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Society within Games

Take any subset of society, and you’ll see much of what that superset of society
has to offer—the good, the bad, and the ugly of human behavior, if you will.

Online Behavior: The Good

The hugely popular massively multiplayer online role-playing game (MMORPG) Ev-
erQuest has seen many different kinds of behavior since its release in 1999.

One phenomenon of note, though, was the EverQuest Wedding, where characters
“wed” other characters in online ceremonies (complete with virtual food, drink, and
avatars of their virtual friends).

It can be seen as representing the natural culmination of society—the joining of
people together in bonds that, to the people involved, could be serious and genuine.

What can be better than the mutual expression of love between two people, virtual
or otherwise? Societally speaking, we are built around that very premise.
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Society within Games

Online Behavior: The Bad

Online play is not always representative of the best society has to offer, though.

More serious than simple antisocial behavior, online games can become so involving to
people that their real lives are neglected, or they can’t separate the virtual world from the
real.

Take the case of South Korea’s Kim Kyung-Jae, a 24- year-old who collapsed and died
after playing online games nearly nonstop (taking breaks only to use the restroom and buy
cigarettes) for 86 straight hours.

In another disturbing online gaming-related death, a 17-year-old British Columbia boy was
killed after repeatedly trouncing three men in a game of CounterStrike at an Inter- net café.

Lastly, there is the case of a mentally troubled Wisconsin man who took his life with a
shotgun after many months of a 12-hour-a-day EverQuest habit.

While online gaming can’t reasonably be held responsible for the behavior of a few emo-
tionally troubled individuals, as more and more online games get more and more popular,
statistically speaking, there will be an increase of these types of incidents.
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Society within Games

Online Behavior: The Ugly

An interesting psychological phenomenon that has taken root in the online
gaming world and in gaming forums is that of deindividuation.
This is the phenomenon where anonymity allows the person to demonstrate
behaviors that he would not be able to exhibit if he were known.
In online games, allows people a certain anonymous “bravado” with which
to fuel antisocial desires. In games, this often exhibits as rude or disruptive
behavior to other players (excessive taunting, swearing, racial and homophobic
epithets, etc.).
In real life, these people almost universally would not be able to act this way,
but in the anonymity of an online world, they have few perceptible limits on
their behavior.
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Society within Games

Tools

Society in the online world has come up with ways to deal with these issues.
Just
Just as the police in nonvirtual society enforce socially acceptable behavior,
moderators and game wardens can help create a sense of stronger community
within a game by encouraging social behavior and discouraging disruptive
behavior.
Gamers also like the ability to take con- trol of their own destinies, as it were,
so tools that allow them to ignore other users or report bad behavior are also
a standard in most modern games with online capability.
Some of the more positive tools are those that facilitate communication.
Often, games come with multiple tiers of communication.
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Society within Games

Tools
The MMORPG World of Warcraft contains the ability to:

Talk on a zone channel (where players can conduct general,
A trade channel (to facilitate the buying and selling of player-created/found goods)
A “say” channel with a limited range so players can communicate with those
directly near them
A “yell” channel (a larger ranged “say” channel)
A group channel (for communication within a joined party)
A whisper channel (for private communication between players) and
A guild channel (for discussion within player-created guilds).

This reflects the myriad ways in which societal communication works (whispers, private
phone calls, interaction with small groups, garage sales, yelling in a public place, social
groups and clubs, etc.).
In addition, the game features mailboxes where players can send each other messages,
money, or goods (for when players are not on simultaneously), further enhancing the
societal interaction and sense of cooperation.
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Thank You
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