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CONSTRUCTING MY/SELF

Identity construction in online games and related online spaces

From the moment we turn on the computer, we find ourselves in another world, a realm
with different rules, without welknown notions ach as nationality or religion. Pelistorically and
post-geographically, we travel from Paris to Tokyo and during our journeys we run into dozens of
people lost in this same online world. We arecyberspacea term coined by author William Gibson
in 1982 and made famous through his nbieuromancerin 1984,used to describea technology
introduced to us some decades ago, that over time transformed into a parallel univétise
countless possibilitiesWhere television gave us the opportunity to view different places and
different times, cyberspacensuredwe canactually be part ofhese times and places, through real
time 02 YYdzy AOFGA2Yy YR AYUSNIrOGA2Yyd G2 KSy ¢S aidsSLl
we reconstruct our identite® Yy G KS 20 KSNJ aARSBurkeI77)i KS 221 Ay3 3t |
In 1995, Sherry Thkle wrote Life on the Screeh & dzo GAGf SR GLRSydAdGe
LYGSNYySiGés Ay @6KAOK descitiohdlihe hédes corcefningdiéntitg 2 NI G S
constructon ¢ KS FIF Ol GKFG | O2 YLzl S Midddbws nLBSrNdpididny 3 & & &
correlates with the changed definition of identity and theely &Ly G(GKS RFAf & LINI (

computer users, windows have become a powerful metaphor for thinking about the self as a
multiple, distributed systerh (Turkle 14) We can have various windows opEl on our screen
simultaneously, but many of these require interaction, and sinmglieve that using the Internet and
playing games is an immersive datvould like to call these windovepacesTurkle complements her
analysis of theories by providirggveralanecdotal examples of how Internet users construct their
identities online, mostly in Multi User Dungeons, or MUDs.

Reading the book over ten yeaafter it was publishedl recognizedmany of these stories,
but was amazed by others. It made serisane that in a textbased,colorlessworld, the process of
identity canstruction would be very vivid, since it hugely relied on imaginat@nsequently |
wondered if in this age of realistic graphics, thousandsabérsand spectacular sound effectsbut
more importantly, webcam and voicehat- that process of online identity construction has remained
the same.Jos de MuemphasizeA y a ¢ KS DIYS 2F [AFSY Dbl NNIGAGBS |
/ 2YLJzG SNJ DI YSa¢ GKFG 3t YSidis infataid t&R kegpAnimind Shat RA & NS :
O2YLJzi SNJ 3+ YSa IINB y20 wadzadG 3IFYSaQ odzi LI I & | C
0§KS 02y aiNUzO G AReyWul 26R) MBotiziédedrdh §ag bekriiddrie in identity construction
on a particular redium, but in my opinion user experiences are not merely related to one single

online space anymord2eople spend a large portion of their lives online, engaged in chragik but
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also profileor networkingwebsites and online gaes. The characteristicef these media and their
influences on identity construction are therefore an interesting topic of research in humanities.
Especially the intermedial expressions of identity attract my attentidms paper aims to put into
focus the process of identity ostruction according to existing theories, and put into question
whether these are still applicable today.

¢CF{Ay3a ¢dzN]f SQa NBA&SI NhnKe the gnrichmehtén orllire gadmesa G I NI A
such as sound and graphichanged the way in which the gner develops their ilgame character?

People do not just play game;they are using ifgame (voice) chat, are logged in to an instant
messenger and have a profile on a website such as MySpace or Facebook. Have these linked online
spaces made stayingn character impossible? Beingn characterimplies taking on a different
persona; the roleplaying aspecis very significant in MUDSs, but where are the boundaf@@sgamers

who use these technologically enhanced games and spPaCsn a person maintain the ma

identity, or the samecharacterwithin severalconcurrentonline space®Taking all these aspects into
account, this paper aims to supply an answer to the following research quebklim:do players of
currentonline roleplaying games construct thetentities?

Espen AarsethemphasizesAiy at fF@Ay3 wSaSINOKY aSiK2R2f 2+
wSaSINOKE GKS AYLRNIFYyOS 2F GKS NBASEFNOKSNE |a
have not experienced the game personally, we are liable tonsibreevere misunderstandings ...

[a]nd unlike studies of films and literature, merely observing the action will not put us in the role of
0KS I dzRarset @ Sherefore, this paper will be an account of identity construction in online
games in two wes. Firstly, it will provide a theoretical framework on identity construction, dealing
with the ways keynote authors have definéshling) identity and the self. Secondly, in the opinion

that the gamer, or the Internet user in general, is however not aveditheir self being developed or
enhanced, | will take a look at the more practical side of identity construction in online games, by
analyzingthe character creation process inline roleplaying gare Eve Onlinglcommonly called

EVE) Additionally, in lhe footprints of Sherry Turkle, | will provide several anecdotal examples of
identities in online games and related environments, drawing on my own experiences as a gamer and

user of Internet Relay Chat (IRC).

Identity, character, self

Identity is an ambigous notion, andin particularthe differences between identity and
charactermight sometimes be hard to distinguish. This paper will show that the two share a strong
bond and do not exclude one anotheBherry Turkle acknowledges this by describing a ritézal
framework of identity, but proceedingy giing several examples of-game characters. How blurry

this distinction is can be illustrated by the following citation frhife on the Sreen
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2 KAfS a!5&a | NBacefdnithe intérBet ig whihéto pley with identity, they
provide an unparalleled opportunity for such play. On a MUD one actually gets to build
character and environment and then to live within the toy situation. A MUD can become a
context for discovering who one is and wishes & Im this way, the games are laboratories
for the construction of identity(184)
Furthermore, identity and theself are often used interchangeablifurkle expresses the
importance ofpsychoanalytic theoryn the history of identity and construction of ¢hself. Sigmund
Freud proposed decentralizeddentity instead of the self as a unjtwith whom a persn was born
and could notbe changel. Jacques Lacan called tegoanillusion andemphasizedhat identity was
not something tangiblg th& complex chins of associations that constitute meaning for each
AYRAGARIZ £ €SI R (2 vy ZTurReAlyd) TurklSIyikR thigsk iddas t@ ddinpdierNBE & S
a0ASyO0OS YR FRRa GKFG GKS LYyGSNySid SylofSa LIS2L
(178). By having various windows on the computer screen, the Internet user can be a student, a

friend, an employee, and a lover, all at the same time, or at least consecutively.

WL Y gKIG L G:eymbdlic idetadiioni KAy 1 L | YQ

The question remainshowever, whether these identities we build online show any
resemblance to our offline self. Are they part of it, or do they form an expansion of our offlirdself
GKAE 2FFEAYyS Syitride itesdQ VIKRKWIEGaskni®ikERewion (¢ KS W
background [ I dzNJ w2o6Ayazzy Of | A ¥Yidg Projgct ges FOBline/ SymdINE St T Y
LYGSNrOQGA2y Ay (GKS S5A3AGHE 1'3S¢ GKIG ARSydGaAade O
GKS gl & 2FFfAYyS aksdrsthBngintobbift) bddizs/ geisonazOandSger¥onatities
TN YSR I O0O2NRAy3 (G2 GKS &l YS QRobisehDNBy Sescriing | G S E
how identity is formed offline, she then enables herself to link this to online environments.
w2 0 A Y aath\diSagreelvient with postmodertinking - she categorizesTurkle within this field
about identity is that according to symbolic interaction, the masterself is grounded in interaction,
GKSNBIF & al OO2NRAY3I (2 LIa&alyY2RdMintaida Rastarsethat § KS &
O2ylGAydzfte | yR NB 196)ShchcalSthigview Rityrigtit, tdpaad, $nd mentioasS f T £
GKFG ¢dzN) £ SQa AYOdSNBASESSE alLlSEH| 2F YdAf GALX S &St
offline world. Sike online environments are not as virtual as was once thought they could be,
Robinson disregards thigiew that online and offline identity construction are two separate
processes

Instead, Laura Robinson uses titas of George HerbertMead and Erving Gimnan to
explain identity construction as something that is always interactive and dependent on other people.
WL Y 6KIFEG L GKAY]l @2dz GKAY] delfingYINE @8z a d&Zy Jz2LW

respond to that which he addresses to another amkere that response of his own becomes a part
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2T KAa O2yRdzOG>X 6KSNB KS y20 2yfe KRObinddn OAYaSt T
Goffman applies this to dramaturgy, which in turn can be linked to playing computer games, namely
because Goffmaspeaks of performance®2 ¥ LJX 8® | S RSFAySa (KS asSt¥
AYGSNY OGA2y GKFG LINPRdzOSa YdzZ GALX S.Goffrfadaies T2 NJ Y«
an interesting statement that can be applied to online identity constructibaking into mind the
jdzSatiAz2y GKSGKSNI 2yt AyS ARSYGAGASAE FNBE LI NI 27F
fA1Ste (2 LINBaSyid KAYaSt¥T Ay I fA3IKGshiuklbé A& F
considered He proceeds by metioning that other people perceive this in a twofold manner: the
SELINB&a&A2ya KEIASAEIYNB dlaiR ya G3IAGBSY 2FFE Ow20Ayazy
YAIKOG y20 Ffglkea O2NNBaLR ypRrfonmantek 3 K& X2+ RESRIZ VAR V¥ #
to fit into the understandngl y R SELISOGI GA2ya 2F (GKS az20Aas8ide Ay
Robinson 106). Thus, the player of an online game, suéva®nlineshould act according to the

rules andpropositionsof this game, and should thefiere have constructed an identityonforming

the storylineof the game but is this really how people play?

| play, therefore | am: Character Creation

WSaaAall 22f FSyRIfS YSylAizya ¢K2YlLa ad t26SN
player and game charOG0 SNJ Ay KSNJ F NOHAOfS dqaeé ! @Gl NE aé& {S
L F&SN&E 2F F+ 3AFLYS Sy3ar3s Ay aNBFtSEAPGS &aLISSOK
appearance and performance in the online community and also act on themselvegdnjnsanting
with different representations (Thomas Powers in Wolfendale 113). This relationship illustrates the
importance of examining the manner in which a game character is created to be able to understand a
I YSNR& ARSYyGAGe OCeayrenimedtlEDsi, th gapek shall briefly focug of MWD S
since they form the basis of many online games, lagne been analysed excessively, subsequently it
will provide an analysis @&@ve Online

Whereas most MUDs rely on plain text, the process dfiitheconstruction is very elaborate.
The player must add every little detail of their appearance and character to their description of
GKSYaSt @Sad W! LIAOGIINE Aa ¢g2NIK | (GK2dz&l yR @2 NF
gameenvironment, all prop, every character, merely consists of words, and therefore it is-time
consuming and more importantly, requires a lot of mental effort. When entering a MUD, the player
must choose from various races, or species, must decide what hair color or what arcarypand
Oty 068 aby SEF= F 6FNNA2NE | LINRP&AGAGzZISE + LR A
0 A Y(Surkle 182) This process requires imagination. How much imagination is required when

entering the highly graphical world of EVE?
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Srerry Turkle describes how immersive MUDs can be by telling the story of Stewart, a shy
a0dzRSYy G 6K2 GalLlSyRa KAa GAYS O2yadNHzOGAYy3 | AT
LIK& a A Ol f(Turkis5193) Stéweart emphasizes that he wants his Ml@Rperiences to be
integratedin his real life. Stewart built a home for himself, and won the heart of a female player,
with whom he got married in the MUD. The engagement and wedding ceremonies took a lot of
preparation, since their locations had to bereflly described in the MUD. Stewart seemed to have
found ways to enhance his life, using the MUD, but Turkle mentions he gained nothing from it
658aLAGS KAa a'!5 a2O0AlfATAy3aT RS&LAGS GKS LRSON
engagement andY I NNA I 3SY a!5RAYy3 RAR y2aG Ff3GaSNI {dSal N

unappealing, and flawe@L98) This happened over ten years ago.

Out of the MUD, into space
EveOnlineis a Massively Multiplayer Online Game (MM@e@&yeloped by Icelandic company
C® Gamesand launched in 2003hat consists of oneserver with overthirty thousand players
online at any given timeAccording to the Eve Online website this is how the EVE universe came into
existence:d YEtakes place in a cluster of stars far from mank RQa& 2 NRAIAY | ..KF oA G} (
From the New Eden solar system, where the gate of EVE once led to the old world, humans expanded
in all directions at a furious pace, exploring and colonizing rapiélfCCFBackstory.Then disaster
struck, and éw people survived.

Of those that lasted, five [colonies] were to rise up and become the major empires that,

between them, hold the balance of power in the world of EVE.... For more than a century,

the five empires have lived together in relative peac&kecent technological breakthroughs

in FTL [faster than light] travel, and the ensuing increase in spave travelers, have shaken, but

not broken the fragile peace... at least not y@lCHBackstory.
Choose life, choose a job, choose a career...

TheveryFANRG OGKAYy3I (GKFdG FLIWISFENR 2y GKS ySg LI I @&
Eve Onlin&is the character creation process, preceding all other information concerning the game. A
female voice, which belongs to whom the player shall later know as Aemdsrout the text on the
AONBSYY a¢KS NIXoOoSa Ay 9+9 FINB RSaOSyRlIyila 27F K
YAfESYYAl 32¢é¢d ¢KSNB INB F2dz2NJ NI 0Sa (2 OK224S
fifth, Jove, is at this stage only avaito game developersand are therefore, according to tieve
Onlineg S0 aAGS aAaz2zfl G6SR FNBY GKS NBad 2F GKS 62NIR
other races, fueled not only by their elusiveness, but also their highly advanced tecknology/ / t

Organizations The four selectable rac@sake upsome of the most important organisations in the

! In-game information fronEveOnling expansion Trinityversion 4.10.45943, accessed on January 29, 2008.
Please find accompanyingages in the appendix of this paper.
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game: Caldari State, Amarr Empire, Minmatar Republic, and Gallente Federation. Another important
organisation is Concord Assembly, a non playable camisnof characters who serve mainly as a

police force in high security spdcén the character creation process each race comes with a short
description, when selected, a more elaborate descriptigh appear Choosing a race will grant the

player 2500 A f f LR AY(G&aE GKS OdNNByOeé dzaSR Ay 3ILAYyAy3d |

Amarr is a vast and ancient empire, solely devoted to God and Empeftre Caldari State is
the epitome of civil duty and ruthless militaristic efficiencyChampioning freedom ral
Iibgrty across thg gniverse, the Gallepte Federatjon is the qnly true democrqcy qurrently in
SEAAUSYOSX® C2NN¥SNIe SyatlrgSR o0eéftawghsne! YI NNE
nonsensédribalists.
¢KS ySEG aGS8SLI G2 GF 1S IkéhadiS bvs Game yald wherdif 2 2 Rt A
RSOSt 2LISR Ayi2 RAFTTFSNBYy(l o6f22RfAySa 0ST2NB NBRAZ
a bloodline grants the player some attributes, which influence skill training. The bloodlines are
Achura, Civire and Bas for Caldari; Amarr, Miunni and Khanid for Amarr; Vherokior, Brutor and
Sebestior for Minmatar; Gallente, Intaki and-Bei for Gallente. It should be noted that the four
W aAlyQ oft22RfAYySa 6SNB | RRSR ¢ A (idfch A0BSSandiwefe2 2 Rt Ay
not available before that tim¢CCHPatchnote$. The attributes are ltarisma,intelligence,memory,
perception andwillpower. Each new player is provided with thirty points distributed over these
categories. This distribution is differefor each race and bloodline, but always equals thirty points.
My character is now of Caldari Deteisscent and it is time to decide whether | want it to be
YFES 2N FSYIFfSY G22NJAy3d G23SGKSNE YSY FYyR 62YSy
2F 99 YR ALINBIFIR YIFIYylAYR I ONRP&aa &Ll OS¢ ! dzNI &
YR Aa ftA1Ste (G2 &addzoifé AyFtdzSyOS K2g LIAf20Ga oAt
not influenced by my decision. After this selecti the player receives another five points to
distribute among attributes of choice. My Caldari Deteis male seems to grow smarter by the minute,
gAUK2dzi SOSy KI@Ay3 LXIFe&SR GKS 3JIFYSod acCclYAte
person. They séngthen and build up some character attributes while allowing others to develop at
Fy SFaASNI LI OS¢d aé& OKFNIOGSNI Oty 6S FNRBY |y Iy
tube child. These heritages are different for each race and bloodline.iladharacter been a
Minmatar Vherokiorfor instance their ancestry would bedrifters, retailers or mysticsAfter
choosing, my character receives another four attribute points.
After building up some gemsgit is now time to choose a careerhe choice bcareer will

influence the skills and attributes. It is therefore important to choose the career that matches the

2 Security in EVE ranked from 1.0 to 0.0 spack0 being the safest. Here many strict rules apply and certain
characters and goods will not be allowed entry, depending on they security status or legality.
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LX F@SNR&a AyaSNBada YvYz2adsz Fa miltarygindistry, dR busikessi. G KS
Elaborate descriptions of the threeregr paths appear on selection. | decide my character is going
G2 0SS I ftSFRSNIIFYR 2yS 2F GKS LINRaLlSOla 2F OK22a
group or a crowd of people, form and run a corporation and to supply leadership. Camlgmy
characterhas to go school at the Science and Trade Institute, while some of his relatives might enter
the State War Academy, or the School of Applied Knowledge. On studies hard andE¥&aimd
merely a minute later | have to choose a spezalon. Choosing to be an executive commander over
majoring in entrepreneurship, supplies me with a purpose in life, 807658 skill points and 44 attribute
points.

My Caldari Deteis male with scientists as forefathers, who specializes in business and plans
be an executive commander, is now ready to be embodied. In the appearance construction window |
can change features such as eyes, costume, skin decoration, hair, and skilsgbttachangescan
be made to head, jaws, eyes and mouth, to change tehape and positionThen at last, my
character will be named. A leader needs a name that sounds powerful and strong, but character is
merely an object of research, and | am aware that people might not pay such attention to the
YSFEYAy3 27F { Kabk NI alykoF tNd ofhérSralizations of the choices made in the
character creation process. With one more push of a button, Thor Alexander is ready to graduate.

¢ K2NRa aoOKz22f Aa t20FG4SR Ay !YaSy =+Lzshishy GKS
school will also be the first corporation my character will me a member of, and with 5000 isk, the
3 YSQa OdzNNByOesx Yeé OKIFNIYOGSNI gAft KIFE@S (G2 S NJ
station are a dozen other characters and the beskl Aura whose voice is an applauded feature by
many male players, is available. It is in this final stage of the character creation process that | realize
my character will not be able to wélknstead, he is a capsule, better known as a pod, whiclomil
0S oftS (2 GNI¥ @St o0& jogkik Bhipis waltiggFor him id dtaticd.SThod i& A LIP ¢
ready to learn to fly.

The character creation process Bfe Onlinds very advanced. With numerous options to
choose from and the ability to moBieé |  OKF N} OG SNR& | LIISH NI yOS 2y YI
duplicate characters are created. The process offers detailed information which allows the user to
fully engage and be immersed in the world that is created through the backstory amf#shaptions
supplied at thestart of the game. There is alsgpportunityi 2 NRAGS 2y SQa 26y 0A z
Ot AO1AY3 WaKz2g AYyTF2Q 2y | OKIFNFY¥OGSNE GKAE GAf T
This feature is however not emphasized and Hiegraphyspace is often usetbr other purposes,

such as displaying specific achievements or affiliations.

®Rumor ha it, that CCP is developing this featudee the Game Development channel on the EVE forums:
<http://myeve.eve-online.com/ingameboard.asp
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The Gamers
Does this kind of immersion actually happen? To what extent do players create a character that has a

life of its own? In order to answehese questions | asked a few users in 8pdit Infinity RadibIRC

channel who play EVE, to think about their characters. | asked thexrrcasual settingvhether the

name of their character was related to their nickname in ilR@ive me a short desiption of their
character, if they use voice chat, and whether they feel more like themselves when playing or if they
feel they are roleplaying. Furthermore, | asked whether any skills they had acquigathim, such as
social skills or knowledge, had eveenefited them in real life. Responses have been adjusted for

spelling and punctuation only.

Estar Tarns is retired carebear [a character with a positive security status, as opposed to
characters referred to as pirates] who now aims to help and defesgecific region (Great
Wildlands) for his alliance (Foundation) and to aid their allies with their goals. The name is
not related to anything and is the closest | get naleplaying;| don't see myself as a
roleplayer, but more a casual player that jestjoys the game and play thveay llike itX @

For communication, we are required to use Teamspeak [voice chat software] when we
are out in a gang (a team of players who are working in a group to accomplish whatever they
set out to do), but not required ttalk, if we don't feel like it or can't, then we can use the in
game chat systemill acquiredX well, after playingeVEfor a long time, you start to
compare other sefi games/movies/ book/ whatever with it, but might just be a fuckeatp
addiction :P[male, [anish

Another player seems to be more immersed in the game:

Name: Faktos. Aims: To have the skills and training necessary to be a valuable member to the
Corporation of Five Dollar Angels. Reason being, our Alliance owns a quadrant of sgace, an
is constantly in a battle for control of that space. | aim to achieve the training necessary to be
versed in sabotage and recon. Mygame name and character are an extension of my
imagination, who | choose to portray in a fantasy based Space online.ddm name in

game is not related to IRC at all. When | argame | feel more so like my character than
myself. EVE is an escape | use to hide from the stress, and the drama of daily life. Being able
to belong and have a role which aids a group or corponain-game, aids me to feel like |

have an important purpos¢male, Canadian]

Another IRC user mentions he does not play EVE anymore, but notes algarénskills
I OljdzZA NBR 'y R | LILJX ASR @2 Ndways drdvé meSo saaidordiiffaient2 y a ( K |
grea (2 aleée (dKAYy3Iax NIYGKSNI GKFIyYy aAiavyLite GeLlS oKl
That online games enable us to be multiple identities at once, as Sherry Turkle exemplified, is shown

by the way in which this user plays EVE:

| have two characterg (i K S&&liflerent in what they're doing. One¥YAf Al NBEQ RS4A.
2y SUa WerhiiseFal the/sRiltime training limitatioja user can have up to three

* Internet radio station for and by gameitSee <http://www.siradio.fm>
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characters active per user account, but only one character candmeirtg skills at a time]

Oneis related, the other isn't (Chaotica Donma, Archana Kulkemnithe names)Yes | use

GSYil @SYGNRt2Y @2A 08 ORdialt role@ay. (i SkilsN#:8eametd 4 Y 2d
online in other MMOs have been usefulrsef (running a raiding guild requires certain

degrees of social interactiomhanagement) but not ¥E. [female, American]

Upon askingfor character descriptionsone of the players mentioned she wrote a short
biography for her character. This implies 8 S NJ @ t dzS 2 F-gainép&soiakty et @ (i S NI &

the story issuppliedbelow:

BettyB was born into a small but powerful Caldari family. Both her parents were part of a
policing corporation and held in the highest of esteem by friend and foe. dikeancestry is
steeped in a long line of military greatness. Her forefathers were at the front lines in
23155AD when the CaldariGallente war first broke out. It was always known that she too
was to be a combat pilot, bravely flying the unpredictabled volatile skies of the Eve
universeX ffemale, English]

¢KS FIO0dzrt AYyF2N¥YIOGA2Yy Ay (GKS &02NEB AaingNAGGS
204SNBIyOS 27T .ThisIsQperfécSekainpte wihat a plager @uld add to the game,

which wouldconsequentiyenhancegameplay and immersion for other players, since they will get to

NEFR GKA&a aid2NER AT (KSe Of A0] WwWakKz2g AyT2Q 2y . Si

Final thoughts

While it can be clear how a character in an online game is created, the options provided do
y2i Ffglrea O2yaidAaiddziS GKS LXIF&@SNRa ARSyildAaGeo {2
than others, and the way they perceive their character is based upon more factorauthamailable
in-game. The theoretical framework grounding identity constion can be applied to online game
character construction in as far as that it forms the basis of all our actions, offline, and, @dime
illustrated by the theories of Mead and Goffmarlayers create a character (sub)consciously based
2y 20 KéEMidn®f tHalSharacter. Opinions differ, where one player immerges themselves in a
game, anotheremains at the surface of it. Some people even claim that they are one and the same
LISNE2Y SOSNE gKSNEB IlcahRissure/youl Roti, Pyasilal dad RATDK/ (AsY! and
known in at least one Neverwinter Nights server) are all threesavith variations in how | actyhich
are no different from how one acts different with strangers, close friends and their pdrehts

However technologically enhanceyd AyS 31 YSa G(KSaS RIFea YlIeé& 06S
a'!5a &aidAftf FLLXe& G2 + 3ANBLG SEGSyGY a6aa!5a8 AYL
fragmentation. Such an experience of identity contradicts the Latin root of the videdh), meaning
WGiKSQ®l Y820 GKAA O2yGNIYRAOGAZ2Y AYyONBlIaAy3Ife STA:
62 NITREe 185 az2@Ay3d 61 O1 FYR FT2NIK 06SGoSSseentyf AyS 3

build an identity that is divided and constantly renegotiatechalpart of our identity is online and

10
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what part is based in the real world, differs per person. Where some people roleplay, others live
G LI- NI f {192)in tiede@&sistent game worlds. It can be noted thae Onlinecontrary to for

instanceWorld of Warcraftdoes not call itself a roleplaying game, yet all the ingredients for roleplay

are available. Based on my knowledge on MUDs and newer games | can only assume that playing in
MUDs was more immersive, because it required more attentibaving o graphics or soundnd
depending largely on imaginationand consequentlyinstituted more roleplayingThis, however,

seems to be a matter of choice, rather than fact.

I chose to make this research paper quite a personal account, because the topic was of
special interest to me. Often empirical research is done, while the researchers have never played the
game or used the products themselves. As | have played EVE myself, | understand now that creating
a character for research purposes only is very difffrenT N2 Y ONBI GAy3 2yS F2N L
Analyzing the character creation process means that ultimately | paid more attention to exactly what
GNI Ada Yeé OKINIYOGSNI 6l a&d o0dzAf RAYITZT GKSY L RAR K¢
will always be an ise in behaviorelated studies.Having used IRC for seven years, | realized
through this research project that personally, | have gained a lot of experience online, which | applied
in real life, but that this is not the case for all usefdRC and players of online games. It seems that
factors such as the amount of time spent in an online environment, cfithe existing character
traits such as self confidence or social skitiight play a role that was not taken into consideration in
this researchin establishing identity onlindzurther research could be conducted on this matter and

will hopefully reveal interesting features of online identity construction.
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APPENDIXCharacter Creation ProcessHre Online

CHOOSE YOUR RACE Bloodline TGender Attributes Ancestry Career Specialization | Appearance | Name

RACE

The races.in EVE are descendants of human colonists, marooned in this galaxy over 23 millennia ago.
select a race to get a brief description of how it has evolved and continue when you have
chosen .one that.suits you.

3 Your choice will grant you some basic skills
\}\
b

GALLENTE

Championing freedom and liberty amarr is a vast and ancient empire.
across the universe, the- Gallente solely devoted to God and Emperor
Federation is the only true democracy

currently in existence

A a
@ &
MinarR CALDARI

Formerly enslaved by the amarr, the The caldari State is the epitome of
Minmatar are a nation of tough. civil duty and ruthless militaristic
no-nonsense tribalists efficiency

Image 1. Choosing race.

Bloodline Gender Attributes Ancestry Ccareer Specialization | Appearance Name
CHOOSE YOUR RACE b
CURRENT: CALDARI

CALDARI

Ruled by a handful of mega corporations, the Caldari State is the epitome of civil duty and efficiency
where ruthless capitalism leaves no room for human rights or feelings. They are brutally efficient fighters,
niving their opponents ‘no chance of retaliation. Throuh orit and superior technology, the State fought the
much larger Gallente Federation to a standstill

%‘\\‘ ACQUIRED SKILLS

2 Caldari Frigate
Engineering
GALLENTE AMARR Gunnery
Learning
Mining

SS i G
Championing freedom and liberty amarr is a vast and ancient -empire. Missile Launcher. 0peration

across the universe, the Gallente solely devoted to God and Emperor Shield Operation
Federation is the only true democracy small Hubrid Turret
currently in existence. - Spaceship Command

@

Mt | cAUDARI

Formerly enslaved by the Amarr, the The Caldari State is the epitome of
Minmatar are a nation of tough, 7 civil duty and ruthless militaristic
no-nonsense tribalists. efficiency.

Image 2. On selection, an elaborate description is shown, as well as acquired skills.
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CHOOSE YOUR BLOODLINE Race ~|Eioadting Gender Attributes Ancestry Career Specialization | Appearance | Name

CALDARI

BLOODLINE

Each race had its own home world where \t'n@‘:slnppd into different bloodlines before rediscovering space
flight and re-tolonizing EVE. Select a bloodline for a brief description and continue when you
have chosen one that suits you.

Competent and level-headed, the Civire represent
the backbone of the Caldari State

o =

x‘ 'V 4 Your choice will grant you some basic attributes.
\

CIVIRE

intensely spiritual and deeply introverted, the Achur
have taken-to the skies en masse after their home
world was desecrated by pirates.

ACHURA

Deteis' personify the typical Caldari values of duty,

q \ efficiency and loyalty
NA
LoD

N

DETEIS

ARENT SKILLS (2

// t Caldari Frigate | small Hybrid Turret |
Engineering | Spaceship Command |

Gunnery |

Learning |

Mining |

Missile Launcher operation |

shield Operation |

Previous

Image 3. Choosing bloodline.

CHOOSE YOUR BLOODLINE Race ~|Eiooating Gender Attributes Ancestry Ccareer Specialization |Appearance Name

CALDARI

CURRENT: DETEIS

DETEIS

Deteis symbolizes Caldari in every way; they're efficient, dutiful and hard-working. Deteis can commonly be
found in positions of authority within military or political sphéres, something that suits their temperament
very well. Their firm belief that the good of the whole must come before the needs of the individual has
= vy greatly influenced the shaping of the Caldari State since its foundation

Al
) ACOUIRED ATTRIBUTES

(H]']3 y "Q CHARISMA B

Personal attractiveniess or magnetism that promotes the ability. to
influence pthers.

competent and level-headed, the Civire represent
the backbone of the Caldari State

INTELLIGENCE 7
# measure of individual capacity for learning, reasoning, abstract
thinking, and overall cognitive aptitude.

intensely spiritual and deeply introverted, the Achur
have takento the skies en masse after their home
world was desecrated by pirates.

MEMORY 7

The mental capacity to retain and recall facts: derived from prior:

learning experiences and apply them {ffsituational circumstances

PERCEPTION IS5
& pilot's ability to’ assimilate information from  the shipsystirrounding
environment and formulate a respopse action

WILLPOWER §
Rigid_self-control over: personal actions, impulses and behavior. The

fetots per son (i (ypicl e e el ability*ta focus, irrespective of setbacks or adversity

efficiency and loyalty

AN
N/

DETEIS

IRRENT SKILLS (2 PTS.)
Caldari Frigate | Ssmall Hybrid Turret |
Engineering | Spaceship Command |
Gunnery |

Learning |

Mining 1

Missile Launcher operation |

shield Operation |

Previous

Image 4. On selection, a descriptigrshown, as well as acquired attributes.
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" Bloodline “[Gender Attributes C Career cialization |Appearance Name
CHOOSE YOUR GEN b

GENDER
working togethe n and women overcame the challenges that met the colonists of EVE and spread
Deteis are tall and imposing. They like to .do mankind acri . Your choice of gender is a social choice and is likely to subty
by the book and see it to everyon . influence how pilots will respond to you
order on all situations to the gre:

LE
things

your choice will influence nejther your dttributes nor you

and composed, v
of humor and a no-nonsense outlook on

caldari Frigate | Il Hybrid Turret |
Engineering | ship Col nd |

uncher Dperation |

Image 5. Choasg gender.

Image 6. Descriptions of attributes.
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