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environments that integrate elements of open social sessions to solve specific learning
objectives) are created through communication systems in MMOGSs, providing a variety of
social and psychological interactions through language unique to the M-gaming community
(Bawa, 2018; Bodomo, 2009; Thorne, 2010). The synchronous use of multifunctional
resources, such as pictures, texts, and sounds, as well as multimodal usages, also

distinguish communication and language in MMOGs (Bawa, 2018; Simpson et al., 2018).

As noted, online gaming, particularly MMOG, is a common and well-liked pastime, and social
interaction has exhibited numerous advantages for players, including reducing loneliness
and promoting well-being (Beres et al., 2021). Despite these advantages, some argue that
multiplayer gaming, especially in online settings, can be harmful to gamers by exposing
them to negative player behaviour (Nguyen & Zagal, 2016; Simpson et al., 2018). Toxic
behaviour includes disruptive gaming that breaches the game's rules and social standards,
as well as bad comments directed at other players (such as harassment, verbal abuse, and
flaming) (Beres et al., 2021). However, there is a lack of persuasive data and actual research
on either side. It could be helpful to determine if M-gamers are aware of the violence in the
games and give it the same consideration or importance that outsiders might while speaking
within their subgroup (Bawa, 2018).

2.4.2 PRIOR STUDIES ON MMOG LANGUAGE

Prior studies on communication and language use in MMOGs include research by Ensslin
(2017) on the language of gaming. Their research was not limited to video gaming only.
According to Ensslin (2017), there is a gap in the study of language as used in and about
video games, especially studies on the language elements of video games, even though
video games are among the most sophisticated and multifaceted mediums. Text-based
discussions in virtual game arenas offer cooperative and engaging communication
opportunities for language learning. Therefore, the purpose of the research by Ensslin
(2017) was to examine these text-based discussions to understand the communication and
language usage of gamers to utilise a multidimensional lens to discover avenues through

which to explore these communities further.

In their paper “Using ubiquitous games in an English listening and speaking course: Impact
on learning outcomes and motivation”, Liu and Chu (2010) researched the motivation for

learning English using a digital game. World of Warcraft, a worldwide popular MMOG, was
Page 30 of 280

© University of Pretoria












UNIVERSITEIT VAN PRETORIA
UNIVERSITY OF PRETORIA
YUNIBESITHI YA PRETORIA

&
g

Besides these player-to-player interaction platforms, some platforms also allow for larger
group interactions. In Star Wars Galaxies, for example, these are referred to as third places
(Tang et al., 2008). Third places offer a wide range of public spaces that serve as venues
for players to connect regularly outside their homes and places of employment in optional,
informal, and cheerful predicted settings (Tang et al., 2008). These are some of the busiest
and most crowded social areas of MMOGs. They are by far the most similar to social areas
in the real world (e.g., bars). As a result, they provide a lot of information for analysis
(Ducheneaut et al., 2007a). Contrary to purely social contacts, which go "beyond the
frameworks of purpose, obligation, or role", most visitors to these spaces have specific goals
of socialising there. Their interactions are typically "brief and instrumental” (Tang et al.,
2008).

2.4.4 LANGUAGE LEARNING THROUGH MMOGS

The educational potential of digital games has drawn attention since the very be beginning
of using computers in language learning. Despite games typically solely considered
pleasurable pursuits in the public press, new studies have conclusively demonstrated their
educational benefits (Chotipaktanasook & Reinders, 2018). As a result, games are being
used more frequently in all stages of education, including language learning. A growing body
of research has shown how successful digital games are for teaching and learning
languages, as shown in journal articles, book chapters, and specialised volumes
(Chotipaktanasook & Reinders, 2018; Kongmee, Strachan, Pickard, & Montgomery, 2011;
Lin & Guo, 2021; Ng, Azizie, & Chew, 2021; Peterson, 2012; Wang, 2017). These studies
have demonstrated the value of digital games for second language (L2) learning and how
their design aspects align with second language acquisition (SLA) ideas. However, the
results of prior research on language acquisition through digital games, as highlighted by
Peterson (2010), were inconclusive because they were based on small sample sizes and
brief game-play sessions (Ng et al., 2021). Nonetheless, digital games have been shown to
have a high potential for engaging students and facilitating real-time L2 contact with
classmates and other players, including native speakers, making this relationship with

interaction research promising (Chotipaktanasook & Reinders, 2018).

Many teachers' curricula and methods of instruction have been transformed by the

expansion of the online gaming industry from face-to-face learning to digital game-based
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Reinders, 2018; Peterson, 2012). It was also found that learners were found to have
interacted solely in English and to have utilised a variety of tactics. Another benefit of using
MMOGs as a platform for language learning is the finding that using games as a platform
for language learning has benefits. Ng et al. (2021) discovered that vocabulary games could
improve English as a Second Language (ESL) and English as a First Language (EFL)
learners' learning processes since games aid in helping them remember target terms more
quickly (Ng et al., 2021).

The participants (who gave mainly positive feedback) claimed that engagement in MMOGs,
together with the anonymity provided by the use of pseudonyms and avatars, have helped
lower anxiety levels and encouraged opportunities for taking risks with English. Thus, this
response was consistent with research on learner involvement in MMOGs
(Chotipaktanasook & Reinders, 2018; Peterson, 2012).

2.45 ABUSIVE LANGUAGE AND COMMUNICATION PATTERNS AS FOUND IN
MMOGs

MMOGs can be harmful to gamers by exposing them to negative and toxic player behaviour
(Nguyen & Zagal, 2016; Simpson et al., 2018). Toxic behaviour is an all-encompassing
phrase for many unfavourable actions (such as pejorative language, harassment, flaming,
trolling, and cheating) that undermine teamwork and ruin the atmosphere of MMOGs
(Kordyaka et al., 2020). When players encounter a bad event in a game and become angry
and frustrated, they engage in abusive behaviour, which results in damaging and polluted
communication likely to spread beyond the gaming environment (Kordyaka et al., 2020; Neto
et al., 2017).

For game developers, preventing pejorative language (which leads to user attrition and
discourages new players from signing up) is crucial since it threatens their ability to generate
income (Beres et al., 2021). The Fair Play Alliance partnership was established by game
developers and businesses to prevent toxic player interactions in online gaming and create
communities free from abuse, harassment, and discrimination. Furthermore, players from
under-represented groups are frequently the targets of toxic actions, which constitute a type
of cyberbullying (Beres et al., 2021; Kordyaka et al., 2020).
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other offerings (Ducheneaut & Moore, 2004; Treadway, 2010), which is against the terms of

agreement for the game (Treadway, 2010).

Spammers who engage in this kind of shout-spamming typically use their online personas
as some sort of virtual billboard with no player interaction. Still, much action could be taking
place in the background (Ducheneaut & Moore, 2004). This can be done using bots, as they
do not need the user to be in front of the computer. These bots, considered the most widely-
used and challenging-to-handle hack, contain a program operated outside of the game,
which sends commands to transmit the spam to the participants inside the game (Treadway,
2010). Although the player can disable specific chat channels, doing so isolates them from
other players and prevents them from interacting with their avatars (Treadway, 2010).
Players communicate secretly using "tells" and “whispers”; these are methods for private
communications between two players in MMOGs (Treadway, 2010). Indeed, in crowded
areas, the use of private text channels may rise. Observations showed that players
frequently move to private messaging forums as a tactic for muting the noise in locations

where there is shout-spamming (Ducheneaut & Moore, 2004).

However, spammers can also take advantage of the chat system by using direct messaging.
Spammers can leverage the private messaging system to deliver spam to users by using
the web scraper data collecting technique. Before distributing their spam to gamers, some
spammers would even attempt to hide their actions by striking up a regular dialogue
regarding the game. While using bots to streamline the process helps speed up this kind of

exploitation, it can also be a tedious process (Treadway, 2010).

2.4.6 APPROACHES EXPLAINING TOXIC BEHAVIOUR

To understand toxic behaviour in MMOGs analytically, we review relevant studies that have
documented harmful behaviour in the virtual world (Adinolf & Turkay, 2018; Beres et al.,
2021; Blackburn & Kwak, 2014; Griffiths, 2014; Kwak et al., 2015; Neto et al., 2017). Three
alternative theoretical concepts are discussed based on currently available evidence in the

following sections.

2.4.6.1 Online disinhibition effect
The perceived lack of restriction one experiences when speaking online as opposed to in

person is known as the online disinhibition effect (ODE), which is caused by lowered
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only ones who exhibit masculinity. Online female players of WOW have been observed to
appreciate acting aggressively masculine as well (Royse, Lee, Undrahbuyan, Hopson, &
Consalvo, 2007).

2.4.11 LANGUAGE USE FOR GENDER IDENTITIES

Individuals’ self-worth have risen; thus, it's logical to examine how identity is portrayed when
that individual is at their most distinctive, i.e., when they are involved in non-work-related,
enjoyable, and hobby activities (Pearce, 2017) .When compared to work or institutional
settings, many leisure settings have much less stringent psychosocial standards. In online
settings, characterised by anonymity, where identities cannot be connected to offline
identities, the lack of restrictions is even more apparent. Online gaming communities have
established their distinct systems of social structure-related views and convictions, which
are frequently correlated with beliefs shared by communities outside of the gaming context.
These beliefs may be embraced by the entire community or be specific to a certain type of
game or genre (Pearce, 2017). Players in MMOGs can only infer things about others’
preconceived notions since there is little to no method of learning much about their identities
in-game. This is mainly accomplished through the vocabulary used in virtual communities
(Pearce, 2017). One example of this is using language to detect someone's gender by
analysing their language preferences and usage (Eisenchlas, 2013; Kapidzic & Herring,
2011; Pearce, 2017).

Though identity in the physical world may be linked to unchangeable traits like appearance,
identity in anonymised settings, like those of virtual communities, is always subject to
modification (Marwick, 2013; Pearce, 2017). Online, the commonplace player is assumed
to be white, male, and heterosexual except if they are ‘marked’ otherwise, which is an
intriguing observation (Marwick, 2013). This finding suggests that individuals must make an
effort to differentiate their vocabulary from the typical pattern to construct or act an identity
different from that of a white, heterosexual male. On the other hand, players must adhere to
acceptable linguistic conventions if they are trying to create or enact the persona of a
straight, white man (Pearce, 2017). As no other characteristics besides playing ability can
be used to establish identities, if a player takes on an identity inconsistent with being female,
then their fan base can simply modify their view of the player as being male. As a result,
witnessing instances of exhibiting sexual identities as right or wrong is very challenging, if

not unachievable, in this setting (Pearce, 2017).
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Cursing, Aggressive,
Disruptive)

e Communication norm
(Crass, Blunt, Direct)

Outcome Formation of smaller | ¢« Preference for -

communities acquainted players

e Need for supportive
‘community’

e Isolation from hostile
environments

e Decision to stop playing

Remaining silent e Social disconnect e Playing with no
e Avoidance of negative sound/audio
behaviour ¢ Muting chat

e Disengaging or
selective engagement
e Withdrawal

¢ Muting chats and audio

Retaliation e Defensive reaction -
e Emotional reaction

e Unable to remain silent
e Wanting fairness

e Reciprocating

Table 6: Evidence base for codes on pejorative language use in MMOGs

Several stages were involved in the theory building process; this included data collection,
analysing the interview data; coding, comparing, and categorising the data, and the
emergence of an initial theory or theoretical explanation concerning correlations within and
across emerging categories. The interview questions were modified throughout the research
study considering the developing themes and concepts from earlier cycles, which impacted

the choice and application of following data sources (observations and recordings).

As the research topic became clearer to the researcher, the emerging concepts allowed her
to revise interview questions further. The researcher used the coding practices of open
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Yeah, just a lot more banter. | guess it would be like making fun of each
other, but it would be like in a very joking friendly way.”

Table 9: Interview excerpts on gamers' perceptions of 'banter

Findings from observations also show that players perceive game language as normal in
that players were observed to be emotionally detached, i.e. they did not appear to display
any emotions of hurt or sadness when pejorative language was used. Players were also
observed making fun of each other and laughing together during and after the game even

when pejorative language was used.

e Contextual Language
However, the pejorative language can be contextualised, i.e., it depends on who says it.
During observations, players were seen joking with friends and using pejorative language
casually without displaying emotions of disapproval. Players usually accept pejorative
language in gaming if someone in their team or a friend uses it but may find it offensive when
used by someone else.
Participant 9:
“I guess its just.one thing | will do is like I'll always make sure, like the people around
me, if I'm playing with friends and stuff, are alright with it before | just go ahead with
it”.

Participant 5 stated:

“Swearing at yourself is | think it's better, but it also depends who you are playing
with, it wouldn't be nice to swear in front of a minor because we have kids that play

the game as well, and yeah, yeah.” [Participant 5]

Participant 7 also said the acceptability of pejorative language in MMOGs depends on the
people one is playing with. There were also mentions of the degree or extent of the game
language, some players believe that as much as it is acceptable, some players tend to take
it too far. Participants 4, 6 and 10 in particular believe that it is unnecessary and there is
absolutely no need for it. With Participant 4 explaining that they are against pejorative
language use “when it comes to the other side”, they explained this as when people are

being mean and use pejorative language out of context. According to Participant 11,
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in MMOGs, these actors in the game engage in different actions to achieve a specific
outcome. The games played also differ but in general the games are very competitive.
Research shows that the competitive nature of games may result in aggression, including
the use of pejorative language (Grandprey-Shores, He, Swanenburg, Kraut, & Riedl, 2014).
The data also showed that participants’ individual characteristics played a role in whether or
not they use pejorative language during gameplay. Figure 22 illustrates the relationship
between the constructs classified as stressors in this study. These different constructs are

explained in detail in the sections that follow.

Normalised language (Banter)

Game language

Contextual language
(Depends on who says it)

Type of game

Players with resources
Inter-team

ObjECtS \
Rules /\

Intra-team

Players

f

Demographics

Individual characteristics

Gender
Background

Figure 22: Stressors in MMOGs.

5.6.1 INFLUENCE OF THE TYPE OF GAME ON PEJORATIVE LANGUAGE USE

A social game is a way to structure a social setting wherein participants with particular
characteristics participate in recurring behavioural patterns and interactions that are
influenced by the rules, objectives, resources, models, and objects of the game being

played. In addition to taking place within game time and dimension, the social game also
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5.6.2 GAME LANGUAGE

MMOGs have grown in popularity over the past few years on a global scale leading to a
steady increase in production and consumption (Bawa, 2018). In the context of playing and
socialising through such games, players from a wide range of cultural, demographic,
economic, geographic and linguistic backgrounds come together under the umbrella of
MMOGs and spend a significant amount of time interacting and communicating with one
another (Ballard & Welch, 2017; Bawa, 2018). The vast majority of contemporary research
on video game culture focuses on massively multiplayer online games (MMOGS) such as
Everquest, World of Warcraft, and SecondLife (Castronova, 2008; Chee, Vieta, & Smith,
2006; Ondrejka, 2006; Taylor, 2009; Williams, Yee, & Caplan, 2008).

Gaming culture refers to the conventions, signs, traditions, and norms that have developed
around the common experience of playing video games (Castronova, 2008; Chen &
Luppicini, 2017; Schott & Horrell, 2000). This is the definition that has been adopted in this
study as players have described the language in gaming as part of the game. This can then
be seen as one part of the norms and traditions of MMOGSs. The present study takes on the
definition of game language as the particular vocabulary, slang, and jargon that participants
employ to set their discussions apart from ordinary, everyday interactions (Bawa, 2018).
This subject is important because it illustrates how the communication among M-gamers
develops into a subculture with unique traits and linguistic essences, resulting from the many

ways that individual M-gamers choose to alter words and phrases (Bawa, 2018).

In social games, participants are familiar with the rules, cultural norms, distinctive strategies,
and chances for success and failure and some are skilled players, while others are not (Hsu,
2020). For instance, language and memes have game-related origins. The distinct language
and linguistic customs that emerge from the gaming world include linguistic allusions to
games and leetspeak, a system of shorthand for efficient communication in video games.
For instance, the signoff for a game is frequently “gg” for good game (Vdovichenko, 2015).
The following sub-section discusses the two different components of game language which

are normalised language and contextual language as found in the data.

5.6.2.1 NORMALISED LANGUAGE: GENERAL BANTER
The findings revealed that players describe game language as “normal” and a form of

general “banter” amongst players. This can be seen in Table 9 in the finding where interview
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5.7 THE STRAINS AS IDENTIFIED BY THIS STUDY

The SSO model views strain as a mediating component and connects stressors to
outcomes, strain is a direct consequence of stress (Cao et al., 2018; Koeske & Koeske,
1993). The data identified the platform/environment, as moderators of the actual language
used in MMOGs, which is a mediator. This section discusses these concepts in detail and
the role they play in the pejorative language use in MMOGs. Figure 24 shows how strain in

MMOGs is brought about by the stressors identified in the previous section.

Normalised language (Banter)

Game language

Contextual language
(Depends on who says it)

Type of game

Players with resources
Objects

RUIBS \\’

Intra-team | _~

Inter-team -

/

Actual Language

PIayTers / Moderation
Demographics Platform
Individual characteristics l
Gender Medium
Background
|
\ I\ J
|| 1
Stressors Strain

Figure 24: Strain as a direct consequence of stressors in MMOGs

5.7.1 THE ACTUAL LANGAUGE USED IN MMOGS

This research took a qualitative approach in examining the main concerns or most important

aspects of the use of pejorative language in MMOGs. The data showed that the actual

language used in MMOGs, although normalised, is sometimes pejorative. When asked if
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5.8 OUTCOME OF PEJORATIVE LANGUAGE USE IN MMOGS

The SSO model states that strain plays an intermediary function in the association between
stress and outcome. The study revealed that there were certain outcomes resulting from the
use of pejorative language in MMOGs. The following section demonstrates that the use of
pejorative language in MMOGs impacts on how players enjoy and engage with the game.
The data showed that participants will dissociate, i.e., form smaller communities where they
only play with people they know, remain silent during game play, choose different
communication mediums, or retaliate when pejorative language is used. These outcomes
will be discussed in detail in the sections that follow. Figure 25 is the final model of the
emergent theory and shows how the outcome of pejorative language use in MMOGs fits in

with the discussions from the sections above.

Normalised language (Banter)

Game language

Contextual language

(Depends on who says it)
Type of game

Players with resources
Objects

Inter-team

/
i

@

Formation of smaller communities

Actual Language - Dissociation

/ Remaining silent

Retaliation

Rules

Goals

\

Players

Demographics Platform
Individual characteristics l
Gender Medium
Background
( J ( ]\
1 ! T
Stressors Strain Qutcome

Figure 25: Outcome of pejorative language use in MMOGS

5.8.1 FORMATION OF SMALLER COMMUNITIES - DISSOCIATION

Dissociation is a strategy through which certain cognitive procedures that often interact with
various other procedures supposedly act in a more segmented or automated manner,
typically beyond the range of conscious perception or retention of memories (Van der Hart

& Horst, 1989). This is explained by dissociation theory. "L'automatisme psychologique,”
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5.8.2 REMAINING SILENT

Remaining silent and not engaging during gameplay is another outcome that came from this
study’s data. As per the open codes in Table 6, players mentioned that they prefer playing
with their friends, choose to avoid negative behaviour, withdraw from engaging during game
play, and sometimes just play with their audio turned off. The spiral of silence theory is a
theory of mass communication and political science which was first coined by Noelle-
Neumann (1974). The theory posits that a person's readiness to voice his own thoughts is
influenced by how he perceives the dispersion of general public consensus, which
subsequently informs the views of others and, eventually, how keen they are to voice their
views (Glynn, Ostman, & McDonald, 1995; Noelle-Neumann, 1974). The primary proposition
is that social interactions allow people to affect each other's propensity to voice their ideas
(Glynn et al., 1995; Taylor, 1982). According to Noelle-Neumann (1974), when people see
that other people in the group share their own opinion, they will become more self-assured
and outspoken. However, the person will be more likely to be reserved and keep quiet if he
observes that the group does not agree with his opinion (Glynn et al., 1995; Noelle-
Neumann, 1974; Taylor, 1982). That is, a person believes that staying within the group and
not alienating themselves is of greater significance than making his own decisions, thus he
values this viewpoint more than the necessity to voice out his opinion (Noelle-Neumann,

1974). Figure 26 is the spiral of silence theory.
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Prevailing Public Opinion

/ AN

WILLINGNESS TO SPEAK OUT

Perceived
Discrepancy

—

(R ——

Person with
Minority Viewpoint

LELLLELTL

FEAR OF ISOLATION

THE DOWNWARD SPIRAL OF SILENCE

Figure 26: Elisabeth Noelle-Neumann’s Spiral of Silence Theory (Noelle-Neumann, 1974)

Figure 26 illustrating the spiral of silence theory shows a spiral containing two endpoints.
The broad majority perspective is at the top of the spiral. The viewpoints of the minority are
found in the bottom half, which is made up of the shallowest portion. The theory
demonstrates that individuals of minority do not speak out about issues that concern them
(Palekar, Atapattu, Sedera, & Lokuge, 2018). Glynn et al. (1995) state that "the major
components of the spiral of silence include:

(1) an issue of public interest

(2) divisiveness on the issue

(3) a quasi-statistical sense that helps an individual perceive the climate of opinion

as well as estimate the majority and minority opinion

(4) 'fear of isolation' from social interaction

(5) an individual's belief that a minority (or 'different’) opinion isolates oneself from

others; and

(6) a 'hardcore’ group of people whose opinions are unaffected by others' opinions."
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Figure 28: Proposed Model for Understanding the Use of Pejorative Language in MMOGs.
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by sowing the seeds of uncertainty, anxiety, and weakened self-belief. It can therefore be
concluded that violent behaviour resulting in pejorative language use is strongly predicted
by an individual's interest in the game's result, such as occurs in a truly competitive the

environment.

The SSO model views strain as a mediating component and connects stressors to
outcomes, strain is a direct consequence of stress (Cao et al., 2018; Koeske & Koeske,
1993) In terms of SSO, the actual language used in MMOGs is a mediator, it gets moderated
by the platform/environment and thus has an influence on the outcome. The actual language
used in MMOGs, which is pejorative language, is thus a direct consequence of the stressors
identified. This way of communicating was likened to the language used by soldiers in
combat. Serving as a soldier usually necessitates learning new vocabulary (Cook, 2013). In
situations when soldiers are constantly battling the inevitable risks of injury and death, it is
common to seek solace in harsh words. Pejorative language served as an outlet for the
anxiety and frustration caused by the abnormal stresses of contemporary combat (Brophy
& Partridge, 1930).

The proposed theory, grounded in data and using SSO for theoretical coding is unique in
the sense of classifying contexts, i.e., game language and competition as stressors and
actual language use as an outcome of the stressful context. Previous studies on language
use in gaming environment only focused on its educational benefits and second language
learning (Chotipaktanasook & Reinders, 2018) as discussed in Sections 2.4.2 and 2.4.4.
This proposed theory provides new insight by offering a more thorough and intuitive view of
the communication and language patterns as found in MMOGs. The proposed theory also
offers a fresh perspective on existing literature by considering how players perceive the use
of pejorative language during gameplay, and this new viewpoint improves our understanding
of the use of pejorative language in MMOGsSs. This study responds to the demand for more

investigation into pejorative language use in MMOGsSs.

6.4 INTERRELATION OF CONCEPTS

The relationship between the ideas found in the study will be further explained in the section
that follows. Figure 28 shows the relationships between the categories that emerged
Analysing the empirical data revealed that the type of game played, together with its rules

and goals influence the use of pejorative language in MMOGs. Chapter 5 explained that the
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themselves (not knowing the correct English term), etc. Previous studies on language use

in MMOGs focused on language learning (Chotipaktanasook & Reinders, 2018; Kongmee
et al., 2011; Lin & Guo, 2021; Ng et al., 2021; Peterson, 2012; Wang, 2017). These studies

have demonstrated the value of digital games for second language (L2) learning and how

their design aspects are in line with second language acquisition (SLA) ideas. To shed light

on how humans acquire languages, there are three primary theoretical stances on language

learning and acquisition. The three schools of thought on language learning and acquisition

are behaviourist, interactionist, and innatist (Nor & Ab Rashid, 2018).

Behaviourist theory — The behaviourist theory, which is really a theory of first
language acquisition was developed, in part, by Watson (1913) in opposition to
conventional grammar. This theory's central idea is that human behaviour may be
analysed in terms of the obvious associations and interactions between stimuli and
responses (Mehrpour & Forutan, 2015; Nor & Ab Rashid, 2018). In accordance with
the Behaviourist Theory, Skinner (1985) connected language acquisition to spoken
behaviour. Rather than attempting to explain the brain structures underpinning these
kinds of behaviours, he argues that language learning may be seen like any other
behaviour.

Interactionist theory - Asserts that the intricate interplay between the environment
and traits that are exclusive to humans results in language learning. This perspective
is further supported by Vygotsky (1978), who claims that discussions between
children and adults, as well as with other children are crucial because they are the
source of mental and language processes. According to Vygotsky (1978), thought is
essentially internalised speech, and speech is formed through social interaction.
Innatist theory - States that children quickly acquire language even though language
is incredibly abstract because they are born with an inbuilt template or the foundation
for language known as the Language Acquisition Device (LAD). It is thought that
when it comes to language acquisition, children do not start from zero because they
are able to acquire sophisticated grammar swiftly, without any special assistance
after being exposed to a first language (Chomsky, 1996; Nor & Ab Rashid, 2018).

Thus, the proposed theoretical model for understanding the use of pejorative language in

MMOGs cohesively presented a high-level conceptualisation of the themes and patterns

derived from the interview data, observations, and game recordings. The model better
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explains the use of pejorative language in MMOGs by not only focusing on language
learning in MMOGs, but also providing an understanding of what MMOG players’
perceptions of pejorative language use in MMOGs are. The researcher identified a gap in
IS literature focused on the language and communication patterns as found in MMOGs
which makes it difficult to identify what M-gamers consider the main concerns regarding
pejorative language use in MMOGs and what players’ perceptions of pejorative language

use in MMOGs are.

Does the theory have positive and negative heuristic power?
Positive heuristic power proposes that in order to ensure that the suggested model is ready
to manage any contradictions and variations, the researcher should consider the kinds of
adjustments and modifications that would be necessary. The theoretical model’s positive

heuristic power implies the following:

To understand players’ perspectives of pejorative language use in MMOGs
comprehensively, qualitative constructivist research was required. The explanations of the
participants' experiences were used to create innovative data that aims to also broaden
existing hypotheses. The purpose of qualitative research is to comprehend a phenomenon
from the viewpoint of the participant, the aspiration to want to understand people’s thoughts
from their point of view is embedded in the subjective paradigm (Locke, 2000). The
researcher’s aim was to gather subjective data from participants’ personal perspectives and
their interpretations of their use and acceptance of pejorative language during gameplay.
According to Charmaz (2017), this can only be done when the researcher starts with an
open-ended, fundamental term like social interaction. She went on to say that
comprehension requires a researcher to be considerate of a participant's anonymity as well
as their perspective and self-awareness.

The only way the researcher could understand players’ perceptions of the use of pejorative

language in MMOGs was by conducting a grounded theory study.

Negative heuristic power describes factors and concepts that researchers should exclude
since their premises do not address the core of the theory. Negative heuristic power implies

the following based on the discussions in Chapters 2 and 5:
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Section 2.4.6 discussed the approaches taken in previous literature to explain toxic
behaviour, which includes the use of pejorative language in MMOGs. The online
disinhibition effect explains that people are more likely to display characteristics that
present disinhibition online as opposed to in person. It also explains that the
anonymous nature of the internet encourages disinhibition, which leads to pejorative
language use. However, the study showed that gaming language is much more than
originally anticipated as it is influenced by several things. The self-moderation
influences gaming language. This shows that besides what is currently presented in
literature (anonymity, disinhibition, etc.), players’ backgrounds should also be taken
into consideration.

The type of game played also influences gaming language. As explained in Section
5.6.1, the roles taken in the game, the games’ rules and goals play a role in
understanding the proposed theory in terms of the type of language used. Players
don'’t just use pejorative language all the time, but they adapt to their surrounding
(nature of the game and the rules of the game).

All MMOG gamers are different. This study indicated that distinctions should be made
between players’ gaming experience and the duration they play for. But also, as
gamers’ gender should be taken into consideration as it has an influence on the type
of language used, this is also supported by prior studies as indicated in Section
2.4.11. The actual language used in gaming differs depending on the player’s gender.
Itis also possible that due to some gamers’ previous gaming experience, they choose

to disengage from all interaction and just play the game.

Has the theory produced a new perspective on existing problems and thus

created a new understanding of these existing problems?

Yes, the proposed model presented new perspective on existing literature that focuses on
language use in MMOGs by attempting to understand what the components and
relationships between components of a theory are, that explain the perceptions of players
of the use of pejorative language in MMOGs. The new perspective builds on the IS body of
literature by explaining and clarifying what gamers’ perceptions of pejorative language use
in MMOGs are, what the linguistic habits of gamers during gameplay are, the main concerns
regarding pejorative language use in MMOGs and how other players account for the strong

presence of pejorative language and swearwords in player discourse.
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Has the theory produced unconventional ideas, ideas that radically challenge
current preconceptions?
Current literature shows growing concerns of harmful language use during MMOGs as
discussed in Section 2.4.5 (Breuer, 2017; Chesney et al., 2009; Cook et al., 2018; S. Costa
et al., 2020; de Mesquita Neto & Becker, 2018; Ictech I, 2021; Kou, 2020; Kowert et al.,
2014; Kwak & Blackburn, 2015; Kwak et al., 2015; Maloney et al., 2020; Martens et al.,
2015; Saarinen, 2017a; Stark, 2019; Takano & Tsunoda, 2019). The lack of research
focused on the language and communication patterns as found in MMOGs makes it difficult
to identify what M-gamers consider to be the main concerns regarding pejorative language

use in MMOGs and what players’ perceptions of pejorative language use in MMOGs are.

When confused by unsolved questions about occurrences of a certain phenomenon,
researchers conduct research. This exploratory trip aims to provide answers to these
gueries. The purpose of a grounded theory study is to produce new knowledge contributing
to the existing body of knowledge. This was the purpose of this study, to build theory that
will make a contribution to the understanding of the use of pejorative language in MMOGs.
The proposed model for understanding the use of pejorative language in MMOGs provides
insight into the concerns raised. The findings on the true meaning or significance of gamers'
language can be helpful for non-gamers who have players in their families or friends to better
comprehend why and how their loved ones are talking the way they do within the gaming
environments. This will help them understand whether these communications will have an

impact on their real-world lives outside of the games.

The answers to the questions above make it clear that the study described in this thesis
satisfies the standards for evaluation established by Introna (1992) and, as a result,
represents advancements in science. It is true that the suggested idea advances our

understanding of the use of pejorative language in MMOGsS.

6.6 CONTRIBUTION OF RESEARCH

The purpose of this study was to gain an understanding of what MMOG players perceptions

of pejorative language use in MMOGs are. The researcher identified a gap in IS literature

focused on the language and communication patterns as found in MMOGs which makes it

difficult to identify what M-gamers consider to be the main concerns regarding pejorative
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language use in MMOGs and what players’ perceptions of pejorative language use in
MMOGs are. This is an area that requires more research attention because of the extreme
repercussions of the harmful language used during gameplay, as a result the present study
aimed to contribute to filling this gap in knowledge by understanding what are the linguistic
habits of gamers during gameplay to grasp the concept of what gamers perceptions of
pejorative language use in MMOGs are and to understand how other players account for

the strong presence of pejorative language and expletives in particular in player discourse.

This research took a qualitative approach in examining main concerns or most important
aspects of the use of pejorative language in MMOGs. The research question was “What are
gamers’ perceptions of pejorative language use in MMOGs?”. This research question was
answered by developing a theory that is aimed at understanding the use of pejorative
language in MMOGs which explains different stressors and strains that result in the use of
pejorative language in MMOGs. Twelve interviews were conducted before theoretical
saturation was reached. These participants supplied rich data for the researcher to draw on
because of their gaming experience. The data gathered lead to the emergence of the

substantive theory “Understanding the Use of Pejorative Language in MMOGs”.

The discussions thus add to the IS body of knowledge by explaining players’ main concerns
with regards to pejorative language use in MMOGs resulting in understanding the way in
which participants perceive the use of pejorative language during game play, observing and
differentiating the linguistic habits of gamers during gameplay and understanding how
players account for the strong presence of pejorative language and expletives in a particular

player discourse.

Every research project seeks to use research methods and systematic methodologies either
or both to develop, improve, and enhance a body of knowledge, uncover facts, and draw
novel findings (Chun Tie et al., 2019). Grounded theory is a research methodology that
focuses on developing theories that are grounded in data that has been logically gathered
and scrutinised. It is employed to clarify social processes, also referred to as group

behaviours and social interactions (Orlikowski, 1993; Walsh et al., 2015).
This study's primary contribution to the information systems body of knowledge is its analysis

of what MMOG players perceptions of pejorative language use in MMOGs are. To the best
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of the researcher’'s knowledge, this study offers the first native analysis of the use of
pejorative language in MMOGs supported by qualitative data. The study adopted the
grounded theory methodology with the intention to build comprehensive theory grounded in
research data that explains players’ perceptions of the use of pejorative language in
MMOGs. The outcome of the study was a theoretical model for understanding the use of

pejorative language in MMOGs.

Despite being a qualitative study with just twelve individuals, the in-depth richness of the
data present in grounded theory studies allows this analysis to add to our understanding of
the subject matter. By providing a solid theory that may aid in answering and explaining the
research question, this study sought to advance our comprehension of this complex topic.
Every significant emerging category covered in this thesis, such as the type of game played,

calls for more research.

6.7 CONCLUSION ABOUT RESEARCH APPROACH

This research took a qualitative approach in examining mains concerns or most important
things of the use of pejorative language in MMOGs. The research question was “What are
gamers’ perceptions of pejorative language use in MMOGs?”. The constructivist GTM
version, as described in Chapter 3, was the adopted research approach to help answer the
research question as it was developed with the intention of finding an acceptable
compromise between positivism and the concept of postmodernism (Charmaz et al., 2003).
Rather than focusing on finding trends in the data, constructivist GT theorists suggested that
both researchers and the respondents create a shared reality, with the researcher's goal

being to create this shared reality (Charmaz, 2006a).

This approach allowed the researcher to examine new and evolving occurrences regarding
the pejorative language use in MMOGs and use the facts gathered from MMOG players’
reality about how they perceive the use of the pejorative language in MMOGs to create a
theory that helps to understand their experiences instead of basing the study on

predetermined theories.

The researcher was sceptical about this research approach because of her inexperience;
however, after doing some reading on the subject it became the best-suited choice for this

study. The constructivist GMT provided clear instructions with well-formulated methods that
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are helpful for the inexperienced researcher (Hughes & Jones, 2003; Kelle, 2007); and it
enabled the researcher to be open and honest about their research findings, establishing a

‘chain of evidence’ and lending legitimacy to the study (Walsham, 1995).

The snowballing method was used to recruit the initial participants, this was followed by
theoretical sampling to recruit the participants that followed. The main source of data
collection for this study was therefore semi-structured interviews which were then
augmented by participant-recorded games, researcher observations of participants’ game
play and memos. Data collection, coding, and analysis in this study were all carried out in
an iterative manner. The researcher took advantage of this method to benefit from an early
start on analysis by iteratively conducting interviews, doing observations, and listening to

recordings of games whilst also coding, and analysing the data in the process.

To consistently improve concepts and categories that are theoretically pertinent, the
constant comparison was employed to identify similarities and contrasts. The researcher
wrote memos during the process detailing her perspectives on significant conversations and
situations. Theoretical saturation was reached when analysing data from the last two

interviews where no new concepts emerging.

6.8 EVALUATION OF METHODOLOGICAL PROCESS

Grounded theory is evaluated not just by qualitative criteria but also by using the very
conceptions that helped to generate it. This is because each research technique should be
evaluated using criteria that are appropriate for the approach (Berthelsen, Grimshaw-
Aagaard, & Hansen, 2018). Strauss and Corbin (1990b) stated that grounded theory
research quality is assessed using three criteria: validity, reliability, and credibility. The
reasoning is that this criteria tackle both the artistic and scientific aspects in undertaking
gualitative research (Corbin & Strauss, 2008). It can be confirmed by most field workers that
by the time the study is done, the researcher will be challenged to change his mind about
his own idea. This trust in the analysis' legitimacy does not imply that it is the only one that
makes sense in light of the evidence he has collected (Corbin & Strauss, 2014; Glaser &
Strauss, 1967). Glaser and Strauss (1967) justify their confidence by pointing out that the
researcher can provide a "plausible” explanation for the social reality under study because
they have been so deeply involved in it. The researcher chose to use the expanded
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evaluation criteria by (Corbin & Strauss, 2014) to do a reflection on this present work’s

methodological process.

6.8.1 Do the findings fit the experiences of the readers and the participants as well?

The fit between the responses of participants and how the researcher represents them is
what determines credibility (Tobin & Begley, 2004). The researcher ensured that there was
extended interaction as well as follow-ups with the participants to ensure that there was a
clear understanding of what participants were saying. Following the interviews, the
researcher also observed participants play and analysed their recordings as a way of
verifying that their responses correlated with the observations and recordings. The
researcher verified early findings and interpretations against the data gathered with
supervisors as a way to offer an outside audit of the research process, this was done to

boost credibility of the findings.

6.8.2 How applicable/useful are the findings for policy and practice?

The findings on the true meaning or significance of gamers' language can be helpful for non-
gamers who have players in their families or friends to better comprehend why and how their
loved ones are talking the way they do within the gaming environments. This will help them
understand whether these communications will have an impact on their real-world lives

outside of the games.

In the context of education, the findings of this study contribute to understanding how M-
gamers communicate and adopt specialized language which is important especially in light
of game-based learning as an instructional strategy because learners frequently double as

game players and end users during teaching and training settings (Bodomo, 2009).

6.8.3 Are the findings organised around concepts rather than a mass of uninterpreted
data?

The findings are organised according to concepts/themes, as presented in Chapter 4, in the
presentation of the findings, the facts are also interpreted so that the reader is not left unsure
of how to interpret them. The researcher also ensured to substantiate the findings. Concepts
were established with consideration of their dimensions and attributes during the theory

building process in order to ensure density and differences.
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6.8.4 Is the context described so that the reader can more fully understand the
findings and its concepts?

Yes, the thesis is presented in a logical flow. Throughout the thesis, the researcher clearly
introduces each section and draws a picture for the reader regarding the contents of each
chapter. Each of the chapters are a build up to help the reader understand the background

of the area of study and understand the problem.

Chapter 1 introduced the research area and provided the reason for this study. It briefly
evaluated the phenomenon of language and communication patterns as found in MMOGs,
especially players’ perceptions of pejorative language use in MMOGs. The study adopts the
grounded theory methodology (GTM) to understand the phenomenon at hand to build a
future theory. The chapter subsequently described the purpose, limitations, delimitations,
and assumptions of the present study.

Chapter 2 provided an overview of much argumentation applicable to research on massively

multiplayer online games (MMOGS).

Chapters 3 is the methodology discussion which established the conceptual and
methodological foundations of this study. Chapter 3 examines the theory and application of
the grounded theory methodology (GTM), which is connected to the work of Glaser (Glaser
& Strauss, 1967; Glaser, 1978, 1992, 1998; Glaser et al., 1968). This chapter explains the
usage of GTM in this study. Knowing how the grounded theory methodology (GTM) suits

the field of research is essential to comprehending what makes a study legitimate.

Chapter 4 followed by presenting the findings of this study. This chapter offers a brief
explanation and examples showing how the evidence was utilised to create the suggested

substantive theory.
Chapter 5 described the relationship between the different constructs introduced in Chapter
4. The chapter outlined the researcher’s understanding of the interview data, the constructs

that emerged from the data and how they are related to each other. The stressor-strain-

outcome (SSO) model was used to explain and expand on these relationships.
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Chapter 6 concluded this paper by presenting the proposed theoretical model for this study
as well as how it integrates with existing literature. The interrelation of concepts is also
discussed here. The chapter further presents the study’s contribution to the literature,
followed by suggestions for future research. Finally, the reflections on theoretical

contribution are presented before the concluding remarks.

6.8.5 Do the findings make sense by presenting a logical flow of ideas or are there
gaps or missing links in the logic?

The findings do represent a logical flow of ideas. In Chapter 3, the researcher presented a
logical flow of the data collection and analysis of findings process. Here the researcher
explained how the theory was built from the data collected. The step-by-step process
involved a presentation of the initial concepts that were derived from the initial sample, this
was followed by emerging concepts were identified leading to the development of key
concepts. The researcher explains this by showing the iterative process of data collection
for the study. This process of revision made it easier to verify the themes and associations
underlying the emergent theory. Next to be presented was the formation of the emerging

pattern and categories, which lead to the proposed theoretical model.

6.8.6 Are there depth in the findings, i.e., descriptive details that add richness and
variation in addition to the presentation of concepts and links between concepts?
The researcher supports concepts and links to these concepts with interview excerpts from
participants which add richness to the findings. The findings are further supported by and

integrated with literature to provide motivation for occurrences.

6.8.7 Has variation been built into the findings to demonstrate the complexity of
human life?

The findings present some instances of differing ideas that don't match the pattern or exhibit
variations in certain qualities or attributes. For example, how some participants would
attribute the use of pejorative language to being part of the game and accept this as the
norm while others are firmly against it. These differences show that human life is complex

and there is no one size fits all formula to explain occurrences and experiences.
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6.8.8 Are there creative aspects in the findings, i.e., do the findings say something
new, put old ideas together in new ways, or lead to new understandings?

Yes, by emphasising the crucial role of understanding players’ perspectives of the use of
pejorative language in MMOGsSs, the proposed theory offered a fresh perspective on existing
literature. By taking into account how players perceive the use of pejorative language during
gameplay, this new viewpoint improves our understanding of the use of pejorative language
in MMOGs. This study responds to the demand for more investigation into pejorative
language use in MMOGs. The researcher provides possibilities to spark fresh and advance
existing academic conversations in Chapter 5, where data is integrated with literature,
Section 8.3, Contribution of research to literature and Section 8.5, Future research

prospects.

6.8.9 Does the researcher demonstrate sensitivity to the participants and to the data?
Yes, during the cause of this study, the researcher considered the welfare and dignity of the
participants. The researcher requested permission to conduct the study from the Ethics
Committee at the University of Pretoria. A consent letter detailing the nature of research was
sent out to participants to sign before taking part in the study. In addition, participants were
informed that their participation is voluntarily and that they could withdraw from the study at
any time if they felt uncomfortable without any consequences. In the reporting of the findings,
all identifying information was kept confidential, and pseudonyms were used to maintain
anonymity. Participants were only known to those present during the interviews (only the
researcher) but thereafter they were renumbered and referred to as Participant 1 (2, 3, etc.)

in the dataset and during the write-up. There is no reference to any identifying information.

During the data collection process, the collected data and backups were kept password
protected. The interviews were conducted with the utmost care, taking the participants’ well-
being into consideration. The researcher also strived to interpret data with honesty,

considering ethics and thus not intentionally manipulating or misinterpreting data in any way.

6.8.10 Have the memos grown in depth and degree of abstraction as the research
moves along?
During the interviews, observations and listening to recording, the researcher wrote memos

detailing her perspectives on significant conversations and situations. She reviewed and
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transcribed the material as soon as she had enough to read. Examples of some of the
memos written are presented in Section 6.5.1. The memos were used to consider and clarify
the meanings that participants and researcher had assigned to codes, to discover
connections between codes, to organise and further develop ideas, and to jot down
significant quotes or phrases. To simplify the coding process, the researcher took small
samples of the responses, identified codes and categories within these smaller samples,
highlighted and wrote down theoretical memos of themes and assigning labels to the
responses to distinguish patterns and the meaning attached to them. These were intended
to monitor and encourage coding as well as serve as a foundation for the consolidation of

theory and, eventually, theory generation.

The memos were revisited and built upon during the different phases of data collection and
analysis resulting in rich memos. This resulted in a total of approximately 60 memos, ranging
from scribbled noted to more detailed memos which came about as the research
progressed. The memos were further expanded upon as the concepts and their possible

connections to other concepts became apparent and knowledge and theories advanced.

6.9 REVISITING THE RESEARCH QUESTIONS

The purpose of this study was to gain an understanding of MMOG players perceptions of
pejorative language use in MMOGs. This research took a qualitative approach in examining
the main concerns or most important things of the use of pejorative language in MMOGs.
The primary research question is:

e What are gamers’ perceptions of pejorative language use in MMOGs?

The research question was deconstructed into sub-questions to provide a holistic view of
gamers’ perceptions of pejorative language use in MMOGs. The results of the research

provided answers to the research question, as discussed below.

1. What are the linguistic habits of gamers during gameplay?

The data shows that gamers perceive the actual language used in MMOGs as pejorative,
this is represented by Propositions 3, 4 and 8 in Figure 29. The propositions were further
discussed in Section 6.4 and have been framed as follows:

e Proposition 3: Pejorative language use in MMOGs is normalised and perceived as

part of the game/game language.
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e Proposition 4. The acceptability of pejorative language use as game language
depends on who says it (contextual language).

e Proposition 8: The actual language used in MMOGs, although normalised, is

perceived as pejorative.

Gamers note that pejorative language use is part of the game, some even state that it's a
representation of good team spirit. But it all depends on how a message is conveyed and
by whom. This game language, as described by participants, was discussed in Sections
5.6.2 and 5.7.1. This way of communicating can be likened to the language used by soldiers
in combat. Serving as a soldier usually necessitates learning new vocabulary. The fear and
humour, the rage and happiness, the camaraderie and disapproval of many thousands of
troops all contributed to the emergence and formation of this soldiers' dialect in the immobile
craters (Cook, 2013). In situations when soldiers are constantly battling the inevitable risks
of injury and death, it is common to seek solace in harsh words. Pejorative language served
as an outlet for the anxiety and frustration caused by the abnormal stresses of contemporary
combat (Brophy & Partridge, 1930).

The present study showed that even though players accept pejorative language as part of
the game, it depends on the context it is said in as it can ruin the aspect of enjoyment of the
game for them and it is not something that they personally particularly like. According to
Hickey and Roderick (2022) and Newman et al. (2022a), the daily activities of many sporting
competition revolve around banter. It is usually recognised as alternately humour amongst
teammates, which neither the person receiving it, nor the adversary should take seriously.
Banter is an intricate phenomenon and a necessary component of human interaction, much
like pejorative language (Timothy, 2000). Research further shows that in professional sports,
there is concern that banter is used to relieve pressure from the expectations of winning,
despite the fact that the notion of banter is frequently seen positively within highly
competitive sports, supporting beneficial characteristics of belonging to a group, such as
unity and camaraderie (Newman et al., 2022a; Parker, 2006; Wagstaff et al., 2017). This
concern is worsened by research showing that those involved in organised sport may
struggle to tell when friendly banter turns into bullying because of their gendered,
homophobic vocabulary that seeks to enhance performance (Hickey & Roderick, 2022;
Newman et al., 2022a; Parker, 2006; Wagstaff et al., 2017).
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2. How do other players account for the strong presence pejorative language and

expletives in particular in player discourse?

This sub-question was answered by Propositions 5a, 5b and 6 represented in Figure 29.

e Proposition 5a: Inter-team competition negatively influences players’ perception of
pejorative language use in MMOGs.
e Proposition 5b: Intra-team competition positively influences players’ perception of

pejorative language use in MMOGs.

The results of this study showed that players agreed to contributing to the presence of
pejorative language in MMOGs. This is due to the competitive nature of the game and the
fact that they want to win the game. The study found that pejorative language is used in both
inter-team and intra-team settings, however, it is meant to cause conflict and break morale
inter-teams, but it is said not be a big deal intra-team. Pejorative language is frequently used
when a team is losing or when they are not performing up to standard. This results in the
humiliation and blame of some of the team members for what others may perceive as subpar
performance. The data showed that team members who took accountability for the presence
of pejorative in MMOGs say it is because the team would be underperforming or exhibiting
a substantial internal skills gap, for example, in situations where some team members

perform better than others.

Competitiveness is important in gaming, within intra-group favouritism and inter-group
antagonism influencing the level of reporting (Munn, 2023). The MMOG world has a
competitive atmosphere, therefore M-gamers usually present a hostile and aggressive
mindset automatically (Moor, 2007). MMOG players are driven by a range of factors,
including social interaction, competitiveness, collaboration, interaction, fantasy, and general
game design (Saarinen, 2017a). Players collaborate and form part of groups to get through
their games faster and to conquer difficult tasks for the benefit of all team members. MMOGs
therefore offer multiple benefits and opportunities for social interaction in the gaming world
(Ballard & Welch, 2017; Zhang & Kaufman, 2016).

The results of this study also showed that during gameplay, the losing team will use
pejorative language because they are losing, and this results in the winning team also acting
the same. According to some academics, there is a correlation between competitiveness

and aggression (Grandprey-Shores et al., 2014), the highly competitive environment of
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gaming fosters conflict and hatred as opposed to collaboration and decorum. in gaming is
most strongly influenced by competition as opposed to hostility (Adachi & Willoughby, 2011).
Players can experience the excitement of genuine competitiveness in multiplayer games
and they demonstrate their superiority over other people by acting in a way that is
significantly more dynamic than any rival that is directed by a machine (Kwak et al., 2015;
Nguyen & Zagal, 2016). Fighting the opponent team in competitive game situations puts a
lot of pressure on a team to compete at a level on par with or higher than the opposing team
since losing the match results in a complex loss of resources, time, and reputation for
members of the team (Kou & Nardi, 2013; Shen et al., 2020).

e Proposition 6: Individual characteristics moderate the actual language use.

The results of this study showed that individual characteristics moderate the actual language
used in MMOGs. Participants’ individual characteristics played a role in whether they use
pejorative language during game play or not. Some players did not take accountability for
the presence of pejorative language in MMOGSs, they said they do not use it because of
factors such as the way they were raised, their gender or because they just do not like it.
Therefore, the nature on the game does not change this fact for them. This shows that
although players say that pejorative language use is part of the game, they are able to
control what they say depending on certain circumstances. Pakarinen (2022) found that
creating a distinct gaming identity and attitude that pervades every aspect of a gamer's play
is a crucial skill for gaming.

Gender was also another moderating factor as found in this study. Though identity in the
physical world may be linked to unchangeable traits like looks, identity in anonymized
settings, like those of virtual communities, is always subject to modification (Marwick, 2013;
Pearce, 2017). Online, the usual player is considered to be white, male, and heterosexual
except if they are marked otherwise, which is an intriguing observation (Marwick, 2013).
There are no other characteristics besides playing ability that can be used to establish
identities, if a player takes on an identity that is not consistent with being female, then their
fan base can simply be able to modify their view toward the player being male (Pearce,
2017). Although gender is not strictly confined to the binary categories of male and female,
prejudices from online platforms carry considerably greater significance, and it can be very

difficult to develop non-stereotypical personas. There is currently no dominant social
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language that includes prejudices and moral standards for those who do not fit within the
male/female dichotomy (Pearce, 2017). This is important as social prejudices and standards
influence how people perform their male and female gendered identities and supply them

with resources (Pearce, 2017).

3. What are the main concerns (most important things) of pejorative language use
in MMOGs?

Propositions 9a, 9b and 9c, as represented in Figure 29, answer this question. The study
found that there were certain outcomes resulting from the use of pejorative language in
MMOGs. These are concerns regarding the use of pejorative use in MMOGs as they have
an impact on how players enjoy and engage with the game.

e Proposition 9a: The use of pejorative language in MMOGs results in the formation of

smaller communities.

The study found that participants will dissociate, i.e., form smaller communities where they
only play with people they know, remain silent during game play, choose different
communication mediums, or retaliate when pejorative language is used. One such concern
was described using expressions like forming smaller groups or only playing with friends.
This was the players’ way of removing themselves from the toxic environment of gaming
which is because of the use of pejorative language during gameplay. Research studies
focusing on role of dissociation in gaming behaviour have found that there is a positive
correlation between inappropriate gaming and different dissociative symptoms, such as
amnesia, dehumanisation, detachment, or disengagement (Guglielmucci et al., 2019).
Dissociation involves momentarily cutting ties to the outside world and segregating actions,
emotions, ideas, and experiences associated with the upsetting events (Guglielmucci et al.,
2019). According to Lu and Wang (2008), playing multiplayer games with friends increases
an individual's enjoyment of the experience. Saarinen (2017b) also explains that this
statement about online team games may also include an additional concealed aspect: Since
there is a maximum number of players allowed in online team games, having a friend fill an
available slot means that there is one less spot for a potentially toxic unknown player, which

could increase the general enjoyment of the game.
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e Proposition 9b: The use of pejorative language in MMOGs results in players choosing

to remain silent.

Remaining silent and not engaging during gameplay is another outcome that came up from
this study’s data. Pejorative language ruins players’ enjoyment of the game so they choose
to play in silence and not participate in game conversations instead of quitting gaming
altogether. Participants reported resorting to ignoring the comments made in the games they
play and just focusing on the game for enjoyment. Section 5.8.2 explains the spiral of silence
theory. The theory posits that a person's readiness to voice his own thoughts is influenced
by how he perceives the dispersion of general public consensus, which subsequently
informs the views of others and, eventually, how keen they are to voice their views (Glynn
et al., 1995; Noelle-Neumann, 1974). The theory demonstrates that individuals of minority
don't speak out about issues that concern them. According to Noelle-Neumann (1974), when
people see that other people in the group share their own opinion, they will become more
self-assured and outspoken. However, the person will be more likely to be reserved and
keep quiet if he observes that the group does not agree with his opinion (Glynn et al., 1995;
Noelle-Neumann, 1974; Taylor, 1982). That is, a person believes that staying within the
group and not alienating themselves is of greater significance than making his own
decisions, thus he values this viewpoint more than the necessity to voice out his opinion.

e Proposition 9c: Players will retaliate to the use of pejorative language during

gameplay.

The data for this study showed that the use of pejorative language is a common occurrence
in MMOGs, however, some participants said that they do not take part in pejorative language
during gameplay. They do however say that they retaliate by also using pejorative language.
Retaliation-driven gamers are only reactionary, i.e., a reaction to something where a gamer
will troll instinctively when trolled rather than with a specific goal or intention in mind. This is
regarded as being motivated by retribution because something must be done to them first
before acting (Chess & Shaw, 2015; Cook et al., 2018; Massanari, 2017; Mortensen, 2018;
Vermeulen et al., 2016). Players who retaliate are often players who have been wronged
themselves first, they do this because they want to bring about either or both the suffering
and downfall of the player who wronged them or to change that players’ actions by
demonstrating to them how their actions negatively impact other people (Cook et al., 2018).
A new study demonstrates that being a victim of toxic abuse in multiplayer online battle
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arena (MOBA) games enhances a player's likelihood of reproducing toxic conduct, which is

one reason exposure to toxic behaviour is known to cause it to occur (Kordyaka et al., 2020).

4. What should the components and relationships between components of a
theory be, that explains the perceptions of players of the use of pejorative
language in MMOGs?

The proposed theoretical model in Figure 29 answers this sub-question in its entirety. The
theory-building process involved the identification of categories and the concepts that are
the building blocks of these categories. The proposed model reflects the relationships
between the core categories which emerged. The theory proposes that game language and
competition (both inter-team and intra-team) are influenced by the type of game played. The
influence of these core categories will in turn play a role in the actual language behaviour,
which, in the context of this study has been identified as pejorative. The actual language
behaviour depends on the different gaming platforms and the moderation and medium of
communication used in these platforms. There are then outcomes that result from the actual
language behaviour.

These relationships are best explained by the SSO model, which was discussed in Chapter
5. Three elements make this widely recognised SSO framework: stressors, strains, and
outcomes. These elements, and their applicability to the components and relationships
found in this study are represented in Figure 25. Psychological strain, or simply emotional
reactions to stress, such as anxiety, desperation, or exhaustion, is a common occurrence
among stressed persons (Singh et al., 2023; Zheng & Ling, 2021). This ultimately has a
detrimental effect on the way someone performs or how productive they are (Teng et al.,
2022). Any emotional stimulant, including those negative outcomes and technological
excess, is referred to as a stressor (Cao et al., 2018; Koeske & Koeske, 1993). In the context
of this study, the stressors were identified as the type of game, game language, the
competitive nature of games as well as individual characteristics. The SSO model views
strain as a mediating component and connects stressors to outcomes, strain is a direct
consequence of stress (Cao et al., 2018; Koeske & Koeske, 1993). The data identified the
platform/environment, as moderators of the actual language used in MMOGs which is a
mediator. The SSO model states that strain plays an intermediary function in the association

between stress and outcome. Therefore, the only people who should show negative effects
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are those who are burned out under circumstances of perceived stress (Um & Harrison,
1998). The study found that there were certain outcomes resulting from the use of pejorative

language in MMOGs.
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6.10 FUTURE RESEARCH
The proposed theory for this study offers an understanding the use of pejorative language
in MMOGs. However, throughout the course of this study, several issues were brought to
light that would benefit from more investigation. The main source of data collection for this
study were interviews, with observations and recordings serving as supporting sources. In
some instances, the respondents would paint themselves in an innocent light with regards
to their role in the presence of pejorative language in MMOGSs, however, observations and
recordings presented a different story. Therefore, future research can benefit from
comprehensive observation of MMOG players and thoroughly assessing their contribution

and reactions to pejorative language use, as well as how they respond to it.

The present study also looked at MMOGS in general regarding the types of games played.
There were many different games that were mentioned by players, but the focus of this study
was MMOGs holistically. Future research can make comparisons of various games and

investigate how and why pejorative language is used in the different games.

6.11 CONCLUDING REMARKS

The purpose of this study was to gain an understanding of what MMOG players perceptions
of pejorative language use in MMOGs are. The objectives of the research were to explore
the main concerns regarding pejorative language use in MMOGs, i.e., to understand the
way in which participants perceive the use of pejorative language during game play. The
second objective was to observe and differentiate the linguistic habits of gamers during
gameplay, and lastly, to understand how players account for the strong presence of

pejorative language and expletives in a particular player discourse.

This grounded theory work broadens the understanding of MMOG players perceptions of
pejorative language use in MMOGs and contributes to the gap in literature that was
identified. This study proposed that game language and competition (both inter-team and
intra-team) are influenced by the type of game played. The influence of these core
categories will in turn play a role in the actual language behaviour, which, in the context of
this study has been identified as pejorative. The actual language behaviour depends on the
different gaming platforms and the moderation and medium of communication used in these

platforms. There are then outcomes that result from the actual language behaviour.
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The thesis presented a comprehensive theoretical framework that offers a more detailed
account for understanding the use of pejorative language in MMOGs. Section 8.6 provided
an evaluation of the theory and showed that progress has been made in addressing the
research problem related to this study and meeting the specific objectives. In addition, the
proposed theory indicated multiple avenues for prospective research that would enhance
and broaden the understanding of the suggested model. Understanding MMOG players
perceptions of pejorative language use in MMOGs as presented in this thesis just as a

preliminary step on which future studies can build upon.
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Reference number: EBIT/220V2022
Ms KC Namane

Department: Informatics

University of Pretoria
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Dear Ms KC Mamane,
FACULTY COMMITTEE FOR RESEARCH ETHICS AND INTEGRITY

Your recent application to the EBIT Research Ethics Commitiee refers.
Approval is granted for the application with reference number that appears abowe.

1.  This means that the research project entitled "Understanding the use of pejorative language in Massively
Multiplayer Online Games (MMOGs)" has been approved as submitted. It is important to note what approal
implies. This is expanded on in the points that follow.

2. This approval does mot imply that the researcher, student or lecturer is relieved of any accountability in terms of
the Code of Ethics for Scholarly Activities of the University of Pretoria, or the Policy and Procedures for
Responsible Research of the University of Pretoria. These documents are available on the website of the EBIT
Research Ethics Committes.

3. If action is taken beyond the approved application. approval is withdrawn automatically.

4. According o the regulations, any relevant problem arising from the study or research methodology as well as
any amendments or changes, must be brought to the attention of the EBIT Research Ethics Office.

5. The Committee must be notified on completion of the project.

The Committes wishes you every success with the research project.

o,

Chair: Faculty Committee for Ressarch Ethics and Integrity
FACULTY OF ENGINEERING, BUILT ENVIROMMENT AND INFORMATION TECHNOLOGY
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Consent to Participate in a Research Study
Researcher: Kedibone Charlotte Namane (20673681)
Institution: University of Pretoria
Study No: EBIT/220/2022

Ethics committee contacts details: Secretariat (EBIT Ethics Office): Mrs Marié van Niekerk (012
4204244, Ebit-Ethics@up.ac.za) / FHS Etics Office: Tel: 012 356 3084 or 012 356 3085,
fhsethics@up.ac.za

Topic: Understanding the use of pejorative language in Massively Multi-player Online
Games

Dear Participant

This consent form gives details about the study at hand; it is important that you carefully
read it and then decide if you want to take part in the study.

PURPOSE

The purpose of this study is to gain an understanding of the main concerns regarding the use of
pejorative language in Massively Multiplayer Online Games (MMOG). The study is under the
supervision of Dr M Hattingh, Prof M Matthee and Prof E Muller. This is a study about language use
in MMOGs; MMOGs are a gaming genre where multiple players can play together and against each
other in the same virtual world finishing quests/levels in an attempt to make player’s character
stronger. The researcher wants to understand what the main concerns (most important things) are

with regards to language use in MMOGs.

PROCEDURE
e |, the researcher, will observe you playing games.

¢ | will then arrange a meeting with you at your convenience to conduct a one-on-one interview.

e The interview will be a conversation guided by your responses.

o | will request permission from you to digitally (voice) record the interview and the session
when | observe you playing games so that | am able to refer to it when | analyse the data.

¢ Your identity will remain confidential.

e You will be granted the option of obtaining a copy of consent.

e The duration of the interview will be approximately one (1) hour.

POSSIBLE RISKS AND BENEFITS

If you feel uncomfortable at any point during the study, you are free to let me know, and we can
break or continue at a later stage. You are also free to withdraw from the study at any time, there
will be no consequences for this. When withdrawing from the study, you should let the research team
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know that you wish to withdraw. You may provide the research team with the reason(s) for leaving
the study, but this is not mandatory. You may also choose not to answer any questions if you feel
uncomfortable.

There is no compensation for participating in the study.

CONFIDENTIALITY

The researcher will take every possible effort to ensure that all participants’ responses are kept
confidential. All identifying information will be excluded when the results are presented and

published. All participants will be referred to as “Participant” in order to maintain confidentiality.

I will also ensure that any information provided by each participant is handled in the strictest
confidence, and that this information will not be used to reflect negatively on any participant.

Sincerely,

Kedibone Namane  Dr Marie Hattingh

Signature Signature

Researcher \ PhD Student Research Supervisor
Faculty of Engineering, Built-

Faculty of Engineering, Built-Environment and Environment and Information

Information Technology Technology

University of Pretoria University of Pretoria

kncharlotte31@gmail.com
Email: marie.hattingh@up.ac.za

CONSENT
| hereby consent that | have read and | understand the contents of this document. | therefore agree

to participate in the study, and | am doing so at my own freewill.

DATE
Signature of participant
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APPENDIX C: INTERVIEW QUESTIONS

Please respond truthfully (with a YES or NO) to the questions below.

Question Yes/No

1. Are you over the age of 187

2. Do you play online games?

Semi structured follow up questions.

Part A: Background Information

1.

a kr 0N

Can you tell me more about yourself?

This is an open question to make the participant more comfortable.
Which games do you usually play?

How often do you play online games?

How long have you been playing?

What role(s) do you usually take in online games?

Part B: Language use in MMOGs

1.

What are your linguistic habits during gameplay?
a. How do you communicate with other players who are not in your team? (Chat,
audio, etc)

b. How do you communicate with your team members?

2. How would you describe typical gaming language?

How does your typical gaming language differ from your daily language?

a. Do you use more direct/forceful/pejorative language?

b. Please describe how the team member interaction language can be

characterised.

If previously indicated that pejorative language was used: - What are your views
regarding the use of pejorative language during game play?

a. Is pejorative language or swearwords often used by players?

b. If so, when and how is it used?

c. Why do you think this is so?

How do you account for the strong presence of pejorative language and swearwords

in particular when communicating with other players?
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6. Does it bother you that there is pejorative language during game play or is it normal?

(Please elaborate)
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