums and comment-enabled blogs whare playe
can discuss virtually any aspect of the game, it provides a novel avenue hytavhic
illuminate the various aspects of and about the game that make its players tic
Proposal

The purpose of this study is to investigate why people choose to\odyand
why they spend so much time outside of game play discussing it with othersplayer
Specifically, what is it about this game that instills such passion in itergl2ayWhile the
game play itself is undoubtedly the primary reason for individuals to devote such
significant time and money to it, how the players talk about and discuss the game is of

interest to unearth why the players are so involved with this particular game.
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Extant research in the emerging field of video game studies is a hodgepodge of
approaches from a variety of academic disciplines. However, thesessiadeimpetus
for research into what video games can mean, how they function, and, critical for this
study, how players communicate about the games they play and arrive at shargmyme
The idea of sharing meaning is not unique to academia, and assuredly not to
communication, however, while many scholars have posed this question with respect to
new media forms, few scholars have directly posed this question with respect to video
games.

An in-depth examination aVoWis an excellent starting point to foray into this
line of inquiry. By focusing on the most popular, widely-played, consistently p(@ged
30 hours per week according to Kelly 1I's 2004 book) MMO in history, this study seeks
to provide greater insight about how gaming influences people’s lives.

To that end, the study will be organized in the following fashion. First, a review
of extant literature is necessary to determine what research on videoigayaesral,
andWoWspecifically, currently exists. The literature review culminatels specific
research directives aimed at identifying where this study plows new gvatincespect
to video game studies and communication. Second, the methodology for this study is
espoused, focusing on deploying the lens of the pentad as espoused by Burke’s (1945)
theory of dramatism. Third, a discussion of the findings from the datasedtesralith
respect to the research directives. Finally, conclusions are drawn whiallttighl
implications for future research in the field of video game studies as waltdg {he

heuristic value of the present study for communication scholars.
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Literature Review

3:00 A.M.

Glancing at my real-world surroundings, | see,tecatl around the room, scraps of paper recordiagepl
names and coordinates, scribbled notes detailieguthereabouts of quest items, hand-drawn maps, a
homemade catalog of characters who've helped ané@dme, and shopping lists of items I'm searching
for. My eyes rest on the family dog, who commengesghining lament because | forgot to take him out
earlier. A 150-pound Newfoundland is not an aninvhb should be denied bathroom privileges. But |
figure his complaints won't crescendo for a whie, | have a little time before | attend to his redd
understand his suffering, though. My own insidesabout to rupture as well. But any real releefoing

to require getting out of my chair. And that woh&ppen until later. My real body will just hawewait a
few more hours. | have more important problemsttend to. (Kelly II, Massively Multiplayer Online
Role-Playing Games, 2004, p. 3).

Introduction

We shall begin with a brief review of prevailing literature on games ayd®la
better couch video game studies as an offshoot of well-established aaeaderic
inquiry. From that, to better understand the unique challenges and opportunities in place
for an application of rhetorical criticism to the realm of video games, it isteigain an
understanding of the history and scholarship of the medium, field, and its nomenclature.
Next, a closer examination of the predominant issues being debated in acgal®mic
criticism is warranted. In addition, an overview of contemporary rhetoridahigues as
they apply to the arena of video game studies will help orient this study in teitsis of
direction and scope. Finally, the literature review will examine the cuakit limited
research attempting to mesh rhetorical criticism with video game stadigédluminate
areas for closer analysis that have largely been ignored, particultrlyespect to
communication studies.
Games and Play

What is a game? Anscombe (1999), translates Wittgenstein: “How should we
know what a game is? | imagine that we should describe games to him, and we might

add: ‘This and similar things are called ‘games.” And do we not know any more about it
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ourselves? Is it only other people whom we cannot tell exactly what a garBaiighis
is not ignorance. We do not know the boundaries because none have been drawn.” (p.
69). This quote presents a rather daunting challenge, to try to define what & game i
when no consensus exists on what a game “is” versus what a game “is not”. Mateover
is vital to adopt a working definition of a game as such that will allow for fluid
movement to what a video game is for the purposes of this study.

To begin, an examination of not what a game is, but what it does is a worthwhile
starting point. The function of a game, generally speaking, is to “play” it (Bgic&im,
2006). Therefore, it logically follows that a brief review of play is fiesfuired before
attempting to define what a game is. Interestingly, the distinction igszlbeculiarity of
the English language, since the words and meaning for “game” and “play” in other
languages such as German and French are virtually synonymous (Parlett, 1999)

As previously mentioned, Huizinga (1949) asserted that games are the more
formalized version of play, which itself predates human civilization. In his blooko
Ludens: A study of the Play Element in Cultume states “Play is older than culture, for
culture, however inadequately defined, always presupposes human society, aisl anim
have not waited for man to teach them their playing.” (p. 1). More notably, théhFrenc
sociologist Roger Callois (1961) divided play into what he termed “four main rubrics”
(p. 13). These are: “agbn, alea, mimicry, and ilinix, respectively.” (p. 13)ndNo¢re
that the words are synonymous in his native French, Callois (1961) explains these as
games of competition, games of chance, games of simulation, and gamegof verti
Importantly, he follows up this taxonomy by coining two terms still widislgd in video

game studies to this day: paidia and ludus.
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Paidia is, according to Callois (1961), “carefree gaiety” (p. 13) and has been
interpreted by video game scholars such as Frasca (1999) and Shields (2009) ds/the act
a gamer of playing a game in the manner they please without regard for the rules
proscribed objectives, or intended purpose of the game. To clarify, a video gamer
engaging in paidia might playario Kart Wii (2008) simply to cause opponents to crash
instead of trying to win the race, play a college basketball game tbeseeeated player
designed after their legal communication professor can score 100 points in a game
regardless of team outcome, or pl&@pW(World of Warcraff simply to explore the
world of Azeroth and interact with people with no regard for quests or character
development.

Ludus, on the other hand, refers to following the rules and proscribed intent of the
game designer, and is often used by video game scholars such as Frasca (1999), Juul
(21999, 2001), and Salen and Zimmerman (2003) to describe “meaningful play”. Clearly,
these scholars fall into the ludologist disposition of video game studies in their
determination of one type of play as more meaningful than another based on pgvilegi
the system component of a game over player experience. Thus, with a (very) brief
review of play conducted, it is time to turn the focus to the concept of what a game is.

Avedon and Sutton-Smith (1971) cite Homer and Plato, amongst others, who
describe the games played during their era. They also mention similaalcaitifacts
depicting games from China and the Middle East, and discuss several books from the
1600’s through the late 1800’s which focused on games and their play. Games have been
studied for centuries, from ancient times to the present, and the presumed purpose of

games is to play them. Still, while beginning to formalize textually wkattk, a game
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is, for centuries games have only been defined by the rather nebulous “formadtzed sy
of play” definition.

Scholars have not come to a consensus on any one definition of what a game is;
several examples emerge from the writings of Avendon and Sutton-Smith (197dis Cal
(1961), Crawford (1984), Huizinga (1949), Salen and Zimmerman (2003), and Parlett
(1999). Itis not the intent of this study to weigh the relative merits of each independe
definition, rather, it is to find amongst the extant literature a workableitiefi which
best applies to the emerging field of video game studies. In his keynote atdhess
conference of the Digital Games Research Association, Juul (2003) defineg agéa
rule-based formal system with a variable and quantifiable outcome, whiere mlif
outcomes are assigned different values, the player exerts effort in@rdftuence the
outcome, the player feels attached to outcome, and the consequences of thaeetivit
optional and negotiable.” Simply put games are, according to Shields (2009)pfsyste
composed of designer-created symbols with which players can interact in pabscribe
meaningful ways.” (p. 8).

While by no means an exhaustive or wholly inclusive definition, the above Juul
(2003) and Shields (2009) definitions provide a functional starting point from which to
move to a working definition of video games. While there are various definitions for
what a video game is, according to Perron and Wolf (2009), “The definition of an object
and the vindication of its examination are certainly representative in the deffrangew
field of research. For the most part. . . .video game studies has passed beyoagethis st
(p. 4). Widely considered the preeminent video game scholar of today, Juul (2005), has

advanced a simple working definition that is widely accepted by a majority of video
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game scholars in stating that a video game is: “Generally speakjagyeplayed using
computer power and a video display. Can be computer, cell phone, or console game.” (p.
5).

Having established, albeit selectively, what a game is, and from thata witkto
game is, we next review extant video game research to show what video gaee studi
have focused on, and what has to date been overlooked.

Extant Video Game Research

While video game studies are a rapidly expanding field of research and inquiry,
most traditional video game studies have focused largely on defining and anticthat
field of video game studies, and on effects, primarily sociological, that videesgaiay
produce upon those who play them. There has been little research on gamersd¢isemsel
beyond effects-driven analyses of video games which drew upon Gerbner’s (1976a)
cultivation theory, Bandura’s (1986) social learning theory, or on the experiaspiatts
of playing a game (see for example Santos and White, 2005)

Extant video game study research includes a large contextual studgraed g
classification published in two texts by Wolf (2000, 2002), a study on the margiiaiiz
of femininity in video games (Consalvo, 2003), an examination of the experience and
role of presence in playing video games (Tamborini and Skalski, 2006), as well as
numerous studies of gaming effects on violence, aggression, and cognitive constructs
the players (see for example Lin & Leper, 1987; Funk, 1992; Sherry, 2001).

Some other, novel applications of social scientific theory to video game tesearc
endeavors include Davidson’s (2003) paper presented to the International Game

Developers Association in their “Ivory Tower” forum on a rhetorical look at galee
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within the game itself, and Whitlock’s (2005) “Beyond Linear Narrative: ustg Boal
Enters Norrath” article, which touches upon Boal’s (1985) interactive dramgy e
applies it to MMOQO’s (Massively Multiplayer Online Role Playing GameB)cci’s
(2008) “You are dead. Continue?” examination of interactivity vs. narrativity iractea
death during game play and Tyler’s (2008) “A Procrustean Probe” application of
McLuhan’s four digital laws of media to game play are other notable apiphs and
modifications of social scientific theory to the realm of video games. | &silyost
(2007) and Shields (2009) have both conducted studies on the rhetoric of game play
itself, the former via what he calls the “procedural rhetoric” of video gamether
realms such as politics and advertising, and the latter via a semiotic anctahetor
analysis of the “purpose” of the video gaifirepico.

Outside the realm of the social sciences, MMQO'’s have even been used by
epidemiologists to help study human behavior and reaction to theoretical plague
conditions, such as whalloWdevelopers at Blizzard Entertainment created an artificial
plague as an encoded virus in a particular dungeon level. This “plague” quickly spread
beyond the level the developers intended once players determined how to move it outside
the confines of the dungeon, and “leapt” from server to server. Some players actively
participated in spreading the “plague”, while others ignored Blizzard progeeshm
advice to quarantine themselves. Still others isolated themselves within tbegpang
so far as to kill any characters who came near where they had holed up. In short, people

acted in a completely random and unpredictable manner

! Known as the “Corrupted Blood Incident”, this viatyplague has achieved legendary status amaxggtgamers,
computer programmers, and epidemiologists alikeaddition to the epidemiological studies referehicethe text, an
excellent summary by a computer security firm @f ittcident and its aftermath can be found at
http://www.securityfocus.com/news/11330
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Balicer (2007a) subsequently suggested studying how players reacted to this
epidemic as useful for epidemiologists because he postulated that whileawtiual
world, gamers acted randomly in much the same way as people would in a real-life
epidemic. He did not suggest that gamer behavior would mimic their real-\hoitees
in a similar circumstance, rather, he suggested the randomness of alrgéayien and
behavior could be useful to study on a macro-scale. A follow up study by Balicer
(2007Db) in conjunction with the Linden Research Group has subsequently proposed
utilizing the MMO Second Lifeas a “virtual laboratory” to continue this line of research.
Beyond the more rigorous academically-based articles, others have emered t
foray of applied video game research, such as a college course at Taesitynof
Denver over online ethnography\WoWand the subsequent creation of student outputs
“in order to craft documents that effectively met the rhetorical needsdor t
community”, (Retrieved: http://writ1133.richardcolby.net/node/1) or the develaipohe
an interactive video game by University of Texas graduate studergd ahetorical
Peaks” for use in introductory rhetoric and writing courses (Retrieved:
http://www.bgsu.edu/cconline/gaming_issue 2008/King_Rhetorical_peaks/indgx.htm
However, while video game research is a rapidly expanding field of social
scientific inquiry, its relatively embryonic nature for the most palitlstiits publication
in primary journals to effects driven analysis. Applications and/or moddicabf
extant theory to the realm of video games, or theoretical postulates unique to video
games, are often left to newer journals, most of which are online, several of wehich a
still considered “fringe”. Specifically, in terms of gamer rhetondside the realm of the

game itself, there have been almost no studies conducted. As stated by INREAG),
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“...itis not particularly surprising that attention has remained focused on wiatsgio
to people, and not what people wah games.” (emphasis added, p.208)

In other words, while extant video game research has examined video games from
a variety of perspectives using a variety of analytical tools, neartyi@imize at best, or
largely ignore how gamers talk about games. In particular, only a few rexamdeo
games either within or outside the realm of in-game chat and communicatiooneit
another, and nearly all major communication studies journals ignore both #ascres
avenue, as well as video games themselves. As the function of video games is to play
them, attempting to study and interact with gamers in-game as an obsetvgpgrdris
highly challenging and time consuming, which may explain this phenomenon.
Video Games and Communication Studies

Currently, there remains a dearth of research from a communication standpoint
reflecting the views of gamers themselves concerning their vieleajames they play.
A systematic content search of 11 leading communication scholarly journals from
January 2000- August 200€@¢gmmunication Monograph€ommunications Quarterly
Journal of Communicatig@ournal of Applied Communication Research
Communication Researchournal of Communication Inquiryournal of Computer
Mediated Communicatigiduman Communication Resear€@ommunication Theory
Communication Studies, and Quarterly Journal of Speesslealed only thirteen articles
analyzing video games or gamers. Of those, all but two centered on effedts base
research concerning what games do to people, (latent violence effectsrhriarGe

(1976a) cultivation theory, Bandura’s (1986) social learning theory, etc.) and none
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focused on communication between gamers beyond basic discussion of gamers responses
to game stimuli or telepresence.

Therefore, most video game research only tangentially includes any
communicative aspect beyond the aforementioned effects-driven anallgss, w
generally eschew the communicative processes in lieu of the end reswdtk (threreof)
of playing a particular video game. With respect to the most primary form of
communication, talk, there exists limited scholarly research with resptee study of
video games and their players.

One study of particular note which examined video games via an audience-
centered approach was performed by Consalvo (2007) study in he€heakng:

Gaining advantage in videogameShe conducted an online ethnography of several
multiplayer and MMO based videogames, and interviewed players on their views of
cheating and cheaters in those types of games. This study is both useful atahimnpor

since it is the first to tackle, at least partially, gamer talk in-g@tbeit as only a smaller
ethnological part of a larger interview based out-game talk researcihcprdeging only

on the aspect of cheating). Beyond that, as Consalvo and Dutton (2007) argue, there has
been “little or no effort to develop a method for the qualitative, critical asadys

games” (p. 1).

Beyond Consalvo’s (2007) research focusing on gamer talk, there have been a
few other examples of video game research focusing on gamer talk. Thesg studi
include a brief mention by Juul (1999) of gamer storytelling outside the reajands,
an explication of the typologies of gamer in-game talk in a multiplayer ggméight,

Boria, and Breidenbach (2002), a study on socioemotional valence of in-game text
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messages conducted by Pena and Hancock (2006), interviews of gamers on th&esocial
of guilds inWoWhby Williams et al. (2006), an analysis of the lifecycle of Chinese MMO
gamers via content analysis of gamer rhetoric on message boards conducted by Jia
(2008), and a rhetorical criticism of the purpose of the video Jaopco by Shields
(2009).

If video games themselves have received little attention from communication
scholars in the past, the process of gamers’ sharing of their in-ganmeeges with
other gamers as an important communication phenomenon has been ignored to an even
greater extent by scholars. As previously stated, little research has nesondgamers’
in-game talk (see for example Duchenault et al., 2006) due to the complications of
attempting to study in-game phenomenon, particularly player interaction, since the
function of games is primarily to play them. Within an MMO, a researcher encaunter
several issues, some ethical (undercover ethnology within a “guild” or online advent
team) and some practical (attempting to study gamer interaction whilagothe game
limits the game play and could create an Asch or Milgram effect).

Thus, analyzing video games from a communication perspective proves to be
challenging. Little research has been conducted which privileges the coratiuenic
processes which take place either within the game between players, or outsidgeehe ga
As attempting to study in-game talk is exceptionally difficult, focusing organte talk
is the most salient avenue from which to pursue analysis that focuses on comornicat
With respect to out-game talk, the primary arenas where this type of comtmmisa

most prevalent occurs in game-specific blogs and message boards.
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Online Community & Blogs

The notion of studying gamer talk is a critical one. It is in the process ofghari
meaning that people come to understand what they have experienced; one nodiar go s
as to argue that, through this sharing, the experience itself is fundamehé&albed;
some aspects are forgotten, while others are emphasized and enhanced. As &) exampl
studies of online message boards provide insight into the importance of online discussion
both as an artifact for discovery and review, and to the individuals participating.

There have been numerous studies on the subject of online community, primarily
relating to message boards and blogs (see for example Baym, 2000, Preece, 2001,
Andrews, 2002, and Blood, 2004). These studies primarily seek to identify and define
what an online community is, what it does, who(m) it serves, and in what capacity.

According to Andrews (2002), “Community is no longer defined as a physical
place, but as a set of relationships where people interact socially for muteét.be
Online community is a social network that uses computer support as the basis of

communicatioramong members instead of face-to-face interaction.” (emphasis added, p.

64). Therefore, online communities are places where individuals go to paeticipat
sharing meaning with one another, usually on forum-proscribed topics that are as
abundant as those found in the “real world”. Forum topics are limited only by the online
administrator’s discretion and the input of the participants, and can include griytinm
baking tips to sports teams, soap operas to video games.

As previously discussed, research into video game online communities has been
relatively limited; indeed the only primary studies which examine online gaming

communities are the aforementioned Jiang (2006) and Consalvo (2007) studies on
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ChineseNoWgamers and video game cheaters, respectively. However, non-video game
related research on online communities, such as Baym’s (2000) study of messdge boa
interactions concerning soap opera fandom, provide support to the assertion that online
interactions are both real and important to many individuals who participate.’sBaym
(2000) study reviewed fandom of soap operas, and the online discussions by participants
on a message board devoted to them.

The study found that for the participants, the story and interactions of the
characters on the soap opera were very real and highly important to those wgexlenga
the discussions. Arguments, flaming (a buzzword used to describe message board posts
which serve only to attack, disparage, and “enflame” others), alliances lzeteé sle/ere
all commonplace on the forum. Additionally, as certain more prolific members of the
board became well known to the participants, they assumed characterizations“tueh as
one who flames”, or “the one who loves X character but hates Y character”. As Baym
(2000) discusses, there were also several tangential offshoots from they foicoa of
the message board (soap operas) as many participants also began to dississ iss
unrelated to the soap opera such as pregnancy, marriage, and life in general.

These discussions, along with the mainstream ones concerning the message board
forum topic of soap operas, eventually developed into what Baym (2000) referred to as
“online communities” in which the participants were highly invested. Moreover, these
online communities helped to reify the objectified experience by theiparits and
become a “community of practice”--an interesting corollary whetkestibject is a TV

show or an online video game.
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Along with online forums, another significant presence in online talk is the
weblog, or “blog” as it is commonly referred. According to blogger Dave \\ivieo
currently operates the longest running blog on the internet, “Weblogs areupftated
sites that point to articles elsewhere on the web, often with comments, and ® on-sit
articles. A weblog is kind of a continual tour, with a human guide who you get to know.
There are many guides to choose from, each develops an audience, and there's als
comraderie and politics between the people who run weblogs, they point to each other, in
all kinds of structures, graphs, loops, etc.” (Retrieved:
http://newhome.weblogs.com/historyOfWeblogs/).

Just as message boards provide a forum for multiple users to engage in
communication via interaction or merely “lurking” (reading but not posting), blogs
provide a forum for an individual or individual to post their thoughts and feelings on any
number of topics. While a blogger is usually not restricted to any one topic, many stick
to one arena as an efficient way to find, develop, and maintain a core-audience of
interested individuals. Additionally, while the first blogs were merely méiron
portals, as technology has advanced many newer blogs now feature an additional
comment section which allows the followers of a blog to respond to the author and one
another. As Blood (2004) asserts, “For many, Weblogs are unthinkable without
comments and the community of readers that comments make visible. Indeed, some have
criticized comment-free Weblogs as an inferior form of broadcast mégieb).

Therefore, it has been determined that online communities exist, both in online
message board forums and blogs, and that the interactions and sharing of meaning in

these communities is both real and important to their members. Thus, it can béylogical
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inferred that it is vital to examine gamer talk outside of games indhbire
communities, focusing specifically on gamer rhetoric in blogs and message Wwbards
interaction is not limited or bottlenecked by game play. Ludologists, oe tfa@orists
who reject the notion of games as being narrative, tend to agree. For example, Juul
(1999) describes this “out-game rhetoric” as “stories” about game plag largely
dismissing the actual game play as stories themselves.

Perhaps even more telling, however, is the ability of examining rhetorigalteut
of gamers for “deep meaning”, to also provide important findings even for gamerschola
who view true gaming as paidia. What kinds of things might someone who plays a game
simply for the sake of playing, uninhibited by gaming rules, objectives, or contstrai
find important or interesting? Rather than spend time arguing about what games ar
are not via sacrosanct definitions and partisan semantics, examining hovg,gamer
themselves, talk about and reflect upon games provides the impetus to “begin at the
beginning” by studying gamers talking about games free from paratitgroastraint.
Rhetoric and Gaming

Earlier in the chapter two studies were mentioned which apply rhetortozkan
to the realm of video games. Both Bogust (2007) and Shields (2009) argue for the
inclusion of video games as an artifact that can be rhetorically analyzed.t Bogus
among the first to argue that since media studies already analyzerkiestioaic,
videogames, thanks to their basic representational mode of procedurality (rule-based
representations and interactions), open a new domain for persuasion; theyaraalize

form of rhetoric. He coins a new term, “procedural rhetoric” by which he sutaé
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video games are in some ways symbolic manipulation, and points to politics, marketing,
and education as three arenas where this is most evident.

Shields (2009) uses semiotic analysis to break down a video game into its various
sign-based components and rule-based structure, and then analyzes the stradegy ga
Tropicofor its rhetorical “purpose”. While both of these studies provide an exploratory
foray and justification into videogames as rhetoric, neither focus on the rhetoric of
gamers as it relates to the games themselves.

Furthermore, both studies deploy rhetorical criticism from the lens thgathe
seeks to persuade in some manner. While this is certainly a traditional neaanmgloy
rhetorical criticism, and both authors adapted a novel approach to it, it presuppoaes that
game has a primary or secondary agenda enmeshed with the game. This tends to lead the
authors away from the individuals playing the game and their attitudes, \eahdes,
beliefs concerning the game and game play itself.

In that matter, to the current study’s way of thinking, these authors put the cart
before the horse. What do the people who actually play the game think about the game?
This, it would seem, is the appropriate overarching question to ask. Therefore, an
expanded analysis of gamers’ out-game rhetoric is essential to gdteraupnderstanding

of not simply what a game is to those who play it, but also what it does.
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Method

5:00 A.M.

I've been up all night . . . . I'm moving in bleasijow motion. The bear growling in my belly aneé thow-
quite-extreme preeruption-geyser pressure in ngstimtes are telling me that it's time to do somwjtelse
for a while, something healthy, something lifedaffing. But I've learned to ignore my own physical
complaints. The needs of the real body come sedohave more important things to worry about than
bursting bladders, sleep-deprivation-induced pssish@nd a stomach beginning to digest its owmdjni
I'm focused on what's important in life—the gam&e(ly Il, Massively Multiplayer Online Role-Playing
Games, 2004, p. 5).

Introduction

In A Grammar of Motive§l945), noted philosopher and rhetorical scholar
Kenneth Burke asked a seminal question which would influence many of the liberal arts
disciplines significantly thereafter: “What is involved when we say what pewpldoing
and why?” (p. xv). The subtext contained within this question in turn becomes reflective
of the title of the book. The portion “when we say what people are doing” (p. xv) alludes
to one of Burke’s primary contentions. Namely, that language arose as human being
tried to communicate and relate with one another to understand about things in the world
around them. This language, this grammaarBurke (1945) refers to it, is the first
concept contained within the above statement.

Second, Burke’s (1945) ending of the sentence with “why?” (p. xv) refers to his
notion of motivesinasmuch as he utilizes the term there specifically for discussion of
language choice. As Burke (1945) relates, “Strictly speaking, we meaGitayranar of
motives a concern with the terms alone, without reference to the ways in which their
potentialities have been or can be utilized in actual statements about motived” (p. X
The “terms” Burke (1945) is referring to are the elements of the draimaestad,

which in turn form the bedrock for his methodological approach of dramatism.
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As briefly discussed in Chapter Two, the dramatistic approach--and within it
Burke’s pentad--is the selected tool for this analysis. The reasoning behiokdilcrs is
simple: There is this thing, this artifact, which exists. In this casaitiideo game. It
has been established that video games are a significant cultural phenomenon which have
interesting communicative implications in terms of the sharing of meé&eitvgeen the
gamers themselves. This sharing of meaning, this intersubjectivithatz{t932)
would call it, is constructed through their language choice in out-game talk. From this
intersubjective out-game talk, gamer motives and indeed self-identitidseaanearthed.
Foss (1996) agrees with the above statement, in her explication of pentadicrcascia
means to understand the way in which a rhetor encompasses a situation through-rhetori
through the selection and highlighting of particular terms” (p. 457).

The video game itself, and through it the gamers who play it, represent an idea
arena upon which to focus the lens of pentadic analysis. As Shields (2009) states, “Si
the world created by certain video games are recreations of a series ef thamthe
five elements of dramatistic theory — the act, the agent, the agency, posgand the
scene — are also present” (p. 1). If the game “world” recreates a sezientd, and
gamers play a role within that MMO (Massively Multiplayer Online RRikying Game)
game world (which is itself a kind of virtual “stage”), then it makes sense thiabtie
game rhetoric would be a reflection of the game play. The game world eansiare
gamers perform, on various levels (or “scenes”), often with purpose. Therefore, their
rhetorical outputs related to that role in its arena dovetail nicely witbusdspects and

ratios of the pentad, from act to agent, agency to scene.
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The choice to employ pentadic criticism for the analysis of video gameidistor
therefore a parsimonious onAccording to Foss (1996) “the critic who wishes to use
pentadic criticism as the source for units of analysis approaches act antitaur steps:
(1) selecting an artifact; (2) selecting a unit of analysis; (yaing the artifact; and (4)
writing the critical essay” (457). In this study, the artifact is the antegyrhetoric of
WoWgamers, and the unit of analysis is their individual comments Wt centric
blogs. Analysis occurs via pentadic analysis, for the reasons outlined abaweto Pri
delving into the intricacies of pentadic analysis, however, we must firstclozay
examine Burke’s (1945) treatment of language and representative anacdcienmar.
Reduction and Scope

Throughout his prolific career, one of Burke’s primary assertions was khat al
language is inherently symbolic. That is to say, a symbol only has meanimyiaaas
it also has a limit to its meaning. As a relatively basic example, teasagthing is a tree
is to say it adheres to the conventions of what that particular language drasi roed
encompasses what a tree is. At the same time, saying something is alsegas one
example, to say that it is not a human. Conversely, while conventionally a heaoristic f
most people, saying that someone is a human implies that they are also "not tree
amongst millions of other heuristic taxonomies. Burke (1945) clarifies this: rfilds
thoroughgoing dialectical opposition, however, centers in that key pair: being and Not-
Being. The process of transcendence may, of course, be reversed” (p. 34).

Burke (1945) clarifies this idea of language as symbolism vis-a-vis his cencept
of scope and reduction, whereby one’s vocabulary has scope which refletys lvaali

also inherently contains reduction by which those same words exclude some gieaning
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Men seek for vocabularies that will be faithful reflections of reality. Toehes

they must develop vocabularies that are reflections of reality. And amnyicele

of reality must, in certain circumstances, function as a deflection dfyreali

Insofar as the vocabulary meets the needs of reflection, we can say thahé has

necessary scope. In its selectivity, it is a reduction. Its scope and oeducti

become a deflection when the given terminology, or calculus, is not suited to the

subject matter it is designed to calculate. (p. 59).
Representative Anecdote

Closely tied to the concepts of scope and reduction is Burke’s (1945)
conceptualization of the “representative anecdote” (RA), which serves @Eoporm
of equipment for living via language and symbolism to help recreate realitis RA
function much as their name suggests. In a particular culture or communityexistre
stories, or anecdotes. These stories are widespread and varied, but over time one
particular story begins to become, for lack of a better term, “dominant”. Dinys st
appears repeatedly over time in that particular community or culture, aledtiadrie may
be minor discrepancies, the essence of the story remains unchanged. Whieythis st
may have preexisted the individual’s within said culture or community’s speaking
them, it is in the speaking of or about them that they gain significance. Thus tbetanec
becomes representative of that particular culture or community’s overguideiology.

In many respects, then, a representative anecdote is similar to a mytholog
Individual myths reveal a mythology, but the entire mythology isn’t present isiaghe
myth — together the stories constitute the mythology. And, just like a mythology, RA’

preexisted before specific individuals comment on or about them (in this case on blogs
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and message boards related towwld of Warcraft a.k.aWoW. However, the
individuals focusing on the subject at hand (in this ¥8e®\ are all familiar with the
RA, because in essence it shapes their worldview and informs their thoughts @msl acti
and there exist hints of it in the gamer talk. In actuality, an RA doed\ettaatt— shapes
the language that the gamers use.

These RA’s are products of selection and can inspire different incarnations
amongst those sharing meaning as the RA is communicated about, analyzed, and
criticized. As Burke (1945) states, the RA is both “supple and complex” (p. 60), meaning
that while it is “a unifying central position around which to construct terminology”
(Shields, 2009, p. 22), it does possesses the ability to adapt and change, and may possess
degrees of differentiation amongst the audience. Examining the dataspbfentaal
RA which shape8VoWgamers’ worldviews as well as how they experience the world of
game play is one avenue which requires investigation.

Burke (1945) states that “A representative case of human motives must have a
strong linguistic bias” (p. 59), thereby linking the notion of the RA to that of dramea. H
explains:

It is enough to observe that the issue arises as soon as one considers the relation

between representation and reduction in the choice and development of a

motivational calculus. A given calculus must be supple and complex enough to

be representative of the subject matter it is designed to calculatestibave

scope. Yet it must possess simplicity, in that it is broadly a reduction of the

subject matter. And by selecting drama as our representative, or ittb@ma

anecdote, we meet these requirements. (p.60).
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According to Shields (2009), “By motivational calculus Burke is referencing the
product of an applied methodology — an argument as to who or what in any given artifact
can be said to be the origin of action as opposed to motion” (p. 23). Shields (2009)
continues: “At the moment that a distinction is drawn between action and motion and
thus often when a situation is described, humans will attribute action to a myriad of
things. This is the subject of dramatism” (p. 23). Shields (2009) assertion therefore
draws attention back to the quotation at the beginning of this chapter, namely “what
people are doing and why” (Burke, 1945, p. xv). The five terms of the pentad were
Burke’s (1945) methodological response attempting to investigate and potentially solve
that question.

Analysis of RA’s has not been limited merely to the conventions of traditional
rhetorical artifacts, either. Brummet (1984), for example, advocated tothmot
deployment and analysis of RA’s as a means of enhanced media criticismbwtibe
representative anecdote is a lens, filter, or template through whickcatrties and
reconstructs the discourse. Subsequently, the critic represents the e$tleace
discourse by viewing it as if it follows a dramatic plot (Harter & Japp, 2001, p. 412).

Furthermore, Harter and Japp (2001) argue that the analysis of RA'sfigibéne
to understanding a particular culture:

A representative anecdote establishes parameters, norms, and hierdntaies w

developing and reinforcing language and other symbol systems that willeopera
within its boundaries. As such, the representative anecdote is especialbleralua
for a critical analysis of the implicit assumptions and values held by aybartic

culture as manifested in that culture’s mediated texts (p. 413).
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This quote is especially telling with respect to the analysis of gdma@aric
within the subset of both gamers as a whole and MMO players specificallyer Hiag
Japp’s (2001) argument that attempting to identify RA’s helps “get at” the aibweecof
a group meshes well with this pentadic analysis of what is important to videasgamer
what it is, rhetorically, they privilege in their sharing of meaning.

As discussed earlier in the chapter, a RA functions as a pseudo-mythology of a
given rhetorical artifact. It is a “transcendent binding” which individuaks given
community (in this case onlin&oWgaming community blogs and message boards)
repeatedly return to via their language choice and the rhetorical outputmithiege.
This occurs via either quality (or forcefulness and complexity of statsijremguantity
(repetition of statements or similarly-themed statements) of theimeois. Once it has
been identified, the RA provides a framework by which to understand the specific
pentadic elements, and from them pentadic ratios, in the gamer talk. The girestion t
becomes, how do these ratios help the gamers relate to this symbolic world they've
created? To answer this, it is important to first identify and discuss therte of the
pentad as they relate to dramatism as a whole.
Elements of the Pentad

As an explanation for motive, Burke (1945) identified five key terms in

dramatism which he referred to as the pentad. These terms are act, geeh@gency,

and purpose. The act describes what took place, the scene discusses the background of

the act or “situation”, agent refers to what person or type of person pedfthmact,

agency describes the “means or instruments used”, and purpose indicates threason
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the act. (p. xv). There is also a “sixth element” of the pentad, “attitude”, which more
clearly addresses the “manner” or “how” (p. 20).

Burke (1945) then aligns Aristotle’s six elements of tragedy withldraents of
the pentad as such to show the relationship of the pentad to the conventions of drama: 1)
Plot to act, 2) Character to agent, 3) Thought to purpose, 4) Spectacle to scene, 5) Melody
and 6) Diction to agency. His overall intent with the Grammar was to illuminate
power of the pentad for getting at people’s motivations: “We hope to make cleaaybe w
in which the dialectical and metaphysical issues necessarilgfiguhe subject of
motivation. Our speculations, as we interpret them, should show that the subject of
motivation is a philosophic one, not ultimately to be solved in terms of empirical
science.” (p. xviii).

Burke (1945) also spends some time discussing the concept of “ratios” between
the various elements of the pentad. As there are 5 terms in the pentad (with "attitude
being a potential sixth), there are 10 possible primary ratios. Of course, when
considering the flip-flopping of a container and thing contained the number of ratios
increases, and Burke (1945) himself alludes to the fact that in the end the slehtbat
pentad are like the bones of our fingers; they all meet at the hand. Theretm'e, “tr
ratios will contain all elements in some order. Despite this revelation, howeskras
analysis of all five elements in some ratio form is too complex for this stodyore
simple primary ratios are the focus.

Among the primary ratios, Burke (1945) spends most of his time discussing the
scene-act and scene-agent ratios, while taking some time to discuss the “Ubfghiy

ratios and cautioning against “the many guises which the five terms suaypam
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various casuistries” (p. 11). He mentions that the order of the terms in thagatios
arbitrary and may be shifted around to gain more insightful analysis of aufsrtic
artifact. He also notes “that all the ratios are essentially analogiet is, by a “scene-
act ratio” we mean that the nature of the act is implicit, or analogouslynprasthe
nature of the scene, etc” (p. 444).

Along with the concept of ratios, Burke (1945) introduced the notion of
“container and thing contained” (p. 1) whereby one element of the pentad contains
another element. As an example, the scene contains the act, the act contains the purpose
etc. This in turn leads to one of the central concepts of dramatism, in that with
“container” vs. “thing contained” one term takes on a position of dominance. Referring
back to chapter one, it is important to note that many dramatistic studies sinmmlgydoi
the ratio and dominant term without getting at the significance or purpose dtiba
and dominant term for the people communicating, despite Burke’s (1945) admonition
that getting at the symbolic intent of an artifact, atrtheon d’etreof the rhetoric, is the
express purpose of the methodologydBrammar of Motives
Sample

This study examines gamers out-game rhetoric on two separate blogsrsiThe fi
blog selected is one of the most active blogs for both postings and reader commentar
entitled “Breakfast Topics” and found on the “officiaWoWblogosphere (Retrieved:
http://wow.joystig.com/). It is important to note here that this websitefovaserly
located at http://www.wow.com before changing its domain name in the fall of 2010 to
the aforementioned joystig.com. This forum selects a current or hot topic and poses a

guestion or questions about it to the blog readers, and is posted early in the morning as a
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sort of unofficialWoW"“newspaper”, except instead of waiting on the front porch when a
gamer wakes up, it waits online. In this manner the “Breakfast Topics” forumages.
to keep its finger directly on the pulseWbWplayer opinion for the most up-to-date and
topical issues surroundingfoWat that point in time.

The second blog selected came from one of the (formerly) most active
“unofficial” (read: non Blizzard sponsored) blogs, entitled Frostbolt (Retlieve
http://frostbolt.com). As stated above, while Frostbolt still “hits” at theofopany
search queries faoWblogs due to its formerly immense popularity, at the time of data
collection the blog author was in the process of disengagingWokaltogether. This
distinction between those who are clearly fully engaged in, and devow&dWays.
someone whom is voluntarily leaving that world provides a fascinating diarbgtric
which to view the game.

In order to justify the selection of the sample, | employed the followingtgmie
process. First, the web search engine Google as well as the indepeogéraftit
analysis portal Big Boards were used as a manner of information discavegge sites
were chosen primarily due to the former’s position as the dominant, and widely-
considered most thorough search engine on the internet, and the latter’ szgutondéi
analyzing blog site traffic in real-time. All the arenas setbtde analysis were chosen
due to high user traffic as evidenced by frequency of posts as well as Geadke tr
(Retrieved: http://www.google.com/trends) and Big Boards data (Redkie
http://www.big-boards.com/) as well as to provide a voice to gamers botim aitti

outside the confines of officially sanction&bWgamer-generated rhetoric. By selecting
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popular, high-traffic blogs and message boards both within and outside the “official”
realm ofWoW the potential for enhanced breadth and depth of data is increased.

While utilizing Google could be considered simple convenience sampling taken
to the penultimate level, the use of Google to locate online communitiéglis a
justifiable choice. Considering that Google is the primary choice aschsaagine for
internet users, it is logical to infer that a substantial number of tyo&Vplayers most
likely use Google to search for online communities. Therefore, it makesl|lsgise to
begin from the same theoretical starting point (query term differenceghsibmding).
With respect to Big Boards, having a secondary, independent site to help locate or
corroborate high-traffitVoWblogs proved highly beneficial.

Google search queries for the words “WoW Blog”, “World of Warcraft Blog”,
“Warcraft Blog” and “List of Warcraft Blogs” led to similar “hitesults in each search
iteration. At the top or near the top among these was, of course, the “offitoaV blog
(Retrieved: http://www.wow.com/). However, two other top “hits” included both an
unofficial conglomerate “bloggers blog” website, Twisted Nether (Retd:
http://wiki.twistednether.net/index.php?titte=WoW _Blog_List) as welaa independent
unofficial blog called Frostbolt (Retrieved: http://frostbolt.com/).

Twisted Nether, in addition to being an unofficial audio blog (otherwise known as
a “podcast”) of all thing¥VoW also tracks othaNoWblogs and serves asNoW
information portal. As of July 14, 2010, there were over 500 registgodiblogs
according to Twisted Nether’s index, many in specific subgenres. Some ezahpl
subgenraVoWblogs include ones in Portuguese (http://worldofwarcraftbrasil.com/),

Spanish (http://stercusmoriturussum.com/), sites for women (http://wowskerom/)
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and several dozen for each spedfioWcharacter class, dungeon raiding tips, gold
generation, and guild management/strategy.

The second top “hit” from the initial search queries, Frostbolt, proved to be an
exceptionally serendipitous find. This is primarily due to the fact that atntieethie site
was located and data retrieved, the blogger (and also the webmaster &) thvasin the
process of formally quittingVoWafter 4+ years of extensive play. This is of particular
importance to the study as a whole for a few reasons.

First, the study is primarily focusing on the rhetoric of “typidAldWgamers.
Referring back to chapter one, according to Kelly Il (2004), “Ordinary pdaypically
spend 20 to 30 hours a week in these worlds, but obsessed players spend every night,
every weekend, every vacation—for years at a time—forgoing food, sleep, bnd rea
human companionship just to experience more time in the virtual world” (pp. 13-14).
This means that typical players are highly invested in the game, both emotanhlly
financially.

Being able to compare and contrast the rhetoric of the “typWwakVplayer with
someone who has chosen to leave something which clearly exhibits a powerful hold on
its users provides the opportunity to unearth fascinating data. And not just on what
makes the game so fundamentally important to its players, but also on whattmakes i
become unimportant to others. Gahlok, the blogger who created and ran Frostbolt,
alludes to one reason whyoWcan lose its hold on its players: “The game was probably
fun until the last couple of months, for some reason | ended up thinking that WoW was
just playing 5-6 hours a day, 5 days a week, which seemed like a job” (Retrieved:

http://frostbolt.com/2009/09/25/the-end-of-a-jouneyy/).
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While the wealth of blog information currently available is staggering, tig/s
focuses primarily on more generalized, day-to-day narrative and conversation of
“primary” blogs (blogs not specialized to specific audiences or suégjenBy avoiding
highly specialized arenas of discussion, the study aims to illunthmatéypical” game
player’s rhetoric that is more applicable\ioWgamers as a whole, and MMO gamers in
general.

Burke (1953) supports this notion_in Counterstatemehere he discusses

symbols being at their most powerful when they both follow conventional storylines and
reflect real-world experience. Thus, the true influence/impact of the games through
this process of communicatiradpoutthe game in the blogs. Analyzing the rhetoric the
gamers create will provide a wealth of rich data to mine for whatege(iftanything)

that gamers privilege in their online communities. As an analogy, one migideotie
playing ofWoWto be like a sporting event, and the blog commentary to be like the post-
game press conference. Undoubtedly there is talk and communication amongst the
players during the game, but it is in their intersubjectivity vis-a-vig théigame talk

that they begin to make sense of what they have experienced.

The data was collected over a two week timeframe between August 22, 2009 and
September 5, 2009. The sum total of the data encompassed 23 blog posts, and 1,935
comments or “posts” responding to the initial blog posts (often with the blog author his or
herself engaging in the comment debate) spanning 671 pages. While the sum total of blog
posts was relatively small, the primary purpose of this study was not to anab/pe

even a few individual’'s opinions aWoW but rather many, and that “many” through
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their interactions with one another talking about the game via their comméptsts”
to the blog.

The specific time frame for data collection was random, however, the length wa
selected for a few reasons. First, two weeks was selected becapsesents a
manageable sample size while still allowing for depth of analysis. Secandiuty
doubled in length the time frame of the study which is most similar to it. In tht, st
Jiang (2008) conducted a content-analysis of message board pa&ig\vaindMir I
gamers. By Jiang’'s (2008) own admission, the time frame in his study was tdoibrief
anything beyond initial, cursory analysis, moreover, the study was a comparison of
message types between two sets of gamers on two separate message ladisgs. F
while the dataset selected for analysis in the present study may not be highly
generalizable, it likely represents typical conversation atdmW, a game that at the
time of data collection had been the dominant MMO for over four years.

In the interests of standardization, the blog posts and comments were copied and
pasted into Microsoft Word using the default settings. The reason for this agasatic,
in addition to providing hard copy without the banner ads found on the top and sides of
these websites, rough comparisons can be made between the relativefemgt blog
and its resulting commentary to another, especially when consideringite blog
length on these particular boards is fairly standard.

To clarify, some of the blog posts from wow.com may have 170 comments but
only be 48 pages long, whereas others may have 183 comments but be 65 pages in length.
This reason for this 17 page discrepancy is evident upon reviewing the hard cepy pag

inasmuch as the former has fewer, but also much less detailed comments. ef,henlatt
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the other hand, has only a few more posts but is substantially longer because the
discussion generated both by the initial blog post as well as between the people
commenting is far more detailed and in-depth. Moreover, in several examples, heated
and sometimes even “flaming” style arguments can be seen to break out, furthagshow
the level of passion many individuals have\fdo\W

While it is true the official blog has substantially higher volume of posts and
comments than the unofficial one, there is still worthwhile data to mine in both.
Additionally, the opportunity to compare and contrast not only the tone and tenor of the
respective blogs, but also get at a macro vs. micro level look at opinidis\dhproved
exceptionally fortuitous In the former, there is robust discussion between numerous
players about a myriad of contempor&vpWtopics, whereas in the latter, there is
evidence of some negative feelings about the game from an individual perspective
outside the confines of an officially sanction&@wWhblog.

It is also important to note that initially an additional forum called
“Blogstorming” from an unofficial “bloggers blog” entitled Blog Azeroth {Reved:
http://blogazeroth.com/) was to be included in this analysis. However, afterycurs
review of overall site activity as well as individual posts within the foriin@ content
and frequency of posts were deemed insufficient to glean meaningful insighefigom (
only a few posts during the entire data collection period, and one or two sentence
maximum text from each post).
Method

This study, therefore, specifically focuses on first identifying a sgmtative

anecdote in the gamer discourse, then subsequently using the RA as a lens yahaentif



49
pentadic ratios at work within the gamer rhetoric, and finally on attemptinge tthe's
ratios as lenses to unpack the motives that drive the gamers. More specihedilst
step of the analysis is to identify the particular elements of the pentad whicr &ppe
recurrent vis-a-vis a representative anecdote in gamers’ “out-gastetich After the
elements have been identified, the privileged or dominant elements will become mor
apparent and ratios will emerge depending upon which seems to be the “container”
(primary importance ascribed by the rhetor) and which seems to be the “thingedhta
(secondary importance ascribed by the rhetor). Both quality (or passion andxigmple
of statements) and quantity (repetition of statements or similarlyetthatatements) will
help better illuminate the ratios.

Finally, once the ratios have been identified, and specific ratios have proven to be
dominant, a second review and analysis of the gamer’s out-game rhetoric is ednduct
focusing on truly getting at what the gamers mean when they privilegaaulaantatio
or ratios in their out-game rhetoric. As noted in previous chapters, simply detgrm
that a ratio such as an act-agent ratio is prevalent in gamer out-game rth@¢srnot
make the attempt to get at the “motives” of the gamer. Analyzing and attgrpti
explain the meaning behind the privileging of such ratios is what this study hopes to
determine. By moving beyond a statement of “found ratios” to a frank discussion of
potential motives that drive gamers, this study seeks to sidestep the pitfaroftpre
rhetoriculation” common in many dramatistic criticisms. Furthermoreatiasysis
suggests some implications for future research based on dominant terms afieddent
ratios for MMO gamers as a whole and what that might suggest for the futurei6€spec

gaming avenues.
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Blogger rhetoric was examined for statements in the blogs that reinforced (or
contradicted, in places) the qualities of “realness” ¥Ma¥WWpossesses as a narrative, as
well as any topics which appear privileged either in the breadth or depth ofsthscus
they generate. Specific attention was paid to how other bloggers may come to convince
the original poster or other bloggers of the importance of the topic at hand, or of the
“realness” of thalVoWexperience, both through their out-game rhetoric as well as their
use of analogous real-world examples or narrative.

By doing so, the study seeks to illuminate the power of the game on gamers—not
from the game itself—but from analyzing the players talk about the game.inTturn
privileges the very “audience” for which the game was created. As prvasserted,
too much focus in video game studies research “has been on what games do to people,
and not what people do with games” (Williams, 2006, p. 208). This study bridges the
communicative disconnect between extant research and future researcloentbeget
at the heart of what people do with games by going straight to the source—the gamers

who play them.
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Discussion

The epiphany was stunning, powerful and immediateoked at the screen. And, all at once, my vadw
myself shifted. | became a gamer. There was adugl building of subterranean pressure that wiaad

to a later tectonic shift, no subtle grinding ofisted plates. The earthquake struck quickly artout
warning. And it was a 9.9 in the Richter scalehatl been one person before, gazing into a newdworl
And | became another person when | tried to turyaand couldn’t. (Kelly II, Massively Multiplayer
Online Role-Playing Games, 2004, p. 9).

Introduction

Throughout this study, each chapter has begun with a quote by noted MMO
(Massively Multiplayer Online Role Playing Game) player-criticVRKelly 11 (2004),
who even back whewoW(World of Warcraff was in its infancy saw its potential to
become more than simply a game; rather, to become a lifestyle oremextases a way
of life for gamers.

As one example, blog commenter wolfsterne wrote:

Basically...my wife and | are Blizzards bitches and happily so. we play the, MMO

the TCG the mini game, we read the comics, the novels.. wear the clothing...go

to the Blizzcons...l have already related how much we play per day (which folks
were rather supportive of surprisingly) But it's what we do...hell we met at

Blizzcon 2005.... (wolfsterne, 2009, August 29).

One of the other things Kelly Il (2004) mentioned in his prescient treatise on
MMO'’s in general, andVoWin particular, was the aspect of culture in MMQO'’s and its
impact on the gamer’s “way of life” within the game world. He specifically roest
just a few of the many aspectsWbWculture that over the course of this analysis of
blogger and responder rhetoric emerged repeatedly. Often, this aspestaikadtly to

the virtual world providing or enabling something which for the gamer the real world

2«TCG” = the WoWtabletop card game
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may lack. The culture of a MMO is shaped by the RA (Representative Anecdote),
therefore discussing an MMQ'’s culture (in this cég®\\) helps us to begin the process
of identifying it. Furthermore, understanding the culture within its spduiitorical
context allows for better understanding of whéf@wWgamers' are coming from at that
particular point in time.

Therefore, we shall begin with a general overvieWalWculture, and
subsequently discuss the state of transimNwas in, culturally, during the time data
were collected due to the announcement ofMo&Vgame expansion packataclysm
After that, we will briefly review the data collection process as veetha steps taken in
analyzing the dataset. Next, recurrent topics are identified which lead to the
identification of themes within the gamers’ out-game talk. From this asalys will
discuss three themes that emerged from the datas3&b\A)is a repository of important
experiences concretized via extant game lor&/@Vis reified for the gamers through
their discussion of it in nostalgic terms, andAB)Wis, for many of the gamers captured
in this dataset, almost a necessity for them and in some ways a part aéltiderdity.

Subsequently, the RA will be discussed in general terms. While the RA isn't
spelled out explicitly in the dataset, it's clearly functioning amieyVplayers a’Wow
being, for its players, something that is important and matters a gre&b tleain. This
RA finding is supported via selected examples from the dataset. A&eieavrof several
posts which hint at the RA as well as a discussion of the RA in general terms, théd RA wi
then be unpacked and employed as a lens by which to identify dominant elements of the
pentad privileged byWWoWgamers’ in their out-game talk. In this study, the dominant

pentadic element is that of scene and the dominant pentadic ratio is scene-phigdse
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we shall discuss gamer motives of personal fulfillment to help encapsulgtentiaelic
analysis and affirm the findings of the chapter to that point. Finally, the findfrtge
chapter to that point will be compared and contrasted with the secondary “Frostbolt”
dataset to determine what might lead a gamer to Max&/

WoW Culture
Kelly Il (2004) describes the virtual world of the MMO as being one of
“continuous progress”, or as he eloquently puts it “something that is takenritedyna

every MMORPG but can be conspicuously absent in redl(éfaphasis added, p. 24).

Also, he discusses the fact that in MMO's there is the element of the questpobitite
real-world things like experience and profit are found by seeking out dandle
simultaneously eliminating the threat of true danger to the player’'s physita
Furthermore, this danger is almost universally sought out with a guild, an
organization of like-minded individuals created for the express purpose of aiding and
assisting the player with symbiotic interests at heart. Finally, Kig|B004) alludes to
the aspect of killing, the fact that in an MMO, gamers can live out selfdibgra
fantasies such as committing murder without any legal repercussionrtinklO’s,
andWoWin particular, allow its players to do things that for many of them arewlifif
not impossible in the real world, even when it seems as mundane as receiving
compliments, forging friendships, or feeling like a valued and productive meméer of

team.

% In WoW and other fantasy-themed MMQ's, gold anflezience points for a player are gained through
“quests” such as raiding dungeons, storming anveatlord’s castle, or slaying a beast. In nealllgaests

in fantasy-themed MMO'’s, there exists a very rbatat to the player’s character. Interestinglis ttas

led to a secondary or “black” market in the reathd/avhere money is exchanged via the website bankin
portal PayPal for virtual gold, items, or evenyulleveloped characters.
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The above paragraph is not intended to revisit the notion that all gamers, and
WoWgamers in particular, are a bunch of antisocial nerds with poor hygiene and eve
poorer people skills. Rather, it is the exact opposite. It can be reasonablgdssain
many well-adjusted, regular, “normal” people often find themselves unfulfiledme
aspect of their lives, and for some of them an escape to a virtual world ¥MdWas
allows for them to obtain, at least in part, what they find lacking in the real ity (

I, 2004).

Additionally, the world of the MMO is in and of itself egalitarian. As Kelly
(2004) states, “In an MMORPG it doesn’t matter how young and pretty you are, how
svelte you are, what color your skin is, how much money you were born into, how well
you did on your SAT’s, or who you know. The only thing standing between you and
success is you” (p. 63). This sense of a virtual, controllable manifest destpigyers
undoubtedly adds to the appeal of the game and is also an area which elicits daaser tal
demonstrated in the data.

One final point concerning the generalities of the “typitddBWgamer as Kelly
Il (2004) describes is that many times things in the virtual or game worlcakalldn
enhanced, even exaggerated importance when compared to an analogous real-world
counterpart. Individuals may find themselves becoming more attached to an awatar the
created than to a prized possession in the real world, or find that things which would
stimulate little or no reaction in their daily lives suddenly become of egtnerportance
and enflame them in either the game arena or in the rhetorical out-gannesdia

forums.



55

Take, for instance, the statement by blog poster Rylka, concerning subscribing to
a $9 per issu/oWmagazine in the hopes of obtaining bonus in-game “pé&Rlus, my
spouse is a serious in-game pet collector and is starting to collect mourtt #Hsthvs
subscription should happen to surprise me with any in-game goodies, I'm set fortmy nex
gift-giving holiday!!” Hopefully, Rylka and his/her spouse don’t have a reahest t
forget to feed while they tend to the needs of their virtual one!

Blog poster MoarHeroisms also appears to privilege the “reality” of some
experiential aspects /oW “As a long-timeWoWfanatic I'm excited about finally
returning to the old world after years abroad. But as a collector of vantiguities I'm
nervous at the same time, wondering what will be taken out in the process.” Thisquote i
both fascinating and telling concerning the hdldWhas on some of its players.
MoarHeroisms is, in essence, a “virtual antiquer”, collecting itemsediad from the
original (or asVoWplayers refer to it, “vanilla”) version 8WoW His post represents
trepidation on what items he will no longer be able to locate and obtain, as well as
concern about the potential value of items if they suddenly become obsdlété\in
Cataclysm(either for in-game gold or real-world dollars).

Furthermore, MoarHeroisms uses the rhetorical phrase “years abroad”, a
reference that imports the real-world notion of being away from one’s homeland and then
returning. While not anywhere close to a Jeremiad, that simple phrase doesamate
Jeremiadic comparisons with respect to a triumphant return to the motherldned by t

chosen. This comparison is further supported becald®Wonce one leaves an area

4 “Pets” in WoW are simply virtual analogues to threial-world counterparts, albeit often fantastimamythical in
nature. They require regular care just as a redidwet does, and can “die” if not properly cafed Also, generally
speaking, they cannot virtually “reproduce” (sd@snaintain their rarity and value). In recentngeghese virtual pets
have become a collector’s item due to their scagsid, in some cases, value either for in-game goteal world
dollars.
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they rarely, if ever, get a chance to return to it since they are busy adytreiin
character by questing in new realms. While not expressly stated in mostdzftaset by
the posters, the notion of “The Great Journey” is a recurrent implied metapmomany
of the posters who privilege scene in their rhetorical outputs when discussing the
“World” of Warcraft. This is likely due to the constant quests which tak&heé/
player to various locations across the ever-shifting landscape of the “Vébidarcraft.

The above examples, while extreme, do happen, and there are dozens of
additional blog posts which support the validity of the phenomenon. But, most
importantly, these examples hint at the RA which emerges from the ¢@lkndata. The
importance of identifying this RA to the study overall must be restated: The dvAlps
the lens which crystallizes the study’s focus on better understanding thdipeatios
(in this case primarily scene-purpose) being used in the gamers’ out-aekmmntthat
process, the RA also serves to illuminate the gamers’ motives in engagingeégtnte
play itself and the blog conversations about the game. Prior to discovering and
illuminating the RA, however, it is critical to understand exactly whéo&Vas a
franchise was at, and where it was heading during the time data colsmtiomenced.
Snapshot in Time

Purely serendipitously, the selected timeframe for data collection cethaidh
what can only be called a “sea change” for the actual “World” of Warasadtgame, and
its millions of players. While the Electronic Entertainment Expo (or “E3t &skinown
by gamers, techies, and aficionados alike) is the annual holy grail for bogh gam
developers and fans alike, fdfoWplayers there is one event which supersedes even E3

as the pinnacle dVoWrapture.
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Known as “BlizzCon”, the event is part preview of upcoming Blizzard
Entertainment titles, part game demo, part panel discussion, part social nivegrbe
like-minded individuals, and part hard core concert and after-party—all dedio&dd s
to the Blizzard Entertainment line of games and game-related productsd 8t20€5,
the first event had approximately 8,000 attendees, each paying $100 apieweofalay t
pass to the weekend event, and by 2009 the event had grown to over 20,000 attendees,
each paying $150 apiece for the two-day weekend pass according todinfficial
BlizzCon website (Retrieved: http://us.blizzard.com/en-us/blizzcon@@ilry). This
information is useful beyond economics because it demonstrates the ever-igcreasin
population oWoWplayers and illustrates that many of them are willing continuously to
pay higher prices for things associated with the game.

For those who either attended in person or tuned in live, BlizzCon 2009 proved to
be quite a spectacle. As noted above, BlizzCon 2009 represented a “sea chahge” for
entire culture and community 8/oWin the form of an expansion paatalled
“Cataclysm. After releasing two previous expansion packs, “Burning Crusade” in 2007
and “Wrath of the Lich King” in 2008 (both of which added features to “vanilatv
via tweaked gameplay), another expansion pack was not expected for a fewf gears, i
all. One major rumor being discussed by many hardéfm@/gamers across discussion
boards (surveyed as preliminary groundwork for this study) was that Bliazard

actually createWorld of Warcraft 2.Q a brand newwWWowWgame.

®> An expansion pack is essentially a sequel to mmady mass-produced and widely played game. The
story, graphics, and gameplay may be tweaked blighit the overall elements of the original game a
retained.
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According to the rumors, this “2.0” version would be an entirely new game
played on different servers and functioning as an entirely separate setheebtiginal
WoW It would keep alive the mythology of the game (ov&sNplayers refer to it,

“lore”) but substantially change some aspects of game play in addition to the
technological improvements realized by hardware and software desigreer2604
when the originaWoWwas released.

Instead, what happened was the announcement of the previously mentioned
“expansion” pack calledlvoW: Cataclysm The word “expansion” in the previous
sentence was placed in quotes because the release actually ended up (anduthjiscis a s
of great debate in the dataset collected for this study) being eithemptetem
rehash/recycle ofvoWwith better graphics designed to bleed players of more monthly
subscription money (if one believes the detractors),Wo#/version “1.5” game with a
unique, creative, and progressive concept (if one believes its proponents). This
dichotomy between two campsWoWoplayers, each equally passionate about the game,
is but one of many aspects\WWoWthat repeatedly inspire and provoke passionate (and
sometimes heated) debate on the blogs, message boards, and discussion foékaws for
littered across the information superhighway. Some examples of thesetygebates
are typified in exchanges found throughout the dataset, and will be discussed in more
detail shortly.

In a manner similar to political partisanship, one can pick virtually any topic

related tolVoWfrom loré to character cladge.g. Orc, EIf, Priest, Human Warrior),

6 “Lore” is the term WoW gamers use when describirgrarrative and mythology of WoW.

" A character class is a type of playable “racef |éak of a better term, each with its own stresgthd weaknesses. A
human warrior, for example, will be quite stronglgmoficient with melee weapons but lack magicakers, whereas

a Priest will generally be weak but proficient witight” magic powerful against “evil” or “undead®nemies.
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game server or tech problems to the introductionwba&Vcentric hard-copy magazine,
and find robust debate &oWforums. This robust discussion and debate among
gamers is, as asserted several times earlier, bed&ldiseems to inspire incredibly
high levels of commitment to play. Not only is the time required (20-30 hours per week
for the “typical” gamer according to Kelly I, 2004) significant for tlver@age working-
or middle-class American with a job, school, and/or family, but the financialtaspec
substantial as well (a minimum $14.99 per month according to the most currentdBlizza
subscription rates, extras notwithstanding).

Thus, the fact that a game which inspires robust online debate on seemingly any
selected topic was now going through a massive and unforeseen shift, meant that the
timeframe randomly selected for data collection proved especially tartuior this
study in terms of the breadth and depth of discussions on the “World” of Warcraft.

Having now placed the dataset in a proper historical context, we next move to a
discussion of the analysis process and procedures before subsequently delving into the
identification of the emergent RA found in the out-game talk espous@tblyplayers.
Analysis Procedures

As discussed in chapter 3, the websites chosen for analysis were thditagjhe
“official” WoWcentric blogosphere WoWInsider (Retrieved: http://www.joystig.com/)
and the “unofficial” website Frostbolt (Retrieved: http://frostbolt.com). ddta were
collected over a two-week period from August'28009 through September 5, 2009.
Additionally, some follow-up data from Frostbolt (Retrieved: http://frostbait)cwere
retrieved periodically during the infrequent webmaster updates on his continuingridecis

not to return toNoW
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The sum total of the data collected encompassed 23 blog posts, and 1,935
comments or “posts” responding to the initial blog posts. The posts were left unedited i
their original entirety, but copied and pasted into Microsoft Word in order to getea m
accurate assessment of total pages as opposed to the onliné.format

As discussed in chapter three, the reason for copying and pasting the online blogs
and comments into MS Word was pragmatic. In addition to providing hard copy without
the banner ads found on the top and sides of these websites, rough comparisons could
then be made between the relative length of one blog and its resulting comrt@nta
another. The dataset totaled 671 pages on the default setting for Microsoft Word.

| began my analysis by first reading the “official” blogs themselignoring their
response posts) to get a general feel for the types of topics being disoubseforums
selected for data collection and analysis. From this initial read-thyoung blog topic
appeared at first glance to be privileged above others. A substantial pgecaitize
blog topics (roughly half) dealt directly with the recently-annour@athclysm
expansion pack.

| then went back and re-read each blog as well as its corresponding response posts
made by the individuals who participated in discussions in the forums selectedafor dat
collection and analysis. | did this to glean a better understanding of not mergithe
being discussed that particular day, but also how the corresponding posters cetheted t
topic and to each other when commenting on the topic of the day. As mentioned in

Chapter 3, these “Breakfast Topics” blogs are posted early each mandiagesalmost

8 In the online format, in addition to banner adsokimade printing difficult, the blog comments were
arranged 20 per online “page”. In the interestsimiplicity and also for quicker comparison, theds and
corresponding comments sans banner ads were capiepasted into MS Word.
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always framed in the form of an open-ended question intended to spark discussion (and in
some cases, debate). Therefore, this second read-through allowed me to dam a bet
sense of the main issues being discussed by this partWolfonline community as
well as gain some sense of its culture.

The cursory read-through provided a general sense of some content ataas (at t
stage not quite themes) that appeared to be privileged by the blog posters and
respondents. Subsequently, | performed a “rough thematic analysis” via a simgple ha
charting method conducted while re-reading the individual posts more closely oirce aga
to identify emergent themes. A message board or blog post forum is a reglativel
anonymous free-for-all, and therefore many posts could be quickly rejectad@ithe
lacking clarity, for being nonsensical, for being off-topic, or for being & as to
eliminate consideratidn

According to Aronson (1994) themes are “patterns of experiences” (p. 1) which
“can come from direct quotes or paraphrasing common ideas” (p. 1). Taylor athohBog
(1984) define themes &sonversation topics, vocabulary, recurring activities, meanings,
feelings, or folk sayings and proverl{p' 131). Aronson’s (1994) definition provided a
loose framework by which | began my analysis, and Taylor and Bogdon’s (1984)
definition identified several components by which the analysis further tizestia
through the use of their terms “conversation topics” (e.g. blog topics), “vocab(dayy
language within the blog commentary posts), and “recurring activitiesnimgs,

feelings” (e.g. repetition and/or forcefulness of the blog commentarg)post

® Many posts consisted of short or abbreviated laggisuch as “lol” (laugh out loud) or “nm” (no
message), name-calling, “flaming”, or being unmdito the discussion at hand and hence largelyégino
by the other respondents.
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According to Leininger (1985), the identification of themes occurs by 'iogng
together components or fragments of ideas or experiences, which often aneghesani
when viewed alone” (p. 60). With respect to dozens upon dozens of blog commentary
posts for each “Breakfast Topic” blog topic, there existed plentiful exesgslblog
posts which met the above criteria.

With respect to the validity of my identification of the emergent themes fiem t
data, Leininger asserts that the “"coherence of ideas rests withalystavho has
rigorously studied how different ideas or components fit together in a meaningful wa
when linked together” (p. 60). This last quote by Leininger supports my multiple read
through of the data after first examining the extant literature ineleedf game studies
concerning video games in general, MMOQO's in particular,\&fodVspecifically.

Upon completing the initial charting of themes, a few emerged as beinggedil
(e.g. more frequently and fervently discussed) by the respondents. | thelmasieaind
re-read the posts which were denoted as corresponding to the previously-dientifie
privileged themes. Applying the Burkeian concept of “transcendence”, a syhecdoc
emerged where elements of each of the identified themes alluded to (or inas@se c
directly discussed) one overarching concept which seemed to bind (if not umfgnése
of all the themes. This overarching concept, this synecdoche, was identibest as
exemplifying the probable RA faoWplayers. In terms of the applicability of themes
leading towards identifying the RA, Aronson (1994) states that “themes thateefraTg
the informants' stories apgeced togetherto form a comprehensive picture of their
collective experience (emphasis added, p. 1). Prior to moving our discussion to

identifying the RA folWoWplayers, however, we must first examine the recurrent topics
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and their underlying themes. These underlying themes, collectively, make wpgdhe c
of the RA.
Themes

In reviewing the dataset, several recurrent topics appeared. Chieftppics of
lore, nostalgiaCataclysm player classes, and occupations resounded throughout many of
the comments made to the myriad of “Breakfast Topics” blog posts. After carefilv
of the commentary made by the gamers to these topics, multiple themgsefnem
the dataset via the process outlined directly above. Of these, three adomprant
among many of them. These three themes were the aforemenvoVeds a repository
of important experiences concretized via extant game\dodVas being reified for the
gamers through their discussion of it in nostalgic terms\éod@/being or becoming, for
many of the gamers captured in this dataset, almost a necessity fartiemsome
ways a part of their self-identity. As widely discussed earlier in theteh&ataclysm
provided the impetus for a majority of the discussions since it had just been announced at
the time of data collection.

Repeatedly, the posters sought validation from others in the forthcoming
examples, and frequently resort to citing outs\de@\\{centric) reference sources as
evidentiary support for their arguments on various topics. This validation-seeking
amongst the posters also introduces the concept of the “old school” vs. “new school”
WoWgamer, a dichotomy wherein the camps are clearly delineated bhetbegal
choices each make in their posts. Each of the primary themes will be presehted a

discussed with their corresponding posts below.
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Several times in this chapter, the concept of “lore” has been mentioned as it
relates toNoW As previously defined, “lore” foWoWplayers represents the mythos
behind the “World” of Warcraft. When one first begins the game, or checkailizz
Entertainment’s officialWoWwebsite, (Retrieved: http://www.worldofwarcraft.com)
they are presented with some brief background lore to situate the gamerdlizz
entertainment rarely addresses the concept of lore, and outright shies@walyef use
of the term canon, although Blizzard has gone on record by saying they considef most
the relatedVoWnovels, mang4, and other ancillary but officially-sanctiongdoW
material to be canonical Despite, or perhaps because of Blizzard’s lack of involvement
in discussions on lore, the concept of lore for maAfdWblog posts captured in this
dataset is hotly contested.

One blog discussion which dovetails nicely with the notion of an RA as “myth in
infancy” comes from the following discussion of lore. With the advelVaoéV:
Cataclysmone aspect of the game most substantially and passionately dissedtetby
blog posters concerned the rewriting (or in some cases, outright ignoringymfysly
established lore by Blizzard developers. In the selected examples basingfrthe
conversation (as in many of the other topics) centefSadaclysmand its impact on the
lore of WOW This is because, as previously discussed in this ch@ateclysmwas
such an unexpected watershed announcement for many 3&ieMiplayers due to the

changes it would bring to the virtual “World” of Warcraft, the game’s stagyland its

12 Comic books and/or anime

Y For clarification from Blizzard VP of Creative Defopment Chris Metzen, please refer to
http://www.wowwiki.com/Lore In some posts from the dataset, Metzen is sjgedlificited by posters as
an evidentiary source when arguing lore; thesespest appear later in this chapter.
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gameplay. By altering the lore, many posters expressed conceimgrédahe disruption

of “realness” and continuity of the previously established and accepted lores,Other

however, accepted the changesna facie It should also be noted in the following posts

that character class is one predominant topic-within-a-theme concéreng

For example:

Kylenne Aug 28th 2009 9:19AM

Azeroth is an especially fun setting for a traditional RPG campaign, alpéci
you've got a bunch of nerds who really love the lore the way my friends and | do.
I've made a couple of netbooks incorporating BC matérial

Klink-o Aug 24th 2009 8:04AM
One small step away from pick any race and anyClassl see what happens.
Take that lore!

SeraphnaAug 24th 2009 9:43AM
Funny, since there's a perfectly justifiable explanation for each one.

Daniel Aug 24th 2009 1:45PM

sorry Seraphna, if everything is explainable by lore, then anything ibf@ssi
someone had to be the first dwarf shaman, someone had to be the first troll druid,
someone had to be the first of everyttifhare you saying that players arent
capable of being the first just because no one in the past has @@nRidiwulous
(emphasis added).

Elmo Aug 24th 2009 8:54AM
| do want some good explaination for this from Blimphasis added)

shkssAuq 24th 2009 9:55AM
And blood elf warriorS. Please. Lore-wise, every person in history can pick up a
weapon and beat people with(gmphasis added)

12 The author is referring to online fiction she verabout the WoW expansion pack game Burning Crusade
13 Referencing the fact that in previous WoW loreneaharacter types were disallowed

1 Types of character classes previously disallowebie

15 A type of character class previously disallowedekiant lore
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Aubrecia Aug 24th 2009 8:11AM

| think that, before anybody brings up past lore, they need to realize that
Cataclysm is upsetting everything about how the world works . . . The great thing
about WOW is that the lore is changeable and adjustable, and the REALLY great
thing about these changes is that they don't even "fly in the face" of any lore
Mostly, | think that people need to wait and gemphasis added)

Tridus Aug 27th 2009 9:33AM

Yeah it's amazingly one sided.

Ashenvale is particularly galling, since from what I've been told in theaspmi
Alliance actually defeated Horde in WSG, story Wise

They can't even stay consistent with themselves for a yeaemphasis
added)

Robert Aug 24th 2009 11:08AM

| completely agree with you as well. Something that people tend to forget...
Lore/history is all well and good, BUT seriously, what good is a game such as
WoW if the game doesn't change at all? WoW was built as a universe. Paople ¢
learn to do different things, adapt to different situations, and learn from their
mistake.That is what these new class/race combos are about. Lore wasn't always
history... someones lore was someone else's current gemnphasis added)

Ghallar Aug 24th 2009 8:16AM

I'm really sorry, Blizzard, but your "Night Elves Mages have been addeddzeca
it sounded pretty cool to have Elves using arcane when they shouldn't be
anymore.*’ is just a big FU to every single lore nerd in the gafiés change

just makes no sens@mphasis added)

Wubble69 Aug 24th 2009 8:30AM
| currently do not drive a motorcycle. | have never driven a motorcycle. |1 do not
like motorcycles. | have had friends die from driving motorcycles.

What is to stop me learning to drive a motorcycle?
What is to stop me buying a motorcycle?
What is to stop me suddenly becoming a motorcycle nut?

Or are you suggesting that because things have always been this way, thiy have
remain this way forever®@mphasis added)

'8 When beginningVoW a player can choose from one of two sides: “Attig’ or “Horde”. The poster
here is referencing the fact thatGataclysm Blizzard changed some previous lore by giving side
territory that in theVoWcomics they lost.

7 Again, the poster is referencing a type of ch@maahd magic use (“arcane”) that was previously
disallowed by WoW lore for that character.
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christian 588 Sep 1st 2009 12:39AM
letting everyone do wif they want even tho nothing makes sense is stupid.

While describingNVoWilore instead of contemporary myth, the previous
exchange could almost be considered analogous to a debate between a fundamentalist and
an interpretive biblical scholar, if théfoWesque references were eliminated and
replaced with traditional religious terminology. Of particular note in tbgipus
exchange was the deployment of various argument strategies (exampley,analog
narrative) by those involved in attempting to attack or defend a position on the relative
value (or lack thereof) of maintaining and literally following the lore ofvit@V
universe vs. adapting and interpreting the lore in a manner which allows peoplevi® “m
on with life” (e.g. continue playing the gamanstroubling or unanswered questions).

The above exchange also represents the first of several clashes betweéh the “
school” and “new schoofVoWplayers found throughout the dataset. This clash is not
merely because it is the first exchange presented for review, but becapestthe
selected above were taken from the “Breakfast Topics” blog post “What do péothi
World of Warcraft: Cataclysm?” which was the blog topic on the first day af dat
collection. Reviewing the posts, it is apparent that some of the individuals argplayi
the game for fun and novelty, whereas others are fiercely protective of anreehere
lore because that lore is part of the established status quo Wotvehey know and
love.

In essence, lore is part of the structur&f\W and for many of the “old school”
gamers, any change (or in this case, wholesale rewriting) of loesesis a shirking of

an unspoken covenant between the long-time gamers who have diligently paid their dues

18 “witf” = “What the fuck”.
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(literally and figuratively) and Blizzard. Suddenly changing the eMtio&Vparadigm
via the shattering of extant lore recalls Giddens (1986) notion of ontologicaltgecuri
The ontological security aVoWfor many of the “old school” gamers arguably came
from the reliance on lore to establish structure and rules to the narratiganteelay,
indeed the “World” of Warcraft. By introducing swift and sudden change to the “World”
of Warcraft viaCataclysmwithout soliciting feedback from the legions of gamers who
played it since its beginning in 2004, the element of chaos via the unknown is introduced,
whereby former rules and structure are no longer valid. The backlash wsthaf |
ontological security for the “old schodWoWgamers is apparent in their impassioned
posts orCataclysmand lore, respectively. Their use of multiple argument strategies
when confronting the “new schodWoWgamers demonstrates their commitment to
maintaining the status quo ¥oW which is to them is a “stable” and “known” entity.

Furthermore, the use of various argument strategies to debate just this @be aspe

of WoW lore, exemplifies the passion manwjpWplayers have for the game and
provides compelling evidence of the importance placed on maintaining consistehcy
“realness” for them. In some examples of lore discussion, posters wentsddecite
WoWWiki (Retrieved: http://www.wowwiki.com/Portal:Main), tgorld of Warcraft
database Wowhead (Retrieved: http://www.wowhead.cahd)Vbooks/manga, or
Blizzard Entertainment VP of Creative Development Chris Metzen as eadestipport
for their arguments, much like a priest might point to examples in the scripture or a

specific biblical prophet to prove a point to a troubled parishioner.
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See for example the following interchanges as instances of this evigentiar
support citation:
Khremloc Aug 27th 2009 8:58AM

Yes, but we may well see our favourite hidden locations vanishing.
Does anyone know what will happen to the dancing troll vill&ge?

zappoAug 27th 2009 9:15AM
According to wowwiki it's going to be available as a regular place you can visi

Briggs Aug 22nd 2009 8:07AM
They gave me everything | ever wanted... Except the pony that Ghostéfawler
promised me.

Malkia Aug 22nd 2009 8:10AM
But he gave us aponi!~
http://www.wowwiki.com/Aponi Brightmane

Honoke Aug 29th 2009 8:12AM
Maybe that's where the Demon Soul is hidden.

Laughtrey Aug 29th 2009 8:14AM
It was destroyed. Keep up.

Malkia Aug 29th 2009 8:16AM
The demon soul was destroyed...wasn't it? Do the books count?

Itanius Aug 29th 2009 10:11AM
The books are official canon approved my Mr. Metzen, so yes they do indeed
"count”.

In the above posts, the posters employ the use of the aforementioned types of
evidentiary support for their claims. The posters zappo and Malkia both citéotive
Wiki website (Retrieved: http://www.wowwiki.com), and Itanius cites both/to&V
books as well as Blizzard VP of Creative Development Chris Metzen as “prob# of t

validity of their claims. This desire for acceptance is telling agihseghat some posters

9 A location from the old or “vanillaiWoW
20 A non-playable computer character from the oltvanilla” WoW
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feel the need to back up claims even in the anonymous arena of an online blog
commentary when discussigoWwith others (likely complete strangers).

Nostalgia

Another powerful theme illuminated through data analysis was that of nostalgia,
generally speaking, for “the way things were” in the “old-time” (ovas/Ngamers call it
“vanilla”) days ofWoW Part of that nostalgic power resides in the import, and
importance, of the quality of symbolic reality the game possesses, amthég the
intersubjective acceptance that this “realness” is understood and sharedrdy othe

As support, the following examples illustrate the intersubjective qualities of
realnesdVoWpossesses for its players via nostalgia:

JorgesAug 27th 2009 10:42AM

| have to admit that when | saw Auberdine in ruins and parts of Ashéhvale

destroyed, | went "omg..." with a nostalgic/sad mix of feelings...

Being in the new Azeroth and telling stories to my netfttéends about how
this or that place used to be, will be fun!

DigitalMonitor Aug 27th 2009 12:11PM

When next year's Lunar Festi¥atomes around, I'm going to take my time
visiting each of the Elders and turn the event in into my own Azeroth
Remembrance Tour. I'll be snapping pfdike an obsessed tourist.

tabardsrock Aug 27th 2009 5:22PM
@jorges: i definitely agree with you... it's fun nowadays to chat with frientls tha
are new to the game about the "old days" of WoW

Markainion Aug 27th 2009 9:57AM

| hope blizzard is smart enough to keep the old world files on hand, if for no other
reason to keep a good memory of what the world once looked like for future
instances or expansions . . . so maybe someday we will have a few pre Cataclysm
serves, to remind old players what the world use to look like, and for new players
to experienced something they never experienced before.

2L Cities located in the virtual world of Azeroth, ish is where the “world” of Warcraft takes place

2 3 “newbie” is a gaming term for someone who hdg metently begun playingvow

2 A virtual festival held online in Azeroth

2 unics” here refers to screen-captured images aresncaps” that are stored on a computer like gopho
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Lyncis Aug 27th 2009 8:10AM
I'll certainly miss the old world, all the familiar places and memories {aad
got a kid on the way, who'll never see it as it was.

moxie Aug 27th 2009 8:39AM

| think that's exactly what the devsre going for though... how would your
character feel if his or her favorite place were trashed? How would YQUIfse

a "punch in the gut" approach, and I think it'll work well for them. | can't wait to
see what goes down.

springwater Aug 27th 2009 8:41AM

There's definitely places in the old world I'll miss. My girlfriend jsistrted

playing recently, so I'm going to make sure she sees everything the way it is now
before it's all changed for good.

Faladril Aug 27th 2009 9:00AM

Yes, I'l miss it. Even though I've basically leveled one fadhe areas I've seen,

for what they are, are still nostalgic. So, | should make a photo album of tide wor
as it is, including the world maps. Then if | ever decide to level &h latan

show him the pictures and say, "This is how the world looked before you were
born. This is how it was when Desol&twas really desolate and you didn't get
scorched going through the Barrens. This is how it looked when the only way fly
from one place to another was to take a zeppelin or a taxi. Then you had to hoof it
the rest of the way."

In the above exchange, one of the most fascinating aspects of the garker’s tal

revolves around the use of personification with respect to the characters theinglae

above exchange, the posters moxie and Faladril actually write about thattetaas if

they were living, breathing, feeling entities. While perhaps a bit moreneatthan the

“typical” gamer talk analyzed in this dataset, it is one of several geanwhere the

importance of the game, its characters, locations, indeed the entire “World'rofaiva

shines through. Furthermore, the abundance of posts evocative of nostalgia imply that

% «devs” = Blizzard Entertainment8ataclysmgame developers

% «toon” = a player’s primary character WoW

2T ualt” = a player’s additional characters\iioW each requiring a separate paying account
2 A volcanic, desert-like area iWoW
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while playing the game is meaningful to the players, the memories they @aimdving
played it are also important to them as they progress through the game.

Furthermore, this nostalgia isn’t something that is passing or mild for several of
the gamers who post abdMoW For example, in the posts below, respondents to the
blog post entitled “Most emotional boss encounter?” (Retrieved:
http://wow.joystiq.com/2009/09/01/breakfast-topic-most-emotional-boss-enchunter
engage in robust debate on how much fighting and defeating a certain boss character
affected them:

Tirrimas Sep 1st 2009 8:08AM
Keristrasz&'. First time after doing that quest chain on Coldarra, | cried.

Daniel Sep 1st 2009 9:22AM
Keristrasza for me too, | always feel sorry for her

Kia Sep 1st 2009 9:22AM
Was just logging in to say this.

Rhabella Sep 1st 2009 9:53AM
Looting Keristrasza's Broken He¥ralways breaks mine.

VioletPheonix Sep 1st 2009 10:18AM
Aw | am glad | am not the only one. That encounter, seeing her standin@ldere
hearing her anguish while fighting, always gets to me.

Karilyn Sep 1st 2009 10:27AM
| still cry every time | do that fight.

vocenoctumSep 1st 2009 10:36AM
Same here . . . It really resonates emotionally.

29 A boss inWoW
30 After defeating most enemies\ioW players “loot” their virtual corpses for treasiamd items
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Shardrell Sep 1st 2009 11:05AM
Yeah, | think Keri's" death is particularly affecting because we knew her,
y'know?

Poor Keri.

SenorSep 1st 2009 11:04AM
This ~ Breaks my heart to kill her after she was so protective of us during the
quest chain.

Silversol Sep 1st 2009 11:03AM

http://www.wowwiki.com/Keristrasza

For those that don't know the story.

And what's said upon death is sad as well.

"Dragonqueen... Life-Binder... preserve... me."

Nothing like finding that glimmer of sanity upon the throws of death...

Wulfkin Sep 1st 2009 5:58PM

This. You fight alongside her only to see her taken and turned against you. Of the

millions of mobs | have killed in WoW, she was the one that made me feel
sadness.

One other aspect of the above posts that bears mentioning is that several of
the posters not only feel strong (and in the above examples, negative) emotions about
fighting particular bosses, but also that they discuss repeatedly replagiagenario
despite the emotions it elicits. In five of the above examples the posters texrenhe
“always” or “every time” or “first time”. This also speaks to the nostajgill the game
has, via the players repeatedly returning to former encounters for both @sisrd)
fun as well as emotional resonance.

These posters are subsequently confronted by others within the same blog

31 Shorthand for Keristrasza
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commentary who are dismissive of the game being able to generate such emoti@en. Whil
it is unclear if this second camp are veteran players or “newbies” (due tootignzous
nature of posting on blogs), the interchange between them and those who feel emotional
resonance when defeating a bosgvioWis reflective of the “old school” vs. “new
school” dichotomy found throughout the dataset:

Kaleo Sep 1st 2009 8:30AM
Not really emotional

Mortosa Sep 1st 2009 8:41AM

| have not, nor will | ever, attempt For the Alliaritd have too much respect for
them to try to kill them. That makes the encounters the most emotional encounters
In the game for me.

Omegan01Sep 1st 2009 8:48AM

This is silly. I've you've never even -attempted- 'For the Allidrimed can the
encounters possibly be emotional for you? You've never actually, you know,
ENCOUNTERED the bosses.

Takuwind Sep 1st 2009 1:51PM

Seriously is this the level Wow.com has sunk to? | know you guys wake up in the
morning sometimes and struggle to come up with a topic, but for heavens sake - if
this is the best you can come up with, please stay in bed.

While wow.com has been an exceptional journalistic effort and has produced
some amazing stories and analysis, | have seen a slow creep in some theeas t
inane and pointless. Is this the drivel your fine site is going to be known for?

EMOTIONAL encounter? Good god people, you are approaching the level of the
fans who Shatner famously told to "Get a life." in that well-know SNL skit.
Emotional encounter? | could tell you mine, but it would not be printable.

How 'bout we try to keep things in perspective and not sink to this level.

Fine. Lets talk about our Favorite bosses. Our most memorable Role Playing
even. But lets find more constructive topics that our most Emotional boss
encounter. Or the NP&we fell in love with. Or the day we cried when a gnome
ganked us...

32 A type of quest in WoW culminating in a boss leattl

33 NPC = non-playable computer controlled charactére poster is poking fun at several of the posters
who talk about crying, etc in this discussion titkea

3 Again, the poster is poking fun at players whodmee so attached to their character they feel strong
emotion when the character is “killed”.
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goa Sep 1st 2009 2:43PM
Seriously though. Who cries from a quest chain in an mmo?

BuzzDX Sep 1st 2009 2:50PM
People who have a heart and soul.

Silversol Sep 1st 2009 3:01PM
Lulz®

You're getting emotional about how people shouldn't show emotions during a
game.... Yet your showing probably the same level of emotion in the comment
section of a blog about the game.

Chamual Sep 1st 2009 6:04PM

Have you ever felt saddness or fear or anger when reading a book or watching a
film? Sure you know it's not real but the emotion is still there. Why should a
computer game be any different? At least half the games made todag try a
feature a storyline for the player, and most games now look better than films did
10 years ago.

WoW is a game that most invest more time than any other game, and it has had
plots that twist and turn over several years of gameplay and all the books and
others that expand the storyline. Is it so inconcivable that someone might get a
twang of emotion when they see a character they have read about for so long bit
the dust, or their guild defeats a boss they have been working on for weeks?
Of particular note in the two above interchanges on the role of emotion as it
relates to nostalgia is the divide between the two camps. One camp fréelyenly
talks about how playing the game elicited a strong emotional response, while the other
felt that those people needed to “get a life”. When confronted, the emotional posters
immediately counter with comments about the hypocrisy of those who poke fun at them,
and use analogy as an argument strategy. Also, the pro-emotion postersadgito al

the amount of time many gamers spend playif@/Vand how that may also bolster an

emotional investment in the game.

% “Lulz” = internet shorthand for “laughing out loyydut generally considered to be laughingatmeone
rather than witlthem.
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Having discussed the themes of nostalgia and lore, the final primary theme to
discuss is the role ®WoWas a “necessity” for many of those who play and then post on
WoWcentric blogs. In many respe@sataclysmcould be considered the dominant
driving force behind many of the blog topics as well as corresponding comyneyntar
posters. Again, it is important to note that this is likely due to the timefransgaof d
collection, sinc&Cataclysmwas announced the evening before data collection was
randomly selected to begin and remained a hot topic throughout the entire dateollect
period. Additionally, even outside the realmG#taclysmbased discussion, discussions
arose which seem to caso\Was-necessity.

WoW as Necessity

As noted at the beginning of the chap@afaclysmwas the impetus for many of
the blog posts, corresponding discussions, and heated debates found in the dataset. With
respect to its relationship to thematic elements present in the posts, the advent of
Cataclysmseemed to elicit strong feeling which spoke to the “necessitWaiVfor its
players. This in turn led to a staunch defenggaificlysnby some, and a rejection of it
andWoWby others.

Previously, | noted that the major dichotomy of opinions resulting from the
Cataclysmannouncement led to a divergence of posters into two primary camps which |
have labeled “old school” and “new schal” Some players, often those who appear
from their posts to have played the game for a while, expressed disdain carogeright
horror at whatCataclysmwould do to “their” world (e.g. their ontological security).

Others, often seeming to be newer players judging from their posts, exprestadaenic

% «0ld School” players are traditionally long-tirrleng-term WoW players who are resistant to change,
whereas “new school” players tend to be relativ@amemers to WoW who embrace game changes.
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about the potential changes and new challe@ggaclysmwould bring toWoW There
is also a strong underlying theme of nostalgia from both camps, pro- arCasantiysm
which is interesting as a unifying concept.

In the following exchange, taken from the morning immediately after the
Blizzcon announcement @fataclysmthis dichotomy is readily apparent:

Muse Aug 22nd 2009 8:02AM

I'm busily . . . covering as many areas of the game as possible, so I'll haagga str

before-memory to compare with when | start leveling my ne3t it post-
Cataclysm

uncaringbear Aug 22nd 2009 8:34AM

As much as I'm looking forward to the content, | will surely miss many of the ol
zones, and it saddens me that many of the places that | leveled up in many years
ago will be changed forever. Before the expansion drops, | will be taking more
than a few nostalgic trips through places like Dark Shore and the Brrens

Zanthexter Aug 22nd 2009 8:41AM

Cataclysm has me excited, and ready to roll a new{oiot because 1 like alts,

but because levels 1-60 are basically a new game with enough of the old game left
that | won't feel completely lost!

Chilblain Aug 22nd 2009 8:02AM
Meh ... Ill getit. .. but most of the expansion looks like recycled content

Masarah Aug 22nd 2009 8:05AM
This isn't recycled . . . The rest is all new and looks awesome, | cant wait.

Chilblain Aug 22nd 2009 8:06AM
No ... The same dungeon re-tooled for max level isn't new content.

Jingo Aug 22nd 2009 8:11AM
yeah guild and I are going to wind down and finally finish, not paying for content
I've already got

37«qlt” = alternate or additional character to thénmry one the gamer plays.
3 «Dark Shore” and “Barrens” are two areas in theudl world of Azeroth, the setting foW¥oW
39 “toon” = another word for a character the gamaryglin WoW.
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Chilblain Aug 22nd 2009 8:12AM

What is "new" about leveling from 1 to 60 adhOld Azeroth or new Azeroth,
it's still geared towards people who want to either play a new race, or a new
race/class comBb

deffo Aug 22nd 2009 8:15AM

seriously, what do you people expect? if they keep ADDING shit the game would
just get freaking ridiculous... how many new continents can there be, etc?
updating old things makes perfect sense. why would you want the world to be full
of ever growing piles of static, unused places and things?

Zanthexter Aug 22nd 2009 8:16AM
This "expansion” has more new content than the original game. And all you can
do is whine

Blackhawk003 Aug 22nd 2009 8:29AM

The endgame isn't everything... a great deal of the fun of WoW is simply
exploring new areas. This refreshes and updates the parts of the gamehleft by t
wayside, as old Azeroth has been ailing in light of the expansions. Can you really
object to revisiting the areas of the game that made WoW great in thedas®?pl

And if you're so upset . . . you can always go pick up a shiny, new MMO.

Azradesh Aug 22nd 2009 9:02AM
Perhaps if you spent less time whining and read about the damn expansion then
you wouldn't have to whine in the first place.

bizounceAug 22nd 2009 9:26AM

This is why | loathe 99% of "gamers". Your bitching is neither warranted, or
necessary. You don't even know what you want. You're still getting new content.
You're still going to get your new dungeons/raids. So they changed a huge part of
the game and added to it? What exactly is wrong about that? | just don't
understand what you could be pissed about. Absolutely worthless.

Rubitard Aug 22nd 2009 9:52AM

Well, sounds like Cataclysm will also bring an end to some players who get all
nerd-enraged over one or two detail. So, please, Chilblain and Jingo, go. Make
the game better by your absence.

“9'In WoW a character “levels up” by gaining experiencepofrom quests and defeating enemies. 1-60
are the standard levels, with 80 being the maximum.

“L A “new race/class combo” refers to the previouiscussed new combinations of charac@agaclysm
introduced which were previously disallowed by extare.
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Chilblain Aug 22nd 2009 2:22PM

It's unfortunate that you can't be critical of something without the community
responding with the trite, "if you don't like it don't play it" response. Criticssm
what makes things better, not a bunch of sycophantic idiots who will line up at
midnight and buy two copies of anything with a Blizzard logo on it.

ramivore Aug 22nd 2009 6:32PM
You seem to be asserting that:

Time and money spent=Value

which is incorrect. The best way to improve something is to fix its worst
attributes. Perhaps recycling old content will give the developers morectime t
improve other parts of the game. Or maybe they could just dig a giant hole
somewhere in Anaheim and fill it back up again. Would that satisfy you?

Komorado Aug 22nd 2009 8:07AM
| cant wait for cataclysm to come out! Everything about it looks sooooo good!

Rippchen Aug 22nd 2009 8:41AM
because this fiddling with numbers is a minigame all for itself, which carabe re
fun to a lot of people. there are folks out there, who actually enjoy math.

Damon Aug 22nd 2009 9:06AM

There are more people that believe the math is a frustrating affront toragpast

that's supposed to be fun then there are that mildly enjoy it. That equation is pretty
damn simple

Kiertel Aug 22nd 2009 8:21AM

| agree, this reset is almost like getting WoW2. People who do not play before the
world is destroyed will never know what playing the original game was like.
Blizzard is pressing the reset button in a big way and | for one could not be more
excited.

JD Aug 22nd 2009 8:19AM

YES!

I'm sure a LOT of people are freaking out,"this sucks, that's not what i wanted"...i
personally am very excited with what's to come

GilgameshAug 22nd 2009 8:21AM
I'm not excited at all. And taking a closer look at SW: Tt a result.

| didn't think WoW would cheese it so soon. Recycled content? No thanks

42«SW:TOR” = Star Wars: The Old Republic, LucasAfdsthcoming MMO expected to challeng¢oW
for supremacy of MMO subscribers.
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rawrawrawr_ Aug 22nd 2009 8:29AM
IF recycled means updated, polished and reworked, then yes, WoW has cheeesed
it.

But, clearly, attempting to appeal to your fanbase/customers with long awaited

additions and changes . . . ruins the game.

The previous interchange between posters of rival factions (and, notably, with the
majority being procataclysm represents ten percent of the total number of responses to
that “Breakfast Topics” blog question “What did you think of World of Warcraft:
Cataclysm?”. While many responses in the overall dataset on a myriad of topics
demonstrate the passion sevéka\Wgamers who post responses onWw/\Vblogs have
for the game, this topic evoked the highest number (229 responses) and most heated
debate, which is why it has been utilized for examples several times in tpisrcha

The heated debate about forthcoming chand®dtVspeaks to the importance of
the game for these individuals, for whom playing the game is not enough to satisfy them
For the individuals who comment on blog posts on various topics smit(and in
particular,Cataclysn), WoWis more than just a game, it is part of who they are. They
take ownership in Azeroth, the “World” of Warcraft, whether in wanting to see
progressive expansion and evolution, or in maintaining tradition until a fully-réales
“World” of Warcraft is developed by Blizzard.

For a few, the game even takes on overtone of being a “staple” expenditure. The
comments below come from a blog topic on Blizzard’s announcement of a quarterly

“WoW Insider” magazine for a yearly $40 subscription fee.
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Note that many of the individuals who say they will not subscribe still impbutirght
state thaWwoW itself, is a “necessary” expense:

Nathanyel Aug 25th 2009 8:05AM
Already did :P I'm expecting special treats for early subscripers

LeganceAuq 25th 2009 8:52AM
As did |, subscribed the minute it was available

mtsadowski Aug 25th 2009 10:28AM
Me too.

This reminds me of the Nintendo Fun Club. Anyone remember that?

Neofox Aug 25th 2009 2:24PM
| already subscribed as well. :)

Well, mainly for the free baby murloc Kwurkdat BlizzCon...

Deadly. Off. Topic. Aug 25th 2009 4:12PM
| wonder why they can't just include it in the subscription fee - god knows we
already pay enough and then some

Komorado Aug 25th 2009 8:06AM
Why pay when you can probally find it on the internet the very afternoon its been
recieved by subscribers?

Narshe Aug 25th 2009 8:14AM
Exactly, online content is free so why pay outrageous prices for a trade
publication with paper costs skyrocketing.

LeganceAug 25th 2009 8:55AM
Its all about the collectable value of the magazine. | would much rathenyactual
own the magazine, then have to read 148 pages offline any day.

Gerik Aug 25th 2009 9:19AM

There's no way the magazine isn't going to use its relationship with Blizzard t
score exclusives. I'm expecting sneak peeks at Cataclysm, intervidws wit
developers, behind the scenes photos, etc.

“3 A type of in-game “pet” only available to subseib of the magazine who also attend Blizzcon.



82

impurezero Aug 25th 2009 11:45AM

Sure, any "breaking new information” will show up on the internet in some form,
and if that's all you're concerned about, by all means stick to just the irdethet
you'll be set.

However, it sounds like this will likely include additional lore discussions, full
interviews, in depth discussions and various other things that sites like this won't
print. You really think that wow.com is going to spend 50 blog posts just
reposting everything from the magazine? | guarantee you that for théheres

will be additional things printed that won't end up all over the internet just
because it doesn't qualify as "new Cataclysm info."

Wipeman Aug 25th 2009 4:33PM

| will buy the magazine. And it's not becuse i hate internet or i am a colldtor. |
just that those pixels on your screen cannot be actually compared to this classy
feeling of that 148 page high quality paper magazine being held in your hands. It
just feels better.

ffield Aug 25th 2009 8:06AM
Already did! I'm a sucker =/

Baruti Aug 25th 2009 8:25AM
| have at least thought about it..
Sounds interesting for those boring offline hours! ;)

Malkia Aug 25th 2009 8:37AM

It's too expensive for me. Yes | realize it's the same cost as only a fesnont
subscription, but when you compare the hours | get for my $15 each month for all
the months to equal the subscription fee to the hours I'll spend looking at the 4
issues each year..it's just not a good deal for me.

Jamison BanksAug 25th 2009 9:39AM
No. Why?

You want to give me a murloc marine for Blizzcon? Fine.

You want to give me an exclusive email newsletter | pay for? Fine.

You want to sell me an collectible plastic figure? Fine.

You want to sell me an authenticator to protect my game account? More than fine.
You want to sell me a magazine? . . ..

vinehorn Aug 25th 2009 7:53PM

| signed up for it. | even got a cute little murloc plushy for it (at Blhzgcl

signed up for the magazine (2yrs) because | love World of Warcraft. Thesiga
a hobby just like my other hobbies rugby, weightlifting and computers. People
invest money in their hobbies.
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lan R. (Orkchop) Aug 25th 2009 12:10PM
They were offering a cute baby murfdat BlizzCon that sucked me in. And it'll
be nice to have something to read away from my computer, like on my commute.

The majority of the above discussion centers on cost versus perceived benefit.
Some players took the seemingly high price in stride as an additional expense to an
activity or hobby they love, while others seemed offended by what they peresieed
money-grab by Blizzard. A couple of the posters, notably Nathanyel, Neofox, Gerik and
lan R. all cited the potential rewards of special collector’s items not biatitathe
“average Joe” typ®/oWplayer. The poster Wipeman discusses the pleasure derived
from being able to physically hold a tangible piec&\@iW Others discuss having
something/VoWrelated to do during the time they are not playg\WW Even for those
who say they will not subscribe, such as Jamison Banks, they still describe their
willingness to give Blizzard money for makyoWrelated things, be it just the game or
several “extras”.

A couple of the posters even seem to condideYVas being nearly life-or-death,
including it as a “necessity” cost along with heart medications or déspitg broke:

Tzivya Aug 25th 2009 8:31AM

I'd sub if I knew | was going to get cool in-game items for them, but not

otherwise, frankly. | don't have tonnes of surplus cash as it is, so | need more
value for my dollar than this gives.

tyler Aug 25th 2009 8:42AM
no thanks, i'll pass. my monthly WoW fee is really the only non-necessity thing
i'm able to spend money on right now.

Nick Aug 25th 2009 2:35PM

| really cannot afford to throw away another forty bucks right now. :[. | want to
subscribe, but cannot. Paying for heart medications, food, and college leaves a
hole in my pocket.

“ A type of in-game “pet”.
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ZUR13L Sep 5th 2009 1:14PM
Dueé% RL®> time constraints these days, | am really intent on only having 4
toons”.

The last post by ZUR13L is also telling despite no explicit mention of money or
cost. In that example, ZUR13L mentions trying to limit themselves to fouacteas
because of real life time constraints. This demonstrates that the ¥dsWibr those
who can afford it often times comes in the form of time rather than monetary exjpendit

Finally, with respect to identifying as #8VoWgamer” some posters discuss their
desire to remain “in the closet” so to speak about playiiog/. They are rapidly
confronted by others who take offense to the notion that baivigvgamer is somehow
stigmatic:

Malkavos Aug 25th 2009 8:26AM

No, for the same reason | will never join a WoW related facebook group, wear a

warcraft T-shirt, get a horde tatoo, or attend blizzcon. | enjoy playing WoW and
all, but advertising that fact to the rest of the world? No thanks.

Komorado Aug 25th 2009 8:54AM
@Malkavos Thats what | think too.

Sven Van HerckAug 25th 2009 9:50AM

So you are actually ashamed to play wow? Imo if you are that ashameladf it t
you want nobody to know, you shouldn't be playing in the first place.. but that's
just me. There's a huge community of ppl that play the game and if ppl infour rl
can't deal with you playing if they'd know, | wouldn't really call them friends

S erL” = “real life”.
4 “toons” = “characters”.
A ap]r = “real life”.
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pants Aug 25th 2009 11:28AM

@Sven

Oddly, not wanting to advertise your choice of activities has very little toittho w
being ashamed about them. | play Xbox 360 but | have no desire to buy a t-shirt
or subscribe to Official Xbox Magazine. | drive a Prius but | have no desire to
join the fan page on facebook or post photos of it.

I'm sure there are things that you enjoy in your life that you're not sergami
about to all of your friends. That doesn't mean you're ashamed. Ease up.

Jay Aug 25th 2009 8:16AM
Nope. I'm already paying for 2 accounts...not giving them any more

Nick S Aug 25th 2009 8:48AM
Haha, this.

If I'm not playing or reading mmo-champ or WoW.com, there's always, ya know,
real life.

Perhaps most interesting about the above exchange is that even for someone like
Malkavos, for whom the idea of “advertising” that they are a pkodlVgamer is
unthinkable, there is still the allure of discussing the game outside of the confihes of
game itself. Nick S., albeit tongue-in-cheek, even references “r@aatifan alternative
for WoW All of the preceding posts affirm the notionwbWand its ancillaries as being
“necessity” for the individuals captured in the dataset, and are represeofati
comments on other “Breakfast Topics” blog posts throughout the dataset.

Returning to the issue of themes, one aspect that is apparent from a review of
posts supporting the identified themes is that there is a great deal of intepleen
them. Rarely does any one “Breakfast Topics” blog post have responses which bnly dea
with one topic or theme. Instead, there is an interconnectedness of topics argdafieme
the posters discuss, debate, and relate ideas between each other (e.g. ptaged dtae,
weapon choice and nostalgia). The interconnectedness of multiple topics and themes

recalls Leninger’s (1985) conceptualization of themes as being “compandragments
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of ideas or experiences” (p. 60). Taken individually, the posts, topics, and themes may
not appear to be compelling. However, taken as components of a larger whole, they offer
more insight into what a potential RA might be YWoW as well as the motives of its
gamers. Hence, having discussed the major themes present in the datasetfwme now
towards identifying a synecdoche, which in turn helps more fully illumirmet&RiA.
Identifying the Representative Anecdote

By reconsidering the previous chapter’s assertion that Burke’s (1945) notion tha
an RA is like a myth in its infancy—that is to say, not strong enough to override
everything else and assert itself but taking its initial steps towards+taemergent RA
for WoWis hinted at by a substantial number of the posts (and from them, themes) within
the dataset. It is important to bear in mind that each of the previously discussesl them
represent components of a larger whole. Taken individually, their contribution to and
import for the RA may seem minimal. However, when taken as aggregate qfi@ces
larger whole, they transcend their individual topical aspect and collectively becom
something more.

Burke (1945) is clear in his conceptualization that the RA is an actual story. |
my dataset, there was no single story that could identify as servingRa thdowever,
by linking the concepts of the RA and a mythology, for example the “AmericamDrea
we can gain a clearer understanding of how the RA function&®&¥gamers. The
notion of the “American Dream” is a mythology, inasmuch as no single storg al
constitutes it. But, taken collectively, individual stories/myths create amfdnee the
“American Dream” mythology. Whether the individual anecdote is of the house, 2.5

kids, dog, and white picket fence or of an ancestor who arrived at Ellis Island gpeakin
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little or no English with no money who “made it”, each individual anecdote collectively
comes to reinforce and represent the broader mythology.

As previously asserted, there was no individual story in the dataset which could
transcend all others and be held as an exemplar, &Atlifier WoWwgamers. Perhaps this
is due to the timeframe when data were collected, perhaps it is due to the direndiyy
of the posts, or perhaps it is due to the haphazard, scattershot nature of topic discussion
on and within each “Breakfast Topics” blog post. Regardless, the RA does not exist,
materially, in the dataset | collected.

However, comparing the RA to the English language provides a compelling
analogy. The English language, as a concept, does not exist materially.e Brespit
individuals know it is “there” because of the smaller bits that comprise ithwimt at
the existence of the larger entity. And, to paraphrase Searle (1975) each afnthlese s
bits, these “speech acts” reinforce to people that there is, in fact, a larmgmagding it
all.

The previous two analogies might be seen as merely a clever semantpi &bte
obfuscate the fact that no clear-cut RA exists in the dataset collectidsfanalysis.
However, | would argue that the language choices and the topics privilegecuivene
discussion and debate made by\WeWgamers posting within the dataset hint at a
preexisting RA. The fact that the RA preexisted my dataset and is powexfidsted to
by the fact that it does not need to be made explicitly present; it's so much ol obntr
the proceedings that the blog posters embrace it as a taken for granted truth.

Even those within the dataset who reject the notioW@#as being something

real and powerful, as something that matters, take umbrage with the othes postes
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WoWhblogs while employing the language (e.g. jargon) and terms of the amecdot
According to Harter and Japp (2001), this does not minimize or weaken the concept of
the RA for a particular piece of discourse: “It is important to remembeathat
representative anecdote is not necessarily monolingual, rather, it can and dges ate
essential tensions and conflict within the discourse in question” (p. 413).

From the heated discussions previously-provided (among many in the dataset) on

variousWoWcentric topics, the identity of the blog poster as\@dWgamer” solidifies
for that individual. The gamer, in effect, identifies themselves with the gameh tehi
them is both real and matters. No matter what subject was being discusdeg by
posters, one aspect became perfectly and repetitively clear in theira:hétoy\ for
lack of a better term, is “real”. It matterft is not simply the experiential aspect of
playing the game, or the fact that We®Wgamers have to pay a monthly subscription
service to play it, but rather the fact that the actual “World” of Warasaf whole, to the

gamers who play and post about it, matters

In short, the conceptualizatiohVoWgamer” becomes, at least partially, a
component of their identity. Therefore, it is critical to examine postswg@dain to the
notion of “realness” as well as revisit the importaé@Wpossesses for its players. By
doing so, in conjunction with the posts identifying emergent themes from the gttaset
RA may be better illuminated. Several examples support the conceytdiés “real”
and “matters” to those who blog about and play the game, as well as the fact that playin
WoWfor these individuals helps shape a component of their identityvasvVgamer”.

The below examples revisit the notion of a player’s character becoming thaht:
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Knob Sep 5th 2009 8:20AM

| can't even change the look of my Taudfdn the barbershop without feeling like

it isn't my character. Today for example | went ahead and changedrnherski

of my Tauren . . .. after about 10-15 minutes of trying to get used to it, | just had
to go back and revert to my old skin tone.

CheesemonkeySep 5th 2009 8:03PM
| would so switch my dwarf hunter to a tauren if | didn't have tons of friends and
connections alliance-sitfe

Hawk Sep 5th 2009 8:13AM

| am definately going to be switching races as soon as that serawalable... |

just feel that my toons have evolved and taken on a certain persona of their own
and their current races may not match the overall view of them | have in my mind.

tim Sep 5th 2009 6:10PM

It's interesting how so many people - even ones who dorft-RBe themselves

so vividly in their character. | think I'm a bit opposite: | don't RP myself, bfil |

only do certain quests if it "feels" like my character would do it. My undead rogue
- yeah he'll poison the dog and eat the dog's owner.

Hansbo Sep 5th 2009 8:36AM

Well, even though he took it way too seriously, he does have a point.
Commiting genocide of dozens of races (many whom are sentient) and then
complaining about poison being immoral? Slight hypocracy?

SqtsquishSep 5th 2009 4:25PM

| know for one that | refuse to do anything in game that | couldn't stomacal in re
life- 1 never rolled a death knigHtfor instance after hearing about their starting
guests. Then again that also probably explains why my favorite toon has always
been my holy pally, | still enjoy my other characters but mainly | stitk my

prot warrior and holy pally since | feel | saving the lives of my teamesnaho

would otherwise be torn to shreds without my intervention

“8 A type of character class such as a warrior aresor

“9 As discussed in Chapter One, when beginning theegaplayer chooses a side or “faction” to be on
when they enter the game: Horde or Alliance.

*0“RP” = role play, in this case referring to a garassuming the identity of the character they [y
espoused by lore) and acting in a manner consigi#imthe lore-dictated character personality type.
L A type of character ilVoWthat lore dictates as being evil and which betfiesgame with quests of
terror and mayhem against others.
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Zach Sep 5th 2009 8:26AM

When Blizz first announced Tauren Palffeand the upcoming Race Change, the
first thing that went through my head was, "Finally! Now | don't have to be a
ridiculously effeminate tank/DPS who twirls while jumping and dances like
Napolean Dynamite!"

But, like you, | don't think I can do it. I've spent so many hours leveling my
mairP>, and seen and done so much with my guild on him, that | don't think |
could ever change him.

It would feel like 1 was killing a small part of myself. | know that sounds
melodramatic, but when you have spent so much of your time with one character,
a part of yourself becomes vested in that piece of code. Yes, | know it's only a
game, and yes, i know that my paladin doesn't go home to a wife and kids
whenever | log out. But there's still something about these little chunks of
programming, at least for those of us who have now gone through so many hours
of leveling, questing, raiding, PvPing, and working on professions, that keeps us
coming back for more.

So to answer your query: Yes, | do feel that level of connection with my character
winterhawk Sep 5th 2009 10:43AM

I'm ridiculously attached to my main (a blood elf mage) and | would never change
him--faction, race, hair color...he is what he is, and I like him that way.

The previous examples began to help solidify the concépodVas “real” to its
players because they demonstrated how invested a gamer can become in a.characte
Even something as simple as changing a character’s hairstyle had etmesonance
for its player.

Another discussion which typified the “realnessVaébWfor its players was
agenda and goal setting. In the following examples, the players discusshggalish
to accomplish befor€ataclysmeliminated portions of “vanillaWoWfor good:

TheyasSep 3rd 2009 8:18AM
Grind out the last 150 or so quests in Kalimdor

*2«Tauren pallies” = paladins, a type of charactass inWoW
%3 “main” = main character one plays in WoW (in aduitto “alts” or secondary characters).
>4 “Kalimdor” = a location in “vanilla”"WoWthat will cease to exist upon the releas€afaclysm
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Tebla Sep 3rd 2009 12:01PM

That's what | am doing. My newest goal is to have LorenTastefore my one
year anniversary is up. | have until Oct 5th.

My list of goals is one of the things | really enjoy about this game. Theeys
there is a new goal.

dameblancheSep 4th 2009 4:48AM

The news of Cataclysm made me change my goals drastically: | adlirize
Loremaster on both the Alliance and the Horde side. at least | will have the
private satisfaction that | have done practically every old school Azeroth quest
before wow as we know it will be gone forever.

Birdfall Sep 3rd 2009 8:36AM

| know it's crazy, but Ashes of A'lar is my big goal. My family is helping ek a
we're almost able to get Kael down -- my husband thinks we can do it with 7 next
Sunday if a few switch to specific alts, so we'll see. | plan on blogging about our
strat when we finally have him on fartn:)

Aside from that, | want to do things that help my guild when guild leveling comes
out, and | want to help my friends and family achieve their goals. :)

tonzOphun Sep 3rd 2009 9:31AM
To do: pick up son from ex's house. Get breakfast. Do laundry. Take care of
recycling. Play with son/teach him to say Touchdown. NAP!!! WoW eventually

Rubitard Sep 3rd 2009 10:33AM

If I were to start making lists for WoW, it would mean I'm more organized for a
game than | am in RL. That, my friends, will not do. If I'm bound to be all over
the map in a whirlwind of chaos, then let it be in-game as well as out!

%5« oremaster” = a type of achievement earned whetayer completes a specific number of predeterchijuests.
*6 Ashes of A'lar is a quest in WoW with Kael as tiveaf boss to defeat before completing it. The autiere is
referring to fighting Kael with 7 other playersher guild, and then blogging about their strateggeoKael “buys the
farm”.
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Amapele Sep 3rd 2009 12:08PM
| have a ridiculous list of seemingly impossible things that | want to do:

- Keep building my pet collection, | don't even want to think of what I've gotta do
to get some of those pets. I'm mostly focused on getting quest ones right now as |
fear they may disappear with the new expansion.

- Try to get any old world achievements out of the way
- Stop being afraid of aretfaand get on a team.

- Stop being afraid of raidsand start raiding.

- Stop slacking on cookiny

And it concerns me a little bit that | could easily keep going with tHis lies.

The above examples further reflect the interplay between realitai{ in that
the posters discuss agenda and goal-setting as they might in real litdbtiar&ks case
there is a direct reference to keepiigWequal with real life; tonzOphun discusses
balancing?woWwith childcare needs). These posts represent only a few that discuss the
many aspects alVoWwhich are reminiscent of or in some ways mimic activities people
do in the real world. There are also posts which discuss undertaking occupations or non-
guest related hobbies within the game (such as engineering, hunting, or banking), and
posts which discuss collecting items or acquiring pets.

However, perhaps one of the most telling aspects of the quality of “realness”
WoWpossesses for the gamers who posted comments within the dataset comes from
utilizing real world analogies or examples. A few of the posts from predmeussion
examples throughout the chapter utilize this tactic, particularly when tioegoof\WWoW

as “real” is challenged.

>"“Arena” = playingWoWas an MMO with others rather than as a stand-aomge player game.
8 “Raids” = quests, usually for the purpose of gajnéxperience and loot.
9 “Cooking” = an activity in WoW that can be builp like a skill and used to barter for loot.
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The next set of examples demonstrated how there is sometimes a Hrtaaght
between the real and virtual worlds when posters attempt to convince others—and
perhaps themselves—of the quality of “realness” the game possesses. Tialstalfioe,
the following examples which, unlike many of the previous debates addressexd in thi
chapter, incorporate real-world analogies instead of in-game lore:

xnn Aug 22nd 2009 8:17AM

Goblins do not. God, they do not... not even close. We're talking about a race so

greedy, they would steal from their own and sell them into slavery. A race that

funds both sides of a war. These are some of the most disgusting atrocities

produced by greed in real life... so essentially, | almost think of goblins as a

personification of the corruption we see in modern day capitalist society.
(emphasis added)

tulipblossom Aug 22nd 2009 8:28AM
They're changing the old world as we know it, almost entirely. And, | can't think
of anything more epic than that.

Imagine if where you lived changed drastically, in a similar way? Foe thigs

in the US and Canada, imagine if all of a sudden the states and territories you
lived in, surrounding areas, and the geography of North America in general, was
shifted and altered in huge ways. There are just no ward§ that's what | feel

like we have in store for us with Cataclyg@emphasis added)

eenersumbrellaAug 27th 2009 10:25AM

I'm definately going to miss everything in the same way you miss a houseror t
you moved away fromAzeroth has been a home for my characters since the
game was released. It has a comforting appeal to it, characters greweup the
There is a big "I remember whea$ you run through the different places and just
remember what it was lik@mphasis added)

DBriggs Aug 23rd 2009 10:20AM

| am excited that the old cities will become the hubs where people ga#tier ag
Not that they were deserted, but it is exciting to fight for our homes again.
(emphasis added)
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Alia Sep 5th 2009 12:02PM
Like so many others my true love is the first toon | created. | have alts, but my
human retribution paladifiwill always be my main.

Funny thing is - now that I think about it - she's a character I've been playing
practically since | got my hands on a RP@e first time. Baldur's Gate (ahhh,
those were the days...), Icewind Dale, Neverwinter Nights, I've alviegen
female paladins . . . . the human female paladin is the only one that feelg exactl
right to me.

Even funnier is that IR¥ I'm an atheistlemphasis added)

Mrs Gamer Sep 5th 2009 12:23PM

I'm just like the author of this post in almost every regard. | tend to stay on the
path of good or chaotic good for all my characters when it comes to WoW. It
makes my stomach loop when | have to do some dasterdly deed that goes against
the fiber of who | am personally (life imitating art | gues@mphasis added)

It takes me an hour to change a hairstyle because I'm bored with the look of my 4
year old WoW character, and ironically after a week of the 'new do' I run back to
the barber to change the style back to the original. Even my bank alt is a fixture.
She's my 'Sims' alt as well. | dress her up in all the best and trendy clothes
(emphasis added)

redaruroa Sep 5th 2009 1:01PM
| would love to see something like a WOW census. A list of what class vs what
race and all that. Also female vs male would be interesting.

As evidenced from the above posts, some posters utilized real-world anajogies t
consubstantiate the symbolic reality of the virtual worldMa\Wwith the real world.
Whether equating greedy goblins to capitalists, or the landscape andpdsogfra
Azeroth post€ataclysnto a shifted North American landscape, or citing “vanilla”
Azeroth as a real community which must be defended at all costs, many po#iers
previous examples were clearly seeking out validation for the realnégés\Wwas a

viable world and taking ownership of it.

% A paladin is a type of character that lore dictatemes from a religious background.
®1“RPG” = “role-playing game”. The poster referescseveral computer RPG's in the following sentence.

624|RL” = “In real life”.
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This sense of ownership, of a part of the gamer’s identities being M#d\g is
apparent in many of the previous examples listed throughout the chapter. Thatfact t
players would spend even some of their time "away from the game" bloggingladout
game suggests that their identity is tied up in the game. The fact that they use such
emotional language to talk about a made-up place as if it were the hometown of their
childhood suggests that their identity is tied up in the game. The fact that bloggers would
brag about being "vanilla collectors"—in essence, that they would brag aboutngpendi
countless hours just rummaging around in a computer world—suggests that they identi
is tied up in the game.

The concept oWoWas being “real” and becoming a component of the identity
of the gamers who posted during the time of data collection, is likely repriageiofa
individuals who post on variol&oW-centric message boards and blogs. For the
individuals who post aboWwoWand its ancillaries, there is a sense of ownership which
is clear in the way they talk about the game, its “extras”, indeed the “World” afr§ifta
as a whole.

To employ a simple analogy, a person who views themselves as a KU fan likely
owns KU clothing and memorabilia. They may also choose to attend KU sporting and
cultural events, donate money, and read and/or talk about KU online in various blogs or
message boards (see for example http://www.phog.net, http://www.kusports.com, or
http://www.jayhawkslant.com). This is no different from many ofW@/\Vgamers who
post on the blogs and message boards (including the ones selected for data collection in
this study). Many of the gamers, in the example posts listed throughout the chapter

referenced spending time and monewdoW\ attendingVoWevents such as Blizzcon,
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collecting items related td/oW even taking screencaps of areasvoiWthat would
disappear upo@ataclysn's release as mementos. Whether it is KU, scrapbooking,
scuba diving okWoW the formation of an identity as “KU fan” or “scrapbooking guru”
or “WoWgamer” is developed through attitudes and behaviors like those listed above.

Kelly I, agrees with the above analogy, stating that “MMORPGésnandels for
the lifelong maturation process of human beings. They're simulators| éifeesaAnd,
just as in flight simulators, what someone learns in a MMORPG can be trach&feore
real life” (p. 85). Conversely, then, the argument that what someone learnsifereal |
can be transferred into an MMO makes equal sense, and indeed there are prataple
from the dataset throughout this chapter where the import of real-life grialtdge game
world is employed by th&/oWgamers.

In the previous chapter, Burke’s (1953) bdddunterstatemenwas referenced
when discussing the notion that symbols are at their most powerful when they both
follow conventional storylines and reflect real-world experience. Thedéaof
examples support that assertion. Furthermore, turning that idea on its head, teere wer
multiple examples cited in this chapter where one poster attempted to coavatber or
multiple-other posters of the validity of their argument or perspectivaastéd to
WoWhby citing examples from its lore. While the loreWwbWcertainly follows
conventional storylines, it is safe to say it does not reflect real-worldierper Perhaps
this is why some posters felt the need to use the real-world tactic ohgféstidentiary
support for their assertions as well as offering real-world analogiesompdes in their

posts.
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One element of this study which may have led to stronger rhetoric from the
gamers in their out-game talk comes from its period of data collection. Anabypomt
in time when the entire “world” and culture of the Warcraft community was in tlrmoi
due to theCataclysmannouncement allowed for the mining of rich data. Posters
discussed the necessityWbW its “realness” to them, and how and why they identified
with it so strongly. There was no single blog post which could be identified as the RA,
only a collection of relevant posts from a myriad of topics which speak genter#hy
notion of the RA being that the “World” of Warcraft is a very real, important ptace f
those who post about it. Therefore, we now move to a discussion of the dominant
pentadic element identified from the dataset, that of scene, and from that subgequent
move to a discussion of pentadic ratio.
Dominant Pentadic Element

In reviewing the topics, themes, and hinted-at RA from the corpus of the dataset,
it quickly became clear that scene was the dominant pentadic element. Thg primar
reason for this is that scene is, of course, of singular and primary importanc&\to\the
gamers who posted in the dataset when discussing the major announcement of
Cataclysm Beyond merely th€ataclysmrelated discussions, however, the aspect of
scene was also recurrent in discussions of nostalgia. Several exampediasag
privileged by theNoWgamers are listed in posts included throughout this chapter.

Despite this, a few more are warranted for increased support and clarity:

MooNinja Aug 27th 2009 8:03AM
I've gone through the old world numerous times. | think I'd miss the old world to
some degree, but not nearly as much as I'd enjoy a new and revamped one




98

Gerik Aug 27th 2009 9:18AM
Northrend® has had the best outdoor zones yet.

johnthediver Aug 27th 2009 11:31AM

Bland and boring zones in Lich Kiff§ Really? | thought they were beautiful and
fun (except ice crown, | hate that place). There was nothing better than landing i
the Fjord, ans seeing the green lush zone with giant cliffs

| admin the Borean Tundra was a little "bland"...but it is TUNDRA! Moving on th
dragonblight, Grizzly Hills (Although this place looks a little like "Disney's
California Adventures" to me) Sholzar Basin...all great and pretty zones.

SehvekahAug 27th 2009 4:07PM

Though not an altohofi¢ | can still agree wholehartedly with this. | mean, |

loved the old world the first couple times through, there's only so many times one
can do those quests

Being able to bring back that sense of wonder while exploring the old world will
make it worth bringing a couple more &ftthrough that journey

Irb_ Aug 27th 2009 8:52AM
i'll ad§7my own ultra-high res panorama gallery. e.g. dalaran, which no longer
exists”.

Click the download button if you want the full res shots. —
http://picasaweb.google.com/jethrobrewin/WorldOf\WarcraftPanoramas#

Todd Aug 27th 2009 10:07AM
WestfalP® needs to burn. Seriously, that zone is quite depressing. Burn Westfall...
burn.

veil Aug 27th 2009 9:33AM

I'll get nostalgic for teldrassil, ashenvale, auberdine, and the like, satosah

my absolute first experience on launch day.

JasonAug 27th 2009 8:18AM

Yeah | will miss Auberdine and Darkshbtel really like the mood, graphics and
music there. A lot of people thinks its quite boring there but I find it peaceful. I'm

% Northrend is an “outside” location in Azeroth. t€f, these “outside” locations are graphically well
developed and referenced WoWgamers as quite scenic.

% Lich King is Cataclysm’s predecessor expansiork patVoW

8 An “altoholic” is someone who plays a substantiainer of different characters WoW

56 «alts” = alternate or secondary characters WaWgamer's “main” or primary character they play.

57 The poster took high resolution screencaps obuarareas in “vanilla?WoWsuch as the referenced dalaran, and
placed them in an online photo album for peopleiday.

%8 Westfall is an area or “zone” in Azeroth.

% Areas or “zones” in “vanillaWow
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pretty glad that blizz are changing the old world though. It brings aboubé bit
"remember how it used to be"... or "when | was a lad"... we'll see though...

wllmsgameAug 27th 2009 8:58AM

Well a lot are going to miss darkshore, not me personally, considering that the
new town is being moved up north a bit... And hey it would be kinda cool to
exlore the ruins of that town.

Justin Aug 27th 2009 8:28AM
I'll probably run the old world on a server so | can always go back to it if | want.

Uatu Aug 27th 2009 8:31AM

I'll miss the old lands. With flyin§ introduced and the lands remade, That 'I'm
not supposed to be here' feeling that you'd get from finding a 'forbidden’ilrea w
be al but gone.

The waterfall and house near Stormwind

Old Iron Forge

The IF airstrip

The unfinished cliffs west of Stonetalon

Under Stormwind

The hole in Stranglethorn where you could fall through the world
The mountain pass east of Desolace

Aubrecia Aug 27th 2009 8:34AM

As someone currently working on leveling an alt, no, | will not miss it, and

though | can see the logic behind nostalgia, it should never be the actual reasoning
for any actions taken or lack thereof.

The fact is, no matter how fondly you remember questing in old world Azeroth, it
is annoying, it is repetitive, and it it boring. WOT[has refined questing to a

fun, streamlined, interesting process where it seems like quests abtuadly
relevance; phasing is only a small part of that. Even compafeds€sts to old

world quests and the gap between them is massive.

It's been 5 years. The old world isn't something to be proud of anymore, and if
anything, it's an obstacle that requires overcoming both for new players and for al
players.

Aaron Aug 27th 2009 8:43AM

| am curious lore wise on how many quests they are changing and how rlany wi
stay the same. I'm just kinda a lore-geek, and coming into the game at the

0 One of the most anticipated changes coming witla)gsm is the ability of characters to travel by
flight.

TWOTLK” = “Wrath of the Lich King”, aWoWexpansion pack preceding Cataclysm.

2«BC” = “Burning Crusade”, the firstVoWexpansion pack.
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beginning of this year, I've had to play major catchup in everything that is going
on in the world. I'm hoping they don't change too much

Wesley Morrison Aug 27th 2009 8:41AM

I'm really torn on this. | love the old world. I'm one of those who occasionally just
runs through old zones for mere nostalgia's sakes. However, | am reakylexcit
about running an alt through the new Azeroth. If only there was a way to keep the
old and the new.

Drow Aug 27th 2009 9:30AM

| will miss it. A LOT. Sure, it will be fun, new, and exciting. Just like Outlands
and Northrenf. But when there, you could always go back to the original WoW.
You could level again through the same zones and do the same quests you
remembered from 5 years ago. It would bring back fun memories! Even if you're
new or rushed the first time through, you could go back and experince the lore
that made it what it is today. Now...that's all going to change. Anything "old
school" or original you want to do is going to be gone.

The above examples do a nice job of encapsulating a majority of the discussions
which take place throughout the dataset that fixate on the pentadic element of scene
Additionally, as with many of the previous discussions in the dataset presented
throughout this chapter, there is interplay between scene, nostalgia, and lorevéviore
the “old-school” versus “new school” dichotomy is also evident, with the former camp
exhibiting apprehension or sorrow for the loss of “vanilla” ared¥awW and the latter
expressing excitement over the forthcoming new areas and rebuilt “vardias.

Despite the divergence of opinions between the two camps of posters in the
dataset on the benefit (or lack thereoffCaftaclysmchanging the element of scene for
the “World” of Warcraft, one thing is evident: the scene, the “World” of Waresaif
primary importance for a majority of the posters in this dataset who/ptdy/ either as

something sacrosanct, or as something that is lumbering and tired that needgeto evol

3 Areas a player reaches after getting past thialinjtiests in the “vanilla” areas #oW
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With scene identified as the dominant pentadic element in the gamers out-game
talk, we now move to a discussion of secondary pentadic elements, and in turn the
dominant pentadic ratio of scene-purpose elucidated from the posts encapsulated withi
the dataset.
Dominant Pentadic Ratio

Recalling Burke’s (1945) analogy that the elements of the pentad are like the
finger bones of a hand—that is to say they ultimately all connect by meetirg at t
hand—we may begin to discuss the element of pentadic ratios as they rélaté&/tiMy
initial read prior to examining the dataset was that players previouslgiyed their
interaction through/withWoWas an agent-scene ratio. What they seemed to be enjoying
about the game is that THEY controlled the scene; their motives (and subsetiiently
acts) give them some control over the scene.

However, the announced forthcoming releas€atticlysm "upset the apple cart"”
by appearing to reassert that the "true" ratio would actuallydreesagent or even scene-
act. In effect, Blizzard’s game designers can, and did, assert theivev the gamers
vis-a-vis the “sea chang€ataclysnpromised to bring t&VoW From several of the
posts listed throughout this chapter, tWeWgamers allude to the game as being a haven
for them, a “real” refuge where things follow clearly establisheapetf rules, and lore.
Therefore, it makes sense that many players became upset at théepdass of
control over the “World” of Warcraft as they knew it for the previous five-plussyear
Upon closer review of the body of data and the individual posts contained within it,
however, the element of purpose ascended as best interacting with scenaunthca

the essence of the feelings held byWeWgamers in this dataset. According to Burke
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(1945), the pentadic element of purpose answers the question “Why?’. Irmscher (1979)
expounds on this by stating that by answering the question of “Why?” a scholar
employing pentadic criticism also tacitly asks the question “Why notPather words,
what did the agent want to accomplish and why did they use this approach to
achieve said purpose? Why not do it another way?

In the case of th&/oWgamers who posted within this captured dataset, the posts
are reflective of the rationale behind the latter questions listed dirbotyea For the
WoWgamers who posted within this captured data¥edVprovides an arena for
personal fulfillment. This may be something which Kelly Il (2004) assettklde
lacking from awWoWgamer's real life, or merely something they find more directly from
WoWthan other video games. Relating to this, it is also just as important to disceass thos
posters who indicated they planned to le&l@\ either in the few examples from the
posts listed previously in this chapter, or from the (forthcoming) discussion of the
secondary dataset from Frostbolt (Retrieved: http://frostbolt.com).

For those players who indicated they planned to or had\Mp\/ the game lost
its sense of purpose for them; they were no longer personally fulfilled enough imgplay
the game to justify the cost, time, or both. In a previously-referenced quotélmkGa
the blogger who runs the Frostbolt websit#\Wwas cast as becoming too much like a
job to give Gahlok any sense of personal satisfaction: “The game was probablyilfun unt
the last couple of months, for some reason | ended up thinking/thatwas just playing
5-6 hours a day, 5 days a week, which seemed like a job” (Retrieved:

http://frostbolt.com/2009/09/25/the-end-of-a-jouneyy/).
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By first asking the question of “Why not?’ as it pertains to exi@/Ngamers
who posted within the dataset, we may better uncover the “Why” for those who continue
to play. The posts bywoWgamers such as Gahlok who quit or planned to\joiV
referenced them having lost their sense of the game as being meaningiased to
provide adequate benefit for its cost financially or temporally. Theréfetands to
reason that for those who continue to pldg\W it continues to provide acceptable
personal benefit to justify its costs. Again, we can refer to previouslg pststs as
support for this assertion:
wolfsterne Aug 28th 2009 3:55PM
Basically...my wife and | are Blizzards bitches and happily so. we play the, MMO
the TCG the mini game, we read the comics, the novels.. wear the clothing...go to
the Blizzcons...l have already related how much we play per day (which folks

were rather supportive of surprisingly) But it's what we do...hell we met at
Blizzcon 2005....

Cheesemonkeysep 5th 2009 8:03PM
| would so switch my dwarf hunter to a tauren if | didn't have tons of friends and
connections alliance-sife

tim Sep 5th 2009 6:10PM
It's interesting how so many people - even ones who dofft-RBe themselves
so vividly in their character.

vinehorn Aug 25th 2009 7:53PM
| love World of Warcraft. This game is a hobby just like my other hobbies rugby,
weightlifting and computers.

Rippchen Aug 22nd 2009 8:41AM
because this fiddling with numbers is a minigame all for itself, which camabe re
fun to a lot of people. there are folks out there, who actually enjoy math.

™ As discussed in Chapter One, when beginning theegaplayer chooses a side or “faction” to be on
when they enter the game: Horde or Alliance.

>“RP” = role play, in this case referring to a garassuming the identity of the character they |§éesy
espoused by lore) and acting in a manner consigi¢imthe lore-dictated character personality type.
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The above posts are a but a few contained within the dataset and listed throughout
this chapter which are reflective of the element of purpose as it is contathedscene
(e.g. a “scene-purpose” pentadic ratio), within the “World” of Warcraftydeéaplay the
game because it is a hobby, because it allows them to socialize, becaogesitradim to
use a particular skill (such as math) in an innovative way. While the speciicaiati
behind the personal fulfillment of an individual who pl&ysWis as unique as the
individual themselves, ultimately the purpose, the “Why?” for playifay\ for those
captured within this dataset, is for personal fulfillment.

The notion of purpose also dovetails nicely with that of motive. As discussed in
chapter three, many studies that employ pentadic criticism proudly probkzirtiey
have identified the dominant pentadic element and dominant pentadic ratio and then stop.
However, without taking the analysis one step farther, to a discussion of potential
motives, it remains incomplete. As purpose is the pentadic element that melst clos
aligns with motive (e.g. the “Why?”), we now move to an explication of potential
motives that drive th&VoWgamers who posted within the dataset.
Motives

Above all else, a game should be “fun” in order to ensure people willingly and
repeatedly play it. As the dominant pentadic element is that of scene, and the dominant
ratio is that of scene-purpose, we now move to a frank discusswo\dfgamer
motives.

To that end, as previously touched upon in chapter one, the blog discussions for
WoWgamers recalls Schutz’s (1932) notion of intersubjectivity. The gamepayey

the experiential aspect of playing the game, to be sure. However, by tddkungead
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sharing meaning with one another related to various game topics, the ggere ata
also turning that experience into language to understand not only each other’s,motives
but perhaps even their own. There is this thing, this game, which\WaWplayers
spend substantial time and money on. From the examples listed throughout this chapter it
is clear the game is important to most of those who discuss it. By discussing various
aspects about the game, a primary motive emerged behind why the posters play this
game, why they spend considerable time and money on it, why they identify sath i
powerfully.

As stated when discussing nostalgia and earlier in the chapter, part ofdhe h
WoWappears to have on its gamers (based on their out-game talk in the datake=t) resi
in the import, and importance, of the quality of symbolic reZlilye game possesses,
and from that, the intersubjective acceptance that this “realness” is wodeasid shared
by others. As Burke (1945) relatesGnammar language choice elucidates motive, so it
is through this intersubjectivity vis-a-vis language choice that motives begmerge
for the blog posters who play¥oW

The majority ofWoWgamers who posted within the dataset cite or allude to one
motive for playing the game: personal fulfillment. This fulfillment maketroot in
many forms, be it in exploration of another world, attempting an occupation thyey ma
lack the aptitude or ability to pursue in real life, escapism, socializimgaay others.

Ultimately, however, the motive driving the game was that of personalrhgft. The

® The quality of symbolic reality here refers to thealness” of the game for the players, as welias
much the game allows them to obtain personal fuléht in whatever individual manner they choosg.(e.
“farming”, questing, social interaction, exploratjovirtual “antiquing”, pet collecting, etc.).
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scene, the “World” of Warcraft enabled the gamers to play the game, anditnnatyw
they could achieve their purpose of personal fulfillment.
Quitting WoW

While there were instances from posts earlier in the chapter where thesgamer
expressed frustration with eithéfoWor Blizzard Entertainment, there were very few
examples from the entire “Breakfast Topics” dataset where thergampressed a strong
desire to actually detach from or outright QoW As noted in the posts reflecting
themes as well as the RA and pentadic elem@&$Vseems to possess an uncanny hold
on its players. There were several examples (listed throughout the clofpin) vital
the game is for the players, as demonstrated by their out-game talk. However, this
devotion by many of the gamers who take time to pos¥/oW/centric message boards
and blogs does not take into consideration those for whom the game has lost its luster.

As discussed both in chapters one and three, a second dataset was captured for
this study for comparative purposes from the website Frostbolt (Retrieved:
http://frostbolt.com). This website is run by an individual who goes by the internet
handle of “Gahlok”. The website was initially selected by the criterbsalection
process explicated in chapter 3. That is to say, it frequently came up as a tap “hit” i
various Google search iterations and was, until right before the time of datdiaolla
fairly well-trafficked blog according to the Google Trends and Big 8®arebsite
analyses.

While the number of blog posts and subsequent responses by those who visited
Frostbolt was relatively small, an interesting and rather serendipitonsaeirred

during the time randomly selected for data collection. Gahlok began to voice imgreas
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displeasure withWWoW culminating with a “farewell” post on 09/05/2009 which included
a “screencap” of his account cancellation notice and several responsdswgrfohnd
respondents of his blog expressing shock, disbelief, and even mild outrage.

Gahlok’s transformation from avM/oWplayer to a disinterested one, and finally
a detached one, is chronicled by his blog posts on Frostbolt. On 8/25/2009, he posted a
blog entitled “I'm still alive and kickin™ with the following statement: “Mgst update
was probably two months ago; | have to admit I've been a bit lazy. To teluthefor a
couple of months I've been getting burnt@dW(more info about this latter on).” After
some screencaps and discussion on what he has been doing in his increasiedly limit
time playingWoW Gahlok then writes in the same blog post “Going back to the getting
burnt topic, some weeks ago it was really bad”.

Gahlok then follows this up with one blog post on 8/26/09 and two separate ones
on 8/29/09 entailing lengthy, detailed posts on how to accomplish certain queslis as we
as general advice for his readers, and updates on what he has been doiv\pW his
gaming time. On 8/29/09 he makes light of the fact that after admittectyrireg
“burnt” and rarely updating his blog, “’It's kinda funny how often I've been updating
lately”. In what might be considered attempts by his blog readers to keep higeeénga
there are several questions posed to Gahlok (which he answers) and a couple of very
lengthy, detailed posts by some readers praisingvbid/tips and detailing what they are
doing with their characters WoW

However, despite this seeming change of opinion, on 9/05/2009 Gahlok posted a

blog with the title “The end of a journey”. This blog post began with a screencap



108
showing “Subscription Successfully Cancelled” and was followed directligeby t
following commentary:

For months I've been getting burnt of the game (booooooooring~), a

couple of weeks ago | took a slight break of the game to see if it helped,

but | can’t say | was missing it. So, effective today, my account has been

cancelled. (Gahlok, September 5, 2009).

Gahlok then follows this comment up with several screenshots of him and his
brother at aVoWvirtual festival called “Brewfest”, which i8/0Ws virtual answer to
Oktoberfest. He then gives his rationale for why he elected to stop ptagmme
which, for him, had become a big part of his life and gave him some notoriety in the
WoWcommunity via his blog:

| played World of Warcraft for over 4 years . . . This is actually the first kime

ever quit, and I really doubt | will come back unless something really good

happens (Cataclysm? Nah, kinda ironic that they are just remaking old content

with just a couple of new things, with all the money they are making—compared

to other companies—can’t they be a bit more creative) . . . They are many other

reasons why | got tired of the game (so many stats to keep an eye, having to use
spreadsheetsand such, then stats changed and you had to remake it, monotony,
etc.) . . . The game was probably fun until the last couple months, for some reason
| ended up thinking that WoW was just playing 5-6 hours a day, 5 days a week,

which seemed like a job (and not enough room to make other Jiudie were

"In WoW, it is common practice to create handwmitbe MS Excel spreadsheets with percentages for
battle actions, relative value for items collectaxg effectiveness of various items for or agamstous
enemies or activities.
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even weeks that | would raid six days per week, there’s not much fun abt
it. (Author emphasis, Gahlok, September 5, 2009).
There are several notable and interesting aspects to Gahlok’s fareWwel\\{o
blog post. Chief among these is his admissionWaMVrequires substantial time to
play, and substantial outside preparation to play effectively (spreadsheetdheA
relevant aspect of the farewell blog is the admission that for Gabédclysms simply
a repackagewoWwith little new content. Recalling a critical point of robust debate
amongst the examples earlier in this chapter by the actively-ehgageers posting in
the “Breakfast Topics” blogs, this decision seemed to be a tipping point for Gahitok as
was for many of th€ataclysndetractors in the “Breakfast Topics” blog responses.
Gahlok concludes his farewell blog post:
This website is one of the first WoW blogs that came out back when the game
was launched (along with Hogit). Ever since a hype for blogs and watedel
websites came out and a lot more people joined the blog ranks. Heck, if you
searched in Google WoW Blog my website would come out ranked #1, until a
bigger website organizatiGhcame out and is currently ranked #1, can’t really
compete (hehe)l'd like to thank all of you, the readers, for keeping company
on my website for so long.Keep in mind that my site is not dying, as soon as |
decide where I'm going I'll probably start writing about it. Probably iowpte

of weeks there is more information regarding thisTHE END (for wow—

8 Gahlok is referring to the “official” WoW blogospte, formerly www.wow.com and now
www.joystig.com, which was the source of the “Brieak Topics” blog and response data used in this
study.
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deleting it from my computer, new game coming up soon). (author emphasis,
Gahlok, September 5, 2009).

The interesting aspect of the final part of Gahlok’s farewell blog post amcer
one of the major themes found in the “Breakfast Topics” blog forum posts, nostalgia.
Gahlok spends time both in this post and throughout his farewell post waxing nostalgic
about the origins of his website, the time he has devoted to pMjoNg and some of
the things he did while playing it. Even for those who grow tired of the game, and in
Gahlok’s case ultimately quit playing it, nostalgia for the game and itvimaant to their
lives is a powerful theme in the out-game talk.

Gahlok’s farewell blog post received by far the most commentary from his
readers, with 29 comments as opposed to 10 for the next-closest number of responses to
his other blog posts collected within the dataset. As noted previously, the responses
ranged from well-wishes to shock, and even mild outrage. The rather lengthy (but
important) interchange demonstrates this:

Dinaer Sep 25th, 2009 at 5:51 pm

Thanks for the memories!

Yours was the first WoW blog | ever read, and one of my inspirations to blog
myself. Good luck, wherever your journey takes you

Jenny Sep 28th, 2009 at 1:50 pm

Good luck with other things you do. | know how you feel about getting burnt on
the game. | canceled my account as well, but | might renew

The ClawsSep 29th, 2009 at 4:27 pm

I've never heard of a long-time player who cancelled due to burnout and didn’t
come back, at least once

Taylonis Oct 4th, 2009 at 2:14 am

| was about to say the same exact thing as Dinaer, but they stole my thunder. |
used to read your blog a lot more a LONG time ago, but I've only recentigdstar
reading your stuff again. Good luck with whatever you do man!
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Wayne Oct 4th, 2009 at 5:22 am

Everyone needs a break every now and again. Like they say the meaning of
insanity is doing the same thing day in and day out and expecting different results.
Come on Blizzard make something really new and different to keep us interested.

AShadowPriestOct 20th, 2009 at 12:24 pm
Farewell — there are a lot of prominent bloggers leaving WoW these days. | hope
Blizzard is taking notice.

| understand you when you say you were lost in spreadsheets and obtaining an
optimal gearset —You can put tons of effort into it, and by and large little will
separate you from those who spent very little effort in doing so. By listeming t
masses of people clamoring and complaining for their little flavor of the minute
Blizzard has diluted the essence of their game

And what has really been gained?

More people taking the easy path of little effort and getting bored quidiéynw
“success” comes all too easily. Players with more dedication, who had fung fee
like they had overcome every possible stumbling block — are losing their
patience with the new type of player that dominates WoW. Reading between the
lines, that's what I'm seeing.

And Blizzard really only has themselves to blame, for giving in over and over and
reversing their prior positions on so many things. They've been listening to the
wrong people, catering to the wrong crowd. This isn’t the tired old
casual/hardcore dichotomy, it's something more subtle, and worthy of
consideration.

Dave Oct 22nd, 2009 at 2:14 pm
| have so many WOW related questions to ask you How do | contact you. What
could convince you to stay?

anti Oct 25th, 2009 at 5:48 pm

Somehow, | saw this coming — guess it was just a matter of time. I've been
reading your blog for over 3 years now, never really commented, tho, I'm not
much of a speaker, | guess. But | loved the way you were writing and that kept me
coming back here. Actually, come to think of it, it's the only blog | ever read

more than just few times.

And your adventures with switching guildsind all the drama — it actually
seemed like a story to me, and | was so afraid that you'd quit WOW

" The poster here is referring to previous blog&haylok when he was switching “guilds”, or groups of
like-minded players who band together for onlinegis as a team.



112

Anyway, you’'ve come a long way and, | guess, it was about time to atdkast
break from the game. I'm anticipating what you’ll choose next, because $dde
to see this blog die.

Joel Oct 28th, 2009 at 1:14 pm
Thanks for all the great posts and best of luck beyond Wow!

WoWModel Nov 4th, 2009 at 7:17 pm
| too was an hardcore player, quitting is not really easy, but the game is becoming
worse than ever | heard, so it should be easier !

Mage PvP GuideNov 5th, 2009 at 5:13 pm

I've quite WoW on many occasions. I've cancelled it all, formatted my computer
and said | was done. It never works like that for me though. | always have
somebody who pulls me back into the game.

shamus Nov 8th, 2009 at 10:21 am
R.I.P. Gahlok

kunu Nov 15th, 2009 at 9:47 am

“The game was probably fun until the last couple of months, for some reason |
ended up thinking that WoW was just playing 5-6 hours a day, 5 days a week,
which seemed like a job ”

| had the same feeling...I stopped 2 weeks ago and do not want to play anymore .

B-rad Dec 6th, 2009 at 6:34 pm
lve got burnt out on many games. Now i'm trying to be more productive with my
time.

dectadeDec 9th, 2009 at 4:21 pm

GAHLOK. sucks broman. leave for irag for 6months and as im about to come
back to raiding, i get this news. well enjoy your days as a free man aricheenai
so i can have your druiY take care bro

It is important to note that while the above exchange is lengthy, it has been pared
down from the original 29 posts, and some posts above have also been edited to remove

extraneous or jargon-laden talk for the sake of clarity. What emergeshiedrnostbolt

8 A type of character class in WoW, in this casetatée is referring to Gahlok’s maximum-level of 80
druid he had played and built up over 4-plus ye&igaming. 80 is the highest level a characterazdnieve
in WoW The higher the level, the greater a charactewsep and abilities.
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posters out-game talk is in many ways strikingly similar tahtaclysrarelated issues
that emerged from the analysis of many of the comments from the “Bs¢dldpics”
posts. Namely, that the features Blizzard revealed as “nevCdtaclysnifelt more like
a rehash of “vanillat®WoWfor many of the gamers, along with the fact that for many
people, the game simply dominated too much of their free time to feel like a gthae r
than a job.

At this point, revisiting the “old school” vs. “new school” dichotomy is prudent.
In the previous posts made both by Gahlok and his blog followers, there exists clear
rhetoric casting the majority of the Frostbolt blog community firmly in thd Sghool”
camp. Several posters allude to how much better the game used to be, or how impatient
and annoying the “new schodlVoWplayers are. Some cite these “new school” players
or their belief that Blizzard is catering to them for the sake of thegatgndollar as a
reason to leave the game. While this revelation is not surprising givercthiesfia
Frostbolt was the longest-runniligoWcentric blog on the internet (and hence most
likely attracted and retained long-tird¢do\Wgamers) it is still interesting to note.

As an interesting postscript to Gahlok’s detachment #éoW | continued to
follow his blog after his farewell post. There have been three new blog posts since hi
farewell post on 9/05/2009, coming on 1/05/2010, 6/19/2010, and 9/25/2010. In all of
them he writes of his lack of desire to returWoW perhaps none more telling than the
following:

After three months of stopping the World of Warcraft addiction | can say that |

haven't missed the game any single bit, not even when they sent that eimgil say

that | had 7-day credit for accounts that were inactive or something. Audtinis!
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can’t really understand why people keeps saying that, after a couple of wegks, or

month, you feel that you need to go back to WoW (Gahlok, June 19, 2010).
Conclusion

It is clear from the robust debate and passionate opiktmWevokes from the
gamers who post about it that the game inspires strong feelings from manplaférs.
Whether the issue is player class, scenery, weapons, or the divagadysmWoWhas
demonstrated an ability to captivate millions of subscriber, many of whom devote
countless hours of their free time exploring Azeroth—be it for adventure, social

interaction, virtual “occupations”, or simply sightseeing.
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Conclusion

Then | stand up for the first time in 24 hoursah feel the blood rushing to my numb feet. Mystgriache
with carpal tunnel nerve swelling. My eyes are kleong from the equivalent of three contiguous
workdays of staring at a computer screen . . . y@gare closing as | stand in the doorway. Before
collapse, | trudge reluctantly up to bed. I climbbut my thoughts linger in the universe of malewnt
forests, infested dungeons, and corpse-strewnigsair . the notion of addiction haunts my bulbdplin
furious, psychedelic, monster-fleeing, fabulous{tfeaccumulating, powerful-now-and-soon-to-be-
unconquerable, is that the newest sword? anyone+kwhere-a-good-place- to-croak-goléffishow-did-
I-become-locked-into-this-world? why-am-I-actingstway? what-do-I-gain-from-this? what’s-wrong-
with-me? dreams (Kelly Il, 2004, pp. 6-7).

Introduction

No matter one’s orientation to either the world of digital gaming in general or
more specifically to Massively Multiplayer Online Role Playing @arMMQO’s) such
asWorld of Warcraft(\WoW), it is clear from both the financial and demographic data that
it is an ever-expanding, ever-evolving social arena. According to Stiesees
presented by Jeremy Nichols from the November 11, 2010 online edition of the St. Louis
Examiner (Retrieved: http://www.examiner.com/console-game-iaust/call-of-duty-
black-ops-sales-figures-so-far), another multiplayer g&aé#,of Duty: Black Ops
annihilated every previous video game sales record by posting an estimatedliss0 mil
dollar sales figure on its first day of release in the United States aretiUrigdom.
This figure exceeded the first day take of its hugely successful 2009 seoleCall of
Duty: Modern Warfare 2by several hundred million dollars. Interestingly, it also
outgrossed the three biggest opening weekends of theatrical releasesyn inisuding
Twilight: New Moon ($142 million), Spiderman 3 ($151 million), and The Dark Knight
($158 million) according to the box office revenue tracking website Box Office Mojo

(Retrieved: http://boxofficemojo.com/alltime/weekends/).

8 «croak golems” = to kill a type of monster in WoW
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Furthermore, video games are increasingly beginning to recall whahgenki
(2006) refers to as “convergence culture”, whereby the narrative elemeaarte medium
transcend the limits of that medium by utilizing other media formats. diti@al to the
serialization of many video games into novels or comic badkto( WoW
Warhammey, some video games are being made into movies (Resident Evil, Max Payne)
or vice versa (Terminator: Salvation, Avatar). Moreover, as video gameséecom
increasingly big business, they are no longer limited to the realm of tamtperJoe”.

The aforementione@all of Duty: Black Opgeatures a voice cast including Gary
Oldman, Ed Harris, and Sam Worthington, all three of whom are major movie stars.

Video games are a prevalent and increasingly enmeshed social phenomena,
establishing them as an important arena for scholastic investigation. Itutlyid s
examined one particular gamW@pW because it is the most widely played MMO of all
time, which provided a wealth of rich data to mine via out-game talk and discussion on
various blogs and message board forums, and due to its increasing popularity based on
aggregate subscription trends over the past 2 years (Retrieved: httpziZasdotiom/en-
us/company/press/pressreleases.html?101007).

It is important to note, however, that the most recent subscriber data from the
above Blizzard press release shows an increase of only one million new subsonitesr
Blizzard last released subscriber data in 2008. Thus, while the trend stilhisema
positive, the rate of new subscribers has decreased considerably from the tebusida
subscription data increases from 2004-2008 (Retrieved: http://us.blizzard.com/en-
us/company/press/pressreleases.html). Whether this slowing of the nevbsunlvate is

due toWoWmarket saturation, increased competition from other video games or
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entertainment options, the depressed global economy, dissatisfactioioWitself, or
some other unknown factor is unclear. This slowing of new subscribéfs\ds one
avenue which may prove fascinating to explore more fully (more on this later).

But what of those who currently play the game? My intent in this study was to
examine the out-game talk byoWgamers which is likely typical of their out-game talk
regardless of forum. From this, | endeavored to illuminate the topics thayjirases
privileged; what kinds of things were they talking about most frequently and whig?
study received a fortuitous break in the form of the randomly selected tingefoa data
collection. The announcement of the forthcomrajaclysmexpansion pack folvow
elicited substantial commentary from the gamers who read and posted on \WaoMus
forums, including the ones selected for analysis in this study. Therefoigting—
albeit briefly—the results of the analysis aids the reader in better uanudirsg the
importance of the study within the larger context of communication studies.
Furthermore, it will help orient the study in terms of its limitations dtasgats
implications for future research applying a communicative lens to the afrgitdeo
games.

Results

The findings from the analysis of the gamers’ out-game talk on the “Breakfast
Topics” and “Frostbolt” blogs revealed some telling themes. As discusskdptec
four, at the time of data collecti@ataclysnproved to be the predominant issue
concerning the gamers who posted on the selected forums for data collection and
analysis. This watershed event for the entire “World” of Warcraft prowed,and

again, to be an issue the gamers repeatedly returned to when discussingpicany t
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the blogs selected for data collection and analysis. These discussions were no
coincidence, for while the timeframe for data collection was random nitideid with
the Blizzcon announcement ab@adtaclysm Given thatCataclysmpromised to vastly
alter many of the standard aspect¥\ufW(various levels, characters, extant lore), it is
not surprising that so many individuals who posted during the data collection period
privileged it in their discussions.

Even in the other emergent themes identified in the analysis, lore and nostalgia,
Cataclysnproved to be the looming spectre within which they were couched. All of
these emergent themes (lore, nostalgia,Gatdclysn collectively acted vis-a-vis the
posts made by gamers as a synechdoche illuminating the Represéatidete (RA).

As Burke (1945) discusses@rammar the RA must be "supple and complex
enough to be representative of the subject matter it is designed to caltuhatst have
scope. Yet it must also possess simplicity, in that it is broadly a reductionsafiijeet
matter" (p. 60). This seeming dichotomy presented by Burke (1945) does in taet fit t
spirit of the posts identified which collectively hint at the RA which appears éxigte
the dataset. The RA alluded to by the gamers’ posts was that the “Worldirofaf,
for those who play it, is “real”. Again, this does not suppose that the players believe
Azeroth is a real location, but the events contained within it, the reason they play the
game, and the world itself matter\idoWplayers.

This RA appears simplistic upon first glance, but contains scope due to the
identification of various themes which collectively unearth it, coupled with théHac
its presence is so powerful that it goes unquestioned. Posters naturatiypfihguage

use and discussions which collectively affirm that power by its tacit ackdgetent,
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which provides compelling support that the RA preexisted the dataset. Thus, while no
single post from this dataset could be held up as the RW&W collectively the posts
hint at its existence and power.

Subsequently, utilizing the RA as a lens by which to unpack the dominant
elements of the pentad led to the identification of scene as the dominant pentadic
element. From the dataset the element of purpose was also identified @sdasebut
important pentadic element. Together, employing the “container” and “thinghcedt
metaphor Burke (1945) employs in espousing dramatiSBrammar scene-purpose
was elucidated as the dominant pentadic ratio.

Finally, after identifying themes, the RA, the dominant pentadic elemeht, an
finally dominant pentadic ratio, the study examined potential gamer motives. Unlike
several extant pentadic analyses, which proudly proclaim the identificdteodominant
pentadic element or found ratio as the capstone of that particular study, | ®ought
sidestep that pitfall. | did so by taking the analysis one step further tousslst of the
motives which drive the players analyzed in the dataset to play the garhés In t
particular case, | postulated that the entire analysis was cyclioatlyahat the gamers
play the game because it is important and matters to them. Because it igumtngaadt
matters to them, they begin, on some level, to identify themselves/és\d@gamer”,
which then leads them back to playing the game.

The quotations found at the beginning of each chapter by Kelly 11 (2004) allude to
this identification, as he was directly discussing his own experigtagsngWoWin all
of them. Notably, throughout this study, Kelly 1l (2004) is also referenced diagus

how much of a time commitmektoWis for a “typical” player, as well as howoWcan
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serve for many players as a surrogate for things that may be lalckiptayers real life.
As a character ilVoW unlike in the player’s real life, they may undertake a virtual
career as a banker or archaeologist they never had the opportunity to purstid,tbeful
desire to “travel” and explore new realms without leaving the comforts o¢ hdiney
have the opportunity to seek out and make new friends regardless of physical geographic
boundaries on a level playing field without societal constraints or biases aggndst,
race, age, weight, attractiveness, or any number of demographic categusizad! in
all, the strongest motive drivirdyoWgamers to play the game appears to be its ability to
provide something which for them is lacking in reality (even if what is tacle merely
a cheap form of entertainment).
Limitations

The current study is not without substantial limitations. Chiefly, any rlcator
study is limited by the inherent subjectivity of the critic. This linnotais, in theory,
minimized by the use of the rhetorical tools selected for analysis of theetlailhese
tools are designed to help limit any inherent biases | may possess, nosetheles
possibility exists that my findings might not be replicated by a secoadatysis from
another critic. However, since the dataset being analyzed consisted of @utatjalyy
WoWgamers, the data itself is codified on the page as the words the individual authors
used in their posts. In other words, unlike a rhetorical analysis of in-gametiate@
gameplay a la Shields (2009) study of the rhetorical purpose of theTgameo, which
is subject to differing perspectives by differing players, the datasesisttidy is both

finite and concrete.
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However, while the dataset for this study is both finite and condh&i®/ as an
MMO, is not. The game is constantly populated by hundreds of thousands (if not
millions) of players across the globe. Therefore, the dataset is linyiteoti timeframe
and scope. My analysis only analyzes a single two-week snapshot in time of the
rhetorical outputs ofVoWgamers from twaVoWcentric blogosphere websites. This
dataset, therefore, lacks the ability to glean further clarity or followam the gamers
captured within it as it might if done via focus groups, interviews, or online (virtual
ethnography of in-game play and in-game talk. Additionally, while the gkener
parameters dfVoWare fairly constant, the game is constantly evolving. Old players are
leaving, and new subscribers are joining every day. Plus, with the introduction of
Cataclysnmon December 7, 2010, many of the aspects of “vanilaWwill be altered or
outright abolished. This constant evolutioWédWmeans that while my dataset is static,
it represents only a snapshot in time for a game which is continuously changing.

Lastly, with respect to the dataset, my sample likely only targeenfaysis the
more "hardcoreWWoWgamers and not those who may choose to play the game simply
for brief escapism and fun. While my sample timeframe and scope werteeddta
manageability of data analysis, it is noted that my sample representa®niysings of
a small fraction of the 13 million-plu&/oWsubscribers. While preliminary analysis of
website traffic and blog commentary suggests that the type of discussiodsaloout
WoWin my dataset likely reflects typical online discussion abdoW(at least at the

time of data collection), this limitation is still important to note.
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Implications for Future Research

This study takes an established means of rhetorical criticism, and apdiésa
previously understudied (though this is rapidly changing) area of video games, and in
particular, the unique subset of a massively-multiplayer online gametsvdatvin unique
culture, peculiarities and intricacies. An initial manner of future studgllidevould be
to have someone replicate the study with the same dataset to further establish t
reliability and validity of the present study, and improve upon the current study by
increasing the timeframe of data collection and/or employing longituditieer than
single point or “snapshot in time” style data collection.

Secondly, selecting other message boards and blogs to capture other unique
gamers’ out-game rhetoric to see if they are discudsio@/in a manner similar to those
in my dataset is warranted. That is to say, are the findings from my datasegegar old)
still applicable to th&VoWplayer of today? At the time of data collecti@Qataclysm
had just been announced, a little over one year later, Blizzard is finally pigepari
release it for PC, XBOX, and Playstation 3 gamers on Decefthb@0Z0. This release
date was pushed back 70 days from Blizzard’s initial announced release date, and as one
representation of the level of anticipation Cataclysm is generating,itheow a website
statistically tracking its release against previous Blizzdes$ t(Retrieved:
http://cataclysmreleasedate.com/).

Third, it would be prudent for future scholars to examine the out-game rhetoric of
other MMO games such &ar Wars: The Old RepubliEverquestandAsheron’s Call
This would allow for the comparison of various themes across similarly-played but

content-different games to see if a common or similar RA exists for MMRoreover,
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examining the out-game rhetoric of MMO game players and comparing it to the out
game rhetoric of gamers from other types of games such as first-persomss spates
simulations, and platform or puzzle games could be of heuristic value in speaking to the
“what” and “why” players of a particular genre find their games importd/tat do
those gamers value as important to their games and why? Do they limit thesnsel
primarily to one genre of game, or do they play many types? Is there @yeross
“bridge”, a unifying concept gamers privilege regardless of game type, @rtnc
games lead to higher levels of commitment and discussion than others? These are but a
few of the questions that can be pursued when advancing the body of knowledge on the
social phenomena of video games and gameplay.

Fourth, as mentioned in the limitations, this study provides a theoreticalgtarti
point for the deployment of rhetorical criticism to in-game talk, and allows for
researchers from related areas of online ethnography, interviewctesaad focus
groups to triangulate their findings with that of this study which is couchéahwiite
rhetorical method of dramatism.

Finally, as discussed in Shields (2009) conclusions, examining video games as
pieces of rhetoric themselves, while incredibly challenging due to the conunfirum
interactivity’?, is a worthwhile endeavor. Several scholars, including Shields (2009) have
already began this endeavor, however, there is little replicability or scdpe current

body of research viewing video games as an artifact worthy of rhetdrdal s

8 studying digital games as artifacts themselvésdsedibly challenging given that no two playerdl wi
generally play the same game the same way. Thiteclge is compounded when dealing with open-ended
games such as MMOQO's where the lack of linearitg&tff’ely muddles any type of consistent narrative
experience.
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Summation

In this study, | endeavored to take a relatively new but increasingly weadespr
technology—the MMO—and employed the lens of dramatism to better help understand
the importance of such types of games for those who play them. In doing so, | argued
that the use of traditional rhetorical analytical methods is a valid mannedyirsg a
new artifact, the video game. By examining the out-game talk of the gamers who pla
WoW | was able to gain more of a “big picture” concept of what the game is anda what
means to its players. | believe this is preferential to the prospect ofrajlavere bias to
become introduced by undertaking a solo study of the game itself as a dietxifiact.

In the abstract, | stated that by its conclusion, the study will have deatedstr
that the field of communication studies should be a “privileged” voice in the study of
video games. | attempted to do that by increasing the scope of what is conventionally
considered to be rhetorical symbol use, suggesting a new application of Burl@sptcon
of the representative anecdote, and perhaps above all else, by pointing out hoav materi
experience and symbol use are related. As evidenced in their out-gariéailk,
gamers (in several cases) appear to find the symbolic becoming more mhpuodee
“real” than the material world—at least for a time.

Whether one is a fan of video games or not, whether they are an avid player of
WoWor hate it, one thing is certain: video games are a burgeoning industry across the
globe, andNoWis a unique game in the levels of commitment and passion it inspires in
many of its players. Kelly II's (2004) asserts that the “typi¥d&Wplayer spends 20-30
hours per week playing. According to Maressa Hecht Orzack, Ph. D., the founder of

Computer Addiction Services at McLean Hospital in Belmont, Massachusetts, and a
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member of the Harvard School of medicine faculty, as many as 40% of World of
Warcraft subscribers may be addicted (Retrieved:
http://www.associatedcontent.com/article/456551/world_of warcraft_aoididact or.h
tml?cat=70).

Due in large part to the roloWhas assumed as the poster child for internet
gaming addiction, the American Medical Association (AMA) began studying gdetw
addiction and suggested in its 200Report of the Council on Science and Public Héalth
that conservatively five to 15 percent of all gamers may be sufferingadaiction.
Subsequently, the AMA made a formal recommendation that “video game addiction” be
included in the next edition of the Diagnostic and Statistical Manual of Mentaldeis.

While Dr. Orzack (2007) and the AMA (2007) reports do not identify a specific
threshold upon which gaming turns from recreation to addiction, Orzack (2007) does say
that addiction is “spending inordinate amounts of time on the activity and the resulting
social dysfunction or disruption in social interactions could signal addictioni¢Rexd:
http://www.associatedcontent.com/article/456551/world_of warcraft_aoididact or.h
tml?cat=70).

Max Frisch (1957) is oft-quoted as saying “Technology is a way of organizing the
universe so that man doesn’t have to experience it” (p. 165). Critics have suggested that
immersive, virtual worlds such as Azeroth fréoWprovide exactly that kind of
technological escapism. However, based on the data analyzed in this studgatt ikatl
for many of its playersVoWis important because of the autonomy it grants them that

they may not necessarily experience in their “real” lives. Some plahsfor
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exploration, some play for fun, some play to socialize, and some play for personal
fulfillment found in ways as different and unique as each individldi@Vgamer.

That is why studying video games, particularly ones that exhibit such a pbtvad on
its players a¥VoWdoes, is important. For us gamers, doing so allows us to better
understand who we are, and in some respects what motivates us.

Referring back to Williams (2006) from chapter two, “...it is not particularl
surprising that attention has remained focused on what gantepeéople, and not what
people dowvith games.” Changing the academic culture to become people and process as
opposed to outcome oriented, therefore, is a valuable first step towardgprvile
communication studies over other academic disciplines as one of the most war#sy voi
in the emerging discipline of video game studies. In the end outcomes atsldesul
matter, but humanizing those outcomes and results to get at what drives the individual is
ultimately a more worthwhile endeavor, by enabling we as scholars to mgrexplore

what surrealist painter Rene Magritte referred to as “the human condition”.
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