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 I

Abstract  
This thesis is a study of interaction and communication in online games from a gender 
perspective with the purpose of studying the phenomenon of a growing gender neutrality 
amongst the younger generations in online environments. The study has been carried out in 
the online environment of the game World of Warcraft, one could say that it is a case study.  
 
The research has mainly been done through a hermeneutic and qualitative approach. The 
empirical work consists of a study of the chosen environment and eight interviews with 
players of the game, four males and four females. 
 
The research is supported by theories concerning information and communication technology 
(ICT) and the psychosocial life environment as well as theories about gender roles and the 
impact these have in everyday ICT use as well as their impact on computer games more 
specifically. The teories concerning ICT and the psychosocial life environment are focused 
around convergence, a theory that the different roles we have in life all are converging into 
one life role as a result of ICT and globalization.  
 
The results of this study show that in the case of the game World of Warcraft there is no 
process of gender neutralization going on. There is howerver an ongoing process of gender 
equalization. It is my opinion that this process will be ongoing and develop stronger as the 
effects of the convergence of life roles starts to spill over more and more to a convergens of 
the life role and the avatar, our online role. The role of ICT in this equalization process is 
crutial.  
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Abstrakt 
Denna uppsats utgör en studie av interaktion och kommunikation i onlinespel från ett 
genusperspektiv med syftet att studera fenomenet av en framväxande genusneutralisering 
bland de yngre generationerna i onlinemiljöer. Studien har utförts i onlinemiljön som utgörs 
av datorspelet World of Warcraft, man skulle kunna säga att det är en fallstudie.  
 
Studien har främst utförts med ett hermeneutiskt kvalitativt perspektiv. Det empiriska arbetet 
består av en studie av den valda miljön samt åtta intervjuer med spelare, fyra manliga och fyra 
kvinnliga.  
 
Uppsatsen stöttas på teorier som behandlar informations- och kommunikationsteknologi 
(IKT) och den psykosociala livsmiljön samt teorier som behandlar olika könsroller och den 
effekt dessa har på vardagligt IKT-bruk samt deras inverkan på datorspel mer specifikt. 
Teorierna som behandlar IKT och den psykosociala livsmiljön fokuserar på sammanstrålning, 
en teori som menar att de olika roller vi har i livet alla håller på att sammanstråla till en 
livsroll på grund av IKT och globaliseringen.  
 
Resultaten av studien visar att det i fallet med spelet World of Warcraft inte förekommer 
någon genusneutraliseringsprocess. Det pågår dock en process där de manliga och kvinnliga 
könsrollerna börjar bli alltmer jämställda. Jag anser att denna process kommer fortgå och växa 
sig starkare allt eftersom effekterna av sammanstrålningen av våra livsroller fortsätter och 
spiller över till en sammanstrålning mellan livsrollen och avataren, vår onlineroll. IKT’s roll i 
denna jämställhetsprocess är central. 
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1. Introduction 
 
1.1 Background 
The usage of the Internet has steadily increased after the year of 1995 when the private sector 
took over the responsibility for its maintenance from the government of the USA. What had 
once been the playground for scientists had now become common property and was swiftly 
commercialised (Cassidy, 2002). Today, 14 years later, computers and Internet have a natural 
part in our everyday life. Statistics show that above 70 % of the Swedish males and 60 % of 
the Swedish females use Internet on a daily basis. Furthermore the statistics show that above 
80% of the Swedish population has access to the Internet in their home (SCB, 2008a; SCB, 
2008b). 
 
Modern society is often said to be an information society, the cause for this term can be found 
in todays wide spread usage of information and communication technology (ICT) (Bradley, 
2006). As shown by the above stated statistics the use of ICT is not only affecting our work 
environments but also our home environment. Bradley (2006) points to the fact that the social 
part as well as the cultural part of ICT is an important piece of our information society. She 
also claims that the modern ICT is changing the way people identify themselves, both as 
individuals and as part of society (Bradley, 2006). The group of people that have been 
affected to the highest degree so far is the younger generations. Something that is important to 
mention at this point is that the term “younger generations” does not only point to the children 
and youth of today but also to the young adults. These generations have grown up with 
Internet as a part of their everyday life. Due to that they have, often at an early age, found 
ways to use this technology for communication and interaction in a way that older generation 
have not been able to. Veen and Vrakking (2006) calls these younger generations Homo 
Zappiens and describe the ways that they use the Internet and how it affects them on a 
personal level. ICTs affect on young people in the way as mentioned above has been present 
from the time when the commercialisation of the Internet started in the year of 1995. A study 
done at Uppsala University show that there is a clear boundary in the use of Internet, it occurs 
for the users around the age of 35 years (Computer Sweden, 2008). This indicates that the age 
35 could be at the end of the age scale for Homo Zappiens, something that will probably 
change with time as the generations of Homo Zappiens grow up. Homo Zappiens can be 
defined as a group of people with a non-linear way of thinking and a habit of using ICT for 
communication and interaction. Even though the term covers a wide range of ages it has 
mostly been aimed at the generation born around the mid 1980’s or later, a generation that has 
been called a lot of different things over the last decades; for example “the net generation”, 
“cyber generation”, “instant generation” and “digikids” (Veen and Vrakking, 2006).  
 
With a non-linear way of thinking Veen and Vrakking means a way of interacting where the 
person often focuses on several different things simultaneously and often quickly switch 
between them; for example watching a TV-show and during the commercials focusing on 
reading a book or chatting on the computer. With the non-linear way of thinking there comes 
a sort of trial and error way of handling challenges. A Homo Zappien about to play a new 
computer game for the first time would for example start to play and feel his or her way 
through the game, improvising and experimenting. When faced by problems s/he would 
probably either call a friend and ask for help or look for the answers online, or to put it in 
another way: s/he would use the networks surrounding him/her to find the answer, both social 
and technical networks. A non Homo Zappien would probably start his or her interaction with 
the game by reading a manual and then when faced by problems s/he would turn to the 
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manual for help and try to figure out the solution to the problems on his or her own (Veen and 
Vrakking, 2006).  
 
Besides differences between generations when it comes to ICT usage there is also differences 
between the genders. Research going as far back as the 1970’s shows that the two genders 
most often interact in different ways with ICT (Lie, 2003).  Examples of such work is a paper 
by von Eck (2001) on the gender equality and information technology in education; a study by 
Oudshoorn, Rommes and Stienstra (2004) on the importance of gender perspective when 
designing ICT artefacts; and a study by Ogletree and Drake (2007) concerning the way that 
college students play video games from a gender perspective. 
 
Veen and Vrakking (2006) enlighten the differences between the genders when it comes to 
computer games. They describe how in today’s information society small children often get 
introduced to ICT through computer games, often at the young age of three. In these games 
for young children they can, among other things, learn the basics of maths and to differate 
between shapes and colours. At this early age it is usual that both boys and girls play these 
computer games. As the children get older notable changes in their interests for ICT start to 
occur (Veen and Vrakking, 2006). Boys tend to be interested in games where the players get 
to interact quickly with the things that happen on the screen. These games are usually more or 
less violent, but the main purpose of the game is not the violence in itself but the reflexive and 
fast acting that is needed to handle the situations put before the player. The girls on the other 
hand tend to be attracted to games that are more analytical and strategical, such as adventure 
games. This has however not been the main interest of the girls in the online environment, 
different kinds of communication has mainly been preferred to analytical and strategical 
games (Veen and Vrakking, 2006; Cassell and Jenkins, 1998). There is of course no general 
rule when it comes to the well-debated topic of gender, the research field of gender studies is 
a field filled with a variety of viewpoints.  
 
Veen and Vrakking (2006) claims that they have noticed a change in the gender division in 
online environments, they state that the division is starting to break down leaving room for 
possible gender neutrality. They support this claim on noticeable changes in both the design 
and usage of online communication platforms and online gaming that has been arising as the 
Internet has been further developed. Due to some of these changes the aspects that once were 
regarded as more female, such as communication, has been brought to the attention of a male 
crowd. The same can be said for aspects previously viewed as more male, such as action filled 
games, being brought to the attention of females. Below are two examples of these kinds of 
changes. Through the development of a vide range of communication platforms, such as 
MSN, ICQ and different blog sites, the interest for online communications has been growing 
among boys. There has been a development of the fast computer games in a way similar to 
that of the communication platforms. The phenomena of the so called Massively Multiplayer 
Online Role-playing Games (MMORPGs), a sort of online games, has successfully combined 
the adventure games with the faster games and added a layer of communications to it. Due to 
this there has been an increasing interest among girls for the games that has traditionally been 
viewed as “boy games”. According to Veen and Vrakking this is a clear sign that the gender 
division in the online environment is slowly breaking down and fading away leaving room for 
a gender neutrality (Veen and Vrakking, 2006). The earlier mentioned study done at Uppsala 
university supports Veen and Vrakking’s claim of a trend of growing gender neutrality online 
to some extent. The study focuses on the ICT use of undergraduate and postgraduate students 
in Swedish higher education. In the group studied there is a higher rate of ICT usage among 
the females than the males. However, the study does show differences in the way that females 
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and males use ICT. The females are more prone to upload images and texts while males are 
more prone to participate in open source programming and other more technical aspects of 
ICT (Computer Sweden, 2008). 
 
When it comes to the newly spotted trend of fading gender division there seems to be a lack 
of research done, Veen and Vrakking only mention it briefly and it seems like they are on the 
cutting edge of this field. This leads to the conclusion that research concerning gender 
neutrality online among grown up Homo Zappiens could be interesting as well as highly 
relevant. The reason for this is mainly to further the understanding of how adults from the 
Homo Zappien generations interact with ICT from a gender perspective and thus facilitate the 
making of new ICT artefacts suited for this group of people. The part of the ICT industry that 
this thesis mainly aims at is the computer game business. 
 
1.3 Research Purpose 
The aim of this thesis is to study the phenomenon of a growing gender neutrality amongst the 
younger generations in online environments; as brought forward by Veen and Vrakking. 
 
1.4 Research Questions 
The above stated area of concern and research purpose leads to the following research 
questions: 
 

• What aspects of the chosen virtual environment (see chapter 1.5) support or does not 
support a growing gender neutrality in online environments? 

• What role does ICT have in the way that Homo Zappiens view gender in online 
environments? 

• Does Homo Zappiens have a view of gender that differs from the views represented in 
gender theory? If so: in what way? 

 
1.5 Delimitations of the Thesis  
The research focuses on the phenomena of the MMORPGs. The main reason for this is that it 
is a form of phenomena that, according to Veen and Vrakking, incorporates the female and 
male interests in a clear way. Another reason for choosing this type of virtual world is that the 
gamers that play MMORPGs often use other communication platforms as a part of their 
gaming experience, such as voice communication software, forums and online communities 
(Blizzard, 2008). Thus one can say that a large part of the MMORPG community consists of 
Homo Zappiens.  
 
I have chosen to focus on one particular MMORPG to get a consistency through out the 
research. When it came to what game to pick the choice was simple. I selected the game that 
has the most market shares, in this case the biggest amount of players, World of Warcraft. A 
game with more players than Sweden has inhabitants (MMOGCHART, 2008a and 
MMOGCHART, 2008b). 
 
1.6 Definitions 
Both the terms “gender division” and “gender differences” are used in this thesis. Below is a 
short explanation of how they are used though out the thesis. 
 
The term “gender differences” aims at the assumed differences between the genders, in for 
example interests. The term “gender division” aims at the segregation of the genders. The 
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figure below represents my view on how the differences between the genders might lead to an 
interest in different types of products and thus give a company the choice of making a product 
for girls, boys or one that is aimed at both genders. The figure represents a concept of a way 
to gender neutrality that I formed when I started the work with this thesis. 

 
For example, girls and boys 
might be interested in the same 
computer game but for 
different reasons. In this case 
the company has made a 
product for both genders. This 
does not divide the two 
genders but keep them together 
though the use of the same 
product and due to this the 
product might promote gender 
neutrality. If the game 
however had been focused on 
content for girls, the boys 
would not find it all to fun and 
would not want to play it, due 
to the differences between the 
genders. In this case there 
would be a gender division. 

 
I find it important to point out that the image above is only a reflection of a generalisation. It 
does by no means state that boys can not play with products made mainly for girls; it does 
however represent my belief that it is less likely that a boy will play with a product aimed for 
a girl customer, and vice versa. 
 
 
1.7 The Outline of the Thesis 
Chapter 2 handles the methods that have been used for this thesis, which is how the work 
behind it has been done. Chapter 3 discusses the theories that are related to the research in the 
thesis. Chapter 4 handles a study of the virtual world represented in the game World of 
Warcraft. Chapter 5 represents the results from the interviews that the main part of the 
research is based upon. Chapter 6 constitutes an analysis and a discussion of the results. 

Figure 1. Gender Neutrality 
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2. Method 
This chapter is focused on my view of science and the methods that I have used through out 
the research process. This thesis is mainly built on qualitative research with a few 
comparative segments. This chapter is divided in four sub-chapters: Scientific theories and 
methods in short, Methods for Information Gathering, Methods for Information Processing 
and Methods for Analysing.  
 
2.1 Scientific Theories and Methods in Short 
The research world has mainly been divided in to two groups for a long time, two groups that 
follow different paradigms: the positivists and the hermeneutics (Patel and Davidson, 1994). 
It is worth mentioning that there are other smaller paradigms as well, such as the pragmatics, 
but positivism and hermeneutics are the two biggest and thus the most represented ones 
(Lundahl and Öquist, 2002). The roots for the positivistic paradigm can be found in the 
natural science and its empirical traditions. Hermeneutics on the other hand has its roots in the 
humanistic- and social sciences and their desire to interpret and understand (Patel and 
Davidson, 1994). These paradigms do not exclude each other. 
 
The natural sciences has traditionally strived for the formulation of laws for physical 
phenomena, this has had an impact on the positivistic paradigm over the years. There is 
however not only researchers from the natural scientific branches that follow the positivistic 
traditions, researchers working in the field of humanistic and social sciences also follow this 
tradition (Andersson, 1979). So what does the positivistic paradigm imply? To make sure that 
a scientific result is reliable positivists insists that it has to be verifiable through empirical 
work. To express it more plainly, a researchers results has to be a reflection of reality to be 
correct and another researcher should be able to test the results by repeating the research 
process and coming to the same conclusions (Wallén, 1993). This leads to the conclusion that 
positivists wants to gain certain knowledge.  
 
The hermeneutics on the other had does not fully agree with this definition for scientific 
viability. They see reality as something formed by languages and point to the fact that through 
language you can get an insight into the genuine human nature. They promote the idea of 
understanding for example other people and their life situation by interpreting what they say 
or write about their life (Patel and Davidson, 1994). The focus of hermeneutics is thus the 
interpretation of the spoken and written word, but also symbols and icons can be interpreted 
to gain knowledge. A painting, for example, can be viewed as a contribution to a discussion 
by hermeneutic scientist. By studying the painting he or she can interpret what the painter 
meant with his or her piece of art (Wallén, 1993). This leads to the conclusion that 
hermeneutics wants to gain understanding rather than certain knowledge.  
 
My education has mainly been divided in to two fields of study, informatics and history. Both 
of these fields heavily rely on interpretation of written and oral sources. As a result of this I 
am mainly hermeneutic in my approach. For example, I wish to understand the impact that 
ICT has on the gender roles. I have however also had some education in the field of natural 
sciences and this has had an impact on me in the way that I sometimes find myself trying to 
find and pin-point the specific and “true” knowledge even though my main goal was to 
understand a phenomenon.   
 
Scientists from both paradigms follow methods in their work. A method is a sort of tool that is 
used by a scientist, both natural- and social scientists, to decide how s/he will do his or her 
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research. The method is then often also described in relation to the research results when they 
are presented so that other researchers better can understand what has been done and better 
see the validity of the results (Bjereld, Demker and Hinnfors, 2002).  
 
Two types of methods that are used often are the quantitative and qualitative methods. By 
using quantitative methods a researcher uses material that is based on for examples statistics 
and measurements, if it is not the researcher will try to quantify the materials. Quantitative 
studies aims to answer questions such as “how many” and “how much”, it also aims at finding 
patterns and relations between different occurrences. Qualitative methods on the other hand is 
a term for an assortment of different methods that have as a common denominator that they 
are non quantitative (Bjereld et.al, 2002). Qualitative research is interpretive to its nature. The 
qualitative methods are often used when the research is aimed at characterising and or 
identifying different occurrences (Wallén, 1999). It is important to note that both the 
qualitative and quantitative methods are often used together. It is hard to draw a sharp line 
between them and the people that use them (Bjereld et.al, 2002). I myself is partial for a mix 
of qualitative and quantitative studies, but as my research fields are mainly qualitative so does 
my research tend to be.  
 
2.2 Methods for Information Gathering  
An interview is a conversation between two or more parties. The one holding the interview 
has the goal of receiving information from the ones being interviewed; this is done by giving 
the interviewed person questions. An interview can be done in many a different ways. To start 
with there can be different number of people present; there are pair interviews where there is 
one person asking questions and one person answering them, then there are group interviews 
where one person asks questions to a group that will answer and finally there is the panel 
interview where a group of people will ask one person questions (Kylén, 1994).  
 
Interviews can differ in other aspects as well; there are for example structured and non-
structured interviews. In a structured one the questions are done in advance and the 
interviewer’s role is to see that they are all answered adequately. If the questions are easy to 
answer they could be sent out as a questionnaire rather than being asked in an interview. In a 
non-structured interview the person being interviewed is allowed more freedom in their 
answers and the interviewer is there more or less to guide them through the questions and to 
control the conversation so relevant information will be addressed (Kylén, 1994).  
 
An interview can also differ in the time it takes to carry it out. It can be a short one that takes 
only five to 20 minutes or a long one that takes several hours to answer. A shorter one is 
enough to cover several fact-based questions or one deeper and analytical question, for shorter 
interviews more structured questions are suitable. During an interview that takes about 40 to 
60 minutes several different topics can be covered and less structured questions can be asked. 
An interview that takes several hours is special in the way that it is mostly for non-structured 
questions (Kylén, 1994).  
 
For this thesis there has been eight interviews done with players of World of Warcraft, four 
with male players and four with female players. The interviews have all been pair interviews, 
thus they have all been done with me as interviewer and one interviewee. They have been 
done through the use of ICT, mostly through voice communication software but in some cases 
through a combination of voice and text communication. The interviews have been in the time 
category of 40 to 60 minutes and followed a question list with quite structured questions. It is 
however worth mentioning that where the interviewed person has felt a need to elaborate or 



 7

felt strongly about something more time has been give and a deeper discussion has been held. 
The questions for the interviews can be found in Appendix 1. The answers are however not 
supplemented to the thesis as some of the interviewed persons expressed that they wished to 
keep the details of their answers hidden as well as their online alias and real life names.  The 
results have been processed (see chapter 2.3), put together and are presented in chapter 5. 
 
The people that have taken part in the study are men and women at an age of at least 20 years 
and that can be classified as so called Homo Zappiens. The reason for there not being a 
maximum age limit is that it is the phenomena of the young adult Homo Zappiens that is of 
interest, and this group of people is hard to restrict by age. The reason for this focus is that it 
is a group that has not, as far as I have been able to see, been investigated before. They have 
been chosen quite randomly by me logging in and asking people in a guild if they would like 
to participate in an interview for my thesis or know someone who would like to do so. The 
guild in question was chosen as I knew that most of their members were over the age of 20 
and thought I could find serious interviewees there that would take the participation in the 
study seriously. I think it would have been hard to find people to participate in the study if I 
had not started looking within a guild.  
 
I chose the first four males that answered and they were all above the age of 20, there were a 
few more interested but I had already decided just to do four males and four females. The 
females were harder to find and I almost had to bargain my way to the last interview, this 
reflects the common belief that there is a lot less female players than male. Due to the way the  
participants were chosen I ended up with a mixed group of people to interview. They differ in 
age, nationality and life situations.  
 
Also worth mentioning is that the interviews were done during the spring of 2008, and thus 
reflects the game as it was then. There has been an expansion to the game between the time of 
the interview and the time of the publishing of this thesis and there will probably be more in 
the future. The new mechanics from the expansion are however not essential to the research 
purpose of this thesis and will thus not be discussed.  
 
At the side of the interviews I have also done a study of the game, the virtual world, which is 
represented in chapter 4. For this study I have looked at the game mechanics, the social 
interaction in the game and the WoW culture. It has mainly been done through playing the 
game, interacting with other players and browsing WoW related web pages. I started out by 
researching the games history and the culture represented both within and around the game. 
Then I looked to the basic choices in the game, such as races, classes and roles. After that I 
tried to find possibilities for communication, interaction and cooperation within the game. 
Then I studied the correlation between the game and other forms of ICT, such as voice 
communication software and add-ons. Finally I tried to pin-point some specific gender aspects 
of the game.  
 
The reason for this study of the game is to get a deeper feeling for the game and the gender 
aspects of it, and also to present the game for the readers so that they can get a deeper 
understanding of the results of the interviews. 
 
2.3 Methods for Information Processing  
As mentioned earlier, qualitative research is interpretive to its nature and is often used when 
the research is aimed at characterising and or identifying different occurrences (Wallén, 
1999). As the main purpose of this thesis is to study the hypothesis of a gender neutralization 
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    Figure 2. Finding patterns 

process in online environments, a sort of occurrence, the qualitative approach is clearly right 
for this thesis.   
 
The study of the virtual world that has been made must be considered to be qualitative, I have 
studied the surroundings of the game world and interpreted what I have seen based on the 
theories that has been used for this thesis. The theories that was mainly used for this part of 
the thesis was the ones conserning ICT and the psychosocial life environment. The interview 
material is also qualitative, it has been interpretated based on the theories in a similar way. 
For this part of the thesis the main theory has been gender theory. Due to the use of these 
theories the research should represent a wide perspective and obtain validity.  
 
As mentioned above there has been some comparison of research material, comparisons are 
not uncommon when it comes to research (Bjäreld et.al, 2002). The material that has been 
compared is mainly the answers from the interviews, compared against each others, and 
secondly the answers from the interviews compared with the material from my study. 
 
2.4 Methods for Analysing 
When it comes to the process of analysing I 
have mainly focused on finding and clarifying 
patterns in the material from the interviews 
and from my studies of the game. The basis 
for the patterns is found in the theories 
represented in chapter 3. This way of working 
has been consistent through out the research 
process. The picture to the right gives a clear 
view of how I have worked with my material. 
 
I started out with applying the knowledge I 
had of the theories on my knowledge of the 
game and tried to find relations between them. 
After finding relations I tried to sort these in 
to patterns, grouping similar relations 
together. In doign so ended up with a few 
categories that I then based my interview on. 
These categories conserned: 

• Activities around the game. 
• The character you play (avatar). 
• What you enjoy to do in the game. 
• What details you appreciate the most. 
• How you view yourself and other in the game context. 
• Views on gender in the game. 

 
After doing the interviews I looked at the material I had gathered and tried to see if there were 
any patterns I had missed, if the ones I had seemed to be valid and also if I had arranged them 
in a proper way during the interviews. I soon realised that even though I seemed to have valid 
patterns they were not arranged in a proper manner. So I then started a process of iteration to 
redefine my patterns through the results of my empirical material. What I ended up with is 
represented in the disposition of the empirical chapter. Each chapter can be viewed as a 
representative of a pattern. 
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3. Theory 
The theories on which the research is based will be described in this chapter. First there is a 
run-through the correlation between ICT and the psychosocial life environment, followed by 
characteristics of a Homo Zappien and then some gender theories are discussed including 
gender aspects of computer games.  
 
3.1 ICT and Psychosocial Life Environment 
The convergence model is a theory from a social informatics perspective that concerns the 
convergence of ICT, humans and society. The interaction between ICT and society can be 
described as technology interacting with society and thus gaining values and forming believes 
in the society. A convergence between technology and society can be described as the two 
aspects growing closer together and moving in to each other (Bradley, 2006).  
 
An important aspect that this theory points to is ICT as an important part of the globalization 
process through the convergence of technology, norms, values and the labour market 
(Bradley, 2001). Globalization in itself is the process of connecting states and nations all over 
the world in mutual dependency. The word globalization is usually associated with the world 
economy but it also affects other aspects of the societies entangled in the web of mutual 
dependency, for example culture and politics (Gustavsson, 2008). Bradley (2006) discusses 
the possibility that through this globalization process the geographical space that we interact 
in will not only be national and international but also virtual. Through communication 
platforms, such as chat programs, communities and forums, the Homo Zappiens search 
contact with likeminded peers all over the world; their use of technology and communication 
platforms has integrated them and made them part of the globalized world. As Veen and 
Vrakking express it, the world is their reference point (Veen & Vrakking, 2006). This certifies 
and supports Bradley’s claim that the convergence of ICT is of importance for the 
convergence of nations in a globalisation process.   
 
The theory also states that it is not only the world around us that is converging in to a big 
globalized environment. Through the use of ICT the roles one has in private life, professional 
life and public life are all converged in to one role, a life role. At the side of this life role some 
people already have a virtual human role, and there will probably be more in the future. In the 
virtual human role a person can assume another personality if s/he wishes to, Bradley calls 
this other personality an avatar (Bradley, 2006). Bradley does not further develop the concept 
of the avatar in her theory. It has however been studied by others, especially from a socio-
cultural perspective (Linderoth, 2007; Turkle, 1995). If applied on Bradley’s model those 
studies can help us to better understand what she means by an avatar (see chapter 3.1.1).  
 
Bradley (2006) also states, in association with this theory, that it is important to research not 
only the workplace environment from an informatics perspective but also people’s life 
environment as it is increasingly affected by ICT and the ongoing convergence (Bradley, 
2006). The younger generations have especially been affected by the convergence of ICT and 
everyday life, as mentioned in the introduction of this thesis.  
 
3.1.1 Understanding the concepts of virtual reality and avatars 
In socio-cultural studies of computer games the concept of the real world and the virtual 
reality as two opposed occurrences is a common one. The real world stands for solid reality 
while the virtual one represents fantasy and illusion. This dichotomy has resulted in a view 
that computer games and other forms of virtual realities are something mystical and obscure; 
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a view that also reflects the way that most look people at avatars. There is however 
researchers that considers the possibility of a closer relationship between the avatar and the 
person behind it, even though it is a virtual self (Linderoth, 2007). The following quotation is 
a clear example of this point of view: 
 

The Internet has become a significant social laboratory for experimenting with the constructions 
and reconstructions of self that characterize postmodern life. In this virtual reality, we self-fashion 
and self-create. What kinds of personae do we make? What relation do these have to what we have 
traditionally thought of as a “whole” person? Do our real-life selves learn lessons from our virtual 
personae? (Turkle, 1995 p.180) 

 
The question if we learn from the experiences of our avatar suggests a stronger bond between 
our real-selves and the person we become in the virtual reality. Another strong suggestion of 
this possible bond is the use of words such as I and we when talking about ones avatar in a 
computer game context, for example “I found a treasure”, “we took down the boss” and “I 
died” (Linderoth, 2007). This strong bond could be a result of what Bradley (2006) labels as a 
convergence between our everyday roles, real and virtual. 
 
To further understand the concept of a virtual world in a computer game viewing it as a three 
layered activity can be of great help. The first layer is the everyday layer, the person sitting at 
his or her computer. Beneath that layer lies the game context layer; this one represents the 
game, the characters inside it and the rules and mechanics that define it. The bottom layer is 
the fictional layer where the participants of the game live up to the agreement that it is an 
imaginary and virtual world where they are their avatars (Linderoth, 2007). 
 
3.2 Gender Theory 
Throughout history there have been occurrences that can be described as differences between 
the male and the female. In the latest centuries the western world has had a society based on a 
patriarchical form where the men have been the ones at the seat of power and the male gender 
has been the norm. However, there have also been societies mainly run by women, a so called 
matriarchy, and there have been societies where men and women have been equals (Hughes, 
2005). This points to that the differences between men and women have changed over time 
and varied between different cultures. 
 
The behaviour analyst Gens (2003) advocate that the differences between the male and female 
starts to develop at an early age. A little baby girl is for example treated differently from a 
little baby boy. Gens states that adults tend to use different tones of voice when talking to a 
baby based on the babies sex and he also states that we tend to hold a child differently 
depending on its sex. A baby boy is handled a bit roughly and is often talked to in a louder 
voice than to a girl, a baby girl is often held closer and spoken to in a softer and tender voice. 
Gens states that the term gender implies that the way females and males behave is something 
made up by society, a behaviour pattern that we have created (Gens, 2003). The world around 
us is full of examples that support the theory that gender is created. In some cultures fishing is 
a female action while in other cultures it is considered to be purely a male thing. During the 
Victorian Era females were considered to be frigid beings, during the Middle Ages they were 
however considered to be sexually instable (Cassell and Jenkins, 1998). Both these examples 
suggest that the gender roles are created and not something we are born with. 
 
A traditional idea when it comes to gender is that the two, male and female, are opposite to 
each other. On one side there is male and on the other there is female. Nowadays they are 
mostly placed at the side of each other, at least in theory, but in older days the male was often 
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placed above the female (Weedon, 1999). It is not only in social science and theory that the 
differences between the genders are addressed and seen as opposite. Books such as Men are 
from Mars, women are from Venus by the author John Gray (1992) strengthens the view and 
makes it part of popular culture and society.  
 
3.2.1 Gender Discussions Concerning Information and Communication Technology 
When it comes to the topic of gender and ICT there has been a clearly dominant point of view 
through the latest decades, or as some label it: a myth, that males are better at grasping the 
concept of the technology than females. Not only has men been singled out as the one sex that 
are most able to handle forms of ICT but it has also been said that women have a problematic 
time trying to learn it and some has even said that women in general have a sort of 
technophobia. The Norwegian researcher Lie (2003) states that myths of this kind is real and 
do exist, she also says that they have effects on society (Lie, 2003). 
 
So why is it that the IT-business has become male dominated if the thought that males are 
better at ICT is just a myth and nothing more? As Lie states, a myth can affect people in many 
ways. Nowadays the usage of computers and ICT are an everyday part of education and are 
thus clearly used by both young boys and girls. But formal education is not the only source 
for knowledge concerning ICT. As boys more often than girls come together in their spare 
time to talk about and use computers a sort of boy’s room competence has developed amongst 
them. This competence is the sort of knowledge that males often have but females lack when 
starting higher studies in computer science. But even though female ICT users lack this type 
of specially gained knowledge it is clear that they do want to use ICT at all levels of 
competence (Lie, 2003).  
 
Due to the fact that some has viewed women’s relationship to ICT as problematic there has 
been discussions concerning how women can change to better understand and make use of the 
technology. In recent times it has however also been discussed how the technology can be 
changed to better suite female users. One aspect that has been vividly mentioned is the fact 
that women in general tend to like communication and that ICT is meant for just that. It is 
believed that female users can be more incorporated in to the male dominated world of ICT 
through the highlighting of the possibilities to communicate (Lie, 2003).  
 
3.2.2 Gender Differences in Computer Games 
In literature concerning gender and computer games a few differences between what female 
and male players appreciate in computer games has been brought forward. Besides the 
previously mentioned aspects, that for example males enjoy faster games and females enjoy 
communications, there are a few more specific points. A study done about ten years ago 
clearly shows some specific differences in what girls respectively boys appreciated in 
computer games back then (Cassell and Jenkins, 1998). Below is a run-through of the results 
of the study. 
 
The study shows that besides liking the feedback one gets from an aggressive and fast paced 
game men tend to like the aspect of competition that often is a part of the faster games. 
Females however do not appreciate competition in the same way. They prefer a setting where 
they can cooperate in groups, preferably not in big groups though. Furthermore females tend 
to prefer non-violent games over games where the main theme of the game is violent. This is 
a big difference compared to males that do at times appreciate the violent factors of games 
(Cassell and Jenkins, 1998). 
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Another aspect that, according to the study, is appreciated differently by females and males is 
the concept of good versus evil. The battle between good and evil, and preferably the 
conquest of evil, is something that males tend to like more than females. Males also tend to 
like games with fantasy aspects in them. Females on the other hand tend to like things that 
resemble everyday events. As a result of this they do not enjoy the concept of good versus 
evil in the same way. This factor also affects the characters male and females enjoy playing in 
games. Males in general prefer a more heroic character that can take on heavy opposition 
while females tend to like a character that resembles a real person and in some cases 
themselves. In the history of computer games the main character has often been male and 
more of a heroic type. There have only been a few games that have been able to produce a 
female main character that even has an everyday feel. Usually the female characters have 
been designed to look unrealistic with the attributes that males appreciate a bit exaggerated, 
like the main character of the game Tomb Raider. Female characters that have a smaller role 
in a game have been more usual than a female main character, but they have often not played 
an important part of the game experience (Cassell and Jenkins, 1998).  
 
The main character in Tomb Raider, Lara Croft, is however a clear exception to the tradition 
of female characters in smaller roles. Lara is a woman that can handle difficult situations. 
Equipped with rough boots, a tight tank top, short shorts and a big arsenal of weapons she 
goes out on adventures to find ancient artefacts. Many a researcher has studied Lara and 
Tomb Raider from a gender perspective as it is a game in the typically male action genre with 
a female hero, heroine, in the lead role. Results from such research points to many different 
ways of viewing Lara, all depending on the player. Some view her in a sexual way. Others see 
her as a strong and capable woman that is a good role model for girls and young women. 
There are also male players who see playing Lara as a transvestite experiment (Schleiner, 
2001). Tomb Raider, however, is not an online game. As stated before, many researchers has 
studied the phenomena of Lara (Cassell and Jenkins, 1998; Schleiner; Raessens and 
Goldstein, 2005). The field of gender studies when it comes to MMORPGs are however not 
as studied, probably due to the fact that the MMORPGs only in recent years have become 
such a big computer game genre.  
 
Besides looking for different aspects in games the study shows that both genders generally 
interact with the games in different ways. The normal male way of interacting is a sort of trial 
and error strategy, they like a fast-paced environment that they can throw themselves into and 
interact with. Females on the other hand mainly want a slower pace that they are able to 
control and change as they go along. One could say that males enjoy a more chaotic encounter 
while females want to have the control over the encounters they experience (Cassell and 
Jenkins, 1998). 
 
One of the studies that have been done related to MMORPGs is a recent psychological study 
on socialisation in online environments done by Hussain and Griffiths (2008). It shows that it 
is quite usual for MMORPG players to play characters of the opposite sex. A lot of different 
reasons are given for this behaviour; one of the reasons given is female players feeling they 
get sexually harassed if they play female character. Thus a lot of the females choose to play 
male characters to get away from the harassment. However the study does not say to what 
extent the players in question has played characters of the opposite sex, if it is something they 
do every time they play or have only tried once, and the part of the study concerning the 
gender question is only a smaller part of the study (Hussain and Griffiths, 2008). 
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Something that should be mentioned when talking about gender in computer games, 
something that Cassell and Jenkins do address, is that most games have been and still are 
designed for mainly a male market (Cassell and Jenkins, 1998). The lesser roles of female 
characters and a play on exaggerated body attributes is partly a result of this. The males 
should be muscular and manly and the females should look sexy and they should both fulfil 
the ideals that are brought forward in media and popular culture (Cassell and Jenkins, 1998; 
Ogletree and Drake, 2007). It has been hypothesized that maybe female gamers are more 
masculine than other females, but a study by Ogletree and Drake (2007) show this not to be 
true and that it is not the reason for females to play computer games. They establish that 
females often have other pathways to gaming than male players, such as starting to participate 
in game sessions with for example brothers or boyfriends to spend time with them rather than 
for the interest of the game itself. It might be to insights like these that there has been signs of 
a new trend, where computer game designers are starting to show interest in designing games 
more attractive to female players, and in that way increasing their slice of the computer game 
market (Ogletree and Drake, 2007). 
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4. A Study of the Virtual World 
The research for this thesis has partially been done in the virtual world of the online game 
World of Warcraft (WoW). In this chapter the basics of the game environment will be 
presented as well as the most important and basic aspects of the game. 
 
 
4.1 The World of Warcraft 
 

Four years have passed since the mortal races banded together and stood against the might of the 
Burning legion. Though Azeroth was saved, the tenuous pact between the Horde and the Alliance 
has all but evaporated. The drums of war thunder once again (Blizzard, 2005). 

 
So starts the World of Warcraft cinematic trailer; three sentences that capture the history, the 
politics, the geography and most importantly the mood of the world that constitute the play 
field of the game World of Warcraft. It is a virtual world, called Azeroth, that first saw the 
light of day in 1994 through the game Warcraft: Orcs and Humans, the fist game in a series 
of four this far (GameFAQs, 2007).  
 
A similar feature in all of the Warcraft games is the presence or threat of war. The societies 
that inhabit the world are divided in to numerous fractions, some of them allied with each 
other and others at war. The political scene of the game world is as complex as the game 
mechanics itself. This virtual world with its history, lore and everyday happenings is a part of 
over ten million players everyday life (MMOGCHART, 2008a). 
 
For many gamers that play WoW it is more than just a game, it is a part of their culture. There 
are communities, blogs, informative web sites, fan art, movies, music and much more based 
on the game. Characters such as Basutei the flimsy paladin, Rasi the fierce druid and Dirty the 
annoying gnome form the movie Illegal Danish: Super Snacks (Myndflame, 2006) and its 
sequels hold a special place in many gamers hearts and most that have played for over a few 
months have certainly heard the legend of the character Leroy Jenkins (Youtube, 2005; 
YouTube, 2006; YouTube, 2007). Even though it is “just” a virtual world it does seem to be a 
world of real value for many of the gamers.  
 
4.2 The First Choices 
World of Warcraft is a so-called computer role-playing game (CRPG) (Barton, 2007), but it 
also has aspects of strategy and adventure games. But as a start, let us focus on the CRPG part 
of it. A CRPG is a game where the person playing will play only one character at a time, this 
character will develop through the game and get better and thus be able to do tougher tasks 
(Barton, 2007).  
 
The game world consists of a lot of different societies and cultures, among other things. Many 
of these societies are grouped up in fraction. There are two playable fractions, the Alliance 
and the Horde. These two fractions have five playable races each. In this case the term race 
refers to creatures out of a fairytale world, such as elves and trolls. The Alliance is a more 
civilized fraction while the Horde mostly consists of nature people of a nomadic heredity that 
have recently started to form cities and nations. For the players that choose Alliance there is 
the pick of Draeneis, Night elves, Humans, Dwarves and Gnomes. The Alliance races are 
represented in Figure 3 below in the same order of presentation as in the listing above.  
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 Figure 3. The Alliance 
 
For the player that choose horde there are the following races: Taurens, Blood elves, Undead, 
Orcs and Trolls. The Horde races are represented in Figure 4 below in the same order of 
presentation as in the listing above.  
 

 
Figure 4. The Horde 
 
After the choice of race there is the choice of class. A class is that which defines what kind of 
hero a character will be, for example if it will be a melee fighter or a spell caster of some sort, 
or maybe even a healer. There are ten different classes in the game: warrior, rogue, hunter, 
paladin, mage, warlock, druid, shaman and priest. It is important to mention that not all 
classes can be played by all races. A class can belong to one or more of three different roles. 
The roles can be generalised in to damage dealer, tank and healer. One can do melee damage 
and spell damage; there is also the possibility of damage through ranged weapons such as 
bows and crossbows. In a group the damage dealer’s role is to see to it that the opponents go 
down. The tank is the one with the assignment to take the damage that the opponents deal, a 
tank usually deals damage as well as a damage dealer but to a lesser extent and with another 
purpose; the tanks purpose is to make the opponents really angry with him so that they focus 
on him and no one else in the group takes damage. To be able to do that a tank most often 



 16

needs a healer, and so might the rest of the group as well. The healer’s role is to keep 
everyone alive though healing magic. At the side of these three roles there are other aspects to 
characters such at the ability to control your opponents, called crowd control, and also the 
ability to boost the power of other characters though magical buffs.  
 
After choosing a fraction, race and class a player is ready to enter the virtual world and 
explore it through the eyes of his or her character. 
 
4.3 What One Might Do 
A nice aspect of the game to start with when it comes to a description of what one might do is 
that a player can play on his or her own, in a group of up to five players or in a big raid of up 
to 40 players. After the expansion of the game in 2007, The Burning Crusade, the content of 
the game is focused on groups of five, ten or 25. There are however some older content from 
the first version of the game where you still need 40 people to cooperate, interact and 
communicate with each other to reach the goal of that game aspect.  
 
The main activities one might undertake in the game can be divided into two groups, player 
versus environment (PvE) activities and player versus layer (PvP) activities. These two groups 
can further be broken down to smaller categories. PvE content can be categorized as: 
questing, farming/grinding or instances for five or more. PvP content can be categorized as: 
battlegrounds, arenas and outdoor PvP. In this chapter there will first be a run-though of the 
concept of the game in general. Below you can read more about questing, instancing, PvPing 
and also the social aspects of the game.  
 
World of Warcraft is a game that is based on levels, the levels a character can have today is 
between 1 and 70. As a character is played it will get experience and through that gain levels, 
with time it will become more powerful and thus be able to undertake more difficult tasks. 
The experience is gained through questing and killing of monster or other types of opponents, 
after all; it is a game that alludes to the art of war. 
 
When a character reaches the fifth level they get the option of choosing two main professions 
and three secondary professions. There are two groups of professions, gathering professions 
and crafting professions; most of the crafting professions are dependent on one of the 
gathering professions. Through the professions a character can get a career at the side of being 
a hero and it is also often a way for a character to earn money (in-game money) and improve 
his or her equipment. The crafting professions are: Tailoring, Leatherworking, Blacksmithing, 
Jewel crafting, Engineering, Alchemy and Enchanting. The gathering professions are: 
Herbalism, Skinning and mining. The secondary professions are: Cooking, Fishing and First 
Aid. 
 
When it comes to quests one can go about it solo or in groups. Some quests are hard and more 
than one player might be needed, some quests might even be so hard that you need more than 
ten people to get them done. So then, what is a quest? A character can be asked to do some 
sort of task for a non player character (NPC), a computer generated character that is a part of 
the game world. This task that the character has agreed to do is a quest. It can be to fetch an 
item, talk to a person, kill a dangerous monster or something else.  
 
Quests are usually the way of levelling a character, as one finishes a quest one gets experience 
and often a nice reward for the work one has put in. There is a special category of quests 
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called daily quests; these are quests that the character can redo every day. Most of these daily 
quests can only be done by characters at level 70.  
 
An instance is a special place in the game world where there is room only for a certain 
amount of characters. Most of these are so called dungeons where a group of characters can 
enter and try to defeat powerful enemies that are computer generated; a so-called PvE 
dungeon. Some of these are made for five players, others for ten, some for 25 and then there 
are some old ones for 20 or 40 players. To be able to coordinate in these instances, especially 
on higher levels and the groups that are bigger than five, players tend to use so-called add-
ons. These are a type of software that is compatible with the game and are made by ambitious 
players and a lot of the add-ons are quite advanced. They can be downloaded from special 
add-ons orientated sites on the Internet. Through the history of the game some add-ons has 
proven to be greatly popular and the demand for them has been big. Due to this the makers of 
the game has made their own versions of some of these and implemented them in to the game.  
 
Two special types of instances are the Battle Grounds (BG) and Arenas, areas made for player 
versus layer (PvP) interaction. The games played in these instances, sort of a game within the 
game, are focused on two teams opposing each other. In the BGs there is a team of alliance 
characters against a team of horde characters and the goals of these games are often to capture 
flags, gather resources or to guard something. As the name suggests there is of course some 
battle and fighting involved in these games. In the arenas a team of two, three or five players 
meet a team of the same size that can be of either fraction. This par of the game resembles the 
arena fights in ancient Rome to some extent. The goal is the have the last man standing on 
your team, thus you need to focus on getting the other team down. A great deal of the game in 
the PvP instances is focused on coordination and team play like in the PvE instances, 
dungeons.  
 
At the side of these two PvP options there is the phenomenon of outdoor PvP, outdoor as in 
outside of an instance. There are some places for outdoor PvP incorporated in the gaming 
environment at higher levels but most of the outdoor PvP consists of spontaneous interactions. 
A character of one fraction runs in to a character of the other fraction in an area where they 
are flagged for PvP and one of them decides to interact.  
 
When looking to the cultural aspects of the game world there are the societies that populate 
the world and the characters, so-called non-playing character (NPC), that constitute the 
societies. These characters are there giving the players so called quests (a sort of mission), 
selling them items they might need, helping them advance and much more. These NPCs 
divided between the two genders, there are powerful females as well as powerful males. From 
the ten leaders for the playable races two are female, Tyrandre Whisperwind the leader for the 
Night Elves and Lady Sylvanas the leader for the Undead. Then there is the ruler of the city-
state Theramore Lady Jaina Proudmoore, a character that is playable in a previous Warcraft 
game. Besides these three ladies there are also female characters among the NPCs that are 
there to oppose the players, such as the mighty dragon Onyxia and Azshara the queen of the 
Nagas. 
 
4.4 The Social Aspect 
When it comes to the game functions there are several ways to communicate and coordinate 
implemented in the game. There are chat-channels, a few that are standard but there is also the 
ability to make your own channels. Then there is the function of the guilds. If ten or more 
players get together they can make a guild, a combination of an association and a community, 
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within the game. Some of these guilds focus on friendship while other focus more on 
perfecting their game-play together to progress though the game content in a fast pace. 
Besides these two functions it is also possible to put the people you like on a friend list and 
the ones you do not like on an ignore list, you will see where the ones on your friendlist are 
and if they are online at the moment and the ones that you have on ignore will not be able to 
communicate with you. 
 
As mentioned earlier there are certain game content that requires smaller or larger groups of 
players to work together. To support this there are functions in the game to make temporary 
groups and also tools for coordination. At the side of these tools add-ons and additional ICT 
such as voice communication software are widely used to make it easier to work together. 
When it comes to interacting and communication on a personal level it is noticeable that 
people act and design their interface in different ways. But they all have one thing in 
common, they use the above mentioned communications channels to get in touch with each 
other.  
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5. From the Players’ Perspectives 
This chapter represents the viewpoints of the players that have been interviewed; it is the 
virtual world, gaming, communication and interaction from their perspective. To keep the 
anonymity of the interviewed persons they will be referred to with a combination of their 
gender and a number, males will be called M1, M2, M3 and M4 while females will be called 
F1, F2, F3 and F4.  
 
5.1 The interviewed players 
The first male, M1, is a male in his late 20’s. He has played computer games for about as long 
as it has been a possibility. He did not play online or chat until he started at the university, but 
nowadays he does both and use software for voice communication quite often. He is also a 
frequent user of the text message function in his mobile phone. He has been playing WoW for 
about three years, which is from the release of the game, and has three characters at max 
level: a hunter, a rogue and a druid.  
 
The second male, M2, is in his mid 20’s. He has been using computers from an early age, 
mostly as a toy when he was younger but as he has grown up he has used it more and more as 
a tool. He has owned a computer of some sort from the age of 15. Now days he works in IT-
support and has been doing so for quite a while, when he is at home he uses the computer to 
play. He has been playing WoW for a bit more than three years, which means that he was 
playing the beta version of the game, the test version before the game was commercially 
released. He has two characters on max level: a priest and a warrior.  
 
The third male, M3, is in his late 20’s. He, as well as the previous, has played computer 
games for a long time. His father used to bring home computers now and then when he was a 
child and he started to play videogames around the age of seven. He bought his first own 
computer when he was 15 years old and has had a close relationship with computers ever 
since. Now days he works with computers and plays WoW in his free time. He has been 
playing for about three years but lately he says that he does not have so much time to play due 
to work and thus he only has two characters at high levels, one max levelled mage and a druid 
close to max level.  
 
The fourth male, M4, is in his early 30’s. He has been playing computer games from an early 
age; he guesses that he started around the age of 13. Nowadays he is a teacher and use 
computers a lot for his classes but also for his free time. He chats on MSN, and he frequently 
uses voice communication software, he is a part of some communities and he plays WoW. He 
has four characters at max level: a shaman, a druid, a warlock and a priest.  
 
The first female, F1, is just about to turn 30. She develops web pages for a living and use 
computers for a vide range of things, both for social activities and for business. She has been 
playing WoW for about one year and 3 months. She has one character at max level, a 
warlock.  
 
The second female, F2, is in her early 20’s. She has been playing computer games most of her 
life. Other than for playing she uses the computer a lot in her studies; she is a university 
student aiming at a degree in engineering. She has just recently started to play MMORPGs, 
about one and a half year ago, before that she mainly played strategy games; WoW was her 
first MMORPG. She has one character close to max level, a warlock.  
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The third female, F3, is also in her early 20’s. She has always had computers close at hand as 
her father is very interested in them. When she was young she and her sister used to play 
computer games and as she grew older she started to focus more on designing web pages, 
other forms of graphical design and also communication through chat, communities and e-
mail. She has been playing WoW for about one and a half years and has two characters at max 
level: a druid and a mage. 
 
The fourth female, F4, is in her late 30’s. She bought her first computer about 10 years ago 
when she was a student at the university.  She was really fascinated by the Internet and all the 
things it enabled a person to do. She dived in to the community scene and tried most of the 
communities she could get her hands on. She has played WoW for about 3 years and has three 
characters at max level: a warlock, a priest and a hunter.   
 
When it comes to their reason to start playing WoW the females and two of the males started 
to play as they were asked by friends, or as in one of the female cases a boyfriend, to start 
playing the game. F1 adds that she did not start when she was first asked but when she saw an 
episode of the TV-series the South Park where they made fun of the game, and then she felt 
that she just had to try it. The third of the males started because he had heard a lot of good 
things about the game and the last one of the males started as he could not play the game he 
usually played as he had been banned due to cheating.  
 
5.1.1 The Homo Zappien factor 
At the start of the interviews and also through some questions later in to the interview it was 
possible to see if the interviewed person could be thought of as a Homo Zappien. All eight of 
them had a noticeable computer background, some even worked with computers on a higher 
level. However, the males had generally started to use computers at an earlier age than the 
females. And the interests among the interviewed varied, the males was mainly focused at 
gaming with a side of chatting while the females in general were more in to communication 
and design. As F3 put it: “I am interested in design. (…) I would say that I’m aesthetic rather 
than technical, I use the technology to carry out the aesthetics.” This aspect is also noticeable 
when the topic of user interfaces in the game was discussed; the female players were more 
interested in designing and changing their own interface than the males.  
 
When it comes to doing multiple tasks all but one tend to do it often, F1 tend to keep her mind 
more on the game than other things but it still happens that she chats about things not related 
to what she is doing at the moment while playing. All of the interviewed persons use add-ons 
that they find themselves and use the voice communication software Ventrilo while playing 
with friends. Ventrilo is also used for communication when they are not playing together, 
along with other software such as Skype and MSN. The reason for this is that they have their 
online friends spread out over Europe, and some even further away, and they want to stay in 
contact with each other. When asked if they use the phone as well as communication software 
the main response was no, some use it to talk to a few closer online friends but not more than 
that. The reasoning behind this is three fold. (1)The cost, communication through Ventrilo 
and Skype is free. (2) They want to keep their online friends in an online context. (3) They 
want to keep some of their anonymity. 
 
An interesting piece of information is that all but one of the players did actually look through 
the game guide that followed with the game, they did however not look through it to find out 
more about the game mechanics. They wanted to find out more about the world quickly 
before they started tackle the game in true Homo Zappien trial and error fashion.  
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5.2 Views on Characters 
All four males tend to play characters of mixed genders, that is they do not prefer one gender 
over the other when playing, while all of the females said that they like to play a character of 
the same sex as them as it is something they can relate to. In an attempt to explain the feeling 
F4 said that “a female character is closer to my own reality, but then again, I kill stuff with a 
magic wand so there goes that argument. (…) I guess it is because I’m proud of being a 
woman”. F3 also tried to explain it, “It feels weird being a guy. I don’t know why. I’m a bit 
surprised over how many people that play a different gender. It’s weird to me. It doesn’t 
really feel right in some way. I’m not guy, I’m a girl straight through and I need to feel for my 
character.” F1 stated that “I’ve chosen a gal because that’s what I am. When I was making her 
I was making something with which I can relate to. Its not strong feelings but something I 
have chosen spontaneously.” F2 stated that “I prefer the same sex as me. I don’t know, maybe 
because I like playing feminine characters, to show that they can do stuff also.” M1 
mentioned that even though he usually mixes he tends to play the opposite gender more 
frequently. His reasoning for this slight preference was: “I guess it’s just because I’m staring 
at this screen for a lot of hours a day and it’s easier on the eye. It’s just more fun to have a 
female character.” After saying that he quickly added: “But I don’t pretend to be female.” M4 
also says that he has more female characters than males but his reasoning is a different one, it 
has to do with size. For many of the races the females are smaller than the males and when it 
comes to the taller and bigger races he sometimes finds the males too big. M3 likes variation, 
and thus he wants both female and male characters. He picks the sex that goes best with the 
concept of the character he has in mind. M2 says that he likes a combination of sex, race and 
class that is unusual, like a female night elf warrior.  
 
When asked about how they prefer their characters to look three of the males said that they 
want a look for their character that goes with what s/he is doing and M3 also added that look 
should reflect the characters name. “If he has a name that sounds big and bad he should look 
big and bad, if he has a name that sounds tricky he should look like it.” M1 mostly makes his 
characters look so that they match the class they play or give them a comic look just for the 
fun of it. M4 is on another track than the rest of the males though, he does not bother with 
looks; he is happy as long as his character looks a bit fictional. The females are a bit more 
specific than the males. F3 said that she wants a look that is cute and feminine but she does 
not want a character that looks like a sex symbol. Due to that she does not like to play blood 
elves, they are to thin for her. F1 says that she tried to get her character to look cute as she 
found most of the characters in WoW ugly. F4 says that she tries to get them to look nice and 
pretty and she wishes that there would be more options for the look of a character and maybe 
even a function to do make up on the character, “like a combination of The Sims and WoW – 
it would be perfect!” 1 F2 is not as focused on looking cute as the other females. Her aim is 
more to have gear that looks good on a character, that is: to have a matching outfit.  
 
When it comes to what race their characters should be the males are not all to set, as with the 
gender of the characters. Most of the females once again want something they can relate to. 
M3 wants to vary his play experience and thus has a lot of character from different races. M4 
match the race to the class of his character rather than look to the graphics and the lore. M1 
states that he likes gnomes as a lot of people hate them, but he does not play any gnomes. And 
finally M2 says that he likes to pick combinations that are a bit odd, just like his choice of 
gender for a character, his reasoning for this is that he likes to play a unique character and the 

                                                 
1 In the expansion that was released after the interviews a new function was added to the game where player can 
change their look to some extent, for example harido, hair colour and jewlery. 
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way the game is made it is hard to make a character with a unique look so combining a race 
and a class together that are not to usual is a way for him to become more unique. F1 and F4 
prefer the human race, F1 as it is easiest to relate to and F4 as it is the alliance race that looks 
the best. F4 also adds that her favourite on the horde side is the blood elves for the same 
reason. F3 likes the gnomes the most as “they are small, jump around and are really cute. A 
lot of their animations are fun, like a warrior charging. There’s something special about 
them.” She also says that she can relate to them as they are small, chubby and a little quirky, a 
bit like her. F2 says that she does not really have a favourite but “It might be the cows. I really 
like their homeland; it’s so peaceful and quiet. I’m happy when I’m there.” 
 
The abilities seen as most important for a character varies between the players. M3 wants a 
character that can be best at something, his reasoning: “a rogue will do more damage than a 
mage and a warlock will always be more dangerous in pvp than a mage. So why play the 
mage? I guess it’s a competition thing.” M4 wants a caster character and finds it very 
important to have the ability to cast spells. M1 find different important abilities in all his 
characters and likes them all for different reasons, melee as well as ranged. M2 wants to be 
needed and to feel that he has a place in a group, thus as a damage dealer he finds it important 
to have the ability to do a lot of damage. F3 find it important that her characters has a sort of 
mystic aura over them. When she picked her mage she did it due to the magical abilities and 
when she picked her druid she did it for the mystical power in shape shifting that the class 
has. F1 think that versatility is very important for a character. For her it is important to be able 
to do damage and support the group at the same time. Both F4 and F2 find it important to 
have a character that is able to help others, F4 even let the ability to help other guide her in the 
choice of her first character “my boyfriend said that priest was a helpful class that took care of 
others, I though that it sounded nice so I made a priest.” 
 
When asked if he prefers to heal or do damage M1 answers that “It’s more fun to break stuff 
than it is to put it back together.” It looks like the majority of the males are with him in this 
opinion as well as F1, she feels that in doing damage “You are actually the one doing the end 
goal and the end goal is actually to down the one that is at hand. And of course, it is fun for 
me.” M3 and M2 also prefer to do damage over healing but they both add that they have 
started to be interested in tanking lately as it is more varied than doing damage, it is not as 
predictable and it brings responsibility. M4 and F4 is the ones who clearly prefers to heal, 
M4s reasoning for this is however not that he prefers to put things back together again but that 
it is a bigger challenge and not as static as doing damage. No fight is the other one alike as it 
is all based on the way the players interacts with the surroundings. F4s reason for it is 
different: “when I heal I don’t harm anyone, I just help” the others in the group. F3 is a bit 
divided, she finds dealing damage liberating, she said that it is as if she gets rid of some bad 
energy when doing it. She does however not enjoy doing damage through melee as she does 
not like violence, doing it through magic makes it less real. She likes to heal as well and says 
that she feel powerful and important in a role where she is responsible for keeping the group 
alive. F2 is also divided, even though she likes to do damage as you can see your results 
straight way and compare to other people she still finds it “cool” to be responsible for the 
others survival in the role as a healer.  
 
5.3 Views on the PvE Aspects of the Game 
On the topic of guilds most of the males and two females, F1 and F4, plainly stated that they 
were a part of a guild and thus a part of a WoW related community. M3 developed his answer 
a bit further than a statement and said that the guild he is a part of has a forum but he does not 
use them as he finds playing the game more fun. F3 also developed her answer more, she said 
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that her guild has been a great support through rough periods in her life; they have been there 
for her to talk to and to be social with, “they become like real friends with the exception that 
you don’t see how they look.” Nowadays she feels that the social part of the game is most fun. 
F2 said that she joined her guild for social reasons but it is not a very active guild so the is 
seldom anyone to be social with online. She also says that she cannot join a more active guild 
as she has little time to play due to her studies. 
 
When it comes to levelling it seems like M3 likes to get it done mainly by instance groups as 
it is an action filled challenge. He finds quests boring after you have done them once as a 
contrast to instances. He also likes to challenge himself in PvP where he gets even more 
action and also gets a prime opportunity to compete (more on this in chapter 5.4). F1 says that 
she levelled her character through questing and solo playing as it was hard to find competent 
groups to tackle the instances with. She does however find instances fun and if it was not for 
the long wait for groups she would have levelled through instances, just like M3, and she 
thinks that she would try to do so if she levels another one in the future as it is faster. M1 is 
also of the same opinion and thinks that instance are more fun as you get the variation but as 
questing usually is faster he tends to end up doing that instead. M4 and M2 does quests as 
well but M2s reason for it is a bit different, he likes the feeling of doing a mission and thus he 
likes quests. At the side of that he also has some mistrust for the general player and their 
ability so he does not want to join in so called pick up groups (PUG), a group consisting of 
people you do not know but rather pick up as they want to go where you want to go. So if it is 
not a group of friends going to an instance he will not be going there that day. But to get his 
variation he does like M3 and play some PvP. F3 says that she levelled her first character 
mostly with questing and her second mostly in instances. She finds instance play good for 
learning your character and developing the group play skills needed for later on in the game. 
F4 prefers questing for levelling as she is then in total control over her own game time, she 
can do what ever she decides to do, in a group she is dependent on other players. F2 prefers 
questing as well, she does not have much time to play due to her studies and she can do one 
quest over several play sessions. 
 
When it comes to being in charge in instances, trying to coordinate the group’s effort, all of 
the players tend to take a more laid back role. M3 says that it is more relaxing not to be in 
charge, he only takes charge while tanking as it is expected from the others. M2 says that he 
tries to organize the group if no one else does and that he is always available to help other 
who needs help with what they are doing, but he does prefer a more laid back role. F1 is of 
the same opinion and says that she only steps in to take charge and try to organize things 
when a run does not go smoothly. When asked why she does prefer the laid back approach 
she says: ”I think I’m shy. But I like to be active now and then.”  M1’s reason for assuming 
the passive role is that he is afraid to care too much and become competitive if he tries to 
arrange things. “There’s 100 miles an hour or 20 miles an hour, nothing in-between.” So to 
keep the fun in the game he tries to stay cool and relaxed. M4 says that he does take an active 
role but only when it comes to arranging healing, “although I don’t mind to sit back and 
relax”. F2 feels that she is not a very experienced player. She says that she could take more 
control if she knew more about the game. F3 also takes the more passive role, she does not 
like to put herself in a situation where she can get critiqued a lot. She tries to not stick out too 
much but instead be one in the group. If it is a group where she knows the other players well 
however she does not mind to coordinate a bit. F4 is usually passive when she plays with 
people from her guild but when she is in a PUG she steps in to organize. When asked why she 
says that it is because she trusts the people in her guild to be competent and know what they 
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are doing but when it comes to a PUG she does not trust it and wants to gain control through 
organization. 
 
When asked about what they think of professions the interviewees gave a vide range of 
answers. M2 finds blacksmithing fascinating as he has a friend in real life (IRL) that can 
make chain mail so if he was to pick one profession to do IRL from the WoW ones he would 
defiantly go for blacksmithing. M4 states that he likes herbalism as it brings him money and 
makes him self-sufficient when it comes to reagents for potions2, he does not find joy in the 
profession itself but rather what it gives him. F1 also likes to pick flowers but her attitude is 
quite different from M4s attitude: “I’m rather passionate about picking flowers; it’s the 
profession that I have chosen early from day one. And it has grown with my toon, with her 
character, because I died a lot3 while picking flowers and it’s a sort of thing that grows on 
you. (…) Herbing4 is one of the things that define my toon and it’s one of my favourite parts 
of entertainment.” F4, like F1, likes herbalism the best. She says that it is something she can 
use and it gives her money. M1 says that he likes enchanting as it stands out from the rest. It 
is not really a crafting profession in his opinion as it is meant for enhancing the items you 
already have, not to make new ones; he also thinks that it is a good way to make in-game 
money. F3 used to like crafting professions as for example tailoring due to the fact that there 
are strategic aspects of it, you have to gather the reagents for an item and then put it together. 
Nowadays however she is on the same line as M1 and prefers professions like enchanting and 
jewel crafting more as the use of them, and thus also the fun of them, continues as you play 
the end game at max level. F2 find the crafting professions as a fun thing that gives the game 
more flavour but she does not have a favourite amongst them, her favourite is skinning as you 
can do it all the time. M3 is not all too enthusiastic about professions, he states: “If I have to 
pick one, what I dislike least is the gathering ones. Like skinning, it’s simple and there’s no 
fuss. If I kill a mob I might as well skin it.” Earlier in the interview he also mentioned that he 
gets bored easily when things slow down and that it is one of the reasons why he does not like 
professions. All of the males more of less share M3’s view of professions, even the ones that 
did pick a favourite, and said that it was it was boring. M4 stood by his general view of 
professions and stated that: “It’s useful for endgame, so you gotta do what you gotta do.” 
 
When specifically asked how they feel about the profession fishing all of the male 
interviewees and F2 said that they find it boring. For example M1 said, “It’s too tedious. You 
can’t maximise the efficiency. It’s boring.” The rest of the female interviewees had a different 
way of looking at the profession; they liked it and found it quite relaxing. F1 said that she 
“like fishing at dawn in front of Stormwind, it’s one of my nice things to do in the morning.”  
 
 
5.4 Views on Competition and the PvP aspects of the Game 
As seen in the previous chapter some of the interviewees seem to have a strong competitive 
mentality. When asked about it both M3 and M4 state that they are quite competitive, they are 
however competitive in different ways. M3 competes with opponents as well as members on 
the same team, in a group he strives to top the damage and he would risk the safety of the 
group to do so as “it’s impossible to get top damage if you don’t”. M4 however sees it as a 
team effort and he competes with others by seeing how far their “team” (in this case guild) 
has come in the game content and how good gear they have. M1 agree with M4 and sees it 
                                                 
2 Made by alchemists and used to a great extent throughout the game.  
3 A character can die, it is quite common to do so. When you die you can however resurrect and go back to 
playing with little or no penalty for dying.  
4 The act of picking flowers in game.  
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more as a team effort, he says that by playing safe but well at the same time the group wins 
more in the end. However, he is not as competitive in his play, his own reasoning for this is 
that he is a really competitive person and if he were to try and compete in game he would 
soon start to lose some of the fun, so he tries to assume a laid back attitude towards it all. M2 
is not as competitive as the others and sees it all as a team effort where all have to do the best 
to their ability. The females are over all not as competitive as the males. F3 for example 
focuses on improving her own game play and developing as a player, when it comes to 
competing she goes as far as saying that she competes against herself but she does not 
compete against others. F2 strives to do her best in a similar way, “if you’re doing the best 
and everyone is doing their best we’ll have the best instance” run. F1 says that she does strive 
to top the damage at times but finds it more important to do the tasks you have been given to 
handle and to try and stay alive. F4 wants to do well and show that she is capable by doing so; 
she now and then acts as if she is competitive but competition is not her main reason behind 
trying to do good damage. 
 
When it comes to PvP all but M4 enjoys it, but for different reasons. The males mostly play 
PvP for the competition, even M1 that strives to keep his competitive side at ease when 
playing. Even as they try to compete to win M1 and M2 does not feel any strong disliking of 
the opponent, they see it as two teams playing against each other like in a team-sport. M3 
however, being the most competitive of the males, feels a strong disliking for the opponents 
even though he still sees it as two teams playing against each other. He sees PvP as “a sport 
where everything is allowed. As long as it’s not a duel5 you can play really dirty and anything 
goes.” F3 likes the group play and she says that “it is so much fun when people play well 
together and talk to each other in a constructive way.” F1 feels a sort of passion in PvP and 
even though she says that her main focus is to succeed with the objective of the battle ground 
she also says that she likes to kill her opponents and that PvP at time can be more fun than 
PvE as your opposition is a real player. F4 also likes PvP and she says that when PvPing is the 
only time she ever role-plays; she gets caught up in the moment and feels both scared and 
exited. F2 does find PvP fun but feels that she is not good at it and thus she does not do it all 
too often. When it comes to the way they view their opponents they do not really se them as 
evil, F1 sees them as “funny toons” and F3 find her opposing fraction, the horde, “kinda 
cute”. F4 is a bit of an exception in this case. Due to the fact that she role-plays a bit when 
playing PvP she calls her opponents by slightly abusive names, like when she plays horde she 
wants to have “gnome burgers” and when she plays alliance she hates the “stinky Taurens”. 
M4, as stated above, does not enjoy to PvP, he says: “PvP is a totally different game, not a 
game that I enjoy to play. PvE is about working together to find a solution and PvP is a 
competition.” 
 
5.5 Me and My Avatar 
When asked how they view themselves in the virtual world all of the players are on the same 
line at first. When talking to someone who knows you it is as if you are yourself with a 
graphical interface in front that the people you interact with see instead of seeing the real life 
you. Worth to mention here is that they consider a person to be able to know you even if you 
have only met through your avatars, only met online. F2 expresses it as “It’s a person with an 
interface to connect us and allows us to have experiences together, but it’s still private persons 
sitting and having experiences through the interface.” After that they all start to disagree. F1 
says that she most often sees it as her character being a fictional person in a fictional world, 

                                                 
5 A player can challange another player to a duel at almost any time and any place in the game, like in the wild-
west but instead of a shoot of it is a match where they use all their characters abilities.  
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besides the social aspects of the game. One of the males is of the same opinion and says that 
persons he does not know well probably only sees the cartoon (toon) that is his character. The 
other three guys tend to lean more towards a theory that even the people you do not know 
well also see you as you and not as a fictional person and they all said that they are aware that 
the toon standing in front of them and talking to them has a person behind it. M2 is the only 
one of the males that says that he now and then tries to role-play a bit on his lower levelled 
character, even though he is on a PvE server6. These are characters that his online friends do 
not know that he has. He states that when he is on a female character role-playing he tries to 
act softer and more feminine. But he also said that he is aware that there is another person 
behind the character he is playing against and he would never play in such a way that he 
would upset someone or hurt their feelings. F4 stated that she had played a bit of role-playing 
on a role-playing server, but she did not go deeper in to it. 
 
5.6 Good against Evil 
The concept of good against evil is something that usually is a part of computer games. When 
asked if they noticed any sort of aspects of that in the game the players divided in to two 
groups with one player, F3, in between. She was the only one of the players that seems to be 
unsure, she said that she does not know all of the lore but she guesses that there might be 
some NPCs that could be considered evil. 
 
M1, M3 and F4 think that there is a clear concept of good against evil in the game. M1 said 
that “You have horde and alliance as law, order and honour. Then you have the mindless evil, 
stereotypical evil. And then you have chaos and anarchy in the other side.” M3 went as far as 
saying that even though there is not a purely evil race to play there are players that are 
interested in being evil characters, or playing in a way that can be viewed as evil: “I think 
people that like to play ‘evil’ do play horde more, like Undeads. If you like to kill people you 
sneak around as an Undead rogue on a PvP server killing as soon as you get the opportunity to 
(…) it’s not much of a sport (…) it’s just degrading.” F4 points to the conflict between the 
Horde and the Alliance, “when I play my horde character I constantly hear rude jokes about 
the alliance and when I play my alliance characters it is the other way around”. Even though 
she does not state that one or the other is evil or good she pinpoints a conflict where the 
concept of “us against them” easily leads to an image of good against evil. She also thinks 
that some of the NPCs can be considered evil. 
 
M2, M4, F1 and F2 did not agree however, they stated that they could not see any theme of 
good against evil in the game. M4’s view is that it is either a person playing a toon or an NPC 
that is there to interact with in a game mechanical way, not something with a moral value 
stapled to it. M2 got a bit more philosophical and counter asked if there was such as thing as 
evil. He stated that it is like with the world in general. The way you look at the world is 
different depending on your experiences: “I view oppression as evil but if you look at the 
world from a different perspective a society where free thinking is allowed might seem 
chaotic and impossible.” He means that the same applies for the NPCs in WoW, they are not 
evil even if they might seem so to us, they are just of a different opinion. F1 is of the same 
opinion as M2; she says that “there is a story line that suggests such things. But personally no, 
I do not work with good and evil in WoW. It’s toons and story line. From their perspective it 
looks right. I don’t think it’s a good and evil thing.” and F2 answered, with a hint of irony, 
“Everybody think they are the good guys. And that the others are bad.” 
                                                 
6 There are special servers made for role-playing (RPG) at the side of PvE and PvP servers. The difference 
between PvP and PvE servers is that you are flagged for PvP interaction in a large amont of zones of the server 
when on a PvP server.  
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5.7 The Question of Gender Neutrality 
When it comes to the question of gender neutrality most of the interviewees, both male and 
female think that the game is not gender neutral. F1 and F2 however find it quite neutral. F1 
says that “As a game I think it’s made rather gender neutral but socially speaking we are 
people and people are not gender neutral. So the situations and the relations are not neutral 
either.” F2 thinks that it defies the gender roles in some ways but she is not really sure, she 
says that “the genders are equal but of course you have some differences in the sexes.” 
 

Figure 5. Switching the gender roles? 
 
When it comes to the reasoning behind a lack of gender neutrality the males, F3 and F4 have 
several arguments. M1 says that the game definitely embraces gender differences “The fact 
that you have night elf females that jumps once in a while to get here boobs to move a bit. It’s 
very photogenique females and very male males. I mean you have women running around in 
underwear.” M3 is on the same track says: “Just look at the armour! It’s like in the TV series 
Xena, she’s a strong independent woman but her armour is really sexist, and tomb raider is 
the same. I think it’s because it’s a strong streak in fantasy, and WoW embraces fantasy. In 
fantasy everything is exaggerated, females are half nude with big busts and men have 
unrealistically big muscles. It mirrors the society’s views and enhances them.” However they 
all agree that the characters are able to do the same things and that the embracing of gender 
differences mainly lies in the graphics and emotes7 that a character can do.  
 
M4 says that he thinks that there is gender differences and describes how it can be sometimes 
to play female characters. “If I’m playing on my female toon, especially in low level areas, I 
get whispers asking if I’m a girl. But in endgame guilds like ours I don’t think it matters.” F4 
also describes some of the hardships of being a female character and also a female player. She 
says that most likely 50% of the characters are female and 50% are male but the ratio of 
player is a lot different. The main group of players are males and until proven otherwise you 
are a male and will be called things like “bro”, “dude” and “one of the guys”. If it comes out 

                                                 
7 A kind of animated expression of a feeling often with sound such as saying hello, crying or making a joke. 
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that you are a female player you will be treated a bit differently. She has had other players tell 
her to “get back to the kitchen” and much worse and abusive things, things that in a real life 
context would be considered sexual harassment or even abuse. She also says that she 
nowadays isolate herself within her guild as she feel that she can trust her guild mates but she 
does not want players out side the guild to know about her gender “it is better to be genderless 
or male in WoW than to be a female”. F3 also states that people treat her differently when 
chatting if they know that she is a female player. All of the interviewees seem to think that 
this is due to the fact that there are people behind the characters. F3 explains it by saying that 
“People probably can’t stop thinking like they normally do just because they are online and 
behind a toon, I don’t think that makes a big difference.” F3 is on the same track: “I don’t 
think that the online environment erases the boundaries; it’s more of a reflection of the real 
world. I think that the fact that there is female NPCs that are powerful is a reflection of the 
fact that we today start to have female leaders in politics, so Blizzard are not pioneers they 
just reflect the society of today.” 
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6. Discussion 
At the start of this chapter I find it useful to repeat the aim of this thesis and the research 
questions that it tries to answer. The aim of this thesis is to study online environments to see 
whether a growing gender neutrality amongst the younger generations, as brought forward by 
Veen and Vrakking, seems to be correct.  And these are the research questions: 
 

• What aspects of the chosen virtual environment (see chapter 1.5) support or does not 
support a growing gender neutrality in online environments? 

• What role does ICT have in the way that Homo Zappiens view gender in online 
environments? 

• Does Homo Zappiens have a view of gender that differs from the views represented in 
gender theory? If so: in what way? 

 
These questions will be discussed below divided in to three chapters, one for each question. 
Following these chapters will be discussions concerning convergence and future research. The 
chapter will be ended with summary of the results. 
 
6.1 Gender Neutrality in Online Environments 
Now, let us start with the first question. What aspects of the chosen virtual environment 
support or does not support a growing gender neutrality in online environments? During the 
process of the empirical work I have noticed some patterns in the interviewees answers that 
indicates that there are several aspects of the game World of Warcraft that can be related to 
gender differences. Cassell and Jenkins (1998) argue that when it comes to choosing a 
character to play indicates that females enjoy playing a character to whom they can relate to, 
and preferably a realistic one. Males on the other hand enjoy more fantasy-related aspects. 
This is reflected in the answers to the interviews. The males mixed gender, race and looks on 
their characters a lot and a reason that was given by one of them was that he wanted the all 
these aspects to match the concept of the character he had. The females on the other hand 
mainly wanted a character that they could relate to. This goes for both the gender and the race 
of the character, for example one of them said “a female character is closer to my reality” and 
another one stated that “I’ve chosen a gal because that’s what I am”. These wishes to play a 
character that either matches your concept or that you can relate to are all fulfilled by the 
game through the possibility of playing both genders and different races. Hence the game 
enables the different players to find a character that they can relate to and find interest in, 
even though the players seem to have different interests in how this character should be.  
  
The study by Hussain and Griffiths (2008) points to a tendency amongst female players to 
play male characters. One of the reasons mentioned is that they want to get away from sexual 
harassment in the game. This combined with the results of my interviews leads me to the 
opinion that females want to play female characters, as it is something they can relate to, but 
in some cases the fear of sexual harassment is overwhelming and thus the female player 
chooses a male character to lessen the risk. I argue that this should lead to a less meaningful 
game experience, and thus also lead to a lesser quality of entertainment from the game, as the 
player is not playing the game fully based on her own (or in some cases his own) actual 
wishes and desires.  
 
The interviewed females were interested in playing characters that looked cute and some of 
the males wanted to look tough. These options are given to the players. You can mix together 
a look for your character that you find suitable from a base of options. Thus I find that when it 
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comes to gender, race and look of the character the game supports gender differences by 
giving the players choices to form their characters in what ever way they prefer. Something 
that has not always been the case in computer games.  
 
Another aspect of the game that can be discussed from the same perspective as above is the 
concept of professions. Cassell and Jenkins (1998) stated that females like serene and 
mundane aspects in the games that they play. This is related to the theory that they enjoy 
realistic games they can relate to. Something that indicates that it might be so is the female 
interviewees’ view of professions. They all seem to enjoy them as a separate part of the game, 
an aspect that could be fun to spend time on.  Three out of four of the females also enjoyed 
fishing, one of the most slow going activities in the game that one can engage in. Professions 
are aspects of the game that are really mundane in the way that they are all based on real 
professions and designed in a way that seems more or less realistic. The males on the other 
hand did not seem to like to engage in professions at all. Even though they mention that they 
do spend time on professions most of them do it as it gives economical benefits and also 
usually helps to improve your characters performance, not for the fun of the profession itself. 
Cassell and Jenkins’ (1998) statement that males like action filled game content with fast 
interactions indicates that they more or less dislike content that is slow going and where 
feedback is not intense. The males’ answers considering professions strongly support this. 
Thus the mundane character of the professions is something appreciated more by the females 
as it is something that resembles every day life that she can grasp on to in this world of 
fantasy while the males have a stronger urge for the fantasy itself and thus find the every day 
like activities boring. This might also have something to do with the hypothesis that females 
do not like violent game content (Cassell and Jenkins, 1998). WoW is a violent game in many 
aspects but there are also non violent parts of it, professions are one of those. Another aspect 
of the game that relates to the violent aspects versus the more peaceful ones of the game is 
inherent in the abilities that the players enjoy. One of the females right out said that she 
enjoyed playing a healer as she did not hurt anyone that way. Another one stated that she 
could play a damage dealer doing damage by magic but not melee weapons as the magic way 
of doing it removed the real violent aspects in it from her point of view. One of the males 
straight out expressed that he enjoys “the breaking of stuff”, something that indicates the 
enjoyment of the more violent aspects. Hence it is possible to see that there are activities 
based on action and violence as well as those based on more non-violent or more mundane 
occurrences. And thus there is room for both players with an interest in action and violence as 
well players with a more non-violent and serene nature.  
 
Something relating to the theme of action is the topic of competition. According to Cassell 
and Jenkins (1998) males are more prone to compete and enjoy competitive aspects of 
computer games than females. Three of the interviewed males clearly display competitive 
tendencies and they all seem to be aware of it, two of them also seem to be quite satisfied with 
it. The females on the other hand seem to be more concerned with improving themselves and 
showing that they are capable when it comes to tackling the game. The same can be said here 
as for the topic above, there is room in the game for both those with an interest in competing 
and those that do not wish to compete.  
 
The females also seem to enjoy the social aspects of the game more than the males, both the 
ones related to the game itself and the ones that concern the community more. It is even stated 
in the introduction of this thesis that the reason that females are increasingly playing 
MMORPGs might lie in the mesh between action filled game and communication platforms 
that is unique for the game genre (Cassell and Jenkins, 1998; Lie, 2003; Veen and Vrakking, 
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2006). However, the males do seem to enjoy those aspects as well. When it comes to the 
concept of instances and group play a guild is a steady base that will make it easier for you to 
succeed in these aspects. When you band together you will go further. To be able to band 
together in an efficient way you need to communicate and cooperate with each other. And to 
some extent someone needs to take the rains and drive, so to say, when it comes to instance 
groups. Cassell and Jenkins (1998) state that females are more prone to coordinate and take 
charge in situations like these. My empirical work suggests a slight divergence from theory 
here though. It seems accurate that females do enjoy order and steering things up a bit more, 
some more than others; but my study shows that not all of them dare to do so as they feel they 
do not know enough about the game or fear the criticism that might follow. So yes, they seem 
to be more prone to take charge but even though they want to at times some of them do not 
due to fear or feeling inferior to other players. I believe that the different views on 
competition might be reflected in this occurrence. Males are more prone to compete and to be 
able to win they need to gain more knowledge about the game; they need to have the upper 
hand. Females on the other hand do not have the same interest in competition and thus not the 
same need of holding the upper hand. The competitive way also leads to situations where 
players brag about their knowledge and at times correct their fellow players in a crude way to 
show that they do in fact have the upper hand. Hence females might be attracted to the social 
aspects of the game more then the males but they do not fully take part of them in the same 
extent as they at times feel inferior to the males or fear that crude correction from a fellow 
player.  
 
The above given examples are all based on what females and males likes and dislikes in a 
dichotomous way. The design of the game, it may be intentional or unintentional, however 
have several aspects that appeal to both female and male players. I find that this appeal is 
most likely based on different reasons for the different genders. If you look at the battle 
grounds for example they are full of action which according to Cassell and Jenkins (1998) is 
something that male players like and according to the interviews that assumption seems to be 
correct. At the same time the battle grounds are focused on a strategic game with in the game 
and it does go a lot better with teamwork and communication, three aspects that according to 
Cassell and Jenkins (1998) is female and that also was brought forward by the females in the 
interviews. Another example is the downing of a boss where the fight it self is filled with 
action but at the same time based on a strict strategy that must be mastered to succeed and 
these strategies needs team play and communication. Another example is the vide range of 
classes and roles that a player can choose when playing, this allows a player to find a way to 
interact with the game that suites her/him. Hence the results of the interviews show that 
players do find their own favourite things in the game, such as classes and roles, and that they 
find their own way of interacting with the game.  
 
When it comes to the aspect of Good vs. Evil the theory states that males most often find it 
intriguing while females find it lacking the everyday edge and thus do not like it as much as 
males (Cassell and Jenkins, 1998). The results from the interviews on the questions 
concerning this topic however show a divergence from the theory. Not all males found aspects 
of good vs. evil and some of the females found them and embraced them (se chapter 6.4 for 
my theory of this).  
 
These ways of interacting more or less follow the gender archetypes (Cassell and Jenkins, 
1998) brought forward in the theory chapter showing that most part of the 10 year old theory 
this thesis is based on still seem to still be viable today. The main divergence from the theory 
is considering the topic of good against evil, where most of the males did now did not see 
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such a trend and half of the females did. According to the theory males should be more prone 
to spot and enjoy such theories than females. There is also the slight divergence when it 
comes to the females taking charge in group situations, they want to as Cassell and Jenkins 
(1998) state but some of them do not dare to do so. The fact that the gender differences noted 
during the interviews seem to be more or less the same as the ones noted 10 years ago leads 
me to the conclusion that the term “gender neutrality” might be an exaggeration. Considering 
this and the responses on the question if the game embraced or defied gender differences I 
have to say that I find no signs of a growing gender neutrality in online environments 
represented in WoW. A majority of the interviewees’ stated that they did not find it gender 
neutral and they pointed out the graphics of the game as the main aspect of the embracing of 
the gender roles and  maybe most importantly the players attitudes. This embracement of the 
gender division is also noticeable in the different noises the characters make and the different 
jokes and flirts they can say. There is however room for both males and females and both 
genders can interact together and have fun side by side. I would rather call what I have found 
in the case of WoW gender equality than neutrality; and maybe this equality is what Veen and 
Vrakking first spottet a glimps of in 2006, in an early form. A remodel of the diagram 
presented at the start of this thesis (Figure1), shown below, describes how I see gender 
equality.   

 
Figure 6. Gender difference - remodel 
 
When a company chose to make a product that is suitable for both boys and girls they can do 
so by following the gender differences, that is embracing them, or by defying them and not 
basing their products on them. The first option will at best lead to gender equality and the 
second one might in time lead to gender neutrality at the side of the equality; that is of course 
if there is such a thing as a product that does not embrace gender differences. As the 
interviewed players all have said there seems to be differences between the genders and thus it 
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might be hard to produce a product that defies these differences, the goal of making a product 
is after all to see it in use.  
 
The critical non equal aspects pointed out in the interviews and also in the study by Hussain 
and Griffiths (2008) seem to be the attitude amongst the players. As long as the ideals that 
colour both the fantasy and the gaming culture, and in many ways the world in general, stay 
the same there will be no gender neutrality and maybe not even a gender equality, even 
though we can see a start of more gender equal computer games on the market such as Guitar 
Hero and Singstar. WoW can also be seen as a game designed for both male and female 
players, however slightly more for males. So even if WoW embraces the gender differences it 
does not lead to a gender division due to the fact that it is made in a way so that it is fun for 
both genders.  
 
To sum things up I would like to say that the patterns in behaviour that are represented in the 
theory chapter of this thesis seem to be more or less intact, with a few changes to them such 
as the view on good vs. evil. The game that has been studied does however show a tendency 
of fusing these behavioural patterns together in one product aimed for both males and 
females. Hence I can state that I see no support for gender neutrality in WoW, I do however 
see a growing gender equality. 
 
6.2 The role of ICT 
This leads us in to the next question, what role does ICT have in the way that Homo Zappiens 
view gender in online environments? From their answers it seems to be that the interviewed 
Homo Zappiens think that ICT does not matter a lot when it comes to a gender division in 
online environments, but at a deeper look one can see other tendencies. For example one 
female said that as long as a player does not know your true sex s/he will assume that you are 
a male. They all said that using net based ICT, such as the game and text chat, give you 
certain anonymity. Thus the ICT provides them with an option to stay anonymous and to try 
different types of roles, even gender roles, if they want to.  
 
6.3 The Homo Zappiens’ View of gender 
And that leads us to the third and last question, does Homo Zappiens seem to have a view of 
gender that differs from the views represented in gender theory, and if so: in what way? It 
seems that the view they have on the gender differences are more or less the same as in the 
gender theory I have used through out this thesis. There are however some divergences. For 
example the males seem to find it natural for females to engage in computer games and other 
ICT related technologies. The gender theory represent females as less inclined to do so (Lie, 
2003) but the ones doing it seem to be viewed as equals by the interviewed males. Hence it is 
noticable that the view of ICT as something of pure male interest is fading away. Something I 
see as a promising factor for further development of the gender equality in online 
environments. As more and more females interact with ICT at early ages there will be more 
and more females there for the young males to interact with and they will thus become a 
natural part of the virtual environments.  
 
There is however some likeness between the gender theory concerning technologies and 
females and the results of the interviews. The females have had computers and ICT in their 
lives for a long time but still they all seem to lack the so called “boy’s room competence” 
(Lie, 2003). Even though females lack this special form of competence and some of them 
have not been using computers from the same early age as the males they all seem to be quite 
competent when it comes to ICT usage. Designing their own interfaces and doing other forms 
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of graphical design and such. Hence the lack of the boy’s room competence might not be as 
big of a problem as one might first think when reading for example Lie (2003), the female 
Homo Zappiens seem to find their way around this lack of early experience. 
 
Another difference that can be noticed is that it seems like some of the females do not view 
the sexual symbolism in some of the characters as an embrace of gender differences. It might 
be that the males are exaggerated too and that they thus find it equal and then consider it not 
to be a difference. Contemplating this I came to the conclusion that the word difference might 
not mean the same to all and thus when asked about differences some Homo Zappiens might 
think of it as unequal treatment rather than a difference in graphical design or function.  
 
So to summarise and answer the question, there are some small differences in the way that 
they find it natural for females to engage in ICT and that they do not always se gender 
differences as differences but sometimes more as two sides of the same coin.  
 
6.4 Convergence 
The interaction between ICT and society can be described as technology interacting with 
society and thus gaining values and forming believes in the society. A convergence between 
technology and society can be described as the two aspects growing closer together and 
moving in to each other (Bradley, 2006). World of Warcraft is a good example of this. It is a 
phenomenon fully based on ICT; there is the game itself, the forums, community pages and 
much more. And yet it can be described as a subculture, a collected group of people that share 
the same ideas and feel connected with eachother (NE, 2009). The ideas and beliefs that are 
represented in this subculture is fully based on an ICT phenomena and for alot of the players 
the game and the subculture it represents is a large part of their everyday life; so much more 
than “just a game”.  
 
Bradley (2006) also states that the roles people have in their everyday life are slowly growing 
together, converging, in to one role: the life role. At the side of this there is the virtual role, 
the one a person would apply when in a virtual environment such as a computer game or a 
chat room online. This virtual role has often been called an avatar (Bradley, 2006). I have 
noticed a trend during the work with this study of a convergence not only between the 
different real life roles in to one life role but also between the life role and the avatar. This 
trend is however not something that is realized in all cases. Some of the interviewed players 
and the players that I interacted with during the time I did my study of the game seem to be 
more converged while other seem to be less converged. For example most of the interviewed 
always viewed their character as a sort of user interface of themselves. I find that as a sign of 
convergence between the avatar and the player. Others considered their characters to be 
fictional persons in a fictional world at times, which is a sign of lesser convergence. When 
looking to the people I met during my study some were very rude and acted in a way that 
made me think that they did not really understand that the person standing next to them were a 
real person with real feelings, or perhaps they just did not care. Sayings like “it’s only a game, 
it’s not real” can often be heard as an excuse and for some aspects I think that can be good 
motto but not for the social aspects. This behaviour indicates a non existing or small 
convergence between the avatar and the person behind it, like Bradley (2006) claims. There 
are however theories that the bond between the avatar and the player is quite strong 
(Linderoth, 2007; Turkle, 1995). I find that these theories put together with Bradleys 
convergence model and the results of my study show that there can be a convergence between 
the avatar and player. I see the topic of good agains evil as a good example for this. Not all 
males found aspects of good vs. evil and some of the females found them and embraced them. 
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My reasoning concerning this is that the variation might depend on a player’s convergence. A 
person that is more converged between his/her virtual self and real self will see the virtual 
world more as a reflection of the real world. Like one of the males who said that the “bad 
guys” in the game probably had a solid reasoning behind their action and did not act like they 
did just out of pure evil, that is a very straight forward view of for a virtual fantasy based 
environment. The same might go for players that are less converged, they might find it easier 
to buy in to the concept of good vs. evil as it is not a real relation, it is fictional and thus an 
action can be done out of pure evil or pure goodness. Hence I draw the conclusion that 
convergence between the player and the avatar can take place and when that happens the 
player starts to behave more as he or she would in the real world while in the virtual world. 
The player might still put on a role, a different gender or persona, but will more or less 
interact according to the social rule in the real world.  
 
In my opinion this convergence of real life and the virtual life might in time lead to greater 
gender equality in online environments. As I see it, based on the interviews and personal 
experience, the extent of sexual harassments is wider in the online environments. To quote a 
dear friend of mine, it is as if people just open the door between their brain and their mouth 
and let the words flow freely without a care. This is probably due to the anonymity sitting 
behind a computer screen brings you, and the possibility of ignoring social rules that follows 
with it. You do not have to be polite in the same way as in real life if you do not want to, 
because it will not reflect badly on the real life you in the same way. This also leads to a sort 
of “who cares” attitude amongst a lot of players and this in turn leads to a wider acceptance of 
such behaviour in online environments than real life. Examples of such behaviour can be 
found in the interviewees’ comments, such as F4 saying that she has been told to “get back to 
the kitchen”. I have also come across other examples of this during my studies, such as 
players trying to simulate rapes, promoting paedophilia and guild names such as “Sapped girls 
don’t say no”.8 In my experience these behaviours rarely get negative response in online 
envorinments.  As the convergence goes on I hope that more and more people will start to act 
as they would in real life and react to these kinds of behaviours in online environments; and 
that this in turn will lead to a lesser extent of sexual harassment in online environments than 
what we have today. With a lesser extent of sexual harassment the genders would be even 
more equal than they are today. Hence I see a strong and important role for convergence to 
play in the process of the developing gender equality. 
 
6.5 Conclusions 
I have drawn the following conclusions through out this discussion. 
 
I see no support for gender neutrality in WoW, I do however see a growing gender equality. 
This is based upon the following: 

• The game enables the different players to find a character that they can relate to and 
find interest in, even though the players seem to have different interests in how this 
character should be. 

• There is room for both players with an interest in action and violence as well players 
with a more non-violent and serene nature. 

• There is room in the game for both those with an interest in competing and those that 
do not wish to compete. 

                                                 
8 Sap is a form of crowd control in the game that renders the player with no control over their characters for a 
short while. 
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• The critical non equal aspects seem to be the attitude amongst the players. As long as 
the ideals that colour both the fantasy and the gaming culture, and in many ways the 
world in general, stay the same there will be no gender neutrality and maybe not even 
gender equality. 

• The game that has been studied does however show a tendency of fusing these 
behavioural patterns together in one product aimed for both males and females. 

 
ICT provides the Homo Zappiens with an option to stay anonymous and to try different types 
of roles, even gender roles, if they want to. 
 
There are some differences between the gender theory presented in chapter 3 and the Homo 
Zappiens view of gender. The differences are the following: 

• Homo Zappiens see it as fully normal for females to interact in ICT activities, and this 
in its turn might result in a fading of the view that ICT is of a pure male interest.  

• The lack of the boy’s room competence might does not seem to be a big problem for 
the female Homo Zappiens, they find their way around this lack of early experience.  

• The word difference might not mean the same to all and thus when asked about 
differences some Homo Zappiens might think of it as unequal treatment rather than a 
difference in graphical design or function. They do not always se gender differences as 
differences but sometimes more as two sides of the same coin. 

 
Convergence between the player and the avatar can take place, I feel that this is important for 
this study due to the following: 

• When that happens the player starts to behave more as he or she would in the real 
world while in the virtual world. The player might still put on a role, a different gender 
or persona, but will more or less interact according to the social rule in the real world. 

• Further convergence might lead to less sexual abusive behaviour and thus a more 
gender equal virtual environment.  

 
I would also like to state that I at the end of this work process do believe that what Veen and 
Vrakking mean by neutrality really is a form of equality, for as long as we have gender 
differences neutrality will be hard to obtain. Based on their way of describing this neutrality 
they do not imply a lack of gender differences. 
 
6.6 Future Research 
I have found a few interesting areas for future research during my work on this thesis. First of 
all I would like to say that this study is more or less a case study. Additional case studies on 
this topic would lead to greater insights to the topic of gender neutrality and equality in online 
environments. 
 
Secondly I find the idea of a convergence between real life roles and the avatar really 
interesting and something worth looking further into. As Bradley (2006) stated, ICT is so 
much more than work related IT systems these days. It is a great part of our leisure time and 
our interactions through ICT with people we have never met in real life does take a great deal 
of our time compared to just a few years ago. The fact that a sub-culture based on a virtual 
environment can be developed and such a strong part of its participants everyday life, the way 
that World of Warcraft is, indicates that more research in this field could be attractive.  
 
I have also noticed a trend of what I would like to describe as subtle form of Participatory 
Design. The basic ideas of Participatory Design are to include the end users in the design 
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process (Bødker, Kensing and Simonsen, 2004). This is being done to some extent when it 
comes to World of Warcraft. Through a constant watch over the community, this including 
for example forums and add-ons, Blizzard are able to see what their users like and want added 
to the game. And from what I have seen it has been quite successful so far. Through the study 
of how they gather information concerning theirs users needs we can gain valuable 
information that can be applied to other fields of research.  
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Interview questions 
 
General about the person: 
1. What sort of background do you have when it comes to computers and other forms of so-
called Information and Communication Technologies (ICT)?  
 
2. Are you a part of any WoW related community such as a guild or a forum?  
 
3. When you play do you use other software to communicate with the friends you play with? 
Such as ventrilo or teamspeak? 
 
4. Do you often do other things while playing? Such as watch TV, listen to music or chat with 
friends? 
 
5. Do you use add-ons when playing? If so, do you find them yourself and what sort of add-
ons do you use? 
 
General about the avatar: 
 
1. How long have you been playing the game? 
 
2. Why did you start to play? 
 
3. When you started to play did you read the game manual that came with the game? 
 
4. Do you have any characters at max level? If so, how many and what classes? 
 
5. What is your favourite race in the game and why? 
 
6. Do you prefer to play a character that is of the same sex as you or one of the opposite? Or 
do you mix? How come?  
 
7. What is the thing you find most important about the way your/a character looks? 
 
8. What ability do you find most important for you character to have? 
 
9. What are your favorite professions? Why? 
 
10. Do you enjoy fishing? 
 

Convergence and gender: 
 
1. The online WoW friends you have are they mainly from the same country as you or spread 
out through Europe?  
 
2. Do you mainly use WoW and other communication software to communicate with your 
online friends or do you also telephones to keep in touch? What is the reason for this? Any 
other types of communications?  
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3. When playing WoW how do you view yourself and others: 

a) Like fictional personae living in a fictional world? 
b) Like yourself but with a graphical interface that the other see instead of 

seeing the real life you? 
c) Like a combination of the above? 
d) Another option? 
Care to explain a bit more? 

 
4. When doing an instance as a damage dealer do you strive to do the top damage in the 
group? If so, why? If not, what do you strive to do? 
 
5. When in an instance group do you try to assume an active role and coordinate the groups 
efforts or do you take a more passive role? 
 
6. Do you prefer to do damage or healing?  
 
7. Do you prefer to farm for gold or for honour? 
 
8.When levelling, do you prefer to do it through questing or through instance groups? How 
come you prefer one before the other? 
 
9.If you were a crowd controller in an instance group and your crowd controlled mob were 
about to get loose soon but you though that you could get another attack in before re-applying 
the crowd control, what would you do? 
 
10. When you are in an instance and an extra group adds on a pull, how do you react? Do you 
for example feel excitement or stress? Or something else? 
 
11. When playing outdoor PvP or in a battleground, do you feel a strong disliking of your 
opponents? Would you say you saw them as evil? Any aspects of good vs. evil in the game? 
 
12. What would you describe as your main focus in battlegrounds? Is that the same as what 
you would describe as most fun? (Some do the duty even if it’s not fun) 
 

Gender and the world 
 
1. Do you have a favourite NPC in the game? Who is your favourite NPC in the game, can be 
a “good guy” or a “bad guy”? Why? 
 
2. Would you say that virtual world of WoW embraces or defies classic assumptions about the 
genders? 
 
3. Do you think that being online in an online world makes people look away from classic 
gender roles? Or is there no difference from the real life? 
 
 
 


