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Interactive Gaming Cultures
Introduction:


In the mid to late 1980s an interactive game of imagination held a tight grip on the teenagers in America.  Those teenagers have grown into adults now and continue playing the game. The Dungeons and Dragons game, created by Gary Gygax, engulfed the minds of both boys and girls.   It was the world’s first role-playing game.  Teenagers would lock themselves in rooms and basements for hours to play the game, this during a time when Nintendo had launched its original electronic game system.  Emerging from the depths of these basements was a sub-cultural of young men and women obsessed with the game and its characters.   The game became a part of their life.


In the midst of the rise in electronic gaming, the Dungeons and Dragons culture is still alive and well.  It is one of the non-electronic gaming groups that continues to exist.   All across the country are local chapters of Dungeons and Dragons players.   They gather to discuss the game, strategies and books relevant to the game.   In recent years the game has moved to an online format.   Though the online format of the game is creating quite a stir and quite a consumer base, there are still those who hold strong to the face-to-face meetings to participate in 
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the games.   With all the accolades this game has acquired over the years, there still hasn’t been a study to determine the causes for the success and long-running tenure it has on the gaming community.  

Research Question:


The purpose of this research is to clearly identify the culture and nature of the Dungeons and Dragons groups.  The central question is:  What continues to draw these individuals to the Dungeons and Dragons game, and what benefit does the group provide to them?

Scope:


This researcher will use an ethnographic study to answer the questions at hand.  Van Mannan (1995) states that, “ethnography claims and is granted by many if not most of its readers a kind of documentary status on the basis that someone actually goes ‘out there’, draws close to people and events, and then writes about what was learned in situ,” (p. 3).  This researcher will use the Cultivation Analysis theory to examine the information gathered from this ethnographic study.   The Cultivation Analysis theory discusses the important role that television and other media play in people’s life.   This researcher will also use the Cultural Approach to Organizations Theory.   The CAOT argues that an organization’s culture is composed of shared symbols, each of which has a 
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unique meaning. Organizational stories, rituals, and rites of passage are examples of what constitutes the culture of an organization.  


Gaming cultures play an important role in our social structure.   According to Squire and Steinkuehler (2005), “game cultures feature participation in a collective intelligence, blur the distinction between the production and consumption of information, emphasize expertise rather than status and promote international and cross-cultural media and communities,” (p. 38).  While the gaming communities for Dungeons and Dragons were created in the basements of several homes, many current day users have moved into new technology and now play the game online.  Seth Scheisel (2006) stated, “but these days, aspiring wizards, druids and paladins are more likely to click and type their way through the evil necromancer's tower rather than huddle around a table casting spells between grabbing bites of pizza,” (p. E1).  With the move to online gaming, many of the organized groups have moved their sites online.   In Orange County, CA, Dungeon and Dragons “meetup group” meets monthly.   While they do still meet monthly, there is an interactive website (The Orange County Dungeons and Dragons Meetup Group) they go to communicate with each other.   There are blogs running on a daily basis discussing game strategy and meeting topics.  
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Procedures:


The target population for this study is the 172 members of The Orange County Dungeons and Dragons Meetup Group.  This researcher will make contact with “Moonsong”, who according to the group’s website is the organizer.   With the approval of the organizer, this researcher will attend meetings for a 12-month period.  


These questions will be answered through observation of the group both in person and online.   This researcher will follow up the observation with interviews to clarify observations and further questions.  These methods will provide this researcher with key information on how the group interacts with each other both online and in person.   Attending group meetings for a 12-month period will allow this researcher to look at the characteristics of the group during a sufficient amount of time.   A personal interview will be conducted with the group organizer, “Moonsong”, prior to attending the first meeting.  This researcher will then posses the knowledge of the creation of the group and its founding members.  Finally, this researcher will conduct a focus group with 20 members of the Orange County group.  This will provide insight on their thoughts of the changes in the Dungeons and Dragons culture from face-to-face meetings to now competing online.  This researcher will also map and photograph the meeting sites and collect all the blog information for the duration 
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of the observation period.  The primary data collection method will be through observation notes and tape recordings of the interviews.   


This researcher will analyze and triangulate the data collected by comparing the three methods of gathering information (observation, interviews, focus group).   This will provide a comparison of the way the members of the group interact at monthly meetings, as individuals and within a smaller group.   

Implications:


This study presents a few limitations.   First, this researcher must obtain approval by the group organizer to attend monthly meetings.   If and when the approval is received, then this researcher will need to identify those willing to participate in interviews and the focus group at the end of the observation period.  Another limitation is the possible bias the members of the group will feel towards this researcher.   With a 12-month observation period, hopefully they will grow accustom to this researchers presence at meetings and online.   


This study will benefit game manufacturers (i.e. Milton Bradley).   It will take an in-depth look at the results of a very successful game, and provide information regarding the desires and wants of the gaming community.   This study will also benefit the producers of online games and the online gaming community.   The information provided by the members of the Orange County Dungeons and Dragons group will provided online game manufacturers with crucial demographic information in launching a new game.  
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Consent form:

Title of the Study: An ethnographic look at the characteristics of the Dungeons and Dragons gaming community.  

Student Researcher:  Joseph Medlin (phone: 714-850-9536)

DESCRIPTION OF THE RESEARCH

You are invited to participate in a research study about the Dungeons and Dragons gaming community.  The purpose of this research is to clearly identify the culture and nature of the Dungeons and Dragons groups This study will include observation of group meetings and interviews with members of the group.  It will also include a focus group with a smaller number of group participants.

You will be observed and audio taped during your participation in this research.  The audio recordings are strictly for the use of the researchers.  The tapes will be kept to complete the ethnographic study of the characteristics of the Dungeons and Dragons gaming community.

ARE THERE ANY RISK TO ME?

We don’t anticipate any risks to you from participation in this study.

ARE THERE ANY BENEFITS TO ME?

We don’t expect any direct benefits to you from participation in this study.

HOW WILL MY CONFIDENTIALITY BE PROTECTED?

While there will probably be publications as a result of this study, your name will not be used.   Only group characteristics will be published.  

If you participate in this study, we would like to be able to quote you directly without using your name.  If you agree to allow us to identify you in publications, please initial the statement at the bottom of this form.  

WHOM SHOULD I CONTACT IF I HAVE QUESTIONS?

You may ask any questions about the research at any time.  If you have questions about the research after you leave today you should contact Joseph Medlin at 714-850-9536.

Your participation is completely voluntary.  If you being participation and change your mind you may end your participation at any time without penalty.

Your signature indicates that you have read this consent for, had an opportunity to ask any questions about your participation in this research and voluntarily consent to participate.  You will receive a copy of this form for your records.

Name of Participant (please print):​​​​​​​________________________________


Signature:________________________________

Date:_____________

