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Florida State University Florida State University
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Tallahassee, Florida Tallahassee, Florida

shgO6c@fsu.edu mwasko@cob.fsu.edu

ABSTRACT

Player-founded organizations, or guilds, within siasly multiplayer online games (MMOGS) are compsmcial entities

with organizational forms that mirror real-world@hese guilds require leaders who possess or caklguievelop a diverse
array of skills. Examples of the skills requireshd like the introductory course of a business mament degree —
mediating conflict, planning, controlling, motivagj. These skills are important - just as with #@afld companies, failures
on the part of leaders may explain the high degfeguild failures within virtual worlds. Interestto the transferability of
leadership skills built in virtual worlds to reabwid situations has attracted both academic anctipoaer interest. IBM,

for example, has begun identifying IBM employeesovidiad in virtual worlds and exploring leadershifaacteristics and
their applicability to management practice.

While these initial efforts have been informatitlee unit of analysis has invariably been a singlgader, or the guild leader.
Within popular MMOGs (i.e., World of Warcraft or EBrquest), the game mechanics allow the promotioregdlar guild
members to officer status. This begs the questiom; may potential officers be identified? Drawifigm the emergent
leadership literature, we discuss a study-in-pregrehich attempts to identify potential leadersblaspon a social network
analysis (i.e., centrality measures) on a multirydgtabase which represents one guild’s activitighin a MMOG. We
propose that members who participate and contritmate to guild activities make more likely officesindidates.

Keywords
Emergent leadership, Guilds, Guild Leaders, MMO@erguest, Social Network Analysis, DKP.
INTRODUCTION

While there has been significant interest in virwarlds from an academic standpoint, questionsararon what practical
organizational benefits or lessons may be attafireed studying virtual worlds (Shultze, Hiltz, NardRennecker and Stucky,
2008). We propose that one potential researclrstie to conduct inquiries into leadership phencaneithin massively-
online multiplayer games (MMOGSs). While we concéldat there are certainly reasons to question WMQMES, seen as a
computer game to many people, represent a suittgenizational study context, we suggest that thergrowing
recognition that these virtual worlds may be refé\ta issues of strategic importance.

Recent scholars have suggested that the lines &etwerk and play may not be simply black and wkitee, 2006b). Yee
(2006b) further argues that MMOGs may be constagdvork platforms, with increasing similarity betmethe activities
performed in MMOGs and real work within businesspooations. Within MMOGs, much of the work is cdorated by
player-founded organizations or guilds which arenptex social entities (Williams, Ducheneaut, Xiothang, Yee and
Nickell, 2006). These guilds require leaders whssess or can quickly develop a diverse array itis.skThese skills are
important - just as with real-world companies, dedls on the part of leaders may explain the higlgility of guilds

(Ducheneaut, Yee, Nickell and Moore, 2007).

Interest into the transferability of leadershipliskbuilt in virtual worlds to real world situatisrhas attracted both academic
and practitioner interest (e.g., lves and Jund888; Yee, 2006c; Yee, 2006d). IBM, for examplas begun identifying
IBM employees who lead guilds in virtual worlds amaploring demonstrated leadership characteristiod their
applicability to management practice (IBM, 2006;eRRes, Malone, Yee, Cheng, Abecassis, Cadwell, AbSesrborough
and Read, 2007). While these initial efforts hbheen informative, the unit of analysis has invdyidieen a singular leader,
or the guild leader. Within popular MMOGs (i.e. o of Warcraft or Everquest), the game mechaailcav the promotion
of regular guild members to officer status. Ye80&c) suggests that a key guild leader skill is dbdity to delegate
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responsibility and that these officers are essketdighe proper functioning of guilds, especially span of control issues
escalate with larger guild sizes.

As MMOGs allow for multiple leaders, this line adsearch begs the question, how might potentiaklsalde identified?
Drawing from the emergent leadership literature,digeuss a study-in-progress which attempts totifyepotential leaders
based on a multi-year database which representsgoit@'s activities within a MMOG. Using a varietyf statistical
methods, we identify several traits which we ardistinguish leaders from followers.

LITERATURE REVIEW
MMOGs, Guilds, and Guild Leaders

The number of MMOG patrticipants has grown rapidiytie last few years. For example, Blizzard Eatemhent’'s World of
Warcraft (WoW) has been particularly popular witibscriber numbers nearly doubling from 6 million2606 to 11.5
million today (Blizzard, 2008; Ducheneaut, Yeechkéll and Moore, 2006). The recent release ofva expansion pack for
WoW also set the one day sales record for a comgai®e (Blizzard, 2008). Naturally, researchengehaken notice and
there is small but growing body of literature tlsatves as a great primer for understanding therfgisttiemographics, and
mechanics of virtual worlds (e.g., Castronova, 200&e, 2006a, €). Research into what actually goes these MMOGs
has motivated studies using a rich variety of apphes including surveys, qualitative analyses tédriiews of MMOG
participants, and in-depth ethnographies (Narditdartis, 2006; Williams, Yee and Caplan, 2008; Y2&)6a).

One consistent theme that has emerged from resgaccMMOGs thus far has been the need for collatien in order to
achieve success (e.g., Dannecker, Richter, Leclressner, Fabisch and llsemann, 2008; Nardi andi;i2006). Past
research has suggested that success in MMOGs tisgemnt upon very similar factors to success fail-fife organizations.
Many of the factors identified are within the scogiecontrol of the leadership of a guild, such asflict resolution,

discipline, motivation, coordination, nurturing aachotional support, delegation, training, retenti@eruitment, scheduling,
and politicking (Castronova, 2005; Ducheneaut et 2006, 2007; IBM, 2006; Reeves et al., 2007; ri&igglher, 2004,
Williams et al., 2006; Yee, 2006c).

Emergent Leadership and Virtual Teams

Yoo and Alavi (2004) present a compelling argumimntthe importance of understanding leadership @nmal teams.
While they suggest that leadership has been adratyustudied topic in management and social pdpgyoliterature, they
point out that past studies are frequently condlcie traditional organizational forms with mosthack-to-face
communications. These studies neglect the newitiesafacing organizations, such as the move to-cuwllocated
organizational forms and the subsequent the needttally communicate with far-flung members viansputer-mediated
communications (CMC) methods. As communicatiorfica@fy is essential to effective leadership, Yoa @&lavi (2004)
further argue that these new realities require $edwstudies of leadership within virtual environtsen

Guilds within MMOGs while larger than the typicaltual team studied, share several common attributéor example,
virtual teams are geographically dispersed and reesninteract primarily through electronic media ¢Bectis and Monge,
1999; Jarvenpaa and Leidner, 1999; Powell, Picaodl Ives, 2004; Yoo and Alavi, 2004). In additiddgo and Alavi
(2004) suggest that virtual teams in real orgainatoften are comprised of domain-specific subjeatter experts from a
range of sources including different departmentg.(eMaznevski and Chudoba, 2000). MMOGs are biniien an
electronic media and there is evidence to suppunitagity to virtual teams; utilizing geographicaldispersed participants
with heterogeneous motivations (Yee, 2006a) antissits (Ducheneaut et al., 2007).

Moreover, the virtual team literature offers arenetsting way to frame how leaders may be identifigdjuilds in MMOGs.
Yoo and Alavi (2004) suggest that due to the afemetoned attributes, leadership may be viewed asmprgent
phenomenon. As opposed to designated leadersheépet leadership status may be determined by arganizational
position or designated authority, “leaders emergkeaarn their status through incremental influeraes contributions to the
team (Hollander, 1960, 1961)" (Yoo and Alavi, 2004)his emergent perspective suggests begs thanmMaoll) questions.
What are the differences between designated leaders and regular members? In particular, do leaders participate
mor e than other regular guild members? What attributes make good predictors of leaders? Finally, asall formal or
designated leaders in MM OGs are emergent leaders based upon participation in guild activities, what are the
differences between designated and potential emer ging leader s?
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RESEARCH METHODOLOGY
Virtual World Context

The organization of study is a guild in the poplMIMIOG EverquestyWww.everquest.cojn Everquest, released in March
1999, is a subscription-based MMOG offered by S@mjine Entertainment (SOE). SOE maintains a sefagn which
hosts the MMOG with individual servers representimigue virtual worlds (26 worlds are currently gafale; Sony, 2008).
Subscribers participate by installing the gaminigntl software on their computers and connect toegaprvers via the
Internet. Certainly, a popular alternative reskarontext includes WoW which has already been thgest of study for
topics related to this study such as inquiries mgigg groups, guilds, and in-game collaboratiog.(eDannecker et al., 2008;
Ducheneaut et al., 2007; Nardi and Harris, 2006) .

One major reason suggested for WoW’s commerciatlesgcas compared with Everquest is an improveav*fexperience
in which WoW'’s game mechanics alleviate some oft#utum and difficulties associated with earlier l@&s (Ducheneaut
et al.,, 2006). Yet, while Ducheneaut et al. (2086ygest that “WoW’s mechanics being almost emtiidentical to
predecessors like Everquest”, there are two kderdifices between these two MMOGS’ designs and esigphdnich make
Everquest a reasonable alternative research ptatfor studying leadership. First, the emphasistaking WoW more
accessible to a wider player base meant makingmegcontent easier and game mechanics more foggisiiverquest, on
the other hand, is generally regarded by on-limaaga as being more difficult with highly challengiand-game content and
tight interdependencies between participant ralésch necessitates extensive cooperation amongipaitts.

Second, while the original release of WoW offereghhend content tailored for raid sizes up to 4@tip@ants, later
expansions downgraded that number and current caident is tailored for 10 to 25 concurrent papteits. While
Everquest has also reduced the number of simultesnearticipants allowed several times, high endemgnn Everquest is
currently targeted and tuned for raid sizes of &gigipants. Naturally, larger numbers of indivadiparticipants present a
non-linear increase in leadership duties and remqments (Steinkuelher, 2004). Therefore, we proplesehigher level of
difficulty, tight interdependency between participmand larger raid sizes make Everquest a faguinedntext for studying
leadership-in-action within guilds.

Organizational Context

The guild in this study, Dark Horizon, was formad2000 on the Zebuxoruk server by approximately dd@inal members.

The guild’s primary mission is to tackle end-gaméloriented activities. The reasons underlying filrmation of Dark

Horizon were to address the excessive coordinaiquirements to undertake raiding activities ovéoray period of time

and provide a stable social backdrop which a guitivides (Ducheneaut et al., 2007). From inceptiopresent day, over
500 participants have been involved in guild atiégi Dark Horizon enjoys a positive reputationl @ recognized as the
leading guild on its server, with cross-server ggition from numerous raiding accomplishments amittigongevity.

At any point in time, participants in raid actiei may be broken down into three groups: leadeitsnEmbers, and invites.
Leaders are comprised of a guild leader along gititd officers. The current guild leadership idaide for its egalitarian
approach, only deferring to seniority in the leatigy during extreme situations. Officers are prteddrom full members
following a vote by active leaders. Some reasonpfomotions include vacancies due to attritiarildggrowth, and when a
perceived need arises. Full members are regularbmes with specific rights and responsibilities ddn the majority of
the guild. Invites are potential candidates forbership with limited rights and responsibilitie3.hese candidates are
subject to an “invite period”, in which their penfsance is carefully monitored and their persorediudged for fit with
current guild members and guild goals. Invitessaadgjected to a guild vote for promotion and fagjlthis vote means being
“booted” (having raid privileges revoked), an dwttcarries a certain degree of social stigma.s Pkriod can be extremely
stressful and protracted, for example invites imkorizon may only go up for a vote after a minmmoef 6 weeks; in one
extreme case an invite waited 7 months for a va@aerall, Dark Horizon’s membership demographicd arembership
processes are relatively similar to other MMOG dmiile.g., Ducheneaut et al., 2007)

Dark Horizon’s leadership consists of one guilddkraalong with a number of guild officers who helgit the leadership
duties. Leadership duties, just as in real-lifaryvsignificantly. Yee (2006c) interviewed guildaders in MMOGs and
identified leadership roles such as mediating édnfinaintaining order, listening and being a gaodfidant, and learning
how to delegate. In Dark Horizon, other leaderdfipies also include communications on raids, atnatformulation,

recruitment of new members, and support activifjesoderating chat, posting banners, managing messaged).

Decomposing leadership duties into smaller delegat@nageable portions may serve as valuable stedie$ as Yee
(2006c¢) suggested that burnout and an obligatidplay” were issues for guild leaders who trieddtwit all.
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DKP Database

As with other MMOGs, the purpose of end-game ragjdsto beat events designed by the game developere of the
biggest motivators to continually engage in suctivdies is the “carrot” - the rare and powerfuklibs and resources
(commonly called “loot” by players) which comes rficbeating a raid. However, given that the ratiataf number of
players to the number of items or resources deffr@d each raid is extremely high, the fair alldcatof loot is a subject of
great debate. Ducheneaut et al. (2007) suggesatdnternal politicking over access to loot hastdbuted to the failure
and breakup of many guilds.

Many loot allocation systems exist for guilds in NI&s. Initially, loot allocation systems were “sizep” solutions that
were derived from the social norms that existethatsmaller group level. At the group level in Epeest (2-6 participants
and groups may be formed ad-hoc) several mechartianes developed over time. Some examples incluttasgdoming”,
in which an in-game dice is rolled to decide a winmand “need before greed”, in which group memizersipare their
current items to determine who could use an iterstm@®ther more outlandish examples include “algdtation”, in which
loot order is decided by the alphabetical ordesvaftar names, and outright anarchy, in which tts o loot an item gets to
keep it.

For obvious reasons, guilds found that most ofdHest allocation methods did not translate weleteouraging long term
collaboration on a much larger scale. Some guildsed to more democratic means of loot allocatigrfdsming “loot
councils”, in which the members of a loot councidter on who receives an item. Unfortunately, asnagetheory
(Eisenhardt, 1989) would suggest, members of theesarganization may have divergent goals, sometiméise detriment
of the organization as a whole. Thus, perceivéuaktites, personal biases, and favoritism are complayer complaints
when a human element remains in the loot allocairocess.

The dragon kill point (DKP) system was implemenbgdDark Horizon in the hopes of providing an obijgetmethod for
assessing the allocation of loot. The underlyi@gsoning for the use of a DKP system is that lbouksl be allocated to
individuals who contribute most to the guild. Téfere, there is both an attendance and performdinoension to the DKP
system. Participants only earn DKP by showingarmeahd actively contributing to guild activitie®KP values are decided
by the leadership and are awarded for hourly atteoel and the successful completion of raids. Midffecult raids and
raids which are deemed essential to guild prograsaie awarded higher DKP values. A leader isaesiple for logging
attendance within the game and the log files areguhand uploaded to an out of game database daeessall current
members via a web browser.

In addition, leadership is responsible for puttprice tags on loot, with rare and powerful itemstsw more DKP points.
Members may then use the DKP points they have adleted like a virtual currency in a competitive diitly or auction-
like system whenever loot they desire is obtaingdthe guild. Another important philosophical foatidn in Dark
Horizon’s DKP system is that everyone earns theesamount of DKP for each event. This emphasis qualgy was
necessary in order to achieve buy-in for the oabPKP system proposal by the general guild mentiyers

The DKP system has evolved over time to be usedtfeer guild functions outside of loot. For exaepjuild sanctions for
inappropriate behavior may include a costly DKRefirAlso, in order to minimize free riding, the DKlRtabase generates a
PDKP (percentage dragon kill point) statistic evday which represents the rolling percentage oftgogarned by each
member over a 90 day period. Individuals who lfiellow active status, defined as less than 60% PRkéPineligible to bid
on loot and are subject to guild removal. Indigtuwho are inactive over 90 days are subject@OKP wipe” in which
their accumulated DKP are removed, a most serionserjuence. The DKP system also serves as antanpaorotivational
device with guild members challenging each otherai; more points.

For the purposes of this study, the DKP databafersof great deal of potential for studying thevé@s of guilds in
MMOGs. To our knowledge, accessing and analyzitgngitudinal dataset of this nature has not baamgpted. As the
DKP database serves as a guild historian of swaiith, participant data recorded for each officialilgwactivity, we are
hopeful that an analysis of the DKP database wilenl insights into the research questions at hand.

Data Analysis

Our initial analyses utilized a subset of the DK#tathase representing one Everquest expansion. xpansgion is the
packaged release of new game content (i.e. new mid items) and usually offers new ways in whiztsttengthen and
improve one’s avatar along with new game mechanRatticipants in MMOGs generally view expansioasadresh start,
with older members returning to participate, and cballenges for the guild to overcome. As suchegpansion represents
a logical way to partition the data available frtra DKP database into a meaningful period of tioreahalysis.
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The data analyzed the expansion “Secrets of Fayd@meF) representing roughly an 11 month time frath&/18/2007 to
10/13/2008). Using the SoF time frame, we were dbl identify relevant raids in the DKP system. e TDKP system
dynamically generates an html page per raid whath the date of the raid, the raid name, a lighefindividuals present for
the raid, the DKP value for the raid, as well aslthot (items dropped) and individuals who purchabe items.

Utilizing a web scraping program, we downloaded aaded data for each individual in each raid intthee period. A
custom text parsing program was written to extthetrelevant data: raid, attendance, percentad@kéf earned (PDKP),
Percentage of DKP spent on loot (SPDKP), tenuessclsocial role, and gender. Raid attendanceataslated by a count
of the number of raids an individual attended. PPDKas calculated as a ratio of an individual's edrBKP to the total
possible earned DKP of the time period. SPDKP ealsulated as a ratio of an individual's spent Di§Rthe DKP they
earned in the time period. Tenure representsataé amount of time (not just within the samplingripd) an individual had
been a member of the guild. Class representsldiss of the avatar (i.e. warrior, cleric, shama8cial role represents the
socially constructed role an individual is suppogedtake (i.e. Healer, Tank, damage dealer (DPQ)astly, gender
represents the gender of the avatar.

l % A ' 1o R

- i =
o , e
Foonviich -

Y- m oWE

Figure 1. Social network analysis of the central people within DH

The raid participation data was used to generatecel network matrix representing each of thegaidthe expansion and
the individuals who attended them. If person Atipgrated in raid X with person B, a 1 was placedhe corresponding cell
to indicate tie between these two players. Ovethits allowed for the inclusion of 1631 DKP raidtges representing
formal guild activities. Each raid was attended &y average of 51 participants. We were able ¢mtity 112 unique
individuals, of which 8 were designated leadershe Hata were analyzed using UCINET to assess ahhvinetwork
centrality measures and to create a visual reprasem of the overall guild structure, and SPSSs$sess the significant
predictors of leadership.
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RESULTS

Figure 1 offers a visual representation that spdakthe central participants within DH. Red cigcleepresent regular
members and invites, blue circles represent officand the green circle represents the guild leader you can see, the
leaders within the guild are very central in théldjs activities. We then ran a one-way ANOVA whicompared current
designated leaders to regular members. Our resdiisate that leaders attended significantly maids (F=12.114, df=1,
110, p-value < 0.001), earned more DKP (F=11.0710d110, p-value < 0.001), and had a higher PDKRA{F07, df-1, 110,

p-value < 0.001), tenure (F=27.208, df=1, 110, jpea 0.0001), and centrality (F=12.085, df=1, 1d®alue < 0.001) than
regular members. Interestingly, leaders did neeha significantly different SPDKP than regular nems, indicating that
leaders did not spend more DKP to obtain loot tlegular members.

Table 1: Combined Top 20 members by participation and tenure

Top 20 if;z:f Ezif g SPDKP Class %‘;?:sl Gen der (EZILI;Z)
Vashon Eoth L 45392 34 Bard LPs M &0
Caladel Eoth 0 44 777 37 Paladin Tank i1 70
Demorgoth Both o 41564 31 Wartior Tanlk il 78
Draconius Eoth O 43422 35 Monle DF:= I 47
Fryn Eoth 9] 40 207 39 Bard LPs M 46
Janistin Eoth 9] 38861 45 Wizard LPs M 78
Zenzi FDEP 0 37547 41 Eogue DES i1 23
Bahumba Both M 41617 41 Clenc Healer F 26
Fum Eoth it 45292 33 Shaman Healer I 47
Healier Both M EXRINEi 46 Clenc Healer il 72
Mizoflik Eoth i1 41 544 4 Wizard DES i1 47
Polanya Eoth i1 40,601 33 Bard LPs F 45
Tlue Both M 42099 33 Clenc Healer F 56
Zaknaffein Eoth i1 39552 32 Watrior Tanlk M 46
Elaat FDEP i1 43427 34 Druid Healer i1 34
Cashtiger FDEF M 40214 45 Beastlord DFEE il 25
Ebonylight FDEP i1 44 142 36 Druid Healer i1 27
Hunttar IDEP i1 44 592 45 Eanger LPs M 43
Tiesa IDEP i1 43522 41 Monk LPs F 38
Eihard IDEP i1 44 397 40 Paladin Tanlk M 17
Battleblade Tenure M 36654 55 Wartior Tanlk il 47
EBelzaralc Tenure it 35551 50 Warnor Tanl: I 45
Elaana Tenure M 29428 51 Clenc Healer F 55
Falderon Tenure it 27501 a1 Eogue DEs it A6
Jerusha Tenure M 34754 33 Diruid Healer F 47
Eozanch Tenure it 26334 57 Paladin Tanl: I 68
Ereafin Tenure M 21523 39 Bard DFEE F 47
Full Tenure M 37EN 43 Monl DFEE il 78

Given these results and that we were interestdaking able to differentiate between attributes edignated leaders and
potential emergent leaders, we sorted the datas®iKP and tenure in descending order. While PCiRH degree are
conceptually distinct, they were not statisticallijferent, therefore we present only PDKP (ovefmltticipation) results.
We then ran one-way ANOVA analyses for the attelsutf the top 20 individuals. While we are awéia thoosing the top
20 is somewhat arbitrary, we felt it was a reastsahbt-off in order to balance investigative conigpamns of formal leaders
with the other most active members and members laithest tenure. Overall, 7 of the 8 leaders virtee top 20 for both
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analyses, with 12 other regular members (see figbl&Ve noted variation in the names of the regmambers who were in
the top 20 for tenure and participation, while tifiicers remained constant.

Our results indicate that when comparing designatetipotential emergent leaders for the top 2@ntigdpation, designated
leaders had higher tenure (F=4.615, df=1, 19, peval 0.05). When comparing designated and potestii@rgent leaders
for the top 20 in tenure, designated leaders hadylzer PDKP (F=5.665, df=1, 19, p-value < 0.05) aedree (F=5.633,
df=1, 19, p-value < 0.05). These results sugdest formal leaders are those who have participateglild activities the

most frequently and also for the longest periotiroé. Full members aspiring to attain a formabktarank should focus on
building tenure and participating as frequentlyassible.

We did identify two major differences between folnemders and emergent leaders. While many emetgaders on the
top 20 lists were from the healer class, none effthmal leaders are healers. Similarly, while ynahthe emergent leaders
are female, all of the leaders are male. Thereforeerms of leadership, discrimination may plapk in formal promotion
systems in guilds, just as in regular organizations

LIMITATIONS

In order to properly discuss our findings, we fidéscuss several limitations of our approach. tFife use of a singular
guild naturally raises generalizability and replitidy concerns. Our personal experiences sugtpedtthis limitation may
not be overly biasing. While MMOGs may be veryfaiént, guilds are surprisingly isomorphic and admactices from
other guilds which are perceived to be successfulcordingly, the use of a points system of sastsréick attendance and
participation is the norm for many high-end guild§so, the guild selected for this analysis isighkend guild, representing
only one of other possible types of guilds suggkeste Ducheneaut et al. (2007). However, we fedtified in our choice
given that Dark Horizon, as a raiding guild, repras a good fit to study organizational and leddprshenomena given that
its stated goals and activities more closely magelfrworld organizations than a socially-orienteddy

Another potential limitation is the small sampleesdf officers in the subset of data we analyz&ien that this is a study-
in-progress, we hope to be able to increase thelsasize of officers by using additional expansitaia. Lastly, the DKP
system only tracks officially sanctioned guild &ittes. The system does not track “off-time” aites or socialization, of
which there exist many other types of interactibesween members (Yee, 2006a). This is an impodesd of future
research — combining guild activity data from npléisources to identify additional leadership bétav

DISCUSSION AND CONCLUSION

In our first two research questions, we asked wifiérentiated designated leaders and regular mesvdoed if designated
leaders participated more than regular guild membeDur results indicated that designated leaden® wifferent than
regular members in several ways. Designated lsastsm to display a very “gung-ho” attitude, irt ttey attended more
raids, earned more DKP, were more central, and lbager tenure. While this is consistent with whia¢ emergent
leadership literature would predict, Yee (2006@)gmsed that guild leaders often times feel oblidate play, leading to
burnout and turnover. While we are unable to ssgtigs feeling of obligation is what motivated idemted leaders in this
study to participate more, we are comfortable sstijgg that future studies should look at other fidssexplanations for
participation, in particular for other emergentnied designated leaders such as guild officers. tadér, the different
leadership perspectives such as trait, behavianal,contingency perspectives (Yoo and Alavi, 2qf¥éyide foundations for
future studies.

For the third research question, we asked whaibatés made good predictors of designated lead@mswering this
guestion would aid in trying to ascertain predistéor potential emergent leaders. Yee (2006c) datinat 68% of the 173
guilds he surveyed were lead by individuals who haticreated the guild. The high degree of burdoufuild leaders
necessitates having potential successors waitintpeénwings. We were able to identify three premfiet— participation,
centrality, and tenure. These results suggest pgh&ntial emergent leaders could be identifiedldyking at regular
members who display those attributes. For thisaeawe hope that MMOGs may provide a suitableedrfor studying
issues regarding real-world leadership succession.

For our last research question, we asked whatrdiffeated designated leaders from possible emelgaders given the
predictors we previously found. When comparing théividuals who participated in guild activitiebet most, what
differentiated designated leaders from possiblergeme leaders was the higher length of tenure desigl leaders had.
When comparing the two groups again using the iddals with highest tenure, we found that whated#htiated designated
leaders from possible emergent leaders was th&jrdded leaders participated more and were morgatenThese results
are consistent with some of the ideas from the gemdrleadership literature. While we did not tesise explicitly, it makes
logical sense that in order to be promoted, grawgegsses which result in positive outcomes sudtigter degrees of trust
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or reputation over a long period of time are nezmgss However, there does appear to be discrinunat the guild, where
all of the formal leaders are men promoted fromfitpting classes. This indicates that if full meens are seeking leader
roles, they should choose avatars that are maldranda warrior class. The exact outcomes andrdthportant attribute
predictors remain unexplored and present yet nmoiful research streams.

MMOGs and guilds are involved in activities whiclirmr real-world organizations and work. While tegemain questions
about the transferability of skills and conceptsirMMOGSs to the real-world (Shultze et al., 20088, remain hopeful that
our study has demonstrated how studies into visialds may contribute to relevant leadership pcast
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