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Abstract

The aim of our project is to analyze the culture and social context. This year two topics
are chosen to present how the game experience and game culture are embedded in social settings .
One is to discuss how social space can shape players’ experience, and the other is to study what is
the social implication behind the grief play in the on-line game world. First, our study explores
how the social relations embedded in varied gaming spaces affect players’ online gaming
experiences, and how gender comes into play in such spatial experiences. Three major sites of
online gaming in Taiwan are examined: (1) home as a space of domestic surveillance and
discipline; (2) NetCafé as a stigmatized public leisure space; and (3) the student dormitory as
gender-segregated space. The results show that social interactions in both virtual and physical

spaces are of central importance for the enjoyment of online gamers. Compared with their male



counterparts, girls are subjected to more restricted regulations and fewer chances of visiting
NetCafé with friends. The size of the playing circle also affects the game playing culture in
gender-segregated student dormitories. Bigger circles of players could form peer pressure on

non-players, whereas smaller circles usually means fewer resources and lonelier experience.

Additionally, our study explores the social process governing the nature, emergence,
application, and consequences of labeling the ‘white-eyed’ or grief players in massively
multiplayer online role playing games in Taiwan. We found that two types of ‘white-eyed’
players exist in MMORPGs. The explicit type, who comes out and organizes themselves into
griefer pledges, can be understood as rebellious response against game rules. Most of the
common players are actually the second type, or implicit griefers. They play grief in an
unidentifiable way with weak self-awareness, and put the griefer stigma on other age-groups to

alleviate their anxiety in a cross-age co-playing era.

Keywords: digital games, computer games, online games, Internet Café, player, designer,

gaming space, technology and society
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