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Abstract

In this paper, we explore the constitution of odtiee memory in virtual game
worlds. Based on ethnographic data gathered dumnghree year participatory
observation in two Massive Multiplayer Online Gan{®MOGs), we study the
collective practices, histories, memories, and idexs that the members of two
large guilds engaged and practice. Research finglingicate that the constitution of
collective memory and identity of a virtual comntymirastically differentiates form
regular communities in the physical reality. Thés due to the issues of cultural
heterogeneity, the interpretation of the virtual el reality, the envisioning of
other members ‘true’ identity, and the apprehensabrcircumstanced actions and
events (i.e., historical context) taking place desa virtual game world. In order to
overcome such obstacles, members of a MMOG vidoaimunity make extensive
use of peripheral discussions using metaphors ammogical reasoning, while in
order to preserve their collective memory and idgnthey instrumentally rely on
war stories (historical narratives), cases of perality checks (member and
individual roles), and other communicative practicédor manipulating and
reshaping collective memories (i.e. misinformatioough propaganda).

Keywords: MMOGs; Virtual game worlds; collective memory;rpistence.
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The Constitution of Collective Memory in Virtual Game Worlds

By Anthony Papargyris and Angeliki Poulymenakou,
Athens University of Economics and Business, Greece

The advent of the Internet, social computing, amin@uter Mediated Communication
technologies altered our perception of the physieality, communicative expectations and
relation with others; many of our every day praesicchanged radically. Our practical
knowledge, stereotypes and beliefs, our embodiesitipoing in the physical and social world,
and our very identity as members of a collectivifteth from the local and close spatiotemporal
proximity at-hand to the global and persistenthaitable virtual world. By the ternvirtual
world, we refer to a “synchronous, persistent networkpebple, represented as avatars,
facilitated by networked computers” (Bell, 2008)heBe spaces of interaction offer an
information rich environment where participants dammerse and interact with the virtual
environment, organize collective action, and callabe or compete with other individuals or
groups. Due to the global availability of thesetuat worlds, participants come from different
cultures with different language and beliefs, noramel habits, ages and professions, and
intentions.

In this paper we focus imirtual game worldsor virtual worlds created with a game
attitude. Although the elements of gaming and pllgss are evident to some degree in almost
every virtual world, the main purpose of the viftgmme worlds main is to offer a game
environment where player can play a game scenBxamples of virtual game worlds are the
Massively Multiplayer Online Gamd®MOG). MMOGs are persistent online games with an
embedded task-accomplishing scenario (i.e., mis¥icend structure (i.e., player driven
economy), where players can engage in cooperativesoto’ practices. Moreover, they are
globally available, interactive, and informatiorchrisystems, where thousands of players can
play simultaneously in a non-threatening, plausdm@ironment. Some MMOGs also explicit
objectives of players to achieve, but they includerarding systems, a set of well defined
regulative rules, a virtual economy, and mechanigmgroup management. Motivation behind
participation in these virtual game worlds rangerfeimple curiosity and fun (i.e., spent time
playing a game), socialization (i.e., keep in touath friends or meet other people), to education
(i.e., learn new practices and develop new skilés)d entrepreneurship (i.e., run a virtual
business for real money). Popular examples of MMQr&tude World of Warcraft Ultima
Onling City of HeroesEverquestandEVE Online

One of the defining qualities of virtual worldspsrsistencethat is, the virtual worlds’
capacity for continuous availability and ability $astain connections almost 24/7. Persistence is
a critical for the social dimension of every vidtwaorld since it diminishes temporality and
provides a sense of linear progression and stabilpon which participants can draw future
trajectories. This sense of linearity and stabitgn sustain the development of personal and
collective histories, all of which are interlinkedo a single web of causality and significance. In
this regard, we can talk about the history of ptaykves inside a virtual world. It is this histor
that allows the players of a MMOG to refer to pastoes and other significant events. We
believe that the study of the practices, whichsastsie construction of personal or collective
histories and memories inside virtual worlds, drgreat importance because they constitute an
integral part of the participant’s experience oé tirtual (and non-virtual) world. How co-
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memorable history develops inside such virtual d®fs an issue yet to be explored. To this end
in this paper we explore the practices of collectivemory constitution in virtual game worlds.

More particularly, we study a case where the compaghind the MMOGEarth &
Beyond(E&B) decided not to continue supporting the cahtand code development of the
game, and after six months to shut it down (an eramed as ‘the sunset’). This decision had as
a result of a huge commotion in the player basenyMaayers cancelled their accounts and left
the game immediately, while others remained onlin& the very last second before the sunset.
Eventually, all players felt ‘homeless’ and as ugdes’ and many moved to new MMOGs to
replace their lost identity. Similar studies higili when players ‘migrate’ from one virtual
world to another, they tend to preserve a playucaland pattern even when the new MMOG
promotes a different game-style (Pearce, 2006).

Ethnographic data was gathered during participheérvation of the leader researcher in
the E&B virtual game world from September 2003 luktarch 2003. The study continued for
another two years in another MMOG, B¢E Online where many of the ‘refugees’ tried to find
a new home. During this period, the researcherrbecaember of a large multinational and then
a national community where he was able both to relesand engage in collective actions of
memory constitution. Our observations have alsm leeeiched by interviews, online discussions
in blogs and forums, as well as a quantitativeaedeon the usability issues BVE that affect
the collaborative learning. In this quantitativguiry, | used an online questionnaire which was
available to players for a period of almost one than an English, Spanish, German and Greek
version. A total of 1056 players from 56 differeatuntries responded in this study, mainly from
USA (20%), UK (20%), Germany (17.7%) and The Ndtrets (5%).

In the next section, we briefly review the currémeoretical trends in the literature of
collective memory and identity. We then move owu®to virtual game worlds and their inherit
capacity to sustain communities. Then, and aftesgmting the setting of our research, we focus
on issues of collective memory and identity consibn in relation to the ‘sunset’ of E&B and
the events that took place following. We conclude paper with our main research findings, as
well as research limitations and implications.

The Social Construction of Collective Memory: A Bref Review

Sociologists insist that the definition of colle&i memory is not easy, due to lack of
theoretical agreement “particularly [in] the retatship between experience and collective
memory, the process by which such collective meesonmight be formed, the types of events
that might be likely to become collectively rememdat and the types of groups that might share
memories” (Harris, Paterson, & Kemp, 2008, p. 3h & excellent work that presents the
multidisciplinary studies on this topic, Olick aRebbbins (1998) highlight the diversity of views
on collective memory and describe them as a “nagpgmatic, transdisciplinary, centerless
enterprise.”

Olick (1999) studies memory focusing on how indats work together in society and
how their operations are structured by social areaments. He compares the concept of social
memory to other terms like commemoration, politit@dition, and myth and identifies two
‘cultures.’” The first one is annotated as ‘collecteemory’ and refers to aggregated individual
recollections, official commemorations, collectinegpresentations, and disembodied constitutive
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features of shared identities. This draws on tsei@ption that only individuals do remember,
and thus collective memory within a group consgdtshe aggregated individual memories of
members of the group. This thesis also entails imditvidual memories can be archived in
repositories, and that in order to study the dyranoif collective memory, we should focus on
individuals and their narratives about their ‘imag# the past.” The second culture is called
‘collective memory,” and is similar to Halbwachgicsal framework of collective memory. Here,
groups provide the definitions as well as the dwis by which particular events are subjectively
defined and remembered collectively. Hence, thegs® of remembering is treated as an active
and constructive process rather than as a repriodu8chwartz makes a similar argument when
he asserts that “recollection of the past is aivactonstructive process, not a simple matter of
retrieving information” (1982, p. 374). Neverthedeas Hirst and Manier (2008) conclude, “the
two extremes in the array of approaches to colleatnemory are, in the end, not incompatible.
In fact, they complement each other” (2008, p. 10).

In sociological studies, the notion of the colleetimemory can be traced back in the
sociology of knowledge studies and to the Durkhsistudent Halbwachs (1992) who used the
term to emphasize the socially nature of memory. dfgued “it is in society that people
normally acquire their memories, it is also in sbgithat they recall, recognize, and localize their
memories” (p.38). Halbwachs was particularly inséed in how individuals use their mental
images of the present to reconstruct their pastaagded that such experiences emerge from
their memory under a pervasive social pressuré ($have always make sense of our memories
in relation to our and other people’s identitidd)s primary thesis is that human memory can
only function within a social context and that eclive memory is always selective. Other
researchers also point into similar suggestions. éxample, Giddens (1984) asserts that the
‘unconscious’ can be understood only in terms ommgy. He rejects the ideas that memory
refers simply to the past (as past experiences)aaguaes that it is a recall device (a mode of
retrieving information or ‘remembering’), and thmeémory and perception are very close linked.
To this end, he suggests that memory is then conakged as a flow of activity integrated with
the actively organization of spatial and temporahtmwuity via anticipatory schemata of a
perceiver. This is also emphasized by Pasupat@D81) model of autobiographical memory,
which states that when a narrator tries to remembdr communicate her/his memories, then
she/he is most likely to be influenced by the piex expectations of the audience, as well as by
personal goals (e.g., impressing others). Sucluenfies are critical not only for the situated
shaping of the teller's memory at that time, bgbadn what is remembered and what is forgotten
in the future. In other worlds, “when we rememlyeaigroup, the way we construct our memory
depends on the expectations and the reactionseafttirer group members” (Harris et al., 2008,

p. 5).

Many cognitive psychologists have also highlightied social constitution of collective
memory. Vygotsky (1929) claims that memory is agalss to narratives and that it is shaped by
cultural influences. In contrast to sociologistsguitive psychologists conceptualize collective
memory as close related to individual memory. Araregle is the idea of goal-driven
remembering of individuals in decision-making greudhis is evident in Wittenbaum and
Park’s (2001) study where members with low stagnsl to recall and discuss shared information
that all members know, in order to achieve socaidation and gain respect from others. A
similar point is made by Cuc et. al. (2006) thaiums the importance of a “dominant narrator” in
the process of the formation of a collective memdriis highlights the importance of the
emerging roles as well as the relationships of me¥mbwith a group. Other cognitive
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psychologists, including Basden, Basden & Henry0(@@nd Tollefsen (2006) further delve into
the idea of social construction of collective membe

The relationships with other people in a close ageioximity are also important to the
theory of transactive memory which focuses on mgmecalls by asserting that close couples
attempt to remember together by joining and oveilap their memory fragments (Wegner,
1986). Transactive memory theory is based on tka ittat individual members can serve as
external memory aids to each other. Wegner (198&)gsed that two types of meta-memories
are maintained in people’s minds — information dliba subjects of knowledge of each member
(i.e., areas of expertise) and information abow kbcations of the knowledge. Similar to
Hutchin’s (1996) distributed cognition, the theafytransactive memory underlines a cognitive
interdependence between members of a group, ardidhits the importance of ‘indexed’
knowledge for a group to develop a Transactive Mgn8ystem (TMS) (Hollingshead, 2001).
In return, a TMS can serve as a facilitator of g‘reunemory and be a valuable asset for team
effectiveness in learning, viability, and overadirfiprmance (Lewis, 2004; Liang, Moreland, &
Argote, 1995; Yoo & Kanawattanachai, 2002). Howeuvbe theory of TMS emphasizes the
similarities rather than differences of memoriesoagh members of a collective and demotes
phenomena such as forgetting, which are an integaali of remembering or the case of
conflicting versions of collective memory betweesngrations, even on commonly experienced
events (Ricoeur, 2004),

In organizational and information systems studiles,concept of organizational memory
was an offspring of the idea that organizationsasr@ogous to information processing units. As
a result, the seminal work of Walsh and Ungson {}3®eats organizational memory as a
framework that can be used for information retenti@cquisition, and retrieval in an
organization. They suggest that the structure gamizational memory can be classified within
six information "storage bins": individuals, cukufstories, mental models), transformations (the
various processes and procedures), structuress (wothin the organization), ecology (physical
setting of the organization), and external archigiermation and documentation). However,
the use of such a mechanistic metaphor of memaggesis a drastically abandonment of the
social characteristics of collective memory, sushemotions (e.g. Yaron-Antar & Nachson,
2006), social pressure (e.g. Halbwachs, 1992)tip®l{e.g. Misztal, 2005) and forgetting (e.g.
Bowker, 1997) that play a crucial role in the constion of collective memory and knowledge.
Feldman and Feldman (2006) make a similar argunvgmen they propose to think of
organizational memory as a process of remembeaitigr than as an object.

Contemporary research on organizational memory karmviedge criticizes the above
framework to be too narrow and incomplete and madyred new directions on perceiving and
inquiring individuals as actors of a larger colieet and refined theoretical framework on
studying collective memory (i.e. Spender, 1996; &kel995). Such studies don’t speak only on
a collective memory, but also on a collective mikipwledge, and learning. For example Weick
and Roberts (1993), drawing on the work of Ryled@)9 define collective mind as “a pattern of
heedful interrelations of actions in a social systeSpender (1996) calls for a need of an
epistemological pluralism and argues convincingigttsome aspects of implicit knowledge are
only known collectively and that in order to under&l memory, we need a theory of
intelligence. In his framework, collective knowleddgs about the tacit knowledge in a
collective’s habits, routines, and culture (Polari@66). Cook and Brown (1999) make a similar
argument when they draw on Polany’s explicit/tdaiowledge distinction and propose an
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epistemology of practice as knowing in action. Tlagument states that there are four forms of
knowledge, namely concepts, skills, stories, anmdege Genres are consciously or unconsciously
assisting individuals by providing a frame for mueeting explicit knowledge (Cook & Brown,
1999). For example, the interpretation of an atistesented in two different ‘genres’ (e.g., a
newspaper and an academic journal) reflect twondtsmeanings. However, such ‘genres’ are
not universal and differ to each collective. Adalitally, Cook and Brown refer to the tacit nature
of these genres, specifying that they are not eitlyliearned or known among the individuals,
but are rather emerging “as they are used in tmtegb of the groups ongoing ‘real work™
(1999, p. 392). This process of ‘negotiation ingbia’ is crucial for meaning construction and
learning within communities of practi¢Brown & Duguid, 1991; Wenger, 1998).

A well known case of such negotiation is describgdOrr (1996) and his ethnographic
study on the practices of experienced technicia@éntaining photocopiers. Based on his
observations on the collective formation of nawuedi by the technicians, Orr concludes that
conversational ‘war stories' are significantlyical in the collective rectification of individual
experiences and on the dissemination of persomaldledge of past events. Orr also annotates
that through this process of negotiation of meaniogllective and individual identity is
constructed, “as masters of the black arts of dgalith machines and of the only somewhat
less difficult arts of dealing with customers” (9. 2). Indeed, storytelling and conversations,
are considered to be crucial mechanisms for shdeog knowledge and serve as mnemonic
resources (Brown & Duguid, 1991; Swap, Leonardel8isi & Abrams, 2001). It is only through
storytelling and testimonies of the experiencegpas$t events that a community can form a
collective memory (Ricoeur, 2004). In accord wilhistcritical stance, it is also evident that
issues of trust are critical in the formation andtainability of collective memory.

Finally, besides oral conversations, communitieso alse artifacts to represent their
collective memories. These artifacts are objedifie the community’s culture and collective
identity and include symbols, signs, memorialgjal$, and others. Nora uses the téieux de
memoire (sites of memory) to annotate “cultural formatsoiftexts, rites, monuments) and
institutional communication (recitations, practicgyservance)...[that] preserve the store of
knowledge from which a group derives an awarené$s anity and peculiarity” (Nora, 1996,
pp. 129-130). However, artifacts themselves aretmdie treated as mere “storage bins” where
collective memory resides. They simply serve agyais of remembering or evidences on which,
for example, historical claims are based. They“@aehnologies of memory” and they can also
be used to manipulate collective memory, througlkectigely remembering and forgetting
(Sturken, 1997).

To sum up, the pluralism of interdisciplinary views collective memory highlight the
distinction between memory as an object (‘imageshef past’) and memory as a process (of
remembering and forgetting). Moreover, there israléncy to treat collective memory either as
‘collected’ (aggregation of individual memories)‘oollective’ (where remembering reflects the
social environment in which the mnemonic activaies place and the social resources that this
environment provides). In our research, we concefwallective memory as a continuous social
activity of negotiations of meaning and power, to¥gathe objectification of collective
knowledge.To this end, we focus on individual and collecty@ctices of remembering and
forgetting, as well as on artifacts that virtuahroounities deploy and maintain in order to assist
such practices.
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MMOG Virtual Communities and Collective Memory

MMOGs are different from other types of online gamsich as internet games like chess
or network role-playing games like tournaments. Tan difference is that MMOGs present a
persistent virtual world, where players cannot &dlieir game-flow progress and continue later.
On the contrary, the game’s virtual world is actalost 24/7 and available for a player to enter
and interact. Most commercial MMOGs require a miynsubscription and players assume the
role of a fictional character called avatar or elcéer. Each character is capable of performing
various activities based on some skills. The higher level of a trained skill, the better the
character can handle virtual tools and gain actespecial areas of the virtual world. The game
usually comes with a skill-tree, where players deaw the careers of their characters, a virtual
currency for in-game trading activities, and vasiosocial events and fan festivals which
motivates players and developers meet each otlaelitinally, a MMOG is not just a graphical
virtual world. It also has an official web site, &re the developers broadcast the game’s rules
and mechanics, news, upcoming features, and etethe player-base. The site also contains a
forum, where players and game developers comehtegahd discuss various in-game issues.

The graphical virtual setting of the game is based fictional story and offers many
scenarios, known as missions or quests. However,gtme itself does not have a specific
objective. There are some rules and scenario-taskd that a player may choose to accomplice.
Players may choose to play alone (solo) or to feemporary groups with other players. As a
matter of fact, the high level of complexity of seradvanced tasks strongly motivates players to
join their expertise, efforts, and character’s ¢dlgges with other players. It is a common
phenomenon to see players with similar game stydeaanbitions come together and form more
permanent groups, known as guilds, clans, or catfwms. These groups adopt a leadership
model and decision-making mechanisms and orgah&magelves as a virtual community. They
share knowledge and experience, organize colleetti®ns (known as quests), and achieve a
shared alignment towards common goals and object{Rheingold, 2000). The quality of
persistence of MMOG, causes a sense of stabililycantinuity of the game flow, and can thus
serve as the catalyst for sustaining long termticglahips and histories (i.e. Taylor, 2006).
MMOG virtual communities take advantage of the MM®@ersistence in order to construct
and explore a collective identity (Holmes, 1997h&ap, 2002; Turkle, 1997).

Recent studies focus on virtual communities emerginside these virtual worlds and
study phenomena of identity, economics, law, aadiiag (Gee, 2003; Steinkuehler, 2004). The
educational capacity of virtual words has especileen acknowledged by a variety of
researches and practitioners (Prensky, 2001; Stefri&r, 2008). More recently, we see cases of
large institutions using virtual worlds likéecond Lifeor even MMOGs in order to facilitate
cooperation and learning. A successful case issSudintual Workplace named MPK20. This
platform offers an alternative virtual world to SidNemote employees where they can perform
their daily tasks in a common environment. At thene time, NASA builds its own MMOG for
educational reasons. NASA's game promises a laearplatform for students wishing to
participate in a game space-simulation and to engagccurate in-game experimentation and
research.

Recent research on MMOG virtual communities hiditlitheir cosmopolitanism, while
the MMOG virtual worlds receive an exponential atiien, mainly due to their capacity for
socialization, playfulness, appropriation of liteygoractices, and learning (Steinkuehler, 2008).
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What is evident in most studies is the fact that ®® virtual communities are not homogenous.
Their members come from different professions, atianal backgrounds, and vary in terms of
age. The inherent anonymity and the play of idgntitay result in communities where, for
example, a 12-year-old high-school boy is the leadea large community of elder members.
This could be a case where mutual alignment andraamcation would become an important
issue for cooperation; however, most studies hytlthe opposite (Kollock & Smith, 1999;
Rheingold, 2000; Wellman & Gulia, 1999). The conxtle of the MMOG task-accomplishing
scenario motivates players to form or join virtaainmunities, where participants perceive their
relationships to be intimate (Wellman & Gulia, 1998 time, members of such communities
form trustful and intimate relationships and depetohigh degree of commitment and sense of
belonging (Kollock & Smith, 1999; Wenger, 1998). iNenembers are enculturated into the
communities history and practices though the engagé on collective actions (Brown, Collins,
& Duguid, 1989). To this end, anticipated reciptpcireputation, sense of efficacy, and
attachment or commitment to the virtual communitg anoted as main motivations for
contributing knowledge in virtual communities (Katk, 1999).

Nevertheless, knowledge sharing and learning inuair communities faces many
obstacles. For example, recent studies on multinatiand virtual organizations, where social
diversity in terms of ethical, sociocultural, amaguistic differences is more evident, reveal the
existence of many problems arise that block compatimn and knowledge sharing (Pan &
Leidner, 2003). Similarly, on another study of kiesge transfer and usability in virtual teams,
Griffith et al. (2003) identify that the higher thevel of virtualness in a virtual team, the harider
will be for individuals to acquire tacit knowledder their teammates, and thus, there will be
greater difficulty forming collective knowledge. Bn more recent study, Kanawattanachai and
Yoo (2007) bring evidences that TMS can even bméal in virtual team environments where
interactions take place solely through electronedia, although they take a relatively long time
to develop. In a virtual game world of space timstahciation like a MMOG, memory is
important for positioning individual experiences temporal and spatial arrangements, and it
provides users with a sense of seriality and peséaiddens, 1984).

The Context and Method of Our Research

The research method chosen is ethnography, whichoaaducted through continuous
participant observation and engagement into caollectactions within MMOG virtual
communities. One of the authors (the researchegted a user account in MMOG and became
member of a large community (known as guild, clararporation). To this end, we were able
to study the whole phenomenon from the view of r@sidier, and capture spontaneous routine
activities. Through our participation and longitoali engagement with other player, we were not
able to “understand the practicesatif users, but ... [to] develop an understanding of vitist
to bea user” (Hine, 2000, p. 54).

For the data management of our research findingsused a custom-made database.
During our participation in the setting and engagetnn collective actions, we recorded any
significant observations. These field notes weraitided, summarized, and stored
chronologically in the database. This database alss used to store players’ profiles based on
their behaviour online, as well as through facéaime conducts in social events. By doing so, we
were able to create a reference to an consisteisome for each player. Using specialized
reports, we were able to cluster the historicityso€ial events online, and after retrospectively

10
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reviewing them, we were able to indicate ‘blacktspo our interpretation of the situation and
thus be able to further construct questions to dleedh to key agents (i.e., players or game
developers) for clarification (Ward, 1999).

The unit of our analysis includes both individualsd guilds of players. Guilds were
treated as well-organized groups, able to form sustain a sense of collective identity, and to
provide structures and opportunities for organizedspontaneous collective actions. Our
observations have also been enriched by the colieahd study of data from in-game chat logs,
game news, developer blogs, posts in game’s maimifobut also from on-site observations of
players in internet cafes during their engagemedtemgrossment to the gameplay. Additionally,
in-depth interviews, both online and offline, wazenducted with players in order to gain a
deeper insight on their personal views and intégpiens on the game’s historical events.
Finally, a quantitative study was conducted on 20@6 in order to address players’ opinion on
the game’s environment as a collaborative learapage.

Beginning September 1, 2003, the lead researchesitert two accounts and two
characters in the E&B MMOG. The first goal was #perience the life of a newcomer to the
virtual game world E&B. The researcher soon becamgember of a large multinational guild
(we will identify this guild as Group A); after sentime we had the chance to meet some of the
guild’s members face-to-face. During the reseatsteareer” in this guild, he had the chance to
become director in one of the group’s chapters. Wthe company behind the development of
E&B decided to stop the game, and after a serideng internal discussions and arguments
among the Group’s A members, the researcher follosvéarge portion of the guild and moved
into another MMOG nameBVE The guild tried to adapt into the new game emriment and
for a while, most of its members seemed to fit ithie new reality. After four months of intense
participation in the group’s commons, the researbleeame co-CEO in Group A. Nevertheless,
and after about six months and a few internal desyuGroup A disbanded and most of its 124
members joined other guilds ([#VE terminology, guilds are known as corporations,eetwill
use the term guild for the sake of simplicity). tAts point the researcher became member of a
large nationally based (Greek) guild (Group B). ¥éamtinued our research with Group B until
the end of our participation BVE at the end of February 2007.

Observations from the life of Group A provided ughwa rich data set regarding the
practices of collective remembering and forget@mgong the members of the guild. Moreover,
we were also able to participate in joint actiwst@ collective memory constitution and thus gain
a wide perspective of the dynamics of this soci@rmmenon. In order to test and validate our
initial working hypotheses, we used our observatifmm Group B in order to juxtaposing them
with those form Group A.

The case of E&B

Our research was initiated September 1, 2008arth & Beyond(henceforth E&B), a
space MMOG created by Westwood and later acquirecElectronic Arts. The game was
released on September 24, 2002, and it was a sciaton MMOG. According to the game
scenario, players were space pilots able to eitlak inside stations or to board their ship and
travel across the galaxy.

11
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Figure 1. Earth & Beyond Characters Gathered in a &tion.

During the character creation phase, the playeldcduoose one of the three available
races and one of the six available professionse®as the chosen profession, the player’s
character had a set of initial skills and througiplering, trading, and fighting she/he could
further train more skills. After the game’s lauraid with only few competitors in the MMOG
market, E&B was soon became one of the favorite MM@@r sci-fi fans. According to
MMOGCHART.COM, during the game's peak in late 200&zre were approximately 38,000
active subscribers. The game had three distineeseifor player to choose. This is how Eric
Wang, E&B's Producer and Technical Director, dészithe game in an interview just a few
months before the game hit the stores:

Earth and Beyond is the first persistent state dvedt in space that gives the
players the opportunity to do everything they'verewanted to do in a space
game. Players become the captain of their own sglaipeand can advance their
character in many different ways -- exploring, trgdand fighting, but best of all,
they can do it with thousands of other people. &awill be able to explore over
one hundred sectors of space, land on planets, dilign life forms and make
their fortunes all in a futuristic world where hunsahave just begun to breach the
boundaries of the solar system. The only questspri'how far will you go?"
(Aihoshi, 2001).

Player had the option to either play the game atorte establish temporal groups. These

groups allowed their members to share skills antlibes and thus operate in greater efficiency
especially in difficult missions. Moreover, playassth similar ambitions and gameplay style
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were forming more permanent groups known as guiltisough a guild, players could better
organize their game activities and collaboratiatirieve better performance in hard situations.

In-game communication was achieved using the ganfes Through the chat window,
players could access public and private chat cHarar@ communicate with other players in
close proximity or other members in the same guwither ways of communicating was through
emotes; players could command their avatars toesgpan emotional state like happy, angry,
bored, and so forth. Additionally, they could u$gsemotes like wave and cause their ship to
wobble up and down, waving the wings. The wave emas widely used for saying hello to
nearby players in space.

During our participation in E&B, one of the authdrscame an active member of one of
the largest guilds. The guild had almost 150 mesbad a well-structured leadership scheme
with a commander and a vice-president, as well asyndirectors running each one of the
guild’s chapters. For example, there was a direfiothe mining chapter, another one for the
military chapter, and so forth. Guild members werativated to enroll in at least one of these
chapters and participate in collective activities.{ mining ore form asteroids). The guild also
had a Code of Honor where basic rules of behavierevexplicitly stated, with penalties for
those who do not comply with them. Member were digghly motivated to participate in
discussion using the forum in the guild’s web sitel contribute with their experiences and
knowledge by helping new members get used to theegaand community’s climate and also to
support decision making. This is how the commarmdesroup A encouraged new members to
mutually engage in joint activities:

New members are now required to register for them@ to remain a guild member in
good standing, This is part of a better guild commation strategy we would like to
promote and encourage. Squires need to registezaag as that. If they don’t, no
promotion. (Excerpt from an e-mail to all membefr&ooup A).

In late March 2004, the developers of E&B announited they would not continue to
support the game’s maintenance, and that it wotdd &inctioning September 22, 2004. Most
players cancelled their subscription and movedtheroMMOGs, some of them decided to stop
playing, while others just continued to play thengauntil its end ('sunset’). On March 27,2004,
and after 726 hours of active participation in E&Pace, our study continued in a similar
MMOG namedEVE During that time, the researcher was an activebee in one of the largest
international guilds in E&B, and he was promotedh® role of the director in one of the guild’s
chapters. After a long discussion in the guild’sifas on the topic of what game would be better
fit the guild’s style in terms of game play, mangmbers decided to continue playingBWE
After all, it seemed to be a normal transition siB¥E is also a space themed MMOG and had
many similarities with E&B. The guild established@poration irEVE with the same name, but
with a different leadership scheme.

The Case of EVE
EVE Online(or simplyEVE) is a MMOG created by an Icelandic company namexvg
Control Production (CCP) and was released in May32Qike E&B, it is a space simulation

MMOG (a ‘space opera’ as its players call it) ahddes a single server to host over 250,000
players. Currently, it holds the world record of,8d0 concurrent accounts online at the same
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time. To support this huge amount of play&¥E runs on a large computer cluster, rumored to
be the most powerful supercomputer in the gamidgstry.

According to the game’s scenario, the virtual watdEVE is located in a distant galaxy,
with over 5,000 solar systems. Solar systems anaemied through gates, and in each system
there are interaction environments such as spatierst to dock, asteroid fields to mine, planets
to orbit, player owned structures, and Non Playlear@cter (NPC — characters controlled by the
computer). Players pay a monthly subscription t®as an account, while each account can hold
up to three characters. Players create their ctemsaby giving them a unique name and by
customizing their appearance. They also chooseabthe four races available, a gender, and a
bloodline that influence the character’s initialillsk Characters are represented BVE as
spaceship pilots, and their skills level of tramidetermines what the character can do in the
game (i.e., what ships he can fly). Characters lemeess in numerous skills and based on a
skill-tree that defines skill prerequisites, thewncchoose a profession such as trader,
manufacturer and combat expert. In contrast to BREEVE the skill training occurs in real time
and it does not affect gameplay.

Additionally, the socioeconomic structure of thenmga is based on corporations.
Corporations are groups of players joining togetbema common goal or purpose, and they are
created and overseen by a Chief Executive OffiG&(.) There are NPC and player created
corporation, though characters can only be in oogaration at a time. Besides the CEO,
corporation members can be assigned with sevelas like accountant, personnel manager,
factory manager, and so forth. The game also pesvikries of tools for the CEO to run the
corporation. Such tools include corporate wallet dmangars, a taxation rate, roles and
privileges, and standings with other corporatioméiich indicate their friendly or hostile
relationships. It is also common BVE for many corporations to join forces and establish
alliances. Each alliance usually claims a territorfEVEs galaxy, and after its establishment in
the area, its members begin to exploit the arees®urces. Additionally, alliances adopt a
governance scheme (i.e., democracy) and estahlisls of finance transaction (i.e., taxation
system) and standings toward other alliances (len-Aggression Pacts). Such economic and
political institutions often become the reasondoralliance to thrive, dissolve, or declare war on
another alliance.

Besides the unique name, each character is charadeby a security status (an
algorithmically generated number that indicatesefgractions against other players); an
employment history (previous corporation the chi@awas a member); and standings towards
other players, corporations, or entire alliancéswb characters have negative standings, or if
two corporations/alliances have declared war td edlger, the players can fight in Player versus
Player (PvP) combat situations. But not everyokesliPvP. Other players follow a more
innocuous profession and become, for example, miresy mine ores form asteroid belts and
sell them as raw materials to others player why tila role of a manufacturer. This role-playing
is commonly seen in MMOGs, and offers a deep le¥@&nmersion to the game’s environment.
In some cases, this role-playing can be more exremd players can become more engrossed
into the game’s storyline (i.e., players becomatps or mercenaries). In other words, the game
provides various activities and endless possieditof character development. Unlike other
MMOGs with a predefined course of development —vkmas theme-park gamesiEVE is a
sandbox where players can experiment with diffegambe-styles.
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Finally, in order for players to communicate witach another, the game provides
various synchronous and asynchronous communicatechanisms, including a multi-channel
chat system, an email manager, and private messag®gell as a forum in the game’s official
web site, where player and developers can disauggmme mechanics, rules and content. More
recently, the game incorporated an embedded vaisemunication system. Beyond the official
website, many players build their own fan-sites bladys, and provide space to the rest of the
community to exchange tips and workarounds, proraate trade virtual goods, and broadcast
their achievements (using Kill-boards, which isegjuivalent to the classic game’s hall of fame).
Others engage in the game on a much deeper ledetl@arelop custom applications that help
players customize their characters, or better azgaend interpret the in-game content. A case of
such a popular application widely used by most i players is a VolP application that
facilitates real time oral communication. Such aggtlons are extremely helpful for assisting
groups of players to better organize their collectctions.

The E&B Sunset and the Memories of E&B Refugees

When Electronic Arts (EA) announced that it wasngoio pull the plug on E&B, some
of the players were already spreading rumors tieit favorite game will come to its end soon.
With an official announcement, the company resgmasior its maintenance decided not to
continue support the content and code developnietiiteogame and after six months to shut it
down (‘the sunset’). This decision had, as a resuttuge commotion in the player base and in
extreme cases, many players claimed that they hbatedevelopers so much for killing their
game that hey are going to boycotting EA Gamed thety brought back E&B. Many players
left immediately while others remained online uritie very last second before the sunset.
Eventually, many players felt ‘homeless’ or as ugdes’ and tried joining new MMOGSs to
replace their lost identity.

Although most players kept their initial nicknanreddried to apply their knowledge and
play patterns to the new game, the transition foomma MMOG to another was not an easy case
(Pearce, 2006). Both E&B aritVVE share many similar characteristics in terms of ggay and
game scenario. Nevertheless, most E&B players diaanthe simplicity and beauty they found
in E&B was lost forever. There were a total of B f®@titioners begging EA to reopen the game,
even in its original form. Others claim that they avilling to pay double the subscription fee
just to get back online. Here is what Eliana, arBE&fugee form Germany wrote:

I am here to tell EA, that if they ever decide @activate E&B again, (even if its just the
old client) that we both would sign immediately egane and my brother would even pay the
double fee if needed to support the running cosSESd.

What is more important is that even that most pkayesoved in other MMOGsSs, they still
feel like E&B refugees. This is what Joan argues:

This was the most amazing game | have ever playés gutted when it was

cancelled. Played SWG & Wow since then and neitmer is as fun to play as
E&B. Everything about it was unique and soooo pldga. bring it back!!
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Another player from US also makes a similar claim:

This was the only MMOG I'd ever leave work earlypiay or take days off to

play or call in sick after patch days. | have neadwhy it is so addicting. But

yeah, I'd drop WoW for this in a heartbeat. Nicesée others still miss this game
too.

Nowadays, almost four years the E&B sunset, therstill an active E&B community
seeking the revival of E&B. To this end, many futes exist and provide a common space for
E&B refugees to gather and share their experieimcseir favorite game. They also try to find
old friends to form their guilds and support theival of the game:

My wife and | are E&B refugees and we would botheldo have this game back.
We still use it as the standard to compare otherQ@®4 we play. We still keep in
contact with old E&B guildmates and talk about atduees we had on there all
the time.

In this, many game experts and E&B enthusiastsntatily joined their forces in order
to create an E&B emulator. But what the E&B wishedget back is not just the game
environment, but rather the ‘full package’ of ithat is, the community. This is how one of the
E&B fans puts it:

The people who are still hoping that E&B comes bdgk't want the game back,
they want the atmosphere back and that's imposd$taeple have changed. For
many of us this was our first MMOG and by now wely@ned quite some

knowledge about how a game should be.

Indeed, what is more important in a MMOG is not ¢faene environment itself, but the
shared fantasy of the virtual world of interconeectplayers. What these players come to
remember as a virtual game world is not just thenganechanics and interfaces, but the
communicative and other social actions in whichytkesre engaging during play. This has
serious implications for our analysis of social pivaena of collective memory constitution and
to this end, we will focus more on the collectivetians among the members of virtual
communities (i.e., guilds) that facilitate collegiremembering and forgetting.

Collective Memory Constitution in Virtual Game Worl ds.

The inherit capacity of MMOG to sustain virtual conmities is widely recognized by
most of players. During the quantitative part of cesearch, we asked the players to state if a
membership in a corporation provided them with aseeof belonging, trust, and help. A
percentage of 72.2 strongly agreed with this statepnwhile 62.4 argued that such memberships
heavily assist players to develop their decisiodin@askills. As one of the players added:

Well, 1 wouldn't exactly call Eve a ‘game’. Supeiahb Brothers is a gamé&ve

is just an operating system that gives you accessthe sandbox. The
entertainment is up to the community.
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Usually, when a player decides to become a membene of the game’s corporations,
she or he visits its web page and fills in an aggion form or contacts one of its members
online. It is a common practice that each corporatias one ‘director’ responsible for public
relations and recruitment tasks. At the beginnthg, new member will be granted with some
basic roles and limited access to the corporatiessurces. During this trial period she or he will
remain in the periphery of the communities corecpecas but will be also encouraged to
participate in daily joint activities.

Continuous engagement, participation, and soctaizaby guild members intrinsically
motivates newcomers to become part of the commuandyltural context and to familiarize
themselves with the community’s language, politresms, rituals, and history. Fortunately, in
our case, the guild used the English language yerydlay communication. However, mutual
engagement in Group A’s joint activities was natvals an easy process. For example, minor
communication issues arose, especially during dsons of complex group activities (e.g., the
guilds promotion plan to encourage recruitment a@lomizing new regions of space).
Consequently, we observed many episodes of misstasheling. Nevertheless, it was those very
episodes of dispute that forced members into psasesf negotiation of meaning regarding the
collective actions and the meaning of the collexti4 vivid case of such negotiation of meaning
took place during the discussion of merging Groupvith another larger group to become a
member of a large alliance of guilds. During thecdssions on this topic, we noticed that the
more abstract a concept was (i.e., alliance), #seeeit was for misunderstanding to occur.

During our participation in Group B, the proces®of enculturation was faster. This was
due to the lack of communication problems, as waegltlue to our growing social distribution of
knowledge, especially in terms of the game’s meidsamules, and dynamics. Indeed, when we
became members of Group B, we found that the “rallgpattern of group life” was familiar to
us (Schutz, 1982). Group B also had a central CE®D & few directors for managing the
collective. Due to smaller geographic distributminits members, most of them had the chance
to meet each other during nationwide social evertts. level of trust between several members
was so high that some members were sharing theouats and characters with others.
Moreover, the collective identity of Group B seemedbe more coherent, due to the tendency of
its members to engage only in one type of collectetivity, that of PvP. Indeed, recounting
fights is a common topic of conversation among @tay(Taylor, 2006). Members were
identifying themselves as proud “warriors” and thvegre frequently engaged in discussing the
narratives of their past battles. This specialaatnd collective willingness to master the PvP
aspect of the game also provided more time betwdayers to discuss and analyze their
previous shared experiences and to indicate atigaherrors.

A popular topic of discussion during a corporatioreeting is the outline of the
community’s history and the discussion of futureediions. In such cases, a member of the
community serves as the dominant narrator that aemcates collective memory among the
community’s members and beyond. Our observatiodiate that the role of the best narrator
emerges and it is situated in the circumstancesbedpi of a discussion. However, members with
a tendency to speak loud and clear are often iteghtas the official narrator of the community’s
history. In our research case, such a role wageplamofficially, yet unanimously, in one of the
older members of the community. The ‘chosen ones alkso granted with the heavy duty to
broadcast the community’s achievements in the eséthe EVE community (e.g., by issuing
newsletters).
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Collective memory is heavily structured throughttnical referents and as such, what is
remembered to be part of the game’s or a commashttistory is crucial to collective memory
(Nora, 1996). Communities usually rely on theirleciive memories to justify their in-game
actions. In the virtual world oEVE, the history is a continuous subject of negotratnong
individuals and communities. Since, for example shared understanding BVES history is
the bedrock for justifying actions of fair play, stestrong political corporations try to establish
their own presentation and interpretation of pa&nés. Due to the digitized environment of
social action in virtual worlds, historical evemisn be cross-referenced and traced back to their
source. To this end, player use event logs, maqgsgameplay records to prove their version of
history to be true. On one hand, this quality at&ability of past events strengthens the validity
of historical events. On the other hand, the digitdure of such ‘proofs’ and ‘testimonies’ can
be easily manipulated and altered to serve a bieised This offers as a prosperous ground for
propaganda.

In this paper we understand propaganda as "thegearent of collective attitudes by the
manipulation of significant symbols" and as suchsitrecognized as a common tactic for
manipulating and reshaping collective memories ghedl, 1927). In the virtual world dEVE,
in-game alliances use such tactics as a polita@lih order to increase intra-alliance members’
commitment and participation in joint operationstordecrease the enemy’s morale and cause
them to withdraw. Sources of propaganda includewitiles distributed via YouTube, comics
and political maps, fake images and log files, andherous posts in the game’s forum. The
distribution of misinformation through propagandidactics influence player's morale but also
their collective memory, since some memories aghlighted as important, while others are
forgotten. However, propaganda is not the only cdéiselective remembering.

Cases of selective remembering usually follow traticrepisodes. Such episodes can be
a lost war and the unconditional surrender to tienegy, or a traumatic internal affair. Such an
episode happened during our research when a meshltiee corporation with partial access to
the corporation’s hangar and wallet stole the aszetl a large amount of money. Similar cases
of theft are common IEVE, and there are not integrated security mechanismsevent it. All
members of the community felt equally responsiblé, also betrayed. They encountered issues
of trust among the members, especially with newegemievertheless, the case was quickly
forgotten, as it was rarely discussed again. Thas wostly a strategic decision made by the
community’s leadership, in order to dissolve negagémotions that blocked fun and playfulness.
It was also done to establish a sense of secunty @artnerships among the community’s
members.

By now, it seems evident that the constructionadective memory is a gradual and long
process. However, there are cases where the aeoouisif collective memory is forced and
abused (Ricoeur, 2004). Such forces can stem frahnithe community’s need for change of
its collective identity (i.e., the leadership suddecides to adopt a mercenary type of play) or
form the community’s environment (i.e., an alliapc8uch exogenous forces arise when a
corporation inEVE decides to join a large alliance. This may reauiadical re-alignment of the
community’s purpose and domain of expertise, sino&w members have to play for the
objectives of the alliance. If change is conceiasdradical, some members of the community
may decide to leave. For those who stay behindp#mgcipation in the alliance-scale activities
will eventually reshape the individual's collectimeemory and identity.

18



Journal of Virtual Worlds Research - The Constitubf Collective Memory 19

Results of Our Study

In sum, we identify four major genres of collectikmowledge that communities value as
collective memory (as an object and as a procegshistorical archivesof past events, b)
personality checks) mental schemesind d)repertories of ideas

First, historical archivesrefer to documented historical narratives regaydimra or
extra-community events that members consider toe haw increased significance for the
development of the game's history. Through thiigheg, a virtual community can document
its history, while the negotiation of the meaninfytbese historical narratives support the
construction of the collective memory. Exampledude past joint PvP operations, elections for
a new leadership scheme, and important decisiondemiuring community meetings.
Participation in such events cultivates the sensesomeone playing a crucial role in the
development of games history and sense of belonging

Second,personality checksefers to memories of individualized actions th#ect the
collective identity. Such memories serve as ‘nareaidentities’ of the legitimized relations
between members of the community, and include udiés, emotions, and episodes of
communicative behaviors especially during confietonciling discussions such as those on the
topic of rights of ownership (Ricoeur, 1992). Sumbmories assist members of the community
to envision the presence of other members beyanthttompleteness the inherent anonymity of
the virtual world (Ward, 1999).

Third, mental schemeare also a crucial part of collective memory. Eheggotiated
schemes serve as a stock of shared knowledge fitee @®mmon sense, ethics, metaphors, and
interpretation of symbols (Schutz, 1982). Theyigate the tacit assumption and expectation of
a shared world and thus help members to resolvaripation of meanings. Finally, the
repertories of ideasnclude future actions and trajectories, learrengiculums of new players,
and strategic plans, as well as norms and ruldgsstrae as factors of legitimacy of collective
action (Wenger, 1998).

Conclusion

The aim of this study was to explore practices afective memory construction in
virtual communities. The empirical data were maiodgsed on a longitudinal ethnographic study
of virtual communities in two MMOGs. The findingordribute to our understanding of
collective memory in general, and in the implicaioof collective memory construction in
persistent virtual environments (i.e., MMOGS) intaular.

We conclude that collective memory is not just posstory of past experiences, but it is
rather constructed by social arrangements andagiljeaffected by social pressure (Halbwachs,
1992). This means that the process of remembesidgne in reference to our identity and other
individuals in close social proximity. In an extrenform, we could argue that individual
memories are not possible in the absence of refeseim society. In turn, such collective
memories are crucial for the construction of idgntif groups such as families, believers of a
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religion, or social classes (Halbwachs, 1992). intual worlds, the constitution of a collective
identity is more difficult than the real world, due lack of previously known common
identification among players (i.e. national ideyjtibut also due the lack of a stock of shared
knowledge (Schutz, 1982).

Based on our research, we come to conclude thatahstitution of collective memory
and identity of a virtual community drastically féifentiates form regular communities in the
physical reality. This is due to the issues of walk heterogeneity, the interpretation of the
virtual world’s reality, the envisioning of otherembers ‘true’ identity, and the historical
context taking place inside a virtual game worfdotder to overcome such obstacles, members
of a MMOG virtual community make extensive use efipheral discussions using metaphors
and analogical reasoning, while in order to preseéheir collective memory and identity, they
instrumentally rely on war stories (historical raives), cases of personality checks (member
and individual roles), and legitimated communicafpractices of (propaganda).

In a virtual community, collective memories origi@drom shared communications about
meaning of the past and are encapsulated in r@uéind repertories of collective action, as well
as in community’s symbols of language, culture, aisdory. Collective memory exists in the
medium of its expression and it is gradually cangted through participation of community’s
member in collective actions, as well as the nagjoth of purpose and common goals that such
actions serve. Moreover, collective memory is natis but rather situated in the circumstanced
reality and remains open to a continuous activitgegotiation of meaning and power.
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