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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 well-known notions such as nationality or religion. Post-historically 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 are in cyberspace: a term coined by author William Gibson 

in 1982 and made famous through his novel Neuromancer in 1984, used to describe a technology 

introduced to us some decades ago, that over time transformed into a parallel universe with 

countless possibilities. Where television gave us the opportunity to view different places and 

different times, cyberspace ensured we can actually be part of these times and places, through real-

time ŎƻƳƳǳƴƛŎŀǘƛƻƴ ŀƴŘ ƛƴǘŜǊŀŎǘƛƻƴΦ ά²ƘŜƴ ǿŜ ǎǘŜǇ ǘƘǊƻǳƎƘ ǘƘŜ ǎŎǊŜŜƴ ƛƴǘƻ ǾƛǊǘǳŀƭ ŎƻƳƳǳƴƛǘƛŜǎΣ 

we reconstruct our identities ƻƴ ǘƘŜ ƻǘƘŜǊ ǎƛŘŜ ƻŦ ǘƘŜ ƭƻƻƪƛƴƎ Ǝƭŀǎǎέ (Turkle 177). 

In 1995, Sherry Turkle wrote Life on the ScreenΣ ǎǳōǘƛǘƭŜŘ άLŘŜƴǘƛǘȅ ƛƴ ǘƘŜ ŀƎŜ ƻŦ ǘƘŜ 

LƴǘŜǊƴŜǘέΣ ƛƴ ǿƘƛŎƘ ǎƘŜ ǇǊƻǾƛŘŜǎ ŀƴ ŜƭŀōƻǊŀǘŜ description of the theories concerning identity 

construction. ¢ƘŜ ŦŀŎǘ ǘƘŀǘ ŀ ŎƻƳǇǳǘŜǊΩǎ ƻǇŜǊŀǘƛƴƎ ǎȅǎǘŜƳ ŦŜŀǘǳǊŜǎ windows, in her opinion 

correlates with the changed definition of identity and the selfΥ άLƴ ǘƘŜ Řŀƛƭȅ ǇǊŀŎǘƛŎŜ ƻŦ Ƴŀƴȅ 

computer users, windows have become a powerful metaphor for thinking about the self as a 

multiple, distributed systemέ (Turkle 14). We can have various windows opened on our screen 

simultaneously, but many of these require interaction, and since I believe that using the Internet and 

playing games is an immersive act, I would like to call these windows spaces. Turkle complements her 

analysis of theories by providing several anecdotal examples of how Internet users construct their 

identities online, mostly in Multi User Dungeons, or MUDs.  

Reading the book over ten years after it was published, I recognized many of these stories, 

but was amazed by others. It made sense to me that in a text-based, colorless world, the process of 

identity construction would be very vivid, since it hugely relied on imagination. Consequently I 

wondered if in this age of realistic graphics, thousands of colors and spectacular sound effects - but 

more importantly, webcam and voice chat - that process of online identity construction has remained 

the same. Jos de Mul emphasizes ƛƴ ά¢ƘŜ DŀƳŜ ƻŦ [ƛŦŜΥ bŀǊǊŀǘƛǾŜ ŀƴŘ [ǳŘƛŎ LŘŜƴǘƛǘȅ CƻǊƳŀǘƛƻƴ ƛƴ 

/ƻƳǇǳǘŜǊ DŀƳŜǎέ ǘƘŀǘ ƎŀƳŜǎ ǎƘƻǳƭŘ ƴƻǘ ōŜ ŘƛǎǊŜƎŀǊŘŜŘΥ άit is important to keep in mind that 

ŎƻƳǇǳǘŜǊ ƎŀƳŜǎ ŀǊŜ ƴƻǘ ΨƧǳǎǘ ƎŀƳŜǎΩ ōǳǘ Ǉƭŀȅ ŀ ŎƻƴǎǘƛǘǳǘƛǾŜ ǊƻƭŜ ƛƴ ƻǳǊ ŎƻƎƴƛǘƛǾŜ ŘŜǾŜƭƻǇƳŜƴǘ ŀƴŘ ƛƴ 

ǘƘŜ ŎƻƴǎǘǊǳŎǘƛƻƴ ƻŦ ƻǳǊ ƛŘŜƴǘƛǘȅέ (De Mul 262). Much research has been done in identity construction 

on a particular medium, but in my opinion user experiences are not merely related to one single 

online space anymore. People spend a large portion of their lives online, engaged in chat, e-mail, but 
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also profile or networking websites and online games. The characteristics of 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 attention. This paper aims to put into 

focus the process of identity construction according to existing theories, and put into question 

whether these are still applicable today. 

¢ŀƪƛƴƎ ¢ǳǊƪƭŜΩǎ ǊŜǎŜŀǊŎƘ ƛƴ a¦5ǎ ŀǎ ŀ ǎǘŀǊǘƛƴƎ ǇƻƛƴǘΣ have the enrichments in online games 

such as sound and graphics changed the way in which the gamer develops their in-game character? 

People do not just play a game; they are using in-game (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 staying in character impossible? Being in character implies taking on a different 

persona; the role-playing aspect is very significant in MUDs, but where are the boundaries for gamers 

who use these technologically enhanced games and spaces? Can a person maintain the same 

identity, or the same character within several concurrent online spaces? Taking all these aspects into 

account, this paper aims to supply an answer to the following research question: How do players of 

current online role-playing games construct their identities?  

Espen Aarseth emphasizes ƛƴ άtƭŀȅƛƴƎ wŜǎŜŀǊŎƘΥ aŜǘƘƻŘƻƭƻƎƛŎŀƭ !ǇǇǊƻŀŎƘŜǎ ǘƻ DŀƳŜ 

wŜǎŜŀǊŎƘέ ǘƘŜ ƛƳǇƻǊǘŀƴŎŜ ƻŦ ǘƘŜ ǊŜǎŜŀǊŎƘŜǊΣ ŀǎ ŀ ƎŀƳŜǊΣ ōŜƛƴƎ ŀƴ ƻōƧŜŎǘ ƻŦ ǘƘŜƛǊ ƻǿƴ ǎǘǳŘƛŜǎΥ άLŦ ǿŜ 

have not experienced the game personally, we are liable to commit severe misunderstandings ... 

[a]nd unlike studies of films and literature, merely observing the action will not put us in the role of 

ǘƘŜ ŀǳŘƛŜƴŎŜέ (Aarseth 3). Therefore, this paper will be an account of identity construction in online 

games in two ways. Firstly, it will provide a theoretical framework on identity construction, dealing 

with the ways keynote authors have defined (online) identity and the self. Secondly, in the opinion 

that the gamer, or the Internet user in general, is however not aware of their self being developed or 

enhanced, I will take a look at the more practical side of identity construction in online games, by 

analyzing the character creation process in online role-playing game Eve Online (commonly called 

EVE). Additionally, in the footprints of Sherry Turkle, I 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 ambiguous notion, and in particular the differences between identity and 

character might sometimes be hard to distinguish. This paper will show that the two share a strong 

bond and do not exclude one another. Sherry Turkle acknowledges this by describing a theoretical 

framework of identity, but proceeding by giving several examples of in-game characters. How blurry 

this distinction is can be illustrated by the following citation from Life on the Screen: 
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²ƘƛƭŜ a¦5ǎ ŀǊŜ ƴƻǘ ǘƘŜ ƻƴƭȅ ΨplacesΩ on the Internet in which to play 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 to be. In this way, the games are laboratories 
for the construction of identity (184). 

Furthermore, identity and the self are often used interchangeably. Turkle expresses the 

importance of psychoanalytic theory in the history of identity and construction of the self.  Sigmund 

Freud proposed a decentralized identity instead of the self as a unity, with whom a person was born 

and could not be changed. Jacques Lacan called the ego an illusion and emphasized that identity was 

not something tangibleΥ άthe complex chains of associations that constitute meaning for each 

ƛƴŘƛǾƛŘǳŀƭ ƭŜŀŘ ǘƻ ƴƻ Ŧƛƴŀƭ ŜƴŘǇƻƛƴǘ ƻǊ ŎƻǊŜ ǎŜƭŦέ (Turkle 178). Turkle links these ideas to computer 

ǎŎƛŜƴŎŜ ŀƴŘ ŀŘŘǎ ǘƘŀǘ ǘƘŜ LƴǘŜǊƴŜǘ ŜƴŀōƭŜǎ ǇŜƻǇƭŜ ǘƻ άōǳƛƭŘ ŀ ǎŜƭŦ ōȅ ŎȅŎƭƛƴƎ ǘƘǊƻǳƎƘ Ƴŀƴȅ ǎŜƭǾŜǎέ 

(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.  

ΨL ŀƳ ǿƘŀǘ L ǘƘƛƴƪ ȅƻǳ ǘƘƛƴƪ L ŀƳΩ: Symbolic Interaction  

The question remains, however, 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 offline self? Is 

ǘƘƛǎ ƻŦŦƭƛƴŜ Ŝƴǘƛǘȅ ǘƘŜ ΨǿƘƻƭŜΩ ǇŜǊǎƻƴΣ ǘƘŜ ΨƳŀǎterselfΩ ǇŜǊƘŀǇǎΚ With a symbolic interaction 

backgroundΣ [ŀǳǊŀ wƻōƛƴǎƻƴ ŎƭŀƛƳǎ ƛƴ ά¢ƘŜ /ȅōŜǊǎŜƭŦΥ ¢ƘŜ {ŜƭŦ-ing Project goes Online, Symbolic 

LƴǘŜǊŀŎǘƛƻƴ ƛƴ ǘƘŜ 5ƛƎƛǘŀƭ !ƎŜέ ǘƘŀǘ ƛŘŜƴǘƛǘȅ ŎƻƴǎǘǊǳŎǘƛƻƴ ƻƴƭƛƴŜ ƛǎ ƴƻǘ ŦǳƴŘŀƳŜƴǘŀƭƭȅ ŘƛŦŦŜǊŜƴǘ ŦǊƻƳ 

ǘƘŜ ǿŀȅ ƻŦŦƭƛƴŜ ǎŜƭǾŜǎ ŀǊŜ ŎƻƴǎǘǊǳŎǘŜŘΥ άusers bring into being bodies, personas, and personalities 

ŦǊŀƳŜŘ ŀŎŎƻǊŘƛƴƎ ǘƻ ǘƘŜ ǎŀƳŜ ŎŀǘŜƎƻǊƛŜǎ ǘƘŀǘ ŜȄƛǎǘ ƛƴ ǘƘŜ ƻŦŦƭƛƴŜ ǿƻǊƭŘέ (Robinson 94). By describing 

how identity is formed offline, she then enables herself to link this to online environments. 

wƻōƛƴǎƻƴΩǎ Ƴain disagreement with postmodern thinking - she categorizes Turkle within this field - 

about identity is that according to symbolic interaction, the masterself is grounded in interaction, 

ǿƘŜǊŜŀǎ άŀŎŎƻǊŘƛƴƎ ǘƻ ǇƻǎǘƳƻŘŜǊƴ ǾƛŜǿǎ ƻŦ ǘƘŜ ǎŜƭŦΣ ƛƴŘƛǾƛŘǳŀƭǎ Ŏŀƴƴot maintain a masterself that 

Ŏƻƴǘƛƴǳŀƭƭȅ ŀƴŘ ǊŜŦƭŜȄƛǾŜƭȅ ŎƻƴǎǘƛǘǳǘŜǎ ƛǘǎŜƭŦέ (96). She calls this view futuristic, utopian, and mentions 

ǘƘŀǘ ¢ǳǊƪƭŜΩǎ ƛƴǘŜǊǾƛŜǿŜŜǎ ǎǇŜŀƪ ƻŦ ƳǳƭǘƛǇƭŜ ǎŜƭǾŜǎ ǘƘŀǘ ŀǊŜ ǎŜǇŀǊŀǘŜŘ ŦǊƻƳ ǘƘŜ ōƻǳƴŘŜŘ ōƻŘȅ ƛƴ ǘƘŜ 

offline world. Since online environments are not as virtual as was once thought they could be, 

Robinson disregards this view that online and offline identity construction are two separate 

processes. 

Instead, Laura Robinson uses the ideas of George Herbert Mead and Erving Goffman to 

explain identity construction as something that is always interactive and dependent on other people. 

ΨL ŀƳ ǿƘŀǘ L ǘƘƛƴƪ ȅƻǳ ǘƘƛƴƪ L ŀƳΩ ǎǳƳǎ ƛǘ ǳǇΦ aŜŀŘ ǎŀȅǎ ǘƘŀǘ ƛƴ ǘƘŜ self-ing ǇǊƻŎŜǎǎ άƻƴŜ ŘƻŜǎ 

respond to that which he addresses to another and where that response of his own becomes a part 
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ƻŦ Ƙƛǎ ŎƻƴŘǳŎǘΣ ǿƘŜǊŜ ƘŜ ƴƻǘ ƻƴƭȅ ƘŜŀǊǎ ƘƛƳǎŜƭŦ ōǳǘ ǊŜǎǇƻƴŘǎ ǘƻ ƘƛƳǎŜƭŦέ όaŜŀŘ ƛƴ Robinson 95). 

Goffman applies this to dramaturgy, which in turn can be linked to playing computer games, namely 

because Goffman speaks of performances; ƻŦ ǇƭŀȅΦ IŜ ŘŜŦƛƴŜǎ ǘƘŜ ǎŜƭŦ ŀǎ άǘƘŜ ǇǊƻŎŜǎǎ ƻŦ ŘǊŀƳŀǘƛŎ 

ƛƴǘŜǊŀŎǘƛƻƴ ǘƘŀǘ ǇǊƻŘǳŎŜǎ ƳǳƭǘƛǇƭŜ ǎŜƭǾŜǎ ŦƻǊ ƳǳƭǘƛǇƭŜ ǇŜǊŦƻǊƳŀƴŎŜǎέ όwƻōƛƴǎƻƴ фсύ. Goffman makes 

an interesting statement that can be applied to online identity construction. Taking into mind the 

ǉǳŜǎǘƛƻƴ ǿƘŜǘƘŜǊ ƻƴƭƛƴŜ ƛŘŜƴǘƛǘƛŜǎ ŀǊŜ ǇŀǊǘ ƻŦ ǘƘŜ ƻŦŦƭƛƴŜ ǎŜƭŦΣ DƻŦŦƳŀƴΩǎ ƴƻǘƛƻƴ ǘƘŀǘ άǘƘŜ ƛƴŘƛǾƛŘǳŀƭ ƛǎ 

ƭƛƪŜƭȅ ǘƻ ǇǊŜǎŜƴǘ ƘƛƳǎŜƭŦ ƛƴ ŀ ƭƛƎƘǘ ǘƘŀǘ ƛǎ ŦŀǾƻǊŀōƭŜ ǘƻ ƘƛƳέόDƻŦŦƳŀƴ ƛƴ wƻōƛƴǎƻƴ млрύ should be 

considered. He proceeds by mentioning that other people perceive this in a twofold manner: the 

ŜȄǇǊŜǎǎƛƻƴǎ άƎƛǾŜƴέ ŀƴŘ ǘƘŜ ŜȄǇǊŜǎǎƛƻƴǎ άƎƛǾŜƴ ƻŦŦέ όwƻōƛƴǎƻƴ млрύΦ ²Ƙŀǘ ŀ ǇŜǊǎƻƴ ŎƭŀƛƳǎ ƘŜ ƛǎΣ 

ƳƛƎƘǘ ƴƻǘ ŀƭǿŀȅǎ ŎƻǊǊŜǎǇƻƴŘ ǿƛǘƘ Ƙƛǎ ŀŎǘƛƻƴǎΦ ¢ƘŜ ƛƴŘƛǾƛŘǳŀƭΩǎ performance ƛǎ άƳƻƭŘŜŘ ŀƴŘ ƳƻŘƛŦied 

to fit into the understanding ŀƴŘ ŜȄǇŜŎǘŀǘƛƻƴǎ ƻŦ ǘƘŜ ǎƻŎƛŜǘȅ ƛƴ ǿƘƛŎƘ ƛǘ ƛǎ ǇǊŜǎŜƴǘŜŘέ όDƻŦŦƳŀƴ ƛƴ 

Robinson 106). Thus, the player of an online game, such as Eve Online, should act according to the 

rules and propositions of this game, and should therefore have constructed an identity conforming 

the storyline of the game, but is this really how people play?  

I play, therefore I am:  Character Creation 

WŜǎǎƛŎŀ ²ƻƭŦŜƴŘŀƭŜ ƳŜƴǘƛƻƴǎ ¢ƘƻƳŀǎ aΦ tƻǿŜǊǎΩǎ ƴƻǘƛƻƴǎ ƻƴ ǘƘŜ ǊŜƭŀǘƛƻƴǎƘƛǇ ōŜǘǿŜŜƴ 

player and game charŀŎǘŜǊ ƛƴ ƘŜǊ ŀǊǘƛŎƭŜ άaȅ !ǾŀǘŀǊΣ aȅ {ŜƭŦΥ ±ƛǊǘǳŀƭ IŀǊƳ ŀƴŘ !ǘǘŀŎƘƳŜƴǘέΦ ¢ƘŜ 

ǇƭŀȅŜǊǎ ƻŦ ŀ ƎŀƳŜ ŜƴƎŀƎŜ ƛƴ άǊŜŦƭŜȄƛǾŜ ǎǇŜŜŎƘ ŀŎǘǎέ ǘƘŀǘ ǎƛƳǳƭǘŀƴŜƻǳǎƭȅ ŀŦŦŜŎǘ ǘƘŜƛǊ ŎƘŀǊŀŎǘŜǊΩǎ 

appearance and performance in the online community and also act on themselves by experimenting 

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 

ƎŀƳŜǊΩǎ ƛŘŜƴǘƛǘȅ ŎƻƴǎǘǊǳŎǘƛƻƴ ƛƴ ǘƘƛǎ ƻƴƭƛƴŜ environment. First, this paper shall briefly focus on MUDs, 

since they form the basis of many online games, and have been analysed excessively, subsequently it 

will provide an analysis of Eve Online. 

Whereas most MUDs rely on plain text, the process of identity construction is very elaborate. 

The player must add every little detail of their appearance and character to their description of 

ǘƘŜƳǎŜƭǾŜǎΦ Ψ! ǇƛŎǘǳǊŜ ƛǎ ǿƻǊǘƘ ŀ ǘƘƻǳǎŀƴŘ ǿƻǊŘǎΩ ǎŜŜƳǎ ǘƻ ōŜ ŀƴ ŀŎŎǳǊŀǘŜ ǇǊƻǾŜǊō ǘƻ ǳǎŜΦ ¢ƘŜ 

game-environment, all props, 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 armor to carry, and 

Ŏŀƴ ōŜ άŀƴ ŜƭŦΣ ŀ ǿŀǊǊƛƻǊΣ ŀ ǇǊƻǎǘƛǘǳǘŜΣ ŀ ǇƻƭƛǘƛŎƛŀƴΣ ŀ ƘŜŀƭŜǊΣ ŀ ǎŜŜǊΣ ƻǊ ǎŜǾŜǊŀƭ ƻŦ ǘƘŜǎŜ ŀǘ ǘƘŜ ǎŀƳŜ 

ǘƛƳŜέ (Turkle 182). This process requires imagination. How much imagination is required when 

entering the highly graphical world of EVE? 
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Sherry Turkle describes how immersive MUDs can be by telling the story of Stewart, a shy 

ǎǘǳŘŜƴǘ ǿƘƻ άǎǇŜƴŘǎ Ƙƛǎ ǘƛƳŜ ŎƻƴǎǘǊǳŎǘƛƴƎ ŀ ƭƛŦŜ ǘƘŀǘ ƛǎ ƳƻǊŜ ŜȄǇŀƴǎƛǾŜ ǘƘŀƴ ǘƘŜ ƻƴŜ ƘŜ ƭƛǾŜǎ ƛƴ 

ǇƘȅǎƛŎŀƭ ǊŜŀƭƛǘȅέ (Turkle 193). Stewart emphasizes that he wants his MUD experiences to be 

integrated in 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 be carefully 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. 

ά5ŜǎǇƛǘŜ Ƙƛǎ a¦5 ǎƻŎƛŀƭƛȊƛƴƎΣ ŘŜǎǇƛǘŜ ǘƘŜ ǇƻŜǘǊȅ ƻŦ Ƙƛǎ a¦5 ǊƻƳŀƴŎŜ ŀƴŘ ǘƘŜ ǇŀƎŜŀƴǘǊȅ ƻŦ Ƙƛǎ 

engagement and ƳŀǊǊƛŀƎŜΣ a¦5ŘƛƴƎ ŘƛŘ ƴƻǘ ŀƭǘŜǊ {ǘŜǿŀǊǘΩǎ ǎŜƴǎŜ ƻŦ ƘƛƳǎŜƭŦ ŀǎ ǿƛǘƘŘǊŀǿƴΣ 

unappealing, and flawed (198). This happened over ten years ago.  

Out of the MUD, into space 

Eve Online is a Massively Multiplayer Online Game (MMOG) developed by Icelandic company 

CCP Games and launched in 2003, that consists of one server with over thirty thousand players 

online at any given time. According to the Eve Online website this is how the EVE universe came into 

existence: ά9VE takes place in a cluster of stars far from mankƛƴŘΩǎ ƻǊƛƎƛƴŀƭ ƘŀōƛǘŀǘΣ ǇƭŀƴŜǘ 9ŀǊǘƘ.... 

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 rapidly....έ (CCP Backstory).Then disaster 

struck, and few 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 peace.... Recent 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 yet (CCP Backstory). 
 

Choose life, choose a job, choose a career... 

The very ŦƛǊǎǘ ǘƘƛƴƎ ǘƘŀǘ ŀǇǇŜŀǊǎ ƻƴ ǘƘŜ ƴŜǿ ǇƭŀȅŜǊΩǎ ŎƻƳǇǳǘŜǊ ǎŎǊŜŜƴ ǿƘŜƴ ŎƻƴƴŜŎǘƛƴƎ ǘƻ 

Eve Online1 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 Aura, reads out the text on the 

ǎŎǊŜŜƴΥ ά¢ƘŜ ǊŀŎŜǎ ƛƴ 9±9 ŀǊŜ ŘŜǎŎŜƴŘŀƴǘǎ ƻŦ ƘǳƳŀƴ ŎƻƭƻƴƛǎǘǎΣ ƳŀǊƻƻƴŜŘ ƛƴ ǘƘƛǎ ƎŀƭŀȄȅ ƻǾŜǊ но 

ƳƛƭƭŜƴƴƛŀ ŀƎƻέΦ ¢ƘŜǊŜ ŀǊŜ ŦƻǳǊ ǊŀŎŜǎ ǘƻ ŎƘƻƻǎŜ ŦǊƻƳΥ /ŀƭŘŀǊƛΣ !ƳŀǊǊΣ aƛƴƳŀǘŀǊ ŀƴŘ DŀƭƭŜƴǘŜΦ ¢ƘŜ 

fifth, Jove, is at this stage only available to game developers, and are therefore, according to the Eve 

Online ǿŜōǎƛǘŜ άƛǎƻƭŀǘŜŘ ŦǊƻƳ ǘƘŜ ǊŜǎǘ ƻŦ ǘƘŜ ǿƻǊƭŘ ǘƻ ŀƭƭ ōǳǘ ŀ ŦŜǿΦ ¢ƘŜ WƻǾƛŀƴǎ ŀǊŜ ŀ ƳȅǎǘŜǊȅ ǘƻ 

other races,  fueled not only by their elusiveness, but also their highly advanced technologyέ ό//t 

Organizations). The four selectable races make up some of the most important organisations in the 

                                                           
1
 In-game information from Eve Online, expansion Trinity, version 4.10.45943, accessed on January 29, 2008. 

Please find accompanying images 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 community of characters who serve mainly as a 

police force in high security space2. In the character creation process each race comes with a short 

description, when selected, a more elaborate description will appear. Choosing a race will grant the 

player 2500 sƪƛƭƭ ǇƻƛƴǘǎΣ ǘƘŜ ŎǳǊǊŜƴŎȅ ǳǎŜŘ ƛƴ ƎŀƛƴƛƴƎ ΨŜȄǇŜǊƛŜƴŎŜΩ ŘǳǊƛƴƎ ƎŀƳŜǇƭŀȅΦ 

 
Amarr is a vast and ancient empire, solely devoted to God and Emperor.... The Caldari State is 
the epitome of civil duty and ruthless militaristic efficiency.... Championing freedom and 
liberty across the universe, the Gallente Federation is the only true democracy currently in 
ŜȄƛǎǘŜƴŎŜΧΦ CƻǊƳŜǊƭȅ ŜƴǎƭŀǾŜŘ ōȅ ǘƘŜ !ƳŀǊǊΣ ǘƘŜ aƛƴƳŀǘŀǊ ŀǊŜ ŀ ƴŀǘƛƻƴ ƻf tough, no-
nonsense tribalists. 

¢ƘŜ ƴŜȄǘ ǎǘŜǇ ǘƻ ǘŀƪŜ ƛǎ ǎŜƭŜŎǘƛƴƎ ŀ ōƭƻƻŘƭƛƴŜΥ ά9ŀŎƘ Ǌŀce had its own home world where it 

ŘŜǾŜƭƻǇŜŘ ƛƴǘƻ ŘƛŦŦŜǊŜƴǘ ōƭƻƻŘƭƛƴŜǎ ōŜŦƻǊŜ ǊŜŘƛǎŎƻǾŜǊƛƴƎ ǎǇŀŎŜ ŦƭƛƎƘǘ ŀƴŘ ǊŜŎƻƭƻƴƛȊƛƴƎ 9±9έΦ /ƘƻƻǎƛƴƎ 

a bloodline grants the player some attributes, which influence skill training. The bloodlines are 

Achura, Civire and Deteis for Caldari; Amarr, Ni-kunni and Khanid for Amarr; Vherokior, Brutor and 

Sebestior for Minmatar; Gallente, Intaki and Jin-Mei for Gallente. It should be noted that the four 

Ψ!ǎƛŀƴΩ ōƭƻƻŘƭƛƴŜǎ ǿŜǊŜ ŀŘŘŜŘ ǿƛǘƘ ǘƘŜ ά.ƭƻƻŘƭƛƴŜǎέ ŜȄǇŀƴǎƛƻƴ ƻŦ ǘƘŜ ƎŀƳŜ ƛƴ aarch 2005, and were 

not available before that time (CCP Patchnotes). The attributes are charisma, intelligence, memory, 

perception and willpower. Each new player is provided with thirty points distributed over these 

categories. This distribution is different for each race and bloodline, but always equals thirty points. 

My character is now of Caldari Deteis descent and it is time to decide whether I want it to be 

ƳŀƭŜ ƻǊ ŦŜƳŀƭŜΥ ά²ƻǊƪƛƴƎ ǘƻƎŜǘƘŜǊΣ ƳŜƴ ŀƴŘ ǿƻƳŜƴ ƻǾŜǊŎŀƳŜ ǘƘŜ ŎƘŀƭƭŜƴƎŜǎ ǘƘŀǘ ƳŜǘ ǘƘŜ Ŏƻƭƻƴƛǎǘǎ 

ƻŦ 9±9 ŀƴŘ ǎǇǊŜŀŘ ƳŀƴƪƛƴŘ ŀŎǊƻǎǎ ǎǇŀŎŜέΦ !ǳǊŀ ǘŜƭƭǎ ƳŜ ǘƘŀǘ Ƴȅ άŎƘƻƛŎŜ ƻŦ ƎŜƴŘŜǊ ƛǎ ŀ ǎƻŎƛŀƭ ŎƘƻƛŎŜ 

ŀƴŘ ƛǎ ƭƛƪŜƭȅ ǘƻ ǎǳōǘƭȅ ƛƴŦƭǳŜƴŎŜ Ƙƻǿ Ǉƛƭƻǘǎ ǿƛƭƭ ǊŜǎǇƻƴŘ ǘƻ ώƳŜϐέΣ ōǳǘ ŀŘŘǎ ǘƘŀǘ ǎƪƛƭƭ ŀƴŘ ŀǘǘǊƛōǳǘŜǎ ŀǊŜ 

not influenced by my decision. After this selection, the player receives another five points to 

distribute among attributes of choice. My Caldari Deteis male seems to grow smarter by the minute, 

ǿƛǘƘƻǳǘ ŜǾŜƴ ƘŀǾƛƴƎ ǇƭŀȅŜŘ ǘƘŜ ƎŀƳŜΦ άCŀƳƛƭȅ ǘǊŀŘƛǘƛƻƴǎ ƳƻƭŘ ǘƘŜ ǎƪƛƭƭǎ ŀƴŘ ŀǘǘǊƛōǳǘŜǎ ƻŦ ŜŀŎƘ 

person. They strengthen and build up some character attributes while allowing others to develop at 

ŀƴ ŜŀǎƛŜǊ ǇŀŎŜέΦ aȅ ŎƘŀǊŀŎǘŜǊ Ŏŀƴ ōŜ ŦǊƻƳ ŀƴ ŀƴŎŜǎǘǊȅ ƻŦ ǎŎƛŜƴǘƛǎǘǎ ƻǊ ƳŜǊŎƘŀƴŘƛǎŜǊǎΣ ƻǊ Ŏŀƴ ōŜ ŀ 

tube child. These heritages are different for each race and bloodline. Had my character been a 

Minmatar Vherokior for instance, their ancestry would be drifters, retailers or mystics. After 

choosing, my character receives another four attribute points. 

After building up some genes, it is now time to choose a career. The choice of career will 

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

                                                           
2
 Security in EVE is ranked from 1.0 to 0.0 space, 1.0 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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ǇƭŀȅŜǊΩǎ ƛƴǘŜǊŜǎǘǎ ƳƻǎǘΣ ŀǎ ƛǘ ǿƛƭƭ ŘƛǊŜŎǘ ǘƘŜ ƎŀƳŜǇƭŀȅ ƛƴǘƻ ŀǊŜŀǎ ƻŦ military, industry, or business. 

Elaborate descriptions of the three career paths appear on selection. I decide my character is going 

ǘƻ ōŜ ŀ ƭŜŀŘŜǊ ŀƴŘ ƻƴŜ ƻŦ ǘƘŜ ǇǊƻǎǇŜŎǘǎ ƻŦ ŎƘƻƻǎƛƴƎ ōǳǎƛƴŜǎǎ ƛǎ άŀƭƭ ŀōƻǳǘ ǇǊŜǇŀǊƛƴƎ ǘƘŜ Ǉƛƭƻǘ ǘƻ ƭŜŀŘ ŀ 

group or a crowd of people, form and run a corporation and to supply leadership. Consequently, my 

character has 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 and fast in EVE and 

merely a minute later I have to choose a specialization. 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 to 

be an executive commander, is now ready to be embodied. In the appearance construction window I 

can change features such as eyes, costume, skin decoration, hair, and skin color. Subtle changes can 

be made to head, jaws, eyes and mouth, to change their shape and position. Then 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 I am aware that people might not pay such attention to the 

ƳŜŀƴƛƴƎ ƻŦ ǘƘŜƛǊ ŎƘŀǊŀŎǘŜǊΩǎ name, or any of the other implications of the choices made in the 

character creation process. With one more push of a button, Thor Alexander is ready to graduate. 

¢ƘƻǊΩǎ ǎŎƘƻƻƭ ƛǎ ƭƻŎŀǘŜŘ ƛƴ !ƳǎŜƴ ±LΣ ƛƴ ǘƘŜ ŎƻƴǎǘŜƭƭŀǘƛƻƴ ƻŦ {ŜƭŀΣ ƛƴ ǘƘŜ ǊŜƎƛƻƴ [ƻƴŜǘǊŜƪΦ ¢his 

school will also be the first corporation my character will me a member of, and with 5000 isk, the 

ƎŀƳŜΩǎ ŎǳǊǊŜƴŎȅΣ Ƴȅ ŎƘŀǊŀŎǘŜǊ ǿƛƭƭ ƘŀǾŜ ǘƻ ƭŜŀǊƴ Ƙƻǿ ǘƻ ǎǳǊǾƛǾŜ ƛƴ ǎǇŀŎŜΦ [ǳŎƪƛƭȅΣ ƘŜ ƛǎ ƴƻǘ ŀƭƻƴŜΦ Lƴ 

station are a dozen other characters and the bodiless 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 I realize 

my character will not be able to walk3. Instead, he is a capsule, better known as a pod, which will only 

ōŜ ŀōƭŜ ǘƻ ǘǊŀǾŜƭ ōȅ ƛƴƘŀōƛǘƛƴƎ ŀ ǎǇŀŎŜ ǎƘƛǇΦ ¢ƘƻǊΩǎ rookie ship is waiting for him in station. Thor is 

ready to learn to fly. 

The character creation process of Eve Online is very advanced. With numerous options to 

choose from and the ability to modiŦȅ ŀ ŎƘŀǊŀŎǘŜǊΩǎ ŀǇǇŜŀǊŀƴŎŜ ƻƴ Ƴŀƴȅ ƭŜǾŜƭǎΣ ǘƘŜǊŜ ƛǎ ƭƛǘǘƭŜ ŎƘŀƴŎŜ 

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 and the descriptions 

supplied at the start of the game. There is also opportunity ǘƻ ǿǊƛǘŜ ƻƴŜΩǎ ƻǿƴ ōƛƻƎǊŀǇƘȅΦ ²ƘŜƴ 

ŎƭƛŎƪƛƴƎ ΨǎƘƻǿ ƛƴŦƻΩ ƻƴ ŀ ŎƘŀǊŀŎǘŜǊΣ ǘƘƛǎ ǿƛƭƭ ōŜ ǎƘƻǿƴΣ ǇǊƻǾƛŘƛƴƎ ŀ ǇƭŀȅŜǊ Ƙŀǎ ǎǳōƳƛǘǘŜŘ ŀ ōƛƻƎǊŀǇƘȅΦ 

This feature is however not emphasized and the biography space is often used for other purposes, 

such as displaying specific achievements or affiliations.  

                                                           
3
 Rumor has it, that CCP is developing this feature. See 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 answer these questions I asked a few users in the Split Infinity Radio4 IRC 

channel who play EVE, to think about their characters. I asked them in a casual setting whether the 

name of their character was related to their nickname in IRC, to give me a short description 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, I asked whether any skills they had acquired in-game, such as 

social skills or knowledge, had ever benefited 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 defend a specific 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 I get to roleplaying; I don't see myself as a 
roleplayer, but more a casual player that just enjoys the game and play the way I like itΧΦ 
 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 to talk, if we don't feel like it or can't, then we can use the in-
game chat system. Skill acquired Χ well, after playing EVE for a long time, you start to 
compare other sci-fi games/ movies/ book/ whatever with it, but might just be a fucked-up 
addiction :P. [male, Danish] 

 
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 space, and 
is constantly in a battle for control of that space. I aim to achieve the training necessary to be 
versed in sabotage and recon. My in-game name and character are an extension of my 
imagination, who I choose to portray in a fantasy based Space online game. My name in 
game is not related to IRC at all. When I am in-game I feel more so like my character than 
myself. EVE is an escape I 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 corporation in-game, aids me to feel like I 
have an important purpose. [male, Canadian] 

 Another IRC user mentions he does not play EVE anymore, but notes about in-game skills 

ŀŎǉǳƛǊŜŘ ŀƴŘ ŀǇǇƭƛŜŘ ǘƻ ǊŜŀƭ ƭƛŦŜ ǎƛǘǳŀǘƛƻƴǎ ǘƘŀǘ ǊƻƭŜǇƭŀȅƛƴƎ άalways drove me to search for different 

ǿŀȅǎ ǘƻ ǎŀȅ ǘƘƛƴƎǎΣ ǊŀǘƘŜǊ ǘƘŀƴ ǎƛƳǇƭȅ ǘȅǇŜ ǿƘŀǘŜǾŜǊ ŎŀƳŜ ǘƻ ƳƛƴŘ ǘƘŜ ŦƛǊǎǘ Ǝƻέ ώƳŀƭŜΣ !ƳŜǊƛŎŀƴϐΦ 

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: 

 
I have two characters ς ǘƘŜȅΩre different in what they're doing.  One's ΨƳƛƭƛǘŀǊȅΩ ŘŜǎƛƎƴŜŘΣ 
ƻƴŜϥǎ ΨŎǊŀŦǘƛƴƎΩ because of the skill time training limitations [a user can have up to three 

                                                           
4
 Internet radio station for and by gamers. See <http://www.siradio.fm> 
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characters active per user account, but only one character can be training skills at a time].  
One is related, the other isn't (Chaotica Donma, Archana Kulkarni are the names). Yes I use 
ǾŜƴǘ ώ±ŜƴǘǊƛƭƻΥ ǾƻƛŎŜ ŎƘŀǘ ǎƻŦǘǿŀǊŜϐΣ LϥƳ Ƨǳǎǘ Ψƛƴ-ƎŀƳŜΩΣ I don't roleplay.  Skills I've learned 
online in other MMOs have been useful sort of (running a raiding guild requires certain 
degrees of social interaction/ management) but not EVE. [female, American] 

Upon asking for character descriptions, one of the players mentioned she wrote a short 

biography for her character. This implies a hiƎƘŜǊ ǾŀƭǳŜ ƻŦ ǘƘŜ ŎƘŀǊŀŎǘŜǊΩǎ ƛƴ-game personality. Part of 

the story is supplied below: 

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 alike. Her ancestry is 
steeped in a long line of military greatness. Her forefathers were at the front lines in 
23155AD when the Caldari - Gallente war first broke out. It was always known that she too 
was to be a combat pilot, bravely flying the unpredictable and volatile skies of the Eve 
universeΧΦ [female, English] 

¢ƘŜ ŦŀŎǘǳŀƭ ƛƴŦƻǊƳŀǘƛƻƴ ƛƴ ǘƘŜ ǎǘƻǊȅ ƛǎ ǿǊƛǘǘŜƴ ƛƴ ŎƻƘŜǊŜƴŎŜ ǿƛǘƘ ǘƘŜ ƎŀƳŜΩǎ ōŀŎƪǎǘƻǊȅΣ ŀƴŘ in 

ƻōǎŜǊǾŀƴŎŜ ƻŦ 9±9Ωǎ ǘŜȄǘǳŀƭ ǎǘȅƭŜ. This is a perfect example of what a player could add to the game, 

which would consequently enhance gameplay and immersion for other players, since they will get to 

ǊŜŀŘ ǘƘƛǎ ǎǘƻǊȅ ƛŦ ǘƘŜȅ ŎƭƛŎƪ ΨǎƘƻǿ ƛƴŦƻΩ ƻƴ .Ŝǘǘȅ.Φ 

Final thoughts 

While it can be clear how a character in an online game is created, the options provided do 

ƴƻǘ ŀƭǿŀȅǎ ŎƻƴǎǘƛǘǳǘŜ ǘƘŜ ǇƭŀȅŜǊΩǎ ƛŘŜƴǘƛǘȅΦ {ƻƳŜ ǇƭŀȅŜǊǎ ƛƳƳŜǊƎŜ ǘƘŜƳǎŜƭǾŜǎ ƳƻǊŜ ƛƴ ƎŀƳŜǇƭŀȅ 

than others, and the way they perceive their character is based upon more factors than are available 

in-game. The theoretical framework grounding identity construction can be applied to online game 

character construction in as far as that it forms the basis of all our actions, offline, and online, as is 

illustrated by the theories of Mead and Goffman. Players create a character (sub)consciously based 

ƻƴ ƻǘƘŜǊǎΩ ǇŜrception of that character. Opinions differ, where one player immerges themselves in a 

game, another remains at the surface of it. Some people even claim that they are one and the same 

ǇŜǊǎƻƴ ŜǾŜǊȅǿƘŜǊŜ ŀƴŘ ƛƴ ŀƭƭ ǎƛǘǳŀǘƛƻƴǎΥ άI can assure you Rob, Pyroclasam and Ro'Tok (as I am 

known in at least one Neverwinter Nights server) are all the same with variations in how I act, which 

are no different from how one acts different with strangers, close friends and their parentsέΦ  

However technologically enhanced oƴƭƛƴŜ ƎŀƳŜǎ ǘƘŜǎŜ Řŀȅǎ Ƴŀȅ ōŜΣ ¢ǳǊƪƭŜΩǎ ƴƻǘƛƻƴǎ ŀōƻǳǘ 

a¦5ǎ ǎǘƛƭƭ ŀǇǇƭȅ ǘƻ ŀ ƎǊŜŀǘ ŜȄǘŜƴǘΥ άa¦5ǎ ƛƳǇƭȅ ŘƛŦŦŜǊŜƴŎŜΣ ƳǳƭǘƛǇƭƛŎƛǘȅΣ ƘŜǘŜǊƻƎŜƴŜƛǘȅΣ ŀƴŘ 

fragmentation. Such an experience of identity contradicts the Latin root of the word, idem, meaning 

ΨǘƘŜ ǎŀƳŜΩΦ .ǳǘ ǘƘƛǎ ŎƻƴǘǊŀŘƛŎǘƛƻƴ ƛƴŎǊŜŀǎƛƴƎƭȅ ŘŜŦƛƴŜǎ ǘƘŜ ŎƻƴŘƛǘƛƻƴǎ ƻŦ ƻǳǊ ƭƛǾŜǎ ōŜȅƻƴŘ ǘƘŜ ǾƛǊǘǳŀƭ 

ǿƻǊƭŘέ (Turkle 185)Φ aƻǾƛƴƎ ōŀŎƪ ŀƴŘ ŦƻǊǘƘ ōŜǘǿŜŜƴ ƻƴƭƛƴŜ ǎǇŀŎŜǎΣ ƻǊ ¢ǳǊƪƭŜΩǎ ǿƛƴŘƻǿǎΣ ǿŜ seem to 

build an identity that is divided and constantly renegotiated. What part of our identity is online and 
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what part is based in the real world, differs per person. Where some people roleplay, others live 

άǇŀǊŀƭƭŜƭ ƭƛǾŜǎέ (192) in these persistent game worlds. It can be noted that Eve Online, contrary to for 

instance World of Warcraft does not call itself a roleplaying game, yet all the ingredients for roleplay 

are available. Based on my knowledge on MUDs and newer games I can only assume that playing in 

MUDs was more immersive, because it required more attention - having no graphics or sound and 

depending largely on imagination - and consequently instituted more roleplaying. This, 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 I have played EVE myself, I understand now that creating 

a character for research purposes only is very differenǘ ŦǊƻƳ ŎǊŜŀǘƛƴƎ ƻƴŜ ŦƻǊ Ǉƭŀȅ ŀǘ ƻƴŜΩǎ ƭŜƛǎǳǊŜΦ 

Analyzing the character creation process means that ultimately I paid more attention to exactly what 

ǘǊŀƛǘǎ Ƴȅ ŎƘŀǊŀŎǘŜǊ ǿŀǎ ōǳƛƭŘƛƴƎΣ ǘƘŜƴ L ŘƛŘ ǿƘŜƴ L ŎǊŜŀǘŜŘ ŎƘŀǊŀŎǘŜǊǎ ōŜŦƻǊŜΦ ¢Ƙƛǎ ΨƭŀōƻǊŀǘƻǊȅ ŜŦŦŜŎǘΩ 

will always be an issue in behavior-related studies. Having used IRC for seven years, I realized 

through this research project that personally, I have gained a lot of experience online, which I applied 

in real life, but that this is not the case for all users of IRC and players of online games. It seems that 

factors such as the amount of time spent in an online environment, and offline existing character 

traits such as self confidence or social skills, might play a role that was not taken into consideration in 

this research, in establishing identity online. Further research could be conducted on this matter and 

will hopefully reveal interesting features of online identity construction. 
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APPENDIX - Character Creation Process in Eve Online. 

Image 1. Choosing race. 

 

 
Image 2. On selection, an elaborate description is shown, as well as acquired skills. 
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Image 3. Choosing bloodline. 

 

 
Image 4. On selection, a description is shown, as well as acquired attributes. 
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Image 5. Choosing gender. 

 
Image 6. Descriptions of attributes. 


