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Abstract: 

With the birth of “virtual worlds,” created a new space for social norms to evolve and change within a 

subset community. This thesis focuses on toxicity within the virtual world of EA DICE’s Battlefield V 

title. The goal of this research is to understand toxicity on a micro scale inside the world of Battlefield 

V from a gaming anthropological perspective. Along with understanding what toxicity looked like 

within the virtual world ofBattlefield V, the thesis obtained data for how the community and EA DICE 

employees perceived toxicity. This research has components of interviews with these members of the 

communities/staff as well as a netnography of the virtual world of Battlefield V gameplay. Findings 

and analysis were categorized under the themes of toxic language, power/freedom, virtual world 

creation, and gender toxicity. Battlefield V toxicity is ever evolving and shaped by player techne (player 

actions). Player chat consumes the majority of toxicity and therefore diving into toxic language was 

vital. Understanding the player perspective of power and freedom while gaming was just the first step 

as the thesis also dove into the developer’s perspective and analyzed the interviews with the backbone 

of Malaby’s (2009) contingency concepts to see how the developers have a large role to play when it 

comes to toxicity in games, even if they may not realize it. Just as in the “real world” the virtual world 

of Battlefield V also had a major theme of gender discrimination winessed and discussed via both 

community members and staff members of EA DICE. Overall, the goal of this research was not to find 

out if toxicity was “good” or “bad” but to simply shed more light on the complex topic within virtual 

worlds and open up research for other anthropologists to do further research on the topic.  
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Chapter 1. Introduction 

 

 

Growing up, on any given weekday, I would rush home from school to greet my friends in a virtual 

world. In the “real world,” we would all split up and then hop into the virtual world of Jagex’s 

Runescape. In this virtual world, I was a knight named Just_N_Time8, who could slay green dragons 

and craft new armor out of my acquired rune ore. Above all, the crafting and slaying was my goal to 

gain strength to boost my combat level (power level) in order to battle other players in a PVP (player 

vs. player) area called the “wilderness.” My friends and I would group up in this “wilderness” and slay 

travelers, knights, wizards, and archers for their goods as they passed through our “territory.” 

Ultimately, I did not care about the loot at all; what I craved was the power to control my fate and fight 

for my survival. Being stronger than the most powerful knight I faced was the best reward I could get. 

This feeling was indescribable and is what ultimately kept me coming back to the game for years to 

come. It also continued to draw me to other role-playing video games (RPGs). Role-playing games are 

video games in which the player controls a character in a well-defined world to complete objectives. 

On a regular basis, I would experience some form of toxicity while in virtual worlds. My first exposure 

to toxicity shocked me. I remember seeing words flare up on my screen “YOU ******* NOOB,” an 

archer said as he did the death animation since my friends and I just vanquished him. I was confused, 

and my friends felt the same. Toxicity came at a toll that made us feel bad when completing the 

objectives the game had laid out. I always thought to myself, “why do they lash out at me? It is just 

part of the game we both play. I die just as much as them, and I do not get as upset.” 

It was towards the end of my writing and analysis that I was struggling to name this thesis. I 

was, of course, playing a video game with a group of other avatars that I did not know in real life in a 

Massively Multiplayer Online Role-Playing Game similar to that of previously mentioned Runescape. 

A Massively Multiplayer Online Role-Playing Game or MMORPG is a video game experience that 

has “immersive 3D environments that enable large numbers of users to interact with one another via 

the internet” (Hsu, Wen, and Wu 2009: 990). In this MMORPG, I was battling the mystical creature 

of an ent, a living tree, to obtain a coveted armor upgrade for my avatar. While in this group of five 

battling these ents, I told my group that I was an anthropologist and was struggling to name my thesis. 

A fellow teammate sounded interested and asked my avatar, “oh rly? what is your thesis on?” I 
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informed him that my thesis is about toxicity in gaming communities since I was excited to share what 

I was passionate about with others in my community. The response that the teammate provided to me 

was “ROFL F*ck You” while another teammate said, “thats awesome” which followed with more 

questions. ROFL is a term used by many in virtual worlds and stands for rolling on floor laughing. 

ROFL is a similar term to LOL (laughing out loud), but one step up from that. I believe the statement 

sums up this study and shows just the stance that many players across multiple gaming communities 

have towards toxicity. Gaming communities have such a position in regards to toxicity that some have 

significant pushback, while others are all for it the understanding of toxicity. In response to my 

research, he acted out in a toxic way, or I perceived it to be toxic while the other avatar was genuinely 

interested. After that statement was said, I left the group and ended my session thinking upon what this 

avatar told me. Through this research, I will dive into the virtual world of Battlefield V’s community 

perspectives to show just how important this research is and how the community and developers of 

virtual worlds understand toxicity (Appendix D). Anthropologists can take special interest in this 

research as it gives a look into video game players that stretch across the globe. This unique people 

group, video game players, have had limited research conducted on them as gaming anthropology is 

not even 20 years old. Those that have conducted research were not focusing on the specific virtual 

world that my research is. These other academics have tackled this topic of toxicity in virtual worlds, 

but not from an anthropologist perspective. They have had their own perspective and their own 

definition of toxicity, where mine is a different stance that looks at toxicity from a micro perspective 

instead of the general research on the macro perspective. 

 

1.1 Defining Toxicity  

1.1.1 Prior Definitions of Toxicity 

The most challenging aspect of exploring toxicity is defining what exactly toxicity is and finding 

consistent conceptualization. Sociologists, gaming anthropologists, and psychologists have each 

attempted to identify toxicity across different communities and across various fields. Amongst 

anthropology researchers, toxicity has many different definitions based on variations in contexts and 

communities. Anthropologists, such as Märten and colleagues, define toxicity as “perceived hostility 

in a player community, [such] as the use of profane language by one player to insult or humiliate a 
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different player on his [or her] own team.” (Märtens, Shen, Iosup, and Kuipers 2015). Here, Märten 

and colleagues focus on hostility as a vital component of toxic behavior. Other researchers, such as 

Blackburn and Kwak, instead define toxic behavior as a form of bullying or cyberbullying, defining 

toxicity as “repetitive, intentional behavior to harm others through electronic channels.” These 

researchers acknowledge the extreme difficulty in defining toxicity (Blackburn and Kwak 2014: 877). 

This is because of the dynamic nature of toxic behavior among individuals whose concepts of toxicity 

are dependent on the social norms set in place via the culture of any given community. Looking at 

toxicity critically means that it is primarily based on the perception of the action rather than any 

objective morality or clear lines between right and wrong. We find that there is not one universal 

measure for toxicity. There are only attempts at assessing toxicity as a concept that changes based on 

the characteristics of communities and culture. However, through understanding the specific social 

norms of a given community, we can study how that community defines and responds to toxicity. From 

my understanding, toxicity has an evolving definition. I have combined these previous scholars’ 

interpretations to create my own, which applies to Battlefield V. 

 

1.1.2 Current Definition of Toxicity 

 For the current study, I base my definition of toxicity on several sources that best fit the specific game 

that I am studying, Battlefield V, while still maintaining the universal themes of toxicity that other 

researchers have used. Through this research, the definition that I will be using for toxicity is: 

 

 “Player behavior that purposely disrupts another user’s experience and is perceived as hostile 

within a given gaming community.”  

 

This definition is based on conceptualizations of toxicity described in the research conducted 

by multiple leading video game scholars (Martens, Shen, Iosup, Kuipers, 2015; Éloi, Khoury, Richard 

2018).  The majority of the literature I researched and the interactions that I observed throughout my 

netnography seemed that the common denominator was that acts of toxic behavior were committed 

with intention. Behavior is perceived as toxic when it is attached to a conscious malicious activity that 

negatively affected the player, and was also deemed by the community as unfavorable. For example, 

if someone dies in a game repeatedly, there are two different outcomes determined by community 
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sentiment. Inexperienced players that die repeatedly are not deemed toxic by the community because 

their deaths are attributed to a lack of skill. In contrast, players that continuously die on purpose are 

considered toxic because their actions are negatively impacting teammates, other players, the flow, and 

even the potential outcome of the game. There seems to be a fine line in how negative behavior is 

perceived among the community, but the line is drawn based on intention. 

Along with an intentional prerequisite, toxicity must also be disruptive to other players' 

gameplay experience to be deemed toxic. This is particularly challenging to pinpoint in many 

circumstances, as gameplay experience is primarily based on player perception and, therefore, 

consistently shifting. The key to an action being considered or perceived as toxic is that it must be 

disruptive to the player’s game and be intentionally hostile. If something is disturbing the gameplay, 

it is not necessarily toxic unless it is intentional. This research will be addressing the larger question 

of how toxicity is perceived and relating back to some gaming anthropologists and their theory. 

 

1.2 Research Question 

The aim of this thesis is to understand what toxicity in the world of gaming is, taking the Battlefield V 

video game community or virtual world as a case in point. Later in this chapter, I will dive deeper into 

detail in regards to the world of Battlefield V. From a top overview, Battlefield V is a multiplayer 

wartime FPS game, that focuses on defeating enemies and communicating with teammates to win a 

given changing objective. The complexity of the game will be provided at a later chapter when situating 

the virtual world. The term first-person shooter may sound very new to nonplayers or people who do 

not play video games. This term refers to the perspective that the avatars have of holding a gun. Nacke 

and colleagues define first-person shooter games as “a player being in a game world while the scenario 

is that of the hunter and hunted” (Nacke, Grimshaw and Linday 2010: 340). Meaning the general first-

person shooter category places avatars in a setting of kill or be killed. 

 What does toxicity look like in EA DICE’s Battlefield V video game, and how is it 

perceived within DICE and the gaming community? 

 Research has been conducted on some virtual worlds such as Second Life (Boellstorff 2008) 

and World of Warcraft (Nardi 2009) or toxicity in general by gaming anthropologists (Appendix D). 

With my research, I found that toxicity shifts from one community to the next or one virtual world to 
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the next. In this field of research, there is an empirical gap, especially when it comes to the virtual 

world of Battlefield V. Some scholars have looked at toxicity from a macro perspective, but not at an 

individual level (Shi 2019). In essence, this work is a continuation of these scholars’ research and 

applying what they found to further understand the topic of toxicity in virtual worlds. Anthropologists 

have previously missed in past research an in-depth analysis of Battlefield V, which is a crucial title in 

the massive category of first-person shooters.  When it comes to Battlefield V research, very limited 

research has been conducted across all fields of study, specifically in anthropology. 

 

1.3 Communities and Cultures in Video Games 

1.3.1 The First Virtual World 

 In 1972 a revolutionary concept came forth that was known as Pong, the world's first video game 

(Appendix D). This new technology would shape the world around it and cultures across the globe. It 

would become the mother of industrial titans that boasts over $75 billion in revenue, making it twice 

as large of an industry as Hollywood (We PC 2019; Theatrical Market Statistics 2013). This new 

technology would create millions of jobs and, above all else, would give birth to new virtual worlds 

that people across the globe can combine under one new umbrella and act differently than they ever 

would in “real life.”  

In 1972 Nolan Bushell hosted the task of creating the world’s first video game (Tretkoff 2008; 

Mileham 2008). Revolutionizing the world with coding, Bushell was always looking towards the 

future. With the birth of these new virtual worlds brought forth a new culture or community of its own. 

In 1972 the first intergalactic Spacewar Olympics was hosted at Stanford University. This was the first 

significant gathering of video game enthusiasts recorded for competitive play. Although Bushell was 

excited about his creation of new technology, could he ever have imagined how many new virtual 

worlds would stem from this new technology and how many new subset cultures would emerge? What 

does the video game industry look like today? 
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1.3.2 Current State of Video Games  

In 2016, there were 2.5 billion players worldwide that were influencing and being influenced by 

gaming culture (We PC 2019). This number of users has done nothing but climb over the years and is 

expected to continue to rise to reach more communities worldwide (We PC 2019). It is estimated that 

of these growing 2.5 billion players”, spend, on average six, hours a week gaming (We PC 2019). On 

top of that gaming time, research shows that those 2.5 billion people, on average, watch other people 

play video games (through twitch.tv or other gaming streaming sites) for about one hour and 48 minutes 

a week (State of Online Gaming 2019). 

The video game industry has created thousands of virtual worlds and communities of its own 

that players have become a part of (Gunkel 2018). With the evolution of technology throughout the 

past century, cultures have evolved and shifted. With this evolution, new social norms and virtual 

worlds have been brought forth (Mileham 2008). Is a person the same individual within a virtual world 

as in the real world, or is there a shift or change when a player enters a virtual world and sees through 

the eyes of the avatar? Does the virtual world bring with it new social normalities, as suggested above? 

These are some of the underlying questions that I will explore while answering my research question. 

Throughout this writing, I will be relying on the work of Tom Boellstorff, Anthropologist and 

researcher at the University of California Irvine, who paved the way for Gaming and Virtual 

Anthropology as a new field. His three-year ethnographic research, “Coming of Age in Second Life: 

An Anthropologist Explores the Virtually Human”, a netnography conducted in the video game Second 

Life, brought forth concepts that I will be utilizing as an underlying theory for my research. In specific 

regards to players or people in the real world change when entering a virtual world. 

In the current video game virtual worlds, you create an avatar which is in a way a persona or 

an extension of your “real self”. This “mask” that you wear when you enter virtual worlds is 

customizable to be who you want and at the same time, be anonymous to who you are outside of the 

virtual world culture. The understanding of being an avatar was key in Boellstorff’s research. 

Boellstorff discusses that avatars are not to be confused with a completely different entity that is only 

imaginary in virtual worlds. Instead Boellstorff argues that “virtual and physical bodies were both real, 

each in their own way” (Boellstorff 2008: xiii). This avatar is an extension of the player's real self and 

even, body. Beollstorff explains the idea of an avatar by discussing a portion of his research in an 

interview where he talked with his informant Fran. Fran described her connection with her avatar as 

so strong that when her avatar or she refers to it as “I”, that when:  
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I dance… and I’ll watch my legs, and while im sitting here [in the physical world], my legs will be 

doing what I’m doing what I’m doing there that I cannot do here. I would fall on my face if I were to 

do something like that… I watch myself and I get thrilled that I am dancing! You see, I don’t think of 

me sitting in this chair: “me” is the person on the computer (Boellstorff 2008: xiii).  

Understanding that the avatars are an extension of the real life player or better described as 

simply a player with a “mask” on is key to understanding player actions in virtual worlds. 

 

1.3.3 Understanding Video Game Communities 

These “new virtual worlds” that connect people across the globe have brought forth new relationships, 

and even perceived hostile encounters or competitive aggression (Smith 2010). This idea of a “new 

virtual world” has been explored by two leading anthropologists in the emerging field of gaming 

anthropology. These anthropologists have explored the development of the worlds as well as how the 

culture has defined itself. Anthropologists Tom Boellstorf and Thomas Malaby are both known in the 

gaming and academic communities for their research and concepts pertaining to gaming anthropology. 

These anthropologists offer key insights into virtual worlds, which is a factor that I find is key for 

understanding toxicity. These authors show that virtual worlds are new, unique places that I show gives 

birth to different forms of toxicity. Both of their ethnographies revolve around the idea of a new “virtual 

world” being created and the culture around and within this world. It is essential to mention that their 

research is the foundation of the anthropology of gaming subfield. They took a leap, and it paid off by 

not only describing the field but immersing themselves in the virtual world of video games. 

Just as Boellstorff had done, Malaby conducted an ethnography on the game Second Life. 

However, his ethnography was not within the virtual worlds, but instead, on the creators at Linden 

Lab's publishers of Second Life. In this virtual world, avatars interact with each other and do activities 

in this new virtual world. This includes; attending parties, going on dates, shopping, trading/selling 

goods, and providing standard services to each other. Malaby’s ethnography “Making Virtual Worlds: 

Linden Lab and Second Life” focuses on the creation of specifically the new world of Second Life and 

the hidden characteristics that Second Life adopts. In a way, Malaby’s research sets a foundation for 

the creation of the world that Boellstorf explores. Tom Boellstorff’s book focuses on the in-game 

aspects of the developed social norms instead of the creation of this world.  
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Role-playing games (RPGs) not only affect gaming cultures/communities or virtual worlds but 

also change real-world lives of even nonplayers. In the chapter “The Impact of Role-Playing Games 

on Culture” of the research, “Role-playing game studies: transmedia foundations” MacCallum-

Stewart, Stenros, and Björk discuss how virtual worlds shift boundaries and affect the “real world,” 

not just virtual worlds (MacCallum-Stewart, Stenros, and Björk 2018: 172). In modern-day media, we 

see RPGs or virtual game worlds represented daily. Whether we as a society realize it or not, gaming 

can be found in everything from your favorite hit television shows (like Big Bang Theory and Stranger 

Things) to even your morning cereal. Virtual worlds are represented in the real world daily 

(MacCallum-Stewart, Stenros, and Björk 2018: 174). The work that these authors put together gave 

me a clear understanding of how an invisible bridge connects the real world and virtual worlds. A 

bridge that branches across the physical or real world into the virtual world and vice versa to affect 

both of the communities. This bridge is critical to examining the effects of cultures and the power at 

play with toxicity. Virtual world culture is spread on a large scale and can be especially noticed in 

regards to works of fiction (television shows, movies, books, etc.). This is important because it shows 

just how vital gaming is in many modern cultures and how it spreads to even nonplayers, although they 

may not realize it. Virtual worlds are understood and seen amongst all people groups in cultures across 

the globe, and therefore toxicity affects those gaming cultures and into the real world. An example of 

this is the game League of Legends (Appendix D). This game can be seen everywhere, from short films, 

merchandise to even upcoming tv shows. League of Legends is also understood to be one of the most 

toxic games currently available, and my informants used examples from it to display toxicity. This 

community is known amongst people groups that do not even play the game to be a toxic community, 

and it spills over into real-life understanding of the community. Understanding the virtual world of 

League of Legends is similar in many aspects, but also different from my fieldwork, which is the 

community surrounding and the people who work with the video game title: Battlefield V. 

 

1.3.4 Video Game Communities: Current Study 

The Battlefield franchise is one of the most massive first-person shooter games in the world with 

reported over 50 million players in 2012 and 2019 is the only franchise to have two of their games in 

ranker’s list of “Most popular shooter games” (Gilbert 2016; The Most Popular Shooter Video Games 

Right Now 2019). This hugely successful game franchise has been at the forefront of the gaming 
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industry and has been at the center of attention amongst the gaming community in gaming culture. The 

game Battlefield V is available for PC, Playstation 4, and Xbox One. This is important to note as I only 

observed the PC version of the game. Neither PS4 or Xbox One have chat options (other than voice 

chat), and therefore I opted to focus on the PC version of the game and European Servers only to limit 

the data collected. The chat function in a video game, particularly in Battlefield V, is the main avenue 

to communicate with the players team and talk with the enemies. This is where 90% of the toxicity I 

witnessed took place, compared to 10%, which incorporated “other” forms of toxicity, such as actions. 

Discussed to a further degree in my analysis, my informants found chat as a function that needed to be 

in the game just because “it has always been.” 

In this research, I dive into this emerging world of gaming to get an understanding of toxicity. 

Emerging is used to represent the idea that throughout history, virtual worlds have not been relevant, 

but within the last 40 years they have exploded to become one of the largest cultures in the world. With 

this explosion brought forth toxicity and the idea of virtual worlds and toxicity go hand in hand. In the 

gaming world, hostile encounters are known as toxic or toxicity, but how does it come about, and what 

does toxicity mean in a gaming community? 

Within this research, I am going to specifically focus on communities and culture within virtual 

worlds created by game developers known within the realm of video games and their relation to the 

current state of video game toxicity. It is fair to note that virtual worlds exist outside of video games 

and may offer different forms of toxicity than what I intend to discuss in this research. By explicitly 

focusing on the virtual worlds of video games, I will examine where these anthropological ideas 

represented by gaming anthropologists manifest within the realm of the virtual worlds of gaming.  

In my study, I draw on current anthropological research to analyze how toxicity is made and 

understood in the world of Battlefield V. Whether toxicity stems from frustration or unfair mechanics 

there are many variables that feed into the creation of a toxic action or statement. 

The later mentioned concepts of techne and contingencies are the ground for which gaming 

anthropologists have conducted research in virtual worlds and surrounding virtual worlds. It is crucial 

to identify how these current gaming anthropologists define the term “virtual world.” In order to apply 

the theoretical framework of techne and contingency that I will discuss in this chapter, I must first 

understand how these scholars look at virtual worlds. According to Malaby, “They [virtual worlds] are 

characterized by their use of Internet connectivity to provide a persistent, open-ended, and shared three- 
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dimensional space in which users can interact, typically via avatars (virtual bodies that move about and 

act inside the world)” (Malaby 2009: 2).  

 

1.4 Toxicity in Video Games 

I will use the definitions that previous authors have used in their studies and apply them to the virtual 

world cultures that they studied. It is important for me to work off of what research already exists 

amongst scholars and expand upon them as an anthropologist. As mentioned previously in defining the 

chapter, the virtual world changes from game to game, and therefore toxicity shifts from game to game 

as well. Blackburn and Kwak’s research titled “STFU NOOB!: predicting crowdsourced decisions on 

toxic behavior in online games” takes an in-depth look into the League of Legends video game 

community and culture, specifically looking at toxicity. According to Blackburn and Kwak, other 

scholars, and the greater gaming community, League of Legends has struggled with toxicity in their 

game (Blackburn & Kwak 2014: 877). This has had such an impact that the studio behind League of 

Legends (Riot Games) has created a new way to try to manage toxicity within their game. Riot saw 

that instead of the company merely being the “ultimate god-type” of figure (similar to how Malaby 

viewed Linden Labs), Riot Games wanted to take a hands-off approach rather than the role of a judge, 

jury, and executioner. What does this mean exactly?  

Blackburn and Kwak describe League of Legends new and improved reporting systems as 

follows: “To take the subjective perception of toxic behavior into account, Riot developed a 

crowdsourcing system to judge whether reported players should be punished called the Tribunal. The 

verdict is determined by majority votes.” (Blackburn and Kwak 2014: 878). In further detail, it is 

explained as a system in which Riot does not make the ultimate decision. Instead, a group of 

community members, who ultimately create the social norms within League of Legends, vote and deem 

what is considered as toxic and what is considered not. With my conceptualization of toxicity being a 

sliding scale that shifts based on what virtual world the player is in, this is an implementation worth 

adding. The sliding scale is the notion that toxicity slides and shifts based on what community the 

player is in. For example, what might be considered toxic in EA Games The Sims (a virtual life 

simulator like Second Life) might not be regarded as toxic in League of Legends or Battlefield V, the 

scale slides or shifts to conform to the community standards around it. This creates a situation that 
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allows the game’s community to dictate what the scale is and how hard the metaphorical hammer falls 

on the punished. 

The studio behind League of Legends, Riot Games, is taking a stance on toxicity and stating 

that it is a negative part of their game and that they do not want to be a part of it. In this research, I 

want to understand if Battlefield V players felt the same. Is toxicity always negative, or would it then 

not be considered toxic behavior? Christopher Paul, a writer of “The toxic meritocracy of video games: 

why gaming culture is the worst,” takes the same stance as Riot Games. In his book in the chapter titled 

“A Toxic Culture: Studying Gaming’s Jerks,” Paul discusses League of Legends as well. He states that 

League of Legends has a “vicious player community” and that it is reported as the second most 

significant reason why players quit and don't ever play again (Paul 2018: 70). Although Paul states that 

League of Legends has made steps to fix this virtual world, toxicity as a core value within the 

community runs deeper and will take more resources to combat.  

Many scholars use disruptive behavior and toxicity interchangeably. Researchers in the past 

have done this as toxicity has an inherent stigma attached to it by definition or name itself. The word 

“toxic” gives the perception of “bad” or “negative.” I chose to stick with the phrase toxic throughout 

my research because the community itself understands the concept and is familiar with it, while 

disruptive behavior is a newer term. Although the two terms are interchangeable, toxic actions fall 

under the umbrella of disruptive behavior. Disruptive behavior encompasses toxicity, but toxicity, 

according to my definition, is more specific and one layer deeper than disruptive behavior. According 

to Shi, a video game user experience researcher, disruptive behavior includes some aspects that my 

definition of toxicity does not like smurfing (Shi 2019). Shi believes that the act of “smurfing” (to play 

on a new account even though you have a high skill level) is disruptive behavior. This action, however, 

is not toxic nor disruptive (in Battlefield V specifically) to the majority of players interviewed. 

Smurfing is the act of playing a new account and, in many cases, is done to not affect a “rank” (the 

promotion level of an account that can be affected by dying or losing games) of the player’s main 

account.  

In a way, my research branches off of Shi’s research on disruptive behavior and instead is on a 

micro level than a macro. An example to demonstrate this difference is in her research on disruptive 

behavior, where she received survey data about the perception of disruptive behavior in over a dozen 

of game titles. In this research, she obtained an initial overview of how toxicity is portrayed across a 

vast majority of titles and how they compared based on survey data. This was an excellent overview 
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of the topic of toxicity, but a macro level of toxicity. I believe that through applying the later concepts 

of techne and contingency, I can understand toxicity on a micro level by studying a specific gaming 

culture, the culture of Battlefield V. 

 Toxicity in virtual worlds as a practice varies from community to community. Based on the 

virtual world or culture you are in toxicity can be seen differently. For example, in a virtual world of 

World of Warcraft (see Appendix D for description) toxicity could be an avatar running into monsters 

which disrupts your team objective. The practice of toxicity varies depending on what community you 

are virtually in at a time. This does not mean that common forms of toxicity does not span across 

multiple different virtual worlds however, the severity of that same action might change. Meaning that 

killing yourself in World of Warcraft may be more toxic than killing yourself in Battlefield V.  

The idea that toxicity stems from a deep and darker place is apparent to anyone who has been 

a part of an online virtual world. Toxicity can be put under the umbrella of cyberbullying next to 

“trolling,” a root for toxicity. In the book “Gaming Masculinity: Trolls, Fake Geeks, and the Gendered 

Battle for Online Culture” by Megan Condis, she defines trolling as “inflammatory, extraneous, or off-

topic messages in an online community, such as an online discussion forum, chat room, or blog, with 

the primary intent of provoking other users into a desired emotional response or of otherwise disrupting 

normal on-topic discussion” (Condis 2018: 16). She discusses how people in virtual worlds “troll” in 

order to get a reaction out of someone else or just spread hate in general. How did the word “troll” 

come to label a group of people that try to create a toxic virtual world? Troll originally referred to “the 

practice used in fishing where a baited line is dragged behind a boat, although some Internet discourse 

refers to the troll as a fictional monster waiting under the bridge to snare innocent bystanders” (Condis 

2018: 18). The idea is that a troll is someone who knowingly goes and tries to instigate a toxic world 

or environment to disrupt the gaming culture. 

When it comes to toxicity, there are two camps that people within gaming communities fall 

into. The first is the cool-headed camp that does not take the “troll bait.” The second camp is the people 

that emotionally give in to the trolls and help to “feed the trolls” and snowball the toxic behavior 

(Condis 2018: 16). In a way, the player can look at this as confirmation of toxicity festering. Once the 

troll does or says something toxic, the more people become toxic when they contribute and feed the 

troll. In essence, when one toxic statement is reported, either it will be ignored by players, or it will 

fester and bait more people to make toxic statements and spread through the virtual world. If enough 

toxic comments are said and heard in a virtual world, it can start to create a negative image among 
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gaming communities (similar to the previously mentioned League of Legends). Condis is correct in her 

assessment; it is smart for gaming companies to get ahead of this negative behavior and try to find a 

solution that benefits the communities before it becomes too late. An example of toxicity festering and 

spreading like a disease is when a player says a comment like I had experienced and shared “YOU 

******* NOOB” Either this comment will be ignored, or it will invoke the camp of people to respond 

to the troll with another toxic statement like “yeah, well I am raping you.” which “rape” was found by 

both Condis and me as a common phrase used. Both comments are “toxic in nature” and create a virtual 

world culture that is negative. 

 

Many actions deemed by the outside world as toxic are not seen that way within the given gaming 

culture. According to Myers, who studied a specific form of toxicity, he concluded that teabagging 

could be considered not toxic. In his research titled “Friends With Benefits: Plausible Optimism and 

the Practice of Teabagging in Video Games,” Myers describes teabagging as “traditionally understood 

in the off-line, nondigital realm as a sex act involving the dragging of testicles across someone’s 

forehead.” (Myers 2019: 765) At the same time that players felt this was not toxic, nonplayers would 

find the act extremely toxic. The act seems provocative and negative; however, in a gaming 

community, it is defined very differently. The act of teabagging was created within the virtual world 

of Halo (Appendix D), utilizing the freedom of the game’s virtual world. Myers describes, “Amongst 

the gaming community teabagging is the act of “taking advantage of the “crouch” button as well as the 

camera system of the game, which lingers on the avatar’s corpse after death, players were able to 

simulate the act of teabagging.” (Myers 2019: 765). This may seem like a terrible act, but according to 

Myers, the community does not share the same perspective. “Gaming scholars must acknowledge that 

hardcore players already engage in playful, potentially transgressive practices that unpredictably 

disrupt power relations embedded in certain social structures.”(Myers 2019) The act of teabagging is 

no different. It is a way of friendship in the virtual world of some games (like Halo). Just like 

Boellstorff found in Second Life, the social norms shift amongst the gaming community, and just 

because the norms are different from the real world does not mean that it is necessarily a harmful or 

toxic action, according to Myers. Myers agrees with the idea that the scale has shifted to accept a trend 

that others had previously deemed as “toxic.” Myers touches on the fact that teabagging stemmed from 

players utilizing that freedom. Teabagging is a practice that is ingrained in Battlefield V and seen often. 

But what exactly does the virtual world of Battlefield V look like? 
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1.5 Current Study: Background of Battlefield V  

I selected Battlefield V as my ethnographic case due to its dominance in not just the video game arena, 

but an overall trendsetter when it comes to first-person shooters. According to critics, the Battlefield 

franchise is arguably one of the most successful first-person shooter franchises with over 18 years of 

existence and ten titles, many ranking in the top 10 best first-person shooter games of all time 

(PCGamer 2020).  This game attracts players across the globe and has a following of players that are 

passionate about the game, as I will discuss later in my analysis of freedom in virtual worlds. 

 

Battlefield V has a story mode (a single-player 

version of the game that the player plays against 

computers instead of multiplayer), but for this 

research, I focused on the multiplayer mode (the 

online mode with many players). Battlefield V is set 

during World War II, and in the game, players work 

together to accomplish an objective (that changes 

based on mode) to win matches that last 20-45 

minutes. The game has several different WWII 

inspired maps to partake in. What makes the 

Battlefield franchise unique from its other FPS 

(first-person shooter) competitors, is the use of and large scale interactive maps. Battlefield focuses on 

large scale battles that have vehicles such as tanks and planes to help the player win. At the time of this 

research Battlefield V, boasts eight game modes that all have different challenges or objectives. The 

game modes include; Conquest, Team Deathmatch, Breakthrough, Domination, Grand Operations, 

Front Line, Rush, and Firestorm (See Appendix B for full game mode descriptions). When entering a 

game, the player chooses a “loadout” or a specific class that can be customized to the players liking 

prior to the match (See Appendix D 1.1 for screenshot). The classes in the game are; Assault to“lead 

the fight,” Medic to “aid your squad,” Recon to “perfect your shot,” and Support to “supply your squad” 

(See Appendix Appendix C for descriptions)(Electronic Arts 2018). Based on the class the player 

chooses, the player is able to start with different weapons and gadgets. Once loaded into the game, the 

player has the option to chat with teammates and coordinate teamwork (See screenshot at Appendix D 

1.4). The player can chat with anyone on either team using the chat function on PC; however, the player 

 

Typical user interface that you would 
expect to see in Battlefield V. (Electronic 

Arts, 2018) 
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can only voice chat with other players in the squad. A squad is the smaller group on the larger team. 

This is the group that the player is supposed to work more closely with in order to win the objective of 

the match. This squad consists of a maximum of four players.  

Within the virtual world of Battlefield V are several maps or battles that I observed. Upon the 

release of Battlefield V, there were eight maps (more as expansions and updates have been released). 

These maps include; Rotterdam (the European city before the bombings on May 14th, 1940), 

Devastation (Rotterdam post the bombings of May 14th, 1940), Twisted Steel (French swamp that is 

based on the Schelde river), Narvik (Norwegian harbor town that was pivotal during wartime), Hamada 

(Desert in North Africa), Aerodome (airfield in 

the heart of North Africa), Arras (French village 

that was tiny and peaceful until the wartime), 

Fjell 652 (icy Norwegian mountaintops). All of 

these maps played a part in wartime and were 

created to support massive amounts of players 

and reflect how the location looks in the 1940s. 

These maps are based on many lesser-known 

battles to help drive and bring the stories of 

World War II to life.  

 

Battlefield V creates an environment that is controlled chaos. The player enters a map and can feel the 

intensity as the player trots to locate the enemies. Since many Battlefield V maps host massive amounts 

of players (64), the player hears bullets flying past and explosions in front of them. The game tries to 

create a wartime experience with the player in the center of it. With this intensity also brings with it 

toxicity as I will dive further into during my analysis chapters. This virtual world has the feeling of 

always looking around each corner for the enemy that can kill the player in a couple of fatal shots. This 

means that in a blink of an eye, the player could be dead and sent to a respawn point (a place where 

the player can come back to life). It is hard to grasp this immersive fieldsite as it is so massive. Even 

after my observations of 100 hours, I still would notice new things every time I watched the gameplay. 

The detail put into titles like Battlefield V is unprecedented, and people who do not play video games 

would be amazed at the small ingenuity behind each rock, blade, of grass, or snowflake on the screen. 

To put it simply, this game feels as close to being at these locations as the player can be with top of the 

Screenshot of a typical battle in Battlefield V 
(Electronic Arts, 2019) 
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line technology and therefore has complex concepts or theory that can be used to help understand the 

virtual world in which Battlefield V is.  

 

1.6 Theoretical Framework 

1.6.1 Gaming Anthropology Genealogy 

Within the emerging field of gaming anthropology, theories and concepts are being created and applied 

to justify these newer virtual world communities. The main crux of understanding toxicity in this thesis 

is primarily based on the anthropological works of Boellstorff and Malaby. Although this report 

focuses on Boellstorff and Malaby, other social scientists have created the foundation in which modern 

gaming anthropologists build off of.  

Johan Huizinga in his work “Homo Ludens: A Study of the Play-Element in Culture” discusses 

the actions of humans in regards to “playing”. Huizinga states that to play is a much more complex 

idea than simply “fun and enjoyment” (Huizinga 1970: 1). When it comes to virtual worlds, Huizinga 

is key in understanding the shift in “virtual rules” that change based on the “play-ground” that you are 

in. With playing “video games” or entering these virtual worlds, new virtual rules are set in place and 

are “absolute and supreme” for play to function, or toxicity (Huizinga 1970:10). These rules bend based 

on the dictations of the group “the card-table, the magic circle, the temple, the stage, the screen, the 

tennis court, the court of justice, etc., are all in form and function play-grounds” and even virtual worlds 

(Huizinga 1970: 10). 

Screenshot of extreme detail 
that even shows snow falling 

on your screen 
(Electronic Arts, 2018) 
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When trying to grasp the sizable complex topic of virtual gaming worlds, Boellstorff used the concept 

of techne by which he means the action that changes the world around it (Boellstorff 2008: 57). 

Boellstorff’s application of techne I would argue is built off the foundation of many anthropologists of 

which are mentioned previously in this section. In what follows, I will explain this concept, and 

throughout this paper, I will be relying on this understanding of techne, applying it on a micro level to 

understanding how toxicity is understood and produced in virtual worlds, specifically Battlefield V. 

1.6.2 Techne through History  

Techne is a term that has rapidly altered and changed throughout time as crafts and arts have shifted. 

The concept has remained consistent by what it means, but the application has shifted and expanded. 

Techne is the root term for what we now call technology. Ancient greek philosopher Aristotle defines 

techne as the concept or act of merely “bringing something into being.” Thus, Aristotle thought that 

the “goal of techne” was to create what nature found impossible to accomplish (Aristotle 1999). 

Poiesis, the term used by Aristotle to explain the idea of production that is attached to the concept of 

techne. According to thinkers such as Aristotle, something must be created, including change in order 

for techne to be present (Aristotle 1999). 

1.6.3 The Age of Techne  

“You drag an icon named ‘green rug’ from your inventory window, and as if by magic, it materializes 

in your living room.” (Boellstorff 2008: 11). Boellstorff’s idea of techne is applied stringently to the 

creation of the new world around the player. Boellstorff uses techne to describe the action the player 

takes and the shift that occurs after which to change the virtual world around the player. Boellstorff 

defines techne as “action that engages with the world and thereby results in a different world” 

(Boellstorff 2008: 55). In Boellstorff’s analysis, he described techne as a necessity to “craft your own 

world” (Boellstorff 2008: xxvii). This is the idea that every action that is taken can change what the 

world is around the player, and techne is the idea or descriptor of that specific action.  

Boellstorff states that through episteme (knowledge of) and techne (action of), a virtual world 

can be created using art and technology. Techne is produced within virtual worlds as an extension of 

oneself. Oneself that Boellstorff mentions, is in fact, the player's avatar, and therefore the avatar uses 

techne to alter the virtual world around itself. Within Boellstoff’s ethnography, one of his informants 
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puts it this way: “It’s innate in our minds, embracing external tools to extend our minds. Our minds 

don’t stop at the skull, to put it one way.”(Boellstorff 2008: 57) In essence, techne is used to stretch 

the imagination and change the world (or virtual world) around the player. Techne is used intentionally 

when these players say statements. 

In our current world, we live in an “age of techne,” according to Boellstoff. This age stretches 

beyond the physical world but into virtual worlds (Boellstorff 2008: 59). Diving deeper into 

Boellstorff’s idea of techne, I looked at how techne can be applied to help explain or understand 

toxicity. Instead of a virtual object, toxicity is where the change comes into play in the surrounding 

culture and community. Instead of me understanding the connection between a “green rug” and the 

world alterations that techne creates, instead, I was focusing on player interaction or statements to see 

this shift. 

In virtual worlds, techne gains even more justification and power than in the real world, 

according to Boellstorff. Boellstorff describes how in the new “cyber age,” there is more of a focus on 

social techne than in real life (Boellstorff 2008: 131). As society shifts towards technology, this will 

become important as social constructs become even more important in virtual worlds. Understanding 

how techne creates the virtual world around the avatars relates to how the social factors are created as 

well, and in turn, toxicity.  

 People are the ultimate form of governance for a community, and this applies in virtual worlds 

as well. According to Boellstorf, the people create and enforce the rules that he observed in the virtual 

world. For example, the people (players) deemed what was socially acceptable within Second Life and 

what was not acceptable. Boellstorff discusses that in cases, it was socially not acceptable to discuss 

your “real life”. It was not a written rule, however, it was unwritten and determined by society. When 

the player was in Second Life, they were the avatar. Ultimately, these laws or “norms” are set in place 

as techne. These virtual world laws target the population, which ultimately “the population becomes 

the ultimate end of government” (Boellstorff 2008: 220). Toxicity, in a way, is a byproduct of these 

social laws set in place to deem by the population what is justified to say and what is not. This idea 

echoes the idea of Normativity. Normativity is the set shared norms within a group. Within digital 

anthropology, anthropologists Horst and Miller discuss how in today, this “normativity” is shifting and 

changing constantly based on technology and in this research, virtual world (Horst & Miller 2012). 

Horst and Miller note that this normativity is rapidly changing which Boellsotrff confirms in Second 

Life.  
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1.6.4 Toxicity and Techne 

I found that the virtual world of Battlefield V shifts and changes to portray the norms or community 

standards set in place by techne, and after that, the perception that occurs. This world is being crafted 

day in and out not just by the developers but by the community as well. According to Boellstorff, 

techne represents “a gap between the world as it was before the action and the new world calls into 

being”(Boellstorff 2008: 55). In my research, I find that techne is not only common and intentional, 

but it is a consistent part of the culture that helps to craft the virtual world. Techne does not just take 

place outside virtual worlds, but just as Boellstoff believes techne takes place inside them. Just as in 

my definition of toxicity, the key to techne is intention. For techne to take root in this virtual world, it 

must have the intention behind it to create a change in virtual worlds or the output product. When a 

player intentionally does an action and is judged by the community as not permissible or considered 

toxic, the end result, as I will show in my analysis, is a change in the environment around them. 

 In his application of techne, Boellstorff uses the example of language. Language is ever-

changing and evolving; it did not just come about based on one person. Instead, it is a creation of techne 

(Boellstorff 2008: 245). A cumulation of all the same techne helped to create the English language that 

we know today. Transitioning to virtual world culture, the example still applies. Virtual worlds are 

ever-changing and evolving, and techne is the action that produces this change. Focusing more heavily 

on toxicity, the techne shifts, and changes what is acceptable and not and maneuvers what toxicity 

looks like in the virtual world. 

I am not saying that techne only applies to the making of toxicity. Entire virtual world cultures 

are, in essence, a result of such action. The extent that developers used binary code to expand and 

create the ideas that flooded their minds to create worlds such as Battlefield V and Second Life is 

supported and continued through techne. Techne is vital to understanding the mutation and 

development of toxicity in video game virtual worlds. During my netnographic fieldwork in the world 

of Battlefield V, I realized that it was essential to understand how toxicity comes about and the way it 

shifts and moves. Techne helps to display the actions and explain how these shifts occur. Now, while 

techne describes the action itself and the changes that are produced, we need another concept to help 

us understand “why it happens.” Malaby’s concept of contingency can be useful for this purpose. 

Techne is vital to understanding the mutation and development of toxicity in video game virtual 

worlds. When interviewing and observing via my netnography, it was essential to understand how 
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toxicity comes about and the way it shifts and moves. Techne helps to display the actions and explain 

where these shifts occur, which leads to why it happens. 

1.6.5 The Concept of Contingency  

Malaby makes it clear in his work and research at Linden Labs (a video game studio similar to DICE 

but much smaller) that video games are more than just a game but a social experience (Malaby 2009: 

148). As video game designers create games, they must dive into a new virtual world that they are 

conjuring from scratch. With this new world comes the act of making sure these virtual worlds are 

balanced, meanwhile creating a world that players can enjoy without anger or frustration. My research 

indicates that a link can be found between player frustration as a toxic trigger. To understand the 

complexity of toxicity, we have to understand how the games are made, updated, and changed 

throughout their existence. Malaby uses the multifaceted term of contingency to help explain why 

people play video games and the reasons behind many implementations by developers to keep players 

coming back, defining the concept as: “assumption and valorization of self-creation.” (Malaby 2009: 

13)  

Malaby defines contingency in three different unique terms, which applies more directly to 

virtual worlds. Overall, contingency can be split into these terms and defined differently based on these 

concepts. These concepts cannot only perpetuate toxicity if not applied correctly but ultimately, I 

believe that through Malaby’s understanding of these concepts, they can also decrease toxicity in 

virtual worlds. These contingencies either directly or indirectly affect toxicity in virtual worlds. 

1.6.6 Stochastic Contingency 

Malaby uses the term contingency to demonstrate challenges when it comes to creating and establishing 

a virtual world. The first of these contingencies is “stochastic contingency,” or also known as “pure 

contingency.” Stochastic contingency is the idea of creating randomness, but not unfairness. It is an 

extreme balancing act to be sure that players do not feel cheated but also to make the game not be 

predictable. Examples of this in a game could be the simple concept of rolling a dice. You know the 

odds for a roll, and it adds excitement, but yet it is not considered unfair. According to Malaby, 

stochastic contingency has been around for almost as long as mankind itself. Some of the oldest relics 

we have found from societies are dice (Malaby 2009: 88). The topic of stochastic contingency is a 
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trigger for toxicity. During my netnography, I found that a reason many players tend to lash out is the 

perception of “unfairness.”  

This “unfairness” stems from many different avenues. I could see this stochastic contingency 

when it came to the idea of “cheaters.” Players would accuse others of “cheating” within the virtual 

world. A more developer sided portion of stochastic contingency is the idea of unfair mechanics like 

stray bullets that do not go where the player fires. Gaming studios have to pay close attention to include 

stochastic contingency, but not have it be so much that it could become an unfair feeling and a trigger 

for toxicity. 

1.6.7 Social Contingency 

Alasdair Maclntyre coins the term “game-theoretic contingency,” while Malaby refers to it as a social 

contingency. A social contingency is an idea that the player never knows another player's point of view. 

This unpredictability adds an extra layer to a given game, but at the same time, can provide an avenue 

for toxicity to fester (Malaby 2009: 88). Social contingency is the idea of not knowing how someone 

will react or what someone has to play against the player. Malaby uses the example of the game poker. 

Although this is a tabletop game, it is a game that has been around since the 1800s, and Malaby believes 

there is a reason for this long-lasting popular game. “The challenge involves not simply making 

accurate guesses about others’ points of view but acting on those guesses as well” (Malaby 2009: 88). 

Meaning the toxicity that spawns from social contingency is based on not knowing what the players 

have or the power that they possess and, in turn, can cause frustration. Social Contingency directly 

leads into his third contingency, performance contingency. 

1.6.8 Performance Contingency  

According to Malaby, performance contingency is the root of the challenge for developers to perfect. 

Performance contingency is the action itself. Based on both social and stochastic contingency, the 

action is born, and a challenge is created. “It is the avenue by which player's actions influence 

outcomes” (Malaby 2009: 88). Sometimes these actions (such as battling with another avatar) result in 

death. Malaby references how this is heightened in FPS (first-person shooter) games like Battlefield V. 

It is the idea of taking action and sometimes failing, like deciding to try to destroy the opponent's army 

tank. If it turns into a mistake, it can be seen as a trigger for toxic responses. “All our actions in games, 
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as in life, are performative in this sense; they run the risk of success, failure, or some new result that 

demands an accounting. Games call on the player to perform, to accomplish the actions that give the 

player the best opportunity to succeed in” (Malaby 2009: 89). Understanding this line as a developer 

and not leaning too much towards failure but having it readily available is part of a challenge for 

developers to create “balanced games” that could reduce toxic triggers. 

1.6.9 The Balance of Toxicity and Gaming   

Malaby’s different contingencies are created and branched off of Roger Caillois and his ideas on 

“play”. Caillois’s work Man, Play and Games discusses contingencies but in a different avenue. 

Caillois discusses how in games, there are four different forms: agon (competition), alea (chance), 

mimicry (simulation) and ilinx (vertigo). These forms of play intermingle to create a game or in this 

case, a virtual world that thousands of people play and enjoy (Caillois 1979: x). 

Based on the characteristics branched off of Caillois, Malaby through his ethnography of 

contingencies, found that toxicity can be suppressed by developers before it even is experienced by the 

community if maintained correctly. “Games themselves show most powerfully; the shared engagement 

of contingency is a powerful means for the development of trust and belonging.” (Malaby 2009: 89) 

If, while in a virtual world, players perceive that they are justly punished, it would limit the initial toxic 

statement that could fester in a game community. Using the example of the army tank, if the player 

knew that destroying the tank is a longshot and died trying to destroy it, a toxic statement may not be 

produced because it would be seen as fair punishment. These implications suggest that if a virtual 

world is rich in possibilities and mastered correctly, players obtain the most out of this virtual world, 

and in essence, toxicity is limited. Contingencies are not limited to just the gaming world and are what 

make life not necessarily foreseeable. As developers, they have to create these contingencies and 

monitor them in order to keep the balance within the virtual world evenly distributed. “Linden Lab [the 

developers] retain ultimate control over what was ‘under the hood’” (Malaby 2009: 90). In my research, 

we can see that players tend to want to react in a more toxic manner when this contingency scale shifts. 
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1.7 Minimap for Toxicity 

In Battlefield V, just as in many other video games, there is a tool that is a necessity. It is a tool that 

guides the player and tells what is coming ahead. This tool lets the player prepare for what may be 

around each corner to make it, so the player feels like they know where they are at all times. It is the 

minimap. Located in the corner of the players screen, and is pivotal. It gives the “lay of the land” for 

what the player is about to see in the virtual world. Just like in Battlefield V, I want to provide this same 

tool but for my thesis. I want to layout the next chapters so anyone can read this thesis and know where 

it is going and where it has been. 

 In the next chapter, Chapter 2, I will cover the basics of my thesis. This entails the where, what, 

why, who, and how my research was conducted. Where my interviews took place is essential to 

understand the setting of this research. This research took place in both virtual and physical settings to 

understand the complexity of toxicity. What methods I made and what those methods are is important 

in knowing how my observations and netnography took place. Why I chose to do both interviews and 

observations will be covered as well as why I chose the methods I did. And finally, how I managed 

this research in relation to prioritizing ethics and reflexivity. I wanted to be sure that I took every ethical 

consideration possible when conducting this research.  

In Chapter 3, the complexity of toxic language will be analysed. The language surrounding 

toxicity and how it is understood is essential when conducting this research. Understanding the divide 

within toxicity and how there is a strict line between acceptable and not acceptable forms of toxicity, 

like hate speech. I dive into the current chat filter and what cutting edge chat filters look like in modern 

toxicity detection.  

Chapter 4 introduces the complexity of why toxicity comes into play in the virtual world of 

Battlefield V based on my netnography and interview collection. Understanding that players have the 

freedom to be who they want and enter virtual worlds or, more specifically, Battlefield V, in order to 

have an outlet from the “real world” or simply to be with virtual friends, is an underlying factor in 

understanding how toxicity comes into play. The ideas of power and freedom demonstrate themselves 

as major recurring themes when toxicity is perceived by techne that occurs. Players tend to gravitate 

towards objectives or cosmetics (such as outfits for their avatar or guns for their avatars) that flex their 

power over one another. Later in the chapter, I discuss how power and competition go hand in hand to 

create a more intense atmosphere in which players tend to be more toxic. This Battlefield V virtual 

world social norms shift as techne occurs to deem what is socially acceptable and what is not or what 
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is toxic and what is not. It is important to note that toxicity does not always mean “negative” to some 

players. I go into detail about an interview I had with a player that “played Battlefield V to be toxic.” 

Overall, players seem to gravitate towards the idea of being toxic if they want to be and act out when 

their freedom appears to be in jeopardy.  

Chapter 5 is titled “Gods of Virtual Worlds & Contingency” as it focuses on the employees of 

Battlefield V and the power that they possess while creating the virtual world around them. In this 

creation, they have a lot of power to make the world that they see fit or any changes that might occur. 

This brings with it some unique toxicity that only EA DICE employees face being the “gods” of this 

virtual world. Mastering the stochastic contingency can affect the amount of toxicity in the virtual 

worlds. I continue and discuss how a root of toxicity is the act of contingency, and be sure that the 

game is balanced, defining the term “meta.” Overall, these EA DICE employees create real immersive 

environments that create very real toxic actions or statements. These developers can manipulate and 

control toxicity to an extent, but not completely. 

The Battlefield franchise has gone through turbulent ground throughout history. In chapter 6, I 

explore the divided Battlefield franchise history that has had harsh criticism due to due race and gender 

representation through it. Sexuality and gender is a recurring theme in my netnography. I pull data 

from previous studies to support my research in demonstrating the complexity of the topic within the 

gaming industry. I had the opportunity to sit down with a professional female player and obtain her 

stance on the status of women in the gaming industry. Her perspective sheds light on where she hopes 

the Battlefield franchise will continue to grow and transition. 

In the final chapter, I will provide my overall takeaways from this research. Summarizing what 

I found on detailing how exactly toxicity is created and demonstrated through EA DICE employees 

and Inferno Gaming community members. I discuss how this research is only the start of understanding 

toxicity in virtual worlds; I am excited to see what branches off of my research. 
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Chapter 2. Methods and Ethics 

 

 

2.1 Introduction of Methods 

Toxicity is a multifaceted phenomenon that should be analyzed from multiple angles to understand its 

properties in a justified manner. Because of its malleability, it was important that I understood the 

concept from all avenues, both virtual and physical. Within the confines of my research question, I 

conducted ethnographic observations or netnography in the virtual world as well as semi-structured 

interviews in the physical or “real” world. With the emergence of technology and new forms of 

communication came forth to new cultures and social normalities that can be better understood from 

multiple angles (De Kaminski, Svensson, Larsson, Alkan, and Rönkkö 2013). This global rise of 

diverse and unique communities of virtual worlds gave birth to a new branch of ethnography; 

netnography. Being at the forefront of “Gaming/Virtual Anthropology,” I used netnography to observe 

trends within the digital world. Through this research, I will be pulling from anthropologists to assess 

and approach the topic of toxicity in gaming, most of which are very recent due to the new field.  

Through this research, I will be referring to virtual anthropology instead of virtual ethnography 

because “to qualify the term ethnography with the term virtual is to suggest that online research remains 

less real (and ultimately less valuable) than research conducted offline” (Campbell 2004: 52). 

Boellstorff uses the argument in his research of virtual worlds that “Anthropologists typically do not 

speak of “legal ethnography,” “medical ethnography,” and so on: they speak of “legal anthropology,” 

“medical anthropology,” and now virtual anthropology as subdisciplines for which an unqualified 

“ethnography” is the modality.” (Boellstorff 2008: 65). This thought is that just because Gaming 

Anthropology or Virtual Anthropology is a new field does not make it any less of a subdivision of 

anthropology than Medical or Legal, just a younger and different area of anthropology.  
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2.2 Field Sites (Physical) 

2.2.1 EA DICE  

In this research, I had three primary field sites; two physical field sites and one virtual. The first being 

the studio that I have partnered with on the research, which is EA DICE, located in Stockholm, Sweden. 

I gained access to the field by applying for an internship/fieldwork with the company. EA DICE was 

looking for a researcher to supply some sort of research on toxicity. EA DICE was extremely flexible 

on what they wanted and what they were looking for; therefore, I was able to create and maintain my 

research that EA DICE supported, but I ultimately still am representing myself as a Master’s student. 

EA DICE is a video game studio that is owned by a titan in the gaming industry known as EA 

Games (Electronic Arts). EA is the second-largest video game company in the world only behind 

Activision (Jordan 2017). EA DICE, one of 23 studios owned by EA Games, mainly produces large-

scale online multiplayer games and is most noted for the Battlefield franchise. Within the studio, all 

the interviews took place in a bookable meeting space. This meeting space was a lounge type of 

atmosphere with couches, lowlights, and a coffee table. This location was selected to help ease into the 

interview process as interviews with a set start and end times tend to feel more intimidating as they 

have a formal tone to them. My goal was to create an atmosphere that was safe and comfortable so that 

the informants felt willing to share their experiences and thoughts on the sensitive topic of toxicity. 

2.2.2 Inferno Gaming  

When an individual first walks into Inferno Gaming, it feels like a different world. Neon lights are 

flashing around as if they were entering a club as they navigate long hallways. Inferno Gaming, located 

in Stockholm, Sweden (Inferno Online 2019). This site was where I connected with community 

members. This gaming center is massive, to put it into perspective, Inferno Gaming ranks as the largest 

gaming center in the world (Guinness World Records 2010). A gaming center is a business that is 

primarily used for players to meet and play video games in one room or area. The player can pay to 

play a small fee for time-based play. These PC’s in the gaming center are top of the line so that the 

player can play most any game at the top tier connection speed and quality. Inferno Gaming offers 

hundreds of gaming PCs that attract players from across the globe to hone their skills in a community 

catered towards that of people who love virtual worlds. These computers are lined up in rows with 
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large gaming chairs and headsets to communicate with teammates whether they were sitting next to 

the player or sitting across the world. 

At the front desk was a host of caffeine drinks and all the gaming snacks the player could want 

in a long play session. I remember looking around and seeing patrons of all walks of life; young, old, 

dressed for business, or even in pajama pants. Some of these patrons were video game players, while 

some I overheard was just trying to print their resume for an upcoming job interview. This place was 

a melting pot of different walks of life under the umbrella of virtual worlds. When I sat down at a 

“station” (a numbered computer), I noticed the player could even order food from the computer from 

a restaurant. Inferno Gaming felt as a digital hub in which community members could meet and “game” 

together. I noticed that the gaming center even had private rooms that were reserved for professional 

players. These players came to hone their skills as they participated in challenges in the ESports 

Leagues (professional gaming).  

 

2.3 Field Sites (Virtual) 

2.3.1 Battlefield V  

Battlefield V does everything possible to create an environment or virtual world that portrays the 

warzone back in 1942 and gives the player the force that these soldiers possessed. Just as my 

participants entered the virtual world of Battlefield V, so did I on any given day of my fieldwork. As 

explosives are set off in every corner of the map, I could visualize how this virtual world has created a 

warlike atmosphere. Buildings crumble as avatars destroy them with tanks and explosives, while blood 

stains the soil below the avatars. The avatar runs through a field that has blood-soaked gravel from 

fallen soldiers or mortal enemies trying to complete the mission that was assigned to them. Players can 

hear the wailing of fallen comrades asking for a medic in order to be revived as they crawl towards the 

player before an enemy has the chance to execute them with a fatal bullet or knife stab. 

EA DICE went to great lengths to create this virtual world and attempt that would feel like the 

real world. In turn, this virtual world would be inhabited by large amounts of players at any given time. 

According to a participant that I interviewed, the development team recorded real-world weapon fire 

of the guns to use in the virtual world. These sounds create an even more immersive experience. This 

lets players experience the wielding and firing these weapons just as soldiers did over 70 years ago. 
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Although I know that it does not compare to a wartime environment completely, my informants felt 

that this was as close as they could get from the comfort of their home or gaming center. 

This “village” or fieldstie that I would dive every day was unique. It was as if I was doing my 

fieldwork in a different town or for that matter a different world and would observe this unique or 

different culture of this “village”. It was as if I jumped back in time and could see the battles of World 

War II right before my eyes. The explosive force of the rockets crashing, or the loud bursts from rifles 

getting louder as the avatars got closer. With flowers blowing in the wind as players trample over the 

terrain, I could easily imagine myself in the shoes of a soldier. It was as if I was on the war front, and 

the chatbox felt as though I could hear the avatars war chatter ranging from “Kill the ****ing Plane” 

to “shut up retards.”  

For me, this virtual world felt very real. The loud crashes of the tanks or rockets and the 

consistent firing of weapons paired with the swift-moving first-person camera angle (when zoomed in) 

would almost be too much during the fieldwork. I could only observe so many hours in a row before I 

would get a headache and start to feel nauseous. I tend to get motion sickness, and the act of watching 

the game for extended periods would trigger this sickness. Players could not only see the power of 

these weapons but hear them as well. In the past, I have experienced this with other FPS (first-person 

shooter) titles, including Call of Duty, but the sickness tended to get more intense, the more immersive 

the virtual world was. Being that Battlefield V is one of the most detail-oriented FPS’s to date, it is easy 

to see how this would amplify the reaction I previously had experienced. 

2.3.2 Reddit, Youtube, and Blogs  

When first entering the field, it was pivotal for me to do an initial netnography of the gaming 

community. While conducting the initial netnography, I navigated the Battlefield forums, blogs, 

Reddit, and youtube channels in order to obtain an understanding of the perception of what these 

players felt about not only toxicity in Battlefield V, but the overall love or hate for Battlefield V. This 

digital frontier opened a box full of useful information that I could analyze and apply theory to deepen 

my understanding. It was similar to past ethnographies I have done, but instead, this is a digital public 

space where everyone was anonymized via screen names or tags. 
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2.4 What is a Netnography? 

To understand toxicity, it is important to contextualize how I came to understand the communities in 

which gaming toxicity is seen using an ethnographic method of netnography. Since the emergence of 

netnography in 1995 and the creation of new “virtual worlds” or the internet, “netnography has 

undergone notable shifts from its most fundamental premises and assumptions to its procedures and 

applications” (Pollok, Luttgens, and Piller 2014: 3). Netnography is a form of ethnography that is 

continuously evolving with times of technology and has shifted dramatically since its founding. 

Kozinets defines netnography as the collection of data that “originates in and manifests through the 

data shared freely on the internet (virtual worlds)” (Kozinets 2015: 79). Costello, McDermott, and 

Wallace conclude their research on understanding and defining Netnography by reaffirming that it is 

an essential form of ethnology, one that, over time, if practiced correctly, can be extremely useful. 

With the rise of virtual worlds, it is commonly believed that netnography will continue to be a pivotal 

source for anthropological fieldwork, especially when it comes to Gaming Anthropology.  

The idea that just like any other ethnographic method, netnography has evolved since its 

founding, but not necessarily broadened in scope. According to Pollok, netnography is currently used 

to cover any online or virtual research and is not defined and extracted as much as it should be, leaving 

gaps in the research. Bearing this in mind, I wanted to be sure I was fully immersed in my netnography 

to comply with the standards that researchers such as Kurikko and Tuominen laid out. Kurikko and 

Tuominen state that some of the most important standards of quality in netnography are immersive 

depth and prolonged engagement (Kurikko and Tuominen 2012: 13). Continuing in this chapter, I will 

dive deeper into how I fulfill some of the requirements that Kurikko and Tuominen point out to have 

an effective netnography. 

 

2.5 Observation/Netnography 

Netnography is one half of the key to my research of observing and understanding the Battlefield V 

community. A virtual world netnography of over 100 hours brings to light data that had not previously 

been observed in any research. There is currently limited research in regards to toxicity, let alone in 

FPS games (first-person shooter), and none that I found about Battlefield V. In a vast number of past 

research articles on toxicity, scholars tended to focus on only the perception of toxicity excluding what 
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occurs in-game. With my netnography, I can supplement my interviews (perception) with what in-

game occurrences (action). The key to understanding toxicity is to have broad enough observations 

that act as a large net. This way, it can understand both perception and action as they can be very 

different. It is the same idea of understanding the perception that video games cause violence or if 

playing video games directly correlates to the violent action. One hand is the community thought while 

the other is realistic action, both crucial to understanding a topic. Boellstorff describes the act of 

observing in a video game as crucial to ethnography. He states that you have to watch or even 

participate in games to understand their complexity; it is not something you can simply describe to be 

an expert (Boellstorff 2008: 68). Boellstorff compares it to that of describing the English language. It 

is very complex to describe the language to someone, but once you see it and learn it, you can 

understand it. 

With this netnography, I dove deep into several game modes (Appendix B) to collect as much 

observational data as possible. This netnography will show what players see from game to game. I 

wanted to get an understanding for what the average player experiences every day when they log into 

EA’s Battlefield V server. 

The observation method that I chose for the netnography is what has been referred to as 

naturalistic observation, meaning to study something in its natural environment without manipulations 

(Walle 2016). Initially, I planned to use the participant observation method and play Battlefield V with 

others to observe what happened in the game and within the community. This would mean that I would 

enter the virtual world the same as the players and play the game in its entirety. Other anthropologists 

such as Tom Boellstorff did his research of the video game Second Life by doing participant 

observation tied with virtual interviews. This meant that he would log into the virtual world of Second 

Life regularly for three years and be one with the community. “I was doing everything from creating 

his avatar to participating in local events such as weddings.” Although Boellstorff used participant 

observation in his research, I felt that with the virtual world that I was investigating, Battlefield V, a 

naturalistic observation, was suited. The reason being that Battlefield V is based around 10 to 30-minute 

games where players rotate in and out. People are not developing deep relationships with each other 

within each game, in contrast to Boellstorff’s research, which was about human relationships and 

connections. I wanted to be able to watch carefully when toxic actions or statements occurred, and it 

was not possible to participate and make detailed notes. 



37 
 

Inside the virtual world of Battlefield V, spectator mode is an option to watch the avatars in the 

virtual world. The spectator mode enabled me to join any given server and watch what happened from 

several expanded points of view, which included seeing the map and every avatar on it. It is important 

to note that all the data collected was done in a way that was not a special privilege to developers. To 

clarify a bit more, anyone in the public that has purchased Battlefield V can access spectator mode and 

gather the same data that I did. Spectator mode is an excellent way for other players to watch and learn 

tips for improving their gameplay. Most popular online virtual world games are implementing a 

spectator mode with the rise of streaming services such as twitch.tv. According to Max Sjöblom and 

his research on why people watch others play video games, players watch others play video games due 

to five reasons: cognitive, affective, social, tension release, and personal integrative. (Sjöblom 2017: 

993) Validation to use this mode was established by observing players in their natural gameplay 

environment, similar to anthropologists that observe in any given location in the natural setting. For 

example, anthropologists or my colleagues that desire to go to a location such as a grocery store to 

observe shoppers in their natural environment. Using spectator mode, I was able to get this same result. 

When I entered the spectator mode, all players on the map could see that someone was watching 

the game from the server menu. I only picked servers that were at the capacity to gain as much data as 

possible (max player counts that varied based on the game mode, see Appendix B). Having spectator 

capability created a situation where the environment was utterly manipulatable in regards to my 

perspective and view. A positive for using the spectator mode was that it enabled me to follow certain 

avatars and see what happened after they typed a statement in chat that could be perceived as “toxic.” 

I was able to immediately switch perspectives or camera angles to their respective avatars and look at 

what the setting was around the incident. Were they just killed in-game? Were they losing? Were they 

winning? Were they being harassed in any way? Being in this spectator mode created an environment 

where I had more data that was easily accessible than if I was playing a character in the game and only 

able to focus on my avatar. I was able to gather data that would have been impossible to obtain 

otherwise.   

 

There were several positives with using the spectator mode and natural observation netnography 

method, but it did not come without limitations. The first limitation that spectator or natural observation 

posed was the lack of a controlled environment. In spectator mode, players cannot chat or communicate 

with other players at all; it is as if the player is a ghost unable to alter anything. I believe this was a 
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strength, as mentioned earlier, but also a limitation if I wanted to investigate specific triggers or forms 

of toxicity. In part, this is why my interviews were imperative to the data collection process. If I was 

playing the game, I could have communicated with the players and even explored trends that I found 

to be “trigger points” for certain perceived toxic comments right after they occurred. 

  A second limitation of my observation method was that the spectator mode did not have any 

way for me to go back and see what happened before an incident. I was watching everything real-time, 

just as any player could do. This means I did not have any “rewind” feature and only saw toxic actions 

as they occurred. In hindsight, having a rewind function would have been incredibly beneficial to my 

observations. This would have enabled me to have information regarding the specific toxic action or 

statement but could have also brought forth some ethical implications. Unfortunately, to my 

knowledge, there was no in-game rewind feature I could utilize without using external software. 

 

2.6 Who I Observed 

 Due to my limited access to player statistics, I could not necessarily say who the average player was 

while I was observing the matches. As mentioned previously, EA DICE did not give any player-

specific data that was not available to the general public. Because of this, I did not know who the player 

was behind the squads. Although I could not see the players, I could see the avatars themselves. I 

observed these avatars in their respective virtual world for 100 hours. How did these avatars act out in 

toxic ways? How did they behave within their given communities? Did specific avatar classes tend to 

act out more? It is important to understand. I was not observing the players themselves; I was observing 

an extension of them, avatars that they were controlling in the virtual world where they could act or 

say completely different things. 

 

2.7 Semi-Structured Interviews 

Although netnography is important, Kozinets claims that human presence is still desirable along with 

observational research. For this reason, I implemented semi-structured in-person interviews to be sure 

that my data was as well rounded as possible. Along with obtaining data through netnography of the 
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avatars to understand toxicity, I needed to extend beyond the virtual world of Battlefield V and take a 

look into the players. For that reason, I talked with the players that control the avatars in the game. 

I chose to use semi-structured interviews as I felt that it enabled a normal flow of the 

conversation while maintaining a structured discourse. It is important to note that interviews are not 

part of my netnography and instead its own portion of this research. For my data collection purposes, 

I felt as though interviews and a netnography were the best of both worlds similar to Boellstorff. I was 

able to put the informants at ease with a fika (Swedish coffee break) and small talk slowly leading into 

my questions. All interviewees seemed nervous before the interview but warmed up, which I attribute 

to the relaxed atmosphere of the semi-structured interview method. According to Anne Galletta, a 

social scientist who wrote the book “Mastering the Semi-Structured Interview and Beyond: From 

Research Design to Analysis and Publication,” Galleta states that semi-structured interviews are 

underutilized but have remarkable potential. Galleta discusses how semi-structured interviews give 

flexibility but also a focal point to help gather the data geared towards the research question (Galleta 

2013:1). The more flexible my interviews, the more data I tended to gather from my informants. 

The first objective in all my interviews was for the interviewees to read a disclaimer (See 

Appendix A 1.1). I wanted to be sure that I could finish the interview in 30-40 minutes and keep the 

conversation on pace to gather as much data as possible. My interviews were scheduled in a meeting 

room with little time to run over (See Appendix F for interview questions). If the informants started to 

go on a tangent with relevant points, I continued to ask questions and probe further into those topics. 

When this happened, I would then eliminate flagged questions that I knew I could skip. In order to 

keep the interview data consistent and compare between gaming community members and EA DICE 

employees, I kept the interview questions the same with the exception of EA specific questions like 

how long they have worked at EA DICE.  

 

2.8 Informants 

As previously mentioned, Boellstorf identifies as “one of the people” or “a part of this new world” that 

has been created while doing his fieldwork, Malaby’s “God’s eye” approach stems directly from where 

his ethnographic research takes place, Linden Labs. In this research, I wanted to look at both groups of 

people. The individuals that worked on Battlefield V and the players who entered the virtual world of 

Battlefield V. Malaby's approach to the topic is a standpoint that many previous anthropologists take. 
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Malaby goes to the root of the virtual world to understand the company first hand. His research takes 

place among the creators of this virtual world or “the gods that made it” while Boellstorf was amongst 

the players in this world and avatars to these “gods.” The DICE employees are the influencers who 

help enforce and create the gaming virtual world. It is pivotal to obtain both the community sentiment 

and the employee perspective at EA DICE. From these interviews, I can compare and pull apart 

whether community member and employee perceptions and stances on toxicity align. A unique 

perspective that I wanted to include in this research is not only understanding the avatars within the 

virtual world of Battlefield V, but also the individuals that help to create the virtual world. 

The interviews I conducted ranged from 30 minutes to sometimes even over an hour. I tried to 

generally keep the interview 30-45 minutes, however. Roughly half of the informants from EA DICE 

were female, and only one-third of the informants from Inferno Gaming were female. This is not an 

accurate representation of the population of female players. Still, as I discuss in the later chapter 

surrounded by gender and gaming, it was a challenge to find female players in Inferno Gaming.  

Along with these informants, I also collected and had a mini-questionnaire that included only 

yes and no terms from what people believed were toxic and were not. These informants were all a part 

of the workshop I hosted and consisted of twenty-nine survey responses, all from EA DICE employees. 

This would maintain that I could accurately see how these EA DICE employees felt about toxicity 

without sitting and talking with each and every one of them. 

When coming into the field site, I had little to no access to the individuals at the company. 

Being one of the largest gaming companies in the world, I felt as though I was just another cog in the 

wheel. This was until one of my informants (or in many ways, gatekeeper) took it upon him/herself to 

introduce me to the right people. To protect the identity of this informant I will refer to him/her as Sam. 

This research would have been significantly more difficult if it was not for Sam “opening doors” for 

me. Not only did Sam introduce me to valuable informants, but they acted as an instigator, connecting 

me with whoever I needed for multiple reasons, including valuable encounters. 

At EA DICE, communication is primarily surrounded around a program called Slack. This 

program is used for the majority of the company communications and is essentially an internal 

networking tool for employees. In order to find interviewees without disturbing the current workflow 

of ongoing projects, I posted a question on Slack in which I was asking for feedback to gauge interest 

in the topic. This was a way for me to find informants that were willing to sit down for 30-45 minutes 

and talk. 
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My research question supports my goal to determine what precisely the perception of toxicity 

is amongst the Battlefield V community and developers to examine how that perception aligns with 

actual gameplay. From my interviews, the experience varied with most having over 15 years of gaming 

experience, but others that only had been playing video games for a couple of months.  The informants 

were both males and females to ensure I garnered data representatives of people that play games. 

Today, video games are not just played by males as stereotypes had previously recommended; instead, 

a large portion of the gaming community is populated by female gamers (Duggan 2015). According to 

research conducted by Duggan “equal numbers of men and women ever play video games.” I had to 

use this as an example for my research as exact accurate data about the Battlefield V community was 

not available to me. 

Along with the employees of DICE, I have also interviewed members of the gaming community 

in Europe that have played the Battlefield franchise games. The participants were all located at Inferno 

Gaming Center and interviewed on-site. The community members for the interview were chosen via 

random sampling.  

 

2.9 Ethics 

Instead of toeing the line, so to speak, I wanted to be entirely on the safe side when it came to ethical 

considerations for my thesis and therefore took many precautions. For this reason, I will focus on 

ethical considerations for my research that I addressed. I want to demonstrate that I took many 

precautions to protect my informants and be sure that my data was gathered with ethics not only in 

mind but the backbone to support my research. 

 Following the American Anthropological Association's principles of professional 

responsibility, I obtained and maintained my research to protect the data and my informants. (AAA 

Statement on Ethics 2012). In order for my research to meet the guidelines provided, I was sure to 

follow each and every step of the seven principles laid out by the American Anthropological 

Association: do no harm, be open and honest, obtain informed consent and permissions, weigh 

competing ethical obligations, make your results accessible, protect and preserve your records, and 

maintain respectful and ethical professional relationships. After addressing each of these ethical 

parameters, I noted that it was important for me to protect my informants above all else. I wanted to 
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obtain their honest thoughts while maintaining the ethical parameters of my work.  Through this 

chapter, I will address some of how I made these principals an important part of my research. 

2.9.1 Anonymity 

With toxicity being a sensitive topic to players with it having to do with the perception of harassment, 

I have changed the names and positions of all informants. Although many had given me the consent to 

use their name in my research, for protection purposes and out of respect for EA DICE, all informants 

will be anonymized with pseudonyms. According to Wiles and Crow, who studied the importance of 

managing confidentiality in social research, “Anonymity and confidentiality of participants are central 

to ethical research practice in social research”(Wiles and Crow 2008: 1). In research that affects a 

community, it is important that I put the informants first and foremost, even ahead of my data collection 

and research. With this in mind, I made sure to make all of my informants aware of this principle at 

the start of my interviews. 

Along with interview informant names, player’s screen names are never mentioned. In previous 

research, anthropologists mention that screen names are already a way to mask the identity of the 

players. But in order to take an extra step, I have chosen to not even include anonymous screen names. 

2.9.2 Disclosure  

Unlike much of the current research in today’s field of gaming, I went one step beyond and provided 

a disclosure form (Appendix A 1.1) for all of my interviews. This was important to me as I wanted to 

be extremely transparent regarding my intentions with the information they disclosed. The informant's 

identity will remain anonymous, and informed consent (verbal) was given before all interviews. Having 

this disclosure meant that the informants felt as though they could be as honest as they wanted. 

Informants knew that not only Uppsala University was conducting this study, but the company they 

worked for had permitted me to carry out this research.  

2.9.3 Reflexivity  

Through this research, I tried to be as objective as possible. However, as many can attest, it is 

impossible to be 100% objective in research. According to Given, unlike natural sciences, social 
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sciences are taking their data and running it through a filter of sense-making human beings who are 

“engaged in interpreting and ascribing” meaning and the data gathered/collected. (Given 2008: 661) 

My background on the topic of toxicity is a victim of toxicity as well as an unfortunate 

participant in cases of my past. I have been an avid “player” since a young age of playing my brother's 

Super Nintendo. With hundreds of games played and over a year of “in-game playtime” in PC games 

like Blizzards World of Warcraft to console games like DICE’s Battlefield franchise. I have owned 

every video game console produced except for the visual boy, game boy micro, and the Atari. To say 

that I am a video game enthusiast is an understatement. In my introduction, I state that players are a 

passionate group of people, and I consider myself one of those individuals. In my opinion, video games 

are works of art. I believe that my massive backlog of gaming experience gives me a unique perspective 

on this research as an insider to the field. I was able to ask the hard questions and gain players’ respect, 

knowing I am a player myself and a member of their community. Many of my informants would start 

the interview by asking me what games I played or enjoyed. If I was not a player and did not understand 

specific references. For example, when my informants talked about which raid boss in World of 

Warcraft would trigger their toxicity, or which map in Battlefield V they enjoyed, my interview data 

would have been incomplete due to not understanding the culture.  

In this research of Battlefield V, I am a part of the gaming culture or an insider of “virtual worlds 

of gaming,” and with that gained further access to the field and my informants. In my interviews, when 

my informants would discuss toxicity with me, I was able to understand the terms that ordinary people 

who were not a part of the culture would have to learn. This enabled the conversation to flow more 

fluidly and let me obtain not only a higher level of data integrity but also more data altogether. Looking 

at the interviews, there were several times that the participants said phrases like “teabagging” or 

“camper.” These phrases are common in the gaming community. However, without being a part of this 

community, other researchers likely would have no idea what those phrases meant and would have to 

constantly clarify. Just like most sports, gaming has a vast vocabulary that shifts from game to game. 

This knowledge does not only relate to my interviews but observations as well. Since I did not have a 

pause or rewind feature, I was forced to act at the moment and write down everything I saw. An 

example of this is when I could recognize what gun the player was using or what class the player was. 

Without this previous gaming knowledge and understanding of the culture, I could not have captured 

that data as swiftly.  
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Being a part of this video game world enabled me to understand what these informants were 

saying to a degree that others could not have. As an insider in virtual worlds, I was a part of the group 

and therefore understood their language. Even though I was a part of this group, I did have to take 

special care to maintain my bias when conducting this research.  

2.9.4 Bias 

It is important to take into consideration some ethical implications that being an insider to virtual 

worlds brings with it. First, is the idea that since I am a part of the group, I need to remain as unbiased 

as possible. I tried my best to remain as unbiased in this research as possible, taking steps to enter and 

focus on the field now instead of only my past experiences. Being an avid player, I always knew that 

toxicity was out there, but never realized the extent until I sat down and actively watched for it. Some 

of the statements I witnessed made me ashamed of the times I had been toxic and reinforced how 

important this anthropological study is. Being a part of the community made me contemplate how toxic 

I am, and my interviews helped me understand why people are toxic in the first place.  

In this research, I tried to be as unbiased as possible. It is important to note that I am trying to 

understand the construct of toxicity and its manifestations in virtual worlds. I am not trying to say that 

it is good or bad, or anything should/can be done about it. My input on that matter is irrelevant. What 

is more important is how Battlefield's virtual community perceives toxicity and how EA DICE views 

it—on top of that, trying to understand why toxicity happens and the themes that come into play when 

toxicity occurs whether that is power, freedom, gender, or anything else. 
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Chapter 3. “You Play like a Bitch” 

 

 

3.1 Toxic Language and Censoring 

Through this paper, it will be noticed that certain words are censored. This was for data collection 

purposes and was not censored on my behalf. When I was taking notes on the filtered words, I did not 

want to change the terms said and therefore recorded them with the filter in place. I am not the one 

censoring the data; I am only reflecting the information collected. It is important to note that the teams 

in charge of the chat filters were making changes as I was collecting data. This means that terms that 

were censored during my fieldwork may not be now, or vice versa. I cannot give specific lists as to 

what is filtered and what is not filtered as I did not use that in my netnography or interview process. 

 Although the “You play like a bitch” is considered by many players to be a sexualized term 

that is demeaning towards female players, some feel differently based on the circumstances around the 

statement's context. Language, according to David Mandelbaum, is critical to any research involving 

text (Mandelbaum 1967: 209). In order for me to analyze the data I obtained, I needed to rationalize 

what I was witnessing through understanding the language that is perceived as toxicity. “You play like 

a bitch” was a statement I saw several times throughout my long exposure to the virtual world of 

Battlefield V. When first seeing statements like this, it seemed to be an obvious toxic statement, 

however, what some of my informants told me was very different.  

How the words are said, and the context they are used are large determining factors on whether 

the statement is perceived as toxic or not. According to both players and EA DICE employees, this 

also means that what is toxic to one person might not be toxic to another. The complexity of the context 

demonstrates just how important the term “perceived” is within my definition in chapter one of toxicity. 

Techne, previously mentioned theory in chapter one, can help explain how the level of these toxic 

phrases intertwines with perception. Perception is a key instrument to creating the social virtual world. 

Based on the techne action said or done, the perception that follows the techne helps to shift the virtual 

world in one way or another. This caters to the community standards on these statements and if they 

are toxic or acceptable.  
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 I make a claim that chat filters in their current state are not a solution to toxicity, but simply a 

mode to try to sway or maneuver the perception that follows the techne. In video games, the chat is a 

major function that players either love or love to hate, according to some EA DICE staff. A chat filter 

is a way to censor what is said and what is seen by other players. For example, if the player states a 

cuss word, the filter would show to everyone else as “****.” This is a way of trying to protect other 

players from seeing profanity even though the player can fill in the blurred words. When I asked my 

informants, “You play like a bitch, do you believe that is toxic? Why or why not?” I got a surprising 

array of answers. 

My informants would bring up questions around my terms. Like “who is saying this term?” or 

“Do I know this person?” These are questions that, during my observations, I had no way of knowing. 

I would ask my informants to elaborate on why they think that matters. One female player at Inferno 

Gaming (the gaming center located in downtown Stockholm) said, “well, if my friend was saying that 

to me, then no that is not toxic. I say things like that to my friends all the time. If it was a stranger, then 

yeah, that would be toxic.” The idea that the context around the language is extremely critical is 

important when balancing the line of perceived toxic statements. Even with top of the line current chat 

filters, we still cannot obtain both the circumstances and the word choice. Instead, filters opt to blue 

out any term that has a cuss word in it, and in some video games, words like “class” would be blurred 

due to it even having swear words within the phrase. “You play like a bitch” may not actually be 

deemed toxic in some situations. Some other phrases follow this same suite according to the 

community.  

 

3.3 Hate Speech 

As an anthropologist, after each of the interviews, I would analyze my responses and the recordings. 

The trend that I was noticing during this review was that my informants were starting to reveal what 

they defined as toxic statements from the list I provided. They would shift uncomfortably as they read 

through them, even sometimes making an awkward smirk. Terms like “Heil Hitler” and “Go rope 

yourself” ranked top upon the list of terms which people found as toxic while “buy better hacks arab” 

would follow.  

Part of the reason players found Battlefield V so appealing is that the large scale nature of the 

title created a virtual world that never “was the same.” The meaning by this is that with the previously 
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mentioned contingencies in mind, the game has a nature to it that brings players back. The first way 

this can be seen is through social contingency. This is the idea that the player never knows what another 

player is thinking, and it adds a layer of complexity to the game. This idea of social contingency also 

comes with the opposite effect of what the developers are looking for in the title, frustration, or hate. 

Social contingency can also display this unknown factor and demonstrate how toxicity can permeate a 

game even at a core founding principle through lesser community desired hate speech. 

 There seemed to be a clear line when it came to the idea of “hate speech.” It seemed to be a 

trend that hate speech of any kind was not tolerated or immediately was perceived as hostile or toxic. 

It seemed that hate speech was commonly thought to be anything that expressed severe hate or violent 

thoughts based on a human factor, meaning sexual orientation, race, gender, religion, etc. My 

informants would say things like, “Oh God, that is just horrible,” or “Yeah, I have seen people say kill 

yourself (abbreviation in virtual worlds is kys) often while online.” Their discomfort was noticeable 

when I would say these statements out loud. What is interesting when it came to hate speech is that it 

did mark a clear divide in what was toxic and what was not. Terms that simply added a racial slur were 

shifted into being toxic when otherwise it was not perceived as toxic whatsoever. An example of this 

was the last statement I mentioned: “buy better hacks arab.” Both EA DICE employees and community 

members generally found that this statement was toxic. However, if I asked about the same statement, 

but left out the word “arab,” they would not find that to be toxic. It was fascinating for me to witness 

how one word would push a statement over the community standard and make a statement be perceived 

as toxic. Along these same lines, the term “Hacker” was another interview statement I asked informants 

about. This term was almost never found as being toxic. I even had some informants elaborate multiple 

times and say that it was a compliment. If I was playing to a standard that people thought I was cheating, 

that is great, and I take that as a compliment was an idea that crossed multiple informants' minds. When 

interviewing an EA DICE employee who worked closely with Battlefield V, he said that some gamers 

are just that good. They get reported for cheating, but in all actuality, when it is looked into, these 

players are just professionals at the game. This idea of cheaters will be looked at in further detail when 

I look into the Gods (developers) of the virtual world in a later chapter.  
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3.4 Comedy = Not Toxic 

While in the dim room, I was listing off the perceived toxic terms and asking the informants if they are 

toxic or not, one of the most interesting results of these terms was, “not even Noah can carry these 

animals gg.” I asked the informants, “is this toxic? Why or why not?” For people that do not play video 

games or have not been a part of video game culture, this term is meant or was stated at the end of a 

game when a team lost by a loser team member. To examine what this statement means to nonplayers, 

I will pull apart this statement. Noah is referencing Noah’s ark and how in the Bible, he carried or 

saved all the animals from the flood. Carry is a term in the gaming genre to explain when someone 

wins the game for the team. For example, if someone has all the kills and gets all of the objectives, 

they are “carrying the team.” Therefore, dissecting this statement, it is a witty remark to say that it was 

impossible for this avatar to carry the players to win, so much so that Noah could not even do it. 

When my informants (both community members and EA DICE employees) read this statement, 

the majority of them laughed. This was shocking to me to start with but started to become a recurring 

theme. If someone laughed at a statement I provided, then they generally said after something along 

the lines of “no that's not toxic” while chuckling or “no that's not toxic, just extremely witty.” 

Therefore, I can assess that if statements are “witty,” then they generally are not perceived as toxic by 

the community. Or if the player laughs, then they generally would not perceive the comment as toxic. 

This transition can be attributed to the perception of this techne. The community found that certain 

techne, even teabagging (the action of squatting over other players' face over and over again), has 

shifted with comedic value to incorporate happy, funny memories around this techne. One of my 

informants, who was an employee at EA DICE, shared their experience with teabagging when 

prompted. He was an avid gamer all his life and therefore was very familiar with all the terms I used. 

He loved FPS games and was excited when he got the opportunity to work on a title that was one of 

his favorite types of games, Battlefield V. He described a story in which he was in a lookout tower 

using a sniper to kill an enemy player over and over again. He could tell this player noticed the targeted 

killing and was trying to take over the tower that the EA DICE employee was using. The employee 

stated that after some time, the enemy player managed to finally obtain the tower with the help of his 

teammates. When this finally happened, that enemy player that the EA DICE employee had killed 

almost a dozen times teabagged him. The EA DICE employee just laughed and said he chat “you got 

me.” This enemy player and the EA DICE employee ended up talking about how the strategy was good 

and having some laughs together. This techne “teabagging” could be perceived as toxic in some 
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contexts and others not. In this case, the EA DICE employee had a fond memory of when he laughed 

and had challenges with an enemy player, proving that friendly laughter creates an attitude that softens 

the perception of techne and eases it towards a direction that may not, in fact, be toxic when taken in a 

different context could very well be toxic. 

 

 

3.5 Workshop on Words 

Midway through my internship, I taught a workshop with a group of EA DICE employees. In front of 

me was a large whiteboard with the same terms that I had provided my informants in my interviews 

(Appendix A 1.2). At this time, I had begun to notice the previously mentioned trend that comedy was 

a compelling indication that the statement was not perceived as toxic. With all these statements written 

on the board and percentages across from them, I explained the exercise. I wanted to see what they 

thought the percent of toxicity was per statement. I noticed that as I wrote the hate speech statements, 

attendees were heavily affected by the toxicity. I could see in their faces that at one time or another, 

they all had experienced this type of toxicity. When all the terms and percentages were on the board, I 

could feel a heaviness in the air, and as an anthropologist, their actions were something that really 

struck me. 

I asked for a volunteer, and a developer moved one hand up while arms still crossed and stepped 

towards the whiteboard. I gave this employee the dry erase marker that was a dark red ink. I explained 

to him that I was looking to see what toxic statements matched what percentages on a scale of toxicity. 

He began thinking very diligently as he would slowly connect the phrases to percentages of most toxic 

to least. He drew a line slowly and then erased it as if he was a student trying to be sure he got 100% 

on the test. After he connected all the terms with percentages, I informed the group that I put all of the 

terms through the current generation of machine learning toxicity AI. 

 This toxicity AI takes the term and spits out a percentage as to how toxic the statement is (out 

of 100%). I am not an expert on the code behind this machine-based learning, but to help explain it a 

bit more, it is understood as taking millions of peoples inputs on the internet and creating a chat filter 

based on what people think is not “toxic” or what is “toxic.” The AI tool is called Perspective AI. 

(Perspective 2020) It is used by dozens of large corporations, including the New York Times and 

Google. The AI is developed by Jigsaw, which is owned by Alphabet, the owning company of Google. 
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Even though this AI is developed by such a large scale company, it still has a very long way to go 

before being able to detect toxicity. According to my research, especially this AI tool could only 

potentially work if it was used to focus on individual virtual worlds. You cannot collect data from 

everywhere on the internet and ask people if they find this toxic or not. Instead, you need the context 

around the statement AND a member of the community that statement was said in. For example, you 

need a Battlefield V player to review a statement like previously explored “You play like a bitch” and 

then tell the circumstances around this phrase. Like “your friend says that you play like a bitch. Is this 

toxic?”. 

 Continuing with the workshop, as the volunteer marked the final percentage to term, he gave 

me back the pen, and I could tell he had confidence in his answers. He felt that terms like “kill the 

****ing plane” and “you're ****ing good” were not toxic at all and at the bottom of the list. “These 

are people just playing the game and are serious about it. There is nothing wrong with that.” Terms 

such as previously mentioned, “Heil Hitler,” “get a cancer,” or “go hang yourself,” he perceived as 

more toxic. As I revealed the answers, I could tell he was in a bit of disbelief. According to the AI, he 

was completely wrong. Terms like “kill the ****ing plane” and “you're ****ing good” were ranked as 

more toxic than phrases like “Heil Hitler.”  

Very few of my informants simply brushed these phrases off as just being “okay” or 

“acceptable.” Some of the informants have never even seen some of these statements in video games 

and were shocked to hear that I had collected them. The players deem what statements are toxic and 

what are not, and computer AI or chat filters are not a perfect indicator of what is toxic and what is 

not. This does not mean that profanity filters do not work; it means that toxicity is a more complex idea 

than just being handled by a toxicity filter, and the responses from my informants demonstrate just 

that. Instead, it is a shifting world that is demonstrated by the techne understood as toxicity. Once these 

statements are said, these people have almost a knee jerk reaction. It is all about the techne and the 

perception of how the techne is categorized. The change in the surrounding world confirms this techne 

and its perception. Every action they take changes the virtual world around them, either for better or in 

some cases worse, depending on the informant’s point of view.  
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Chapter 4.   A Chance at a “Second Life”: Power and Freedom 

 

 

4.1 Why do YOU play Video Games? 

“Why do you play video games?” This was the third question that I asked in every interview I 

conducted with my informants. The answer was more often than not, one of the following: 

 

1. Play with friends. 

2. To have an outlet from the real world. 

 

Community members, developers, artists, and management of EA DICE all play video games for the 

same reasons; to have an outlet for real-life tension or stress and/or to have a good time away from the 

dramas of the real world. At the time of writing this analysis, the global economy is on a downward 

turn, and people are dying. With the COVID-19 pandemic ramping up across the globe, many people 

are glued to their televisions or the computer watching every development play by play. Video games 

offer an outlet from this or from the stresses of meeting a deadline (like writing a thesis) and enables 

someone to enter a new virtual world or their second life. This virtual world offers an opportunity to 

act differently, or as participants stated: “blow off steam.” Video game virtual worlds act as an outlet 

for stress and tension, similar to how some people like to go to the gym. In my interviews, informants 

talked about their avatars in Blizzard’s World of Warcraft as if they were a real person referencing 

them as a screen name. These are, in fact, players who enter into a second life where they do not just 

control Just_N_Time8, but Just_N_Time8 is an extension of themselves. 

 

4.2 Power and Toxicity 

As I began my observational netnography in the virtual world of Battlefield V, I did not expect to find 

the same recurring theme of power that I was a vehicle for as a youth in the shooter genre. I witnessed 

the power (avatars and players) through chat, weapons, and slaying of the enemies as a complex way 
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of exerting this “power”. According to numerous informants, these players would band together with 

their friend groups to slay the foes, just as I did in Runescape during my childhood. However, instead 

of being knights, they were World War II foot soldiers. Informants stated that while playing, they 

would generally be talking on a Discord server (one of the largest video game chat services) with their 

friends to voice chat while they would decimate foes. Every kill that they would gain would increase 

their killstreaks and make them feel a piece of satisfaction. We can see this in the idea of headshots 

and the satisfaction when a headshot is obtained. When the player dies, the vehicle of power is lost, 

and frustration surfaces as toxicity.  

My informants state that frustration was a key instrument in why they believe toxicity exists. 

If they lose a game or objective, it becomes frustrating, and as one informant stated, the blame game 

begins. This idea that blame is thrown on whoever lost vehicle for the team and most commonly, it 

falls on the “noob” on the team. Informants stated that when a game is lost, if they were towards the 

bottom of the leaderboard (a scoreboard of how each player is performing), they would receive toxic 

or negative comments. Noob is a common term used amongst online communities. Noob or newbie 

means that the player is new to a community or game. A male EA DICE employee told me that he does 

not understand how the term noob has changed so drastically. The term has evolved tenfold, and now 

is a negative. He told me a story about when he first started games like World of Warcraft; it was a 

positive title to be a noob. He said he remembered getting free things or extra help because he was new 

to the game. Today, this term is a negative expression and does not hold the same positive influence 

that it used to. This inexperience nowadays or “noob actions” is far and beyond the most common 

trigger for toxicity, according to my interviews. If someone is inexperienced and creates a situation 

where a team, squad, or game is lost due to this inexperience, players will let this “newbie” know in 

toxic ways. 

 

4.3 Power to the Players 

As I found throughout my observations and interviews, it is all about the “power to the player.” My 

observations and netnography contained examples of the complexity of power. I witnessed the 

transferring of the vehicle of power from one player to another as they became top of the leaderboard. 

I also witnessed a bloodbath at a team deathmatch game mode where players tried to obtain a contested 
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objective. A common theme in Boellstoff’s netnography of Second Life was the aspect of power, and 

this was something I noticed immensely throughout my netnography. Although throughout this 

research, I apply the idea of techne with just toxicity, techne is multifaceted and can also relate to this 

idea of shifting power. Techne action could be when a player kills an enemy to represent this transfer 

in overall power to another vehicle, and the slaying player climbs the leaderboard (a scoreboard with 

avatars stats displayed for everyone to see).  

With Battlefield V’s virtual wartime world brought forth attitudes that players could flex and 

reset their vehicle “power” just as players had done in Second Life when defining their new self. The 

idea of choice is seen throughout the gameplay of Battlefield V, similar to Second Life. This gives 

players a perception of that they are a vehicle of power. Players obtain new weapons, outfits, and other 

goods to adorn their avatars instead of individual chairs or rugs to decorate their houses like in Second 

Life. When players begin a new match, they are invited to choose the looks from different premade 

soldiers' looks (Appendix D 1.2). This means they can pick a soldier that they identify with most as the 

avatar extension of themselves. Battlefield V does offer quite a bit of flexibility when it comes to the 

creation of the player's avatar; however, compared to many other virtual world games, it might seem 

to be far less. Regardless, the ability and flexibility give more power to the players and empowers 

players to be their avatar. 

 

4.4 That was “EZ” 

As a game comes to a close, I could observe an avatar flex (show off) his win by stating “EZ GAME 

LOSER” and several others on their team saying “easssy” or “ easy psy.” These terms to people that 

are not part of a video game community might sound like a foreign language, and in a way, that is not 

too far off. As mentioned in the toxic language previous section, video game players have their own 

vocabulary. This term is similar to in life or sports taunting someone by saying how “easy” it was to 

win.  

Is techne like “easy” perceived as toxic? Most of my informants agreed that these statements 

were players flexing their power or dominance over the opposing team and, in a way, “rubbing their 

head in the dirt,”; but some others did not think this techne was toxic, just sportsmanship. The majority 

of my informants, however, did state that it was, in fact, perceived as toxic when it was said to them. 

The gaming culture seemed to rally around the idea that this techne statement of saying “easy” created 
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a statement that was perceived as being hostile. The shifting lines did not shift enough from the techne 

to deem this statement as not toxic from my informants about their community. At one point in my 

observations, when a team stated the terms “easy” after a win, the other team members asked, “why 

these machine gunners [role that an avatar may have] are so aggressive and toxic.” Upon my 

netnography and prior research on Reddit, I found a subreddit that branched off of the subreddit around 

mine. It was a subreddit about toxicity, and if when someone said a term like “easy” after a game, did 

players find that as toxic? In the findings, 66% of participants (over 30,000) agreed with my informants 

stating that saying “Easy” after a game was a reportable offense or toxic (@Marcher93 2014).  

From my interviews and observations, it is apparent that a player’s perception of toxicity stems 

partly from this idea of power. Anthropologists have been looking at the idea of power in society for 

centuries.  In the past anthropologists have dived into concepts of power such as “hegemony (Gramsci), 

cultural capital (Bourdieu), and power-knowledge and governmentality (Foucault)” (Niezen 2018: 1). 

But how exactly is power expressed or seen when it comes to virtual worlds? 

 Behind an anonymous avatar capable of powerful feats of strength, players get a sense of 

extreme power without fear of repercussion because, in this virtual world, it is just a “game.” Players 

say and take actions that, in real life, they would likely never do. Boellstorff discusses how in Second 

Life  power is something that many of the virtual inhabitants looked for. Players that got to go to Linden 

Labs or were “content creators” held the power in the virtual world (Boellstorff 2008: 227). Power was 

something that players sought after and exercised even if they did not realize it. 

This idea of power overflows and is shown even through toxicity. My participants stated that 

they would not say these toxic statements to others in the real world, but while in-game, they thought 

what was socially accepted “shifted.” This can be due to the limit of power they possess due to fear of 

repercussion in real life or to Boellstorff’s previously mentioned idea of techne. The toxic action that 

these players say or do affects and engages with the virtual world. When this action has completed, 

even in just a small amount, the world dynamic has shifted. Whether that is social norms being broader 

or, other players are lashing out because it was as many informants state “too far over the line of 

acceptable” once toxicity enters the virtual world or space it changes. This techne is assessed by others 

and looks very different in the virtual world. These statements reflect real-life actions such as physical 

harm. This techne generally is not occurring in the real world according to my informants as they 

believe certain phrases are “okay” to say in a virtual world, but not in the real world. In the real world, 
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the social norms are stopping them from saying “go hang yourself,” while that is being said multiple 

times in a game sometimes in the virtual world of Battlefield V.  

When looking back at my 100 hours of observations, I found a common theme. I could not help 

but notice all the derogatory statements said that were putting others down. Nearly every statement that 

would be considered “toxic” by my informants was putting down someone else in order to make 

themselves look like a “better” player, person, or just have more confidence in general (even in things 

that have nothing to do with the virtual world of Battlefield V). These players would, in many cases, 

take their insults outside of the world that my netnography took place in. For instance, in a 

Breakthrough (mode in Battlefield V) match, players would call others “subhuman,” or an avatar called 

others “biological trash” all while winning and conquering.  

 

4.5 Toxicity and Competition 

In my interviews, the theme of “power to the player” was apparent and consistent. Players seem to 

perceive that they have some sort of empowerment when they enter these new virtual worlds. It seems 

as though anonymity and competitiveness are the main drivers of toxicity. If a player were intentionally 

decreasing the chances of winning, then it would be deemed as toxic and cause them to lash out in 

sometimes harsh responses like “uninstall noob.”  

Depending on the game mode, I found a fluctuation in the number of toxic incidents and 

occurrences. Does the stem from a perception of power that the players possessed based on game 

modes? For example, modes such as Firestorm (a competitive mode in which the player has one life) 

had no toxicity. This is also because there is no chat option in the game mode. Other game modes had 

very different amounts of toxicity, with more seemingly more competitive modes having more toxicity 

per hour than less competitive game modes. 

Players have the power to help create the virtual world around them and create new social 

norms. Toxicity, in turn, is created by the techne that players do or say, but the players have to deem it 

as toxicity. In essence, these players change the world around them to fit what was said in these virtual 

worlds. The players have the power to create new social norms within their gaming environment. 

Toxicity breaks off into several different avenues that the player communities create. Shores, He, 

Swanenburg, Kraut, and Riedl share a similar idea that toxicity stems from many different avenues. 

We can see that through the previous literature on trolling and gender. In other words, it is not just a 
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“one-stop-shop” for toxicity. One of the main reasons for toxicity that Shores and colleagues found 

when studying toxicity in the previously mentioned League of Legends title, was that toxicity stems 

from competitiveness. In their research, they found that players who played “Ranked game modes” 

tended to have a higher toxicity ranking than those that played “casual” (Shores et al. 2014: 1361). It 

is thought and predicted that players who play with friends are going to be less toxic. I can see how 

this was hypothesized because players have more accountability when they play amongst friends and 

would want to be on their best behavior. To my surprise, Shores and colleagues found that players who 

play with friends tended to be more toxic (Shores et al. 2014: 1362). From what I found is that players 

get defensive of their friends when they are playing. Many informants said that they had been defended 

by friends if someone else is rude or toxic towards them. In these cases, though, it is generally an 

experienced player defending a new player. This is a similar idea to the idea of a mother bear getting 

defensive of a cub.  

 

4.6 The Shift in Social Norms 

In Boellstorff’s netnography, he dives into the idea of social trends and a society that exists within the 

virtual world. Social trends can be classified as actions or activities that are done by society as a whole. 

Players have an, in fact, real “second life” that he did not anticipate to be a fact at all. Boellstoff 

discusses how he could “reset his life” in the game and do anything he wanted. He had the power to 

choose what this “second life” would be. He could choose any lamps he wanted or any rug he desired 

in his virtual home. Within the game or this “new world,” Boellstorff states that he saw everything 

from attending a virtual marriage to being invited to virtual sexual encounters. This creation of a new 

world created new social norms within its own virtual world culture and social structure. One aspect 

that he noted was the ability to have this freedom that he had previously not encountered. Freedom to 

remake the player's real life to be something or do things in a virtual world that the player would not 

or could not do in real life, relating to my theory of power to the player. Instead, the player had an 

option to achieve or try these things in Second Life or the player's second life. He goes into detail 

describing how he and everyone else could build their life from scratch in a new identity and make it 

what they want. 

Through my research, I have established that players enter virtual worlds for numerous reasons 

that all relate to the concept, a chance to exit the real-world and enter a virtual world with new norms 
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or rules. Through my research, this does not mean that people forget who they are when they log into 

a game but instead have a chance to control an extension of themselves. They have an outlet but still 

carry with them the harsh realities of the normal world like a “bad workday.” In my interviews, I asked 

two questions that pertained to this idea, Questions 6 & 7 (see Appendix). These questions discuss the 

idea of how people conform to a given culture. These questions discuss where they are located and if 

they believe that social norms and cultures shift or change based on real world locations or a virtual 

world. 

Most of my informants felt that when they entered a new area, they conformed in some way or 

another. This varied in scale; some people said they would act entirely differently at work than with 

friends, while others said they just acted more professional and not changing much. They all believed 

that social circumstances and social norms changed where they were. This also seems to be true when 

players enter a virtual world. This is where Malaby’s idea of Social Contingency comes into play. Yes, 

players feel they change when they enter these virtual worlds, but these players also do not know how 

others will react. Social contingency states that the players have to make guesses on how others will 

react or act, and within virtual worlds, if it is found to violate these mobile social norms, it can cause 

toxicity to fester or begin. Most of the informants felt as though the social norms did, in fact, shift as 

they entered a virtual world. They might say things that they would not say to another person in real 

life. Where does the line between a second life and freedom get drawn when in virtual worlds? It is 

mainly about balancing social contingency.   

 

The massive draw for people to enter these virtual worlds is the power that comes with it to change 

anything the player wants, or become whomever the player wants and potentially put others down in 

these virtual worlds. Whether that power stems from having a second life in Second Life, becoming an 

Orc Warrior in World of Warcraft and slaying dragons, or defeating Nazis in WWII like in Battlefield 

V, these experiences give the “power to the player.” In many cases, these powers represent what players 

do not want to deal with in real life or have the ability to deal with. In my interview with an EA DICE 

employee, he agreed with most of the other informants stating that gaming introduced a new virtual 

world with a new subset of norms. This new world created a new power dynamic, and he could say or 

do things in this virtual Battlefield world that he could not state in real life. Players and EA DICE 

employees agreed that it is an entirely different atmosphere when in a virtual world compared to the 

“real world.” Although this is a “different world,” it still seems to be an extension or an outlet for their 
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“real world” problems. These EA DICE Employees would use virtual worlds as an outlet for their 

“real-world problems.” One particular moment I had with a member of the community mentioned that 

video games had got him through a difficult time in his life. He said that he would play World of 

Warcraft with his friends when his life was turning upside down. Although this was not Battlefield V, 

it still speaks to the strength of virtual worlds and the power that comes with them. He did not state 

what was happening in his life, but he seemed convinced that gaming gave him an avenue to express 

his emotions in a virtual world when it was hard for him in the real world. This did not mean he forgot 

about his issues in the real world but channeled them through this new virtual world instead.  

As mentioned previously, toxicity is created and drawn by community standards set forth by 

the techne enacted. What these players find as accepted deems to create what is toxic and not toxic 

actions or statements. Teabagging may not be toxic in Battlefield V, but calling someone a noob may 

be. While maybe teabagging in Call of Duty may be toxic and calling someone a noob may not be. It 

all shifts and changes based on what the community deems as acceptable and permissible for the social 

norms. 

 

4.7 “I Play to Be Toxic” 

I had one particular informant who was a community member I interviewed at Inferno Gaming in 

Stockholm. I am going to give this person the name of Billy, as in Billy Bridger, a protagonist from 

Battlefield V. Billy loved Battlefield V and had been playing it and all the previous games for many 

years. I asked him in our semi-structured interview what kept him coming back. He stated it was the 

experience. Not thinking much of it, I continued and asked what he thought of the survey list of toxic 

statements and if he thought they were toxic (Appendix A 1.2). He stated,  

Yes, they are all toxic, but that is the experience I play for. I play to be toxic because I cannot do that in 

real life. All of those statements are toxic, and I would say I have said most of them. But I view 

Battlefield as more than just a shooting game. Instead, I view it as a mind game; if I can get the other 

team to tilt (get upset), then I win. 

This interview was different from most others I encountered. This was part of a population of players 

that not only were toxic but really enjoyed being toxic and played Battlefield V to be toxic, so they did 

not do that in real life. This virtual world was an outlet for them to vent what they wanted in a virtual 
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world setting and “tilt the other team by talking trash.” This idea of freedom to talk trash is something 

that gaming companies have to take into consideration. Anyone who has played sports knows that trash 

talk is not a rare occurrence (Johnson and Taylor 2018). Trash talk, or as Johnson and Taylor call it, 

bullshit talk often occurs in games and has psychological implications to how a player performs. Billy’s 

perspective is, “why can't this [trash talk] be a part of Esports as well?” Esports is the professional 

gaming league, similar to NFL (National Football League) or NBA (National Basketball Association). 

In essence, Billy sought after the action of trash talk and stated that it added intensity to the game. Billy 

saw this trash talk as a positive result of what I defined as Boellstorff’s techne. Billy perceives the 

techne as, in fact, toxic but also likes that it is toxic and views it as permissible toxicity. This creates 

an environment that caters a bit more every game to his desire, the more the community shares this 

mentality like Billy. Billy likes his playtime in this virtual world, where he too felt that social norms 

are shifting through this perception of his techne, allowing him to act differently, even though it could 

be considered taboo by many in the real world. 

Is it considered toxicity that Billy plays to make people quit games? Although this was not 

directly asked in my interview, my informants answered what they believed was toxic actions or not. 

What would be perceived as toxicity is the methods that Billy stated he would use to make these players 

quit the game. If Billy stayed within the parameters of what the community deemed as tame or not 

toxic, then Billy would be able to play the game and not be a toxic player to the community. However, 

Billy stated that he enjoyed being toxic. Billy stated that he has committed all of the toxic actions I 

listed in my interview. Toxicity is what Billy perceived as the root to making people “rage quit” or 

leave the game, and he enjoyed that aspect of Battlefield V. 

 

4.8 Freedom to Game 

Linked directly with the idea of power and a chance for a second life is the concept of freedom. Whether 

that is the fight for freedom from religious persecution, the freedom to say what the player wants 

without fear of persecution, or the freedom to be treated as an equal, freedom has been pivotal in 

cultures across the globe through the ages.  In my interviews, I found that nearly all of the participants 

agreed that hate speech is not okay. It seems as though the techne that is hate speech is shaping the 

culture and causing a push back even with the freedom to say certain things. The majority of my 
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informants want action taken by larger companies in moderating hate speech, but as the player 

progresses through to the terms like “noob” or “You suck,” the line moves on who you talk to. 

The passion and pride in the gaming community are undeniable and apparent. When the 

internship was initially posted on EA’s website, the community held many different perspectives. 

Positions were ranging from “Finally they are studying toxicity” to negatives like “EA DICE is 

studying us like lab rats with unpaid labor.” Blog articles, youtube videos, forums, and Reddit were all 

flooded with players sharing their thoughts and perspectives on my role and position. 

 

Youtube personalities made 10-20 minute videos discussing the position I obtained, and these videos 

reached upwards of 60,000-100,000 views. To put this massive number into perspective, that is more 

than some Ted Talks have at the time of writing this. Most of the videos I watched from famous youtube 

personalities held the same idea; EA was trying to take away their freedom of speech. The idea that a 

game company will come and tell them how they should act and what they can and cannot say or do 

within the virtual world of Battlefield V. 

 Blog articles from popular websites like Gamasutra (McAloon 2018), Bounding into Comics 

(Arenas 2018), and One Angry player (Billy 2018) all posted articles about my upcoming position and 

research. These articles had a split response compared to the youtube channels I watched and similar 

to Reddit forums observed. Gamasutra seemed optimistic about the actions that EA DICE was taking, 

stating that “it is an interesting approach to the topic of toxicity”(McAloon 2018). The other two blogs 

had the opposite approach to the topic, saying that it “isn't a good look for the company” and that “EA 

is trying to control people's behavior” (Arenas 2018).  

On Reddit, dozens of subreddits were created on the internship posting. These subreddits 

ironically displayed, confirmed, and complemented some of my data. The comments reflected 

precisely what I found in my interviews; there is a huge divide amongst the community on whether 

eliminating toxicity is an infringement on freedom or a positive that will help the community as a 

whole. (@One-Armed-Scissor 2018) These comments contained a back and forth between people in 

the forum. Some would be extremely negative saying that EA DICE is getting “slaves” to conduct 

research on a topic that no one cares. While others wrote how it was a great chance to spread good 

thoughts and educate about toxicity. It seemed that people were hardly in the “middle ground” but all 

people were in fact very passionate about the topic. 
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These comments reflect the vast gap within the gaming community on whether companies 

should infringe on what they deem as “freedom.” Freedom is heavily tied to the concepts of 

contingency. In all actuality, all three contingencies; stochastic (the freedom to expect randomness), 

social (the idea that players have the freedom to think and say what they want) and performance (the 

freedom to do what the player wants and influence the virtual world how they see fit) all relate to this 

idea of freedom. 

 Stochastic contingency relates to the idea of randomness. Due to players having the freedom 

to do what they want in the game, in essence, freedom perpetuates randomness and arguably creates a 

situation where randomness can occur. A virtual world without randomness would not be a “fun game” 

that brings players back, as stochastic contingency is a key element in game creation, according to 

Malaby.  

Social contingency perpetuates the freedom of speech; however, this is directly the question of 

toxicity. Where should video game companies “step in” and stop freedom of speech if at all? Every 

thriving virtual world community has some form of freedom of speech, and social contingency is 

another key to creating an immersive, well made, virtual social world. These avatars like to have the 

freedom to say and do what they want, and when a chat filter is in place, avatars find a way to get 

around these filters in creative ways to express their freedom or social contingency. An example of this 

is a player saying “fck” or “a$$” hoping that the chat filter does not pick those up. 

Performance contingency is a combination of the two previous contingencies, but arguably the 

most important when it comes to freedom. It is the idea that the player has the freedom to make their 

own decision and face the consequences of that freedom. An example of this is the freedom to run into 

an army of enemy soldiers. The player knows the odds are slim of survival, but still has the choice to 

do this anyway, and when he/she dies, they do not get frustrated because the odds were calculated. Not 

a lot of players would do this action, but it is about having the option to do this if the player or avatar 

deems it as what they want. According to my informants, freedom in virtual worlds is a complicated 

topic that has a balance that must be struck in order for players to feel like they can do what they want, 

but also limits what they can say. 
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Chapter 5. Gods of Virtual Worlds 

 

 

5.1 The Realness of Virtual Worlds 

Malaby discusses how this studio (Linden Labs) has to take into account many things that are not 

anticipated when creating this new world, such as an economy. If a new virtual world can create 

something as complex as an economy that even has ramifications on the real-world economy (as virtual 

goods can be bought and sold with USD), then this new virtual world can easily create new norms 

around what is acceptable and not (toxic and acceptable). These Social norms even shift amongst 

societies in the “real world” today (Malaby 2009: 9). The complexity behind this economy is essential 

in explaining just how “real” this virtual world is that the developers have created and, with it, the 

complexities that unfold in the virtual world and stretch into communities in the “real world” and 

demonstrate the complexity of toxicity in this virtual world. Through my interviews, community 

members would state that toxicity is bad, but does not necessarily stop them from participating in the 

community, which means that the realness of these virtual worlds would be so real that it would have 

implications in real life, but not extreme enough to make them stop participating in the community. I 

did have both EA DICE employees and community members state that they would quit a game for the 

day, but they would always go back to it after time. These virtual worlds are very real, but not real 

enough to keep playing away when they experience toxicity. 

  Malaby states that games create “ethical implications” and “human relationships” (Malaby 

2009: 14). The fact that both Boellstorff and Malaby discuss the importance of human relationships 

within virtual worlds demonstrates just how far the social norms in these virtual worlds can shift and 

manifest. A portion of toxicity stems from the interaction of human to human or avatar to avatar 

relationships. These relationships are not only apparent in gaming virtual worlds, but in my opinion, 

are thriving and will continue to thrive as virtual worlds advance. Many informants played video games 

or Battlefield V to play with friends. Toxicity stems from not only these interactions with friends but 

also human relationships or interactions with total strangers in these virtual worlds. 
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5.2 Toeing the Line 

The idea of power in gaming stems further than just the player being a vehicle of the power within a 

virtual world. The creators of AAA games (titles distributed by large gaming studios) are the 

individuals who make the virtual world what they imagine it to be, making them the vehicle of power. 

With the advent of technology and the creation of these virtual worlds, programmers can now make 

worlds that not only stretch and effect “virtual” worlds but also transpires to affect the “real” world 

(Boellstorff 2008).  

As mentioned previously, many of my interviews were with individuals who worked in some 

capacity within the gaming industry, particularly at EA DICE. When interviewing the EA DICE 

employees, my final question was always the toughest, “Should toxicity be combated within video 

game cultures? Can it be eliminated? If so, how?” This question got a variety of answers, but from the 

developers. The responses were ones of hesitancy because they knew they were the creators of this 

virtual world. The common response was along the lines of this informants answer: 

 

 Yes, toxicity should be combated. Gaming companies have a duty to the game (virtual world), but that 

only goes so far. We, as creators, cannot just change everything and start banning everyone. No toxicity 

cannot be eliminated. 

 

Developers cannot just change virtual worlds on a dime as, according to them, it is a fragile 

ecosystem where ultimately, the players have the ability to mold what the gaming gods (developers) 

create. Many developers were worried that they would be overstepping their bounds if they became 

too strict, and that would reflect poorly on the game title they created.   

 

5.3 Gods and Community 

I began the interview by asking the EA DICE employee how often he plays Battlefield V. He finished 

his bite of the bun provided for the fika and hesitated. “Not very often anymore.” This came as a 

surprise to me as he was a main contributor to the creation of the game. Discrimination and hate are 

directed at people not only because of their gender, race, skill, and age but also because of them being 

a vehicle for the power or, in this case, their job. During this interview and to my surprise, many other 
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EA DICE employees stated that in Battlefield V, they would often experience toxicity. So often that 

the previously mentioned informant did not want to play the game for fun anymore  

When EA DICE employees log on to play a match of Battlefield V, they enter with a “tag”(see 

Appendix D 1.3, for example). This tag is a unique mark that shows they are an employee of EA DICE, 

even when the informants are just playing Battlefield V for fun. Because they have this tag, they are 

often ridiculed and greeted with hate from the community. The type of responses that the informants 

receive are different based on the type of avatars they play with or against in the match. One of my 

informants shared an experience where they were called out and received terrible messages about him. 

He said that he did not respond, or else it “fuels the fire.” While another said that they do not like to 

get on Battlefield V because other players will just tell him to “fix this or fix that” even though he does 

not even work on the team that is in charge of fixing those issues. The gaming community is looking 

at these tags, and it is telling them these people are the exertion of power, and in turn, they are 

responding to this power at play. Players either “poke the bear” with toxic actions and statements or 

demand they “take action” as the God type figure they have. 

While at EA DICE, I had the opportunity to present what I was researching in a forum setting. 

This was an event that EA DICE held for employees to share what they are working on with other 

departments in order to get input on upcoming projects. Even though I was not a DICE employee, I 

was granted permission to share and obtain data at this forum. I took advantage of this and handed out 

a survey that complimented my interviews. The list of statements was the same as the interview 

statements (Appendix A 1.2). I used this as an opportunity to bolster my observations and try to gauge 

what more EA DICE employees thought of the statements without sitting down for a 30-45 minute 

interview. The statement that I paid close attention to was the statement “**** you DICE” (due to 

game chat filter this is blurred out, refer to chapter 3 for description) and how that was perceived. From 

this event, I obtained 29 responses. 

  “**** you DICE” was a statement I asked employees to rate on if they would consider this 

toxic or not. In this anonymous survey, 23 out of 29 employees found the term “**** you DICE” as 

being a toxic statement. Meaning that about 80% found this toxic while most members of the 

community (non-DICE employees) that I interviewed did not find it as toxic according to my 

interviews. Community members said it was not toxic because they were not saying **** you to a 

person, instead they were saying it to a corporation. The employees seemed to have felt like it was an 
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attack on them, and they perceived it as hostile. Most EA DICE employees categorize themselves and 

define themselves as part of EA DICE, so this statement, in essence, was saying “**** you” to them. 

 

5.4 Gods and Balance 

During my interviews, it was apparent that even after the launch of a title, the work was not yet 

complete. I learned that titles were “never really finished” and that the teams may get smaller, but 

people will be on projects for longer than just launch. These “gods” will continue working to maintain 

the virtual world that they created until it is superseded in one way or another, usually by another title 

or because the game is lacking players. Gods is a term that I use to develop the creators of these virtual 

worlds. This term identifies just how powerful in these gaming environments these individuals are. 

Malaby describes his research as a “God’s Eye Perspective” (Malaby 2009: 1). These 

developers, in a way, act as a “God” while creating the virtual world of Battlefield V. Everything they 

do, no matter how small, can affect gameplay. I will use an example from Blizzard’s title, Hearthstone, 

to demonstrate how a little change can rapidly affect a virtual world. Hearthstone is a massive online 

card game. Players create decks with virtual cards and play against others to gain rewards, a similar 

concept to many competitive online games. In competitive online games, there is something called a 

“meta.” A meta is a term that is used to demonstrate and explain the most potent guns, decks, or classes 

based on what virtual world they take place in. For example, if in Battlefield V, the best weapon to be 

used is a bolt action carbine. Then that would be considered the meta. Meaning, it is the best gun to 

use in order to maximize the player's score.  

As mentioned previously, the term meta is not just used to explain Battlefield V, but a large 

number of video games. Shifting the meta is a way for developers to use their power to change the 

virtual world and result in techne established as toxicity. Just one change that gaming companies 

implement can change the whole ecosystem of the virtual world. In the case of Hearthstone, the 

developers change a small aspect of a card, making the card marginally worse. This one seemingly 

small change can flip the entire game's virtual world culture and meta. This one card is now not the 

“best,” causing downstream ramifications in not just the meta. These types of changes can also produce 

backlash amongst the players. That is why in my interviews, the developers are resistant to just “making 

a change” without vetting it and testing it prior, while players often have the attitude of “just fix the 

game.”  
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5.5 The Start of a Firestorm 

A struggle that a large number of virtual worlds or developers of virtual worlds, particularly FPS (first-

person shooter) titles, deal with regularly is randomness within a game. I touched on this topic in 

Chapter One regarding contingency and game development. While creating virtual worlds, players 

thrive and crave an environment that has some sort of randomness or where stochastic contingency is 

present. As mentioned before, it is a double-edged sword. Too much randomness can lead to a 

perception of unfairness, while just the right amount can re-energize players to invest more time in the 

virtual world and their avatar. In the case of Battlefield V, this was apparent in the new intense game 

mode, Firestorm, released midway through my fieldwork. 

It was a sunny day, and I was situated at a desk next to a wall of windows. When the sun was 

out in Sweden, it was everything, making the environment and everyone around feels a bit more 

excited. I knew it was going to be a good day as I prepared to dive into another day of fieldwork in the 

virtual world of Battlefield V. I was taking notes and watching as players would spawn over and over 

again and try to defeat their opponents. I was entrenched in the virtual world of Battlefield V; I 

overheard DICE employees watching someone's screen. I decided to go and take a look, and to my 

surprise, this was a map I had never previously watched; at this point, I had watched a vast amount of 

Battlefield V.This new game mode meant new data for me. Firestorm introduced a different spin on the 

heavily popularized battle royale genre. Multiple titles were being released from studios with the ever-

popular mode of battle royal, and Firestorm was Battlefield V’s version of that. Battle Royale is a mode 

that is a multiplayer with aspects of the last man standing and survival elements to it. When the player 

dies, they are dead in the virtual world, and the game is over compared to other game modes where the 

player respawns until the game is completed. 

Along with the aspect of life being so precious, items are precious as well. Firestorm released 

a massive map for players to explore and scavenge. The entire game takes place in a limited amount 

of time as a ring of fire slowly closes in on the map forcing players into one another. Firestorm relied 

heavily on randomized factors or stochastic contingency, such as what weapons or items spawned or 

where the “fire ring” was. For the next hours, I saw players dive into firestorm games and explore the 

new map. 
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5.6 Firestorm and Social Contingency 

From what I could tell via my netnography, players enjoyed the release of Firestorm. It was a fresh 

take on an existing genre (Battle Royale). Circling back to this study, Firestorm was a fascinating point 

of study in my research. Out of over 10 hours of Firestorm observations, I had observed nearly no toxic 

actions made. I can conclude that there are two reasons why Firestorm was such an anomaly in my 

research.  

First, players did not have a chat option in Firestorm, and the majority of the toxicity I witnessed 

in other game modes were toxic statements made in chat. This can be viewed within the realm of 

Malaby’s social contingency. Player behavior is so unknown that they do not know what other people 

are going to do, or in many times say. If social contingency is eliminated, would toxicity appear less? 

My research seems to indicate yes, but that is much harder to do than say. This does not mean that I 

think chat should be removed, but my netnography shows that it would reduce toxicity. When in an 

interview with a DICE employee, I asked why chat just is not removed from the game altogether? He 

responded that it is hard to do that, much harder than I think. Players need a way to express themselves, 

and it has become such a norm in the gaming world to have the chat option. Nevertheless, he did say 

that they are starting to see a shift in players accepting an “emotion” way to communicate instead. This 

means that the player can, in some games, make a smiley face or say a pre-generated statement like 

“well played” or “hello” instead of having the option to type something toxic. The informant also went 

into talking about how in Asian gaming cultures, most players do not actually talk but instead use these 

emotions or pre-rendered texts to communicate entirely. Other informants said it is not their 

responsibility to be the police and monitor chat; instead, it is their job to give players an option to mute 

other players or turn off chat. Most did not seem to think that the removal of the chat was a solution or 

even a good option. This was mostly due to the fact that it was a staple to the genre and seemed as 

though backlash would ensue. 

 

5.7 Firestorm and Stochastic Contingency 

The second reason that Firestorm was an anomaly in my research was the stochastic contingency. 

Based on Malaby and what I witnessed, if the balance of stochastic contingency is viable, then toxicity 

is decreased, it is a balancing act getting to that point though. The randomness of Firestorm was just 
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enough to find players enjoying the experience without the feeling of unfair RNG (Random Number 

Generated) luck. Malaby talks about how developers consider this when creating a game, and I believe 

that when it is right, players do not feel unfairly punished. A massive amount of my observations in 

other game modes were along the lines of calling someone a hacker or cheater because they felt that 

they unfairly died. This would then snowball into more toxic statements that would escalate. I 

witnessed many games mentioning someone cheating or hacking, that is not the case. I worked with 

the anti-cheat team while doing my fieldwork at EA DICE and talked with them about this to a great 

extent. Anti-cheat is a team devoted to ensuring fair play occurs within the video games that EA DICE 

offers. The informant said, “some people are just really really good.” Not providing any numbers, there 

are a lot less actual successful cheaters than people think. DICE has a competent anti-cheat team that 

handles most cases with ease. If there are not that many cheaters, then why do people blame that? 

Because players do not have a justification for their death. Player death information in Battlefield V is 

minimal. When a player dies, they could have died from someone that they did not even see and think 

it was someone wall hacking (shooting bullets through walls which is not supposed to happen) when 

that was not the case. When players perceive the stochastic contingency is too high because they do 

not have the information to prove otherwise, they lash out with toxic comments or statements. 
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Chapter 6.  A Divided Battlefield: Matters of Gender and Race 

 

 

6.1 The Start to Battlefield V 

Phrases like “you play like a bitch” or “gay” were not uncommon in the observations I collected. 

Boellstorff witnessed the same trends in regards to how he defines cyberbullying. Gender in virtual 

worlds has become a subset field within itself (Boellstorff 2008: 139). Techne can help demonstrate 

that the community has been more open to these terms in virtual worlds. Many do not perceive these 

as toxic, and therefore it is permissible amongst the Battlefield V community to call someone “gay.” 

Some may perceive this techne as toxic, but many do not. 

While doing my initial netnography of the status of Battlefield V, I uncovered a controversy 

regarding historical representation in the game. Battlefield V has been scrutinized by gaming culture 

and communities due to “historical inaccuracy” at launch, specifically the studio’s decision to put 

female soldiers in the game. Dozens of gaming websites and blogs gave the game harsh reviews before 

the release. EA DICE took a lot of the backlash for having not just a female playable character option 

in the game, but also on the cover(Strawhun 2018). The community was in arms, adopting the hashtag 

“#notmybattlefield.” When this happened, the company could have shied away from their stance, 

making changes to please some of their fans. Fans of games are defined by Hanna Wirman in her study 

as players that indulge in the game/community as well as self identify (Wirman 2007: 377). These are 

the players that companies like EA DICE thrive off of. The players that will buy every version of 

Battlefield just to try it.  

Instead of siding with these critical fans, the company took a stance, and a high-level Vice 

President, Oskar Gabrielson, responded to these comments on twitter, “First, let me be clear about one 

thing. Player choice and female playable characters are here to stay.” Making a stand that women are 

in the game and will not be removed, Gabrielson continued, stating that he wants a representation to 

all who partook in WWII and gave players a chance to customize their characters however they wish. 

The goal of Battlefield V was to be inclusive for all players, no matter their gender, race, or ethnicity. 
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Battlefield V encompassed the idea of inclusiveness. Gabrielson concluded his statement to the fans 

saying that the game is “#everyonesbattlefield.”  

With past games in the franchise, Battlefield has also been accused of “black-washing” as they 

had an African American on the cover. Blackwashing is defined as “a movement selectively including 

minorities” (Kelly and Gochanour 2018). In essence, they are representing someone as black or African 

American just for purposes of racial inclusion rather than a representation of a specific time. This is an 

integral part of understanding in Battlefield history when looking at toxicity throughout the culture. It 

is the stage in which the game is set and the tone that players in the community already strike. It is 

important to note that I am not making a stand for the company or the community, I am just sharing 

what was said by both groups to represent the current status of Battlefield V in regards to these topics 

of toxicity.  

 

6.2 Sexuality and Gender 

A large part of toxicity in gaming is surrounded by gender and sexuality. The previously mentioned 

work by Condis focuses on trolls and specifically trolls surrounding themes of gender, masculinity, 

and sexuality as it is represented, portrayed, and discussed within video game worlds. Over the past 

century, we have seen women persevering through false stereotypes and discrimination. This 

sexualization and discrimination can be seen to a great extent within the virtual worlds of gaming even 

within Battlefield V. Terms like “bitch” or “fag” are rampant amongst online virtual worlds or players 

allude to rape as a metaphor for dominating in a game (Condis 2018: 16). It is common in virtual 

worlds to see terms such as “sissy” or “pussy” used to describe a player that is not skilled. In Condis’ 

research, the University of Illinois found that the following toxic phrases have started to become a part 

of the gaming culture: 

 
87.7%—Players use the phrase, “That is so gay.” 83.4%—Players use the words “gay” or “queer” as 

derogatory names. When asked how frequently players experience homophobia, those surveyed who 

responded “Always” or “Frequently” equaled 42%. Add in “Sometimes,” and it brings up that total to 

74.5%. When asked how often those players respond to the homophobia, they witness—50.9% total 

responded “Never” or “Rarely.” (Condis 2018) 
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My research confirms this trend. This research found that 60% of the gaming community was either 

hostile or very hostile towards gay and lesbian people groups.  

 “You play like a bitch,” a phrase I witnessed while observing an avatar. They were responding 

to someone that had killed him/her. From the DICE forum, I obtained the survey data that I could 

expand upon. In this survey data, I found that 93% of participants found that “You play like a Bitch” 

to be toxic. This input was not only shared by the survey at the forum but was also explicitly reflected 

in the interviews I conducted. The idea of any sort of gender discrimination is more common than I 

thought it would be. This demonstrates that the techne calls into being a more accepting atmosphere of 

gender toxicity amongst the Battlefield V community. This with the perception of the techne not being 

toxic and instead permissible. 

 

6.3 Female Players are a Rarity in Public 

One of the challenges that I faced was obtaining community member interviews was obtaining female 

informants. At Inferno Gaming (the main hub where I met community members), female gamers were 

a rarity to find. At one point, I was having such a difficult time locating female gamers in the massive 

scale Inferno Gaming location that I asked the front desk employee if they had female players come in 

often. I explained that I was researching toxicity in gaming culture and wanted to find more female 

players to get their perspective on the topic. She informed me that it was much less common to find 

females in Inferno Gaming than males. This is interesting based on research finding that females 

“game” just as much as males as mentioned in chapter 2.This may not directly correlate to toxicity, but 

it is an indicator to display how female players feel they need to “hide who they are” in virtual worlds 

and even in public. When talking with female players who identified as “gamers,” it was a common 

trend to see that they generally did not want to share that they were female due to fear of toxic backlash 

while playing. These players had negative experiences with using either voice chat or letting others 

know they were female. These females would get hit on a large amount of time, or even crude sexual 

statements were said to them that just plain made them feel uncomfortable or unwelcome. Gender was 

believed to be almost another trigger point for toxicity in virtual worlds. I found that women liked to 

only use the chat option in virtual worlds because they liked to fit into the community instead of 

standing out. Although this was not proven in my research for real life as most of my informants were 
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talking about virtual worlds when discussing this toxicity, this could assume that female gamers do not 

enter Inferno Gaming for this same reason, a fear of toxicity in real life.  

 

6.4 The Professional Perspective 

One of the informants that I spoke with was a professional female player in the FPS genre. Through 

this section, I am going to refer to her as Wanda. I chose the name Wanda to represent this member of 

the community in homage to Wanda Gertz, a real-life polish soldier who posed as a man and led an 

all-female battalion. It was mid-afternoon when we entered the relaxed, dimly lit lounge setting for 

another interview. I could tell that she was nervous about discussing the topic at hand, but I tried to 

ease the tension by making some small talk since I had seen and spoken with her before. I tried not to 

have my notes out and instead just focus on exploring her thoughts. This informant was vital for me to 

understand the experience of being a female in not just the gaming community as a player, but also as 

an employee of a massively male-dominated industry that has a reputation of being sexist. Of course, 

this varies based on company to company, but the fact remains that she is a minority in her field. 

Overall, she gave an insight into what it was like to be a female player in the genre. 

 Wanda made it abundantly clear that toxicity changes based on the game or even game genre. 

She mentioned how some genres are more accepting of female players, and she even said in Blizzard’s 

Starcraft franchise (see Appendix D for more information), some of the best players are women. 

Wanda said people are either on one side of the fence or another, “they either are like woohoo you go 

girl or wow look at this freak.” When Wanda enters a game, she changes who she is with her avatar. 

She tried to hide the fact that she is a female player because she has had so much hate and targeting 

from it. “If the other team knows I am a girl, they only focus me and try to kill me. People get more 

ballsy [courageous] when they are behind a screen,” she stated. Wanda talked about how, when she 

was a professional player, she was part of an all-female league, which came with hate of its own from 

the male teams. The male teams felt like the female teams just got free stuff all the time and that the 

female league was “easy mode” compared to the male league. During Wanda's time in Esports, she did 

not receive a salary while the male players did. This gave the male players an advantage as they did 

not have to balance work with gaming, and could do just Esports as their job. Social contingencies are 

not just limited to virtual worlds, but instead are a part of a real-world structure as well. 
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 Wanda has experienced a great deal of toxicity throughout her 18-year career in gaming. She 

stated that if guys know she is a female, they often make sexist remarks or obscene comments based 

solely on her gender. Therefore, when she steps behind a keyboard and mouse, she takes on the persona 

of her avatar and often does not share that she is, in fact, a woman. If she did not do that, she would 

feel sad when she exited the virtual world. All gaming studios would agree that sadness in their player 

base is not something that a company aims for when they release titles. Gaming is supposed to be an 

outlet to “have a good time” to have a good time, whether that is independently or socially. From my 

understanding, she hopes that the techne is perceived differently amongst the community. She hopes 

that this would shift the perspective towards more gender-neutral gameplay. Ultimately, the message 

of Wanda’s interview was that there is still much room for the genre to grow. She will still play video 

games but hopes that everyone knows that it should not matter what you look like when you enter a 

virtual world. 

 

6.5 Gender and Toxicity 

 

“When you play any online multiplayer games, do you consider yourself toxic?” 

 

As I rounded out my interviews, one of the last questions I would ask was if the players themselves 

perceived any actions they had done or said to be toxic. Along with that, do they consider themselves 

toxic players? I was always curious about how the participants thought toxicity was portrayed, and if 

they at all felt they embodied this term of toxicity that I had them define. It is unknown whether the 

informants were all honest, but all of my female informants did not think that they were toxic. Females 

did not view themselves as toxic players. However, this was different from males, as only two of my 

informants stated that they viewed themself as toxic. This seems to be a correlation in the fact that 

males are more willing to either: 

 

 A. be toxic in virtual worlds  

- or - 

B. self identify as toxic 
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I am not saying that all males are toxic, but instead it seems that males are more willing to be 

toxic in virtual worlds or accept the label as a self prescribed “toxic player”. This was interesting in 

that no females would identify as being toxic and were more often than males to have hope that toxicity 

can be eliminated. It seemed that females had more hope that toxicity could come to pass. 

 

6.6 Racism in a Virtual Worlds 

I had one informant who wished to remain nameless, with limited distinguishing factors about him/her 

in this thesis. I have changed everything about this informant and will not list whether they worked at 

EA DICE or was a member of the community. This informant opened up to me and shared some hard 

situations that they had faced while a part of the Battlefield V community. They stated that they had to 

stop playing the game altogether due to the hate that was received while playing. It was not just the 

Battlefield V community that they would face backlash in, but many communities or virtual worlds that 

they were a participant in. People would say hateful things that they possibly would not say in real life 

face to face. The player's username or screen name (how they were identified in virtual worlds) was 

reminiscent of their ancestors or culture in real life. People would poke fun at this heritage and bombard 

the informant with threats just for participating in the game simply off of the screen name the player 

had. This toxicity was too much for the player to handle and ultimately made the player not want to 

come back into many gaming communities. 

 This sensitive topic is important for me to touch on when it comes to toxicity as it links back 

to chapter 4, subchapter on hate speech. Just as in the real world, players felt that they sometimes could 

not express themselves within a virtual world how they wanted to. Although, as mentioned in chapter 

4, many players are “appalled” by hate speech, it still seems to be a factor when it comes to virtual 

worlds as my observations noted a large number of racist terms or phrases. Looking at this change in 

the virtual world through Boellstorff, I attribute it to a change of the virtual culture. When the techne 

occured, the community had not held as much backlash towards the statement, and it was not deemed 

as socially unacceptable. As previous informants had mentioned, the line is blurred when the player 

enters virtual worlds. I find that toxic techne is the form that propels that shift in the line. Racist or 

derogatory statements could be considered tolerable in some circumstances if the community deems it 

so. This teche does not mean that it is okay, but the community perception or reception in many ways 

could be the determining factor. The community could have the attitude to just look the other way or 
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not wanting to take action on these as being a common mentality. The mentality that leads to racism in 

virtual worlds is that “it is just a game.” Techne is a powerful tool for better or worse. It was not 

uncommon that I would see racist terms said, and it was rare to see people after which standing up 

against these terms. In many cases, I actually saw the opposite during my netnography. I saw players 

jump in after and say more racist statements, which kept the metaphorical snowball rolling. If this were 

to be changed, the reception and perception of inherently racist techne would have to be extreme on 

the line of toxicity.  

I saw that when talking to informants, this line was there, but it is unknown whether this 

translated into virtual worlds as my observations contradicted the interviews. Informants were quick 

to say that racism was not tolerated, but in my virtual world observation I saw this snowball keep 

rolling. I witnessed players say racist phrases and many times no one spoke out against them or even 

stated that it was wrong. In virtual worlds and in the real world, racism is divided and contested. Some 

players or people think that racism is “okay” where many completely disagree, just as large gaming 

companies Like EA Games have said that racism is not okay in their games. This idea of a divided 

public is why change is driven. This divide is important to address if in virtual worlds racist toxicity is 

to ever be abolished. Between what is seen as acceptable, and perceived as toxic, leads to a divided 

Battlefield that could change if the community deems it so. 
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Chapter 7. Game Over? 

 

 

 

As Just_N_Time8 looked over at his fellow knight Blazefire, the last green dragon fell as its tail 

slammed to the ground then disappeared, leaving behind its bones and hide. I moved my eyes to the 

corner of my monitor and saw the clock was just after midnight. I told Blazefire that I had to get off 

the game for the night as I had stayed on much later than intended, and we agreed to meet each other 

later in the virtual world of Runescape. Although it was much later than I had intended, I got an 

enormous sense of accomplishment from using my dragon longsword to obtain the last green 

dragonhide I needed for the night. However, this green dragon came at a cost for 15-year-old Justin, 

and that was my homework. I knew that it was going to be a long night to finish everything that I 

needed for the next day of school, but ultimately the perception of completing my quest in this virtual 

world was worth the long night ahead of me. Virtual worlds are a much more real experience than 

many accredit them to be. Boellstorff states that virtual worlds have components that feel almost more 

real than the real world. Although my memories in virtual worlds are primarily happy ones, like the 

nights with Blazefire, they are also host to some disappointment when told hateful toxic statements. 

These virtual worlds are ever-evolving, and the culture around them is as well with each and every 

toxic statement or action.  

 Through this research, it has not been my ambition to assess whether “toxicity is bad” or “we 

need to change toxicity,” but to understand what toxicity is from an anthropological perspective. 

Gaming anthropology is a new field with much insight on both virtual and real-world communities to 

still be gained, not least on the matter of toxicity. Observations of other virtual worlds or more specifics 

on Battlefield V’s virtual world would be beneficial to understanding toxicity even more. This is a 

complex phenomenon that asks for more future research. I believe that in this thesis, I have just scraped 

the surface. Applying the concepts of techne and contingency has helped to shed light on why it occurs 

and what it looks like within the Battlefield V community and creators. Although I can understand 

toxicity in Battlefield V, more research should be done on the topic since it branches out into other 

virtual worlds. Anthropologists can dive into other virtual worlds to understand toxicity. I recommend 

that further research looks into other virtual worlds whether in the FPS category or any other to 
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understand toxicity a bit more. Understanding how this culture or society developed is a task only an 

anthropologist can truly analyze and that is why it is important that anthropologists keep looking into 

virtual worlds. 

Ultimately, What does toxicity look like in EA DICE’s Battlefield V  video game, and how is it 

perceived within DICE and the gaming community? As I have gone through in my analysis I 

demonstrated how toxicity is used and perceived amongst the community. It is ultimately a 

combination of all the chapters into a culmination of this research. The language used and actions 

surrounding players change what toxicity means to both DICE employees and community members. 

The techne that occurs shifts the line for what is socially acceptable amongst the community and where 

hard lines are put in place. Toxicity is ever-changing and evolving, like the virtual world that it takes 

place in. I also found that power is a key theme when it comes to player behavior. Players and 

employees feel they can, many times say, be, and do whatever they want within these virtual worlds. 

While it can act as an outlet when they cannot do or say these same statements in the real world, 

ramifications of toxicity in virtual worlds are viewed as less harsh than what would happen in the “real 

world.” Therefore, it is easier to stretch and shift the social norms to fit the needs and wants of the 

community. Ultimately, the “gods” or creators of the virtual worlds have more power than some 

informants even realized. They can balance and shift the culture and game environment to shift toxicity. 

This power comes with a lot of responsibility to the players and community, even though many 

informants claim to want a “hands-off approach.” Gender discrimination is still very prevalent inside 

virtual worlds and seems to be perpetuated within toxic environments. Issues that people deal with in 

real life seem to spill over into these virtual worlds and, in some cases, creates an environment that 

allows them to be exacerbated. The need for acceptance of gender is something that felt like a strong 

theme among multiple informants. 

When Pong (See Appendix D for description) was first created many years ago, virtual worlds 

were created along with it. These virtual worlds are home to many avatars that are extensions of the 

players themselves. Toxicity is on the minds of each player I interviewed or spoke with. Every 

informant understood toxicity in one way or another, and it seemed to spark a topic of controversy no 

matter who I spoke with. Either my informants said, “it does not matter” or “it matters greatly” I did 

not see much middle ground. Understanding toxicity is about developers taking ownership of the power 

that they possess to balance and maintain the game’s environment through Malaby’s concepts of 

multiple contingencies. It is important for communities to continue to value and be vocal about toxicity 
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with a perspective that it is larger than a dying archer calling me profanities all those years ago. Or, for 

that matter, it is larger than anyone Battlefield V player of the thousands that I witnessed saying or 

doing something perceived as toxic. Instead, it is about the community, and what standards they wish 

to instill, and what they want to allow was permissible social norms through the techne. As an 

anthropologist, this research just affirmed the power of community and the true importance and power 

of vocal expression to change or conform to the environments around us all. 
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Appendix A.   

1.1 

“Thank you for agreeing to be interviewed as part of the toxicity project that is being conducted by a 

partnership with EA/Dice and Uppsala University. This research is to better understand toxicity 

amongst the greater gaming community and is strictly used for educational purposes. This ethical 

parameter of obtaining consent is not required by Uppsala University but is nonetheless important to 

the partnership with EA/Dice. We do not anticipate that there are any risks associated with your 

participation, but you have the right to stop the interview or withdraw from the research at any time. 

Prior to publication, EA/Dice’s team will review the research that has been completed. At the end of 

the research, this recording will be destroyed.  Do you still wish to participate in this research to 

better understand toxicity within the gaming community? 

I am going to be asking you a number of questions. Many of them are yes and no questions but it is 

encouraged for you to elaborate on why you choose to say yes and no, not just the answer. Please keep 

that in mind as we continue.” 

 

1.2 

Semi-Structured Interview Questions: 

1. When you enter a certain environment do you believe that you change or conform to that 

environment? For example, do you act differently based on where you are at (a culture different than 

your own, work, school, libraries, sporting events)? 

2. How long have you played online multiplayer video games for? 

3. Why do you play video games? 

4. Have you played any Battlefield title? 

5. How often do you play Battlefield V? 

6. What does it mean to be a “good” first-person shooter player in an online environment? 
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7. What is the most pleasurable part of playing Battlefield games? 

8. How active are you in the Battlefield community? Whether that is playing with friends regularly or 

part of forums/Reddit, do you participate in the community at all? 

9. Do you consider yourself a competitive gamer? 

10. What do you think contributes to a hostile gaming environment and what seems to trigger it? 

11. Have you ever stopped playing any online multiplayer video games due to hostile experiences? 

12. Do you have an example of a time you have experienced hostility via the voice/audio function in 

Battlefield? 

13. I have some examples of actions done or said within Battlefield. Some of these examples include 

obscene language and/or hate speech. Are you okay with discussing them? 

If so, would you define these as toxic? If so why, if not, why not? *print out* 

• A game ends and a player says “Easy” 

• “move you girl” 

• You die and are teabagged repeatedly by another player 

• “Nooooob” 

• “not even Noah can carry these animals gg” 

• “Shit team and shit squad” 

• A player is AFK (away from keyboard) 

• “**** you DICE” 

• The player keeps deserting (running out of bounds) 

• Feeding (intentionally running into the enemy team and die) 

• “**** you” 

• “PENIS” 

• “You play like a bitch” 

• “HEIL HITLER” 
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• “Go back and play Pokemon” 

• “You suck” 

• “K0LL THE ******* PLANE” 

• “LOSER” 

• “Go rope yourself” 

• “LOL Who said easy. Lol Arrogant ****. Was close gg” 

• “lol get rekt noob” 

• “buy better hacks arab” 

• “Hacker” 

• Player dies and immediately quits the game 

• “GET A CANCER” 

• Driving a tank to an enemy team and abandoning it 

14. When people play online multiplayer video games, do you believe that the social culture or moral 

code shifts/changes? For example, some statements are “okay” to be said in video games but not in the 

real world. 

15. How do you define toxicity? 

16. When you play any online multiplayer games, do you consider yourself toxic? Do you recall any 

toxic moments? 

17. Should toxicity be combated within video game cultures and can it be? Please elaborate. 
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Appendix B. Game mode descriptions directly from Battlefield V (Battlefield V, 
2018): 

- Conquest: “Capture and hold the flags. Massive all-out war: Hold the majority of the flags and 

eliminate enemy troops to win.” Amount of players: 64 

- Grand Operations: “A large conflict that takes place over multiple days, across several maps. The 

outcome of a day is carried over to the next and close battles will result into a Final Stand clash on 

the last day.” Amount of players: 64 

- Team Deathmatch: “A battle for survival. The side with the most kills will be victorious.” Amount 

of players: 32 

-  Breakthrough: “Breakthrough or defend the sectors. Attackers need to capture the flags & break 

through the enemy lines held by the defenders.” Amount of players: 64 

-  Frontlines: “Medium-scale warfare. Head-on conflict over a frontline that can move in both 

directions.” Amount of players: 32 

- Domination: “Capture and hold the flags. Intense infantry-focused action. Hold the majority of the 

flags and eliminate enemy troops to win.” Amount of players: 64 

- Firestorm: “Do whatever it takes to survive. Compete solo or in a team to be the last one standing 

in a vast and dangerous world. Scavenge for supplies, outrun the Firestorm, and fight your way to 

victory.” Amount of players: 64 
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Appendix C. Class Descriptions for Battlefield V (Electronic Arts 2018): 

- Assault: “Kick the doors down in medium and close-range battles. Destroy vehicles and leave 

them in your wake.” 

- Medic: “Keep your teammates alive through rapid revives and Medical Pouches. It's up to you to 

help the squad survive and thrive.” 

- Recon: “Spot enemies and take them out. Steady your aim and become a threat from any area on 

the battlefield.” 

- Support; “Build Fortifications. Resupply your squad and allies. Defense is the best offense. 

Especially when you're carrying a big gun.” 
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Appendix D. Video Game Descriptions 

Video Game Title Video Game Description 

Pong Tennis-like arcade game that was considered the first 
video game (Wolf, 2012) 

League of Legends “a Multiplayer Online Battle Arena (MOBA) game that 
was released in 2009. It has grown to become one of 
the most popular games in the genre, with tens of 
millions of players playing daily.” (Watson, 2015, p. 
232) 

Battlefield V A first-person shooter set in the time period of World 
War II (Electronic Arts 2018) 

World of Warcraft A MMORPG (Massive Multiplayer Online Role 
Playing Game) set in a fantasy world where you can 
create who you want to be through an avatar and have 
a life of your own. (Nardi, 2009) 

Halo Halo popular competitor to Battlefield and is also a 
first-person shooter that unlike Battlefield V, takes 
place in space and is considered to be based on a 
science fiction background instead of historical 
(Cuddly, 2011) 

Second Life A virtual life MMO (Massive Multiplayer online) 
simulator used to create a world of its own. 
(Boellstorff, 2008) 

Starcraft A real time competitive futuristic strategy game that is 
made by the same company that makes World of 
Warcraft, Blizzard Entertainment.  
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 Appendix E. Screenshots (Battlefield V, 2018): 

1.1 
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1.2 

 

 

 

1.3 
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