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Abstract
Sköld, O. 2018. Documenting Videogame Communities. A Study of Community Production
of Information in Social-Media Environments and its Implications for Videogame
Preservation. Skrifter utgivna vid institutionen för ABM vid Uppsala universitet 7. 164 pp.
Uppsala: Department of ALM. ISBN 978-91-506-2676-6.

Drawing on the disciplines of library and information studies and archival studies, this study
seeks to explore the production of information in online videogame communities and to
elucidate how such insights can offer practical and conceptual support to the knotty issue of
how to preserve those sociocultural aspects of videogames that exist 'beyond' the code and
audiovisual data resources of the videogame itself. This is accomplished in two principal moves:
(i) by delving into the current state of socioculturally-focused videogame preservation and; (ii)
by inquiring into the production of information carried out by videogame communities in what
arguably is one of their most important interfaces of interaction—discussion forums, wikis,
and other social-media services. The study is based on four papers (I–IV). Paper I develops
the theoretical framework of the study on the basis of practice theory and document theory.
Papers II and III report on field-studies of videogame-community information production in
the context of two processes of importance in community social life: memory-making (II) and
knowledge production (III). Paper IV offers a qualitative systematic review of videogame-
archiving literature, allowing Papers I–III to be situated in an archival context. The study
employs multiple methods and encompasses several empirical sites of inquiry and was inspired
by the framework of exploratory research and of 'bricolage' research strategies.

The results of the study add to the present state of knowledge on how information in
the social-media environments of the large and influential present-day videogaming domain
emerges as a result of community practices of production, and how videogame-community
social life is entangled with information production in such spaces. The study also furthers
archival inquiry on the topic of videogame preservation by providing a description and analysis
of what information objects videogame-related social media plausibly hold, and by what
communal practices and processes they have been brought into existence. Furthermore, the
study examines the consequences of collecting community-produced social media and framing
it as documentation of the sociocultural aspects of videogames—a key issue in videogames
preservation.
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1. Introduction 

 
 
  

A day on the Dark Souls Wiki 
In the beginning of June, some years ago, there was a day like many others 
on the Dark Souls Wiki (the DSW). Almost three months had passed since 
the world-wide release of Dark Souls II, the videogame in current focus of 
the wiki. The site was still gripped with post-release fervor, and there was 
frequent activity all across its different spaces of interaction. I was in the 
DSW's in-site chat channel trying to hash out the workings of a multiplayer 
mechanic with another contributor when chat moderator Tokugawa logged 
on. Tokugawa announced that he was going to work on the wiki's spell arti-
cles, including the article for the spell Crystal Magic Weapon (CMW). After 
about 20 minutes, the following discussion took place: 
 

Tokugawa: Hold up just a second CMW lasts 90 seconds I'm assuming? 
 
Lenodi: Should be the same [duration] as the other [spells of the same 
kind] 
 
Tokugawa: O.o it's lasting longer than that [...] Either my stopwatch is 
off, or it lasts for 105 seconds 

 
Ryu, another wiki contributor, offered to test the duration of CMW in his 
own copy of Dark Souls II, and reported back: “It lasted around 30 seconds 
for me?! O_o”. After some discussion, Tokugawa and Ryu arrived at the 
conclusion that the duration of CMW was affected by the in-game charac-
ter's intelligence statistic. Despite having discovered the relationship be-
tween CMW's duration and the numerals referencing the player character's 
intelligence, Tokugawa concluded, “Well I'll just go with 90 seconds [in 
the writing of CMW's article].” 
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Pending complexity and nuance, let us start of on a simpler note. Presently, 
people do lots of things with digital technology, and digital technology plays 
important parts in the everyday lives of many people. If we shift focus and 
start talking about such things that arise out of human interaction—society, 
culture—the same observation holds true: digital technology is impactful and 
meaningful in a wide range of social arenas. The pervasiveness of digital tech-
nology brings about a great prolificacy and diversity of digital materials pro-
duced by a variety of actors in a variety of settings using different tools and 
channels of transmission. While being easy to produce and to share if the right 
equipment is at hand, digital materials also have a set of characteristics that 
make them troublesome to keep and communicate over longer periods of time. 
Digital technology hence poses challenges to all efforts that find within their 
fields of operation the tasks of collecting, safeguarding, and providing access 
to materials not only currently, but also in the future. These challenges are of 
multiple and fundamental kinds and subsume the entire chain of preservational 
complexity: from what to save and how, to how to understand context and 
authenticity in relation to digital materials, to questions of metadata schemas 
and how to properly describe and make findable those materials that have been 
collected or delivered. The matter of how to make digital materials accessible 
in the future is centrally relevant to the ALM institutions and organizations, 
associations, or professions specifically assigned to keep, curate, and dissem-
inate archives, collections, and other kinds of repositories. The reason why is 
apparent: sufficient efforts to preserve information of current goings-on are a 
prerequisite for future research and other initiatives aiming to discern what 
has happened outside the bounds of current times. 

Videogames are an important instantiation of the general problem of pre-
serving salient aspects of the (digital) present. Videogames and play with vid-
eogames are of preservational priority by virtue of their holding significance 
in contemporary life and by carrying considerable cultural and economic 
(Chapman, et al., 2017) and social and historical weight (Begy, 2015; Pötzsch 
and Šisler, 2016; Webber, 2016). However, the preservation of videogames is 
a difficult undertaking that brings forth a slew of issues of a technological, 
legal, collaborative, cultural, conceptual, practical and methodological nature 
(MacDonough, et al., 2016; McDonough, et al., 2010; Newman, 2012a). Vid-
eogames require preservational interventions if they are to be reasonably ac-
cessible and possible to grasp for future researchers, videogame developers, 
and other interested parties (Bachell and Barr, 2014; Guttenbrunner, et al., 
2010; McDonough, et al., 2010). The successful resolution to the dilemmas of 
videogame preservation lies in research and development work dedicated to 
gradually resolving the challenges present. The study before you is an attempt 
in that direction. Drawing on the disciplines of library and information studies 
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(LIS) and archival studies, this study seeks to explore how videogame com-
munities produce information1 and to elucidate how such insights can offer 
practical and conceptual support to the knotty issue of how to preserve those 
sociocultural aspects of videogames that exist 'beyond' the code and audiovis-
ual data resources of the videogame itself.2 This is accomplished in two prin-
cipal moves: (i) by delving into the current state of socioculturally-focused 
videogame preservation and; (ii) by inquiring into the production of infor-
mation carried out by online videogame communities in what is arguably one 
of their most important interfaces of interaction—discussion forums, wikis, 
and other social-media services.3 

Let us now return to the events taking place on the DSW and use it as a 
stepping stone to further explore the problem area this study addresses.4 

1.1. Setting the stage I: videogames, videogame 
communities, and social media 

[T]here exists an abundance of player-generated, moderated and curated gam-
ing information on the web, much of it exposed via social media channels in-
cluding wikis, blogs, Facebook and Twitter. (Barr, 2014, p. 120) 

 
Social media changed videogaming, as they changed many other things. To-
day, virtually every videogame of any appreciation and use has a number of 
social-media sites dedicated to it. These sites are of many varieties and serve 
different purposes for different actors, but in tandem they support the same 

                                 
1 Information is construed as information objects, e.g., “human sources, documents, document 
parts, document bundles, document repositories” (Talja and Hansen, 2006, p. 129). As will 
become apparent in Chapter 1: Introduction and explored in detail in Chapter 5: Theory, docu-
ments and documentation make up the instantiation of information in focus of the present study. 
2 It is problematic to draw boundaries between disciplines, and this is certainly the case con-
cerning LIS and archival studies (cf. Latham, 2015, for an examination of the relationship be-
tween LIS and museum studies). Examples of the many points of contact between the disci-
plines include common concerns (the organization, description, facilitation of access to cor-
puses) and conceptual scaffolding (knowledge, memory, heritage; see Bates, 2015), and to 
some extent research outlets. It is not unusual for scholars to publish in both fields, and there 
are instances where LIS and archival studies, along with museum studies, are located within 
the same departments—see e.g., Uppsala University and Lund University in Sweden, and 
Oslo and Åkershus University College of Applied Sciences in Norway. There are of course 
also differences between LIS and archival studies that make distinctions between them not un-
problematic, but feasible both in a text such as this and in terms of academic organization. 
These differences stem from among other things the intellectual traditions of the disciplines, 
the professional fields they bear connection to, and their partly varying conceptual vocabular-
ies. 
3 See Section 1.5: A note on terminology for an introduction of key terms and concepts. 
4 The sequence of events presented in the vignette was observed during the sub-study that is 
reported in Paper III. User names have been anonymized. 
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general observation: in the current day, videogames and social media are in-
terwoven in many, and complex, ways. Videogame retailers and developers 
use social media for marketing, for instance via advertisements placed on 
videogame wikis and discussion forums. Some videogame developers act in 
the borderland between product-promotion and inviting community partici-
pation, and utilize social media to showcase and discuss upcoming games 
and their features. Youtube and Twitch5 are prominent examples of how sites 
with the option to monetize contributions, in combination with large num-
bers of consumers, have turned the production (and of course, hosting) of 
videogame-related social media into an industry by itself. Additionally, some 
videogames have integrated the functionalities of social-media services like 
Facebook or Twitter so as to offer the player a quick way of disseminating 
the results of gameplay or other information. 

The activities of Tokugawa, Lenodi, and Ryu, and the communal wiki-pro-
ject they were working on, bring forth yet another aspect of how videogames 
and social media are enmeshed with each other; and this is the aspect to which 
the study now turns. Videogame play (whether online of offline) and video-
game communities are to a significant extent intertwined with the use and pro-
duction of information on, and participation in, the social-media environments 
related to the game of relevance (Barr, 2014; Newman, 2008; Newman, 
2012a; Pearce, 2011). The array of social media available—forums, blogs, 
wikis, Twitter—are the daily theaters where gameplay procedures and the so-
cial processes of videogame communities (Nardi, 2010; Newman, 2011; Tay-
lor, 2006), tasks of organization and management (Chen, 2012; Vesa, 2013; 
Warmelink, 2014), narrative activities and experience sharing (Harrison, 
2009; Wirman, 2007), knowledge production (Barr, 2014; Steinkuehler and 
Duncan, 2008; Golub, 2010), information trading (Harviainen and Hamari, 
2015)6, among other important interactions and communications (e.g., Boell-
storff, 2008; Pearce, 2011) in the videogame domain are negotiated and car-
ried out. 

This brief outline of how videogames and social media are positioned to-
ward each other shows that social media fill several important roles in video-
game play and videogame-community social life—both in the capacity of sites 
of storage and dissemination, and as sites of interaction and information pro-
duction. The intersection of community-produced social media and video-
games hence promises to be a highly interesting field of inquiry for LIS re-
search directed by one of the canonical motors of the discipline: to inquire into 
the processes by which information emerges, and to nuance the understanding 

                                 
5 Twitch (2017) is a “social video platform” that facilitates live broadcast of video—a 'stream'—
along with live viewer interaction via chat. Videogames constitute a major type of content on 
the site. 
6 Although the following studies fall outside the scope of the present one, it should be observed 
that videogames have been previously explored from different perspectives stemming from 
LIS. Examples include Harviainen and Savolainen (2014), Harviainen and Vesa (2016), 
and Jørgensen (2013). 
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of the roles of this information within its contexts of production and use (e.g., 
Hartel, 2010; McKenzie and Davies, 2010; Sundin, 2011). Once again, the 
scenario taking place on the DSW can serve as an illuminating example. The 
simple exchange between Tokugawa, Lenodi, and Ryu has several compo-
nents of interest for the information scholar. These components include the 
activities of the contributors involved; the community-set aims and priorities 
that informed their approaches and conclusions; the characteristics of the two 
platforms in play—the wiki as a tool of work, of communication and of infor-
mation storage, and the videogame as source material in the investigations of 
the wikis’ contributors—among others. Together they provoke questions re-
garding the nature of the communal activities through which information in 
the influential and widely used spaces of videogame-related social media is 
produced, the underpinnings that shape and support these activities, and the 
role of social media in videogame communities. 

1.2. Setting the stage II: archival matters 

Videogames are disappearing. […] No really, they are. (Newman, 2012a, p. 
1)7 

 
Here, the opportunity arrives to tie the juxtaposition of information in com-
munity-produced social media, videogames, and LIS inquiry into the archival 
sphere via the matter of videogame preservation. As has already been argued, 
videogames are archival objects with a heritage status that is often attributed 
to their cultural, economic, social, historical and scholarly importance. Al-
though there are exceptions, videogames are of generally low preservational 
priority in the contexts of the videogame-development industry and traditional 
archives, libraries, and museums (Bachell and Barr, 2014; Barwick, et al., 
2011; Kraus and Donahue, 2012; Newman and Simons, 2009). Videogames 
as a phenomenon of preservational worth in combination with the perceived 
lack of efforts concerned with their safekeeping are major underlying factors 
in the sense of urgency that is communicated in many texts of the videogame-
preservation literature. Videogames are highly volatile objects with a lifespan 
measured in decades without intervention, which puts them in contrast with 
the longevity of other materials found in the collections of ALM institutions. 
Archival research and efforts must engage with the preservation of video-
games or else less-than-new games, and their related materials, will be lost, 
along with the opportunities they offer to inquire into the roles of videogames 

                                 
7 For examples of videogames that have ‘disappeared’ in the category of online-only video-
games, see appendix A in the Preserving Virtual Worlds Final Report: “Virtual Worlds that 
Died During the Grant” (McDonough, et al., 2010, pp. 134–139). 
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and videogame play in recent history (McDonough, et al., 2010; Newman, 
2012a; Stuckey, et al., 2013b; Swalwell, 2007). 

The venture of preserving videogames is complicated by the fact that vid-
eogames evince a series of qualities that make them a challenging archival 
case in terms of preservational method, most notably dependencies (of hard-
ware, software, and sometimes network connections and Digital Rights Man-
agement—‘DRM’—systems) and the difficulties of how to represent the in-
trinsic interactability and distributed nature of videogames in archival collec-
tions. Research on and archival efforts directed towards the preservation of 
videogames can be split approximately along the same lines. Firstly, much 
work has been dedicated to developing methods to ensure the safeguarding 
and continued functionality of the videogame software (Anderson, et al., 
2010; Guttenbrunner, et al., 2010; McDonough, et al., 2010; McDonough, 
2011; McDonough, 2012). Secondly, several scholars have argued for and ex-
plored how to include the sociocultural aspects of videogaming in the holdings 
of archives (Lowood, 2004; Lowood, 2011; Newman, 2012a; Shipman and 
Marshall, 2014). The collection of community-produced social media has 
been suggested to be a crucial step in the documentation of the activities, pro-
cesses, and outlooks of videogame players and videogame communities (Har-
rison, 2009; McDonough and Olendorf, 2011; Winget, 2011a), and is a pre-
requisite step to meaningfully preserving videogames (Newman, 2008; New-
man, 2012a). Research seeking to explore how videogame social media are 
created have been put forward as a necessary first step in establishing “a robust 
collection and preservation model” of such materials (Winget and Murray 
2008, p. 2; see also Winget 2011a). 

Significant progress notwithstanding, videogame archiving as a field of 
preservational activity and research is still at an early stage. The current study 
adds to the state of knowledge concerning the second preservational focus 
outlined above by providing research-based insights into how information is 
produced in videogame-related social-media environments, and the role of 
such information in the videogame communities that use and produce it. Of 
course, an inquiry of the present kind cannot resolve the issues and uncertain-
ties relating to the preservation of sociocultural dimensions of videogames. It 
can, however, strive to provide dependable results able to inform preserva-
tional know-how and theoretical considerations like those relating to priority, 
selection, appraisal, and description. The motivation for putting the study of 
videogame-community social media in dialogue with the problem area of vid-
eogame preservation lies precisely here: a basic tenet of archival work is that 
well-founded archival decisions, along with the capacity for evaluative anal-
ysis and theoretical development, require intimate knowledge of the material 
in focus, its characteristics and provenance(s) (Gilliland and McKemmish, 
2004; Kirschenbaum, 2012; Mortensen, 1999, p. 20). This consideration is 
especially poignant concerning relatively new archival objects such as video-
games, where best practices have yet to be established and conclusions based 
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on the experiences of earlier projects of a similar nature are largely unavailable 
(McDonough and Olendorf, 2011; Winget, 2011b). 

1.3. Problem statement 
The study of how videogame communities use social-media spaces has pro-
ceeded under the disciplinary umbrellas of LIS, archival studies, game studies, 
organizational studies, anthropology, and more. While this corpus contains 
inquiries with a broad range of research interests, few studies have focused 
specifically on examining the relationship between videogame communities 
and videogame-related social media, and how information in the latter 
emerges as a result of the activities of the former. With some exceptions (e.g., 
Barr, 2014; Bullard, 2013; Harviainen, et al., 2012; Newman, 2008; Newman, 
2012a; Sköld, et al., 2015; Steinkuehler and Duncan, 2008), there has been a 
trend in this collection of works to tangentially touch upon videogame-com-
munity social media as a step in the investigation of other (albeit related) mat-
ters, for example the organization of play (Warmelink, 2014), videogame cul-
ture (Boellstorff, 2008, pp. 198f), and the social processes of videogame com-
munities (Pearce, 2011). Similar observations can be made regarding previous 
studies of videogame preservation. Player-created information objects like the 
ones found on videogame-related social-media platforms are considered to be 
of preservational priority (MacDonough, et al., 2016; McDonough and Olen-
dorf, 2011; Newman, 2011; Newman, 2012a), but curiously few attempts have 
been made to delve into the contexts and modes of production in and by which 
they emerge (Crawford, 2012). 

The study of social media as a setting of information production in video-
game communities as suggested here hence adds to several strands of research. 
Most broadly, such an effort benefits studies interested in other aspects of vid-
eogame communities by providing correlative insights into how the produc-
tion of information in social-media environments are entangled with commu-
nity social life. It also broadens the understanding of how information in 
online social-media environments emerge as a result of community activities 
of production—and contribute to the more specific state of knowledge on this 
matter in the large and influential present-day videogaming domain. The pre-
sent study furthers archival inquiry on the topic of videogame preservation by 
providing a description and analysis of what information objects videogame-
related social media plausibly hold, and by what communal activities and pro-
cesses they have been brought into existence. It also discusses the conse-
quences of collecting such community-produced social media and framing it 
as documentation of the sociocultural aspects of videogames—a key issue in 
the preservation of videogames (Newman, 2012a). 
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The overarching purpose of the current study is to examine how online vid-
eogame communities are entangled with the social-media services they em-
ploy, and to suggest how such insights can be put to use in the area of video-
game preservation. As seen in the preceding few pages, the present study op-
erates at the intersection of LIS inquiry into the production of information in 
context, and archival-studies research on videogame preservation. The re-
search work presented here has similarly been guided by dual aims, where the 
accomplishment of the first is a prerequisite for the fulfillment of the second. 
Firstly, the present study aims to theorize and subsequently develop an under-
standing of how the shape and form of videogame-community social media 
are linked to the contexts and modes of information production by which they 
emerge. Attention will be directed towards social-media based information 
production in the context of two processes of importance in community social 
life: memory-making and knowledge production. Memory-making and 
knowledge production are important and commonly occurring areas of activ-
ity in the social life of communities and other groups and organizations 
(Blacker, 1995; Bobrow and Whalen, 2002; Bowker, 2005; Featherstone, 
2000; Gherardi, 2012; Halbwachs, 1992; Nicolini, 2013; Orlikowski, 2002; 
Walsh and Ungson, 1991). The delimitation of studying videogame-commu-
nity information production as it transpires through memory-making and 
knowledge production hence stands to yield robust insights into how video-
game communities are entangled with their social-media environments, and 
how these environments emerge as a result of the information-producing ac-
tivities of the communities that use them. 

The study's first aim is pursued on the basis of the following research ques-
tions: 

 
1. How are videogame-community memory-making and knowledge produc-

tion enacted in practice? 
2. How are videogame-community memory-making and knowledge produc-

tion configured by the characteristics of the social-media environments in 
which they are carried out? 

 
Secondly, the study aims to operationalize the acquired insights into video-
game-community social media in such a manner that it can benefit the area of 
socioculturally-focused videogame preservation. The research questions ad-
dressed are: 
 
3. What is the current state of socioculturally-focused videogame-preserva-

tion research in terms of priorities, methods, and conceptions? 
4. How can the deepened understanding of information production in video-

game-community social media inform preservational efforts directed to-
wards the sociocultural elements of videogames? 
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The research questions directed the focuses and approaches of the four sub-
studies (reported in Papers I–IV) on which the current work is based, including 
choices of data sources, research methods, and theoretical dimensions. Table 
1 holds an overview of the papers, the study’s introduction, and the roles these 
outputs play in the study as a whole. 

 
Output Empirical 

keywords 
Role in the study Approach Purposes 

Paper I. Sköld, O., 
2013. Tracing 
Traces. A Docu-
ment-Centred Ap-
proach to the Preser-
vation of Virtual 
World Communities 

Literature Develop a theoretical 
framework for Papers 
II–IV 

Qualitative and 
synthetic con-
ceptual analysis 
of literature 

RQs 1, 2 

Paper II. Sköld, O., 
2015. Documenting 
Virtual World Cul-
tures. Memory-Mak-
ing and Documen-
tary Practices in the 
City of Heroes Com-
munity 

City of He-
roes; Reddit 

Explore videogame-
community memory-
making in social-media 
spaces  

Interpretative 
analysis of the 
material on the 
CoH subreddit 

RQs 1, 2 

Paper III. Sköld, 
O., 2017. Getting-to-
Know. Inquiries, 
Sources, Methods, 
and the Production 
of Knowledge on a 
Videogame Wiki 

Dark Souls 
II; Wiki 

Explore videogame-
community knowledge 
production in social-me-
dia spaces 

Online ethnog-
raphy of a vide-
ogame wiki 

RQs 1, 2 

Paper IV. Sköld, 
O., 2018. Under-
standing the ‘Ex-
panded Notion’ of 
Videogames as Ar-
chival Objects. A 
Review of Priorities, 
Methods, and Con-
ceptions 

Literature Analyze current patterns 
in the videogame-
preservation literature to 
allow Papers I–III to be 
situated in an archival 
studies-context 

Qualitative sys-
tematic review 
of videogame-
preservation lit-
erature 

RQs 3, 4 

The study’s intro-
duction 

Literature; 
Papers I–IV 

Bring together and ex-
pand on the results of 
Papers I–IV 

Synthesis and 
analysis 

RQs 3, 4 

Table 1. Overview of Papers I–IV and the study’s introduction. 
 
Methodically, the study positions itself in the exploratory and qualitative re-
search paradigms. Theoretically, a multi-part framework is used to analyze the 
results of the inquiry's sub-studies. The practice-theoretical perspective pro-
vides the principal means to frame how the patterned and everyday activities 
observed in the source data are connected to the social life of the community 
under study. Practice theory explains that social reality is processual in nature 
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and collectively put into being via enacted programs of distributed activity—
practices. All social phenomena are constituted by and transpire through such 
practices (Gherardi, 2012; Nicolini and Monteiro, 2016; Schatzki, 1996; 
Schatzki, 2002). The application of practice theory is further defined by the 
influence of the specific instantiation of information-research commonly 
called 'document studies.' The document-studies perspective underscores the 
materiality and situatedness of information and puts forward the study of doc-
uments and documentation—usually defined so as to extend beyond the doc-
ument as text-on-paper (see Lund, 2010 for a review of different document 
definitions)—as a valuable approach to understanding the information pro-
cesses of communities and institutions (Brown and Duguid, 1996; Buckland, 
2017; Frohmann, 2004a; Riles, 2006a). The practice-theoretical and docu-
ment-studies traditions provide the benefit of framing the production of infor-
mation in videogame communities in social-media environments as transpir-
ing through documentary practices, an analytical concept well suited for ap-
plication in the trace-generating operations of many social media in the pre-
sent day (Geiger and Ribes, 2010; Geiger and Ribes, 2011; Schuurman, 2008). 
The theoretical framework outlined in Chapter 5: Theory ties together and po-
sitions memory-making and knowledge production as specific instantiations 
of videogame-community documentary practices in social-media environ-
ments. Finally, research on fandom (e.g., Jenkins, 2006; 2013), the productive 
activities of online communities in social-media environments (e.g., Barr, 
2014; Golub, 2010; Jenkins, 2008; Jenkins, 2013; Newman, 2008; Steinku-
ehler and Duncan, 2008) and videogame preservation (e.g., McDonough, et 
al., 2010; Newman, 2012a; Winget, 2011a) is used to contextualize the con-
tributions of this study in the broader area of digital culture and the archival 
sphere respectively. 

This study was written under the auspices of a department of ALM8 by an 
author whose areas of research and teaching fall principally within the first 
two disciplines represented in the acronym. Given this genesis, the present 
work shows some of the strengths, shifting scopes, and possible challenges 
that may come of positioning a LIS project in dialogue with current research 
problems in the archival sphere with the express intent of letting insights pro-
duced via the means and perspectives offered by LIS come to fruitful applica-
tion also in this other realm. It can be noted here that the ALM characteristics 
of this study are synergistic with the undertaking of videogame-preservation 
research and practice, which is often described as spanning the spheres of ar-
chives, libraries, and museums (Lowood, 2004; MacDonough, et al., 2016; 
McDonough, et al., 2010; Winget, 2011a). 

                                 
8 Archival studies, library and information studies and museums and cultural heritage studies. 
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1.4. Outline of the study 
The study is organized in nine chapters followed by Papers I-IV. The first 
chapter set the stage by introducing the problem area and the rationale of the 
research project, along with the problem statement from which the project em-
anates. The chapter also presented an overview of the study's research design 
and the theoretical perspectives it employs. The second chapter provides an 
introduction to videogames and their contexts and characteristics, including a 
brief historical sketch. The third chapter introduces and discusses different di-
mensions of videogame preservation. The fourth chapter examines previous 
research on productive activities of communities in the domains of video-
games, television series, and films. The focus here is also on the entanglement 
of online communities and social media. Chapters two through four are based 
on earlier research, and together serve to provide accounts of the present state 
of knowledge regarding the subject matter of the current work. Choices of 
theory and methods are presented and discussed in chapters five and six. The 
four sub-studies (Papers I–IV) of the current work are summarized in chapter 
seven. The discussion and conclusions of the current study are located in chap-
ter eight, including the study's implications for the understanding of video-
game communities' documentary practices and for archival procedure in the 
area of socioculturally-focused videogame preservation. The ninth and final 
chapter contains a summary in Swedish. 

1.5. A note on terminology 
There is somewhat of a discrepancy between the terminologies of the intro-
duction to this study and Papers I–IV. These differences should not be seen as 
departures from previously taken positions, but more precisely as the result of 
a deepened and evolved understanding of the theories and concepts that have 
seen repeated use in this study. 

1.5.1. Information and documents 
Information is considered to be the conceptual bedrock of LIS. As pointed out 
by Buckland (2017) and Bates (2007), an important quality of the notion of 
information is that it can subsume many categories of objects and activities. 
This means that there are often terms available that better fit the demands 
posed by the characteristics of that which is discussed or studied (Buckland, 
2017). In the case of this study, 'documents' and 'documentation' are the inter-
changeable terms favored over information. Documents are informative when 
they become a meaningful part of a practice (Frohmann, 2004b). In this view, 
information is by definition tied to capacity for action. Because (the same) 
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documents can potentially be parts of multiple practices they can be informa-
tive in different ways in different contexts—this is what marks documents as 
boundary objects. Practices with documents are here termed 'documentary 
practices.' Documents and documentary practices play key roles in—and are 
analytical points of entry in the study of—memory-making and knowledge 
production, as shown below. 

See Chapter 5: Theory for extended discussions of documents, practices, 
and information. 

1.5.2. Knowledge production and documents 
The production of knowledge is here understood as the result of practices 

connected to the aim of making “organized statements of facts or ideas” (Bell, 
1973, p. 41, as cited in Knorr-Cetina, 1999, p. 6) in a specific and regulatory 
context, be it professional or leisure, university science labs, or wikis. These 
practices involve the use, creation, and circulation of documentation to a sig-
nificant extent (Frohmann, 2004a; Latour and Woolgar, 1979; Riles, 2006a). 
The production of propositional knowledge presupposes procedural 
knowledge in the sense that its producers must be able to competently partic-
ipate in the knowledge-producing practices. Knowledge production by video-
game communities in social-media environments is understood to transpire 
through documentary practices. 

See Section 5.3.1.1: Documentary practices, knowledge-production, and 
memory-making for extended discussions of documents, documentary prac-
tices, and knowledge production. 

1.5.3. Memory-making and documents 
Like knowledge production, memory-making is a social process analyzable 
by virtue of being enacted in practice. Memory-making is an important part of 
the functioning of every social system and entity (Bowker, 2005; Halbwachs, 
1992; Featherstone, 2006; Nora, 1989; Walsh and Ungson, 1991). Video-
game-community memory-making in the context of this study consists of the 
interplay between how documentation about the past is produced and circu-
lated in videogame-community social media and put to work in the present 
doings of the community in question. Videogame-community memory-mak-
ing in social-media spaces is considered to be conducted through the perfor-
mance of documentary practices. 

See Section 5.3.1.1: Documentary practices, knowledge-production, and 
memory-making for extended discussions of documents, documentary prac-
tices, and memory-making. 
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1.5.4. Online community productivity 
The prefix 'productive' is used to denote such activities and communities that 
are oriented toward the production of documentation on social-media services 
that is also accessible to other users. Such activities are framed in the present 
study as documentary practices. The prefix plays the role of a wide-ranging 
instrument able to bring together research of many traditions and focuses that 
deal with community productivity both inside and beyond the realm of video-
gaming, for instance the community of wiki contributors in focus of Paper III 
or—to take an example from the domain of television series— the community 
of Usenet-based Twin Peaks enthusiasts discussed by Jenkins (2006). The 
term production as it is used in this study thus means to bring things into ex-
istence in the aforementioned sense, and has no moral undertones that might 
stem from the thought figure of 'being productive.' 

Earlier studies (for instance those of Jenkins, 2006; 2008; 2013) relevant 
for the topic of online community productivity use the terms 'fan' or 'fandom' 
in different variations as catch-alls for the non-professional engagement of 
people and communities in television series, films, videogames, music, et 
cetera. The fan terminology is only employed when discussing these studies; 
it is not a part of the analytical framework of the present work. 

See Chapter 4: Online communities and online community productivity for 
extended discussions of productive activities in online videogame communi-
ties and communities in the broader fandom domain. Practices, documents, 
and documentary practices are discussed in Chapter 5: Theory. 

1.5.5. Preservation 
'Preservation' is the primary umbrella term for the steps that make up the pro-
cess of safeguarding and providing access to materials, e.g., selection, collec-
tion, arrangement, description, and storage of games and game-related docu-
mentation. 'Archiving' is at times used synonymously for the sake of variation. 

1.5.6. Social media 
Websites, forums, blogs, wikis, Twitter, and other services that center on user-
produced documentation are grouped under the term 'social media.' Two rea-
sons justify this choice of nomenclature. Firstly, the research course pursued 
in the present study requires a way to collectively refer to such services. Sec-
ondly, the term social media underlines that forums, blogs, wikis, et cetera, 
offer ample opportunities of interaction between users, which is a central con-
cern in the present work. 
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1.5.7. Sociocultural 
The term ’sociocultural’ is used to refer to that which is configured by social 
structures and culture. The term is used as a prefix to videogame preservation 
and videogames to refer to aspects of videogames other than those related to 
the videogame artifact, e.g., game culture, cultural and social aspects includ-
ing experience, play, and community social life and activity.9 The social and 
cultural dimensions of videogames and videogame play are understood to 
emerge from, transpire through, and be analyzable in the practices of the peo-
ple that play and otherwise engage in them. The sociocultural perspective as 
it is employed here also puts emphasis on the historical and material situated-
ness of videogames and videogame play, although the former aspect is to a 
lesser extent in focus. Research or preservational projects seeking to preserve 
the sociocultural dimension of videogames thus have a contextual focus, and 
do not concern themselves as much with the code or audiovisual data re-
sources of the videogame. 

See Section 1.5.9: Videogames, videogame play, and the videogame do-
main and Section 2.3: Videogames and videogame play defined for discus-
sions of the definition of videogame play adopted in this study. See also Chap-
ter 5: Theory for more information on the present study's use of practice the-
ory. 

1.5.8. Videogame community 
The term 'community' is used in this study to refer to the often-fluctuating, 
online gatherings of people that employ particular videogame-related social-
media services (wikis, discussion forums) as the primary window of coordi-
nation and communication among members. Community membership as well 
as the emergence, perseverance, change, and demise of videogame communi-
ties is understood to be tied to the practices enacted by community members. 

See Section 4.1: Online communities and Section 5.3.1: Practices with doc-
uments in videogame-community social media and Section 6.4: A traced-
based approach to the study of online videogame communities for extended 
discussions of practices, online communities, and online videogame commu-
nities. 

1.5.9. Videogames, videogame play, and the videogame domain 
'Videogames' is used throughout this study as a catch-all term for the sorts of 
games that are run using computing power, including computer games, con-

                                 
9 This dimension of videogames was operationalized as the expanded notion of videogames 
('the EN') in Paper IV. 
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sole games, arcade games, and smartphone games. No distinction is made be-
tween videogames and 'virtual world' environments like Second Life (SL).10 
Videogame play (or 'videogaming') is considered to encompass a range of ac-
tivities where actual gameplay is one of many. Videogame play as it is defined 
in this study does not privilege the moment of play. Instead, it puts forward 
the importance of activities that constitute play “with videogames” (as op-
posed to playing videogames; Newman, 2008, p. 13, emphasis in original)—
e.g., wiki editing, reading and writing in discussion forums, watching videos 
and livestreams, et cetera. See Chapter 2: Videogames for extended discus-
sions of videogames and videogame play. 

The concept 'videogame domain' denote the totality of things, occurrences, 
activities, companies, and communities that are meaningfully related to vide-
ogames in some respect. The domain concept is similarly used in relation to 
other areas such as television series or other 'fan' domains (see Chapter 4: 
Online communities and online community productivity for examples). 

                                 
10 SL is a massively multiplayer open-ended online platform where users, embodied as avatars, 
may engage in a wide variety of pursuits. The design of SL emphasizes social interaction, the 
creation of spaces, buildings, and things, and economic activities. 
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2. Videogames 

The entire range of written discourse on videogames, be it academic, journal-
istic, or produced by people invested in games in other capacities, operates on 
a set of diverse and sometimes overlapping core concepts. What is here called 
videogames is varyingly termed 'video games' (Crawford, 2012), 'synthetic 
worlds' (Castronova, 2005), 'virtual worlds' (Boellstorff, 2008; Warmelink, 
2013), 'computer games' (Carr, et al., 2000), 'digital games' (Garrelts, 2005) 
or the prefix-less 'games' (Mäyrä, 2008). The reasons for adopting one term 
over the other are not always given, and when they are, the choices carry im-
plications of differing weight. For example, Crawford (2012) chooses the term 
video games because it is perceived to be the one in most common use. With 
reference to Bartle's (2004) reasoning about the terminology of games, 
Warmelink (2014) turns to the concept of virtual worlds because it carries a 
lesser degree of predetermination regarding the features of videogame envi-
ronments and the types of interactions and events that take place there. Similar 
conceptual fragmentation exists regarding what to call the people that play 
games—players, gamers, fans—and the groups they form, e.g., virtual com-
munities, videogame communities, and communities of play. As stated earlier, 
the terms videogames, players, and videogame communities will be used con-
sistently throughout this work. 

This chapter introduces and discusses the major points made in the research 
literature regarding the history, current status, and characteristics of video-
games. At chapter's end, the review arrives at the point of view of videogames 
and videogame play that informs the present work. Videogame communities 
is in focus to a lesser extent. As they are of central importance to this work, 
they will instead be discussed separately in Chapter 4: Online communities 
and online community productivity, in Section: 5.3.1: Practices with docu-
ments in videogame-community social media, and in Section 6.4: A trace-
based approach to the study of online videogame communities. The depth and 
nuance of the rendering of videogames below is geared to function as a back-
ground for subsequent chapters. For more comprehensive reports and analyses 
of key aspects of videogames, see the following works: Mäyrä (2008, pp. 52–
151) and Bartle (2010) on the history of videogames; Boellstorff (2008), Bo-
gost (2006), Juul (2011), Salen and Zimmerman (2004), and Taylor (2006) on 
the nature of videogames; and Crawford (2012) and Newman (2004, pp. 49–
70) for analyses of videogame players and the way they play. 
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2.1. A very brief history and present-day status of 
videogames 
The first computer-powered games emerged in the 1950s (even perhaps ear-
lier) and early 1960s (Mäyrä, 2008), with the 1962 title Spacewar! being a 
landmark game in the early history of videogames. Like Spacewar!, many of 
the early videogames were developed in university computer labs. These labs 
were at the time one of the few types of places that would house computer 
equipment—which was then rare, physically imposing, and expensive—and 
employ people with the skill sets needed to pioneer videogame design and 
programming. The popularity of videogaming surged in the 1970s and 1980s, 
and videogames became increasingly visible and influential phenomena also 
in wider cultural contexts and other media, such as books and films. Important 
drivers of this development were arcade-based systems11 (with titles such as 
Space Invaders and Pong), and machines designed to be used at home, like 
personal computer systems like the Commodore 64 (Elite), and videogame 
consoles12 such as Nintendo's NES (Super Mario Bros.; The Legend of Zelda) 
(Crawford, 2012). The exponentially increasing processing power, storage-
media space, and availability of Internet connectivity during the 1990s and 
2000s had significant impact on videogaming (Mäyrä, 2008). Consoles and 
computers got the capacity to present the player's environments in three di-
mensions (for instance as in the 1993 title DOOM), and used Internet-based 
communication to facilitate persistent multiplayer game worlds like the early 
90s LambdaMOO and the 2004 MMORPG World of Warcraft. The increased 
computational capabilities of cellphones and later smartphones and tablets 
during this area provided opportunities to play both single- and multiplayer 
videogames on handheld systems that were not specifically designed to do so, 
which contributed to the ubiquity and variance of videogames and modes of 
play. 

In the present day, videogames are one of the major forms of electronic 
media with a large cultural and economic footprint. According to a 2017 sta-
tistics report from the U.S. videogame-industry interest organization The En-
tertainment Software Association (ESA), U.S. consumers spent over $30 bil-
lion on videogames in 2016—including the sales of videogame hardware and 
accessories—and over 65 000 people in the US were employed by videogame 

                                 
11 For instance, the coin-operated videogame machines installed in business like videogame 
arcades, restaurants, billiard halls, malls, and so on. 
12 A console is a computer purpose-built for playing games using an external display (usually a 
television set) and control peripherals. While home-based computer systems like the Apple 
MacBook or a PC desktop computer can be used to play games as well as to complete a great 
number of other tasks, consoles are designed to have more limited functionalities. Examples of 
consoles include the Sony PlayStation and Microsoft Xbox series, and Nintendo's NES and 
Switch. 
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companies (Entertainment Software Association, 2017). Swedish Games In-
dustry (2017), a partnership organization similar to ESA, estimates that there 
are 2.2 billion videogame players worldwide spending a total of $108 on vid-
eogames in 2017, and that the Nordic13 Game Industry employs approximately 
8 800 people14. The ESA's surveys also present results that may run counter to 
preconceptions about videogaming. Devices that are used to play videogames 
were present in 67% of American households, and the average player of vid-
eogames was 35 years old. Looking at gender and age in combination, the 
ESA concludes that women over the age of 18 were a “significantly” larger 
group in the total population of players than boys aged 18 and under (Enter-
tainment Software Association, 2017, p. 4). Such statistics aside, the current 
popularity and cultural influence of videogames are furthermore indicated by 
the large and established sets of videogame-associated industries, services, 
and activities, like Internet live-streaming of videogames, the manufacture and 
sales of computer hardware designed to provide gaming performance, video-
game journalism, competitive gaming, and the reciprocal influences between 
videogames, films, books, and music. 

2.2. Videogames in context 
Videogames and videogame-related occurrences—gameplay, videogame 
communities—are to a certain extent distinct from to other media formats and 
their associated patterns of interaction and consumption (Juul, 2011). Simul-
taneously, however, videogames carry multiple and complex relations that ex-
tend beyond the immediate domain of videogames. To counteract the risk of 
over-emphasizing the boundedness and particularity of videogames, two in-
stances of videogames-in-context will be looked at more closely in the follow-
ing: how videogames can be positioned in the history of play and games, and 
how scholars of various disciplines have explored the boundaries of video-
games and videogaming. 

Juul (2011, p. 3) makes the case that videogame history is both “brief and 
[...] long.” In comparison with television, film, radio, or the printing press vid-
eogames have a relatively short history. But, the genesis of videogames is not 
necessarily equatable with the moment when computing power, inputs, and 
monochrome displays were pressed into service to run videogame software 
for the first time. People have been playing board games for thousands of years 
in civilizations such as those of ancient Egypt (Senet) and China (Go). Be-
cause of the prevalence of games throughout history, Mäyrä (2008, p. 37) calls 

                                 
13 Sweden, Denmark, Norway, Iceland, and Finland. 
14 The Swedish Games Industry-association (2017, p. 28) states that the methods used to meas-
ure the Nordic game industry have not been uniform. While this does make comparisons be-
tween countries problematic, the number offered here suffices to provide general indications of 
size of the Nordic industry in terms of its employee count. 
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games and play “cultural universals,” thereby echoing the understanding of 
games advanced by figurehead scholars of non-digital games Avedon and Sut-
ton-Smith (1971; see also, Sutton-Smith, 1997) and Huizinga (1998), who at-
tribute play and games important roles and functions in human culture and 
psychology. Although scholars debate the analytical usefulness of the links 
between videogames and non-digital games (cf. Bogost, 2006; Juul, 2011), the 
position taken in this study follows that of Crawford (2012): videogames are 
new and distinct from older instantiations of games in some senses, and share 
their characteristics in others. The consequence is that the study of videogames 
can be meaningfully informed by earlier studies of traditional games, video-
games, and the theories, methods, and interpretative aids offered by the study 
of other human ventures. 

Scholars have also expanded upon how videogames and videogame play 
intersect with other activities set in online space. Multiple accounts in this vein 
aim to establish the very fundamentals of how videogames relate to human 
affairs. Pearce (2011, p. 17) acknowledges that online communities formed in 
videogame and videogame-related environments (like videogame social me-
dia) are “as real as any that form in proximal space.” In Pearce's analysis, 
important differences between online and 'proximal' communities are that the 
behavior of community members of the former category to a larger extent 
emerges though interaction with the design specifics of the game and game-
related spaces (wikis, discussion forums) they inhabit. Castronova (2005) is 
principally interested in economic aspects of multiplayer videogames, mani-
fested both as in-game and as an industry, but recognizes them as sites that 
host other important and non-gaming activities as well. Based on ethnographic 
examinations of SL and Everquest respectively, Boellstorff (2008) and Taylor 
(2006) comment on the nature of videogame culture. Their lines of argumen-
tation diverge after this common starting point, but the general conclusion is 
the same: there are no clear lines of demarcation. Taylor (2006) arrives at this 
conclusion by showing that a meaningful understanding of videogaming re-
quires the dissolution of the dichotomies of game–non-game, social–game, 
online–offline, and virtual–real. Videogame play is situational, and relies on 
an amalgamation of technologies, cultures, social contexts, and personal un-
derstandings. In his study of SL—which is termed a virtual world—Boell-
storff (2008) calls into question what a virtual world is at a fundamental level. 
Boellstorff argues that all human experience is culturally configured and 
hence 'virtual.' While there is such a thing as a particular culture located in SL 
space, Boellstorff says, SL itself (and other virtual worlds) and the interactions 
therein, are to be understood as another place of human interaction and not an 
imitation of 'actual' life. In this sense, virtual world cultures are both bounded 
and porous (cf. Pearce, 2011; Warmelink, 2014). Mäyrä (2008, pp. 13–29) 
predicates his monograph-length introduction to the discipline of game studies 
(subtitled “Games in Culture”) on the understanding of “game culture” as a 
subculture in the broader cultural systems of present-day society. 
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Besides these more general, almost ontologically focused, examinations of 
the boundaries of videogames and videogame-related phenomena there are 
studies that more specifically argue for the transferability of videogame re-
search. Vesa (2013) inquires into in-game groups and videogame players to 
gain insights that benefit organizational and management studies. Crawford 
(2012), Jenkins (2008), and Juul (2011) point to the closeness of videogames 
and other media formats, and indicate that insights into the videogame domain 
also can benefit the understanding of also other media and associated patterns 
of interaction and consumption. 

2.3. Videogames and videogame play defined 
The question of how to define videogames has been the object of discussion 
in a large number of articles and monographs. Sometimes these discussions 
are paired with attempts at elucidating the fundamental characteristics of vid-
eogames and videogame play, and sometimes not. To showcase the breadth of 
theoretical approaches available, two of the most prominent ways of under-
standing videogames will be touched upon in a few broad strokes below. 

One of the most, if not the most, prevalent debates regarding the character-
istics of videogames centers on whether they should be approached as media 
texts or as games (Crawford, 2012; Juul, 2011; Mäyrä, 2008). The first ap-
proach is often referred to as 'narratological' and the second 'ludological' (de-
rived from the Latin word for 'game,' ludus). While there are few scholars that 
embrace either perspective to the total exclusion of the other—some even call 
into question the premises and usefulness of the debate (Aarseth, 2012; Frasca, 
2003; Pearce, 2005)—a brief overview of the main arguments is an effective 
means of further unpacking the notion of videogames so as to pave the way 
for discussions of the conception of videogames and videogame play at work 
in the current study and the different approaches to videogame preservation in 
focus of the next chapter. To begin, the narratological approach revolves 
around the viewpoint that theories and terminology springing from narrative 
analysis in media and literary studies can be productively applied to the study 
of videogames (Aarseth, 2012; Crawford, 2012). Videogames here emerge as 
a new representational and storytelling medium that lends itself to theoretical 
and empirical comparison with other, similar, media such as books, television 
series, and films. The work of Murray (1997) provides an early example of a 
narrative analysis of videogames. Of a later date, Jenkins' (2006; 2008; 2013) 
research on participatory fan cultures and media convergence handles video-
games in the same way it does television series or film—as an instance of 
media. Where the narratological approach entails a grounding in narrative the-
ory, research of the ludological orientation stresses that videogames are 
games, and that the methods and theories applied in their study should also 
reflect this quality. Salen and Zimmerman (2004, p. 86) summarize two key 
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ludological tenets when they write: “digital games are systems, just like every 
other games.” Firstly, videogames are essentially systems that are played. Sec-
ondly, at the moment, there is no analytically meaningful distinction between 
videogames and other types of games. Mäyrä (2008, p. 10) regards the emer-
gence of the ludological perspectives as a step in the process of developing 
more focused and independent efforts of game research by highlighting how 
games “when considered in their own terms as forms of art and culture, [are] 
in some sense unique, and in need of their own theories and methodologies of 
research.” It should be noted again that the polarization of game research into 
the camps of narratology and ludology only is productive if used as a means 
to accentuate two influential approaches to game research, and to illustrate 
how games can be approached from different directions. The system–narrative 
split is not as prevalent in videogame research studies as it is made out to be 
in the sentences above, and many videogame researchers acknowledge that 
videogames are both game systems and narrative devices (Bogost, 2006; War-
drip-Fruin, 2009; preferences to adopt one or the other perspective as a starting 
point however remains visible; see e.g., Aarseth, 2012; Juul, 2011; Myers, 
2010). 

The present study adopts an understanding of videogames and videogame 
play that does not preclude narratological and ludological approaches. Rather, 
it operates on another level and on the basis of different interests. This view-
point does not have a single source of inspiration, but many; see Crawford 
(2012), Mäyrä (2008), Newman (2004; 2008), Pearce (2011), Winget (2011b), 
and Taylor (2006). Following Mäyrä (2008, p. 2, Figure 1.1), videogame re-
search is seen to be positioned at different locations in the interactions that 
exist between the poles of 'videogame,' 'player,' and 'context.' This study is 
located principally within the player–context dynamic because it is interested 
in how videogame-related social media emerge as the result of community 
documentary practices, and the roles that social-media environments play in 
the social life of the communities that produce them. Materially,15 videogames 
are viewed as composite phenomena variedly made up of software, hardware 
and infrastructure (such as the Internet, including web-based services, soft-
ware used in the production of videogames) peripherals and paraphernalia and 
other media—controllers, game guides and boxes, FAQs, YouTube videos, 
videogame journalism (cf. Newman, 2012a, p. 123, and Newman, 2008).  

Play is considered to be an aggregate term that consists of many subsets of 
game-related, but non-gameplay practices and modes of gameplay. In other 
words, the notion of play that guides this work does not privilege the moment 
of play. Rather, it principally follows Newman's (2008, p. 13, emphasis in 
original) rendering of engagement with videogames to consist of videogame 

                                 
15 The separation between the categories of materiality, sociality, and culture is implemented 
for purposes of clarity while they are, in fact, enmeshed with each other. A videogame artifact 
is, for instance, a product of the practices of coding, game design, et cetera, of its developers. 
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play and play “with videogames.” The latter category comprises a wide array 
of practices not seldom taking place in social-media spaces like the consump-
tion and production of game guides, walkthroughs, gameplay performances, 
and reviews. Newman (2008, p. 13) considers play with videogames and vid-
eogame play to be mutually shaping to the point that even “'solo' play is al-
ways and already located within a community-authored set of meanings, read-
ings and interpretations and the collective knowledge of players, commenta-
tors, critics and fans [...].” The dynamics of videogame play extend the entire 
micro–macro scale, from influences from the digital present in a broad 
sense—such as the impact of Wikipedia editing practices in the creation of 
community-produced videogame wikis (Paper III; Mittell, 2009; Mittell, 
2013)—to local settings on servers, in forums, or offline play groups. New-
man's (2008) conclusion is that people engage in videogames not only via 
play, but also by participation in non-play, though play-related activities like 
those mentioned above, and that any attempts to grasp videogames and vide-
ogame play must emanate from such a contextualized understanding. 

The analysis and description of videogame-community documentary prac-
tices as carried out in the present study represent a theoretically informed at-
tempt to engage with an instance of play with videogames (see Chapter 5: 
Theory). 
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3. Videogame preservation 

From archival holdings to museal exhibits to the collections of abandonware16 
websites: in the present day, initiatives aiming to safeguard videogames are 
carried out in many different places and by many different means. This chapter 
provides an overview of the field of videogame preservation. The chapter is 
opened by a brief examination the major lines of argumentation regarding why 
the preservation of videogames is a worthwhile archival venture. The chapter 
then moves to focus on a sample of preservational initiatives present in the 
field. Approaches and perspectives of videogame preservation—in particular 
those relating to the preservation of the sociocultural aspects of videogames—
are discussed in the final section of the chapter. 

3.1. Motivations to preserve 
A common part of preservational best-practice in the ALM setting is that the 
question of how to preserve an object is often preceded by a discussion of why 
it should be preserved (Booms, 1987; Cox, 2002; Minerva Working Group 6, 
2003). This also applies to the preservation of videogames, where literature 
on the topic expresses a range of motivations. 

In the literature relating to the preservation of videogames, the past and 
present status of the videogame phenomenon is a reason why videogames 
merit preservational attention. Videogames are artifacts with a large cultural 
footprint that significantly influence—and are part of—popular culture and 
therefore are of interest to safeguard. Bachell and Barr (2014, p. 158) describe 
videogames as “a cultural phenomenon; a medium like no other that has be-
come one of the largest entertainment sectors in the world”; Pinchbeck writes 
in Anderson and Delve (2013, p. 3) that videogames “are as central to our 
culture, our heritage, our development as individuals as television or books”—
a conclusion that is widely shared albeit often formulated without comparison 
with other media formats (Monnens, et al., 2009; Newman and Simons, 2009; 
Winget, 2011b). Intimately coupled with explications of the culturally shaping 
force of videogames are preservational arguments relating to the size of the 

                                 
16 In the context of videogames, abandonware signifies older games that are seemingly forgot-
ten ('abandoned') by their copyright holders, e.g., regarding support. Abandonware games are 
still under copyright protection, however. 
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videogame entertainment industry, both in terms of revenue, as a provider of 
jobs, and as a promising part of the creative businesses sector. A large part of 
these arguments attribute preservational priority to videogames by virtue of 
their economic significance (McDonough and Olendorf, 2011; Newman, 
2011), while some studies describe videogame archives as useful tools in the 
retention and development of knowledge in the videogame development in-
dustry (Bachell and Barr, 2014; Winget and Murray, 2008a). Besides the vid-
eogame-industry advantages of preserving videogames, videogame archives 
are key sources of documentation in scholarship seeking to inquire into the 
history of games and gameplay (Gooding and Terras, 2008; Pinchbeck, et al., 
2009) and historical phenomena outside the bounds of videogaming (Chap-
man, et al., 2017). The historical weight of videogames also stems from vide-
ogames as widespread carriers of a broad array of historical representations 
and, hence, as shaping parts of historical knowledge and discourse (Begy, 
2015; Pötzsch and Šisler, 2016). 

In the writings on videogame preservation there are two main ways of jus-
tifying preservational efforts that draw arguments from separate technological 
aspects of videogames. First, and relating to the influence of videogames, Bar-
wick, et al. (2008), Swalwell (2009), and others posit that videogames are ar-
chival objects of worth due to their important part in the development and 
diffusion of computing technology. The second technological argument ema-
nates from the obsolescence and volatility of the videogame artifact. Video-
games are “among the most fragile of digital works” posit McDonough, et al. 
(2010, p. 106), and present the “extensive dependency and interconnection [of 
videogames] with computer operating systems and particular hardware con-
figurations” as the primary reasons for this state of affairs. This commonly 
occurring motivation to preserve videogames posit videogames as objects of 
archival value at high risk of becoming inaccessible and unreadable without 
preservational intervention (Guttenbrunner, et al., 2010; Lowood, 2009). 
Simply put: if videogames are not preserved, they will be lost. 

The arguments for directing preservational efforts towards the sociocul-
tural aspects of videogames are to some extent similar to those presented 
above. Socioculturally-focused preservational efforts are for instance justified 
with reference to the importance of games in current society and culture (Mur-
phy, 2013) and in the history of computing (Swalwell, 2007). A range of mo-
tivations also emerge from specific views of what the defining characteristics 
of videogames are. Stuckey, et al. (2013a, p. 1) put forward the position that 
videogames “come to life in the act of play,” and that videogame preservation 
by definition must take into consideration the interactable nature of games—
for instance modes of gameplay (see also Antonescu, et al., 2009; Lowood, 
2011a; Newman, 2012a; Winget, 2011a). Similarly, structured arguments de-
scribe videogame culture, player experiences, gameplay behaviors, modding 
efforts, social structures of videogame communities, et cetera, as phenomena 



 37 

and processes that intrinsically make up what a videogame is. In this perspec-
tive, it is required by videogame-preservational efforts to put the sociocultural 
aspects of videogames into focus with the purpose of documenting the context 
of archived software and hardware, thereby making them more valuable and 
usable by future users (McDonough, et al., 2010; McDonough and Olendorf, 
2011; Newman, 2011; Newman, 2012a; Winget, 2011b). Another motivation 
stemming from the definition of videogames as being inseparable from their 
context of use, but with additional importance attributed to the production and 
co-production of videogames by the videogame development industry and 
videogame communities, regards the ecosystems of videogames. The preser-
vation of the sociocultural aspects of videogames is here seen as crucial in 
order to be able to document how games interact with related phenomena. 
Gooding and Terras (2008, p. 22) express this position by describing video-
games as “dynamic experience[s]; shaped by the interaction of player, soft-
ware, hardware, game design, and often wider culture such as film releases, 
historical events, and fashion.” 

3.2. Previous preservational initiatives 
While not seldom described as scarce, there are a range of preservational ini-
tiatives concerned with the safeguarding of videogames that have been, or are 
being, carried out. Due to the varying aims, available resources, and institu-
tional and organizational contexts of such preservational efforts, they differ in 
character and size. Lists of museums and archives located in North America 
and Europe that are engaged in videogame preservation can be found in Mon-
nens, et al. (2009, p., 27), Winget and Murray (2008a), Barwick, et al. (2011), 
and Newman and Simons (2009). Neither the number of preservational initi-
atives relating to videogames nor their typologies are easily approximated. In 
lieu of a more systematic overview, some notable examples of videogame 
preservation of varying characteristics (ALM institutions, websites, research 
projects) are presented below. 

Examples of large-scale preservational enterprises that also showcase the 
trans-institutional—ALM—character of videogame preservation abound. Sit-
uated in the U.S., the Strong National Museum of Play (2018a; 2018b) hosts 
the International Center for the History of Electronic Games (ICHEG) and the 
research repository of the Brian Sutton-Smith Library and Archives of Play. 
The latter is a repository of 187 000 items relating to play, videogames and 
videogame play, holding a wide array of materials including among other 
things professional journals, videogame company collections, and scholarly 
works. Specifically concerned with videogames and their culture and history, 
ICHEG collects and makes available through exhibition and archival access 
videogame software and hardware, along with other game-related materials 
(packaging, advertising, consumer products). ICHEG's collection is estimated 
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to consist of 60 000 items. Other mentions of relevance in the U.S. are the 
Stephen M. Cabrinety Collection in the History of Microcomputing, located 
at Stanford Libraries (n.d.), and the UT Videogame Archive (2017) which ex-
ists under the umbrella of the Dolph Briscoe Center for American History, the 
University of Texas at Austin. The National Videogame Arcade (2017) in the 
U.K.—run by the non-profit National Videogame Foundation (2017)—is a 
venue of the museum variety presenting their visitors with the opportunity to 
interact with a variety of videogame software and hardware and offers educa-
tional activities in the areas of programming and videogame development. In 
a Swedish context, preservation of videogames is carried out by the National 
Library of Sweden (2015). With support from Swedish legal deposit legisla-
tion the National Library has collected approximately 6 000 items since 1995. 
Further, the National Museum of Science and Technology (n.d.) in Sweden 
has hosted several videogame exhibitions, and a permanent videogame exhi-
bition, holding videogame platforms and games from the 1970s onward, is 
provided by Stockholms spelmuseum (n.d.). Videogames additionally exist in 
institutional online repositories. The San Francisco-based nonprofit library In-
ternet Archive (2017) offers free and online access to the wide selection of 
videogames and videogame demos present in their historical software collec-
tion. Varying from game to game, they can be downloaded to the user's com-
puter or run directly in the web browser. The Internet Archive also carries a 
wealth of game-related materials like computer magazines and recorded 
gameplay (for the latter, see Archiving Virtual Worlds, n.d.). 

Videogames are also the focus of manifold preservational efforts located 
outside of the ALM institutions, including both individually (e.g., private col-
lectors) and community-run projects. Two examples of the latter category will 
be provided with the purpose of illustrating the scope and quality of extra-
institutional preservational projects. Home of the Underdogs (HOTU) is a 
“museum of PC game underdogs” that reference Project Gutenberg in its state-
ment of purpose: to provide abandonware games and game-related documen-
tation for free (Home of the Underdogs, 2017). The site's collection counts 
over 5 300 games and 1 300 manuals, and each game has a database entry 
providing a description of the game, an often-ambitious set of interlinked 
metadata, and links to YouTube footage of gameplay at times. MobyGames 
(2018) is a participatorily created database that seek to “record all relevant 
information about a [current or non-current] game” with the purpose to “be-
come a valuable historical public resource”. Guided by a document detailing 
the standards and practices of the site, the MobyGames database contains 118 
212 entries of videogames released on 203 platforms (MobyGames, 2017). 
The site does not distribute the videogame executables, but like (and some-
times in exceedance of) HOTU it provides a wealth of interlinked metadata 
and offers links to critic and user reviews, screen shots, promo art, and more. 
Focusing on videogame music, the High Voltage SID Collection (HVSC) is a 
collection of 41 200 pieces of music from the Commodore 64 (C64) computer 
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managed and curated by the site's crew in collaboration with its contributors. 
The aim of the site is to “attempt to accurately archive the most popular C64 
SIDs into one complete collection” (High Voltage SID Collection, 2017).17 
The HVSC provide its potential contributors with extensive documentation, 
including metadata structures and how-to guides. Unseen64 (2017) and The 
MAME Project (MAME, 2017) are other notable examples of community-
sourced preservational initiatives. 

Initiatives in the area of videogame preservation also exists in the form of 
development and research efforts. To mention a few, Preserving Virtual 
Worlds (PVW; 2007–2010) was a collaborative research project between 
American research institutions funded by the Library of Congress' National 
Digital Information Infrastructure for Preservation Program (McDonough, et 
al., 2010). PVW took a case-study approach to exploring a range issues of 
videogame preservation. Standards for metadata and content representation, 
preservation strategies including migration and emulation, documentation of 
context, and legislative hindrances to videogame preservation were instances 
of focus in the project. PVW generated a series of research papers (among 
others Kraus and Donahue, 2012; McDonough, 2011; McDonough, 2012; 
McDonough and Olendorf, 2011) aside from the project report (McDonough, 
et al., 2010) and a digital-game-preservation white paper (Monnens, et al., 
2009). Keep Emulation Environments Portable (KEEP; 2009–2012) is an ex-
ample of a more narrowly focused research initiative in the realm of video-
game preservation. Funded by the European Commission’s Framework 7 pro-
gram and made up of European national libraries, universities, and other part-
ners, KEEP aimed to develop a software architecture—designed to have the 
least amount of dependencies possible—into which existing emulation soft-
ware can be integrated (Pinchbeck, et al., 2009). KEEP's software framework 
thus serves to mitigate the consequences of emulation-software obsolescence. 
Once again returning to a Swedish context, the National Museum of Science 
and Technology (2016) in Sweden at the time of writing funds a research pro-
ject geared towards exploring practices of gameplay in the contexts of co-cre-
ative game design, YouTube Let's play videos, and co-operative play. 

3.3. The procedures and perspectives of videogame 
preservation 
It has here become apparent that the safeguarding of videogames is a complex 
field of activity that holds a variety of preservational initiatives and motiva-
tions. Similarly, there are many available approaches to preserving video-
games. These approaches differ in character and in terms of what results they 

                                 
17 ‘C64 SIDs’ here refer to C64-music files. SID (Sound Interface Device) is also the sound 
generator chip of a line of Commodore computers, including the C64. 
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seek to attain: some of them are coupled with the intent to keep the game 
playable; others for instance aim to facilitate the creation and dissemination 
of videogame collections. The breadth of videogame approaches present in 
the literature can also be explained partly by the varying goals and resources 
of the many actors in the field (collectors, archives, libraries, museums, foun-
dations, communities), partly by the distributed nature of videogames. As pre-
viously mentioned, depending on one's perspective the phenomenon of vide-
ogames can be seen to consist of among other things software and hardware, 
promotional materials and gameplay guides, and videogame play. The preser-
vational approach chosen to be utilized or further developed in an archiving 
or research project varies according to which of these videogame aspects are 
at the center of interest. In the following, the most commonly occurring ap-
proaches in the videogame-preservation literature are discussed. These are 
grouped in the following themes: collection-building and description, migra-
tion and emulation, collaboration and conceptual work. Lastly, the approaches 
and perspectives regarding the preservation of the sociocultural aspects of vid-
eogames—one of the major points of focus for this study—will come into 
view, as found in the literature. 

Two initial delimitations: because videogames are (in part) software ob-
jects, they share to some extent the same preservational challenges as other 
programs, databases, images, and digital objects. These preservational chal-
lenges include but are not limited to the limited service life of storage media, 
data degradation, and dependencies on configurations of software and hard-
ware, for instance specific file formats and media formats (Thibodeau, 2002; 
Waters and Garret, 1996). Below, for the purposes of focus and to maintain a 
workable corpus of literature, only such studies will be included that directly 
relate to the preservation of videogames. Software preservation as a field of 
work and research is hence outside the scope of this study despite its im-
portance for the preservation of videogames. The second delimitation con-
cerns Newman's (2012a, p. 36) analysis of how the videogame industry and 
consumer behavior produce videogame obsolescence, thus positioning video-
games in “commercial and cultural contexts which are designed to ensure that 
history and heritage fades from visibility and memory.” Newman's arguments 
point to the fact that a significant part of the difficulties of preserving video-
games are social and connected to the practices of the videogame marketplace 
rather than being tied to technical or legal issues and limitations. These con-
siderations have merit and deserve further scholarly attention, but fall outside 
the scope of the present study. 

3.3.1. Collection-building and metadata-creation 
Arguably the most common way of preserving videogames is to form collec-
tions. These collections commonly consist of materials such as software, hard-
ware, and game-related materials (videogame-related social media, videos, 
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videogame-development materials). Videogame collections are created and 
maintained in many contexts, from that of the individual collector to ALM 
institutions. The results and characteristics of a range of collecting efforts were 
showcased in previous sections. 

An often-used approach associated with the creation and maintenance of 
videogame collections is to gather original software and hardware. The ap-
proach presents evident advantages: the software and hardware environments 
needed for videogame access are made available and the games can be expe-
rienced using the same hardware and thus the fidelity of audio, visuals, and 
control as when it first was released (McDonough, et al., 2010, pp. 67–78, 
although the benefits of aiming to provide an 'original experience' have been 
questioned by Hedstrom, et al., 2006 and Swalwell, 2014). Several studies 
have pointed out the limitations this method, however. Firstly, the long-term 
preservational viability of relying on original software and hardware to main-
tain access to videogames has been called into question. Guttenbrunner, et al. 
(2010) and Barwick, et al. (2011) point out that while PC or Macintosh hard-
ware are constructed from standardized parts, console-videogame hardware 
consists of custom-built apparatuses that are in production only for a limited 
period of time. This makes it difficult to keep console machinery operational 
for the timeframes that are required for preservational purposes. The same 
problem exists also in relation to PC and Macintosh computers but perhaps to 
a less acute degree, as the rapid pace of hardware evolution risks making cer-
tain older hardware components difficult to acquire. Other concerns regarding 
the usability of legacy hardware include maintaining interoperability with key 
peripherals, such as television sets for videogame consoles. McDonough, et 
al. (2010) report an illuminating example: in order to attain satisfactory play 
experiences on different versions of the Atari 2600 videogame console (man-
ufactured around 1977–1980), the PVW team were required to use 1970s tel-
evision sets; televisions from the 1980s and 1990s introduced various audio-
visual problems. 

Although not in criticism of the collection of original hardware and soft-
ware in itself, it has also been noted that videogame collections need to be of 
a hybrid character in order to satisfactorily preserve “virtual world content and 
history,” and to contain “a mix of 'library' (published digital games and virtual 
world content) and 'archives' (documentation about game/virtual worlds)” 
(McDonough, et al., 2010, p. 41; see also Lowood, 2004; Lowood, 2009; 
Lowood, 2011). Speaking from the museal sphere, Barwick, et al. (2011) ex-
press a similar sentiment and suggests that videogame collections become use-
ful resources for visitors and researchers if they include sufficient documen-
tation of context (oral histories, documentation of gameplay experiences) 
along with the videogames themselves. 

Key aspects of collection-building enterprises are appraisal and selection, 
and the creation of metadata including the relationships of different types of 
content. Appraisal and selection are important for creating and maintaining 
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high-value collections while metadata-creation is required for providing effi-
cient usability, access, and sufficient documentation about the collected ma-
terials and their relationship. For an in-depth discussion of appraisal and se-
lection of videogame collections, see McDonough, et al. (2010, pp. 19–32). 
Issues relating to the management and creation of metadata surface in multiple 
studies. Winget (2011a) makes a general observation of the difficulties of in-
gesting player and community-produced collections into the established 
metadata structures of the ALM institutions. A more specific set of problems 
emerge in attempts to employ the Open Archival Information System (OAIS) 
in the preservation of videogames, specifically concerning the part of the 
OAIS model that is termed Archival Information Package (AIP) 
(McDonough, 2011; McDonough, 2012).18 The AIP contains the object(s) that 
the OAIS model seeks to preserve, alongside metadata describing the structure 
and content of preserved material. McDonough (2012) put forward the diffi-
culties of applying the OAIS model to videogames as relating to the need to 
create metadata and metadata structures with sufficient detail to describe the 
complexity—denoting the many dependencies of videogames and the version-
ing (videogames exist in many different versions both during development 
and after release) as well as the videogames’ context—the documentation 
needed to make sure the preserved videogame content is interpretable, of the 
videogame to be archived. A synthesis of Functional Requirements for Bibli-
ographic Records (FRBR) and the OAIS model is suggested as a workable 
approach to solving these issues (McDonough, et al., 2010; McDonough, 
2011; McDonough, 2012). 

3.3.2. Migration and emulation 
In their investigation of the available means for and issues facing digital 
preservation, Waters and Garret (1996) put forward migration and emulation 
as the two principal pathways of maintaining access to digital objects. This 
observation is echoed in the corpus of previous research efforts on videogame 
preservation, where, collection-building aside, migration and emulation are 
the most commonly discussed preservational approaches (as Anderson, et al., 
2010 also observe).19 Between emulation and migration, emulation is the ap-
proach that currently sees the most use (Newman, 2012a). Fundamentally, 
emulation and migration share the same goal: to safeguard access to a digital 
object in the face of the consequences that rapid changes in hardware and soft-
ware environments bring about—obsolete file formats, unsupported operating 

                                 
18 OAIS is an influential model used to conceptualize the functioning and required parts of an 
archive capable of long-term preservation of digital information and artifacts. 
19 Virtualization is a related method that has received some limited mention in the literature, 
but that will not be discussed further here (see e.g., McDonough, et al., 2010, pp. 64–
67; Winget 2011b, pp. 5f). 
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systems, and new CPU architectures and I/O ports. At a more detailed level, 
however, the techniques differ markedly. 

The term migration is used in the videogame-preservation literature to 
stand for preservational approaches that adapt videogame software written for 
legacy computer systems to operate on a newer configuration of software and 
hardware components (van der Hoeven and van Wijngaarden, 2005). Gut-
tenbrunner, et al. (2010) and McDonough, et al. (2010) present different vari-
eties of migration, stretching from migration of source code (which requires 
access to videogame source code and assets along with the appropriate soft-
ware tools) to reprogramming (cf. Kraus and Donahue, 2012). Migration has 
been a favored approach in the archival sphere (e.g., Bearman, 1999) although, 
as noted by Winget (2011b), its applicability may be limited to the preserva-
tion of interactive digital artifacts such as video-games or digital art. Pinch-
beck, et al. (2009) and Newman (2012a) hint at the reasons why this might be 
the case: migration as a method of digital preservation is more suitable to elec-
tronic documents than to complex, interactable and audiovisual programs like 
videogames. Based on similar arguments, the migration-approach has been 
seen to be “particularly unsuited” (Winget, 2011b, p. 5) and “of extremely 
limited value” (Pinchbeck, et al., 2009, p. 3) in the specific context of video-
game preservation. The particular reasons put forward are the inefficiency of 
the approach, since migration of videogames must proceed object by object, 
the high complexity and resource requirements of the task, and the risks it 
carries for accelerating the data degradation of the videogame being migrated 
(Guttenbrunner, et al., 2010; Pinchbeck, et al., 2009; Winget, 2011b). 

An emulator is a program designed to simulate a specific configuration of 
hardware, firmware, and support software like a videogame console or a leg-
acy PC system (McDonough, et al., 2010). By doing so, the emulator in theory 
becomes capable of executing the whole line of games written for the emu-
lated system.20 In contrast to migration, the emulation process leaves the vid-
eogame software untouched (excluding eventual changes of storage medi-
ums). Instead, changes are instead made to the computational processes and 
structures that allow the game to be run. Although not without exceptions 
(Bearman, 1999), emulation is often put forward as a promising method of 
preserving videogame software (Anderson, et al., 2010; Barwick, et al., 2011; 
Guttenbrunner, et al., 2010; McDonough, et al., 2010; Pinchbeck, et al., 2009; 
Winget, 2011b). Examples of emulators include the previously mentioned 
MAME (2017) and the ScummVM (2017), both free and open-source pro-
grams. 

Emulators are in wide use in many videogame environments. The video-
game console industry is one example, where all of the three major manufac-

                                 
20 Emulators can simulate different levels of computational operations, from software to hard-
ware (Rothenberg, 1999), but will be discussed holistically here. 
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turers—Sony, Microsoft, and Nintendo—employ emulation techniques to al-
low games originally released for a previous-generation consoles to be played 
using newer systems (Guttenbrunner, et al., 2010; Pinchbeck, et al., 2009). 
Another instance where videogame emulation comes into play is the popular 
use of community-produced emulators of console, PC, and Apple hardware 
used to play the large selection of software copies of games (often called 
‘ROM’ in the singular; read-only memory) available online. This particular 
mode of use brings forth one of the main drawbacks of the emulation approach 
to the preservation of videogames: the question of legality. To function, 
most—but not all, see MAME (2017)—console emulators use a hacked 
BIOS21 from the target console and hence violate copyright law (Pinchbeck, 
et al., 2009). Similarly, the videogame industry views the use of ROMs and 
the related modes of production and use as software piracy with a detrimental 
impact on revenue (Gooding and Terras, 2008; Newman, 2012b). For ALM 
institutions to use emulation as a preservational measure, agreements would 
have to be made with the console manufacturers and copyright holders of the 
games to be preserved. Concerns regard emulators' difficulty of use (Pinch-
beck, et al., 2009; Winget, 2011b), their limited capacity to provide “experi-
ential authenticity”—e.g., the same game speeds, tactile and audiovisual qual-
ities as the original—(Newman 2012b, p. 4; see also Newman, 2012c; 
McDonough, et al., 2010, pp. 67–78; Newman, 2012a, pp. 137–149), and the 
obsolescence of the emulators themselves. The latter concern is addressed in 
the KEEP project, mentioned above, which seeks to create a framework that 
will facilitate the preservation of emulator software (Pinchbeck, et al., 2009). 
In the case of using community-created emulators like MAME and 
ScummVM to emulate games for preservational purposes, Newman (2012a) 
considers the dependency on the communities of developers that produce and 
update the emulators to be a drawback from the viewpoint of sustainability. 

The strategies of migration and emulation have different sets of advantages 
and drawbacks, and they interact with the videogame software in different 
ways. As Winget (2011b, p. 6) writes, migration “provides access to content 
rather than to layout or structure,” while emulation “focuses on surface repro-
duction, but changes the artifact’s underlying computing environment.” These 
different characteristics and their impact on information loss, authenticity, and 
significant properties in and of the preserved objects have been the focus of 
polarizing archival debate (see Bearman, 1999; Rothenberg, 1999). A similar 
pattern of debate can be observed in the videogame-preservation literature, but 
there are also attempts to argue for a complementary view of the emulation 

                                 
21 BIOS is short for Basic Input/Output System. Generally speaking, the BIOS is low-level type 
of software that regulates the initialization processes for hardware and software (e.g., operating 
systems) on a computer or console. 
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and migration techniques (McDonough, et al., 2010). Here, and most con-
cretely, members of KEEP describe the project's principal aim as developing 
a support software for the migration of emulators. 

3.3.3. Collaboration and conceptual work 
The videogame-preservation literature also discusses the approaches of col-
laboration and conceptual work. While the former accentuates the benefits for 
archives, libraries, and museums invested in the preservation of videogames 
to collaborate with other entities (other ALM institutions, videogame commu-
nities), the latter designates work relating to a series of conceptual issues to be 
of importance in order to move the venture of safeguarding videogames for-
ward. 

3.3.3.1. Archives, libraries, and museums 
In the literature, the fundamental reason for considering collaboration between 
institutions and communities to be a viable approach is often found in an econ-
omistic analysis of the field of videogame preservation. The significant 
amount of financial and knowledge resources needed to preserve videogames 
in combination with the amount of work left to be done before satisfactory 
methods of preservation have been established, necessitates that the effort be 
shared by several actors. “No single institution can do the work of compre-
hensively collecting and preserving digital games and their history,” write 
McDonough, et al. (2010, p. 22), who suggest that videogame preservation 
should be jointly carried out by ALM institutions as well as videogame devel-
opers and player communities of different varieties—an analysis which is 
widely shared (Anderson, et al., 2010; Monnens, et al., 2009; Newman, 2012b; 
Newman and Simons, 2009; Stuckey, et al., 2013a; Takhteyev, 2013; Winget 
and Sampson, 2011). Concerning the ALM-sphere, McDonough, et al. (2010) 
propose that collaboration can take place on the levels of collection-building 
and macro-level projects. With the purpose of coordinating collection-build-
ing efforts and strengthening the complementarity of videogame collections, 
McDonough, et al. (2010) argue that creation and curation of such collections 
should be policy-led, so as to provide a clear focus of the preservational initi-
ative internally, and to externally communicate the rationale underlying the 
collection. Specialized collection-building is also suggested by Lowood 
(2004). Collaboration between ALM institutions and other actors on the 
larger, for instance national, scale is seen to be important, because there lies 
the capacity to initiate the development of frameworks and standards for wider 
use (McDonough, et al., 2010). 

3.3.3.2. Videogame developers 
The videogame industry is furthermore seen to be a key partner of collabora-
tion in the effort to preserve videogames (Gooding and Terras, 2008; 
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McDonough, et al., 2010; Winget and Murray, 2008a; Winget and Sampson, 
2011; for an example, see the Museum of Modern Art's preservation of 
MMORPG EVE Online, MacDonough, et al., 2016). The industry and its de-
velopment studios and publishers occupy a unique position in the field of rel-
evant actors. One reason is that the industry are the owners of the copyrights 
that significantly restrict the range of available archival activities toward vid-
eogames, including the ways in which videogame collections can be made 
accessible—emulation for instance often requires such permissions (Newman, 
2012b). To negotiate terms and gain the necessary legal permissions from the 
videogame industry is hence an important, but difficult, challenge for any vid-
eogame-preservation project. Legal authority aside, videogame developers 
and publishers also have technical capabilities and know-how that might be 
required to safeguard certain aspects of especially online videogames, which 
are of great complexity and depend on a proprietary infrastructure to function 
(MacDonough, et al., 2016; McDonough and Olendorf, 2011). Being the gen-
esis of videogames, the videogame industry produces a range of materials that 
are considered valuable for preservational initiatives to gather. These materi-
als include source code (required for videogame migration, for instance), ear-
lier versions of the videogame of interest, promotional materials, support tick-
ets, technical documentation, artwork and storyboards, and more 
(McDonough, et al., 2010, pp. 23f provides a list of high-relevance materials). 
Together, the documents and art and software artifacts generated by a devel-
opment studio during the production of a videogame are relevant for preser-
vational purposes because they tell of the processes and decisions by which 
the production, release, and post-release management of videogames and vid-
eogame communities were carried out. Materials relating to the development 
of videogames are not solely seen as something that can provide documenta-
tion of context in videogame collections. Winget and Murray (2008a) argue 
that a better understanding of videogame development and its contexts can 
also inform the theory and practice of videogame preservation in general. 

Recognizing the value of the materials that development studios can con-
tribute, there are several studies that attempt to attain a better understanding 
of the materials themselves and their role in the development-studio work-
place. Kraus and Donahue (2012) and Bachell and Barr (2014) explore the 
attitudes towards and practices of videogame preservation in American and 
British development studios respectively, focusing also on game-related ma-
terials like those mentioned above. The studies yield overall similar results: 
the preservational activities carried out in videogame development studios 
vary from studio to studio and are not seldom carried out in a situation-by-
situation manner without reference to plans or guidelines. Source code and the 
assets of released videogames were the most common types of materials kept. 
The attitudes towards videogame preservation as elucidated in the papers vary 
somewhat. Kraus and Donahue (2012, p. 6) observed “a lack of industry in-
terest in preservation,” while Bachell and Barr (2014, p. 155) noted an interest 



 47 

in “preservation as a business strategy,” i.e., for the purposes of future com-
mercial opportunities and as an educational resource for new developers. The 
value of collecting game-related production materials with a provenance in 
the videogame industry for preservational purposes has not been accepted 
without question. In a study of documentation pertaining to the processes of 
videogame development, Winget and Sampson (2011, p. 29) argue that such 
documents traditionally sought after by collecting institutions (e-mail corre-
spondence, game design documents, business documents) do not “adequately, 
or even, at times, truthfully represent the project or the game creation process 
as a whole.” The reason for this is that many of the aforementioned docu-
ments, game-design documents, for instance, are created and employed early 
in the development work, but not in its later stages. Different versions of the 
videogame in focus and its assets are recommended as complementary docu-
mentation of the game-development process (Winget and Sampson, 2011). 

In terms of letting materials originating from the processes of development 
benefit initiatives of videogame preservation, both Winget and Sampson 
(2011), Bachell and Barr (2014), and Kraus and Donahue (2012) indicate that 
interventions are required to gather them and keep them safe. The primary 
reasons put forward are the lack of interest in and knowledge of record-keep-
ing and the volatility of the videogame industry, where newly started business 
often have a short lifespan. Here, too, collaboration between institutions in-
vested in the preservation of videogames and the videogame industry is essen-
tial for such exchanges to take place. 

3.3.3.3. Community-driven preservation 
Communities of players and hardware enthusiasts carry out preservational ac-
tivities directed towards videogame software, hardware, and game-related ma-
terials in large parts of the archival spectrum—from collection and curation to 
providing access (Kraus and Donahue, 2012; McDonough, et al., 2010). Com-
munity-driven preservational efforts are considered to have been pioneering 
in the sense that they have been ongoing for several decades, whereas institu-
tional investment is more recent, and they constitute a significant part of the 
totality of preservational initiatives in the videogame domain (Barwick, et al., 
2011). These efforts have resulted in a range of high-quality resources and the 
emergence of well-proven knowledge about preservational best practice and 
service design in this context (Gooding and Terras, 2008; Stuckey, et al., 
2013a; Takhteyev, 2013). Examples of preservational achievement of the pre-
sent variety include hardware collections (Galloway, 2011; Takhteyev, 2013), 
collections of in-game materials and player and community-produced docu-
mentation supporting memory and experience recall (Winget, 2011a), and 
some of the “most complete” software archives and metadata databases cur-
rently available (Newman, 2012b, p. 13; see also Section 3.2 Previous preser-
vational initiatives). There are several calls for collecting institutions to col-
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laborate with community-driven preservational initiatives; the richness of ex-
perience and the collections of these initiatives is often cited as the main mo-
tivator. More detailed outlines of how archives, libraries, and museums can 
collaborate with preservational communities take a starting point in a recipro-
cal understanding of the exchange, where the professional expertise of the 
ALM institutions is seen to benefit both the collections and the communities 
that created them (Barwick, et al., 2011; Kraus and Donahue, 2012; Galloway, 
2011). Player and community-produced document collections could be in-
gested into the traditional collection models of the ALM sphere, albeit not 
without adaptation of these models, and hence be made more accessible and 
manageable (Winget, 2011a). Along similar lines, Kraus and Donahue (2012) 
suggest that collecting institutions could provide authenticated digital storage 
options and suitable metadata solutions to community-driven preservational 
initiatives. 

Several challenges line the path of prospective collaboration with commu-
nity-driven preservational initiatives. Firstly, the sustainability of community-
based preservational efforts is uncertain due to their dependence on voluntary 
work, and they may, as noted by Newman (2012a, p. 26), “be objects in need 
of archival attention” themselves. Also, and especially concerning software 
collections, some of these initiatives do not abide by copyright legislation and 
are at risk of being closed down (Gooding and Terras, 2008). Secondly, many 
of the practices and concepts employed by preservational communities differ 
from those in the ALM sphere. Once again taking ROMs as an example, the 
process of preparation includes extracting the videogame software from its 
original storage medium and discarding all game-related materials like the 
game manual and packaging including cover art in order to limit file sizes 
(Kraus and Donahue 2012, p. 10; Newman and Simons, 2009). Before being 
circulated, the ROMs might also be modified to serve a variety of purposes, 
for example to create a translation of the game in question (Newman, 2012b). 
The case of the Mystery House Taken Over-project, described by Kraus and 
Donahue (2012, p. 8) as oscillating between preservation and remix, serves as 
another illustrative instance of non-canonical preservational practice. Mystery 
House—an early work of interactive fiction placed in the public domain—was 
re-implemented in a newer programming language along with new features, 
including the tools for further modification (Mystery House Taken Over, 
2017). Similar approaches of preservation and remix have been noted in the 
retro-computing communities, dedicated to the collection, maintenance, and 
use of legacy hardware and software computer systems, documentation and 
storage media (Galloway, 2011; Takhteyev, 2013). In these communities, the 
functionality of old hardware is often restored or complemented by the addi-
tion of newer components and recent software (Takhteyev, 2013). 

While it is clear that the creation of ROMs, the re-coding of Mystery House, 
and the remix strategies of retro-computing are not solely motivated by preser-
vational ambitions, these activities nonetheless have preservational effects. 
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Takhteyev (2013) outlines two: the safeguarding of accessibility via modifi-
cation and the way that the remix activities tie historical artifacts to present-
day practices and projects. Kraus and Donahue (2012) point out that while the 
notion of authenticity differs between the ALM sphere and community-driven 
preservational projects such as the ones above, they should be seen as com-
plementary attempts to denote the fixity of key characteristics. The principal 
difference lies in, according to Kraus and Donahue (2012, p. 9), how “much 
variance [is tolerated] in the different manifestations and expressions of the 
work.” Differing conceptions, implementations, and preferences (see 
Hedstrom, et al., 2006) relating to the notion of authenticity and other archival 
concepts are not put forward as a collaborative hindrance in videogame-
preservation literature. Rather, several studies argue for the complementarity 
of preservational approaches and for the need of collecting institutions to em-
brace the varying modes of use and understandings of preservational objects 
as found in community-driven initiatives (Kraus and Donahue, 2012; Gallo-
way, 2011; Newman, 2012b; Takhteyev, 2013). 

3.3.4. Preservation of sociocultural aspects of videogames 
Key components of preservational activity are the definition of boundaries—
distinctions of what constitutes the phenomenon to be documented or safe-
guarded—and the setting of priorities—understandings of which aspects of 
the phenomenon in focus that are the most important to preserve (Minerva 
Working Group 6, 2003; concerning videogame preservation, see 
McDonough, et al., 2010, p. 14). In archival discourse, a phenomenon’s as-
pects that have preservational priority are called its ‘significant properties’ 
(Hedstrom and Lee, 2002). The notion of significant properties occupies an 
important position in preservational efforts because of its intimate ties to the 
selection of preservational method and to core concepts like authenticity. 

The videogame-preservation literature that describes approaches to the 
preservation of videogames’ sociocultural aspects frequently discusses the 
boundaries and significant properties (although the technical term is not al-
ways used) of videogames (e.g., Gooding and Terras, 2008; Guttenbrunner, et 
al., 2010; Kraus and Donahue, 2012; Lowood, 2011; Newman, 2011; 
McDonough, et al., 2010; Stuckey, et al., 2013a; Winget, 2011a). Perhaps this 
pattern can be explained with dual reference to the relative youth of the field 
of videogame preservation (McDonough and Olendorf, 2011; Winget and 
Murray, 2008), and to the hegemony of the notion that a videogame is “pri-
marily a technological object that demands technological solutions to the 
problems of preservation and access” (Winget and Sampson, 2011, p. 29; see 
also Newman, 2012a). It is plausible that the unavailability of established 
knowledge and preservational methods, in combination with the notion that 
videogame preservation is principally a matter of safeguarding software, may 
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have incited the thoroughness by which sociocultural approaches to video-
game preservation are advanced, often via fundamental arguments anchored 
in analyses of the nature of games and gaming. Here, and beyond software and 
hardware, the phenomena of videogames are seen to be made up of culture 
and community (Winget, 2011a), different modes of play (Newman, 2011), 
user intent (Winget, 2011b), player experiences (Guttenbrunner, et al., 2010), 
memory (Stuckey, et al., 2013a), and meaning-making, social relationships, 
and social interactions (Lowood, 2009). Videogames are further understood 
to be situated in larger cultural and historical settings (Gooding and Terras, 
2008). 

Tied to the expositions of the characteristics of videogames as found in the 
literature are arguments supporting the need to employ socioculturally-ori-
ented preservational approaches. Many of these arguments center on the abil-
ity of these approaches to provide documentation of context. Lowood (2004; 
2009; 2011) argues that the interactions of players—with one another and with 
the videogame platform—are an intrinsic part of what a game is, and that doc-
umentation of the activities and experiences, and more, of videogame players 
is an essential addition to archives or collections. Without such documenta-
tion, it would be a “barren exercise” for users of videogame archives to at-
tempt to understand the games therein (Lowood, 2009, p. 123). Referencing 
Avedon and Sutton-Smith (1971), Barwick, et al. (2011) take a similar posi-
tion and stress that the technological facet of videogaming is one among many, 
including historical and cultural, and that museum exhibits and holdings need 
to reflect the breadth of the phenomenon lest they become a less useful re-
source. McDonough, et al. (2010) recognize player activities as a constitutive 
component of what a game is while also accentuating the benefits of collecting 
documentation of context in relation to videogame reception and the rapid 
technological development of videogame software and hardware from the 
early 1980s until the present day. Context documentation is here described as 
a key means for providing the opportunity to view play as an activity situated 
in the histories of videogame culture and hardware and software development 
(see also Stuckey, et al., 2013a). Documentation of context is also held to be 
a crucial part of videogame preservation as it is structured by the OAIS refer-
ence model, although difficulties of implementation exist relating to its repre-
sentation (McDonough, 2011; McDonough, 2012). The representational chal-
lenges of socioculturally-focused videogame preservation are also discussed 
by Winget (2011a; 2011b). Winget (2011a) argues that videogame-play prac-
tices are not only carried out in the videogame world but also in a variety of 
other environments, for instance in social media. To collect the artifacts pro-
duced in these extra-game world sites is a means to document a fuller breadth 
of the activity of videogame play. 

The literature introduces many approaches to preserving the sociocultural 
aspects of videogames. Stuckey, et al. (2013a) present the Popular Memory 
Archive Project, which among other things sought to create a service to collect 
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documentation about early 1980s videogames and their use by inviting com-
munity participation. In a paper exploring different approaches to preserving 
SL, McDonough and Olendorf (2011) suggest that the archivist can visit rele-
vant in-world spaces and document objects, activities, and so on, via screen-
shots and textual descriptions. Winget (2011a) highlights the participatory 
characteristic of videogame communities, and the many types of collections 
of player and community-produced materials, such as wikis or fan-fiction that 
are created as a part of their activities. To incorporate such collections into 
institutionally run videogame archives is put forward as an advantageous ap-
proach to documenting the sociocultural aspects of videogames (Winget, 
2011a). Other types of materials whose function as documentary media are 
specifically explored are player-produced walkthroughs (Newman, 2011) and 
various forms of screen captures (machinima, replay, POV recording) 
(Lowood, 2011). Newman (2012a, see also Newman, 2008, 2011) advances 
one of the most comprehensive and strongly worded viewpoints of sociocul-
turally-focused videogame preservation. Newman (2012a, pp. 37f) considers 
videogame play to be “so absolutely central to understanding what a video-
game ‘is’ it is inconceivable that we should embark upon preservation activity 
that does not place it front and centre.” This view does not however equate 
videogame preservation with the collection of videogame objects and the safe-
guarding of their playability. Newman (2012a) argues that the difficulties fac-
ing the preservation of videogame objects are of such a magnitude that they 
render gameplay preservation a more sensible fundamental goal of videogame 
preservation. The preservation of videogames games “in and at play” can be 
accomplished to a significant extent, suggests Newman (2012a, p. 155), via 
the collection of player-created documentation of games and gameplay like 
walkthroughs and gameplay performances, which Newman (2011, p. 110) 
considers to be “the central unit of currency for a digital gaming curation or 
preservation project.” 

The preservational value of the materials discussed in relation to sociocul-
turally-focused videogame preservation is described in largely similar terms 
as above. The materials and their associated activities of production occupy a 
central place in videogame culture, and they afford substantial documentation 
about both the game in focus and its role in the interactions and processes that 
make up videogame play (Lowood, 2011; Newman, 2011). Examples of other 
materials that are relevant for socioculturally-focused efforts are game-related 
websites wikis, blogs, databases, videogame soundtracks, game-based films, 
and YouTube videos (Lowood, 2009; McDonough, et al., 2010; Winget, 
2011a; Winget, 2011b). It should be noted here that videogame preservation 
is a venture that requires the use of different methods. The preservation of 
sociocultural aspects of videogames is complementary to other methods like 
software archiving (Lowood, 2011; McDonough and Olendorf, 2011; 
McDonough, et al., 2010). For instance, Lowood (2004) and Barwick, et al. 
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(2011) advance the idea that videogame archives should be hybrid in charac-
ter, consisting of materials with many different provenances and types, includ-
ing “physical collections and digital collections, [...] oral histories and docu-
mentation on the experience of playing [...] games, as well as related artifacts” 
Barwick, et al. (2011, p. 387). Since videogame software exists in many ver-
sions that may vary greatly in terms of content and audiovisual qualities, it is 
important that the creation of such collections are handled so the relationship 
between documentation of context and the videogame platforms are consid-
ered and thoroughly described. 
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4. Online communities and online community 
productivity 

The previous chapter explored the methods and perspectives of videogame 
preservation. Of equal importance for this study are inquiries that can contrib-
ute to the understanding of how videogames communities produce documen-
tation in their social-media environments, and how community social life is 
enmeshed with such practices. This topic has been researched and touched 
upon by studies hailing from a diverse set of disciplines pursuing a variety of 
research aims. In order to competently grasp the current state of knowing re-
garding this topic it is hence necessary to cast a wide net. As a consequence, 
the discussion below will encompass studies that employ a variety of vocabu-
laries and perspectives. Because the majority of these studies are based on 
examinations of various kinds of ‘productive’ enterprises in the videogame 
domain—most commonly the use, creation, arrangement, and maintenance of 
community-produced social media—this term has been used as a catch-all cat-
egory for this research (see Section 1.5: A note on terminology). The text be-
low is structured into two parts. The first part provides an introduction and 
discussion of the general characteristics of online communities and videogame 
communities as they have been accentuated in the literature and as they are 
conceived of in this study. The second, and larger, part of this chapter focuses 
on a range of studies that detail productive online videogaming in a variety of 
ways. This includes also the writings of Jenkins (2006; 2008; 2013) and re-
search studies that draw on his work. Jenkins’ research is an important inclu-
sion because his work on productive activities in what Jenkins’ terms ‘fan’ 
communities (television series, films, videogames, music; Jenkins, 2006; 
2013) has contributed to the understanding of videogame-community produc-
tion of documentation. 

4.1. Online communities 
As is the case with many of the objects of social or humanistic study, video-
game communities can be said to belong to a larger class of similar social 
groups with which they share certain characteristics (cf. Boellstorff, et al., 
2012, p. 177). This line of thought plays a prominent role in the research of 
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Jenkins (e.g., 2008; see below for a more detailed discussion), where video-
game communities are understood to be a subset of the overarching phenom-
enon of online fandom. To let research-based insights into similar social 
groups inform the study of videogame communities is both methodologically 
sound and provides additional interpretative resources (see Shaw, 2010 and 
Malaby, 2007 for examples regarding videogame culture and videogames 
more broadly). However, arguments have been made that videogame commu-
nities should be studied on their own terms and that they are only to a lesser 
extent comparable to other types of online social groupings (Pearce, 2011). 
Here, an attempt will be made to present an account of what is presently 
known about videogame communities that incorporate both generalist and 
particularist insights. It should be noted that the notion of community in this 
study is not used naturalistically, but is rather theoretically defined; the topic 
of videogame communities is revisited in Section: 5.3.1: Practices with doc-
uments in videogame-community social media and in Section 6.4: A trace-
based approach to the study of online videogame communities, where it is 
discussed in context with the study's theoretical framework and research pro-
cedures. 

The social formations that emerge online can be, and have been, understood 
using a plethora of metaphors (Crawford, 2012; Hine, 2000; for examples, see 
Gee, 2005 and Gee and Hayes, 2012). A metaphor of common use in scholarly 
and journalistic writings, as well as in everyday parlance, is 'community'—the 
term of choice in the present study. Community is also arguably one of the 
most commonly employed terms used by actors in the videogame industry to 
refer to the people engaged, in different ways, in their games. The applicability 
of the term community has however been called into question both in the set-
ting of online sociality and in social studies more generally. The observed 
problems are of different kinds. The concept of community has been pointed 
out to be hard to clearly define and to be of wide, and not always delimited, 
use. In a 1955 literature review of the concept's use Hillery (1955) identifies 
94 different definitions, and notes that the use of the concept is broader still; 
numerous texts included in the review employed the concept without defining 
it—Komito (1998) and Porter (2004) note that a similar situation in the case 
of communities in online spaces. Nicolini (2013, pp. 88f) writes that the com-
munity concept is vitiated with “a romanticized image” that stresses commu-
nities as social constellations characterized by “solidarity, mutual understand-
ing, shared interests, or common endeavor.” Some of the criticisms that have 
been leveled regarding the envisioning of online groups as communities have, 
in part, been based in such views. The main reason to use the notion of com-
munity to conceptualize the collective dimensions of videogame engagement 
is its widespread use in scholarly contexts, among players, and in the video-
game industry. As shown in the previous chapter, the venture of videogame 
preservation is in terms of both research and hands-on preservational work has 
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much to gain from collaboration with a wide range of actors (players, video-
game developers, ALM institutions). The cognizant use of familiar terms may 
serve to facilitate such efforts. 

Videogame communities belong to a class of not seldom topic-centered 
online social groups that exist by virtue of the coordinated and repeated en-
actment of shared practices by its members. Other examples of communities 
in this class are the 'fan' communities in focus of the work of Jenkins (2006; 
2008; 2013), Baym (2007; 2000), and Mittell (2009; 2013) among others, the 
communities of virtual worlds like Second Life (Boellstorff, 2008), and of 
course the communities of game-related social-media sites like videogame 
wikis (Barr, 2014) and walkthrough sites (Newman, 2011). These communi-
ties are voluntary affiliations centered on topics (a videogame, a television 
series) (Baym, 2000; Jenkins, 2006). They potentially consist of members 
from all over the world, and they dedicate themselves to all manners of activ-
ities: problem solving, knowledge management, play, discussions, commen-
tary and gossip, creation of community infrastructure, procedures of self-gov-
ernance, and more (Jenkins, 2006; Nardi, 2010; Taylor, 2006; Steinkuehler 
and Duncan, 2008; Warmelink, 2014). Member commitment is generally un-
derstood to be intrinsically motivated, that is, people participate because they 
want to (Warmelink, 2014). The emergence and operations of this type of 
community are influenced by the dynamic that exists between 'grassroots' 
community members and the industry or industries that produce and market 
the media or objects the community is formed around (Jenkins, 2008; 2013). 
As noted by Jenkins (2008), Baym (2007), Newman (2004), and others, com-
munities like those of videogames, music, and film play several important 
roles in the product cycles of media industries, for instance regarding market-
ing and sales sustainability. Furthermore, online communities of the present 
variety cannot be identified by their physical boundaries or shared localities. 
A community can span multiple servers or sites, and servers and sites can host 
multiple communities (Boellstorff, et al., 2012). Rather, a community is dis-
tinguished by its shared practices, specialized ways of expression, artifacts, 
memorabilia, and rituals (Baym, 2000; Crawford, 2012; Hine, 2000; Mäyrä, 
2008; Pearce, 2011). Regarding community membership, several researchers 
(e.g., Baym, 2000; Jenkins, 2008; Rainie and Wellman, 2012) accentuate that 
membership is not exclusive; community members are often members of mul-
tiple communities, and in many cases there is no 'home' community. As stated, 
membership is predicated on participation in community practices, and is of a 
temporary nature just like the community itself. The processes of community 
emergence and dissipation are tied to the accomplishment of community prac-
tices—when the practices that substantiate and delimit a community ceases to 
be carried out, the community no longer exists in any meaningful manner 
(Nicolini, 2013; cf. Jenkins, 2006; 2008). 
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4.2. Online videogame communities 
Before the discussion proceeds to research studies of community production 
more specifically, some space will be devoted to describing how the concept 
of community has previously been operationalized in the literature and how 
the use of the term in the present study relates to that of previous research. As 
already noted, several terms are in use besides community in studies setting 
out to investigate the sociocultural dimensions of videogames. In an overview 
of this particular topic, Crawford (2012, pp. 97–199) identifies eight such 
terms in use: subcultures (Mäyrä, 2008); neo-tribes (Crawford and Rutter, 
2006); fans (Jenkins, 2006); knowledge community (Jenkins, 2008); players, 
Otaku, and gamers (Newman, 2008); scenes (Gosling and Crawford, 2010); 
and habitus (Crawford and Rutter, 2006). Given that each of the notions are 
linked to different theoretical frameworks and ultimately research interests, 
only inquiries using the vocabulary of 'fan' and 'knowledge community' will 
appear in the present chapter alongside other research relevant for the pur-
poses of this study. It is important to note, however, that previous research on 
videogame communities, just like that on videogames and videogame play 
(see Chapter 2: Videogames), has been conducted using a wealth of ap-
proaches and theoretical perspectives that accentuate various aspects and in-
terpretations. The studies that are mentioned in this chapter are the ones that 
help frame the results of the present work. 

In a study of how videogame communities self-organize, Warmelink 
(2014, pp. 58f) presents a categorization of how the concept of community 
has been operationalized in previous videogame research. Warmelink identi-
fies three principal applications of the community concept, spread across a 
macro–meso–micro spectrum.22 The macro approach to conceptualizing vide-
ogame communities entails understanding them as large social formations that 
potentially span multiple games, web platforms, and an array of activities from 
actual gameplay to play-related activities. The research of Pearce (2011, p. 5) 
exemplifies this approach by following a “community of play” as they migrate 
across different online videogames and web services. Smaller social units, like 
the guild, represent the common conceptualization of videogame communities 
at the meso level. Warmelink points out that the analyses in this particular 
group of studies often accentuate that guilds are institutionalized communities 
with a somewhat enduring capacity to accomplish both internal (e.g., self-or-
ganization) and external (e.g., in-game accomplishments) goals in the longer 
term. A study by Williams, et al. (2006) of guilds and guild members in 

                                 
22 The conceptualization of communities at work in the present study are intimately tied to the 
social ontology advanced by practice theory (see Chapter 5: Theory). From a practice-theoreti-
cal viewpoint the differences between a macro–meso–micro segmentation are simply those of 
scale (Schatzki, 2011). An instantiation of a social phenomenon like a community on the micro 
scale is thus compositionally similar as an instantiation of community on the other levels. 
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MMORPG World of Warcraft (WoW) showcases the meso-level conceptual-
ization of videogame communities by centering on different kinds of guild 
organizations and the roles and relationships within guilds. According to 
Warmelink, researchers adopting a micro-perspective in the study videogame 
communities focus on smaller videogame groups. These groups are seen to be 
goal-oriented and able to perform similarly to how guilds are portrayed in the 
meso-level perspective, yet are considered to have a more temporary consti-
tution. An instance of the micro-level approach is Chen's (2008) ethnography 
of a WoW raid group consisting of players from different guilds, gathered with 
the intent to accomplish a specific set of in-game goals. 

Warmelink's (2014) overview can frame the concept of community as it is 
employed in the present study. A videogame community is here understood to 
encompass both the macro and meso levels in Warmelink's model. A video-
game community (on the macro scale) is seen to be centered on one specific 
videogame, and to be made up of a cluster of meso-level communities spread 
out over platforms of different varieties: the videogame itself, wikis, discus-
sion forums, et cetera. These meso-level communities may be dedicated to 
different (and often multiple) tasks and ventures relating to the game in ques-
tion, like player-versus-player gameplay, creation and management of social-
media sites, knowledge production, fan art or fan fiction. This use of the com-
munity-concept brings with it a number of advantages. As noted by Hamilton, 
et al. (2014) in a study of live-streaming on Twitch, the boundaries between 
communities of videogames and the communities of a particular Twitch chan-
nel, a videogame wiki or discussion forum, tend to blur. It is often an impos-
sible (and perhaps unproductive) exercise to delineate the more exact relation-
ships between communities in the videogame domain. A view where people 
engaged in activities relating to the same videogame are seen to belong to the 
same macro-level community dissipates concerns regarding the community 
affiliations of actors by embracing that players are, as pointed out by Baym 
(2000), Jenkins (2008), and Rainie and Wellman (2012), members of several 
communities and often act in such a heterogeneous capacity. For instance, Pa-
per III shows how a community engaged in knowledge production on a vide-
ogame wiki, in order to be able to accomplish their tasks, also participate in 
the player-versus-environment gameplay of the videogame in focus of their 
efforts. Furthermore, this operationalization of the community concept reso-
nates with how play, in this work, is seen to incorporate also other activities 
related to actual videogame play—such as the productive enterprises dis-
cussed below (see Crawford, 2012; Mäyrä, 2008; Newman, 2004; Pearce, 
2011; Taylor, 2006). 

4.2.1. Online videogame communities and social media 
A key aspect of online videogame communities is their “close, almost symbi-
otic” relationship with social media and other services on the web (Barr, 2014, 
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p. 120; Adams, 2009; Albrechtslund, 2010; Golub, 2010; Karlova and Lee, 
2012). Newman (2004, p. 156; see also Paper I), among many others, notes 
that the “[t]he use of the web by [videogame] fans is, itself, complex.” Social 
media fulfill a variety of functions and roles in videogame play, and support a 
range of activities.23 Social media comprise a primary mode of internal and 
external communication—like protests and attempts to influence the video-
game industry (Newman, 2004; Paper II)—in both macro (Pearce, 2011) and 
meso-level videogame communities (Warmelink, 2014). Videogame players 
use social media to inform themselves of what games are available and what 
games are of interest to them and to conduct videogame purchases (Lee, et al., 
2015b). Harrison (2009) notes that players employ social media like blogs or 
wikis to document their experiences playing the game, making them a valua-
ble resource in videogame research. The same observation is made by multiple 
scholars, including Boellstorff, et al. (2012) and Golub (2010).  

Videogame-related social media also support a range of productive activi-
ties that will be discussed in detail below, for example knowledge production, 
the creation and management of spin-off media (Lowood, 2011), wikis and 
other services (Newman, 2008; Newman, 2011; Paper III). Boellstorff's study 
(2008, p. 198) of culture in Second Life indicates how integral social media 
are to videogame play; his informants regarded participation “entirely inside 
Second Life” to also include “participation in a range of websites external to 
the Second Life program”. In a later publication Boellstorff and his co-authors 
Nardi, Pearce, and Taylor acknowledge that such activities, carried out in 
spaces not contained within the videogame platform, are nevertheless a part 
of videogame play (Boellstorff, et al., 2012). Works by Nardi (2010) 
(Everquest) and Warmelink (2014) (EVE Online) serve to provide ethno-
graphically derived examples of how the link between gameplay and social-
media participation can take shape in the context of MMORPGs. Warmelink 
(2014) reports on the process of joining a corporation (i.e., guild) in EVE 
Online, and singles out three technologies of the highest importance for the 
guild's operations that new members are required to appropriate: Internet Re-
lay Chat (IRC) as a key channel of communication, and the corporation's dis-
cussion forum and Google-drive spreadsheets as spaces for storing, managing, 
and producing documentation. In Warmelink's analysis, these services also 
function as tools for organization and management. Nardi (2010) paints a sim-
ilar picture where she and her fellow guild members, in preparation for com-
pleting a complex task together, consult community-produced wikis and fo-
rums (see Steinkuehler and Duncan, 2008 for additional examples). Al-
brechtslund (2010) stresses that the many instances of online storytelling that 
take place in videogame-related social media play important roles in players' 

                                 
23 See Section 2.3: Videogames and videogame play defined for a discussion of the definition 
of play that underpins this work. 
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meaning-making processes and in the building and upholding of videogame-
community identity. 

The writings of Pearce (2011) on Uru: Ages Beyond Myst and Taylor 
(2006) on WoW provide additional insights into how social media are entan-
gled with videogames and videogame communities. In these analyses, social 
media are noted to be of functional application for videogame players, but are 
also seen to be constitutive of play itself. Taylor (2006, pp. 155f) considers 
engagement in “material productions [such as] the creation of game guides, 
walk-throughs, answers to frequently asked questions (FAQs), maps, object 
and monster databases, third-party message boards and mailing lists [...]” to 
be part in the process by which players of MMORPGs co-create the online 
videogames in which they participate. Pearce's (2011, pp. 33f) work provides 
an exhaustive investigation of how the formation, sustenance, and emergent 
behavior of videogame communities stand in complex relation to the “play 
spaces” offered by the videogame they stand in relation to. These play spaces 
extend beyond the videogame itself and also include social media and other 
Internet services that play a part in videogame play. In aggregate, the services 
and platforms (potentially including several videogames) on and by which dif-
ferent facets of videogame play are carried out are called the “ludisphere” 
(Pearce, 2011, p. 34). “[J]ust as contemporary world cultures must be looked 
at in a global context,” Pearce writes (2011, p. 137), “online virtual worlds 
must be looked at in the context of the 'ludisphere' [...].” In Pearce's analysis, 
social media used in videogame play emerge as spaces of play themselves. 

4.3. Participatory cultures and collective intelligence 
The work of Jenkins represents arguably one of the most comprehensive at-
tempts at framing the productivity of topic-centered communities. Examples 
of productive activities carried out by videogame communities relate to the 
production and maintenance of videogame-related social media (wikis, blogs, 
discussion forums, YouTube and Twitch channels), game modifications and 
hacks, the writing of game guides, walkthroughs, FAQs, fan fiction, and the 
composition of fan art and music (Crawford, 2012; Hunter, 2011; Newman, 
2004). Between the early 1990s and the mid-2000s, Jenkins published a series 
of monographs (2006; 2008; 2013, are of principal interest here) exploring the 
productive activities of 'fan communities' in a series of domains including tel-
evision series, videogames, and films, and the impact of networked computing 
on such endeavors. Wirman (2007) cautions against equating videogame 
productivity with productivity in other fandom domains, and argues that a 
more precise vocabulary of game productivity needs to be developed. With 
reference to the purposes of this literature overview, it is satisfactory to discuss 
videogames as a part of the greater arena of fandom. Wirman's (2007) claim 
will be returned to in Chapter 8: Discussion. Now the attention turns toward 
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Jenkins' research and the concepts of participatory cultures and collective in-
telligence as they have been fleshed out therein. Jenkins' notion of conver-
gence culture (Jenkins, 2008) will only be briefly touched upon as it is of pe-
ripheral importance to this study. 

A good starting point for discussing productive videogaming is the frame-
work Jenkins employs in the analysis of fan communities. The core argument 
that Jenkins makes is that present-day media culture no longer allows a sepa-
ration between consumers and producers of media. Instead, current media cul-
ture is a “participatory culture” (Jenkins, 2008, p. 3) where fans and television 
production companies, videogame developers, and other media producers in 
the traditional sense are participants that interact in new, and not yet fully un-
derstood ways. Jenkins (2006, p. 1) describes fans of media texts (Jenkins' 
term, includes videogames as well as television series) not as passive but, ra-
ther, “active, critically engaged, and creative”. Participatory culture comprises 
a combination of three trends: networked computing that facilitated commu-
nication, new types of productive activities, and new ways of distribution and 
storage; a DIY subculture that influenced how networked computing were put 
to use; and finally, economic incentives for the popular-culture industries to 
encourage active consumer participation and the circulation of content across 
different media channels (Jenkins, 2006, pp. 135f)—what Jenkins (2008) calls 
media convergence. 

In his analysis of fan communities, Jenkins incorporates the work of Lévy 
(1997) on collaborative knowledge production in networked environments. 
One of Lévy's (1997) central tenets is that the significant potential of commu-
nities as knowledge producers rests on their ability to connect people of ex-
pertise, and to allow them collectively process and retain more information 
than any single community member would be able to do. A community in-
vested in knowledge production can thus hold information that is not known 
by (but is available to) all of its members. Networked computing increased the 
capabilities of knowledge communities by facilitating low-latency communi-
cation regardless of geographical distance—thus allowing more people to in-
teract—and efficient storage and dissemination of information. Jenkins (2006, 
p. 137) depicts fan communities as the potentially “most fully realized ver-
sions” of Lévy's vision of group-based, collective intelligences. Jenkins (2006, 
p. 137) writes: 

Online fan communities [are] self-organizing groups focus around the collec-
tive production, debate, and circulation of meanings, interpretations, and fan-
tasies in response to various artifacts of contemporary popular culture. 

 
Jenkins (2008, p. 57) furthermore characterizes fan communities as “tactical” 
and “temporary.” Their formation is tied to the needs and interests of their 
members; when these are fulfilled and sated, the community disbands. Put in 
another way, it is not the possession of knowledge or control over extensive 
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community-produced web resources that holds fan communities together. The 
social glue of fan communities consists of the process of knowledge acquisi-
tion, which simultaneously is a driver of community participation and the ve-
hicle by which the social ties of the community are established, tested, and 
reaffirmed (Jenkins, 2008). Jenkins (2006; 2008, p. 4) also considers the com-
munal modes of knowledge production present in the activities of fan com-
munities to benefit pluralism and “alternative source of media power”. Be-
cause community-driven production of knowledge is broadly collaborative 
(although exceptions do exist, see Jenkins, 2008) and benefit from its mem-
bers voicing different perspectives and concerns and having different areas of 
expertise, suppressive hierarchies of meaning and the power relations emanat-
ing from expert knowledge are counteracted (Jenkins, 2006, p. 140; see Craw-
ford, 2012 for critical examinations of this viewpoint). Jenkins (2008, p. 4) 
predicts that, while collective knowledge production is currently most preva-
lent in recreational settings, it will see applications also in other aspects of 
culture and society. Although Jenkins in subsequent writings (e.g., 2008) 
adopted a less optimistic view of the pluralizing impact of networked compu-
ting and collective knowledge production, he maintains that fan communities 
are one of the major forces that influence how popular culture operates. 

The logic of participatory culture and communal knowledge production has 
also impacted the popular media industries. From the industry point of view, 
Jenkins (2006) mentions that fan production risks lessening company control 
over intellectual property. In his later work, Jenkins (2008) clearly states that 
the popular-media industry was an important driver in the emergence of par-
ticipatory culture due to perceived economic benefits. Such incentives were 
pursued by opening up design space for content that encouraged fan produc-
tivity in attempts to drive sales with the help of the marketing advantages that 
come with an active user community. Reasons also mentioned are the pro-
spects of monetizing the results of fan productivity, using fans as unpaid qual-
ity assurance via beta testing, and as a recruitment base for the industry (Jen-
kins, 2006). On the whole, the relationship between fan communities and the 
popular media industries is complex. In some situations, there are mutual in-
terests and perspectives, but in others not (Jenkins, 2006). The relationship 
between the two parties is furthermore asymmetrical. Newman (2004) and 
Jenkins (2006) both underline that the media industry is the more influential 
actor, but there are nevertheless instances where the fan communities have 
been able to exert significant pressure (see Albrechtslund, 2011 for an exam-
ple from the videogame domain). 

4.4. Productive videogame communities 
As Crawford (2012) notes, the productive activities of videogame communi-
ties in social-media environments have received little scholarly interest. There 
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are however studies that have examined the videogame-community produc-
tive activities from a variety of viewpoints, and these studies are in focus be-
low. What is of interest here is not primarily to take inventory of the kinds of 
documentation that is produced by videogame communities in their social-
media environments as observed in previous studies, but to shed light on how 
production of documentation and on what roles such productive activities play 
in the community social life. 

4.4.1. Media feedback and appropriation 
The majority of studies of videogame-community productivity reviewed here 
relate to knowledge production. A few exceptions are notable, however. Re-
turning again to Pearce (2011), there are aspects of the study with relevance 
for videogame-community production. On a more general level, Pearce sug-
gests that the reason why services of networked computing—social media es-
pecially—have attained such an important role in the videogame domain is 
their capacity to process large amounts of feedback. Social media allow many 
people to provide inputs (upload a video; contribute to a wiki) and have the 
capacity to quickly transform them to ubiquitous outputs (widespread access 
to a video or wiki-text). This interactional bandwidth, Pearce (2011, p. 45) 
writes, creates loops of increasing levels of participation, thus making social 
media “a powerful engine for large-scale social emergence.” 

Pearce's research is an ethnography of a community of players originally 
situated in Uru: Ages Beyond Myst who, after the demise of Uru, initiate a 
migration that will take them across several virtual worlds and other online 
spaces. Pearce (2011) identifies three forms of productive play during her 
study of the Uru community, all centered on how the community strove to 
appropriate their (often changing) videogame environments. The first entails 
creating new modes of play, rituals, and play-related practices. The second 
involves the activities, in a new environment, to create artifacts of cultural 
significance that bear connections to previously inhabited spaces. Productive 
play of the third variety entails creating new environments entirely, either 
within an existing videogame or by using tools of videogame production. The 
Uru community's attempts to appropriate videogames by changing patterns of 
play or the in-game environments to better suit their preferences and needs 
bear several similarities to Jenkins' (2006) study of fan writing in the context 
of the television series Star Trek. In Jenkins' analysis, fan writing becomes a 
way for fans to adapt and integrate mass-media culture into their own lived 
experiences, thus creating opportunities to explore concerns, interests, or 
needs within the show's otherwise hegemonic structures of meaning and nar-
rative. This exercise is keyworded as “poaching,” a concept drawn from de 
Certeau (1984; Jenkins, 2006, p. 40). No matter what the driving force is (to 
voice minority concerns; to adjust characters of events to fit one's liking), Jen-
kins (2006) proposes that membership in fan communities hinges on this move 
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from consumption to production. However, the poaching of texts is not unreg-
ulated; Jenkins (2006; 2008) notes that fan communities are always in the pro-
cess of negotiating boundaries of and principles for their productive efforts, 
including epistemological issues. The existence of continuous debates about 
the organization of work should not, Jenkins (2008) writes, be equated with 
the fact that fan communities produce knowledge in disciplined and homoge-
neous ways. Knowledge production in fan community-contexts are character-
ized by a great variety of approaches to all aspects of the process—from the 
gathering of sources to analysis and dissemination. The procedural diversity 
of fan-community knowledge production can be seen as both an asset because 
it encourages the articulation of manifold viewpoints and facilitates participa-
tion by new members, and a detriment—it makes coordinated effort harder to 
accomplish). 

4.4.2. Knowledge production 
A range of previous studies set out to investigate the productive activities tak-
ing place on wikis in the domains of videogames and television series. Alt-
hough the majority of the studies reference Jenkins and to varying extents em-
ploy his interpretative viewpoints, they hold separate research foci. Taken to-
gether, these studies give a comprehensive account of knowledge production 
in the area of online fandom. 

Wikis are well-established phenomena in online fandom. Mittell (2013) 
states that online fandom constitutes one of the wiki platform's most common 
areas of use and a platform of importance in participatory culture. Writing in 
a videogame context, Barr (2014, p. 121) describes wikis as “the de facto 
online reference medium for game players.” Mittell (2013, no pag.) summa-
rizes the types of documentation and modes of interaction usually found on 
videogame wikis in the following way: 

If many [non-videogame] wikis focused on fictional culture retell their object's 
stories, videogame wikis take this impulse further by offering collectively-au-
thored walkthroughs, strategies, and guides to popular games. Such game-
based wikis go beyond the documentary impulse, as the wikis become sites for 
conversation and collaborative strategizing for players, creating dual levels of 
participatory culture within both the game and the wiki. Game wikis for online 
games like Word of Warcraft or Everquest are particularly active as they mirror 
their online storyworlds with comprehensive analysis and discussion of how 
the games work. Many wikis, regardless of topic, extend the ludic spirit of 
games to the creation of the wikis themselves, as wiki systems and communi-
ties can offer “achievements” and rewards for active editors who contribute to 
the wiki. Such wikis map the gaming impulse of one aspect of participatory 
culture onto the collaborative documentation of wikis, suggesting important 
overlaps between cultural phenomena. 
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Mittell (2013) furthermore conducts a comparison between fandom wikis and 
Wikipedia. Two principal differences are observed. Fandom wikis do accept 
original research for the most part, that is, new insights or facts that has been 
attained via investigation but have not been published (cf. Wikipedia's, 2017, 
No-original-research policy). Also, Mittell (2013, no pag.) observes that Wik-
ipedia generally contains more detailed documentation of “non-fiction” than 
fan wikis of a corresponding theme do. The situation is reversed concerning 
wikis centered on films, videogames, and television series, which contains 
both more forms of participation and production than Wikipedia, a higher 
level of detail and a greater breadth of topics. 

Toton (2008) and Mittell (2009) investigate the production and mainte-
nance of wikis dedicated to the television series Battlestar Galactica and Lost 
(Lostpedia) respectively, attempting to elucidate the connection between the 
wiki community's policy-making processes and the shaping of documentation 
on the sites. Toton's and Mittell's studies both point to the fact that a key pro-
cess in community wiki-writing is the establishment of hierarchies of potential 
content. These processes attribute different degrees of priority to different 
content types. However, the effects of such exercises in selection net differing 
results in terms of their impact on content present on the site. On the Battlestar-
Galactica wiki (Toton, 2008, no pag.), content is considered either suitable for 
presentation in the wiki's article space or not; issues considered to be “specu-
lative” are given no space. Lostpedia, on the other hand, hold content of three 
degrees of priority (Mittell, 2009) ranging from canon to non-canon. Toton's 
and Mittell's analyses follow patterns similar to Jenkins' (2006) understanding 
of textual poaching and fan writing. In constructing the wiki, the wiki com-
munity engages in a process of appropriation where they choose to reflect such 
aspects of the videogame that correspond to their preferences and agendas. 
What is notable is that while Jenkins presents fan writing as a way for fans—
within certain boundaries—to enmesh the dominant structures of popular cul-
ture with personal, perhaps minority, voices and concerns, the examples of the 
Battlestar Galactica and Lostpedia wikis show the opposite scenario: issues 
regarding gender and sexuality (Toton, 2008), theory-crafting and fan writing 
(Mittell, 2009) are considered unsuitable content for the wikis' articles. It is 
this state of affairs that lead Toton (2008, no pag.) to mark fandom wikis as 
“changing site[s] of opinions and observations rather than a static reference 
tool[s].” Bullard's (2013) study of Learntoraid.com (L2R), a website that pro-
vides WoW player-produced video guides, echoes many of Toton's (2008) and 
Mittell's (2009) observations, but also makes contributions to the venue of re-
search seeking to elucidate how videogame social-media sites are configured 
by the culture and value systems of the communities that create them. Bullard 
(2013) concludes that the documentation presented on L2R has integrated an 
element of playfulness. The effects of this particular configuration of content 
and presentation on the site is positive in nature: the playfulness of L2R 
strengthens the “authenticity, credibility, and the site’s role in the [WoW] 
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community” (Bullard, 2013, p. 1) while also facilitating the information-seek-
ing efforts by players consulting the site. In Bullard's (2013) interpretation, 
these positive effects are due to how strongly the element playfulness reso-
nated with the larger WoW community. Bullard (2013) also comments on how 
social media in the videogame domain exert influence over how games are 
played. L2R's instructional videos present specific approaches to solving 
problems and perceptions regarding WoW and the role of the player. These 
serve to legitimize and regulate (certain) modes of gameplay. Newman (2011) 
makes concurring observations about how another type of widely available 
and used artifact found in videogame-related social-media environments—
walkthroughs—impact the ways in which games are played. 

Hunter (2011) and Mittell (2013) consider an aspect of fandom wikis that 
is left largely uncommented on by Jenkins: the relationship between the af-
fordances of the fandom-community social media and the productive activities 
of these communities. In parallel to Jenkins' (2006; 2008) view that the logic 
of participatory culture has collapsed the dichotomy of consumer–producer, 
Hunter (2011) observes that the nature of work and textual ownership on vid-
eogame wikis result in the boundaries between writer and reader being dis-
solved. The mixing of the roles of readers and writers on wikis is supported 
by the infrastructure of the wiki platform—which in Hunter's (2011) study is 
MediaWiki, presently used by Wikipedia and all wikis belonging to the Wikia-
domain (see also Paper III). Readers of an article can, with the click of a button 
(and often without having to register a user name) become a co-author. For 
this particular feature, which in Hunter's (2011) study is crucial for the wiki 
reader–writer relationship, the range of available activities is, ultimately, the 
result of software design choices. Pursuing a similar line of argumentation, 
Mittell (2013, no pag.) points to six aspects of wiki software that significantly 
impact the productive activities that they carry: freedom—wikis are open for 
all and at no cost; transparency—the work that led to an article's current ver-
sion is traceable in detail; fluidity—wiki articles are commonly always 
changeable; emergence and collective intelligence—wikis are well-suited to 
be created by grassroots fans (cf. Pearce's, 2011, thoughts on feedback in so-
cial media above) via the collective modes of knowledge production envi-
sioned by Jenkins (2006; 2008) and Lévy (1997); relative anonymity—wiki 
contributions do not require identification. 

Barr (2014, p. 121) considers videogame wikis to showcase overall signif-
icant quality and scope, and attributes this to the “inherently scholarly behav-
iour” exhibited by wiki communities. The construction of a videogame wiki, 
writes Barr, requires the wiki contributors to make sense of, sort, synthesize 
and finally disseminate often complex game mechanics. In a study of produc-
tive activities in a WoW discussion forum, Steinkuehler and Duncan (2008) 
make similar discoveries. WoW gameplay and the linked activity of forum 
participation are seen to (Steinkuehler and Duncan, 2008, p. 530) encourage 
players to form “scientific habits of mind” which include the ability to engage 
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in, for instance, collaborative knowledge production and different modes of 
reasoning, modeling, interpretation, and theorizing. Steinkuehler and Duncan 
(2008, p. 534) conclude that the majority (86%) of the conversations that were 
carried out on the forum were—for instance via argumentation, knowledge 
sharing, and problem solving—collective attempts at attaining further insights 
about WoW and WoW gameplay. These activities are seen to be incentivized 
by both WoW's design and established modes of play (Steinkuehler and Dun-
can, 2008; see also the descriptions of play in Chen, 2012; Nardi, 2010; 
Warmelink, 2014). WoW presents its players with complex problems that 
must be solved collaboratively. It is generally expected that players who par-
ticipate in attempts at solving these problems are prepared and informed of the 
challenges to be tackled. The development and consultation of wikis, discus-
sion forums, and other resources that host activities of knowledge production 
are an integral component of this scenario. 
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5. Theory 

The goals set out in the first chapter carry with them certain requirements in terms 
of theory. In broad strokes: a social ontology is needed that can inform the study 
and interpretation of the everyday activities of people, the use and effects of tech-
nology, memory-making and knowledge-production in videogame-community 
social life, and the ways in which these elements interact with each other. Addi-
tional theoretical requirements include a viewpoint on archival work that is suffi-
ciently nuanced to allow the present work to engage with the field of videogame 
preservation. These criteria cannot be met by subscribing to a single strand of 
theory. Instead, this study draws together and configures a series of perspectives 
from the traditions of practice and document research with the intent to compile a 
vocabulary that can frame, and guide, the investigation of the slice of the social 
world in focus. Although the components of the study's theoretical framework 
will be interrogated separately and in detail below, it can be said that the role of 
theory here, fundamentally, is as a heuristic device. Theory functions as “meta-
phor[s] of sight” (Corradi, et al., 2010, p. 268) or lenses that structure analytical 
attention and help us to grasp the complexities of human ventures by providing a 
series of ontological, methodological, and consequently epistemological commit-
ments (Nicolini and Monteiro, 2016, p. 17; cf. Corradi, et al., 2010, p. 268). The 
reach of the study's theoretical vocabulary thus extends from providing explica-
tions of social ontology to making up more specialized resources of analysis put 
into action in its four sub-studies. Table 2 shows the principal components of the 
framework along with their primary functions and theoretical levels of operations, 
ranging in scope from 1 (most fundamental) to 3 (most specific). 
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Level of theoretical 
operation Perspective Function Key references (e.g.,) 

1 Practices Theoretical base; so-
cial ontology; method 
impetus 

Gherardi (2012); Nic-
olini (2013); Schatzki 
(1996; 2002); Shove, 
et al. (2012) 

2 Documents Conceptualize infor-
mation; narrow the 
analytical scope; in-
terpretative resources 

Brown and Duguid 
(1996); Berg (1996); 
Buckland (1991a; 
1997; 2017); 
Frohmann (2004a); 
Law and Lynch 
(1988); McKenzie 
and Davies (2010) 

3 Knowledge produc-
tion 

Narrow the analytical 
scope; interpretative 
resources 

Latour and Woolgar 
(1979); Knorr-Cetina 
(1999); Nicolini 
(2013); Orlikowski 
(2002) 

3 Memory-making Narrow analytical 
scope; interpretative 
resources 

Bowker (2005); 
Halbwachs (1992); 
Schatzki (2006); 
Walsh and Ungson 
(1991) 

1 Archival work A resource to contex-
tualize results in the 
field of videogame 
preservation 

Bowker and Star 
(1999); Mortensen 
(1999) 

Table 2. The components of the study’s theoretical framework. The levels of theo-
retical operation range from 1 (most fundamental) to 3 (most specific). 

 
Practice theory provides the theoretical anchorage as well as the main impetus 
for the choice of methods in the present work. From the perspective of practice 
theory, social reality is processual in nature and is enacted into existence by 
the continuous accomplishment of historically and materially situated routine 
activities—practices (Feldman and Orlikowski, 2011; Nicolini, 2013). No so-
cial phenomena “lie behind” (Nicolini and Monteiro, 2016, p. 11) practices; 
rather, human sociality and constituent social phenomena are both rooted in 
and performed as a part of the carrying-out of practices. Practices are empiri-
cally available for the researcher via the study of what people do and say, and 
the immersion of the inquiring researcher into the setting of interest (Schatzki, 
2012; Talja and Nyce, 2015, see also Chapter 6: Methods and materials). Prac-
tice theory brings significant resources to the study of technologically en-
meshed social phenomena like online videogame communities. Scholarly 
work on documentation is used to better qualify and interpret the subset of 
practices in focus of this work. There is a significant vein of practice-based 
studies in LIS that use 'information practices' as the sensitizing tool of prefer-
ence (e.g., Lloyd, 2009; Talja, 2005; McKenzie, 2003; Pilerot, 2014a). This 
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study, instead, takes an interest in practices relating to documentation, that is, 
documentary practices (see Bates, 2007, and Buckland, 2017 for comparable 
maneuvers). The theoretical framing of the inquiries into of documentary 
practices reported in Papers II and III is complemented with perspectives on 
memory-making and knowledge-production respectively. These additions 
serve to further adapt the theoretical resources to the objectives of the two sub-
studies, and to increase the resolution of their interpretative capabilities. Lit-
erature exploring the nature of archival work and, more generally, human ef-
forts to order and classify are furthermore drawn upon to help frame the results 
of Papers I–III in relation to current efforts and modes of reasoning in the field 
of videogame preservation. 

The remainder of this chapter is devoted to a more in-depth presentation 
and discussion of the theoretical tracks represented in Table 2. First out are 
closer examinations of practice theory and studies of documentation and doc-
umentary practices. Then follows a section where the proposed documentary-
practice framework is further developed to better fit the study of memory-
making, knowledge production, as well as the specifics of the social-media 
services that constitute important sites of empirical study in the present work. 
The chapter is concluded with a theoretical exploration of archival work. Ad-
ditional discussions of how the current study’s theoretical framework connects 
with its research procedures can be found in Section 6.4: A trace-based ap-
proach to the study of online videogame communities.  

5.1. Practices 
In a review of theoretical developments in anthropology between the sixties 
and mid-eighties, Ortner (1984) identifies a new and influential corpus of the-
ory that takes an interest in practices. As has been done many times since, 
Ortner notes the openness of the approach. “What is practice?” Ortner (1984, 
p. 149) rhetorically asks, and answers: “[i]n principle, the answer to this ques-
tion is almost unlimited: anything people do.” Ortner zeroes in on two of the 
principal commonalities of practice study: its fundamental orientation is to-
wards what people do, and the possible field of empirical study and theoretical 
work spans all categories of human activity. The study of practices is also 
open in the sense that it has no single theoretical lineage or current application. 
Schatzki (2001, p. 1) presents four categories of practice theorists: philoso-
phers (Wittgenstein, Dreyfus, Taylor), social theorists (Bourdieu, Giddens, 
Lynch), cultural theorists (Foucault, Lyotard), and those belonging to the tra-
dition of science and technology studies (Rouse, Pickering). Postill (2010, p. 
4) observes that the development of practice theory can be sorted into two 
phases. In the first phase, scholars like Bourdieu (1977), Foucault (1979), Gid-
dens (1979), and de Certeau (1984) did foundational work in establishing key 
tenets of practice theory. The work produced in the first phase of practice-
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theory development was expanded upon by the theorists of the second phase 
like Schatzki (1996), Reckwitz (2002b), and Warde (2005), who to a greater 
extent dealt with the practice concept not solely as a vehicle for analysis and 
theoretical exposition, but as an explicit object of interest in its own right 
(Reckwitz, 2002b).24 

Practice-centered approaches have been used to pursue a broad range of 
research aims in a variety of disciplines. Examples of influential works that 
employed, and developed, practice approaches include Lave and Wenger's 
studies of how people learn (Lave, 1988; Lave and Wenger, 1991; Talja, 2010; 
Wenger, 1998) and Knorr-Cetina and Latour's research on knowledge produc-
tion in the sciences (Knorr-Cetina, 1999; Latour, 1987). In LIS, the practice 
approach has seen wide application both as the object of theoretical reflection 
(e.g., Talja, 2010; Talja and Nyce, 2015) and as a theoretical resource for a 
wide variety of empirical inquires (e.g., Carlsson, 2013; Lindh, 2015; Pilerot, 
2014a; Sundin and Johannisson, 2005; see Cox 2012; Pilerot, et al., 2017; 
Savolainen 2007 for review-articles of practice theory in LIS research) includ-
ing videogames (Harviainen and Savolainen, 2014). A significant amount of 
practice research in LIS is dedicated to “the study of information in social 
practice” (Cox, 2012, p. 176)—colloquially information practices. Scholars 
like McKenzie (2003), Talja (2005; 2006), Lloyd (2009), and Savolainen 
(2008; 2007) played parts in the early use and development of the notion of 
information practice. Talja and Hansen (2006, pp. 113, 129) refer to infor-
mation practices as practices of “seeking, retrieval, filtering, and synthesis” of 
“information objects”—which include human sources, documents, and repos-
itories among other things. Information-practice perspectives hence accentu-
ate the importance for the information scholar to adhere to context, which sep-
arates it on the levels of both methodology and meta-theoretical groundings 
from conceptual alternatives in the study of information activities, for instance 
information behavior research which has been mainly situated in a behaviorist 
and cognitivist tradition of research (Savolainen, 2007). 

5.1.1. What are practices? 
Postill (2010, p. 8) concludes that “practice theory is a body of work about the 
work of the body.” This summary leaves two lines of arguments to unpack, 
firstly relating to the character of practice theory (“a body of work”) and sec-
ondly concerning practice theory's central points of focus (“the work of the 
body”). At this point it should come as no surprise that practice theory, or the 
practice approach, is not a systematic and holistic theoretical account (Pilerot, 

                                 
24 There are many works that offer further overviews of the historical and present-day applica-
tions of practice theory, see e.g., Savolainen (2007), Cox (2012), Corradi, et al. (2010), Nico-
lini (2013), and Pilerot (2014a, pp. 39–47). 



 71 

et al., 2017; Reckwitz, 2002b; Schatzki, 1996; Warde, 2005). It is better de-
scribed as a grouping of perspectives dedicated to exploring social reality with 
a conceptual basis rooted theoretically and philosophically in the notion of 
practice and empirically in the activities of people (Nicolini, 2013). The prac-
tice approach hence puts practices ahead of the other common conceptual 
baselines in social theory (structures, discourses, meaning, lifeworlds, habi-
tus) and promotes it the status of the “primary generic social thing” (Schatzki, 
2001, p. 1). The mark of the practice approach is wide: the study of how social 
life is constituted by and performed through the everyday activities of people 
has the potential to shed light on a broad range of phenomena pertaining to 
human coexistence, from cultures (Knorr-Cetina, 1999; Ortner, 1984; 
Swidler, 2001), social order and change (Shove, et al., 2012) and other macro-
social phenomena (Schatzki, 2001) to specialized activities like stock trading 
(Schatzki, 2002) and soil-sampling practices in scientific work (Latour, 
1999).25 The understanding of the practice theory that informs the present re-
search draws principally on the work of Schatzki (1996; 2001; 2002; 2012), 
but is also inspired by Reckwitz (2002b), Nicolini (2013; Nicolini and Mon-
teiro, 2016), and Gherardi (2012) among others. 

What is a practice, then? A practice is an organized set of bodily activities 
carried out by multiple people.26 People are generally members of many dif-
ferent practices, and memberships of practices are always subject to change 
as new practitioners are recruited and present ones drop out (Shove, et al., 
2012). The activities that make up a practice are embodied and routinized; 
they, and hence practices, often refer to the coordinated goings-on that take 
place throughout society on an everyday basis: in classrooms, in emergency 
wards, at dinner tables. The performative aspect of practices is of key interest. 
Practice theory is not concerned with the activities of individuals or groups of 
people in the descriptive sense, but with how collective doing enact the dif-
ferent strata and localities of the social world (Gherardi, 2012). The funda-
mental building blocks of practices are “doings and sayings”—that is, bodily 
activities that include discursive activities (talk), writing, and mental activities 
such as thought and analysis (Schatzki, 2002, p. 73; Schatzki, 2001; Schatzki, 
2016). Doings and sayings in aggregate make up the more complex activity 
category of “tasks” which, in turn, make up “projects” (Schatzki, 2002, p. 73). 
Practices hence embrace activities of different levels of complexity. 

                                 
25 For Schatzki (1996; 2001; 2002; 2012), practice theory de-centers the interpretative primacy 
of discourses, meanings, life-worlds, and systems, and posit practices as the fundament of social 
existence and therefore analytic attention. Schatzki ascribes practices significant interpretative 
potential as the principal ontological component of salient aspects of human endeavor and ex-
istence. For example, science and cultures, communication and learning, emotion and identity, 
are seen to be arrangements of, or underpinned by, practices (Schatzki, 2012, pp. 13f). 
26 As Nicolini and Monteiro (2016, p. 6) note, authors give these sets different names. Nicolini 
and Monteiro (2016) refer to them as 'configurations,' Schatzki (2001; 2012) talks about 'arrays' 
and 'nexuses,' and Latour (2005) about 'assemblages.' 
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Practices are internally and externally organized. Internally, the activities 
that make up a practice 'hang together' by virtue of being meaningfully linked 
through aspects that together produce the internal cohesiveness of practices: 
practical understandings; rules; teleoaffective structures; and general under-
standings (Schatzki, 2002, p.77; see also Schatzki, 1996, p. 89). 'Practical un-
derstandings' refer to the knowing exhibited by competent members of prac-
tice in matters of grasping the situation and judging appropriate action the re-
quirements thereof. 'Rules' are instructive instantiations (principles, instruc-
tions) that coordinate activities in a practice. 'Teleoaffective structures' are a 
property of practices that entail their ends, purposiveness and the associated 
“affective coloring” (Nicolini, 2013, p. 166), like the satisfaction that comes 
with significant achievement. 'General understandings' is the ability to com-
prehensively grasp the overall characteristics of the practice, including its ends 
and purposes, and range of potentially relevant activities. Externally, practices 
are related to other practices. These relations are not uniform or evenly dis-
tributed. Shove, et al. (2012, p. 17) introduces the concepts of “bundles” and 
“complexes” that can usefully express how practices are externally organized. 
A bundle of practices is a looser grouping of co-located and co-existing prac-
tices. In contrast, the practices of a complex are more tightly bound together 
by being synchronized with each other, or in some other way co-dependent or 
sequenced. 

5.1.1.1. The situatedness of practices 
Practices cannot be understood (or for that matter inquired into) solely as sets 
of 'pure' activity; any such efforts must recognize that practices are regimented 
by material and historical conditions. The general role of materiality in the 
practice approach is easily rendered: objects and material settings are indis-
soluble parts of human sociality (Shove, et al., 2012; Reckwitz, 2002a). An 
obvious example is the strong link between the body and practices as outlined 
above. Bodies aside, practices are also always bound up with other material 
entities. Such entities may vary in type and to the degree of the intimacy be-
tween practice and entity (Schatzki, 2012; Reckwitz, 2002b). Common types 
of entities are objects including technological devices and other arrangements 
such as physical spaces and infrastructures (Schatzki, 2010; Schatzki, 2012). 
Objects play a manifold of roles in practices, for instance as tools, resources 
or programs of activity (see the discussion of 'rules' above), or as manifesta-
tions that practices are centered on—like canvas in the practice of portrait 
painting. Physical spaces and infrastructures play similarly diverse roles in 
practices. The configuration a hospital ward or a classroom, or any other arena 
of specialized activity, is geared towards facilitating kinds of activities while 
impeding others (for an example, see Knorr-Cetina's, 1999, analyses of labor-
atory spaces). Expanding on this point, Nicolini (2013) and Schatzki (2012) 
further argue that the relationship between material arrangements, their prop-
erties, and practices affects social order. Material arrangements can prefigure 
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change and the perpetuation of practices, thus affecting the possibilities for 
change or stability in a given social state of affairs. Schatzki (2012, p. 17) and 
Shove, et al. (2012) write that in certain instances, practices and material en-
tities can be so essentially involved that they “constitute” each other. The ob-
jects and infrastructures of the Internet constitute the myriad of practices per-
formed daily in the digital present. Conversely, the configuration of online 
spaces constitutes the practices carried out there. See Section 6.4: A trace-
based approach to the study of online videogame communities for a closer 
examination of this strand of thought applied to the present study of video-
game communities in social-media environments. 

Practices are historically situated in the sense that they themselves endure 
through time, and they stand in relation both their own history, including past 
material settings, and other practices with a past of their own. Practices are 
not events; they are recurrently enacted situated activity systems that have 
some degree of persistence (Nicolini and Monteiro, 2016). Practices' capacity 
for partial endurance rests on the objects and inscriptions that are bundled with 
the practice, and the memories and knowledges carried by its practitioners. 
The objects and bodies involved in a practice can thus carry understandings 
of ends and objectives, as well as activity instructions, and are important parts 
of the historical setting of a practice. 

5.1.1.2. Skilled bodies, social ordering, and human agency 
The performance of a practice hinges on the skilled participation of and shared 
understandings among its practitioners. The particular skills and understand-
ings that are required for successful participation are negotiated by the mem-
bers of practice, as are what are constituted as irrelevancies, shortcomings, 
and unwanted activities. In order to become a practitioner, novices are re-
quired to train and learn from senior practitioners and objects in order to 
achieve basic competency. The understanding of knowledge, skills, and 
shared viewpoints as ongoing accomplishments (Orlikowski, 2002) enacted 
by collective and coordinated activity paints the newcomer's transformation 
to a skilled practitioner as a matter of bodily conditioning to the regimes of 
the practice (Gherardi, 2012). Upon learning how to become a practitioner and 
depending on the practice, the novice has potentially gained a wide array of 
bodily and sensory proficiencies, including modes of seeing and the use of 
tools and objects (Gherardi, 2012, p. 49–76; Law and Lynch, 1988). Here the 
“normative nature” (Nicolini and Monteiro, 2016, p. 7) of practices emerge. 
To share a practice, the doings and sayings of a practitioner must to a degree 
reflect its ways of appropriate activity (Rouse, 2001) although the regimes of 
a practice do not necessarily have be mirrored in the activities of the individual 
actor (Nicolini and Monteiro, 2016). Similarly, practices accomplish social 
ordering also in broader social settings than that of individual practices and 
practitioners (Schatzki, 2001; Shove, et al., 2012). 
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Practice theory is not limited to explanations of social stability and the dis-
ciplining of the individual body. It can also illuminate change in social order-
ing and the features of human agency. Practices are not perpetual or stable: 
they evolve and cease to be enacted; there is always the possibility for new 
practices to emerge (Shove, et al., 2012). On the definitional level, Schatzki 
(2001; 2012) describes practices as necessarily open-ended, that is, composed 
of an indeterminate number of activities and always potentially changeable. 
Practices that are not open-ended are, in the words of Schatzki (2012, p. 15), 
“complete, dead, no longer being carried on.” Nicolini (2013) asserts that a 
practice can contain an amount of conflict and discrepancy, and argues that it 
is through such normative unorthodoxy that they adapt in the face of changing 
settings. Moving closer to how practices unfold between performances, Nico-
lini and Monteiro (2016) argue that recurrent enactment should not be equated 
with repetition simply because such a scenario is unfeasible. Shifting circum-
stances, objects, and practitioners require each performance to incorporate in-
ventiveness and adaptations to local settings. It is here, in the field of possi-
bility between repetition and invention, that practice theory finds a place for 
human agency. Citing Ortner (1984, p. 159), Nicolini (2013, p. 5) advances 
the following view of the relationship between individual and collective per-
formance: 

Social practices thus provide a precise space for agent and agency accepting 
“all three sides of the [...] triangle: that society is a system, that the system is 
powerfully constraining, and yet that the system can be made and unmade 
through human action and interaction.” 

 
In this view, actors are neither solely motivated by rationality nor deprived of 
their agency by social pressures and structures (cultural or discursive systems, 
habitus). Practices constitute “fields of action intelligibility” that indicate to 
practitioners which activities emerge as sensible (Nicolini, 2013, p. 172). The 
horizons set by sensible activity are not the same as rationality, and not the 
same as immutable directive force. For example, many forms of destructive 
practices (like smoking) are carried out even though its practitioners’ rational 
understandings may suggest otherwise. The capacity of the individual member 
of practice to exercise agency rests in that practices are sustained individual 
activities carried out in the face of local and unstable circumstances. In other 
words: the dynamism of practices in combination with their dependency on 
the work of their practitioners creates the possibility of reflection, resistance, 
and change (Nicolini and Monteiro, 2016).27 Thus, to summarize the discus-
sion of the notion of practice so it connects to Postill's (2010, p. 8) description 
of “the work of the body” as being the center-point of practice theory: the 
complexes of shared and routine bodily doings—i.e., practices—that make up 
                                 
27 See Schatzki (1996) and Schatzki (2002) for a more in-depth analysis of practices and human 
agency. 
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how and why things are done in the way that they are done in everyday life 
are considered to be the basic building blocks of the ontology of the social 
world. Schatzki argues that this claim, along with the centering of social anal-
ysis on practices, beneficially collapses the dichotomies of individual/society, 
mind/body, and subject/object (Schatzki; 1996, p. 12f; 2012, p. 14). The dis-
tinctions between mind/body and subject/object are dissolved by defining 
practices as made up of bodily routines as well as mental and discursive ac-
tivities including understandings and knowings and the use of objects (Reck-
witz, 2002b). Because practices are made up of individually performed, yet 
shared, routine activities Schatzki further asserts that practice theory can dis-
cern the social nature of the individual without resorting to either individualist 
or holist theoretical models (Schatzki 1996, p. 8–13; Warde 2005, p. 132). 

5.1.2. The practice of studying practices 
It is time to take a step away from more general expositions of how the notion 
of practice is conceived in this study, and instead engage with the question of 
how the study of practices has been approached. In doing so, the discussion 
will begin to cross over into research procedure. The section can be read as to 
something of a prelude to Chapter 6: Methods and materials, where questions 
of method will be examined in additional detail. 

There are a series of distinctions in how the study of practices can be (and 
has been) approached. Corradi, et al. (2010) and Gherardi (2012) identify two 
major categories: studies that concern themselves with practices as an empir-
ical object, and studies that draw epistemological implications from adopting 
a practice-focused perspective. While the categories are not clear-cut, the stud-
ies of the latter grouping to a greater extent put practice theory to use as “a 
way of seeing” (Corradi, et al., 2010, p. 268) how the social features of interest 
were routinely produced and re-produced by embodied coordinated bodily ac-
tivity and use of objects. Drawing on Reckwitz (2002b), Shove, et al. (2012, 
pp. 7f, 119f) presents a position that subsumes the understanding of practices 
as both “entities” and “performances” while embracing a practice-based epis-
temology. A practice is depicted as an entity in so much as it is a pattern that 
holds certain types of and particular relations between activities, objects and 
their use, material settings, ends and teleoaffective linkages that persists be-
tween performances. Practices are also performances, which are approximate 
enactments of the elements of the practice-as-entity. The persistence of a prac-
tice is dependent on its performance, and it is through performances that prac-
tices are sustained and evolve. 

This study subscribes to the characterization of practices by Shove, et al. 
(2012). Practices are held to be identifiable and potentially enduring social 
phenomena, and practice theory is the primary tool of making sense of how 
routinized activities and other elements of a practice constitute the slice of the 
social world under study. Practice research must, as argued by Nicolini (2013), 
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consider the relationship between choices of method and the theoretical sup-
positions of the practice lens. The study of practices in this study follows the 
basic procedure outlined by (Ortner, 1984, p. 149; cf. Schatzki, 2012, pp. 
24ff): “[t]he analyst takes [...] people and their doings as the reference point 
for understanding a particular unfolding of events, and/or for understanding 
the processes involved in the reproduction or change of some set of structural 
features.” Practices however become entities available for analysis and inter-
pretation only after the researcher (or practitioner) thematize and represent 
them as a unitary phenomenon isolated from the vast network of entities and 
relations that is social life (Gherardi, 2012; Nicolini and Monteiro, 2016). 
Swidler's (2001) analysis of levels of hierarchy in the field of practices sug-
gests a method of approach to how such thematization can be done. Swidler 
(2001, p. 90) argues that some practices are more enduring, influential, and 
determinative than others. Practices of this influential variety are termed 'an-
choring practices': they underpin social features shared across numerous local 
settings. Anchoring practices thus constitute promising research foci in studies 
aiming to nuance the understanding of the social complexities that govern any 
given context. 

The significance of social-media based production of documentation in the 
constitution and activities of videogame communities has been copiously and 
variedly shown in the preceding pages of this study. With a basis in Swidler's 
(2001, pp. 86f) assertion that a general characteristic of anchoring practices is 
that they pertain to the formation of fundamental social relationships in a given 
context, such productive practices are singled out as this study's principal ob-
jects of research and are framed as practices with documents or 'documentary 
practices.' The perspectives of document studies and the notion of documen-
tary practices as vehicles for research are explored in the following two sec-
tions of this chapter. 

5.2. Documents 
The present research sidesteps the notion of information in favor of a theoret-
ical stance that advances documentation as its primary meso-level analytical 
tool (Table 2). It should be noted the sidestepping of the information concept 
is not a casting aside, but rather a tactically motivated favoring of one term 
over the other like that performed by Bates (2007), Buckland (2014), and 
Frohmann (2004a). Bates (2007) and Buckland (2014) employ the infor-
mation concept productively in abstract matters, e.g., as the unifying category 
of the meta-level “information disciplines” (Bates, 2007, p. 3) or of all things 
informative and information-related in everyday parlance (Buckland, 2017, p. 
1); when the discussion demands a more specific term—like what it is that the 
information disciplines actually deal with—they both, although not invaria-
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bly, switch to another terminology. Buckland (2017, p. 2, emphasis in origi-
nal) writes, “[...] for each of the principal meanings of the word information 
there is also another suitable, more specific word” (see Sköld, et al., 2015, for 
examples of how multiple renderings of the notion of information can be put 
to use in the study of videogames). In the case of the present study, another 
suitable, more specific word is 'documents.' The shift in conceptual basis from 
information to documentation in the particular context of this study is justified 
on three counts. Firstly, and principally, documentation carries stronger con-
notations of materiality which is fruitful in relation to the characteristics of 
both the empirical settings of this study and of the source materials that un-
derpin its results (Blanchette, 2011; Geiger and Ribes, 2011; see Chapter 6: 
Methods and materials). Frohmann's (2004b; 2004a) analysis of information 
and documentation is of importance here. Frohmann (2004b, p. 387) posits 
that documents and practices with documents are “ontologically primary to 
information.” Thus, the study of documents and documentary practices in vid-
eogame-community-related social media emerges as viable approach for the 
information scholar. Secondly, the term documentation carries a stronger af-
finity with the sphere of archives and preservation, which facilitates the bridg-
ing of the somewhat differing vocabularies of LIS and archival studies. 
Thirdly, document is a concept more compatible with the practice-theoretical 
framework than information. These propositions will be argued more closely 
below. 

5.2.1. The document perspective 
That which is here conceived of as 'the document perspective' is grounded in 
the desire to advance —in different ways and from different viewpoints—the 
understanding of how human affairs are entangled with a particular class of 
objects: documents. Documents, like practices, have been theoretically and 
empirically explored and used as framing devices in manifold studies and 
scholarly disciplines, notably sociology (Smith, 1974; Vaughan, 1996), organ-
ization studies and (sociological) workplace studies (Harper, 1998; Heath and 
Luff, 1996), archival studies (Tourney, 2003), museum studies (Latham, 
2012), and LIS (Huuskonen and Vakkari, 2015; Trace, 2002). While it is dif-
ficult to find properties that are shared among all the particulars of this diverse 
scholarly field, a widespread notion is that the relevance of document-focused 
research fundamentally stems from the centrality of documents in many activ-
ities and social phenomena both of the past, and presently. Documents are 
involved in travel (tickets, timetables), healthcare (patient journals), the order-
ing of everyday life (shopping lists, work schedules), the production of legal 
status (birth certificates, identity documents), and the functioning of organi-
zations and systems of government (statues, constitutions). The rapid devel-
opment and widespread use of the Internet and networked computing devices 
have resulted in proliferation of document types, modes of production, and 
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use, further adding to the complexity of how documents are involved in social 
matters (Brown and Duguid, 1996; Levy, 2001). 

Document research brings into focus the constitution of documents them-
selves, how documents are used, produced, circulated, and the roles and func-
tions of documents in wide range of social settings. Work has also been put 
into theorizing documents and how they interconnect with human goings-on. 
Efforts to explore the definitional dimensions of documents has been under-
taken by Buckland (1997; 1998; 2014) and Frohmann (2004b). Of a later date, 
attempts have been made to further nuance the conceptual and analytical ca-
pacities of the document notion by exploring it from the viewpoints of orality 
(Turner, 2010; Turner, 2012) and document phenomenology (Gorichanaz and 
Latham 2016; Latham 2014; see also Lund, et al., 2016) among others. In an 
early paper on how documents function in social life, Brown and Duguid 
(1996) advance documents as rallying points in the formation and mainte-
nance of communities and—owning to documents' status as boundary ob-
jects—as a factor in how relationships between communities are shaped. Doc-
uments have been shown to be pivotal objects in the production of scientific 
(Frohmann, 2004a) and ethnographic knowledge (Riles, 2006b). To illustrate, 
Latour and Woolgar (1979, p. 151) describe the close relationship between 
documents, documentary practices, and scientific knowledge production as it 
is carried out in a laboratory environment in the following manner: 

[The] work of the laboratory can be understood in terms of the continual gen-
eration of a variety of documents, which are used to effect the transformation 
of statement types and so enhance or detract from their fact-like status. 

 
Documents have also received attention in macro-sociological analyses of the 
constitution of society and social interaction. Weber (1968) concludes that bu-
reaucratic and rationalized approaches to public administration would not be 
possible without the existence of documents. In the same vein, Giddens (1979, 
p. 152) argues that documents support stable bureaucratic operations and dis-
cipline by exerting “control of time”: documents simultaneously order and 
record the past and indicate future paths of activity. Trace (2002) observes that 
the production of documents with such ordering effects is not simply a by-
product of organizational activities but proactive at furthering goals and agen-
das. Smith (1999) analyzes documents as key mediators of discourse in soci-
ety, and consequently as objects that have a substantial effect on the (here, 
ideological) coordination of people across spatially and temporally disparate 
locales. Multiple studies draw similar conclusions concerning the roles and 
functions of documents in diverse professional and non-work settings: Law 
and Lynch (1988) and McKenzie and Davies (2010) show how documents 
play important instructive parts in the process where novices in certain prac-
tices learn to direct attention and act in prescribed ways; studies of Berg 
(1996), Berg and Bowker (1997), Davies (2008), Heath and Luff (1996), 
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Kameo and Whalen (2015), and Østerlund (2008) explore how influential doc-
uments types (patient journals in medical work, the forms of emergency ser-
vice center operators) in professional practice coordinate work, facilitate com-
munication, shape social relations, and play parts in decision-making and in 
how subjects (patients, emergency callers) are produced and via “bureaucratic 
inscriptions of persons” (Kameo and Whalen, 2015, p. 21). 

5.2.2. What is a document? 
Within LIS, document studies constitute a sub-discipline or a distinct school 
of thought (Hjørland, 2014; Lund, 2009; Turner, 2010). Document-centered 
research as it has emerged in LIS often describes the works of 'documentalists' 
Paul Otlet (see Buckland, 1997) and Suzanne Briet (2006) on the characteris-
tics and function of documents as conceptual keystones (Buckland, 1997; 
Buckland, 2017; Lund and Buckland, 2009). While inquiries that relate to the 
document-studies tradition are diverse, they nevertheless offer a few distin-
guishing commonalities: these studies often show an interest in the materiality 
of information and exhibit a contextually-oriented understanding of the modes 
of its use and production (e.g., Frohmann, 2004a; Hartel, 2010; McKenzie and 
Davies, 2010; Pilerot, 2014b; Shankar, 2009; Trace, 2007). 

The document perspective offers an opportunity to conceptualize the notion 
of information in a manner that productively calls into focus some of the de-
fining characteristics of the social-media environments of videogame commu-
nities. Information is a concept with many possible operationalizations regard-
ing what it is, where it comes from, its effects, and how it is a part of the 
activities and processes of human endeavor (see e.g., Day, 2000; Huvila, 2010; 
Ingwersen and Järvelin, 2005; Talja, et al., 2005). The theoretical guidance 
offered by the document perspective focuses the study of information on what 
Buckland (1991a, p. 6) terms “tangible entities,” that is, information objects 
such as data or, and this is the denomination that is preferred here, documents 
(cf. Talja and Hansen, 2006). Moreover, Buckland asserts that materially-ori-
ented conceptualizations of information are best suited for the analysis of in-
formation systems because such systems “can deal directly with information 
only in this sense” (Buckland, 1991b, p. 352). Before the discussion proceeds 
to open up the conceptual vocabulary of document studies, it can be noted that 
this brief dive into the notion of information and its various interpretations has 
resulted in the following analytical starting points. The material understanding 
of information advanced by Buckland, and adopted here, points to physical 
manifestations of information—documents—and their associated activities, 
but also orients attention towards the systems in which these manifestations 
are created, stored, described, and retrieved. The empirical instantiations of 
such information systems in the context of the present research are the video-
game-community social media (wikis, discussion forums) under study. 
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Numerous scholars have investigated the definitional dimensions of docu-
ments—led by the question “what is a 'Document'?” (Buckland, 1997, p. 804). 
While it is arguably in the present context more interesting to further explore 
what the concept of document can do (theoretically) than how it may be de-
fined, a brief overview of the major lines of argumentation regarding the pos-
sible constitutions of documents will serve to further elucidate the document-
studies approach. Otlet and Briet proposed differing criteria for what consti-
tutes a document. Otlet (Buckland, 1997 and Wright, 2014) conceived of the 
notion most broadly, and advanced the idea that a document was a media-
independent and sign-carrying material object produced with the intention to 
express human thought. Briet (2006) on the other hand chose a more selective 
definition that, while maintaining that documents could be of any media or 
format, stressed that documents must function as evidence in support of some 
fact or phenomenon. A general distinction between Otlet and Briet and pre-
sent-day document scholars is that the informativeness and function of docu-
ments are seen to be partly dependent on the time, place, and sociocultural 
context of their interpretation (Frohmann, 2004b; Lund, 2009; Lund, 2010). 
The openness of the document concept in terms of its capacity to denote a 
diversity of media has however been maintained also in later writings on the 
topic, and is often seen to include also social media (Skare and Lund, 2014) 
and other computer-based artifacts (Brown and Duguid, 1996; Buckland, 
1998; Levy, 2001). Lund (2010) argues that this particular multi-media range 
of the document concept makes it an attractive choice over competing notions 
like 'text' in studies that incorporates analysis of diverse media. 

The present research work subscribes to the definitions put forward by 
Buckland (1998) and Frohmann (2009). From this viewpoint, and rather than 
employing formalist criteria to determine what a document is, that which func-
tions as a document is considered to be one. This approach is at its core not 
declarative, but explorative: new or in other ways unconventional instances of 
documentation—like social media in the case of the present study—are put 
into contact with “theories, arguments and relevant intellectual resources to 
try to [via correspondence and affinities] bring about an enlarged understand-
ing of what documents and documentation can be” (Frohmann, 2009, p. 296). 
A working definition of documents is required, however, and for this 
Frohmann's (2004a, p. 137) definition—which is based on an inference of 
Rouse's arguments regarding knowledge as embodied and practice-bound 
(1996, p. 193f)—will be used. Documents are here described as “different ma-
terial kinds of temporally and spatially situated bundles of inscriptions em-
bedded in specific kinds of cultural practices” (Frohmann, 2004a, p. 137). This 
definition resonates with both the practice-theoretical viewpoint and the char-
acteristics of the types of empirical materials that were collected during the 
study of videogame communities. In terms of the former, Frohmann under-
stands documents to be parts of certain document-related practices—docu-
ments are in this study posited as one of the types of objects that practices are 



 81 

“intrinsically connected to and interwoven with” (Schatzki, 2002, p. 106). The 
theoretical insights offered by the document perspective do not reside here, 
however, but rather in how studies in this vein of research have moved beyond 
discourse on definitions and documents as mere carriers of information to 
analysis of the role of documentation as situated artifacts that play a part in 
many different practices in a great variety of social setting (see Pilerot, 2014b; 
Frohmann, 2004a). The contributions of the document perspective to the pre-
sent inquiry will be outlined in the section below, along with its many points 
of relation to the practice-theoretical approach. 

5.3. Practices with documents 
At the center of mind in the present section is practices with documentation—
the intermixture of the document and practice lenses. The section begins with 
a discussion of practices with documentation and proceeds to more closely 
outline the implications studying of videogame-community production of 
documentation in social-media environments from this particular theoretical 
perspective. Important focus points include how videogame-community 
knowledge production and memory-making are enacted in documentary prac-
tice. 

The theoretical lenses of documents and practices as outlined in the above 
few pages serve to direct analytical attention in certain ways. The change in 
conceptual footing from information to documentation puts documents in a 
central spot of analysis. In the study of videogame-related social-media, im-
portant categories of documents include texts, images, commentary, videos, 
and—as will be argued further on—metadata tags and vote systems. Most so-
cial-media platforms are hence systems that allow for the creation, dissemina-
tion, revision, negotiation, and preservation of documents (cf. Skare and Lund, 
2014). Studies of documents can yield key insights into the communities and 
conditions by and in which they were produced (as shown by Berg, 1996; Berg 
and Bowker, 1997; Hartel, 2010; Huvila, 2011; Kameo and Whalen, 2015; 
McKenzie and Davies, 2010; Trace, 2002; Trace, 2007; Østerlund, 2008). 
Sharing the analytical limelight with documents are practices (with docu-
ments). Scholars of documents and documentation have pointed to the im-
portance of the connection between documents and document-associated 
practices (see e.g., Heath and Luff, 1996; Berg, 1996; Brown and Duguid, 
1996; Hartel, 2010; McKenzie and Davies, 2010; Shankar, 2009; Østerlund, 
2008). Lund (2010, p. 744f) states that the most interesting questions relating 
to the study of documentation are “who is documenting and how is it being 
done in different modes, using different means.” Frohmann (2004b) argues 
that that it is by document-related practices that the informativeness of docu-
ments emerges, implying that to a significant degree document research needs 
to be concerned with the practices that make documents a seamless part of the 
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venture under study. In the present study, the practices-with-documents lens 
provide a similar perspective: it is by being a part of the practices of video-
game communities that documents become a shaping part pf community so-
ciality. The term 'documentary practices' is used to single out the subset of 
practices that are of interest in the pursuit of the research questions that direct 
this work. In the study of videogame-community social media, such practices 
relate to documents in two principal ways. First, they embrace the routine and 
everyday activities of document creation, dissemination, organization, revi-
sion, and related sayings and doings. Second, owning to the trace-generating 
functionalities of the social-media platforms under study, they generate docu-
mentation simultaneously as the practices are carried out (see Section: 6.4: A 
trace-based approach to the study of online videogame communities for a con-
tinued discussion of this point). 

The notion of documentary practices has been used in many studies before 
this one. The corpus of previous works that examine documentary practices is 
multidisciplinary, varyingly theoretically and methodologically framed, and 
vast; if its boundaries are expanded to include highly relevant related terms 
like “document work; document practices; information-, knowledge- and rec-
ords management; information creation document work, records management, 
[and] information creation” it becomes substantially vaster (Pilerot, 2011, p. 
7; see Trace, 2011 for a review of some of the literature). A common focus in 
studies of documentary practices, akin to a key point of interest in the present 
inquiry, is to elucidate how documents (patient records, reports, notes, rec-
ords, forms, other instances of paperwork) are part of human activity in some 
online or proximal space, for instance in social media (Geiger and Ribes, 
2011; Papers I–III) or in workspaces of scientists (Frohmann, 2004a; Latour 
and Woolgar, 1979; Shankar, 2009). Besides the documents themselves, ob-
jects of study often include organizations (Harper, 1998; Kameo and Whalen, 
2015), professional categories, communities, and everyday-life settings (Har-
tel, 2010; McKenzie and Davies, 2010).28 A few examples can here serve to 
showcase the width of the field of study of documentary practices and closely 
related concepts: Kosto (2005, p. 45) inquiries into the documentary practices 
of scribes in the early middle ages; Coutinho, et al. (2000, p. 656) study the 
“documentary practices of target-setting, reporting, evaluation” in the multi-
level bureaucracy of an immunization program; and Falk and Darling-Ham-
mond (2009), Hampson Lundh and Dolatkhah (2015), and Hampson Lundh 
and Johnson (2015) examine practices with documents in educational contexts 
from different angles. Other well-visited areas of research in the study of doc-
umentary practices include healthcare work (Berg, 1996; Berg and Bowker, 
1997; Heath and Luff, 1996; Ngin, 1994; Sanders, 2015) and workplaces 
(Lloyd, 2007; Luff, et al., 2000). 

                                 
28 Among the exceptions are studies of documentary practices in filmmaking and photography. 
Examples include Newbury (2002) and Hight (2008). 
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5.3.1. Practices with documents in videogame-community social 
media 
The present study approaches the study of documentary practices in video-
game-community social media in three ways: “empirical,” “theoretical,” and 
“philosophical” (Feldman and Orlikowski, 2011, pp. 1240f). The empirical 
approach acknowledges the everyday activities of people as the most im-
portant determinant of the characteristics, sustenance, and ventures of video-
game communities. The theoretical approach employs the practice-theoretical 
tools rendered in this chapter to investigate and describe the production of 
documentation in the social-media environments of videogame communities, 
with a special interest taken in how the production of such documentation is 
linked to community efforts of memory-making and knowledge production. 
Lastly, the philosophical approach consists of placing practice at the center of 
human sociality, and creating a theoretical framework that productively trans-
poses the ontological and epistemological assumptions inherent in the practice 
perspective to the particular social and material setting under study. This chap-
ter constitutes the attempt to fully realize the philosophical approach. 

From the practice viewpoint, the social life of online videogame communi-
ties is ordered by, and transpires through, documentary practices. There are of 
course many of documentary practices that are not pertinent to videogaming, 
or pertinent to videogaming but not to the research pursued in this study. The 
practices that are of relevance here are those that involve the use of social 
media as a means or to pursue ends relating to knowledge production or 
memory-making, and that in doing so result in some amount of documentation 
being produced. The documentation can be of any kind and be delivered in 
any way. These documentary practices comprise all of the activities that take 
place on social-media platforms. The lens of documentary practices allows for 
the situated (materially, historically, socially) understanding of the communal 
modes of use and production by which social-media documentation emerge, 
including videogame-community memory-making and knowledge produc-
tion, to be pursued on the empirical basis peoples' activities in the scenario 
everyday goings-on in the communities' social-media environments. 

Documentary practices also are central to the constitution of videogame 
communities. From the practice viewpoint, social structures like families, or-
ganizations, and communities rest on the recurrent accomplishment of prac-
tices (Bobrow and Whalen, 2002; Gherardi, 2012; Nicolini, 2013; Schatzki, 
2001). Online videogame communities are thus processual in nature and can 
only be said to exist in any meaningful way as along as their members continue 
to engage in the range of practices adopted in community social space. In the 
case of online videogame communities, where social-media services often 
make up the primary sites of activity, these practices are commonly of the 
documentary variety. Community membership is tied to participation in com-
munity practices (Shove, et al., 2012, see also Section 5.1.2: The practice of 
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studying practices). People generally engage in multiple practices, and such 
engagements are subject to change. Community memberships consequently 
work in the same way: people can belong to more than one community and 
community memberships are dynamic. Following Gherardi's (2012, p. 2) con-
ception of organizations, a videogame community is made and continuously 
remade of a “web of practices which extend internally and externally” in and 
from the community. As noted earlier, document research points towards the 
key roles of documents and document activities and in the genesis and pro-
cesses of community social life. Drawing of researchers like Anselm Strauss 
and Benedict Anderson, Brown and Duguid (1996; 2000) argue that the cir-
culation of documents between members of a community is a major force in 
keeping the group together, and a vehicle for negotiations both within and 
between communities. Brown and Duguid (1996; 2000) furthermore see the 
social role of documents extending to being an important generative force in 
the formation of communities by allowing like-minded people with shared in-
terests to come together, as well as concluding that documents are of im-
portance for the analysis of various facets of community social life, including 
social control and power relations. Different aspects of the relationship be-
tween documents and communities have been examined. Examples include 
how key document types can provide entry into a community of practitioners 
(Frohmann, 2004b; Law and Lynch, 1988; McKenzie and Davies, 2010; 
Pilerot, 2014b) and how documents function as boundary objects and articu-
lations of power and authority between communities (Frohmann, 2004b; Hu-
vila, 2011). 

5.3.1.1. Documentary practices, knowledge production, and memory-
making 
The description and analysis of documents and documentary practices in vid-
eogame-community social media hence provide insights into the situated 
modes by which these environments are built and put to use and, additionally, 
community involvement and dynamics. With the intent to limit the scope of 
and attain high analytical resolution in the study of videogame-community 
social media, the investigations into documents and documentary practices in 
this context focused on two areas where documentary practices play a key role 
in community social life, that is, in memory-making and knowledge produc-
tion respectively.29 

The drive of practice theory to anchor social phenomena in collectively 
enacted programs of activity frames knowledge production and memory-mak-
ing as a part of the field of practices. Knowledge production and memory-

                                 
29 There is no distinct separation between memory and knowledge, as pointed out by Bowker 
(2005). For the purposes of this analysis the two notions (and their study) are nevertheless 
treated separately. 
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making are social features analyzable as situated activities performed by mul-
tiple people and not as the mental states of individuals (Feldman and Orlikow-
ski, 2011; Schatzki, 2001). In the context of online videogame communities, 
documentary practices are greatly influential 'anchoring practices' that are 
“more central, more controlling, more determinative than [other practices]” 
(Swidler, 2001, p. 81). Knowledge production and memory-making are sub-
sets of documentary practices which become tangible for the researcher via 
the detailed study of accomplished activities and their ends and means (Gher-
ardi, 2012). In this study, memory-making and knowledge production play a 
triad of non-separable roles. They are firstly examples of videogame-commu-
nity processes enacted by the performance of documentary practices and sec-
ondly the empirical points of focus in Papers II and III respectively. As such, 
they are, thirdly, windows into how videogame-community social life is inter-
linked with the use and production of documentation in community social-
media environments. The choice to delimit the investigation of videogame-
community documentary practices to memory-making and knowledge pro-
duction also carry significance because of the importance of these processes 
in social groups like communities, which will be discussed further below.30 

Knowledge production 
Knowledge is heavily discussed in the practice-theoretical literature, and is 
often of central importance to what a practice is deemed to be. Knowledge has 
been defined as “mastery [...] expressed in the capacity to carry out [an] activ-
ity” (Nicolini, 2013, p. 5); as “an ongoing social accomplishment, constituted 
and reconstituted as actors engage the world in practice” (Orlikowski, 2002, 
p. 249); and Gherardi (2012, p. 3) understands practice as “collective knowl-
edgeable doing.” The ontology and epistemology provided by the practice lens 
thus leaves no distinction between to act competently as a part of a practice 
and to know—to do is to know (Blackler, 1995; Gherardi, 2012; Nicolini, 
2013). Knowledge is often enacted by groups of people, and is always situated 
in local conditions. However, the present study is only generally concerned 
with the type of procedural knowledge that videogame communities show in 
practice. Its specific interest lies in how videogame communities engage in 
the documented and explicit production of propositional knowledge, that is, 
“organized statements” (Bell, 1973, p. 41, as cited in Knorr-Cetina, 1999, p. 
6) of facts and states of affairs. The production of propositional knowledge in 
videogame-community social-media environments is analyzed as enacted in 
documentary practice. Knowledge production here consists of communally 
performed programs of activity that are regulated by goals and the use of cer-
tain means (in Paper III, e.g., sources and investigative methods) set by the 
community. Importantly, the documentary practices of knowledge production 

                                 
30 Also see Papers II and III for additional discussions of memory-making and knowledge pro-
duction respectively. 
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include the use of the community's social-media environments as a platform 
and as a tool for knowledge-building. It is important to note however that pro-
cedural and propositional knowledge are interwoven. The production of prop-
ositional knowledge is communally enacted in practice by the members of the 
community. Hence propositional knowledge presupposes procedural 
knowledge about how to proficiently produce facts and statements (Schatzki, 
2001). The production of knowledge is understood to be shaped by the histor-
ical, material, and social elements of the local settings and to be performed as 
a shared performance of community documentary practices (Corradi, et al., 
2010). 

The theoretical toolset used in the study of knowledge production in vide-
ogame communities holds other components than practice theory. Two such 
components were previous empirical research on knowledge production in 
web spaces (e.g., Jemielniak, 2014; Mittell, 2009; Reagle, 2010) and in the 
sciences (e.g., Becher, 1989; Knorr-Cetina, 1999; Latour and Woolgar, 1979). 
Document research vested in the inquiry into the entanglement of documents 
and knowledge production and use also provided theoretical inspiration, par-
ticularly regarding the conceptualization of patterned and everyday activities 
on the site (via the notion of documentary practices) and the commonalities of 
interests and motivations that make up the backbone of the community 
(Brown and Duguid, 1996; Brown and Duguid, 2000; Frohmann, 2004b). The 
works of Knorr-Cetina (1999), Becher (1989), and Latour and Woolgar (1979) 
informed the study approach on both general and specific levels. More gener-
ally, they directed attention towards the factors that determine how knowledge 
is produced in a certain setting rather than on the management or application 
of knowledge itself. Specifically, data collection and analysis were guided by 
a series of focus points drawn from the works cited above. These foci brought 
into view principally activities, means and materials, the boundedness of the 
setting of knowledge production, and the principles and logics of the enter-
prise under study (see Table 1 in Paper III). 

Memory-making 
The literature presents multiple links between memory and practices. Orr's 
(1996) study of photocopier repair technicians suggests that memory-making 
is a part of the performance of knowledge practices; a means to the end of 
knowledge retention. Nicolini's (2013, pp. 167f) reading of Schatzki (2006) 
suggests that “[s]social memories are unevenly distributed among [practice] 
participants, and they are inscribed in language, identity, and artefacts.” Nic-
olini (2013) draws the conclusion that practice-based analyses of social life 
should recognize the important role of past events in present goings-on. 

The investigation of memory-making in videogame communities is in-
formed by research exploring memory as shared and processual. Memory is 
an important aspect of every social system and entity including organizations, 
communities, individuals, societies, and a key part in the way they function 
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(Halbwachs, 1992; Featherstone, 2000; Featherstone, 2006; Nora, 1989; 
Walsh and Ungson, 1991). Memory does not simply mean the ability to recall 
past events or cognitive objects. To remember is also to constitute and inform 
activities in the present by drawing on knowledge of past phenomena. In the 
words of Bowker (2005, p. 15), memory serves as a means to frame “the pre-
sent in a particular way: it is a tool with which to think.” In a similar vein, 
Walsh and Ungson (1991, p. 70) outline memory as the ability to mobilize 
“knowledge of past events and bring it to bear on present decisions.” Research 
that points to the close connection between present doings and workings, 
memory, and documented information about things past (Bowker, 2005; Fou-
cault, 1982; Latour, 1987; Shankar, 2009; Smith, 1974; Trace, 2002) views 
the triadic interaction of present-past-documents as tied to the characteristics 
of the repositories of the context under study, and to the practices relating to 
the use of these repositories. Nora's (1989) notion of a 'lieux de mémoire' helps 
in conceptualizing the social media in focus as places of documentation sig-
nificant to the communal memory. 

The study of videogame-community memory-making proceeded in two 
main, and complementary, analytical thrusts. Identification of documentary 
practices specifically related to the recording and use of information related 
past phenomena and occurrences precipitated an understanding of the every-
day events and processes of memory-making. This analysis was informed by 
an inquiry into how the online discussion board in focus functioned as a doc-
umentary system (Geiger and Ribes, 2011), and the roles it played in the 
memory-making documentary practices of the community. 

5.4. Archival work 
The ability to make the current work actionable in the context of videogame 
preservation rests on empirical insights into the currently dominant ap-
proaches in the field (Paper IV) and requires a theoretically guided under-
standing of the nature of the archival work of which preservation is an im-
portant part. The latter resource will be introduced below. 

Archival work is here viewed as a specific instantiation of the general hu-
man effort to classify, standardize, and organize (Bowker and Star, 1999). Ap-
praisal, arrangement, preservation, outreach, and the creation of archival rep-
resentations are among some of its principal areas of activity. While common 
lines of development exist to some extent (Cook, 1997; Ridener, 2009), ar-
chival work is situated in a multiplicity of historical and organizational set-
tings, and the modes of archival activity vary between countries and different 
types of archive holders such as nation states, municipalities, individuals, pop-
ular movements, and communities. Moreover, the characteristics of archival 
endeavors are also connected to the types of objects on which they center. 
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Different types of objects have different legislative statuses, material compo-
sitions, and conceived value relating to their current or future use. Of the great-
est importance for the understanding of archival work that permeates the pre-
sent work, however, is that it is ultimately social in nature (Kirschenbaum, 
2012). The orderings, descriptions, and prioritizations implicit in archival 
work are underpinned by conceptions and knowings implicitly or explicitly 
articulated in the contexts where these activities are carried out (cf. Bowker 
and Star, 1999; Brown and Duguid, 2000; Olson, 2002). 

The characteristics and complexities of archival work are a recurring object 
of investigation in the archival-studies field (e.g., Dowler, 1988; Flynn, 2001; 
Huvila, 2015; Yakel, 2003). The relationship between the work of the archi-
vist and its organizational and societal circumstances is both reflective and 
productive. It is reflective in the sense that the particularities of archival work 
bear connections to cultural, social, and technological developments in soci-
ety, and productive because such developments are important drives of change 
in the archival setting (Brothman, 1991; Cook, 1997). Schwartz and Cook 
(2002) stress that the direction of influence between archival work and large-
scale societal phenomena influence is reciprocal. They argue that archival 
work and the decisions and activities it encompasses—like the creation, man-
agement, description, and appraisal of archives and archival objects—are so-
cially and culturally configured, and impacted by the needs and regulations of 
their local contexts. Archival work is one of the primary determinants of what 
is kept it the archives of a certain society and, consequently, of the material 
underpinnings of societal memory (Schwartz and Cook, 2002) and historical 
research (Miller, 1981). A related vein of archival study expounds archival 
work from the perspective of archival conceptions and theory. A shared view-
point in this corpus is that archival activities, theoretical models of archival 
management (Flynn, 2001), and conceptualizations of archival matters cannot 
be separated. In the words of Mortensen (1999, p. 15), archival activity relies 
on an “understanding of its object, the nature of its task, the goals to be 
achieved, available options, and which, if any, of the available options are 
permissible from an ethical, legal, or customary point of view.” This perspec-
tive implies that archival research with a range of aims—including studies that 
aims to elucidate the presuppositions of archival work or as is the case in the 
present inquiry, to provide additional insights into the workings of a setting of 
archival interest—can be of conceptual and practical benefit to archival ven-
tures (see also Gilliland and McKemmish, 2004; Kirschenbaum, 2012). The 
theoretical framing outlined here informed the empirical investigation of the 
currently prevalent modes of activity and conceptualization in the area video-
game preservation reported in Paper IV. 
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6. Methods and materials 

This chapter focuses on the procedures and prioritizations that were employed 
in the production of the study's four sub-studies, reported in Papers I–IV.31 To 
start, an exposé of the foundational methodological approach at work in the 
design of the present study is provided. This exposé serves to contextualize 
the subsequent and more detailed discussion of method choices, method mul-
tiplicity, selection of field sites, and the presentation of the sub-studies' em-
pirical bases. Section 6.4: A trace-based approach to the study of online vide-
ogame communities draws on the study's theoretical framework, methodolog-
ically relevant earlier studies, and the characteristics of the sites studied in 
Papers II and III to chisel how the study of practices in social-media environ-
ments was conceived of and approached. The chapter concludes with consid-
erations of research ethics and the limitations of this study. 

6.1. Methodological cornerstones 
From the very outset, the steps and decisions big and small that have driven 
this study project forward have been positioned in the framework of explora-
tory research (Stebbins, 2001). The reason was one of necessity, or to put it in 
a less deterministic way; the question-driven yet flexible and pragmatic ap-
proach to academic knowledge production advanced by Stebbins (2001) as 
'exploratory' offered guidelines for how to constructively handle the set of re-
search-design challenges that emerged due to the characteristics of the present 
research project. These challenges were of two types, both stemming from the 
interdisciplinary character of the research. Existing at the crossroads of LIS 
and archival studies, this study sheds light on the production of documentation 
in community-produced social media and explores how these results can ben-
efit research and practice in the area of videogame preservation. The study's 
position in the fields of archival and LIS presented the first, and conceptual, 
challenge of building a theoretical vocabulary that had adequate resolution to 
explain the patterns and particulars found in the data, and the potential to bring 
the results of the studies into dialogue with earlier research. The second chal-
lenge consisted of how to provide well-grounded empirical analyses of the 

                                 
31 For an overview of Papers I–IV, see Tables 1–3 and Chapter 7: Paper summaries. 
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practices and contexts of social-media production in the online videogame do-
main, and means to situate the results in the current state of videogame preser-
vation. The goal-oriented but sequentially paced research processes of explor-
atory research, where the insights gained from each step of study are allowed 
to inform the following (Stebbins, 2001), offered a way to navigate these chal-
lenges. Papers I–IV were hence planned, executed, and written in chronolog-
ical order.32 

This study subscribes to the idea that rigor in qualitative scholarship is 
largely a function of the congruence between the chosen research paradigms 
and the questions posed for investigation (Haverkamp and Young, 2007; Guba 
and Lincoln, 1994; for a discussion of other criteria, see Guba and Lincoln, 
1994; Markham and Baym, 2009). Seeking to deepen the understanding of the 
emergence and role of community-produced documentation in the social-me-
dia spaces of online videogame communities and to tease out the significance 
of such an analysis for videogame preservation, the present study positions 
itself as a qualitative inquiry within the paradigms of interpretative research. 
This positioning brings with it an interest in understanding of how that which 
is said and done in the enterprises under inquiry is understood and socially, 
culturally, historically, and technologically configured. This entails the view-
point that reality is graspable via the co-constructed patterns of meaning, 
knowledge, and experience that emerge as a result of inter-personal activities, 
which are to different degrees shared among individuals, communities, and 
other social groupings. The epistemological implications for the researcher are 
that knowledge is attainable by a process of mutual interaction and effect, 
where the researcher interprets the phenomena of interest while reflexively 
investigating his or her role in the research process. Methodically, these foun-
dational assumptions call for inductive and context-sensitive approaches that 
allow the researcher in a way to enter into the situation or situations under 
study. By doing so, social realities and situated activities become available for 
interpretation as they are articulated and enacted by the study's participants. 
Practice theory, as it is considered in this study, is a theoretical language that 
mandates a qualitative and interpretative research. As shown in Chapter 5: 
Theory, the chosen theoretical framework is heuristic in function, and is adept 
at explaining how social life transpire through interactions between activities 
and context, and inherently presumes bottom-up research approaches based 
on “the accumulation of local specificities [of doings and sayings] rather than 
the creation of abstract categories” (Nicolini and Monteiro, 2016, p. 17 refer-
encing Becker, 2014). The interpretative view of scholarly knowledge produc-
tion as embraced here does not preclude the application of quality criteria or 
the credibility, transferability or dependability of its results (Guba, 1992). 

                                 
32 Different aspects of this study have also been explored in writings by the present author not 
included here. See e.g., Sköld (2011), Harviainen, et al. (2012), and Sköld, et al. (2015). 
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The understanding of the research process that underpins the present work 
does not presuppose that the researcher suspends previous bonds to and 
knowledges of that which is studied and attempts to engage in the inquiry 
'neutrally.' On the contrary, relevant experiences and insights derived from the 
researcher's previous commitments can—if employed tactically and self-re-
flexively—be used as sensitizing devices to inform decisions in all stages of 
scholarly inquiry, and thus become a method in and of itself. Before I wrote 
the first syllable in the research proposal that eventually wound up as the pre-
sent text I had been playing videogames for about twenty years and surfing 
the web for almost fifteen. Once I got hold of a computer with an Internet 
connection, the way I pursued videogaming changed rapidly and fundamen-
tally. The opportunities to play and talk about games with others become no 
longer ultimately dependent on the schedules of my friends, but on the status 
of my Internet connection. For me, Internet access also transformed video-
gaming itself. Videogaming evolved into something even less about the games 
themselves, the hardware required to access them, and button pushes on a vid-
eogame controller than it already was. To take part of the production and cir-
culation of videogame-related texts, videos, pictures, and software online be-
came (and still is) my most everyday medium of experiencing videogaming 
meaningfully. To summarize, the choices made in the planning, execution, 
and writing-up of this study were not determined, but rather were beneficially 
contributed to by the insights and experiences gained from my many years of 
engagement with videogames and videogame-related services on the Internet. 
The processes of finding suitable field sites for the studies reported in Papers 
II and III are prominent examples of how my familiarity with videogame-re-
lated social media was put to use. 

6.2. Choices of method 
Papers I–IV carry the hallmarks of qualitative and interpretative research. The 
papers can be divided into two groups based on their empirical context of 
study. Published research, reports, and white papers make up the source ma-
terials of Papers I and IV. Papers II and III on the other hand are field studies 
of videogame-community practices in social-media environments. 

Paper I applies a method of conceptual analysis to a range of literatures 
with the purpose of bringing together a theoretical vocabulary that can serve 
as a point of reference in the subsequent empirical papers, a step in the process 
of qualitative research that has been observed to be beneficial (Markham and 
Baym, 2009) and whose benefits are accentuated even further by the explora-
tory progression of the study project. Paper IV approaches the study of re-
search publications and reports differently. The paper provides an analysis of 
the current state of socioculturally-focused research and projects in the area of 
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videogame preservation by the way of a qualitative systematic review (Ban-
dara, et al., 2011; Burda and Teuteberg, 2013; vom Brocke, et al., 2009), thus 
allowing the contributions of Papers I, II, and III to be anchored in the archival 
context of videogame preservation. Among the applicable methods in the 
study of scholarly writings, the present ones where chosen because of how 
they supported the pursuit of the respective aims of Papers I and IV. Paper I 
sought to on the basis of a wide and flexible reading of relevant bibliographies 
relate some key themes and concepts (videogames, videogame preservation, 
social media, documents, practices) to each other. The requirements of method 
were to be able to identify patterns, connections, and potentials of synthesis in 
the literature under study—this is something conceptual analysis is well 
adapted to. In Paper IV, the requirements were of another kind. Paper IV 
aimed to identify and explore certain aspects of the field on videogame preser-
vation, which made relevant a method that allowed the controlled production 
of a corpus that could be taken into review via the use of (in comparison to 
Paper I) more rigid modes of analysis that facilitated the identification of com-
monalities and variations in across the articles, book chapters, white papers, 
and reports. The approach of the qualitative systematic literature review has 
such features. 

Papers II and III report studies of documentary practices in two different 
empirical settings and with to some extent separate theoretical frames of ref-
erence. Papers II and III are similar however in the sense that they share a key 
ethos: to strive to produce a more nuanced understanding of their respective 
objectives by elucidating an 'emic,' insider, explanation of why things are done 
the way that they are done in the domains under inquiry (Harris, 1976). Paper 
II is a study of documentation and memory-making processes on a videogame 
discussion board carried out during a period of approximately seven months. 
Paper III, on the other hand, is based on a three-month ethnographic study of 
knowledge production and documentation on a videogame wiki. The studies 
reported in Papers II and III were conducted via the use of slightly varying 
methods. These differences once again stem from nuances in the research ob-
jectives and consequently research designs of the two studies. Both Paper II 
and III are processually focused, and seek to explore memory-making and 
knowledge production in videogame communities as collectively enacted pro-
grams of documentary practices. Paper II evinces a stronger orientation to-
wards the documentation-of-things-past that was produced as a result of com-
munity documentary practices, while Paper III takes a keener interest in the 
processual dimensions of knowledge production on the site under inquiry. To 
realize these divergent, but complementary, research ambitions, a certain de-
gree of methodological dissimilarity was necessary. Paper III employed an 
ethnographic approach that to a larger extent rested on observing community 
knowledge production as it was practiced. Paper II had more of the character-
istics of an archival study and relied on the analysis of practices via documen-
tation produced by the community than Paper III. See Section 6.4: A trace-
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based approach to the study of online videogame communities for an in-depth 
theoretical perspective on the methods employed in Papers II and III. 

While closer descriptions of the methods and materials of the study's con-
stituent papers can be found in Papers I–IV, in Chapter 7: Paper summaries, 
and further below in this chapter, a commonality of method can be mentioned 
here. The coding work associated with Papers I–IV were carried out with in-
spiration from grounded theory (Charmaz, 1983; Glaser and Strauss, 1967), 
in particular the method of constant comparison (Corbin and Strauss, 1990, p. 
9). This study is inspired by the research strategies grouped under the 
grounded theory umbrella, even though the research presented here differs 
from them on many counts, and does not attribute a similar primacy to the 
generation of theory. 

6.2.1. On method multiplicity 
At this point it is apparent that the present study's roadmap toward realizing 
its knowledge goals includes the use of diverse methods. Although criticisms 
of multiple-methods approaches have been voiced (Leininger, 1992), they are 
well established. The multiple-methods research design has been employed in 
research covering topics such as scholarly documentation in archeology (Bör-
jesson, 2017), information sharing in design research (Pilerot, 2014a), and the 
investigation of physically performed role-play from an information-systems 
perspective (Harviainen, 2012). The use and nomenclature of multiple-meth-
ods approaches can vary depending on the specific configuration of methods 
and their intended effects. 'Triangulation' describes the use of several opera-
tions (theories, data types, investigators, methods) to provide a fuller under-
standing of the social phenomena under study (Denzin, 1978), including the 
combination of qualitative and quantitative approaches (Jick, 1979). Beyond 
multiplism in research design, the 'mixed-methods' approach has been called 
“the third methodological movement” (the other two being qualitative and 
quantitative methodologies) (Johnson, et al., 2007, p. 118). Although Johnson, 
et al. (2007) show that definitions vary in the details, the concept of mixed 
methods often denotes the tie-in of both quantitative and qualitative methods 
and methodologies in single studies or multi-phase research projects. 

The way of encapsulating the use of several methods that lie close to the 
strategies adopted in the present research is similar to 'bricolage,' a metaphor 
created by Lévi-Strauss (1973) but adopted into the discussion of qualitative 
research strategies by Denzin and Lincoln (1994). Like the other formulations 
of operational multiplicity mentioned above, bricolage is seen as a way of en-
hancing the rigor in terms of design and quality in terms of results (Denzin 
and Lincoln, 1994, p. 5). As advanced by Denzin and Lincoln (1994) and fur-
ther explicated by Rogers (2012), bricolage can be employed by the researcher 
on several levels of the research process—from theory to method and inter-
pretation and more. A common thread among these variations is “flexibility 
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and plurality” (Rogers, 2012, p. 4) in combination with a cognizance of the 
co-constructive character of scholarly knowledge. In terms of method choices, 
bricolage calls for “fluid, eclectic, and creative approaches to inquiry” (Rog-
ers, 2012, p. 5) and an ongoing openness toward the changing requirements of 
different contexts of research. As such, the bricolage way of selecting methods 
is synergistic with the exploratory character of this study project. The sub-
sumption of the bricolage outlook in research design is visible in several of 
the characteristics of the present study. In the pursuit of its research questions 
the study links different theoretical approaches and disciplines native to both 
the humanities and social sciences. It also uses several methods in the collec-
tion and analysis of a wide range of empirical materials drawn from several 
field sites including scholarly writings. Pilerot (2014a; cf. Nolin and Åström, 
2010) argues for the applicability of bricolage in LIS research, pointing to the 
shared interdisciplinary character of the discipline. 

6.3. Choices of field sites 
The process of selecting field sites was influenced by the inductive and ex-
ploratory research ethos to which this work subscribes, in combination with 
the anthropological impulse to go to the sites where the activities and pro-
cesses of interest are carried out and to attempt—via study—to “reduce the 
puzzlement [of what goes on there]” (Geertz, 1993, p. 16). 

The writing of Paper I—in which the concepts of videogame communities, 
documentary practices, and videogame preservation were brought together—
netted the insight that the subsequent empirical studies to be reported in Papers 
II and III required the identification of videogame communities that signifi-
cantly engage in use and production of documentation in social-media envi-
ronments. /r/cityofheroes, a 'subreddit' on Reddit dedicated to the MMORPG 
City of Heroes (CoH) was chosen as the first field site, which is explored in 
Paper II.33 The site emerged as a promising location for research after CoH's 
publishers announced that they were closing the game. The decision to study 
the subreddit was based on the assumption that CoH's demise would make the 
documentary practices relating to memory-making more prominent and fre-
quent on the site. This assumption that was later on shown to be correct. For 
Paper III, the ambition was to complement the study of videogame-commu-
nity memory-making in social-media spaces with a study of another key com-
munity process—knowledge production—was enacted in documentary prac-
tice. Since wikis are important sites of knowledge production in both video-
game, television-series, and film communities (Barr, 2014; Mittell, 2009; Mit-
tell, 2013; Toton, 2008), preliminary investigations of a series of WoW-wikis 

                                 
33 For an introduction to the field sites and the materials collected in the four sub-studies, see 
Section 6.5: Materials below. 



 95 

were conducted, and Wowpedia was chosen as a field site. The realization that 
this choice was not a good one came fairly quickly. The majority of the site's 
goings-on were minor corrections to already written articles, and it was diffi-
cult to discern any patterns of activity that could provide insights into the doc-
umentary practices of knowledge production. The search continued for a vid-
eogame wiki associated with a game that was just about to be released, with 
the intent to follow the activities on the wiki during the first few months when 
the wiki's community members began to work on investigate the game and 
document the results. The operative idea here was that a broad range of docu-
mentary practices of knowledge production would be both articulated and con-
tested—hence made more visible—in the early stages of work on a wiki, when 
seasoned members of the community are faced with a large influx of new ed-
itors and have to establish the guidelines for work on the new project. Given 
this hypothesis, the choice fell on the Dark Souls Wiki (the DSW) whose 
members were anticipating and preparing for the release of the videogame 
Dark Souls II (DS2) in the near future. The joint aim of Papers II and III is to 
shed light on some of the documentary practices through which videogame 
communities produce documentation on social-media sites, and to examine—
via the study of memory-making and knowledge production—how such prac-
tices are a part of the broader scope of community social life. As a means to 
provide insights into these distinctly multi-site phenomena on the basis of sin-
gle-site explorations, /r/cityofheroes and the DSW were selected because they 
were “strategically situated” (Marcus, 1995, p. 110f; see also above) and po-
tentially capable of providing insights into similar configurations of video-
game-community social-media documentary practices also in other locales. 

6.4. A trace-based approach to the study of online 
videogame communities 
This section outlines how the study of videogame-community documentary 
practices in social-media environments was pursued and theoretically under-
pinned. In doing so it leans on the theoretical resources presented in Chapter 
5: Theory, method literature, relevant previous inquiries, and the characteris-
tics and features of the empirical sites in focus in Papers II and III. The first 
point of focus is a recapitulation of how online communities emerge from the 
viewpoint of practice theory, and how the practice-theoretical framework 
guided the study of videogame-community documentary practices of 
memory-making and knowledge production. The discussion then moves on to 
offer an in-depth theoretical and methodological examination of the principal 
research procedure used in the study of documentary practices in online vide-
ogame-community social media: the trace-based approach. 
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6.4.1. Communities and practices 
'Community' is not the only suitable term available to denominate online gath-
erings of people (alternatives include 'online social networks' Garton, et al., 
1999) and neither is it easy to handle (Hillery, 1955; Komito, 1998; Porter, 
2004) nor is it without criticisms (Gee, 2005; Gee and Hayes, 2012; Nicolini, 
2013). Nonetheless, there are significant reasons why it could be productively 
adopted in a study like the present one, presuming cognizant handling. 'Com-
munity' is how many gatherings of people on videogame-related social-media 
sites often describe themselves, and the term has a place in the vocabulary 
employed by actors in the videogame industry. As seen in Chapter 4: Online 
communities and online community productivity, the notion of community is 
also in common use in previous studies of the types of online social gatherings 
that center on videogames, television series, and films (see Hollister, 2016; 
Jenkins, 2008; Pearce, 2011; Warmelink, 2014). In terms of analytical scope, 
the focus is not set on individuals or inter-personal relationships in communi-
ties. Instead, as already discussed in Chapter 5: Theory, practices make up the 
primary unit of analysis in the study of videogame communities as it is carried 
out in the present work. The notion of practice is used as a theoretical lens to 
make sense of activities-in-context as they emerge on the aggregate commu-
nity level, and as the primary way of analyzing and describing the communi-
ties under study. The focus on practices provides the resources to tentatively 
explain how the social life videogame communities is produced by, and en-
acted through, the everyday, routinized activities of community members sit-
uated in the material configurations of the site where they are carried out. In 
this sense, the present study follows the suggestion of Komito (1998) to 
“[r]ather than engaging in typologies, the most useful means of looking at Net 
communities may be to treat a 'community' as background, and focus instead 
how individuals and groups cope with continuously changing sets of resources 
[...].” 

An online videogame community is seen to consist of a number of individ-
uals that jointly and recurrently accomplish and negotiate practices. The ex-
istence of a community is tied to the enactment of shared practices; the same 
practices also mark the boundaries between communities. Members of online 
videogame communities interface with each other most commonly via social 
media or other computer-based means; face-to-face interactions are less com-
mon. Individuals are able to be, and usually are, members of multiple com-
munities (Baym, 2000), and memberships can be temporary or more long-
term. Videogame communities exist in many varieties and in many settings, 
online as well as offline. Those that are of interest to the research presented 
here are communities of the 'online' type, i.e., those that are to a large and 
defining extent are enmeshed with social media to the point that their ability 
to coordinate and carry out practices is dependent on it (Hine, 2000; Pearce, 
2011). As noted by Boellstorff (2008) is his study of SL, there are many 
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groups of players within the sphere of a single platform. This viewpoint in-
formed the present research work in that videogame sociality is understood as 
partly made up of overlapping communities with different degrees of close-
ness, centered on different activities and topics—in-game formal play groups 
('guilds') (Nardi and Harris, 2006; Williams, et al., 2006), modding and other 
forms of player and community-produced add-ons (Prax, 2016), and general 
gameplay (Chen, 2012). 

The practice-based understanding of communities informed research de-
sign in the sense that individuals who actively participated in videogame-re-
lated social media were considered to be community members. This criterion 
has been of employ also in studies of online communities of other theoretical 
orientations (see Jenkins, 2013). The implication of using participation as a 
criterion for community membership is that players of the games that such 
sites relate to are not by default seen to be a part of the site communities, and 
neither are non-active users of the sites in question. The present study's focus 
on how videogame-community memory-making and knowledge production is 
enacted in (documentary) practice differs from that employed by more holis-
tically oriented studies of videogame communities and cultures (Boellstorff, 
2008; Pearce, 2011; Taylor, 2006). It is to a greater extent in line with the 
granular approach showcased by Barr (2014), Steinkuehler and Duncan 
(2008), Jenkins (2006) and others. The principal trade-off between these ways 
of studying videogame communities is between a higher level of detail and 
the possibility of attaining a broader perspective. Given the less generalist and 
more specialized aims of the present study, the latter prioritization appeared 
to be the most profitable. 

6.4.2. The trace approach 
The selection of methods to be employed in the studies reported in Papers II 
and III was to a significant extent influenced by 'trace' or 'database' ethno-
graphic approaches (principally Geiger and Ribes, 2011; see also Mittell, 
2009; Mittell, 2013; Schuurman, 2008). Several scholars have noted the ar-
chive-like (in the broader, non-professional and non-institutional sense) and 
highly textual character of many social-media platforms, and the importance 
of text-based communication in online environments (Hine, 2000; Rehn, 
2001). The trace approach as advanced by Geiger and Ribes (2011) is predi-
cated on the ubiquity of textual communication and the trace-generating func-
tions of many online services, not seldom existing in the sphere of social me-
dia. These documentary traces, which can consist of “transaction logs, version 
histories, institutional records, conversation transcripts, and source code” 
(Geiger and Ribes, 2011, p. 1), are the empirical basis of the approach. Build-
ing on a complex of ethnographic writings relating to both methodology (e.g., 
Marcus, 1995) and archival ethnography (e.g., Vaughan, 1996), Geiger and 
Ribes (2011) suggest that trace analysis is a valuable part of the arsenal of 
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methods available to be used in the study of social groups whose interactions 
and communications are carried out via digital environments. By interpreting 
the documentary traces generated by community activities a range of insights 
can be attained, scaling from routines to practices to interwoven and multi-
level tellings of interaction (Geiger and Ribes, 2011). 

6.4.2.1. Putting traces into focus 
In Chapter 5: Theory it was argued that a theoretical framework centered on 
the notion of documentary practices can be fruitfully and credibly put to use 
in the study of videogame-community production of documentation in social-
media spaces. The present section delves into some of the methodological im-
plications of this stance that merit further discussion. Every theoretical stance 
brings with it a certain analytical frame, and this analytical frame often needs 
to be further delimited due to the practical demands of scholarly inquiry. The 
case of videogame-community production of documentation in social-media 
environments can illustrate this process well. The documentary practices of 
online videogame communities are nested in nets of clustered practices and 
complex material contexts. They are constituted by the embodied activities of 
their practitioners (keyboard presses, analytic mental exercises, web brows-
ing), hardware (personal devices with Internet connectivity, network and elec-
trical wiring, servers), software (operating systems, firmwares, browsers, vid-
eogames), and other aspects of the participants' local settings. The documen-
tary practices of videogame communities bear relations to the administrative 
practices that determine the functionalities of wikis and other social-media 
services, of other communities or groups online, and of the videogame indus-
try. With the purpose of crystallizing and making manageable these webs of 
practices and materialities, the inquiries reported in Papers II and III take the 
activities of participants as they appear on the social-media platforms under 
study as their basic empirical unit of analysis. This approach brackets certain 
things, and brings others into focus. It renders unobservable the observation 
of participants' physical enactment of documentary practices and the material 
settings in which such bodily movements are carried out. The doings and say-
ings of participants only come into view when they impact the social-media 
site under study, and then only partially—there are segments in the chain of 
activities that resulted in some effect that stay out of reach. 

However, there are considerable empirical and methodological advantages to 
the chosen approach, which moreover can be substantiated theoretically. In terms 
of the empirical basis, the chosen approach allows for the study of the coordinated 
activities of hundreds of participants during extended periods of time using the 
same principal means of participation as the members of practice themselves—
the services offered by the social-media platforms. While the material that is col-
lected in this way cannot provide any significant insight into the physical contexts 
of participant activities, the features of the specific platforms under study—Reddit 
and MediaWiki—openly provide minute details of many user activities, which, 
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in turn, is beneficial in the inquiry of past and present configurations of practices. 
Importantly, the approach presupposes in situ methods of inquiry located in set-
tings of arguably higher relevance than the material arrangements that make up 
participants' physical environments: the social-media sites themselves. Social-
media sites are places of vast importance in the documentary practices of video-
game communities. They function as a primary interface of interaction and chan-
nel of communication and coordination for practitioners (Hine, 2000; Rehn, 
2001), and they hence play key roles in the processes by which community prac-
tices are sustained, negotiated, and abandoned. Social-media sites furthermore 
hold and make accessible written rules and regulations of the community and ar-
tifacts that tell of their past. To summarize, to study practices by observing and 
participating in the activities that are carried out on social-media sites does come 
with non-negligible limitations. Nonetheless, the approach allows the researcher 
to gain empirically well-grounded understandings of the practices under study on 
the basis of detailed and easily collated accounts of the activities of large groups 
of participants and the possibility of engaging in (both in terms of methods and 
means) the same level of participation as other members of the practice. 

6.4.2.2. Traces and practice theory 
The present line of discussion can be closed by a reflection on how the prac-
tice-study approach and the characteristics of the cut of social reality in focus 
impact the practice-theoretical framework. What is the study of practices as 
they are carried out in social-media environments in fact is a study of? Kameo 
and Whalen (2015) present a distinction between organizational studies based 
on documentation and the study of the creation, use, and functions of docu-
mentation in organizations. This study spans both categories. It is a study of 
documentary practices based on the documentation that is produced as these 
practices are carried out. Echoing previous characterizations of net-based 
fieldwork (Geiger and Ribes, 2011; Hine, 2000; Rehn, 2001; Schuurman, 
2008), one available option is to consider the nature of the study to be archival. 
An instance of this archival nature is the collapse of certain categories of ac-
tivity, notably between acts of discourse, writing, and other types of work that 
include elements of coding like the management of templates on MediaWiki. 
Of larger significance is that, using the approach to practice-study advocated 
here, the activities of the participants that form the empirical basis of the re-
search emerges not as activities but rather the processual or final results 
thereof. The activities here come out as something akin to what Terrone (2014, 
p. 163) identifies as a 'trace': “a concrete particular that has been produced by 
a cause and that allows a suitable beholder to recognize this very cause.” De-
pending on the type of trace, examples of 'suitable beholders' are competent 
practitioners and researchers that have attained the required level of familiar-
ity with present goings-on. 
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While recognizing the archival features of the study, Barad's (2007) cri-
tique of representationalism may be used to more narrowly define to what ex-
tent the activities of practitioners as they are available for study of social-me-
dia platforms can be considered to be 'traces.' Seeking to establish a more “in-
tegral” way of understanding the relationship between nature, culture, and 
technology, Barad (2007, p. 25) outlines an ontology with wide-reaching and 
fundamental implications. Barad (2007) questions the ontological separation 
of representations (social-media traces; scholarly papers) and that which is 
represented (activities of members of practice; knowledge held by a scholar) 
as symptoms of an insufficient rendering of the close and mutually constitu-
tive relationship between humans and non-humans. Barad (2007) suggests a 
reconsideration of this relationship based on the switch from an interaction to 
an intra-action point of view. The ability of humans and nonhumans to con-
stitute and influence goings-on in the social world does not stem from their 
relationship with each other, but is constituted from within their relation to one 
another. This view implies that humans and non-humans are “constitutively 
entangled” in everyday life (Orlikowski, 2007, p. 1437) and does not privilege 
either in the analysis of social affairs. 

The consideration of the social and material as inextricably tied to one an-
other provides an explanation of how the 'traces of activity' found in the social-
media environments of videogame communities can hold major social signif-
icance therein. The need to make distinctions between traces and the activities 
that produce them remains, but there is little reason to do so in the specific 
context of the present study. In the documentary practices of videogame com-
munities, a statement found in a discussion forum is neither a trace nor an 
entry in a database, it is a social-material activity. There are several advantages 
to this position. It provides an explanation of social agency in social-media 
environments that is both coherent with the documentary-practice framework 
and compatible with the oft-pointed-out important role of forums, wikis, and 
other technologies in videogame communities. Also, the inextricability of so-
cial activity and its material representation in social-media services corre-
sponds with other accounts of how objects or technologies routinely and ha-
bitually used as a part of a practice tend to become “absorbed into [it]” from 
the cognitive viewpoint of the practitioner (Knorr-Cetina, 2001, p. 178; cf. 
Jørgensen's, 2016, analyses of narrative and ludic components of immersion 
in videogame play). Parallels can furthermore be drawn to Berg's (1996, p. 
500; citing Latour, 1987, Haraway, 1991, and Lynch, 1993) observations re-
garding the relationship between medical practice and medical records: “the 
creation of the representation involves the active work of ordering [- - -] it is 
in fact involved in the very event it represents. There is no neat temporal suc-
cession between the two: rather, the representation and represented are 
achieved simultaneously.” In light of this line of reasoning, videogame-com-
munity social media emerge as complex documentary systems that support 
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masses of users to participate in practices relating to the creation, access, cir-
culation, storage, and categorization of large amounts of “bundles of inscrip-
tions” (Frohmann, 2004a, p. 137). Similarly intricate are the documentary 
practices, which are at all times performed in an environment where detailed 
records of non-current doings and sayings are readily available.34 

6.4.2.3. Studying traces 
Geiger and Ribe's (2011) trace approach offers the researcher the opportunity 
to observe and participate in community activities with the same means of 
operation that the members of the community employ in their interactions with 
each other—a prerequisite of practice research according to Schatzki (2012). 
The trace approach informed the studies carried out on /r/cityofheroes (Paper 
II) and on the DSW (Paper III) by highlighting the benefits of focusing atten-
tion on the logs, version histories and other indicators of interaction that these 
sites make available for analysis. 

Notwithstanding the differing characteristics of Papers II and III, the inquiries 
they report were informed by the same general approach to the study of practices. 
In its most foundational form, the method of practice study employed consisted 
of grounding “explanations in what is empirically observable [materials, infra-
structures, doings and sayings in the field sites], patiently tracing back phenomena 
to arrangements of concrete elements that produce the state of affairs under inves-
tigation” (Nicolini and Monteiro, 2016, p. 17). Such attempts started with the 
identification of repeated patterns of activity in the field sites, and early efforts to 
delimit the practices of interest from the rest of the practices observable there in 
order to focus further study. This operation of “isolating” (Gherardi, 2012, p. 73) 
practices is heuristic and directed by the design of the study being performed (re-
search questions, theoretical frameworks, et cetera) and the happenings and fea-
tures on and off the field site. When a higher degree of familiarity with the every-
day on-goings of the sites was reached, the “from outside” approach to under-
standing the practices under inquiry was complemented with attempts to study 
them “from inside” (Gherardi, 2012, p. 161), from the perspective of the practi-
tioners. The trace approach to the study of /r/cityofheroes was employed in tan-
dem with document analysis and was to a greater extent, as pointed out above, of 
the former type. The study of the DSW was conducted more from the point of 
view of practitioners and was combined with ethnographic methods and sensibil-
ities (cf. Geiger and Ribes, 2011, p. 9). 

                                 
34 There are of course many ways to understand the more specific relationship between material 
entities and practices. One of the more visible dividing lines among authors engaged in the 
practice approach concerns the particular issue discussed above, that is, what degree of agency 
should be attributed to objects. Gherardi (2012; 2016), Reckwitz (2002b), and Shove, et al. 
(2012) distribute ontological priority and agency equally among human and non-human actors, 
while Schatzki (2001; 2012)—although his position varies—generally privileges the former. 



 102 

6.5. Materials 
The empirical basis of the study is diverse and comprehensive, and can be 
grouped into three categories. The first and second categories of materials em-
anate from the field studies of /r/cityofheroes on Reddit (Paper II) and the 
DSW (Paper III) respectively. Scholarly works on the topics of videogames, 
practice theory, documentation, and videogame preservation constitute the 
third category (Papers I, IV, the introduction). See Table 3 for an overview of 
the source materials of Papers I–IV. 

 

Paper Site of study Temporal 
aspect 

Types of materials 
collected 

I. Sköld, O. (2013) Tracing 
Traces. A Document-Cen-
tred Approach to the Preser-
vation of Virtual World 
Communities 

Relevant scholarly 
works on videogames, 
videogame preserva-
tion, practice theory, 
and documentation 

N/A 97 works, principally 
journal articles, con-
ference proceedings, 
book chapters, and 
monographs 

II. Sköld, O. (2015) Docu-
menting Virtual World Cul-
tures. Memory-Making and 
Documentary Practices in 
the City of Heroes Commu-
nity 

/r/cityofheroes on Red-
dit 

The study 
spanned 223 
days 

The interactions of 
299 unique users35 in 
140 discussion 
threads with a total of 
849 comments (text, 
images, videos) and 
2, 712 votes 

III. Sköld, O. (2017). Get-
ting-to-Know. Inquiries, 
Sources, Methods, and the 
Production of Knowledge 
on a Videogame Wiki 

The Dark Souls Wiki The study 
spanned 94 
days 

Change logs from 94 
days of study detail-
ing an average of 584 
interactions a day; 
field notes; over 110 
downloaded docu-
ments (e.g., site poli-
cies, discussion 
threads)  

IV. Sköld, O. (2018). Un-
derstanding the ‘Expanded 
Notion’ of Videogames as 
Archival Objects. A Review 
of Priorities, Methods, and 
Conceptions 

Relevant scholarly 
works on videogame 
preservation 

The litera-
ture searches 
were con-
ducted in 
October 
2015 

42 works, principally 
journal articles, con-
ference proceedings, 
book chapters, and 
white papers 

Table 3. The source materials of Papers I–IV. 

 
Reddit (www.reddit.com) is a multilingual, but primarily English-language, 
website centered on user-submitted content and discussion thereof. Common 
content types include text, images, videos, and links to other websites. Content 
on Reddit is presented in a threaded, online-discussion-forum fashion where 
the original post and its comments are nested together. An important feature 

                                 
35 “A 'unique user' is a user that has started a minimum of one thread or submitted a minimum 
of one comment to /r/cityofheroes during the period of study” (Paper II, p. 312). 
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of Reddit is the vote system. Users are offered to either 'up-vote' or 'down-
vote' all posts and comments on the site, thus affecting the visibility of the 
rated content. Reddit is organized in sub-forums called 'subreddits.' Subreddits 
play key organizational roles on Reddit; while the site offers many ways to 
aggregate content from across multiple subreddits or with particular charac-
teristics—trending, most up-voted or down-voted, most recent, et cetera—
every post must be assigned to a subreddit before submission. Subreddits vary 
in terms of popularity and focus. There are generalist subreddits like /r/gaming 
(with 17.2 million subscribed registered users at the time of writing) and 
/r/food (12.6 million subscribers) as well as a great span of subreddits special-
ized on specific videogames, genres of music, YouTube content creators, and 
much more. User registration is required to post content on the site, comment, 
vote, and to subscribe to subreddits, but not to browse the site or to use its 
navigational tools. Reddit was launched in 2005 and has since become a pop-
ular and widely referenced service. Reddit (2017a) claims to be the “5th larg-
est site in the United States” and to have had 274 million unique visitors in 
January 2017. /r/cityofheroes (https://www.reddit.com/r/cityofheroes) is a 
seven-year-old subreddit dedicated to the posting of content related to and dis-
cussion of CoH and related topics. During the study of approximately seven 
months of activity on /r/cityofheroes (resulting in a total of 140 discussion 
threads and 849 comments) a diversity of materials were posted to the subred-
dit, for example screenshots, photographs, videos, audio, narratives, accounts 
of personal experiences, criticisms, and exposés on game mechanics. 

The Dark Souls Wiki (http://darksouls.wikia.com) is a community-driven 
wiki devoted to the three-part Dark Souls videogame series. The DSW is 
hosted by Wikia (2018), a for-profit but free of charge wiki-hosting service 
oriented towards “pop culture” in the major instantiations of game, film, and 
television-series fandom. Wikia (2018) claims to host 385 000 wikis and to 
have 180 million monthly users. Wikia wikis are of many languages and fo-
cuses and sizes. Small wikis can consist of a few pages and large ones, like 
the Marvel Database (http://marvel.wikia.com), of more than 150 000 pages. 
For the purposes of comparison, the DSW consisted of around 2 600 pages at 
the end of the study reported in Paper III. Wikia wikis run on the open source 
software MediaWiki. MediaWiki is highly customizable and there are both 
major and minor aesthetic and functional differences among the wikis hosted 
by Wikia. The DSW consisted of several sections and held a variety of mate-
rials. There was a discussion forum, an open-for-all chat channel, and each 
registered user had a personal blog ('wall'). Materials on the site principally 
dealt with site administration and the Dark Souls games. Examples of materi-
als of the latter category include lists of administrators, chat moderators, users 
with other responsibilities and privileges, policies, guidelines, codes of con-
duct, and analytical tools designed to help inform editing decisions. The study 
of the DSW was performed during a time when the community was dedicated 
to the second game in the Dark Souls series, DS2. Materials pertaining to DS2 
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was of many forms and characteristics. A few examples: there were discus-
sions of narratives and investigations of how the videogame worked, screen-
shots of DS2, article templates and other tools of work, descriptions of in-
game characters and transcriptions of dialogue, item entries complete with 
pictures, descriptions and tables of item values and attributes, strategies for 
successful gameplay, and comment sections connected to most of these mate-
rials. The majority of activities on the DSW were accessible without having 
to register a username. At the time of the study, the registration of a username 
on the DSW and Reddit was both voluntary and without cost. 

6.6. Ethical considerations 
This study follows the Swedish Research Council's (2017) guidelines. Pertain-
ing especially to Internet research, the ethical guidelines of the Association of 
Internet Researchers' (AoIR) ethics working committee (Markham and Bu-
chanan, 2012), and the writings Ethical Guidelines for Research Online 
(Bruckman, 2002) and Passive Data Collection, Observation and Recording 
(European Society for Opinion and Marketing Research, 2009) are additional 
frameworks used for ethical decision-making along with Nissenbaum's (2010) 
notion of contextual integrity (which is also touched upon by the AoIR guide-
lines). The process of ethical consideration has permeated the writing of this 
study and its sub-studies, and the main steps of the research process—from 
research plan to manuscript—have been presented for commentary to the 
scholarly community on many occasions. The communities that are depicted 
in the research data are not considered to be vulnerable or exposed, and no 
particular ethical dilemmas or risks of harm have been identified against 
which the benefits of the present research work would need to be weighed. 
Rather, the communities that are the focus of investigation of the research pre-
sented here may plausibly be empowered by the studies, which show them to 
be arenas of expertise and nuanced, meaningful and documentary practices 
(cf. Gherardi, 2012, p. 177). 

Following the rationale explored by Clifford, Marcus, and their co-authors 
in Writing Culture (Clifford and Marcus, 1986), the present study recognizes 
that the “[r]epresentation and explanation” of the social phenomena has the 
potential to influence the emergence of, or in other ways effect, these phenom-
ena. While this also holds true for the (also fundamentally social, see 
Kirschenbaum, 2012; Newman, 2012a) venture of videogame preservation, 
more specific ethical considerations are warranted in relation to the study of 
/r/cityofheroes and the DSW. The present study's stance towards the anonym-
ity of the users whose endeavors in social-media spaces that have provided the 
empirical basis of this research consists of three components. Firstly, no at-
tempts have been made to identify, track, or inquire further into the activities 
of the users beyond that which is openly accessible without registration and 
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the use of passwords on the studied sites. Secondly, put in context with the 
non-sensitive nature of the present study's research interests, the guiding eth-
ical stance with regards to openly accessible materials posted on /r/cityof-
heroes and the DSW is that they knowingly have been put into a public space 
with links to the submitter's user name. The stance towards openly provided 
logs and other indicators of activity such as Reddit's up-vote and down-vote 
system are considered in the same fashion. The main impetus for this reason-
ing rests on the observed boundaries of common use in the respective Reddit 
and wiki communities. Thirdly, this stance is further justified by Reddit's Pri-
vacy policy and Wikia's Community creation policy. Wikia's (n.d.) policy 
state that “the information [users] put on the wiki can be copied and reused by 
anyone”. Reddit's (2017) policy similarly encourage users to “take [...] into 
consideration before posting” that posts, comments, usernames, date and 
timestamps are publicly accessible to both visitors to the site and registered 
users. Furthermore, no close social relationships were established during the 
course of the research that require special ethical handling and reflection, and 
neither was any personally identifiable information or information of a legally 
or ethically sensitive nature collected or gleaned. 

6.7. Limitations 
The results and arguments presented in this study are tempered by the follow-
ing limitations. 

It is of interest to consider the construction of field sites as it has been car-
ried out most visibly in Papers II and III, but also in Papers I and IV to some 
extent. Law (2004) and Law and Urry (2004) argue that the world is never as 
structured, bounded, and fixed as the methods of social inquiry make it out to 
be. Gupta and Ferguson (1997) discusses field sites in a similar fashion and 
present the idea that the 'the field' itself is a function of the methods by which 
the study of the social world is approached, and that it privileges some kinds 
of knowledge while obscuring others. In application, the studies of the com-
munities of /r/cityofheroes and the DSW make them appear more self-con-
tained and self-sufficient than they, in fact, may be. It was a choice of research 
design to explore what could be learned from the practices and material set-
tings of these communities taken as wholes, and while it was not a matter of 
priority to elucidate how the communities in focus relate to other sites, group-
ings, and eventual community hierarchies, this approach had its drawbacks as 
has been made apparent. Literature reviews or studies providing theoretical 
syntheses can be argued to work in similar homogenizing ways. 
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Some limitations also stem from the particulars of how practice theory is 
used in the study.36 In the practice lens the totality of the social world consists 
of a web of interlinked clusters of practices. The practice approach to social 
study nevertheless necessitates that the researcher for the purposes of manage-
able study isolates and thematizes a small part of this web, thus framing social 
life as enacted in practice so that some aspects become more visible and others 
less so (Nicolini and Monteiro, 2016). The difficulties that arise out of such 
selective action are however always present in scholarly work and can be suf-
ficiently handled via sound research designs, cognizant application of meth-
ods, self-reflexivity, and the guidance provided by suitable theoretical frame-
works. Limitations more particular to the present inquiry are imposed by the 
choice to study practices via the trace-based approach as outlined in this chap-
ter. The approach leaves several factors of videogame-community documen-
tary practices outside the bounds of what is possible to know; biographical 
data of any kind, the activities and use and type of machinery that result in 
traces and other materials becoming available for analysis on social-media 
sites, and communications and interactions that take place outside of the stud-
ied spaces are three weighty examples aspects that this study cannot elucidate. 
These drawbacks are acceptable because of the usefulness of the trace ap-
proach in the current study. The approach affords prolonged field studies in 
the data-intensive environments of social-media services centered on what is 
of primary empirical interest in practice research: the everyday coordination 
and enactment of patterns of activities, means, and ends as they emerge from 
a point of view that to a substantial extent resemble that of the practitioners.  

Another limitation relates to the transferability of practice research. Prac-
tice research is grounded in local material settings and the collective everyday 
activities of people in a certain context. This means that practice studies can 
capably “explain situated dynamics, [but] not universal variation” (Feldman 
and Orlikowski, 2011, p. 1249). The results offered by practice research can 
thus not be used to predict human behavior in other, similar locales. The trans-
ferability of practice research instead lies in how the rendering of and theoret-
ically informed reflections on identified practices—including how tasks are 
accomplished, materials are put to use, and relationships are enacted—can 
benefit the understanding of human endeavors also outside of the studied cir-
cumstance (Feldman and Orlikowski, 2011, p. 1249). 

Like the first limitation but relating to results and not field sites: the theo-
retical and empirical narratives presented in this inquiry and its sub-studies do 
not represent the only possible telling. The current study is, in the words of 
Clifford and Marcus (1986, p. 7) “partial—committed and incomplete,” af-
fected by the chosen methodologies, theoretical frameworks, and foci of re-
search attention. To take the study of community knowledge production on 

                                 
36 Limitations of the trace-based approach to the study of documentary practices are also dis-
cussed in Section 6.4: A trace-based approach to the study of online videogame communities. 
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the DSW as an example, the work of creating a videogame wiki could, and 
should, be studied also from the viewpoints of production in the videogame 
marketplace (‘playbour,’ Lund, 2015), to a greater extent organizationally 
cognizant perspectives (Jemielniak, 2014), and more. Further, the role of tech-
nology in the studies of /r/cityofheroes and the DSW is only mentioned, when 
its functionalities or affordances possess large explanatory potential vis-à-vis 
the practices in focus of inquiry (e.g., Knorr-Cetina, 1999; Latour and Wool-
gar, 1979). Seeing as the chosen methods in the study of Reddit and Wikia 
make the sites emerge as sociomaterial systems of interaction, the low priority 
of aspects of technology and infrastructure present obvious limitations (see 
Skeggs and Yuill, 2016 and van Dijck, 2012 for examples of studies that more 
directly engages with how the technology of social media produce sociality). 
This being said, the present work has been written from the standpoint that the 
traditions of humanistic and social studies scholarship to which is subscribes 
have the capacity to produce meaningful understandings of what things are 
and how they function, despite the complexity and conditionality of their sub-
ject matters (Schatzki, 1996; Van Maanen, 1995). 
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7. Paper summaries 

The present chapter contains overviews of the four sub-studies, reported in 
Papers I–IV, that the current work is based on. The sub-studies are simultane-
ously singular and co-dependent; they are stand-alone research projects that 
represent cumulative steps in the exploratory process of inquiry that has 
sought to answer the current study's research questions. The first sub-study 
establishes a conceptual framework for the first and second sub-studies to 
work within. The second and third sub-studies offer field-based investigations 
of documentary practices of videogame communities in social-media environ-
ments, holding a focus on documentation and memory-making (II) and 
knowledge production (III) respectively. The fourth sub-study contains a re-
view of priorities, methods, and conceptions in the videogame-preservation 
literature and thus provides the opportunity to situate the results of the preced-
ing papers in this context. 

7.1. Paper I. Tracing traces: a document-centred 
approach to the preservation of virtual world 
communities 
The paper takes a starting point in that the successful safekeeping of materials 
in the ALM sector fundamentally rests on sufficiently developed understand-
ings of the objects-to-be-preserved and the extent to which such insights are 
set to inform the choice, application, and—in certain circumstances—devel-
opment of suitable preservational methods (Cook, 2001; Kirschenbaum, 2012, 
p. 20; Mortensen, 1999; Schwartz and Cook, 2002). The implication of this 
line of reasoning is that new types of materials, where a lesser degree of ap-
plicable knowledge and established modes of work relating to the ways of 
their safekeeping exists, presents significant challenges for the institutions of 
the ALM sphere and their efforts of preservation. As pointed out by Brügger 
(2012), Galloway (2005), Snickars (2010), and others, this situation is often 
the case where digital objects are concerned. It is against this backdrop that 
the paper focuses on the preservation of the sociocultural dimension of vide-
ogames. 

Paper I constructs a framework that can be used to fruitfully theorize the 
roles and functions of social media in videogame communities. It contributes 
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to the understanding of videogame-community social life and, indirectly, to 
the methods of their preservation. The impetus to put the intersection of vide-
ogame communities and their social-media environments at the center of in-
vestigative attention was found in the literature, where several studies have 
pointed to the importance of such platforms in communal forms of online so-
ciality (e.g., Hine, 2000; Lowood, 2009; Rehn, 2001). The framework was 
formed by a synthetically and conceptually oriented analysis of literature on 
the topics of videogames and videogame communities (e.g., Boellstorff, 2008; 
Pearce, 2011), videogame preservation (e.g., McDonough, et al., 2010), prac-
tice theory (e.g., Reckwitz, 2002b; Schatzki, 1996), and document studies 
(e.g., Buckland, 1997; Lund, 2010; Frohmann, 2009). 

The paper shows that there are analytical merits to theoretically approach-
ing videogame-community social media and the practices they display not as 
passive repositories of documentation or the by-products of online communi-
cation, but as nexuses of documentary practices where important aspects of 
community social life (knowledge, viewpoints, norms, shared ways of per-
forming tasks) are negotiated, reproduced, and modulated. This viewpoint 
suggests that the social-media ecosystems of videogame communities are 
highly valuable sources of documentation of the sayings and doings and dy-
namics of such groups, and that their preservational priority should be of the 
higher order. Before any further theoretical and practical contributions to vid-
eogame preservation can be made, additional research-based insights into the 
documentary practices through which documentation is produced by video-
game communities in their social-media environments are required. Papers II 
and III answer these calls for further research. 

7.2. Paper II. Documenting virtual world cultures: 
memory-making and documentary practices in the City 
of Heroes community 
Paper II examines how videogame communities employ social-media services 
to document their past, including that of the videogames they are engaged in. 
By doing so, the paper contributes to the understanding of the interplay be-
tween how videogame communities document their past in social-media en-
vironments, and how such documentation informs present activities in the 
community. Additionally, the paper shows how videogame-community 
memory-making is jointly shaped by the affordances of social media and com-
munity documentary practices. The study is an interpretative analysis (Char-
maz, 1983; Glaser and Strauss, 1967) of the activities of the MMORPG City 
of Heroes (CoH) community on the /r/cityofheroes discussion board on Red-
dit. The study analyses the activities carried out on, and the materials posted 
to, the discussion board during a period of seven months. Approximately in 
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the middle of the period of study, CoH was taken offline. The notion of doc-
umentary practices and perspectives offered by memory research (Bowker, 
2005; Featherstone, 2000; Featherstone, 2006; Halbwachs, 1992; Nora, 1989; 
Walsh and Ungson, 1991) are the principal theoretical tools. 

The study showed that five principal types of representations of CoH's past 
were documented on /r/cityofheroes. These depicted CoH through the lenses 
of (i) the audiovisual elements that made up the CoH game world; (ii) the 
experiences of its players; (iii) the videogame industry; (iv) CoH's lore and 
story arcs; (v) the game mechanics of CoH. A great range of topics and per-
spectives that were recorded on the discussion board during the period of in-
quiry. While it is made clear that documentation on /r/cityofheroes was cre-
ated to fill a broad variety of purposes, the analysis highlights the active role 
that the historical documentation played in the community's presently ongoing 
process to deal with the closing of CoH. Most notably, depictions of the 
game's past informed community post-closing projects, different forms of ac-
tivities aimed towards protesting the demise of CoH, and strategies to ensure 
that community social life on /r/cityofheroes continued. The prominence and 
complexity of documentary practices of memory-making on the discussion 
board may be explained with reference to the end of CoH, and event that de-
fined most interactions observed during the study both before and after the 
game was taken offline. Judging by the intense activity on the board also four 
months after CoH's closing, it can be hypothesized that the community’s doc-
umentary practices of memory-making detailing bygone events and phenom-
ena, played a role in the sustenance of the community. /r/cityofheroes offered 
an opportunity to connect to CoH and the experience of being a player, even 
though the virtual world itself had become inaccessible. It can be concluded 
that the Reddit discussion board under study functioned as something akin to 
a ‘lieux de mémoire’ (Nora, 1989)—a site where memory is embodied—of 
the CoH community by retaining community-produced documentation pro-
duced with varying means and to various ends. 

7.3. Paper III. Getting-to-know: inquiries, sources, 
methods, and the production of knowledge on a 
videogame wiki 
Paper III investigates videogame-community knowledge production in social-
media environments on the basis of a three-month ethnographic examination 
of the Dark Souls Wiki (the DSW). In focus of the analysis were the bounda-
ries and knowledge aims of the DSW, together with how its contributors or-
ganized inquiries and used various sources, methods of investigation, and 
ways of warranting knowledge claims. Theoretical perspectives were drawn 
from inquiries that knowledge production as enacted in practice (principally 
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Knorr-Cetina, 1999; see also Becher, 1989; Latour and Woolgar, 1979; Or-
likowski, 2002), and document studies (e.g., Brown and Duguid, 1996; 
Frohmann, 2004b). Material was collected by participant observation and by 
gathering data from the site. The study's fundamental scope and methodolog-
ical outline were influenced by Geertz (1993, p. 5–10) and works on the ap-
plication of ethnography in the study of online phenomena (e.g., Gatson, 2011; 
Hine, 2000; Markham, 2013). The more specific methodology employed in 
data collection was the so-called ‘trace’ or ‘database’ ethnography, developed 
and showcased by (among others) Geiger and Ribes (2011) and Schuurman 
(2008). 

Paper III analyses and describes how the documentation and structure of 
the DSW are the product of a historically situated knowledge culture. The re-
sults indicate that the DSW’s knowledge culture can be summarized in five 
key points of abstraction. Firstly, the DSW knowledge culture was externally 
bounded by the limits of the site, and knowledge production was inde-
pendently conducted. Secondly, the principal aim of the DSW enterprise was 
to create and maintain a resource of documentation that satisfactorily met the 
standards and specifications established by the wiki contributors themselves. 
This work rested on the production and recording of knowledge claims con-
cerning the appearance and functioning of the games in focus. Thirdly, 
knowledge was dominantly defined as being necessarily derived from certain 
observations qualified to be presented on what by the DSWians considered to 
be the ‘wiki proper’—the article pages. Fourthly, the characteristics of the two 
most commonly used platforms in DSW-knowledge work—Dark Souls II 
(DS2) and the DSW's MediaWiki infrastructure—had a large impact on 
knowledge production on the site. Fifthly and finally, the study of the DSW 
shows that the apt metaphor for describing the production of a videogame wiki 
is not as ‘a singular communal process,’ but rather as ‘groups of activities set 
in stages.’ Four major (interrelated) factors were found to influence 
knowledge practices on the wiki: (i) the structures and modes of work estab-
lished by the community’s earlier wiki efforts; (ii) the principles and priorities 
that informed wiki knowledge practices; (iii) the characteristics of the video-
game in focus of the site’s knowledge-building efforts; (iv) the extent and 
types of relevant information provided by videogame industry, the videogam-
ing press included. 
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7.4. Paper IV. Understanding the ‘expanded notion’ of 
videogames as archival objects: a review of priorities, 
methods, and conceptions 
Paper IV explores what the ‘expanded notion of videogames’ (the EN) of vid-
eogames is from the viewpoint of videogame preservation. The EN is a con-
cept introduced to collectively refer to aspects of videogames other than soft-
ware and hardware: game culture, cultural and social aspects including expe-
rience, play, and community social life and activity (see 1.5: A note on termi-
nology). The paper investigates how varying conceptions and definitions of 
the EN of videogames inform preservational practice. More specifically, the 
paper examines the overarching motivations and drivers for videogame 
preservation, and shows how the EN of videogames is construed in the vide-
ogame-preservation literature by investigating patterns of motivations and 
drivers, selection of content and materials, and methods of preservation. The 
study is a critical systematic literature review (Grant and Booth, 2009) of pub-
lications originating from a broad range of academic disciplines and video-
game-preservation projects. Content analysis (Krippendorff, 2004) and writ-
ings on the method of systematic literature reviews (e.g., vom Brocke, et al., 
2009; Webster and Watson, 2002) inform the paper’s theoretical and method-
ological approach. 

Paper IV shows that the EN of videogames is construed in three principal 
ways in the reviewed archival literature. (i) The EN as understood to be an 
essential part of the videogame as an archival object. Successful efforts in the 
area of videogame preservation must, in this view, include elements of play 
and culture; the mere safekeeping of software and hardware is considered to 
be only a partial fulfillment of the fundamental aims of videogame preserva-
tion. (ii) The EN is posited as a useful resource in the preservation of video-
games, able to provide documentation of game culture and social context. By 
preservation the EN of videogames besides the software of the games them-
selves, the resulting archival collection contains a wider potential for use by 
virtue of its more diverse content. More significantly, the presence or absence 
of documentation of context is directly related to the usefulness of the archived 
videogames as it affects their interpretability. (iii) The EN is described as a 
useful resource in inquiries focused on the current state and recent history of 
society and culture from a socio-technical viewpoint. Videogame culture and 
memories of playing games are useful sources of documentation on the history 
of personal computing and the sociotechnical developments that led up to the 
role of digital technology in contemporary society and culture. 

The findings suggest directions for future work that hopefully will prove to 
be a resource for empirical research and meta-analysis in the area of video-
game preservation in academic, professional, and player communities. The 
proposed directions for further empirical and conceptual study are videogame 
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community dynamics, videogame ontology, the development of archival the-
ory, and videogame-archive studies. 
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8. Discussion 

This study set out to examine how online videogame communities are entan-
gled with the social-media services they employ, and from there to suggest 
some implications for socioculturally-focused videogame preservation—a 
pressing matter that deserves research attention. The purposes, aims, and re-
search questions of the current study were pursued on the basis of four sub-
studies (Papers I-IV: Sköld, 2013; Sköld, 2015; Sköld, 2017; Sköld, 2018; see 
Tables 1, 2, 3 and Chapter 7: Paper summaries). These sub-studies use multi-
ple methods and encompass several empirical sites of inquiry. The present 
study is both in its entirety and in its parts positioned in the qualitative and 
interpretative paradigms. In proceeding from the asking of research questions 
to planning, fieldwork, and analysis, the study was inspired by the framework 
of exploratory research (Stebbins, 2001), which proposes a goal-oriented yet 
flexible and reflective approach to research design, and of 'bricolage' research 
strategies (Denzin and Lincoln, 1994). Data analysis and coding in the present 
work took impression from grounded theory (Charmaz, 1983; Glaser and 
Strauss, 1967), including the method of constant comparison (Corbin and 
Strauss, 1990, p. 9). The theoretical dimension of the study is comprised of a 
series of perspectives with varying functions and levels of theoretical opera-
tions (Table 2). Writings on practice theory and the nature of archival work 
make up the core of the theoretical toolset, which is complemented by research 
focused on documentation, knowledge production and memory-making. 

This chapter seeks to outline and discuss the main findings of the current 
study in a more thorough and contextualizing manner than in Chapter 7: Paper 
summaries. The remainder of the chapter is structured as follows. The first 
section of the discussion is ordered by the study's research questions. Here, 
the purpose is to show how the study's aims have been met by highlighting 
main results and putting them into context with previous research. Subse-
quently, the discussion will move on to outline the wider implications and 
contributions of the study. The final part of the chapter consists of a conclud-
ing discussion and recommendations for future research. 
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8.1. The production of information in videogame-
community social media 
Earlier studies have only tangentially treated the important relationship be-
tween videogame communities, videogame play, and the social-media envi-
ronments of videogame communities (Crawford, 2012; cf. Boellstorff, 2008; 
Harrison, 2009; McDonough and Olendorf, 2011)—with some important ex-
ceptions (including Barr, 2014; Newman, 2008; Newman, 2012a; Sköld, et 
al., 2015). Inversely, the present study put into focus the manifold activities 
of information production that make up a large part of the common on-goings 
that take place in videogame-community social-media environments—the 
linking, liking, and strategizing; the discussions, small talk, and writing of 
analyses; the storytelling, and image and video uploads to mention a few ex-
amples. The study aimed, firstly, to theorize and subsequently develop an un-
derstanding of how the shape and form of videogame-community social media 
are linked to the contexts and modes of information production by which they 
emerge. Such activities of information production were framed theoretically 
as documentary practices, and empirically investigated in the context of two 
processes of importance in community social life: memory-making and 
knowledge production. The study's first aim was pursued on the basis of the 
following set of research questions: 

 
1. How are videogame-community memory-making and knowledge produc-

tion enacted in practice? 
2. How are videogame-community memory-making and knowledge produc-

tion configured by the characteristics of the social-media environments in 
which they are carried out? 

 
Next, it will be shown how the study's first aim was met, and how RQs 1 and 
2 were answered. RQ 2 is revisited in Section 8.2.1: Aspects that impacted the 
shape and form of videogame-community social media. Guided by the study’s 
first aim and its explorative research ethos (Stebbins, 2001), the first point of 
discussion is how the entanglement of videogame communities and their so-
cial-media environments was approached theoretically. The discussion will 
then move on to focus on how videogame-community memory-making and 
knowledge production were enacted in practice, and how these practices were 
influenced by the social-media spaces where they were performed. 

8.1.1. The documentary-practices framework 
The first step in the investigation of RQs 1 and 2 was to develop a suitable 
theoretical framework. The aims and RQs of this study demanded that this 
framework be of wide and fruitful applicability in the analysis of community 
activities in social-media settings: from the constitution of social reality, to 



 116 

community dynamics and the analysis of specific types of communal efforts—
i.e., memory-making and knowledge production. At the most abstract level, it 
would have to be able to encompass all activities of information production 
(text, image, video) whatever their formative intent (communication, discus-
sion, creative outlet) and connect them to the situated configurations of their 
communal context of production, the functional characteristics of the social-
media services that support them, and the discursive fields of LIS and archival 
studies. A framework centered on documentary practices was created based 
on practice-theoretical writings (e.g., Barad, 2007; Gherardi, 2012; Nicolini, 
2013; Schatzki, 1996; Schatzki, 2001; Shove, et al., 2012), research on docu-
mentation (e.g., Berg, 1996; Brown and Duguid, 1996; Buckland, 1991b; 
Buckland, 1997; Buckland, 2017; Frohmann, 2004a; Law and Lynch, 1988; 
McKenzie and Davies, 2010), and inquiries exploring how the trace-generat-
ing and database-like functionalities of social media can be employed in the 
study of online and communal activities (e.g., Geiger and Ribes, 2011; 
Schuurman, 2008; Hine, 2000; Rehn, 2001). The documentary-practice ap-
proach was developed in Paper I and in the introduction to the study. Parts of 
the framework dedicated to memory-making and knowledge production was 
reported in Papers II and III respectively. The framework constitutes one of 
the results and contributions of the current work. 

The basic units of analysis in the documentary practice-framework are doc-
uments and practices with documents. The focus on documents foregrounds a 
material conception of information, i.e., documents are manifestations of rec-
orded information. In the social-media environments of videogame commu-
nities, documentation abound—text posts, images, videos, up-votes, and 
down-votes are ubiquitous. Practices are embodied, organized, and situated 
systems of activity (bodily movements, use of objects and technological envi-
ronments, mental and discursive activities) that constitute the basic compo-
nent of human social existence and consequently the ground zero of analytic 
attention in social research (Gherardi, 2012; Nicolini, 2013; Schatzki, 1996; 
Schatzki, 2002; Shove, et al., 2012; see Chapter 5: Theory for a fuller descrip-
tion of the notion of practice as it is employed and developed here). The prac-
tice lens provides the theoretical tools to analyze the social and material fea-
tures of videogame communities as grounded in the ongoing accomplishment 
of coordinated activity by its members. Documentary practices are a subset of 
videogame-community practices that bear meaningful and substantial connec-
tion to the types of documentation that exist in videogame-community social 
media, for instance regarding production, use, ordering, and dissemination. 
The study of videogame-community documentary practices is hence the study 
of how the dynamics of community social life are interlinked with the breadth 
of social media-based community everyday activities and processes, and the 
documentation produced as these activities are carried out. 

The documentary-practices framework offers the following characteristics, 
which taken together makes it useful for the study of how videogames and 
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other topic-centered online, in the terms of Jenkins (2008; 2013), 'fan' com-
munities are entangled with their social-media environments—especially in 
the disciplines of LIS and archival studies. 

Adaptability. The framework theorizes the relationship between online 
communities, the social-media services they employ, and the community doc-
umentary practices that shape and form these social-media environments. This 
renders the framework adaptable to fit varying research interests. Examples of 
how the framework can be modified are given in Papers II and III, where anal-
yses of memory-making and knowledge production as conducted by video-
game communities in wiki and discussion forum environments are performed 
using the framework. 

Conceptual affinity. The focus on documents is well established in LIS re-
search and bears affinity to the archival sphere via its closeness to 'records' 
(Yeo, 2011). This disciplinary affinity is important because it brings the com-
plex of online-community social-media as sites of empirical research into con-
tact with the concepts, core sets of questions and research interests, and theo-
retical perspectives of LIS and archival studies. The document focus also pro-
vides connections to relevant research in workplace studies and organizational 
sociology (e.g., Berg and Bowker, 1997; Berg, 1996; Harper, 1998; Riles, 
2006a) Such juxtapositions has rarely been performed previously and it has 
the potential to generate theoretical and conceptual innovation, as well as to 
inform new empirical investigations. 

Scalability. The bridging of practice theory and the document studies tra-
dition allows for the framework to be highly scalable; it allows multiple types 
of practices in multiple types of social media to be analyzed together, and it 
has the capacity to describe and explain how these practices connect to fea-
tures of the community that enact them, like community emergence and mem-
bership, social change and stability, use of materials and infrastructure, indus-
try relationships, productive efforts, et cetera. 

Specificity. The framework is drawn together with the intent to succor the 
study of how online videogame communities are entangled with their social-
media environments, and to be able to include in the analysis community prac-
tices and the functionalities of the environments in which they are enacted. A 
fundamental purpose of the framework in the context of the present inquiry is 
to further the matter of socioculturally-oriented videogame preservation. One 
of the contributions of the framework is the impetus to move away from rep-
resentational thinking in the study of the practices of online communities in 
social-media environments. With inspiration from Barad's (2007; see also 
Chapter 5: Theory) writing on the notion of 'intra-action,' activities and artic-
ulations in online-community social-media spaces are suggested to be socially 
meaningful—which is shown in Papers II and III—by virtue of the entangle-
ment of social activities and the social-media technology in this context. This 
perspective differs markedly from a view where social activities become 
meaningful in community social life because they are mediated or otherwise 
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represented by social-media platforms. This conceptualization furthers the un-
derstanding of both the relationship between videogame communities and the 
social-media spaces they employ and, by more precisely suggesting what kind 
of archival objects these varieties of community-produced documentation are, 
socioculturally-oriented efforts of videogame preservation. 

The perspective of documentation-in-practice informed the subsequent in-
vestigations of memory-making (Paper II) and knowledge production (Paper 
III) in videogame communities. From the viewpoints offered by the concept 
of documentary practice, knowledge production and memory-making in vid-
eogame communities emerge in, transpire through, and are analyzable via the 
documentary practices enacted in the communities' social-media environ-
ments. The results of Papers II and III will be summarized and discussed be-
low. 

8.1.2. Memory-making 
The theoretical approach towards the study of memory-making and 
knowledge production as conducted by videogame communities in social-me-
dia environments recognizes that they are constituted by and enacted through 
('anchored in,' see Swidler, 2001) documentary practices. 

The study of videogame-community documentary practices of memory-
making took place during a period of seven months on /r/cityofheroes, a dis-
cussion forum dedicated to CoH. The studied timeframe was defined by an 
announcement made by the CoH’s publisher on the first day of inquiry: the 
game was being shut down in three months’ time and would thereby become 
inaccessible to its players. There was a two-fold impetus for the choice to 
study memory-making in videogame communities. Memory plays an im-
portant role in how social entities of any kind function (individuals, commu-
nities, nation states, organizations; Anderson, 1991; Bowker, 2005; Feather-
stone, 2000; Featherstone, 2006; Walsh and Ungson, 1991), and previous re-
search on memory-making in videogame communities is scarce. Thus, to ex-
plore how videogame-communities engage in memory-making in social-
media environments is relevant for the purposes of this study and for the gen-
eral understanding of the role of documentary practices in the social life of the 
communities of videogames. The second impetus was the high degree of CoH 
documentation that was posted to /r/cityofheroes after the announcement of 
CoH's demise; memory-making was, during this particular timeframe, some-
thing that engaged a lot of community members. 

The study showed that memory-making was enacted in (documentary) 
practice by the community on /r/cityofheroes in the following way. The post-
ing of and commenting on a wide variety of materials that documented current 
or past states of CoH constituted an important part of the CoH community's 
documentary practices of memory-making on /r/cityofheroes. Five principal 
representations of CoH were documented on the site. CoH was recoded as a 
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game world via the uploading and linking of images—commonly screen cap-
tures—audio, video, and only rarely text. CoH was depicted as an audiovisual 
space composed of landscapes, buildings, and items, and inhabited by players 
and non-player characters involved in exploration, combat, or other interac-
tions. The absolute majority of the documentation of CoH as a game world 
included metadata, e.g., the name of the place where a screen capture was 
taken, or the name and skill specializations of showcased player characters. 
When missing, metadata was often provided by the community in a short 
timeframe. The study also found that CoH was documented from the view-
point of player experience. This was done through the sharing of stories, nar-
ratives, or glimpses of activity from player's in-game CoH experiences, or how 
CoH was intertwined with non-play aspects of life. The types of experiences 
that were most prominent included memorable moments of gameplay from 
the perspective of the player, and storytelling and reminiscing related to situ-
ations and events that many players are familiar with, like seasonal events. 
Another category of documentation depicted CoH as a product and a part of 
the videogame industry. It contained stories of consumption—how players 
first came to purchase the game—and comparisons between CoH and other 
MMORPGs available on the market. With reference to the game's demise, 
CoH was depicted as a competitive and economically viable product (on the 
basis of its customer base, market value, and strength of the brand name) 
whose closing was seen as unethical and bad business practice. CoH was fur-
thermore documented as a site of lore, story arcs, and other narratives. This 
narrative dimension of CoH was also recorded via the posting of popular say-
ings and memes, and involved members seeking (and promptly receiving) ex-
positions of lore or narrative from the community. The last of the principal 
representations of CoH that were recorded on /r/cityofheroes focused on the 
game's rules, and how these rules determined the mechanics of different as-
pects of gameplay like combat and in-game communication. A theme in this 
documentary category was that CoH was set above its competing MMORPGs 
by virtue of the quality of its gameplay mechanics. 

The study of /r/cityofheroes showed two main memory-making functions, 
the first being to make images of CoH's past tangible in the form of audiovis-
ual documentation, from the horizon of player experiences, as a system to be 
played, or as a product existing in, and being influenced by, relationships to 
the videogame industry. Participation in this memory-making instance 
emerged as a way for the CoH community to ensure an access of sorts to the 
videogame also after it went offline. Secondly, memory-making on /r/cityof-
heroes also functioned as a way to frame the present by using depictions of 
things past. The most prominent use of CoH's past on /r/cityofheroes was the 
depiction of CoH as an exceptionally good MMORPG in terms of its game 
mechanics, narrative qualities, and as a source of personal enjoyment. CoH 
was furthermore portrayed as being economically viable and unique; docu-
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mentation of player experiences and CoH's mechanics often involved conclu-
sions determining that no other videogame had the potential to be a satisfac-
tory replacement for CoH. These representations of CoH's quality, unique-
ness, and value as a product on the videogame market formed a means to gar-
ner of support for community action vis-a-vis the game's publishers and the 
decision to close down the MMORPG. In this capacity, the past was mobilized 
and embodied via documentation such as imagery, text, audio, and video, and 
used to depict CoH's current situation and to legitimize protests or other initi-
atives seeking to safeguard the community's access to the MMORPG. 

8.1.3 Knowledge production. 
The study of videogame-community practices with documentation proceeded 
to focus on knowledge production. The inquiry was carried out on the DSW, 
a wiki dedicated to the Dark Souls series, during a period of three months. The 
choice to examine how knowledge production was enacted in documentary 
practice was motivated similarly as the decision to study community memory-
making: knowledge production is an important aspect of community social 
life, and videogame-community knowledge production has received only lim-
ited research attention (exceptions include Barr, 2014; Golub, 2010; Steinku-
ehler and Duncan, 2008). Efforts of knowledge production were omnipresent 
on the DSW during the entire period of inquiry. The study started on the day 
before the release of DS2, an event that resulted in high levels of activity when 
the contributors to the site (the DSWians) rallied to explore and document 
DS2 while simultaneously managing the wave of new wiki contributors flock-
ing to the site in the wake of the game's release. 

The study showed that knowledge production on the DSW was enacted in 
practice in the following manner. The study observed how the DSW func-
tioned as a bounded setting of knowledge production in the videogame do-
main, and how the DSWians organized inquiries, utilized different methods 
and means, sources, and procedures of knowledge warranting as a means to 
turn the DSW into a comprehensive documentary resource built to the speci-
fications set by the community. The DSWians often expressed that the 
knowledge-building project of the DSW was distinguished from related work 
in forums and strategy guides by virtue of aiming to provide well-sourced and 
easy-to-navigate documentation using simple diction and highly standardized 
article and metadata structures. Importantly, all documentation of DS2 was to 
be produced by the DSWians themselves. To source texts, images, et cetera 
from other Dark Souls wikis or other websites was hence not allowed by the 
rules and policies of the DSW. Within the boundaries of these rules and poli-
cies, knowledge production was mainly unregulated—though smaller groups 
of usually senior wiki contributors pursued more organized efforts—and pro-
ceeded from the interests and prioritizations of the individual editor. Editing 
patterns were discernible, however: as the documentation of simpler aspects 
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of DS2 began to become complete, the focus of the DSWians shifted towards 
more complex matters which often required more advanced investigative 
methods. Similarly, the use of sources changed during the course of the study 
as new ones became available. 

The study also found that there were four major shaping factors that im-
pacted the modes of knowledge production practiced on the DSW. The first 
factor is the structures, priorities, and policies that informed the DSWians 
analyses and documentation of earlier Dark Souls games. Almost without ex-
ception, knowledge production related to DS2 followed the same strictures. 
An illuminating example here are the standards regulating article and metadata 
structures of DS2 documentation on the site, which to a significant extent were 
modeled after already-existing structures and not by the characteristics of 
DS2. The second factor was the modes of inquiry, sourcing, knowledge war-
ranting, and choices of methods that configured knowledge production on the 
site. An influential instance of this factor was the criterion of verified 
knowledge. There was wide consensus on the DSW regarding that documen-
tation of DS2's various aspects should be derived from direct observation. 
Conclusions produced by more interpretative approaches were not allowed to 
be presented in the article space of the DSW. The characteristics of the vide-
ogame in focus of the DSWians' efforts is the third factor that greatly impact 
the modes of knowledge production observed on the site. The Dark Souls 
games by design present the player with little information regarding what to 
do, where to go, or how game mechanics function. The information-starved 
environment of DS2 reduced the efficiency one of the DSWians most em-
ployed methods of investigation—to play and to record—and forced them to 
consult other sources, employ other methods and was, ultimately and plausi-
bly, the reason to adapt the aims and procedures of the DSW knowledge-build-
ing project to fit this state of affairs. The final major shaping factor was the 
videogame industry. All information that was provided by the publishers and 
producers of DS2, for instance, interviews or the strategy guide mentioned 
above, was approached by the DSWians as 'canonical' and was presented on 
the wiki as is and without critical examination or discussion on the DSW. The 
activities of DS2's publishers and producers hence greatly impacted how DS2 
was documented on the DSW. 

8.2. Videogame-community social media and the 
socioculturally-focused preservation of videogames 
The second aim of this study is to operationalize the acquired insights into 
videogame-community documentary practices in social-media environments 
in such a manner that it can benefit the area of socioculturally-focused video-
game preservation. The research questions addressed are: 



 122 

 
3. What is the current state of socioculturally-focused videogame-preserva-

tion research in terms of priorities, methods, and conceptions? 
4. How can the deepened understanding of information production in vide-

ogame-community social media inform preservational efforts directed to-
wards the sociocultural elements of videogames? 

 
The view of archival work that informed RQs 3 and 4 posits successful preser-
vational ventures as dependent on insights into the object that is to be pre-
served, and “the nature of its task” (Mortensen, 1999, p. 15). RQ 3 in answered 
below, and RQ 4 in Section 8.2.2: Implications for videogame preservation.  

RQ 3 was pursued on the basis of a critical systematic literature review 
(Grant and Booth, 2009) of publications pertaining to the subject of sociocul-
turally-focused videogame preservation. The review set out to investigate 
what motivation and drivers underpinned such preservational efforts, what 
content and types of materials were considered to be of priority, and what 
procedures were deemed effective. The review showed that the preservation 
of the sociocultural dimensions of videogames were carried out (and written 
about) by different actors with different interests, resources, and preferred pro-
cedures, and were driven by varying motivations and understandings of what 
a videogame is and what aspects of it are important for preservational pur-
poses. Three core conceptions of videogames' sociocultural aspects emerged: 
(i) The sociocultural dimensions of videogames cannot be separated from the 
videogame software; they are a key significant property of videogames that 
should be represented in videogame archival collections. (ii) The sociocultural 
dimensions of video-games can provide documentation of the context of vid-
eogames; they are a resource in videogame preservation in as much as they 
provide videogame software collections with a wider potential for use. (iii) 
The sociocultural dimensions of videogames are important to preserve be-
cause they are telling of contemporary society and its recent history and de-
velopment. 

The review furthermore found that four main approaches were used, or sug-
gested to be used, in the advancement of videogame preservation of this par-
ticular focus: conceptual work, collaborative planning and activity, adaptive 
measures oriented towards videogame software, and the collection of 'context 
materials.' The most prevalent category of context materials was that which is 
in focus of the current study: the social media produced and used by video-
game-communities like forums, blogs, and wikis. A number of studies how-
ever expressed concern regarding this strategy, and simultaneously underlined 
the relevance of the current study. Connecting to the discussion of the prereq-
uisites of archival work above, the concerns center on the need to further ex-
plore how videogame-community social media are created and used. Winget 
and Murray (2008a, p. 4) write that it would be beneficial for “archivists, cu-
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rators, and conservators [to have] a deeper understanding of the general crea-
tion behaviors and methods” of the people that produce videogame-commu-
nity social media. Winget (2011b, p. 68) expresses similar observations and 
propose a number of directions for future research, including investigations 
seeking to find out if such “materials perform some specific function” in the 
context of the videogame in question, and how they “used after the game 
closes, or the players are no longer active”; McDonough and Olendorf (2011) 
point to the need to attain insights into what materials to select in the collection 
of context materials. Based on the investigations of how documentary prac-
tices constitute memory-making and knowledge production in the communi-
ties of the DSW and /r/cityofheroes, the current study addressed these con-
cerns by providing insights into how the shapes and forms of videogame-com-
munity social media are linked to the modes of production and use by which 
such sites emerge. 

8.2.1. Aspects that impacted the shape and form of videogame-
community social media 
In order to operationalize the acquired insights into videogame-community 
social media in such a manner that can benefit the area of socioculturally-
focused videogame preservation (the EN, see Paper III), it is necessary to 
move beyond the identification of practices and delve into some commonali-
ties and dissimilarities between the documentary practices observed in the two 
field sites, putting the findings into dialogue with the reflections and conclu-
sions of previous research. An initial observation based on the results of the 
present study is that videogame-community documentary practices are per-
formed with similarly high degrees of expertise as has been indicated by ear-
lier studies (e.g., Barr, 2014; Steinkuehler and Duncan, 2008). The commu-
nity-produced documentation on /r/cityofheroes and the DSW is generally 
comprehensive and complex, and is in many scenarios vetted, expanded upon 
or corrected by other members of community than the original poster. Video-
game-community social media played several of the important roles outlined 
in literature exploring the 'social life' of documentation: they served as places 
for people to gather around, and they were a part in the establishment of com-
munity boundaries (Brown and Duguid, 1996; Frohmann, 2004b; Huvila, 
2011); they facilitated and influenced community memory-making and 
knowledge production (Bowker, 2005; Frohmann, 2004a) and functioned as 
places of embodied memory (cf. Nora, 1989); they had a mutually shaping 
relationship to the community they pertained to, and its historical and soci-
ocultural context (Berg, 1996; Law and Lynch, 1988).  
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The social-media environments of the communities studied in Papers II and 
III developed on the basis on the local configurations of documentary prac-
tices that were exercised there. The principal commonalities of these practices 
are discussed below. 

8.2.1.1. Material arrangements 
Schatzki (2001) and other practice theorists (Feldman and Orlikowski, 2011; 
Gherardi, 2012; Gherardi, 2016; Nicolini, 2013; Orlikowski, 2002; Orlikow-
ski, 2007) stress that analyses of practices must take the material arrangements 
of the site under study into consideration. The current study has reflected this 
analytical impulse and reinforced its relevance. The documentary practices of 
memory-making and knowledge production in the CoH and DSW communi-
ties were significantly configured by material arrangements of two kinds: the 
social-media platforms through which the practices were carried out—Reddit 
and MediaWiki respectively—and the videogames in focus in the communi-
ties. The platforms share some impactful features, most prominently the way 
in which they simultaneously record and make searchable a large part of the 
practices performed there. This resulted in patterns of social interaction where 
activities performed to other ends and in other times than the current also 
could become a part of the communal processes of memory-making or 
knowledge production. MediaWiki and Reddit however differ in many re-
spects, and thus had contrasting affordances for the documentary practices of 
the studied communities. The study of /r/cityofheroes suggests that the low 
amount of collaborative efforts and the large proportion of posts consisting of 
links or images may be partly influenced by the design of the platform. On the 
DSW, the practices of documenting DS2 tended to institute similarities in the 
resulting documentation—rather than to produce differences, a common char-
acteristic of knowledge production in the sciences (Knorr-Cetina, 1999)—be-
tween various occurrences in the videogame, and showed correspondence 
with what is known about knowledge production on Wikipedia (Jemielniak, 
2014; Sundin, 2011). These observations can be explained with reference to 
the toolset offered by MediaWiki (tags, categories, templates), Wikipedia's 
shaping influence on how work on other wikis is conducted (Mittell, 2009; 
Mittell, 2013), and the fact that the DSW uses the same, although differently 
configured, social-media platform—MediaWiki. 

While the mutually shaping relationship between practices and the social 
media through which they are enacted has been previously noted (e.g., by Gei-
ger and Ribes, 2011; Hunter, 2011; Mittell, 2009; Mittell, 2013), few mentions 
have been made concerning how the videogame in focus of a videogame com-
munity impacts their documentary practices and, consequently, how video-
game-community social-media environments are shaped. Two aspects of the 
interaction between videogame and documentary practices were discerned: 
the characteristics of the videogame and the current stage of its life cycle. The 
former aspect was explored in the study of the DSW, where the obscure nature 
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of DS2 forced the DSWians to adapt both procedures and the ends and direc-
tion of the knowledge-building project in its entirety. The inquiry into 
/r/cityofheroes illuminated how the life cycle of videogames impact commu-
nity social media. In this specific instance the ending of CoH triggered wide-
spread memory-making activities which in turn informed community protests. 
Research furthermore indicates that significant changes taking place mid-life 
cycle also can result in wide ranging community memory-making activities 
(Sköld, 2011). 

8.2.1.2. Videogame play and documentary practices 
The results of the present study strengthen the argument that the porous 
boundary between videogame play and participation in community documen-
tary practices in social-media spaces should be noted and recognized in video-
game research (cf. Newman’s, 2008, p. 13, distinction between playing vide-
ogames and playing with videogames). Generally, the DSW and CoH com-
munities showed many shared characteristics with Jenkins’ (2006) notion of 
participatory cultures. Community members acted in a critical and creative 
manner. Documentary practices in social-media environments emerged as be-
ing a part of videogame play for the members of the studied communities, as 
previously noted by Pearce (2011), Taylor (2006), and Boellstorff (2008). 

The present study also provides several results that serve to shed further 
light on the porous boundary between videogame play and participation in 
documentary practices on videogame-related social media. Gameplay was an 
important element of knowledge production on the DSW: the videogame itself 
was one of the pivotal sources of information in the work of the DSWians, 
and videogame play was the fundament of several important knowledge-pro-
duction procedures. The present study also indicates how practices in video-
game-community social media influence play, a connection hypothesized by 
Newman (2011) and Bullard (2013). Many players came to the DSW asking 
questions—thus often inciting investigative gameplay if the answer was un-
known—and expressed how documentation on the site informed the way they 
played DS2. Reminiscent of Pearce's (2011) analysis of feedback in web en-
vironments and its importance for the emergence of social phenomena, the 
posting of CoH documentation on /r/cityofheroes seemed to lead to more com-
munity members logging into the game, capturing video and taking screen 
captures, and then sharing them on the discussion board. The documentary 
practices of the CoH and DSW communities differently illustrated how (non-
gameplay) activities of play have an effect on how videogame-community so-
cial media are configured. Memory-making on /r/cityofheroes included mul-
tiple instances of the acts of appropriation that Jenkins (2006) calls 'poaching,' 
which he views as a key interaction in participatory culture. Much of the texts, 
images, videos that documented past events, places, and characters in CoH 
were annotated or presented as a part of fan writing efforts or the sharing of 
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personal history. Any such ways to contextualize documentation were vigor-
ously counteracted on the DSW, where ludic representations of DS2 were 
deemed to be of higher priority than any articulations of narrative or personal 
dimensions of gameplay. 

8.2.1.3. Organization, regulation, and videogame-industry relations 
The documentary practices of the CoH and DSW communities, and conse-
quently the manners in which they impact the shapes and forms of /r/cityof-
heroes and the DSW, were tied to community organization and regulations. 
Jenkins (2008, p. 57) wrote that the emergence and disbandment of 'fan' com-
munities are tied to the pursuit of common interests. In the practice-theoretical 
lens, community membership is dependent on the participation in the practices 
of the community. These correlative analyses hold true also in relation to the 
results of the present study. The release of DS2 caused a rise in activity on the 
DSW, which can be interpreted as a reflection of the fact that the release gave 
many players the opportunity to actualize their interest in playing the game by 
participating in community practices. The study of /r/cityofheroes provides 
and interesting observation of relevance here. When CoH was taken offline, 
activity on the Reddit discussion board continued for at least the duration of 
the study (four months). It can be supposed that the ends of community docu-
mentary practices shifted during the study's seven-month time span, from be-
ing centered on CoH gameplay to ensuring continued or future access to the 
game, and reminiscing. This observation is in line with what Shove, et al. 
(2012, p. 97) write about the evolution of practices: “[i]t is obvious that past 
performances create and limit opportunities for future development.” 

Previous research on productive videogame communities have offered dif-
fering descriptions of their organization and regulation. Jenkins (2006; 2008), 
drawing on Lévy (1997), depicts fan community productive activities as prin-
cipally collective in nature, procedurally diverse, and non-hierarchic in terms 
of organization and the statuses of different modes of production. Mittell 
(2009); Mittell (2013) and Toton (2008) on the other hand argue that a process 
of polarization is implicit in the productive ventures of fan communities, 
where certain aspects of fandom are deemed more important and relevant than 
others. The communities of CoH and the DSW proved to be interestingly dif-
ferent in terms of their organizations and their regulation of documentary prac-
tices. The CoH community did not have any assigned roles or responsibilities. 
Furthermore, no regulative attempts were observed despite the wide variety of 
documentation that was posted to the site. The DSW is a contrasting case: it 
was more organized and significantly more regulated, and documentary prac-
tices on the wiki were afforded different values. Although the site's forum 
section could see a wider variety of fan production and different perspectives 
being voiced, the collective effort of documenting DS2 was led by a smaller 
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group of active contributors, moderators, and administrators, who also es-
poused increased codification of the DSWs hitherto unwritten rules and poli-
cies. 

The present study also shows that the relationship between the communi-
ties studied and the videogame industry was an important factor in the regula-
tion of documentary practices. The most obvious, but nevertheless important, 
example is how the decision to take CoH offline was followed by wide partic-
ipation in community memory-making. Generally during the study of 
/r/cityofheroes, the activities of CoH's publisher and owner were one of the 
elements that affected the memory-making dynamics the most. On the DSW, 
the influence of community–industry relationships was more easily discerni-
ble in detail. Knowledge production on the DSW proceeded among similar 
lines found by Mittell (2013; 2009) and Toton (2008) in their research on fan-
wikis: certain types of information from certain types of sources were equated 
to being 'fact.' Such sources, for the DSWians, were DS2 and materials that 
bore connection to the videogame's developers, like interviews, online posts, 
and DS2's strategy guide. The release of DS2's strategy guide, for instance, 
led to the revision of much of the documentation already in place on the wiki 
that had to a larger extent been based on interpretative efforts based on among 
other things knowledge of previous Dark Souls games and general videogame 
mythology. 

8.2.2. Implications for videogame preservation 
Videogame-archival collections are shaped by what archivists do and what 
archivists know—ranging from what items exists in the archive to how they 
are represented and contextualized. Videogames and videogame play are to a 
great extent important, fragile, and ephemeral. If future work (scholarly, vid-
eogame industry, other) pertaining to anything else than recently released vid-
eogames is to be possible to conduct systematically, the preservation of vide-
ogames and what has here been termed the sociocultural dimension of video-
games must be actively pursued. The current study is based on the premise 
(previously investigated by Newman, 2008; 2012a and others) that a plausible 
way to preserve the sociocultural dimension of videogames is to collect doc-
umentation produced by videogame communities in their social-media envi-
ronments. From an archival point of view, the advantages of videogame-com-
munity social media lie in their prolificacy and accessibility in combination 
with their qualities as documentation of community social life. This value, in 
turn, springs from how closely entangled social media and online videogame 
communities are and the wide array of practices that videogame-related social 
media hold documentation of. As shown above, the present study offers in-
sights into how the shapes and forms of videogame-community social media 
are linked to the documentary practices by which they emerge. These insights 
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have the following implications for archival procedure and perspectives re-
garding the safeguarding of videogame-community social media. 

8.2.2.1. Videogame communities and the fandom domain 
The present research indicates that it is important for archivists to recognize 
the particular characteristics of videogame communities. Comparing the re-
sults of this study with research concentrating on other topic-centered com-
munities (Baym, 2000; Jenkins, 2006; Jenkins, 2008; Mittell, 2009; Mittell, 
2013; Toton, 2008), significant similarities emerge; social media are em-
ployed to, among other things, facilitate community practices, including col-
laborative knowledge production. In terms of the factors that shape commu-
nity social media, the current study shows, however, that there are modes of 
production that distinguish videogame communities. This observation con-
nects to arguments presented by Wirman (2007), who question Jenkins' (2006; 
2008) blanket use of the fandom term on the basis of a study that shows forms 
of productivity exist that are specific to the videogame domain. While Wirman 
(2007) points to certain types of instrumental productivity as an example of 
an occurrence that differentiates videogame-community activity, the current 
study demonstrated how the interactability and specifics of the videogame at 
the center of community activity, in combination with its life cycle, impact the 
shape and form of the community's social-media environment. 

8.2.2.2. Factors impacting videogame-community social media 
As numerous previous studies have elucidated, social media are important 
sites of interaction for videogame communities (Golub, 2010; Newman, 2011; 
Pearce, 2011; Steinkuehler and Duncan, 2008; Taylor, 2006; Warmelink, 
2014). The current study has reinforced this observation, and contributed ad-
ditional insights into how videogame social media emerge as a result of com-
munity documentary practices. Abstracting from the above, key factors im-
pacting videogame-community social media that have been identified during 
the course of this research are: the characteristics of the social-media plat-
forms; the characteristics and life cycle of the videogame at the center of com-
munity attention; principal types of current and historical documentary prac-
tices that the community is engaged in (e.g., related to memory-making, 
knowledge production); how the community is organized and what regula-
tions are involved in their activities; videogame-community–industry rela-
tions; the porous boundaries between videogame play and documentary prac-
tices in videogame-related social-media environments. 

The overall picture that unfolds is that the collection of videogame-com-
munity social media is both an asset and a challenge for efforts of videogame 
preservation. Social media have the potential to provide context for and doc-
umentation of a wide array of sociocultural aspects of videogames, including 
community knowledge production and memory-making, and about how pat-
terns of gameplay and videogame consumption emerge and are negotiated. 
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However, the present research also shows that there are many—and poten-
tially rapidly changing—circumstances that are important for the interpreta-
tion for the social media themselves. This complexity illustrates that the 
preservation of videogames must be a composite effort, where the collection 
of videogame-community social media is flanked by for instance the building 
of software collections and application of adaptive measures. 

The present research has taken a broad approach to the study of documen-
tary practices in social-media environments. Preservational projects seeking 
to collect videogame-community social media may be advantaged by more 
closely considering which dimensions of videogame communities and their 
practices are of priority. As illustrated previously, the enterprise which the 
community in focus is invested in affect the documentation that is produced. 
To refer to the field studies that underpin this work, the DSW held more doc-
umentation of a ludological nature, while /r/cityofheroes had a greater propor-
tion of documentation detailing narratological aspects. 

8.2.2.3. The current state of socioculturally-focused videogame 
preservation 
A part of the present research was to attain an understanding of the current 
state of socioculturally-focused videogame preservation (see Paper IV) and 
ongoing or completed initiatives of videogame preservation (see Chapter 3: 
Videogame preservation). These reviews also carry implications for future 
preservational efforts by providing insights into present procedures, percep-
tions, and knowing in the videogame-preservation arena. The reviews indicate 
that there is a widespread recognition of the importance of preserving soci-
ocultural dimension of videogames. The reviews also present the most com-
monly occurring preservational motivations that underpin socioculturally-fo-
cused archiving ventures, suggested methods, prioritized types of material and 
content, and potential uses of the gathered material—all aspects that are of 
interest to consider in the planning stages of such initiatives. 

Collaboration between institutions and videogame communities appears to 
be a potent approach to collecting videogame-community social media. The 
current study shows that videogame communities possess a considerable ca-
pacity and expertise regarding the production and annotation of many aspects 
of community social life and the videogame or videogames at the center of 
attention (Papers II, III, and Sköld, 2011). Collaborations between an institu-
tion seeking to preserve the sociocultural dimensions of videogames and a 
videogame community could assume a variety of forms. The community 
could be asked to provide materials on certain themes or of a certain signifi-
cance (for the community), and metadata and metadata models could be 
sourced or receive input from members of the community (cf. Lee, et al., 
2015a; Lee, et al., 2015b). 
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8.3. Concluding remarks 
The ‘information superhighway’ (e.g., Gibson, 1984) and the ‘electronic fron-
tier’ (Rheingold, 2000); the sense of newness and excitement that once per-
haps worked to the benefit of such terms have today somewhat diminished 
(their evocative qualities notwithstanding, of course). Currently, the Internet 
and what goes on there is often approached as something that is both—or 
something in between—online and offline, physical and digital, everyday and 
emergent, and as something that bears continuity with older doings and states 
of affairs, and something of comparative newness. People with common in-
terests formed communities long before the arrival of the web, and these com-
munities have engaged in forms of what is here termed documentary practices 
as a part of community activity. Whether newly emerged or of older ancestry, 
the manifold activities that make up a large part of the everyday goings-on 
that take place in the social-media environments of videogame communities—
the linking, liking, and strategizing; discussions, small talk, and analyses; sto-
rytelling, image and video uploads—have been at the center of this study. 
Time and effort have been devoted to trying to understand some of the ways 
in which such mundanities connect to dimensions of videogame-community 
social life, and to therefrom pry out some implications for videogame preser-
vation, a pressing matter that deserves research attention and efforts of devel-
opment. On the basis of this study, it is plausible to argue that online video-
game communities are something that archival and scholarly projects should 
recognize as partly distinct from present-day online communities centered on 
other types of media and topics mainly because of the impactful and media-
specific features of videogames outlined in the discussion above. 

The current study makes several topical, conceptual, and interdisciplinary 
contributions. The study continues the work of Newman (2008; 2012a) and 
others by advancing the empirical understanding and theoretical framing of 
how videogame communities are entangled with their social-media environ-
ments, and how the structures and documentation present in such spaces are 
shaped by the documentary practices of the community. Furthermore, the cur-
rent inquiry illustrates how an informed view of videogame-community doc-
umentary practices in combination with insights into how videogame commu-
nities carry out important community functions by engaging in social-media 
spaces hence, from the archival perspective, lend insights into the sociocul-
tural underpinnings of, and the provenance and representational aspects per-
taining to, the resulting documentation. More topical contributions include a 
better understanding of how videogames and videogame communities relate 
to the 'fandom' domain (television series, films, see Chapter 4: Online com-
munities and online community productivity), how videogame communities 
enact memory-making and knowledge production in practice, and the for-
mation of an overview of the current state of videogame-preservation research 
and procedure. 
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On a disciplinary level, the present study demonstrates how research in the 
sphere of ALM can be designed to draw on concepts, research questions, and 
theories native to multiple ALM disciplines and come to fruitful conclusion. 
This attempt has necessitated, to a certain degree, a multilayered construction 
of the theoretical perspectives, literatures, and so on, of this research work—
resulting in more conceptual and empirical breadth. In fact, the research 
course pursued in this study would not be possible without such a maneuver. 
Also, the present inquiry has made contributions that show the relevance that 
the disciplines of LIS and archival studies hold in the scholarly overall venture 
to grasp how everyday online scenarios and articulations are interwoven with 
human practice and technology, especially in the large and influential video-
game domain. 

This study suggests future research pertaining to the themes of archives, 
players and the study of videogame-community social media. Inquiries into 
what motivates players to participate in videogame-related social-media doc-
umentary practices, and how players identify themselves as part of communi-
ties, would greatly benefit the line of study represented in his work. It is also 
of interest to shed additional light on the relationship between gameplay and 
the use and production of videogame-community social media by more 
closely focusing on how videogame-related social media is consulted and cre-
ated during gameplay, and how the functionalities and affordances of such 
sites plays a part in shaping the practices enacted there (see e.g., van Dijck, 
2012; Skeggs and Yuill, 2016) Further studies could also serve to research 
procedures of how best to ingest community-produced materials into digital 
archives, including developing suitable metadata models and archival con-
cepts (significant properties, provenance). This study has showed the com-
plexity of the everyday documentary practices that underpin the production of 
information in videogame-related social media. Further study of this topic (see 
below) aside, it is of importance for future studies to engage in the develop-
ment of best-practices and guidelines of selection in preservational efforts of 
documentation produced by videogame communities. Of importance to the 
entire preservational venture of interest in this study is to consider the collec-
tion of videogame-community social media from an ethical standpoint, and to 
produce ethical procedures and frameworks of general usefulness in efforts of 
socioculturally-focused videogame preservation.  

Research should also continue to investigate the entanglement of video-
game communities and social media. The importance of this research topic 
can be illustrated with reference to a trend in the corpus of previous studies 
that underpin the present work. The trend regards how videogame documen-
tary practices extend beyond the videogame domain. Just as many of these 
studies consider the boundary between videogames and social media or other 
Internet-based services to be porous, they also predict that behaviors, skill sets, 
and perceptions that emerge in the context of videogames will become mean-
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ingful and relevant in other arenas. Examples, nascent—though surely not ex-
clusively—in the videogaming setting, include ways of seeking, evaluating, 
and using information (Adams, 2009); integration of community values in so-
cial media (Bullard, 2013); manners of collaborative writing (Hunter, 2011); 
historical activity (Webber, 2016); and literacies (Martin and Steinkuehler, 
2010; Steinkuehler, 2007). These observations indicate that it is important to 
recognize what goes on in the videogaming domain; such cognizance could 
indicate what skills and literacies are required for meaningful online partici-
pation, and underpin key insights into the workings of current culture and so-
ciety (see also Hollister, 2016). Finally, it is important that future inquiries 
explore the approximate cycles and patterns of how videogame-community 
documentary practices emerge, evolve, and disappear (see Shove, et al., 2012). 
Such studies could benefit socioculturally-focused efforts of videogame 
preservation by providing a research-based understanding on which to base 
decisions relating to planning, execution, description, and more. Further ex-
plorations investigations in this vein should include different communities, 
social-media platforms, and types of documentary practices than those ex-
plored in this study in order attain a better understanding of the breadth and 
complexities of this research topic. 

Even as the writing of this text draws to an end, it is difficult to discern 
exactly what ideas, insights, or desires to know formed the initial motivation 
from which the rest of the present work emanated. Nevertheless, it is possible 
to identify driving forces of both personal and scholarly kinds. One is the au-
thor's own experiences of videogame playing and participation in videogame 
social media, which have been highly interlinked and mutually shaping. An-
other impetus was the status of videogames and videogaming as a current and 
important, yet under-explored, area of research from the perspectives of both 
LIS and archival studies. Videogame preservation here emerges as a pressing 
concern for both scholarly and industry pursuits and—perhaps—for cultural 
heritage purposes in general, while a deepened understanding of the documen-
tary practices of videogame communities is valuable both in its own right, and 
for a better understanding how and why people do lots of things with digital 
technology and how digital technology plays important parts in the everyday 
lives of many people. 



 133 

9. Sammanfattning (Summary in Swedish) 

Digital teknik är idag ett viktigt inslag i många människors vardag. Samma 
bild framträder när det gäller sådant som uppstår ur mänsklig interaktion 
såsom samhälle och kultur—digital teknik är en betydande och meningsfull 
del av många sociala arenor. Den digitala teknikens genomslag har resulterat 
i att en mångfald av digitala material produceras och förmedlas av olika aktö-
rer i olika sammanhang via olika verktyg och distributionskanaler. Samtidigt 
som digitalt material är lätt att producera och förmedla så länge nödvändig 
utrustning finns till hands, har det också egenskaper som gör det besvärligt att 
bevara och kommunicera över tid. Digitalt material utgör därför en utmaning 
för ABM-institutioner (arkiv, bibliotek, museum) och andra verksamheter 
som har till uppdrag att samla, bevara och tillgängliggöra material på lång sikt. 
Utmaningen återfinns i bevarandeprocessens samtliga steg: från frågor gäl-
lande urval, till hur begrepp som kontext och autenticitet kan förstås i relation 
till digitalt material, såväl som till vilka metadatamodeller och metoder för 
tillgängliggörande som är tillämpliga. Varför det är av vikt att hitta lösningar 
på de många utmaningar som kringgärdar digitalt bevarande är uppenbart: 
möjligheten att i framtiden forska eller på annat sätt använda digitalt material 
från andra tider än enbart det nära förflutna vilar i en betydande del på att 
fullgoda bevarandeinsatser genomförs i vår samtid. 

Datorspelsarkivering är ett viktigt delproblem i det fält av utmaningar som 
rör bevarandet av signifikanta aspekter av (den digitala) samtiden. Datorspel37 
och datorspelande är viktiga att bevara på grund av deras kulturella, ekono-
miska och historiska betydelse (Begy, 2015; Chapman, et al., 2017; Pötzsch 
och Šisler, 2016; Webber, 2016). Att bevara spel är emellertid en svår uppgift 
som för med sig utmaningar av teknisk, juridisk, kollaborativ, konceptuell och 
metodologisk natur (MacDonough, et al., 2016; McDonough, et al., 2010; 
Newman, 2012a). För att framtida tillgång till funktionalitet och dokumentat-
ion av datorspel ska kunna säkerställas är riktade bevarandeinitiativ nödvän-
diga (Bachell och Barr, 2014; Guttenbrunner, et al., 2010; McDonough, et al., 
2010). Datorspelsbevarandets utmaningar kan enbart mötas genom forsk-
nings- och utvecklingsinsatser som siktar på att gradvis lösa de problem som 
är implicita i sådan verksamhet. Föreliggande studie utgör ett steg i denna 
riktning. 

                                 
37 “Datorspel” används som ett paraplybegrepp som omfattar alla typer av spel som spelas på 
datorer, konsoler, mobiltelefoner, surfplattor, m.m. 
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Tidigare forskning om datorspelsbevarande kan delas i in i två huvudsak-
liga kategorier. Den första kategorin inrymmer sådana studier som koncentre-
rat sig på att utveckla metoder för att säkerställa datorspelens funktionalitet 
och tillgänglighet på lång sikt (Anderson, et al., 2010; Guttenbrunner, et al., 
2010; McDonough, 2011; McDonough, 2012). Forskning som tillhör den 
andra kategorin har istället argumenterat för och undersökt hur de sociokultu-
rella aspekter som existerar “bortom” spelens programkod samt audiovisuella 
dimensioner—spelkultur, kulturella och sociala aspekter av datorspelande, 
spelgemenskapers38 sociala liv och aktivitet—kan dokumenteras och inlem-
mas i spelarkiv (Lowood, 2004; Newman, 2012a; Shipman och Marshall, 
2014). Att samla in material producerat av spelgemenskaper i sociala medier 
har lyfts fram som ett centralt steg i att tillgodose framtida användare av spe-
larkiv med information om de aktiviteter och processer som spelgemenskapers 
verksamheter består av (Harrison, 2009; McDonough och Olendorf, 2011; 
Winget, 2011), och därjämte som ett nödvändigt steg i spelbevarandeproces-
sen (Newman, 2008; Newman, 2012a). 

Denna studie bidrar till kunskapsläget i den andra kategorin av spelbeva-
randeforskning genom (i) att skapa en överblick av forskningsläget om socio-
kulturellt-orienterad spelbevarandeforskning och; (ii) att undersöka hur dator-
spelsgemenskaper producerar information i sociala medier (diskussionsforum, 
wikis), samt vilka betydelser som sådan information och informationsprodukt-
ion har i spelgemenskaperna. En studie av föreliggande slag kan självfallet 
inte möta alla föreliggande utmaningar i bevarandet av datorspelens sociokul-
turella dimensioner. Den kan däremot leverera pålitliga resultat som kan ligga 
till grund för praktiska och teoretiska överväganden i spelbevarandeinitiativ, 
exempelvis sådana som har att göra med prioritering, urval, och arkivbeskriv-
ningar och annan metadata. Motivet till att sätta studiet av spelgemenskapers 
informationsproduktion i sociala medier i dialog med problemkomplexet 
kring sociokulturellt orienterat bevarande av datorspel har sin grund i följande: 
en fundamental princip inom alla arkiv- och bevarandeverksamheter är att väl-
grundade beslut samt kapaciteten att genomföra evaluerande analyser och 
göra teoretiska bidrag, baserar sig på god kännedom om materialet som ska 
bevaras, inklusive dess karakteristik och proveniens(er) (se t.ex. Gilliland och 
McKemmish, 2004; Kirschenbaum, 2012; Mortensen, 1999). Denna princip 
är särskilt aktuell i samband med nya arkivobjekt som datorspel, där beprövad 
praxis ännu inte har utarbetats. 
 
 

                                 
38 Det finns många olika typer av spelgemenskaper. I fokus för denna studie är spelgemenskaper 
där sociala media och annan digital teknik utgör de huvudsakliga kommunikationsmedlen med-
lemmarna emellan. 
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9.1. Syfte och frågeställningar 
Studien positionerar sig huvudsakligen inom de biblioteks- och informations-
svetenskapliga (B&I) och arkivvetenskapliga forskningsfälten, men tangerar 
även spel- och organisationsstudier samt andra discipliner. Även om den 
mängden relevant forskning inom dessa fält både är stor och diversifierad så 
finns det få tidigare studier som har tagit sikte på relationen mellan datorspels-
gemenskaper och datorspels-relaterade sociala media, och hur information i 
den senare uppstår som en följd av de förstnämndas aktiviteter. Med vissa 
viktiga undantag (Barr, 2014; Bullard, 2013; Harviainen, et al., 2012; New-
man, 2008; Newman, 2012; Sköld, et al., 2015) är det möjligt att observera en 
trend i den tidigare forskningen där relationen mellan spelgemenskaper och 
spelrelaterade sociala media enbart berörs i studiet av andra (emellertid rele-
vanta och relaterade) fenomen som t.ex. hur spelare organiserar sig och sitt 
spelande (Warmelink, 2014) och datorspelskultur (Boellstorff, 2008). Samma 
mönster kan noteras i forskningsläget som råder gällande datorspelsbeva-
rande. Flertalet studier konstaterar att information producerad av spelgemen-
skaper har stor relevans för bevarandet av spel (t.ex. MacDonough, et al., 
2016; McDonough och Olendorf, 2011; Newman, 2011; Newman, 2012a), 
men få initiativ att beforska de kontexter och aktiviteter i och via vilka sådan 
information produceras (Crawford, 2012) har tagits. Samma förhållande gäller 
möjligheten att undersöka hur dylika studier kan bidra till forsknings- och be-
varandeinitiativ riktade mot datorspel. 

Föreliggande studie siktar på att fylla dessa kunskapsluckor. Studiens över-
gripande målsättning är att sätta fokus på hur datorspelsgemenskaper produ-
cerar information i sociala medier, och att skapa insikt i hur sådana kunskaper 
kan komma till nytta i sociokulturellt-orienterat datorspelsbevarande. Studien 
har vägletts av två syften. Det första syftet är att teoretisera och utveckla en 
förståelse för hur form och innehåll i social media-miljöer relaterade till spel-
gemenskaper växer fram som ett resultat av de informationsproducerande ak-
tiviteterna som miljöerna inrymmer, och hur dessa aktiviteter är förbundna 
med gemenskapernas sociala processer. Fokus riktas här mot social media-
baserad informationsproduktion som försiggår i samband minnesskapande 
och kunskapsproduktion—två processer av stor vikt i gemenskaper, organi-
sationer och andra sociala grupper (se t.ex. Blackler, 1995; Bowker, 2005; 
Gherardi, 2012; Walsh och Ungson, 1991).  

Studiens första syfte möts genom att följande frågeställningar besvaras: 
 

1. Hur praktiseras minnesskapande och kunskapsproduktion i datorspelsge-
menskaper? 

2. Hur påverkas datorspelsgemenskapernas praktiker med relevans för min-
nesskapande och kunskapsproduktion av egenskaperna hos de sociala me-
dier via vilka dessa praktiker genomförs? 
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Studiens andra syfte är att operationalisera insikterna i spelgemenskapers in-
formationsproduktion på ett sådant sätt att de bidrar till kunskapsläget om so-
ciokulturellt-orienterat spelbevarande. Forskningsfrågorna som undersöks i 
samband med det andra syftet är: 

 
3. Vilket är det rådande forskningsläget gällande bevarande av datorspels 

sociokulturella aspekter i termer av prioriteringar, metoder, och begrepp? 
4. Hur kan insikter i hur spelgemenskaper producerar information i spel-re-

laterade sociala medier bispringa bevarandet av datorspels sociokulturella 
aspekter? 

 
Föreliggande studie är kvalitativ till sin karaktär och använder sig av olika 
metoder, materialtyper och ett flerledat teoretiskt ramverk för att uppnå sina 
syften. Studien består av fyra delstudier, rapporterade i fyra artiklar (I–IV), 
och en kappa. Forskningsfrågorna vägledde designen av delstudierna, inklu-
sive val av källmaterial, metoder, och teoretiska resurser. Studiens teoretiska 
ramverk skisseras i artikel I och vidareutvecklas i kappan. Ramverket är i hu-
vudsak baserat på praktikteori och dokumentteori och har kapacitet att ge per-
spektiv på spelgemenskapers minnesskapande och kunskapsproduktion såväl 
som deras informationsproduktion i sociala media. Artiklarna II och III rap-
porterar fältstudier av minnesskapande (II) and kunskapsproduktion (III) i 
spelgemenskaper. Artikel II är baserad på en studie av en spelgemenskap på 
webbplatsen Reddit (www.reddit.com) dedikerad till online-rollspelet City of 
Heroes (CoH). Artikel III utforskar kunskapsproduktion på Dark Souls Wiki 
(DSW; http://darksouls.wikia.com/wiki/Dark_Souls_Wiki), en wiki ägnad åt 
spelserien Dark Souls (vid studiens genomförande i huvudsak det andra spelet 
i serien, Dark Souls II, DS2). Artikel IV är grundad på en kvalitativ systema-
tisk litteraturöversikt av spelbevarandelitteratur som syftar till att producera 
de insikter som krävs för att sätta artiklarna I–III i sammanhang med forsk-
ningsläget gällande spelbevarande i allmänhet och spelbevarande orienterat 
mot datorspelens sociokulturella dimensioner i synnerhet. Vid sidan av det 
teoretiska ramverket utgör tidigare forskning om fans och fan-gemenskaper 
(Jenkins, 2008; 2013), olika typer av produktion i online-gemenskaper via so-
ciala medier (Barr, 2014; Golub, 2010; Steinkuehler och Duncan, 2008) och 
datorspelsbevarande (McDonough, et al., 2010; Newman, 2012a; Winget, 
2011b) viktiga tolkningskontexter för studiens resultat. 

Härnäst presenteras delstudierna i större detalj. Därefter följer en samman-
fattning och diskussion av studiens resultat. 
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9.2. Delstudier 
9.2.1. Artikel I. Att spåra spår: ett dokument-centrerat 
tillvägagångssätt för att bevara datorspelsgemenskaper 
Den första delstudien tar sin utgångspunkt i resonemanget att framgångsrika 
bevarandeinitiativ inom ABM-sektorn vilar på att de ingående prioritering-
arna, besluten och valen av bevarandemetoder är bygger på en god förståelse 
av objektet i centrum för bevarandearbetet (Kirschenbaum, 2012; Mortensen, 
1999; Schwartz och Cook, 2002). Denna tankegång implicerar att nya materi-
altyper, där praxis och goda kunskaper baserade på forskning eller erfaren-
heter från tidigare bevarandeprojekt inte finns att tillgå i någon omfattande 
utsträckning, för med sig betydande utmaningar för de ABM-institutioner och 
andra verksamheter som har bevarande och tillgängliggörande inom sitt verk-
samhetsområde. Brügger (2012), Galloway (2005) och Snickars (2010) obser-
verar att denna situation ofta är fallet när det gäller digitala objekt. Litteraturen 
indikerar likaså att sociala media är viktiga platser i online-gemenskaper 
(Hine, 2000; Lowood, 2009; Rehn, 2001). Det är mot denna bakgrund som 
delstudiens syfte framträder: att utveckla ett ramverk som kan användas till att 
teoretisera spelgemenskapers informationsproduktion i spelrelaterade sociala 
medier och som kan vägleda kommande empiriska undersökningar. Ramver-
ket utvecklades genom en konceptuellt och syntetiskt driven analys av tidigare 
forskning om datorspel och datorspelsgemenskaper (Boellstorff, 2008; Pe-
arce, 2011; Rheingold, 2000, m.fl.), bevarande av datorspel (McDonough, et 
al., 2010, m.fl.), praktikteori (t.ex. Reckwitz, 2002b; Schatzki, 1996) och do-
kumentstudier (t.ex. Buckland, 1997; Lund, 2010; Frohmann, 2009). 

Artikel I indikerar att det finns analytiska fördelar med att teoretiskt närma 
sig spelrelaterade sociala medier inte som passiva förvar av dokumentation 
skapad av spelgemenskaper, eller som biprodukterna av interaktion över In-
ternet, utan som knutpunkter för praktiker där datorspelgemenskapers sociala 
processer (kunskap, synpunkter, normer, gemensamma sätt att utföra uppgif-
ter) förhandlas fram, reproduceras och moduleras. I det ramverk som utarbetas 
i artikel I framträder också att det är att föredra att lyfta fram informationsbe-
greppets materiella dimensioner i studiet av spelgemenskapers informations-
produktion i sociala medier. Ur denna synvinkel, och i de kommande delstu-
dierna, konceptualiseras information som “dokument” och praktiker med me-
ningsfull anknytning till information som “dokumentpraktiker”. Det visas 
också att ytterligare kunskapsbidrag till sociokulturellt-orienterat spelbeva-
rande förutsätter empiriskt grundande insikter i de dokumentpraktiker genom 
vilka dokumentation produceras av spelgemenskaper i spelrelaterade sociala 
medier. De delstudier som avrapporteras i artikel II och III är svar på dessa 
uppmaningar till fortsatt forskning. 
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9.2.2. Artikel II. Minnesskapande i datorspelsgemenskaper: 
dokumentpraktiker i City of Heroes-gemenskapen 
Den andra delstudien undersöker hur spelgemenskaper använder spelrelate-
rade sociala medier för att dokumentera sitt förflutna. Delstudien bidrar till 
kunskapen om hur minnesskapande i spelgemenskaper sker via medlemmar-
nas deltagande i dokumentpraktiker. Studien visar vidare hur spelgemenskap-
ernas minnesskapande sker i sampel med gemenskapens dokumentpraktiker 
och de egenskaper som den sociala medier-plattformen i bruk innehar. Artikel 
II är baserad på en studie av en CoH-gemenskap på diskussionsforumet 
/r/cityofheroes på webbsiten Reddit. CoH var ett online-rollspel som lades ner 
ungefär mitt i den sju månader långa studieperioden. Delstudiens teoretiska 
resurser utgörs av ramverket som utarbetades i artikel I med tillskott av forsk-
ning om minnesskapande (Bowker, 2005; Featherstone, 2000; Featherstone, 
2006; Halbwachs, 1992; Nora, 1989; Walsh och Ungson, 1991). 

Studien visar att fem huvudsakliga representationer av CoHs förflutna do-
kumenterades på /r/cityofheroes. Dessa representationer var centrerade kring 
(i) de audiovisuella element som utgjorde CoHs spelvärld; (ii) erfarenheter 
från att spela CoH; (iii) datorspelsindustrin; (iv) CoHs narrativa dimensioner 
och (v) CoHs spelmekaniker. En stor bredd av ämnen och perspektiv doku-
menterades, på olika sätt och i olika syften, på /r/cityofheroes under studiens 
gång. Analysen sätter fokus på hur det dokumenterade förflutna spelade en 
aktiv roll i gemenskapens sätt att handskas med situationen som CoHs ned-
läggning förde med sig. Exempelvis spelade denna dokumentation en roll i 
gemenskapens protester mot beslutet stänga ner CoH och i de strategier som 
tillämpades för att uppmuntra till fortsatt aktivitet på /r/cityofheroes också ef-
ter att spelet inte längre var tillgängligt. Att dokumentpraktiker som syftade 
till minnesskapande var så komplexa och framträdande under studieperioden 
kan förklaras med hänvisning till CoHs nedläggning. Beskedet att gemenskap-
ens tillgång till CoH skulle upphöra hade inverkan på de flesta praktiker som 
observerades under studien både före och efter att den faktiska nedläggningen 
hade skett. Den intensiva aktivitet som försiggick på /r/cityofheroes också vid 
studiens slut, ungefär fyra månader efter att CoH stängts, indikerar att de min-
nesskapande dokumentpraktikerna bidrog till att hålla samman gemenskapen 
genom att erbjuda medlemmarna ett sätt att relatera till CoH, dess spelvärld, 
spelmekaniker, dess narrativa dimension och erfarenheterna av att ha varit en 
spelare även om själva spelet inte längre fanns att tillgå. På sätt fungerade 
/r/cityofheroes som ett lieux de mémoire (Nora, 1989)—en plats där minne 
materialiseras—för CoH-gemenskapen. 
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9.2.3. Artikel III. Kunskapsproduktion i en datorspelswiki: 
undersökningar, källmaterial och metoder 
Den tredje delstudien undersöker hur kunskapsproduktion praktiseras i en da-
torspelsgemenskap. Studien baseras på en tre månader lång, etnografisk studie 
av DSW som inleddes samma dag som DS2 släpptes. Studien fokuserade på 
DSW-gemenskapens kunskapsmål, hur medlemmarna i DSWs gemenskap 
(DSWianerna) organiserade undersökningar, samt deras bruk och val av käll-
material, metoder och kunskapskriterier. Teoretiska resurser hämtades från 
praktikteoretiska perspektiv på kunskapsproduktion (huvudsakligen Knorr-
Cetina, 1999; se också Becher, 1989; Latour och Woolgar, 1979; Orlikowski, 
2002) och dokumentstudier (t.ex. Brown och Duguid, 1996; Frohmann, 
2004b). Studiens formulering, upplägg och genomförande var influerat av och 
Geertz (1993, p. 5–10) och skrifter som utreder hur etnografi kan tillämpas i 
studier av fenomen på Internet (t.ex. Gatson, 2011; Hine, 2000; Markham, 
2013). Metoden för datainsamling inspirerades av Geiger och Ribes (2011) 
and Schuurman (2008). 

Artikel III analyserar och beskriver hur produktionen av dokumentationen 
på DSW sker inom ramarna för en historiskt situerad kunskapskultur. Resul-
taten visar att DSWs kunskapskultur väsentligen kan summeras i fem punkter. 
För det första var kunskapsproduktionen på DSW självständig—wikins poli-
cys slog fast att all dokumentation på siten ska produceras av gemenskapens 
egna medlemmar och inte inhämtas från andra wikis eller webbplatser. För det 
andra var DSW-projektets explicita målsättning att skapa en dokumentations-
resurs formerad enligt de standarder och specifikationer som utarbetats av 
DSWianerna själva. För det tredje mötte enbart sådant vetande som var base-
rat på observation och som kunde verifieras av flera DSWianerna wikins kun-
skapskriterier. För det fjärde, egenskaperna hos de i sammanhanget mest cen-
trala plattformarna—DS2 och DSWs MediaWiki-infrastruktur—hade en stor 
inverkan på DSWianernas kunskapsproduktionen på wikin. Sist och slutligen 
visade studien att kunskapsproduktion på DSW förvisso var processuell, men 
att denna process framskred i segment som hängde samman med DS2s livscy-
kel, hur långt DSWianernas hade framskridit i DS2, och olika organisatoriska 
åtgärder initierade av wikins moderatorer, administratörer och seniora använ-
dare. I sammandrag visar resultaten vidare att produktionen av DS2-relaterad 
kunskap på DSW i stor utsträckning påverkades av de praktiker som etablerats 
i samband med DSWianernas arbete med att dokumentera DS2 föregångare, 
DS1, och DS2s speldesign. Likaså hade information från spelindustrin och 
spelpressen påtaglig inverkan på hur DS2 dokumenterades på wikin. 
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9.2.4. Artikel IV. Sociokulturellt orienterat spelbevarande: en 
litteraturöversikt av prioriteringar, metoder, och begrepp 
Den fjärde och sista delstudien utforskar hur datorspels sociokulturella 
aspekter framträder i spelbevarandeforskningen. Studien baserar sig på en kri-
tisk och systematisk litteraturöversikt (Grant och Booth, 2009) av publikat-
ioner som härrör från flertalet discipliner och spelbevarandeprojekt. Mer spe-
cifikt sätter översikten i fokus de skäl som motiverar bevarande av datorspe-
lens sociokulturella dimensioner, urval av innehåll och material, och metoder 
för bevarande, såsom de framhålls i litteraturen. Innehållsanalys (Krip-
pendorff, 2004) och metodlitteratur om systematiska litteraturöversikter (t.ex. 
vom Brocke, et al., 2009; Webster och Watson, 2002) utgjorde studiens teo-
retiska och metodiska utgångspunkter. 

Artikel IV visar att datorspels sociokulturella aspekter framträder på tre sätt 
i spelbevarandelitteraturen. I det första perspektivet beskrivs datorspelens so-
ciokulturella aspekter som en essentiell del av vad ett spel är. Meningsfulla 
spelbevarandeinitiativ måste enligt detta synsätt innehålla dokumentation av 
t.ex. datorspelande och spelkultur; att enbart tillgodose åtkomsten till och 
funktionaliteten av spelet i sig anses endast delvis uppfylla spelbevarandets 
grundläggande syfte och målsättningar. I det andra perspektivet uppfattas da-
torspelens sociokulturella aspekter som en användbar resurs i bevarandet av 
spel, främst genom att fungera som en viktig kontext till spelens hårdvara och 
mjukvara. Genom att bevara dokumentation av datorspelens sociokulturella 
aspekter vid sidan av spelen i sig breddas arkivsamlingens användbarhet på 
grund av dess mer mångsidiga innehåll. Det tredje perspektivet ger vid handen 
att dokumentation av datorspelens sociokulturella dimensioner är värdefullt 
eftersom sådant material kan ge insikter i närtida historia från en socioteknisk 
synvinkel. Datorspelskultur och hågkomster från förflutna interaktioner med 
datorspel framträder här som värdefull dokumentation av persondatoranvänd-
ningens historia och de sociotekniska skeenden som resulterade i den digitala 
teknikens position i samtida samhälle och kultur. Resultaten av delstudien an-
vänds också för att skissera möjliga riktningar för framtida forskning på spel-
bevarande såsom vidareutveckling av relevanta arkivteoretiska aspekter så att 
de bättre svarar mot datorspelbevarandets särart, samt studier av datorspelar-
kiv och datorspelens ontologi. 

9.3. Diskussion och slutsats 
Ett viktigt resultat i studien är det teoretiska ramverk som utvecklades i syfte 
att bispringa tolkningen av spelgemenskapers informationsproduktion i spel-
relaterade sociala medier och hur denna är förbunden med sociala processer i 
dessa gemenskaper. Som tidigare utfäst är de mest betydelsefulla komponen-
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terna i detta ramverk praktikteori, dokumentteori samt perspektiv på minnes-
skapande och kunskapsproduktion. Ramverket har följande karakteristik, vil-
ken också utgör delar av dess bidrag till framtida forskning på området spel-
bevarande. 

Bred tillämpning. Ramverket syftar till att teoretisera relationen mellan on-
line-gemenskaper, de sociala media-tjänster gemenskaperna brukar, och de 
dokumentpraktiker som formar den dokumentation som återfinns i dessa 
tjänster. Således är ramverket av bred tillämplighet i studier av online-gemen-
skaper både i spel- och andra domäner. 

Konceptuell affinitet. Dokument är ett väletablerat begrepp i B&I-forsk-
ning som också har affinitet till arkivsfären genom dess närhet till begrepp 
som arkivhandling (eng. records; se t.ex. Yeo, 2011). Denna konceptuella af-
finitet är av betydelse eftersom den erbjuder möjlighet att föra samman online-
gemenskapers sociala medier som empiriskt forskningsfält med de centrala 
koncept, intressen och teoretiska perspektiv inom B&I, arkivvetenskap och 
dokumentforskning som den bedrivits i arbetsplatsstudier och organisations-
sociologi (t.ex. Berg och Bowker, 1997; Berg, 1996; Harper, 1998; Riles, 
2006a). 

Tolkningspotential. Ramverket visar också hur studiet av online-gemen-
skapers praktiker i webbmiljöer kan röra sig bortom representationalistiska 
tolkningsmodeller med inspiration från Barad (2007). Ur ett icke-representat-
ionalistiskt perspektiv blir online-gemenskapers praktiker socialt menings-
fulla—vilket visas i artiklarna II och III—genom deras intima förbundenhet 
med teknologi (i detta fall, sociala media). Skillnaden mot ett synsätt där prak-
tiker blir socialt meningsfulla för att de i dylika kontexter är medierade eller 
på annat sätt blir representerade är betydande. 

Vidare visar studien att spelgemenskapers produktion av information i 
spelrelaterade sociala medier sker via återkommande, koordinerade, och kol-
lektivt utförda dokumentpraktiker. Dessa praktiker är lokalt konfigurerade: 
karakteristiken av det spel som står i centrum för spelgemenskapen och den 
aktuella social media-plattformens egenskaper, spelets livscykel, relevanta 
skeenden i spelindustrin, och dokumentpraktikernas roll i spelgemenskapens 
sociala processer (minnesskapande, kunskapsproduktion) har stor betydelse 
för formeringen av spelgemenskapers sociala medier och den dokumentation 
som produceras och kan återfinnas där. Generellt uppvisade de studerade ge-
menskaperna en liknande grad av expertis som observerats i tidigare studier 
av spelgemenskaper online (t.ex. Barr, 2014; Steinkuehler och Duncan, 2008). 
Dokumentationen som producerades på /r/cityofheroes och DSW var överlag 
extensiv, komplex och inte sällan granskad och i förekommande fall komplet-
terad eller redigerad av andra medlemmar i gemenskapen är den ursprungliga 
upphovspersonen. De studerade spelgemenskapernas dokument och doku-
mentpraktiker hängde vidare intimt samman med minnesskapande och kun-
skapsproduktion (Bowker, 2005; Frohmann, 2004a) samt fungerade som 
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gränsmarkörer mellan näraliggande gemenskaper (Brown och Duguid, 1996; 
Frohmann, 2004b; Huvila, 2011). 

Baserat på den överblick av spelbevarandeforskning som ges i artikel IV 
kan resultaten från artiklarna II och III operationaliseras på flera sätt i beva-
randeinitiativ och -forskning riktad mot datorspels sociokulturella aspekter. 
Bevarandeinitiativ som har som målsättning att bevara ett spels sociokultu-
rella dimension genom att samla in eller på annat sätt använda sig av spelge-
menskaps-producerad dokumentation bör ta hänsyn till att följande faktorer. 
Dessa faktorer har stor inverkan på den dokumentation som finns att tillgå, 
hur den har producerats, och hur dokumentationen kan bidra med kontext till 
bevarad spel-mjukvara och –hårdvara. 

Flertalet praktikteoretiker (Feldman och Orlikowski, 2011; Gherardi, 2016; 
Nicolini, 2013; Orlikowski, 2007; Schatzki, 2001) har observerat att praktiker 
är intimt förbundna men de materiella omgivningar i vilka de utförs. Artik-
larna II och III visar att viktiga materiella omgivningar i online-spelgemen-
skaper utgörs av de sociala medier och spelen kring vilka dessa gemenskaper 
är centrerade. Plattformarna Reddit och MediaWiki har flera likheter, men 
också betydande skillnader vilka påverkade de dokumentpraktiker som utför-
des där. Medan tidigare studier (t.ex. Geiger och Ribes, 2011; Hunter, 2011) 
har observerat den i viss utsträckning ömsesidigt formande relationen mellan 
praktiker och sociala media är det färre som har diskuterat sambandet mellan 
datorspelet som står i centrum för en spelgemenskap och denna spelgemen-
skaps dokumentpraktiker. Interaktionen mellan spel och dokumentpraktiker 
hade väsentligen två dimensioner som hänger samman med spelets karakteri-
stik respektive dess livscykel. Den förra dimensionen utforskades i artikel III, 
där DS2s höga svårighetsgrad och den knapphändiga information som står 
spelaren till buds stod i relation till utformningen av DSWianernas kunskaps-
produktionsarbetes målsättningar, metoder, och kunskapskriterier. Studien av 
CoH-gemenskapen i artikel II och de sätt på vilka de agerade i samband med 
CoHs nedläggning illustrerar hur ett spels livscykel påverkar dokumentprak-
tikerna hos de gemenskaper som är relaterade till det. Ett liknande skeende 
observeras i artikel III, där lanseringen av DS2 har stor inverkan på graden av 
aktivitet på DSW och produktionen av dokumentation på wikin. Det är emel-
lertid inte enbart vid lansering och nedläggning som en spelgemenskaps doku-
mentpraktiker i stor utsträckning påverkas av justeringar i spelet, utan dylika 
skeenden kan ske även vid andra tidpunkter (se t.ex. Sköld, 2011). Vidare har 
Newman (2008; 2012a) och Jenkins (2006; 2008; 2013) tidigare pekat på den 
porösa gräns som finns mellan konsumtion och produktion i medie-centrerade 
gemenskaper (TV, film, datorspel). Föreliggande studie visar att det finns en 
nära relation mellan datorspelande och deltagande i dokumentpraktiker. Inom 
ramen för kunskapsproduktion på DSW var spelet både den mest använda in-
formationskällan och spelande en av de viktigaste metoderna för undersök-
ning och utforskande. En liknande situation förelåg i CoH under månaderna 
innan spelet blev otillgängligt. Studien visar också hur spelgemenskapers 
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dokumentpraktiker existerar i olika organisatoriska sammanhang. Det fanns 
ingen tilldelning av roller eller ansvarsområden i CoH-gemenskapen. Inte hel-
ler observerades några regulativa initiativ trots den omfattande och varierade 
dokumentation som producerades på webbplatsen. DSW står i stark kontrast: 
dokumentpraktikerna på siten mer organiserad och betydligt mer reglerad. 

Det är viktigt att de beslut, prioriteringar och val av metoder som är impli-
cita i bevarandeinitiativ riktade mot datorspels sociokulturella aspekter base-
ras på vad som är känt om spelgemenskaper och de kontexter och praktiker 
genom vilka de producerar dokumentation i spelrelaterade sociala medier. Fö-
religgande studie har enligt ovan bidragit med kunskaper som kan komma till 
nytta i detta sammanhang. Studien föreslår flera riktningar för framtida forsk-
ning. Två sådana linjer av vikt ska kort nämnas här. Det är av intresse att yt-
terligare belysa relationen mellan datorspelande och användningen och pro-
duktionen av spelrelaterad dokumentation i sociala medier genom att beforska 
hur dylika resurser används under pågående spel, samt hur dessa tjänsters ka-
rakteristik och egenskaper påverkar formeringen av de praktiker som försiggår 
där (se t.ex., van Dijck, 2012; Skeggs och Yuill, 2016). Vidare så är det starkt 
motiverat att bedriva ytterligare studier av relationen mellan spelgemenskaper 
och de praktiker som de utför i spelrelaterade sociala media. Tidigare studier 
av t.ex. informationsbeteenden (Adams, 2009) och literacitet (Martin och Ste-
inkuehler, 2010; Steinkuehler, 2007) pekar på att förehavanden relaterade till 
datorspel har relevans också bortom datorspelsdomänen. Att bättre förstå ske-
enden i datorspelssammanhang är alltså ett av många sätt att bidra till kun-
skapen vår samtida kultur och samhälle. 
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