
• Video games are in nearly every home in America 
and 62% of gamers play games with other 
gamers.1

• President Obama and Congress are both 
requesting studies regarding the effect of violent 
video games, particularly on youth.
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Conclusions

SPEAKING Model2

• Anonymity is not as important in predicting hostile 
behavior as the type of game played.

• Friends are more talkative and teasing than 
strangers.

• FPS players are more vulgar and more hostile than 
MMO players.

• What appears to be hostility on the surface is 
often well-meaning and out of context.

• Persistent relationships do temper social 
interaction.

• Other factors, such as player age, pacing, and 
consequences of in-game actions also have an 
effect on social interactions.

Methods

• The first person, military-style shooter (FPS) was 
chosen due to the association with real-world 
violence by the media.

• The Massively Multiplayer Online Role-Playing 
Game (MMO) was chosen as its comparison due to 
a large multiplayer component and violent content, 
though rather than realistic and bloody, it is 
fantastical and cartoonish. 

• Both were played as a participant-observer within 
anonymous groups and groups of guild mates and 
friends for several hours each.

• Game sessions recorded for later analysis using the 
SPEAKING model2.

• Both anonymous groups were filled with gamers 
who did not know one another. The FPS sessions 
were conducted with gamers who were real-life 
friends, and the MMO with gamers who spent 
hours a week with one another, even if they had 
never met in real life before.

1 theesa.com. (2011). 2011 Sales, demographic and usage data. Essential facts about 
the computer and video game industry.  Retrieved from www.theesa.com

2 Hymes, D. (1974). Foundations in Sociolinguistics: An Ethnographic Approach. 
University of Pennsylvania Press

Importance Results
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• Anonymity did not have the expected impact, as 
seen by the MMO’s anonymous gameplay.  
Examples of hostility were few and far between.

• Players were more relaxed with their language, 
teasing and chatting about their personal lives, 
when playing with friends.

• More care was taken to prevent offending  guild 
mates than friends, presumably because guild 
mates do not know one another outside of the 
game while friends know one another’s 
boundaries.

• The only openly hostile behavior (taunts, insults, 
etc.) toward other players was experienced in the 
FPS/anonymous group.

• Hostility toward in-game enemies and the game 
itself was present in all four groups, with varying 
levels of expression.

• Setting/situation- All players were in their homes in 
front of computer screens or televisions. Virtually, the 
games comprised a battlefield in a near-future war 
and the dungeons and seedy districts of a fantasy 
land. 

• Participants- Players in the game. Conversations with 
non-players were heard on occasion when players left 
their microphones open.

• Ends- Enhance strategy, overcome obstacles. FPS 
players also taunt and tease their opponents before 
and after a match, and tease their teammates during. 
MMO players tease well-known guild mates and use 
mistakes as an opportunity to train.

• Act sequence- No clear leaders beyond individual 
charisma. All players have the right and ability to 
speak at any point, though deference to others is 
granted in particular contexts.

• Key- A rude comment is often answered in like 
manner, even if a player has to turn on his/her 
microphone to do so. The MMO had very little 
rudeness, perhaps due to the family friendly rating 
and environment.  

• Instrumentalities- FPS- verbal. MMO- verbal/text.
• Norms- Conversation is short and to the point in the 

FPS as the background noise and narrator are near 
constant and loud. In the MMO, the pacing is much 
slower and the audio can be turned down to the point 
that it does not impede conversation. Within the 
MMO, small talk and friendly banter are common.

• Genres- All the same genres of a normal conversation.


