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Abstract 
This study aims to present the characteristics and functions of Bourdieu’s forms of capital; 
economic, cultural, social and symbolic capital in large online social games genre called Massive 
multiplayer online roleplaying games (MMORPG). This is done in order to determine if these are 
reproduced in an online society consisting of thousands of players, which of the forms of capital are 
of outmost importance and how the accumulation of these affect the players lives using a qualitative 
methods. Results show that the forms of capital in-game carry similar characteristics to the 
accumulation of such in the real world but are not transferable to the real world to the same extent. 
Which of the forms of capital was most of importance than others was not evident from the results, 
however, the empirical material shows of an interrelationship between the accumulation of capital 
between the dimensions; real world and game world. 

Sammanfattning Svenska 
Denna uppsats belyser hur olika typer av kapital, dvs. Bourdieu’s ekonomisk, kulturell, socialt och 
symbolisk kapital förvärvas och reproduceras inom spelgenren Massive multiplayer online games 
(MMORPG) och hur dessa speglar sig till förvärvande av detsamma i den riktiga världen med hjälp 
av kvalitativa metoder. Uppsatsen undersöker också hur dessa faktorer kan tänka sig påverka 
spelarnas riktiga liv. Resultaten visar att de olika typer av kapital i dessa spel återspeglar dess 
funktioner som i det verkliga samhället men inte överförbara mellan dessa två “världar”. Resultatet 
visar också att det finns ett samband mellan förvärvande av kapital mellan dessa dimensioner som 
krockar med varandra. 

Populärvetenskaplig sammanfattning 
Denna studie undersöker varför folk spelar datorspel av genren “Massive multiplayer onlinespel” 
och varför det kan tänka sig att folk spenderar så mycket tid i dessa spelvärldar. Studien tar hänsyn 
till deltagarnas egna erfarenheter och uppfattningar för att fastställa om det finns en påverkande 
relation mellan spelvärlden och den riktiga världen med hjälp av sju intervjuer. Dessa intervjuerna 
spelades in och skrevs ner för att sedan kunna tolka respondenterna uttalanden. 

De teorierna som används är Yee’s motivationer till varför folk väljer t.v spel som ett medel för fly 
verkligheten samt Bourdieu’s teori om olika typer av kapital: Ekonomisk, Kulturell, Social samt 
Symbolisk kapital bestämmer ens maktposition, respekt och prestige i samhället. 

Resultaten visade att det fanns varierande förklaringar till varför folk väljer att fly till spel vilket 
inte förklaras av Yee’s teori. Det fanns också karaktäristiska drag och parallella kopplingar till 
Bourdieus teori om kapital i dessa spel men att de inte helt instämde till teorin. De olika kapital 
formerna kunde heller inte överföras från spelvärlden till den verkliga världen. Resultaten visar 
också att det finns en negativ koppling på hur olika former av kapital förvärvas mellan spel världen  
och i verkligheten, att förvärvande av kapital i spelvärlden påverkar förvärvande av kapital i 
verkliga världen negativt och omvänt.  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1. Introduction 

Apart from escaping from imminent danger, what does it mean to escape? There are many different 

ways to escape; to vacation away from the cold weather of ones country, school, from monotone 

work by watching T.V, pressures or problems from the real world, to daydream and fantasise, by 

reading fiction novels, to go to the gym or run, listening to music or by playing video games etc. 

There is a term for such escape, it is called escapism. Vorderer defined this term as the tendency or 

habit to escape ones reality or daily routine by indulging in various activities which sets itself apart 

from the mundane of everyday life, recurrently (Vorderer, 1996).  

Whilst games are seen as primarily a leisure oriented and a entertainment defined activity (Bryce 

and Rutter) the term encompasses all types of games. Have you ever played board games like 

Monopoly or drinking games with friends, played Solitaire by yourself? It relies heavily on the 

subjective meaning of an individuals perspective on what a game in fact is. Therefore, it is essential 

to define which terminology of a game is used for this paper. Hence, to narrow down the 

terminology used for this study the term will refer to electronic games or “video games" as it is 

most commonly known as, which is distinguished by its name because the games are displayed on a 

screen (Baer, 2013). Why is this an interesting topic? Whilst electronic games have been around 

since the late 1940s, the video game genre has in the past 75 years steadily grown in to a household 

name much like the T.V once did. According to the Entertainment Software Association, four out of 

five households in the U.S alone have some form of device which is used to play games (ESA 

2015). The video game industry in itself generates an impressive revenue of 49.38 billion U.S 

dollars worldwide as of 2014 (Statista) not taking in to consideration actual revenue of sold 

platforms such as game consoles. 

The game industry has also spawned sub-cultural communities where social gatherings are 

organised to present the game industries latest and upcoming releases like E3, community events 

like live tournaments for specific games or conventions like Blizzcon. These sub-cultural 

communities serve as a physical beacon which gather players from across the world. You could 

almost draw similarities to religious movements. However, the factor that draws these people to 

these specific social gatherings is a common denominator, video games. Whilst these gatherings can 

be considered a social phenomenon of pop-culture in itself the interesting part is the social factors 

that come into fruition in these online virtual world of games. 
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1.1 Purpose 

The purpose of this study is to examine how Bourdieus theory and functionality of economic, 

cultural, social and symbolic capital can be applied to online social games genre: MMORPGs. It 

also examines how players value these forms of capital and if there resides an interrelationship 

between the accumulation of the forms of capital juxtaposed its real world equivalent. 

1.2 Research questions 

Is Bourdieu’s theory on the forms of capital applicable in the field of MMORPG games genre? 

Which forms of capital is valued the most by the players? 

Is there an interrelation between the accumulation of the forms of capital between the game world 

and the real world? 

1.3 Framework of the study 

The boundaries for this study will be reduced to massive multiplayer roleplaying games also 

referred to as MMORPG. This is because of the high density of players who reside in these virtual 

worlds at any given time. These types of games are not only characterised by its population but also 

the openly traversable worlds, cities, societal collectiveness and progressional systems. Hence, there 

is a high degree of social life within these virtual realms reminiscent of the real world, whereas, 

single player games do not have these social dimensions with other players. 

The study will have a primary theoretical reliance on Bourdieu’s forms of capital and fields, but will 

also take in to consideration other theories and definitions to clarify the framework of the study like 

Yees motivations for playing video games. There are of course other social aspects of interest which 

will be left out. These are for instance; the power struggle or hierarchical relations between players 

and groups of players, the economics and capitalistic characteristics of in game capital, the portrayal 

of self image through the players avatar , theories on gender etc. just to name a few. 1

  

1.4 Concepts 

Escapism, Magic Circle, the forms of Capital, Field, Massive Multiplayer Online Roleplaying 

Game, Online games, Avatar 
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2. Understanding the genre: Massive Multiplayer Online Roleplaying Games 

(MMORPG) 

What makes online game escapism different from other escapist activities? Whilst daydreaming is 

an activity which is highly individual or watching a movie or coming home from vacation propels 

you out of escapism when it has ended. Thus, these forms of escapism are temporary in nature. 

However, games do not propel you out of the activity in the same way. Everyday millions of people 

escape into online games to play with or against others. The MMORPG game World of Warcraft 

had 12 million subscribers worldwide in 2010 (statista.com) and this is just one example of such a 

game-genre. However, there is a distinction between different types of online games. In online 

shooter games or sports games for instance a player might play for several hours at a time but after 

each match, ranging from 15 minutes to say an hour, the player is then ejected from the “trance” of 

playing to the waiting screen for the next match, thus the player might choose to stop playing or 

continue on. In MMORPGs however a person takes on the role of his or her avatar indefinitely. The 

ejection to the real world, as it were, isn’t controlled by the game itself. It is instead entirely up to 

the player to stop playing. Another difference is also the games boundaries, in shooter or sports 

games the matches boundaries where a player can traverse are relatively small in size but in 

MMORPGs the boundaries are often entire worlds, with several continents, cities, villages, political 

factions, career paths, economic systems and landscapes hosting thousands of players at any given 

time.  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3. Previous research 

Some researchers argue that video games impact gaming individuals negatively in many aspects 

and that it has become increasingly pathological in nature. These researchers have focused on the 

negative side effects of playing games frequently, like psychological as well as physical effects like 

addiction and withdrawal symptoms (Charlton and Danford 2007) meaning that it has become a 

problem in society. However, about only 14% of gamers can be classified as addicts (Chak and 

Leung 2004) if measured by the standard of game addiction of 41-hour play time per week (Griffith 

2003). Most of the research on video games and players focus on various different discourses like 

the psychology of the player (Lo, Wang and Fang 2005), self projection (Slater and Usoh 1994), 

virtual environments and social interactions (Choi and Kim, 2004), as well as attitude and behaviour 

(Hsu and Lu 2007) just to name a few. The most common characteristic of these studies are that 

they are quantitative statistical studies. As such, there is very little research on video games as a 

phenomena from the subjective point of view of players interpretations and experiences. Playing in 

a fictional, but virtually manmade, online world with others brings the player to a social context 

which lies beyond the real world. Even if the player is sitting alone in his or her living room they 

are still partaking in social activities with other players. You could almost look at it as another 

dimension of the real social world only less complex.   

An article written by Calleja (2010) focused on how escapism in to games is inherently a cultural 

norm in the digital society we live in today and something which is not necessarily negatively 

entailed. Here, Calleja also implies that escapism is dependant of the context of which it derives 

from. He further argues that games serve a function much like other escapist activities but where the 

escape to it simulates experiences beyond playfulness and combativeness of culture and being 

which in turn entails an homeostatic state of mind. (Calleja, 2010) 

Previous research on social capital in social online games show that these virtual worlds function as 

social environments much like the local pub, café or regular hangout spots with friends as illustrated 

by Steinkhuler and Williams (2006). In this study the researchers used Oldenburgs definition and 

characteristics of “third places” a term referring to environments which sets it apart from work or 

home. The study confirmed that MMORPG genres functioned in very similar terms as an 

environment for social informal interactions. Furthermore, this study also delves in to the theory of 

social capital, which showed that in MMORPGS people relationship towards each other tend to be 

of the “bridging” type, which can be described as large social capital with weak or superficial 
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relationships. However, there where exceptions to where “bonding” social capital also occurred to a 

smaller extent, a more trusting and open relationship with other players where one could confide in 

their online friends. (Steinkhueler & Williams 2006) 

Research done on the topic of escapism and video games was conducted by Warmelink, Harteveld 

and Mayer (2009). They aim was to deconstruct and operationalise the term escapism in the context 

of playing online multiplayer games by conducting a discourse analysis as well as quantitative and 

qualitative data sampling methods. Though the operationalisation of escapism proved successful in 

terms of creating a theory generated concept, the empirical data results showed that players’ 

subjective interpretation of escapism varied to a large degree. The interviewees had different 

subjective interpretations of escapism, both negative and positive. Thus, making the results un-

generalisable. (Warmelink, Harteveld & Mayer, 2009) 

In Eklund´s´ thesis “Sociality of gaming”, she studies how games function as an inherent social 

activity across four studies. Each of these four studies aims to explain how games can be 

understood from a sociological perspective. The first of these studies concerned social interaction 

when gaming with friends or family and how these types of gaming scenarios were more valued in 

the experience of gaming as a whole as opposed to in-game relations towards other gamers which 

often declined the gaming experience due to disorganisation. This study also showed that social 

groupings occurred based on demography, “habitus” if you will, where people from similar 

countries, similar languages or life stage often were drawn to each other. The second study focused 

on social patterns of online social games. The results showed that gaming with friends and family 

were viewed as more valued as a social experience rather than gaming with random players. The 

third study aimed at the social functionalities of temporary in-game social interactions. It took in to 

consideration the pre-designed social architectures and structures of an MMORPG and compared it 

to how players interacted within these social structures. Results from this study identified two types 

of interaction, namely, instrumental and social. Furthermore, the results show that social interaction 

in-game is highly affected by how the social aspects of the games are designed. The fourth study 

examines how women perceive, reproduce and create gender identities as a projection of themselves 

in games. Results showed that the gender and sexuality of an online character were either 

constrained or empowered by the female player in-game. It also showed that social aspects from the 

real world were linked to the projection of self in the game world, e.g norms of gender. (Eklund, 

2012) 
�5



Studies on social interaction in MMORPGS show that players do not in fact socialise to the extent 

that was previously assumed. That people socialise in-game to build relationships and gain social 

capital. Although the former does occasionally occur, instead, interactions are mostly characterised 

by instrumental purposes (Ducheneaut & Moore, 2004) and that even in high density populated 

areas interactions were mostly lighthearted in nature where people created spectacles, showed off, 

asked for favours and chitchatted. Social cooperative gaming is not as common in the early stages 

of the game either. More meaningful types of social interactions were found between members in 

Guilds, where a player often could find support and help from other guild-members (Duchenaut, 

Yee, Nicholls & Moore, 2006). 

Previous research also show that the acclamation of social capital in games, either bridging or 

bonding relationships, could not prove to be mediated to gain social capital in the real world. This is 

explained by the fact that online social capital is too diverse, where players within ones social 

capital online are not located in the same city or country. Another explanation is that players may 

get used to social interactions online or that some may have no need to add their online friends to 

their offline social capital. The study also showed that the amount of online civic engagement was 

not mediated to real world civic engagement. (Zhong, 2011) 

Similarly, Malaby studied how Bourdieus' forms of capital, economic, cultural and social, could be 

transferred or rather “parlayed” from one dimension, the game, to another, the real world. Although 

lacking in empirical data but theoretically grounded, Malaby illustrates how these forms of capital 

can be used in-game in order to gain something of value for oneself in the real world and vice versa. 

Examples of such parlay were how developers sold their avatars on eBay to gain real economic 

capital, how an author “Doctorow” published a book in the game Second Life for free and created a 

book signing event via the help of social capital in game to gain publicity and how socioeconomic 

cultural capital accumulated in real life plays a significant part in interaction between players in-

game. The point to which Malaby seems to imply is that parlaying the value of the forms of capital 

between domain of online worlds and the real world is not constrained to either but is rather 

transferable between the two, albeit to a lesser extent. (Malaby, 2005) 

So what importance does this serve the social context? As a sociology student, the social aspects, 

like for example the interaction between other players, the hierarchical structures in collective 
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groups like the relationships between guild leaders and guild members, the identification to a 

specific group where one belongs, the projection of self in a social virtual world, the symbolic 

meaning of gaining the best items, the importance of social capital to progress further in the game 

are of interest because these are things that are relatable to real world processes and structures. 

Similarities stem from the real world like, “leveling up” - growing up, the presentation of self 

through the avatar the player has created, continents and countries, professions - mostly 

preindustrial occupations like blacksmithing, tailoring and natural resource gathering,  economic 

capital - as in game money and trading systems - directly with other players or through auction 

houses a player can even become somewhat of a capitalist, hierarchical structures - leader or 

member of a closed community “Guild” of players inside the populous of game which is considered 

social capital being a factor and symbolic capital - the power or rank a player has. The list goes on. 

The point I want to come to is such, the online game becomes a second life  of sorts.  2

“Game involvement is not a single experiential phenomenon but a multiplicity of overlapping and 

fluid forms of engagement” (Calleja, 2007a, 2007b). 

Thus, previous research show that games not only is a medium used for escapism and that 

MMORPG games function as arenas of social activity where people socialise, although, more often 

than not, based on functionality. It has also been shown that social capital and characteristics of 

social activities, like civic engagement, was less likely to be transferred to the players’ real life but 

that the different forms of capital could be useful in parlaying to gain value in various scenarios 

both in game and outside the game. However, these studies do not show the players subjective 

views on the forms of capital e.i economic, cultural, social and symbolic and how these are valued 

in contrast to its real world equivalent. In Malaby’s study (2005) for instance the forms of capital 

are only described by the role they have in game and how these can be traded in to gain more value, 

like real life currency, publicity or the importance of cultural capital in order to traverse the games 

social world. In this sense, the forms of capital in previous research is seen as a generic theory 

which can be generally applied to or intersect between one dimension or another. Hence, there is a 

lack of research that pits the forms of capital against one another determined by the dimensions or 

domains in which they reside in. 
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As mentioned above there have been numerous discourses on video games impact on the individual 

from different academic schools. Most studies have focused on the effects video games have on 

players psychologically, and not how players “live”, for the lack of a better word, in a virtual world. 

More often than not results show inconsistency between quantitative case studies results done by 

different researchers. Rather than mapping out if a person is addicted to a game, relative to how 

many hours he or she plays or the effects excessive gaming has on mental and physical health, why 

not gain an understanding of how these games generate addictive behaviour. It could therefore be 

fruitful to study how the forms of capital are accumulated and if there resides an interrelationship 

between accumulation of capital between the two dimensions; virtual world and real world from the 

subjective point of view of the player. This would lead to an understanding of how the accumulation 

of forms of capital in online game worlds affects the players’ accumulation of the forms of capital in 

the real world. 

4. Theory 

4.1 Escapism 

Escapism is defined as a habitual distraction of the mind and serves a functional purpose of 

extracting individuals minds from reality, daily routine, pressures from life or work whether by 

imaginative means like daydreaming, imagination or fantasy as well as from external means like 

various forms of entertainment e.g travelling, reading, watching television, sports, games or 

listening to music etc. (Vorderer, 1996; Henning & Vorderer, 2001, Kubey, 1986). Although 

escapism is considered mostly a psychological phenomenon, according to Freud the activity of 

fantasy is considered one of his theories of defence mechanisms and that people can not exist 

merely in reality, Fontane considers fantasy as something which is essential for human activity 

meaning that people can not excel without supplementary construction (Freud, 1916-1917), it is 

something that every person does on a daily basis through different forms of activities. Barrett also 

implies that imaginations can be used productively in professions or fine arts, for instance being 

creative and innovative. 

Escapism can be seen as a positive unconscious activity, it is pleasant to occasionally detach oneself 

from copious amounts of work by taking a vacation, watching a movie, browsing Facebook or 

Instagram or going to the gym for instance. Many people do not even consider certain activities as 

inherently escapist, rather it just functions within our daily lives without affecting it considerably. 
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There is however a darker side to escapism. There are forms of escapist activities that are taken to 

the extreme and are considered pathological to society like for instance continuous drug abuse, 

alcohol abuse, sex addiction, excessive training and many more. Thus, the word “escapism” often 

brings with it a negative connotation in academic discourses and empirical studies, which are often 

aimed at studying excessive escapist activities. As the age of internet came to, new ways of 

escapism came in to fruition, the discourse of game addiction is not an exception where the 

common view of excessive gaming is a distraction from everyday responsibilities and as such 

affects aspects of real life. 

How do we operationalise escapism in games? Escapism is only used in this study as a definition of 

an activity which functions as a means to escape everyday life. The most interesting part of 

escapism is the motivations for escape. Yee defines motivations of playing online games in his 

research paper “Motivations of Play in Online Games” (Yee, 2007). In this paper he categorises the 

motivations in to three main categories or factors and their characteristics as subcategories. These 

are; 

Achievement 

Advancement: such as levelling up your character, acquiring capital like resources, items, money 

and status.  

Mechanical: like statistical percentages, optimising ones character for various activities like 

professions or battle, understanding the games mechanics and using it to ones advantage like for 

instance economic market control of resources. 

Competition: competing with other players by “dominating” in statistical sense or through killing 

off other players and other competitive behaviour like provoking other players. 

Social 

Socialising: Getting to know, helping and chatting with other players. Being apart of a casual 

friendly guild . 3

Relationship: Meaningful and/or personal conversations as well as support from online friends 

about real life problems. 
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Teamwork: Group activities like matches against other players or raiding  as opposed to playing by 4

yourself. How much a player enjoys working with other players. 

Immersion 

Discovery: Exploring the world, finding specific areas or NPCs  that are rare. 5

Role-play: Creating the characteristics and personality of a players´ Avatar, creating backstories of 

ones avatar and projecting them inside the game (roleplaying) as well as being immersed in the 

virtual world. 

Customisation: The importance of custom creating the avatar like face, skin colour, hair, height, 

muscle build, outfits etc. 

Escapism: How often one plays to avoid real life problems or to relax from a days work or chores 

and to escape the real world. (www.nickyee.com 2005) 

The concept of escapism is used to characterise the individuals motives for playing games by using 

Yee’s operationalised definition of motivations of choosing online games as a means to escape. 

These are used to determine what characteristics of motivation the respondents of the empirical data 

have when escaping into online games. 
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4.2 The magic circle 

 The magic circle aims to explain the social parameters and rules which a game provides. For 

instance, Monopoly is restricted to the board game and the people participating in it, in shooter 

games the map which the player traverses as well as the rules of the game and its mechanics, for 

instance lifelike physics and attributes create the defined parameters. To explain parameters in 

massive multiplayer online games one has to not only consider the game parameters but also how 

social parameters are formed.  

The term “magic circle” was first coined by Huizinga (1955; 10) to explain the concept of 

playgrounds in society. He explains this by illustrating that all play moves have a context in which it 

is played out in and is inherently determined by specific rules and functions, like a playground. 

Imagine any form of organised interaction which creates a distinction from the real world. For 

instance, examples of such organised interaction might be a seminar at a university, court of justice, 

a playground, the poker table, boardgames, a work place, the bar or nightclub, the tennis court, the 

football field, religious places of worship, the library etc. Each of these places are “marked-off” and 

held within certain barriers, either ideally or materially, deliberate or not, and are upheld by certain 

rules that are different from the outside world. 

In the context of this study, digital games can be studied in very much the same way as any of the 

above mentioned examples as they have certain barriers, like virtual digital worlds or smaller maps, 

as well as rules which determine the accessibility of ones actions inside the game. Salen and 

Zimmerman points out that magic circles are the context where any games are played out whether 

they be boardgames, social games or digital games (Salen and Zimmerman, 2003; 95). Adding to 

this is Castronovas’ view on the magic circle in which he explains online virtual worlds as 

membranes separating the created fantasy world of games from the real world but not quite 

separated from it as these games have inherent characteristics of the real world. He draws 

similarities between real world markets and monetary value of goods and services and virtual 

currencies and the value of virtual goods and services. He points out how economic market 

fluctuations might occur which is reminiscent of real world markets. Castronova also compares 

politics between the two dimensions, where players, e.i the populous, give constant feedback via 

forums or other communicational means with the game developers, e.g the acting government, in 

order to improve the game, e.g social world in which in-game society takes place. (Castronova 

2005; 147) 
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4.3 Field 

Based on the statements above and we can consider a game or “magic circle” as a sort of field, 

based on Bourdieu´s theory on fields. Society, as Bourdieu explains it, consists of several 

multidimensional areas existing along side, completely separate or intersectional to one another. 

Fields within society refers to the network of relations within a certain context and that there exists 

several different fields in the social world. His aim with the theory of fields was to explain the 

relationship between individuals and structures. Each of these are determined by specific ways of 

thinking about what is essentially important within its own context, which is created between the 

individuals residing within a certain field (Bourdieu & Wacquant 1992; 97) all of which exist 

parallel to each other in the social world. For instance; various religions have their own fields as do 

football hooligans, economists, artists, academics in different fields of academia, institutions or 

businesses, occupations and in games. There are essentially uncountable amounts of fields in reality.  

Fittingly for this study, Bourdieu also describes fields as an arena of struggles where individuals 

within a field reinforce and uphold strategies to ensure or advance their position as well as to 

establish a doctrine of hierachisation to favour their own means to obtain capital, be it economic, 

cultural, social or symbolic, either collectively or individually (Wacquant 1989: 40). The individuals 

position within a field is determined by the amount of accessibility of capital he or she possesses. 

Hence, strategies are exercised to obtain more capital in order to secure a higher position in the 

field.  

Furthermore, whatever experiences of fields a person is exposed to will manifest itself as habitus. 

Habitus is the collective experiences and understanding of fields inhibited as social knowledge 

which is then exhibit according to the context of a field or situation. For instance, depending on 

how a person is “brought up” and what he or she experiences, they will embody the norms 

accordingly. This sense, the collective habitus that a person inhibits is a reproduction of societal 

norms and is highly unique to the individual. (Bourdieu, 1986) 

If we consider MMORPGs as inherently social worlds, it would make sense that fields exist within 

these virtual social world, or to the very least the same concept of fields and the individuals 

behaviour to acquire capital in the interest of elevating their position within the game. If we 

consider the virtual game world as a dimension of its own, a field, with its own versions of 
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characteristics which draws similarities to the real world, we could consider different forms of 

capital as one of these similarities. It is the aim of this study to examine if forms of capital in a 

game, like Castronovas economic example, bears any likenesses to the acquisition of capital in the 

real world and if these factors suggest a reasonable explanation to why people stay online in a 

virtual society.  

Image 1 illustrates various different fields that can occur within a real world society. 

4.4 Bourdieu’s forms of capital 

Capital is generally defined by monetary resources. However, Bourdieu pointed out that economic 

capital was but one form of resource and extended the theory of capital by suggesting that capital 

resources where inherent in cultural and social aspects of society which would also lead to symbolic 

capital. What follows is a brief summary of each of the forms of capital that Bourdieu identified. 

Firstly, there is economic capital. This is almost an obvious explanation as it is the financial 

resources which individuals strive to obtain or have access to. Economic capital can then be used to 

gain more capital either materialistic or not. 

Cultural capital is ultimately a theory of class distinction and the mobility between social classes. 

Cultural capital is the result of social class origin, as a result of either being born in to, or 

educational experiences, speech capabilities and accrued knowledge (embodied state) but can also 

often be distinguished by the materialistic products individuals use (objectified state). Mobility can 

occur from academic pursuit or by chance, such as being born in to a high-class family or winning 

millions in the lottery. However, it is more than mere materialistic in nature when compared to 

economic capital. Cultural capital is the knowledge of how to act, talk, behave, knowing cultural 

codes and what to expect in different fields. (Bourdieu 1986; 47-50) 

Social capital refers to the accumulation of valued social relations between a network of people. 

The network provides its members with credentials which give them access to the collectively 

owned capital, knowledge, money, favours, cooperation etc. These networks of relationships may be 

used in a practical sense in order to gain material or symbolic value to acquire some form of 

leverage through benefits like economic- or materialistic gains or prestige by being interlinked with, 

for example, a famous family name, prestigious schools, gangs, clubs etc. It is the solidarity of the 
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network through a common homogenous objective as well as investments of members which make 

profit an actualisation. (Bourdieu 1986; 51-53) 

Symbolic capital is described as the resources that individuals possess which is based on honour, 

prestige or recognition. It is the culmination of the above mentioned forms of capital, economic, 

cultural and social, which is converted in to symbolic capital. It functions as symbolic value or 

power which a person bears in society. These symbolic values can derive from various types of 

sources but almost always based on achievements or merit. For instance a Ph.d, doctors licence, 

knowledge, material objects, money, experiences, belonging to a prestigious club or family and so 

on. Thus, the strive for symbolic capital as in prestige, recognition, image of respect and honour 

might be the reason that drives people to pursue economic, cultural and social capital. (Bourdieu 

1984) 

Although Bourdieu’s forms of capital is based on the real social world, it is my hypothesis that the 

characteristics of these forms of capital are constructed and reproduced in social virtual 

environments, such as online games. Because huge games, like MMORPGs, entails social 

dimensions, a field of it’s own. The focus of this study is how capital plays part in online social 

interactions in these fields. The train of thought here is that escapism in to games and how the 

theory of field as well as how the importance of capital come into fruition in these games and how 

this creates compulsive behaviour which then manifests in to game addiction. Thus, Bourdieu’s 

theories can be applied for the analysis of capital in social online games.  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5. Method 

5.1 Research Design 

This study is ethnographical in nature where the need for subjective understanding is imperative for 

the study. Hence, qualitative methods would not provide the insights needed to answer the scientific 

questions. It is evident that the need to interview players is the method most appropriate (Aspers 

2011; 29). The study requires empirical data which is highly reliant on the individuals own 

interpretations, opinions and statements as opposed to if the study had a focus on explaining 

variations of motives for escaping into games or if the research questions where formulated to map 

out how often people played games. If such were the case a qualitative method would be more 

suitable. 

Semi-structured interview questions is considered most practical of ethnographic methods for this 

study. Strictly structured questions would be too limiting in gaining answers derived from open 

conversations. Semi-structured interviews allow for the interviewee too talk more freely on subjects 

whilst the structured aspect enables the interview to not stride out of topic much like thematically 

structured interviews. Thus, the semi structured interview guideline is a compromise between 

structured and thematically structured interviews. (Aspers 2011: 142-144) 

The interviewees are 7 people who have or are currently playing massive multiplayer online games.  

These individuals were over the age of 25 and have some form of university experience. This 

demographic choice was made because of two reasons. Firstly, according to the ESA (Entertainment 

Software Association) the average age of a “gamer” is 35 years old (ESA 2015) and so it would be 

interesting to gain a subjective understanding from adults who play MMORPG genres. Secondly, by 

interviewing adults, the empirical data might prove to be more objective, analytical and self critical 

in nature. 

5.2 Ethics 

As far as the study concerns, there are no major ethical implications which may interfere with the 

collection of empirical data. The subject of this study does not concern underlying factors such as 

psychological problems, domestic issues and other issues which the participant may not be 

comfortable talking about. It is important to maintain a level of respect towards the participants and 

not tread on subjects that would be inappropriate or invasive. Also, the study will not include 
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participants who are below the age of 16, which if there were would mean to ask for their parents 

permission.  

Even if the study does not concern any subjects that could be harmful towards the participants. 

They were ensured a degree of confidentiality when approached for this study, by instead replacing 

the respondents names with new ones to ensure a less confusing read and to distinguish the 

respondents from each other. They were also informed about the intentions of the interview, that it 

would be a study on people who play MMORPGs and their subjective reflections towards these 

games. 

5.3 Respondents 

The respondents were approached through the social media platform Facebook. This was primarily 

done because it was the easiest way to contact people and friends who were or are gamers of the 

MMORPG genre or who knew of someone that fell into this demographic criteria, the snowball 

effect. Also, the way in which some of these people were singled out as potential interview subjects 

was, in part, also due to the prior knowledge I had of them as regular gamers, in both past and 

present tense. Respondents were also recommended by friends and acquaintances. In total there 

were seven respondents who agreed to part-take in the study. There were three people from 

Facebook; two of which were from Norway, David and Sam, and one based in Hungary, Jonathan. 

Another participant, Brian, from Sweden was recommended by Jonathan from Hungary. Three more 

respondents were recruited from Sweden, Steven, who I already had prior knowledge of as a gamer, 

and Daniel who was recommended by a mutual friend. The last one to participate was Eric, who 

was recommended by Daniel. For all interviews I assured confidentiality if they wanted it and in 

some cases it made them feel more at ease. It meant that they were more relaxed during the course 

of the interview. 

The first of the interviews were of the three participants who resided outside of Sweden, David, 

Jonathan and Sam. These were conducted by using Skype and took about 30-40 minutes. Some 

answers were abruptly cut off or inaudible due to poor connection but did not affect the interview as 

a whole. The first two interviews was with David from Norway and Jonathan from Hungary. 

Although the interviews were fruitful, I realised that there were some aspects that we did not touch 

upon, primarily the likenesses and differences of the forms of capital compared between the two 

dimensions, online world and real world. This led me to revise the interview guide slightly to 
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accommodate these aspects before I moved on with the rest of the interviews. The third interview 

with Sam was more precise in comparing these dimensions.  

The fourth and fifth interview was conducted at Daniels’ house. Daniel was recruited using the 

snowball method where a mutual acquaintance recommended him as potential respondent, 

furthermore, Daniel recommended Eric. Having contacted both of them via telephone where I first 

presented the topic of my essay, essentially games, and an interest of them as respondents, they 

seemed very eager to participate. Calling them a second time a week later to establish the date if the 

interview, both of them told me to come to Daniels’ apartment. The interview with Daniel took 

about 50 minutes, this was because the respondent was very talkative about playing the MMORPG 

genre and often strayed from the topic. I didn’t interrupt the respondent in fear of losing valuable 

information, however, like the previous interviews there were instances were the answers were a 

mix of explicitly comparing the game world and the real world and implicit connotations which had 

to be interpreted and analysed. Because this interview took so long I realised that I had to take more 

control in the process so that Eric didn’t stray from the topic as much as Daniel did. This meant that 

I purposely interrupted the respondent in order to “reel” him back in to the main topics of the study, 

the forms of capital and comparing the real and game dimensions. This interview took 30 minutes 

as a result and proved to be more precise and unambiguous in the respondents answers. It is 

important to inform that these two interviews were done in Swedish because of issues of language 

barriers. The statements presented in the results and analysis section of these two are translated in to 

English. 

Interviews with Brian and Steven were recruited in very much the same way as Daniel and Eric. It 

was Jonathan who recommended Brian. Steven was actually mutual friend of both Jonathan and 

Brian as well as being a person whom I’ve played video games with myself. I contacted them first 

through Facebook where I again presented the topic of my study and wondered if they would be 

interested in participating. When they agreed, we set a day in which we could meet up. Since both 

of them lived nearby each other they invited me to come over and do the interview at Brian’s home. 

After a brief chat where I further explained why they were chosen as respondents and why I was 

writing about MMORPGs they both started discussing amongst themselves about the game. As we 

all got deeper in to the conversation I initially forgot to record it. But as we were all aware of the 

recording, the discussion died out and I was then forced to conduct the interviews separately. The 

interviews were conducted using the same method as I had learnt from interviewing Eric as I 
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realised that I could shorten the interviews length but still keep the conversation within the 

parameters of the study. The interview with Brian took about 25 minutes and the interview with 

Steven about 17minutes. Steven’s answers were shorter than the rest of the interviews but there was 

still enough material to interpret. 

Each interview had it’s own subjective interpretations and comparisons of how the forms of capital 

worked in the game world but would always explicitly give a parallel example to the real world. As 

a result each of the respondents each put more emphasis on the various different aspects of capital 

than the rest. For instance David was very focused on the value of items which was protruded from 

productivity of playing the game, Jonathan was more equal in his answers in the sense that he  

explained just as much on every topic. Sam put more emphasis on how accumulation of  different 

capital functioned within the game itself and how of status and relevance played part in this, Daniel 

focused on comparing the games capital juxtaposed the real worlds capital, Eric focused more on 

the subjective side of his own experience as a gamer and how this was related to his “offline” life 

whilst still remaining within the topics, Brian laid more emphasis on the interaction within the game 

world itself and how he utilised social skills to gain an upper hand in the game like climbing the 

hierarchical ladder within a guild and finally Steven put equally as much emphasis on all capital 

topics however the answers were shorter. Although the interview guide changed slightly after the 

first two interviews, for the rest of the interviews it did not affect the topics significantly. 

Although there was a mixture of how the interviews were conducted, as in via Skype and face to 

face, and different emphasis on different topics they still proved fruitful in providing empirical data 

which was paramount to the topic of the forms of capital and how they compared to the real world. I 

Believe it was also easy to recruit these people because of their interest in games in general. I also 

noticed that by having warm up questions such as “What was the first game you ever played?” and 

“What got you interested in games” an gradually building the conversation up to where it lead in to 

the genre of MMORPGs and the forms of capital it helped ease them in to the more “heavier” 

questions as opposed to initially starting with very complicated questions. There were no significant 

differences that I noticed between interviewing via Skype versus face to face other than, when 

actually interviewing a person in front of you, the mood initially changed to a more formal mood, 

like a job interview. However, as the conversation moved on the mood got more relaxed and casual. 

This might be because interviews themselves are linked to formality but as they realised that they 
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talked about something that was not so formal and something which genuinely interested them this 

initial apprehension faded out. 

It is also important to note that initially there were supposed to be ten respondents. However, when I 

contacted two of them they informed me that they did not play MMORPG types of game genres. 

The other one was a confirmed interview respondent but in the end he could not participate due to 

the amount of work load he had. 

5.4 Methodology 

The interpretations of the respondents statements were used using a hermeneutic method which 

entails an analytical interpretation of texts, in this case it would be the transcribed interviews. To 

appropriately link statements to the theory I had to first establish how the forms of capital could be 

identified through identifying appropriate statements whereafter I could code the statements in to 

appropriate categories i.e economic capital, social capital, cultural capital and symbolic capital. This  

was done by deconstructing the respondents statements which, not only, means to analyse what is 

said but also to “read between the lines” about, and in, a certain context. (Culler, 2008, Hellspong 

1997, Holme & Solvang, 1996) 

What follows is the presentation of the recurring themes of the empirical material collected from the 

interviews. The title’s below present the themes which were identified by decoding and interpreting 

the transcribed interviews. 
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6.  Empirical Results 

6.1 Why people escape in to video games 

As one of the warm-up questions the respondents were asked why they played video games in the 

first place, to which all of them similarly stated that it had something to do with escape from day-to-

day life. David states that when he played MMORPGs it was to detach oneself from everyday 

mundanes similar to taking a smoke-break. Sam answered that it was to take his mind of work and 

school. Eric, who was bullied in school, said that games enabled him to escape the real world and 

made him feel better. The game also allowed the players to immerse themselves in a foreign world 

and do things that would otherwise be impossible. This was different than, for example, movies 

because a person was in full control of the actual protagonist. Daniel, who is a fan of fantasy novels 

and films, stated that being able to partake and live inside a fantasy world can be an amazing 

experience. 

6.2 Obtaining in-game currency 

Respondents state that economic capital is accumulated by means of how much productivity and 

effort the player puts in various aspects of his or her character. For instance, the character receives 

payment in in-game currency for each completed mission or, as Sam explains, one could gather 

points for each defeated enemy player which can be traded in for various objects, in MMORPG’s 

the amount of missions completed X is equivalent to how much in-game currency is earned Y as 

Daniel explains. Similarly, an example of this would be the amount of X hours a person works is 

equivalent to the amount of Y money that person earns. Brian and Steven implies that one could 

also sell raw material resources gathered throughout the game world or by selling products one has 

made through the avatars professional skills such as tailoring or blacksmithing etc. to other players. 

There is also an economic system controlled by players in form of player-to-player trade functions 

as well as auction houses where players bid on items, either collected or made, that other players 

sell. Furthermore, some players might strive to monopolise specific resources in auction houses in 

order to gain most revenue of sales creating fluctuations of the resources value throughout the 

game-world similar to how real life financial markets function. An example on monopoly would be 

Systembolaget, which regulate prices and has monopoly over all sales of alcoholic beverages to 

Swedish citizens. In very much the same way resources can be monopolised in the game world i.e 

that one player buys out a specific item from all sellers and re-sells them as well as decides its price 

in the games auction house, albeit not as permanent as in the real world because in practicality all 
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players have access to these game resources. Thus, currency, in its many different forms, is 

rewarded to the player through these various activities. Hence, economic capital in MMORPG 

genres can be viewed as and approached with its basic theoretical definition and practical use as it 

would be in the real world i.e the valued exchange of productivity by doing work. 

“there weren’t a lot of engineers (in-game profession) in my server… my items would sell fast…but 

I would sell a lot for high prices” 

           -Brian 

“the best way to earn money fast is to find out which materials are most popular, buy all of them 

from the auction house and sell them at your own price…the important thing is to sell them at an 

affordable price… if someone else sells it for cheaper… buy them out too” 

           -Steven 

6.3 Exchange value 

When asked why it was so important to acquire in-game currency, all the interviewed players 

answered in similar ways. That currency was used to buy better armour, weapons and other items 

which would improve the performance of the players avatar in the more practical sense as opposed 

to the real worlds distinction of materialistic objects and social class. Jonathan suggests that if a 

player wants to achieve “more” out of the game he or she has to spend time accumulating resources 

to achieve more from the game. In-game currency as well as resources also enables players to 

actively “skip” the mundane activity of defeating enemies for rare items and instead procure these 

items by buying them which then enables players with the means of taking on even harder enemies 

and in turn obtain even better items as Brian and Steven point out. Sam states that in order to be 

somewhat competitive within the game one is obligated to obtain higher level items. 

“As soon as you start wanting something more from the game than just casual playing with the 

lowest class of armour, you are going to have to put in time and effort. You are going to start 

wanting to get gold, ingredients, resources… “grind” so to speak.” 

           -Jonathan 
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“You don’t need gold really…rare items drop from bosses anyway…but gold makes life easier, you 

can buy these items instead…and instead you can move on to harder bosses for rarer items…you 

can skip a step to get to the really good stuff” 

           -Brian 

Furthermore, economic capital and the use for it in-game, getting better items and such, does entail 

an opportunity to access parts of the game world which is otherwise difficult to gain access to. Sam 

implies that if a player has high enough gear and weapons they are more inclined to be accepted in 

to group ventures and are more likely to be accepted in to guilds. In the same statement, Sam also 

suggests that the players value is determent on what type of items his or her avatar has obtained. 

Eric parallels this by the perceiving value of a person by what type of clothes that person wears 

comparing a suit worth 10’000 kr with jeans and a t-shirt.     

“Some groups or guilds don’t even accept a player to join if you don’t have high enough gear… You 

wouldn’t wear 50s or 70s type of clothing today. Same thing with the game. You don’t want to be 

level 80 but have gear for a level 50 or 70 character. And its kind of a way to distinguish oneself 

from other players… to say “yeah, I have high end gear or I have a super rare mount, I’m elite” 

           -Sam 

6.4 Social status distinction 

In the game world, higher ranking items and items of aesthetic nature are difficult to obtain. Those 

who have these are distinguished from low ranking or casual players from more competitive and 

higher ranked players. David also corroborated this by stating that “…(he) wanted to be that guy.” 

when he saw another player carrying a set of very rare swords. Both Jonathan and Sam also suggest 

that players put other players, with higher level items, in higher admiration as a result. They also 

implied that lower ranking players would seek knowledge, advice and help from higher ranking 

players regarding them as mentors of sorts. In both Jonathan’s and Sam’s statements below, it is also 

implied that being regarded as a high level player is a reciprocal relationship where the players hold 

other players in high esteem and the reversal reciprocal effect of this, viewing oneself as such and 

how low level players are treated. 
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“…if a player has the greatest sword in the game he’s not just going to go around and hide and be 

modest about it. it’s kind of like in real life, a guy who owns a Lamborghini is not going to hide it 

around the corner, he’s going to park it right outside the restaurant… in the game, whoever has the 

greatest things would flaunt them… They knew that people looked up to them. It’s a status game…. 

Small level players would come up and be like “hey, could you help me out” I suppose small things 

like these inflated your ego and made you feel really good.” 

           -Jonathan 

“…you’re always kind of competing to try to elevate yourself… low level players asked where I got 

my gear. Sometimes I’d be helpful and tell them, other times I’d be like “go away puny noob”(new 

beginner)…(haha) it’s kind of rude i know, but you do feel like kind of a badass…that low level 

players don’t have the same status.” 

           -Sam 

The immaterial or abstract aspect of cultural capital is however coupled by what type of items one 

has obtained for ones avatar. Players with higher ranked armour or aesthetic rare items were almost 

always regarded as being players of higher knowledge of the game where other players would ask 

for advice or help on how to get them as well as how to play the role of the character in the best 

possible way as Eric also states. Furthermore, the items themselves functioned as determining who 

had better knowledge of how to play a certain role and the game itself not only in the game but also 

in real life where Eric, who used to play in a clan , stated that people who knew about the clan 6

would come up to him and seemingly hold him in high regard outside of the context of the game. 

“When I started university and got to know my classmates, they found out that I was in a clan 

(group of players who play together) that was well known in Sweden…those who played asked me if 

they could join my clan or would ask for advice on the game…It was strange but cool…I never had 

that attention before…” 

           -Eric 
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6.5 In-game language 

The type of language used in the game is also exclusive to the field of this virtual world. As Daniel 

compared it to professional language or LSP (language for specific purposes) comparing it to the 

field of his own work within the medical profession. Brian also compared the use of certain words 

or slang with how one talks with ones friends. Similarly Eric compared the knowledge and language 

used in-game to football where he himself did not understand concepts within the field of the sport. 

Jonathan also highlighted that in-game knowledge was similar to professional work knowledge 

stating that a player not only has to have appropriate gear and items but also knowledge of the 

tactics and what the objective is. 

“I work in a hospital so when I say things like… “this patient needs an ATB” you won’t understand 

anything but my colleagues know exactly what I’m talking about.” 

           -Daniel 

“…work about 7:30 and do surgery, they expect me to be on time, they expect me to dress in my 

scrubs and scrubbed in, expect me to have certain knowledge on certain things… in the game it’s 

exactly the same. They expect me to show up in raids on time, they expect me to be properly geared, 

equipped with certain things, they expect me to be knowledgable of who we’re going to take down, 

they expect me to know the tactics that we’re going to use.” 

           -Jonathan 

6.6 Ulterior motives in socialising 

The empirical data shows that the interviewed players did not value other players as friends or 

valued contacts but mostly only regarded other players as tools for their own success. Meaning that 

they only engaged in social activities and interactions in order to gain something out of that 

relationship. Sam compares interacting with other players as having “friends” on Facebook  who are 

really only there for ulterior motives. Brian states that relationships are similar to work relationships 

where some are real friends and others are just seen as co-workers where everyone cooperates to 

achieve an end goal. The first of the statements suggest how online game social capital is valued 

and used as a practical resource when compared to other platforms and fields of social media with 

social capital. The second statement suggests the practical use of social capital in real world 

examples and how some relationships are only of the professional kind whilst other relationships 

inhibit tendencies of actual friendships. 
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“…I didn’t really value the others (players) apart from what they could do for me, if you 

understand? It’s like having certain friends on Facebook but they’re not really your friends, for 

instance some of my Facebook friends I just have because they can get me in to nightclubs or 

something.”           -Sam 

“…It’s like co-workers at your job, some you’re actually friends with and others your just friendly 

with them and you cooperate to run the business…it’s exactly like that in the game”  

           -Brian 

Other examples of practical uses of social capital in-game, as most of the respondents suggest, 

function much like economic capital functions. That interacting and playing with others, whether or 

not a player knows who they actually are, like real life friends, has one main function. That function 

is to cooperate in order to obtain better objects for ones avatar. When asked how they valued other 

members of ones guild five out of seven respondents implied that guild teammates, with the 

exception of ones real life friends who played, were only viewed as acquaintances and a means to 

an end goal i.e getting better items, as Jonathan and Sam state. Brian and Steven stated that joining 

collective groups (guilds) were used in order to gain access to a collective pool of resources, items 

and players included, to progress further in the game.  

“… the absolute best armour, gear, weapons and rare stuff in the game you can only get by doing 

these huge 40-man raids … So there’s 40 people going after the same goal… Guilds help a lot 7

because you're already a member with maybe 60 or 80 other people…” 

           -Steven  

“The best guilds won’t recruit you if you don’t have high enough gear…if you don’t qualify for 

instances or raids, you can’t participate… I joined a smaller guild, they had a guild-bank so some 

stuff I got for free and the rest I had to work for…eventually I joined one of the best guilds” 

           -Brian 
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6.7 Climbing the social ladder 

Even if cooperation with others is the only way to gain the best items it isn’t the sole function of 

social capital. Ones access to social capital and how to utilise these connections can elevate ones 

social status. Jonathan refers to his friend who was somewhat of a socialiser in the game that made 

it easier to gain access to certain closed of groups of players and in turn he would climb the online 

social-ladder. Daniel also made a similar statement in which he states that the more status a player 

has in-game the more the player is sought after and compares this to being valued in real life 

professional occupations. This implies that by being a well known social player in the game, like 

the aforementioned player, this enables a player to accumulate connections which in turn can 

benefit the player in some form or function, whether they be objects or immaterial leverage like 

social status. 

“…he was an extremely social player. He would talk to everybody, make connections. By doing that 

you are favoured by people. And when you are favoured by people you climb up much faster.” 

           -Jonathan 

6.8 In-game relations and interactions 

However, social relations within the context of the game, as well as in real life, is not solely based 

on the benefits of which these interconnected relations may provide. Although the respondents 

mostly used these relationships as a tool to gain something of value, there did occur instances where 

players actually and genuinely made friends and even real life domestic partners as David, Jonathan 

and Sam suggests. Apart from real life friends who played the same game, the respondents who 

made friends through the game medium were, as far as the empirical interpretation of the data 

showed, were more like acquaintances. This was deduced by determining what type of knowledge 

players had of one another which often had the characteristics of basic chit chat topics like politics, 

where they worked, which country they were from, how old they were etc. 

“you can’t just be ice-cold and just take things all day long. Eventually you will chat…once you’ve 

done like 200 runs in the same caves with 40 guys eventually you will start making friends with one 

or two. ’Til this day I still have one or two friends from my old guild…” 

           -Jonathan 
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“One guy…Loved to help me out at times and I would later join him and talk… I didn't really open 

up to like relationships, what I was doing (in real life), what they were doing. We were just doing 

instances so it was just there and then…” 

           -David 

“…there were of course others in the guild that talked about politics in real life, maybe shared basic 

information like country, how old they were, what they worked with… a member was going through 

some rough times in real life so he told us that he was taking a break from playing. I’ve heard that 

people have met their partners in the game too.” 

           -Sam 

The respondents also implied that most of the conversations in the game were generally only 

consisting of topics about the game and less about personal topics or conversations of the bonding 

type. The conversations were often only of tactics, events, bosses, advice and the likes. This is also 

indicative of how shallow or superficial, for the lack of better words, the social dimension of the 

game really is. That is not to say that meaningful relationships are completely absent as stated 

above. However, the overlying consensus is that interactions which most occur are those of a non-

personal type. However deep and meaningful certain relationships were remain uncertain as this 

does not present itself in the empirical data. 

“…they would really just talk about how you would beat a boss how you would use a strategy and 

so on… i didn’t feel that connected with others compared to my real friends online.” 

           -David 

“…it’s just basic chitchat, where they got the gear, the next event, discussing tactics for bosses, 

asking for help.” 

           -Sam 

“When I played with my clan it was just talk about the game, what to do next, maybe joke around 

but when we first met in real life that’s when you really got to know them. How they really were as 

people.” 

           -Eric 
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6.9 Easier to gain friends online 

However, when asked if it was easier to gain friends through the game, the respondents suggested 

that connecting with someone through the game was easier than real life. Although the various 

reasons differ in which respondents implied that social issues, self esteem, self portrayal, prejudice 

and judgement were the cause of spending so much time interacting in the game world. It was also 

indicated by Sam that the real world was more complex and scary to where there were numerous 

explanations to why people pass prejudice and judgment such as skin colour, type of clothes, 

occupation and economy. Eric who was bullied in his younger days stated that inside the game 

nobody judged him by the former mentioned factors but only on how well he played. Daniel 

corroborated this by stating that the above mentioned factors did not matter inside the game world. 

It was also indicated that the design of the game itself, or rather, the roles of which each avatar 

plays significantly mattered within the games social mechanics as Jonathan and 7 state, also 

referred to as a solidarity community by Sam. Hence, it was the game itself that was the common 

denominator in which people could connect through. This was because every player had something 

in common and thus had something to talk about, the various aspects of the game itself. 

“…in Sweden for instance people are held back and its hard to just walk up and say “hey whats 

up”… but in that sense it was easier to make social contact in game… nobody was like socially held 

back, there were no stops,  everybody was somebody. Even though in real life a person might have 

been a recluse, you would never know.” 

           -Jonathan 

“I can understand why it’s easier… Everyone basically has the same goals: Level up, get gear, do 

fun stuff. So everyone can relate to everyone else… The real world is more complex…scary 

sometimes…some people don’t click and everyone has different motives, interests. People are so 

judgemental. Its all what you wear, what you work with, skin colour, where you live. In the game 

everyone has a role to play regardless. It’s like a solidarity community.” 

           -Sam 

“In the game you matter, every person plays a role that matters to others, and everyone contributes 

to the end goal.” 

           -Steven 
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6.10 Status in the game world 

When asked why it was so important to gain these forms of capital. Daniel stated that the real world 

society was based on a reward system way of thinking and that people wanted to be recognised for 

whatever merit they have attained, material or immaterial. Eric stated that being somebody 

important in the game world made him more confident as a person and compared it to having the 

same effect as the chemical releases of dopamine to the body, which is heavily related to reward-

motivated behaviour.  

“We live in a reward system society…we want to be recognised for the countless hours we work… 

it’s not just things I mean, like money, car, clothes but what you study or work with, where you live, 

how you look…it feels nice when people acknowledge that. Games in general have made it easier 

and faster to get this…that same feeling” 

           -Daniel 

“…it’s like that chemical that releases in your brain every time you feel good (dopamine)…I had a 

hard time in real life but in the game me and my clan were famous and it gave me confidence…I 

was somebody important.” 

           -Eric 

Brian also implied that there existed a hierarchy of status between players and that he wanted to be 

the best as he possibly could in the game. Similarly, as Sam insinuated that competitiveness and 

being regarded as an “elite” indicated ones position and status within the context of the game. This 

can be directly linked to how players regard other players with more valued items and knowledge 

accumulated from economic and cultural capital. This is also indicated by the recruitment of guild 

members in where some players might be declined membership to without some form of merit. 

However, Sam also stated that when he learnt that his guild master was only 18 years old that it 

devalued the guild masters position in the eyes of other guild members. Which indicates that the 

symbolic capital is only applied in the game world. 

 “…if you want to be somewhat competitive and do more with the game, more than just level up 

your character then gear is important. In battlegrounds, the type of gear will give you an advantage 

over other players…”           

           -Sam
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“There definitely is some form of status hierarchy between players. If I play a game I want to be the 

best as I possibly can” 

           -Brian 

“… this one time I found out that our guild leader was an 18 year old from the Netherlands, it kind 

of devalued his status in the guild (haha).” 

           -Sam 

Whilst all of the forms of capital function in very different ways, they all have something in 

common. Economic capital indicate a strive to attain some form of advantage or leverage over 

others through currency to attain powerful items such as armour and weapons. Cultural capital 

reveals itself through how players exalt other players where the former regarded the latter as 

“richer” more knowledgeable players. Finally, social capital was used as a means to gain access to 

areas of the which was not available to the player before. This could be smaller cooperations to 

larger specific events or raids, access to collective resources, association to an esteemed group of 

players all in an effort to gain the best objects within the game and thus a higher regarded status 

overall. 

6.11 How playing MMORPG’s affected the players lives 

It was established in the interview that all of the respondents spent several hours daily during the 

time they played MMORPG genres stating that the time played would be an approximate of 

between 4-5 hours daily and on some days double that. When the respondents were asked how 

playing so much affected their life and how their life now was different from when they played they 

implied that playing that amount impacted their social life, social relations, school, work and health 

negatively as the respondents insinuated that activities and obligations in the real world were less of 

a priority. However, they also stated that these aspects of life changed as they instead laid more 

focus on productivity in their real life as opposed to the game world. Eric stated that the confidence 

and leadership skills he attained when playing MMORPGs were applied in his real life professional 

ventures. Steven also stated that if he played to this day he would probably not have a high position 

at his firm or get payed as much. 
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“…my social interactions in real life started lacking heavily. Like, if you stay away from people for 

long enough, relations start withering away. There was nothing called love life, it was non 

existent… I barely scraped by (School). Once I “cold turkey” stopped playing then of course there 

were improvements in every aspect of life. Socially, school. Even my health was taking a heavy toll 

as well…Everything in life took a toll. But everything turned around when I stopped.” 

           -Jonathan 

“… I would work just to have enough to pay rent, bills, buy food and pay for my subscription (to the 

game) I didn't even save up money…I stopped going out as much, partying, or hanging out with 

friends… even lost a girlfriend because i played so much…I sort of neglected other things in life… 

its much better now… I socialise, I go out, hang out with friends, work out, focus more on studies 

more willing to work that sort of better…Actually doing something productive to achieve something 

with my life” 

           -Sam 

“I can’t play these types of games anymore, it’s too addictive, there’s so much to do, it takes too 

much time…I barely play any games anymore. If I still played now I don’t think I’d be a senior 

manager or get this well payed.” 

           -Steven 

It would seem then that the amount of time and effort spent in productivity is misplaced in the game 

as opposed to real life aspects of life. The more these people spend engaged in acquiring the forms 

of capital in-game the less they spend acquiring them in the real world. As the statements suggest 

the lack of game time or reduced game time has the opposite effect where effort in productivity is 

directed to aspects of their “offline” life. 

�31



7.  Analysis 

7.1 Escapism to the virtual world 

The respondents answers showed that the two main motivations for escapism were to escape from 

the real world, like everyday life activities, as well as immersion, to “live” as an individual in a 

fantasy world. There is also a third which is competition and which is manifested through the 

progressional system of the game as well as through the accumulation of the forms of capital as will 

be evident below. These, coincide with three out of ten motivations of escapism according to Yee’s 

theory of escapism in to games (Yee, 2007). The remaining seven were not evident from the 

empirical material. Yee’s theory, however, does not take in to consideration the reasons why people 

choose escape in to games and only presents the different characteristic motivations of playing a 

game. Based on this study, escapism to games can be of various reasons like bullying and to come 

away from real life responsibilities and to live in a fantasy world. It was also implied that real world 

society, or more commonly western societies, is based on recognition and merit, a reward system 

society as implied, in which games have made these easier and faster to obtain. Although, more 

often than not, not as realistic as the real world equivalent it does serve the same function, that 

recognition is based on merit and in turn affects the player as it would in the real world i.e 

economic, cultural, social and symbolic capital as it were. 

7.2 Applying and criticising Bourdieu’s Economic capital theory 

The empirical material established that economic capital in-game functioned in very much the same 

way as it would be in the real world. Currency in its various forms were obtained through 

productivity in the guise of completed tasks and other activities such as professions were players 

could sell items that they produced to other players. These various forms of currencies were then 

used to buy items which would in some way or form either help the player gain more currency or to 

gain better items such as gear, weapons and rare mounts. However, the accumulation of economic 

capital also entails something else in accordance to Bourdieu’s definition. Bourdieu considers 

economic capital and the knowledge of the accumulation of such as one of the main aspects of 

social mobility (Bourdieu, 1986). This mobility can be distinguished by the acquisition of a house 

in a nice neighbourhood, a prestigious car, exclusive clothes or expensive taste in food, sending 

ones children to expensive universities etc. in which all entail a belonging to an upper social class or 

at least a social class which is higher than another.  
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The mobility mentioned within the context of the game was obtained in order to achieve 

competitiveness towards other players as well as a classification of being an “elite” player. It was 

also insinuated that other players of lower levels looked up to the players with higher level items 

and that some “showed off” their attained objects. This was paralleled to having an expensive car or 

modern clothes in the real world and insinuated successfulness of the person. Economic capital in 

games indicates a similar function as it would in the real world. A practical means of social mobility 

and distinction of oneself from others by ownership of resources or material things which enable 

this distinction. By distinguishing oneself from others it also brings with it the opportunity for the 

player to engage in activities with others of higher status in areas which may not be accessible 

otherwise. Thus, pointing to a social mobility of sorts and the distinction between low geared 

players and higher geared players. 

Whilst economic capital in-game is accumulated in the same traditional way as any other means of 

gaining economic capital in the real world, through time and labor or knowledge on how to convert 

resources in to economic capital, as well as the characteristic nature of what economic capital can 

ultimately be used for, that of symbolic capital, (Bourdieu, 1986) where social groups accept or 

acknowledge a player based on what items he or she has, there is however a difference and that is 

that economic capital in the game world is only exclusive to that specific field of that specific game. 

Economic capital in the real world is also highly fluid between different fields of the social world 

such as sports activities, housing, socialising in pubs or cafés, as well as paying to play MMORPG 

games. It does, however, not work the other way way around. Economic capital is also highly 

linked to survival such as paying of rent, food and necessities which is not the case within games. 

7.3 Applying and criticising Bourdieu’s Cultural capital theory 

Cultural capital is also a factor which Bourdieu considers a mechanism for social mobility. 

Although not as materialistic or as concrete as how social mobility can occur through economic 

capital, through the manifestation of value in objects, cultural capital is determined through 

immaterial properties. However, ones cultural capital can be identified, for the lack of a better word, 

through materialistic objects in which a person accrues. More specifically what type of objects a 

person accrues. To clarify this notion, an example could be that there is a general difference in 

people who listen to mainstream music or classical music. Cultural capital is not reliant on the price 

of the music but rather ones taste in music. 
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Furthermore, cultural capital is the knowledge and distinction on how to act, talk, behave and 

expectations of social and cultural codes in certain fields (Bourdieu, 1986). These can be highly 

different between fields as well. An example would be how cultural capital knowledge and norms 

differ between ethnic backgrounds, different social classes or fields like a nightclub and an opera to 

how people talk and act depending on certain situations and where it takes place. In this sense, 

cultural capital is also highly abstract in nature. It is also reliant on peoples experiences and how 

they are raised. In other words the habitus and doxa which they have been exposed to.  

The first aspect of cultural capital, that of materialistic characteristics or taste in consumer objects 

does not present itself through what type of items a player has accrued for ones avatar if compared 

to what items a person chooses to obtain in the real world. This is because there is only two types of 

weapons or armour players can obtain, those used for player versus player activities or those used 

for player versus environment as Jonathan states. The distinction of these is also only based on what 

attributes these items have which is only determined by utilitarian purposes. There exists items 

which are better than others that have higher attributes and such but is only distinguishable by a 

one-way progressional system, which leaves little room for uniqueness. For instance an item has +1 

in an attribute the next best item a player can achieve will have a +2 in attribute and so on. Items are 

also dependant on what role one plays in the game and so a vast amount of items will be obsolete to 

a players avatar. There are also items which only have aesthetic properties and have no real purpose. 

Whilst the materialistic and aesthetic properties of accumulated objects does entail tendencies of 

distinction i.e who are more “elite” players compared to other players. Higher ranking items and 

items of special aesthetic nature are difficult to obtain. Those who have these are distinguished from 

low ranking or casual players from more competitive and higher ranked players. This is the only 

distinction that separates players from one another in terms of materialistic gains (Bourdieu, 1986), 

however, all players have the same opportunity to gain these items depending on how much effort 

one puts in to the game. Through this distinction, players can identify who is more knowledgable of 

the game and an avatar’s role as well as who are valued as better players. There is no indication, 

however, that ones personal cultural capital has any effect on the social mobility in the game only 

ones knowledge of the game and a players avatar role which is accrued by playing it. The same 

goes for the type of language that is used, or rather acronyms or specific words, which can only be 

learned as one progresses further in the game through experience and exposure to them. These are 

factors which are available to all players and can be obtained by all players. Thus, the tangible and 
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immaterial aspects of Bourdieu’s theory on cultural capital in the game world does not coincide 

with how it functions in the real world.  

Although cultural capital can not be paralleled to how it is attained in real life and as such is not 

applicable to the game world, it functioned in some similar aspects. Cultural capital is initially 

distinguished by the items that the higher level avatars wear (the objectified state) which would 

subliminally project a notion that those players knew more of the game than other players of lower 

rank i.e the tactics, where to get armours or knowledge, help as well as the language used (the 

embodied state). They were regarded as more experienced and acted as mentors of sorts where 

some would oblige in helping whilst others ignored or shunned off low level players (Bourdieu, 

1988). Nonetheless, cultural capital is not attained in the same manner as it is implied by Bourdieu. 

Bourdieu’s theory on cultural capital is heavily reliant on the exposure and experiences to different 

habitus' and fields during ones lifetime and the degree to which these people are affected by them 

and in turn internalise and utilises these norms in the form of appropriate doxa as well as various 

conditions of peoples accumulation of cultural capital, for instance what social class one is born in 

to and how they are raised, individual interests, which schools one attends, the type of friends a 

person hangs out with or the different social groups a person is linked to, a persons profession to 

ones taste in materialistic objects etc. (Bourdieu, 1984) These factors which one acquires 

determines the knowledge of how to act, talk, what to expect in certain situations or fields. In other 

words it is the social and situational awareness a person inhibits and exhibits through the 

culmination of these conditions. Thus, cultural capital is not fully exemplified in the traditional 

theoretical sense as presented by Bourdieu. There are however certain aspects of the theory that can 

be paralleled such as the distinction through objects, what type of items an avatar is displaying, 

which is also dependant on the avatars economic capital, and knowledge through experience such as 

tactics on how to play a specific role or defeat an enemy and language. In the game there is only 

one field, habitus, doxa and certain slang the player is exposed to and everyone has the opportunity 

in gaining these. This is mere speculation, but whilst a persons real cultural capital might reveal 

itself through the game like taste in music or the way one writes or speaks through a microphone in 

the game the same cannot be applied vice versa. A persons online cultural capital would not apply to 

the real world because it would not present itself, tangible or immaterialistic, as determining of ones 

cultural capital. 
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7.4 Applying and criticising Bourdieu’s Social capital theory 

Bourdieu refers to social capital as a pool of resources consisting of people that a person is 

interlinked to. This is not necessarily the ones who are closest to us such as family, relatives, 

significant others or friends but also acquaintances, colleagues and other diverse contacts within 

ones network. All of these people who reside within ones network is called social capital. What 

Bourdieu implies is that social capital is not only based on meaningful relationships but also the 

functions and uses of these relationships. Hence, the value of each relationship is different from one 

another and in some cases may solely be based on, and valued by, practicality. 

Social capital as it presents itself in the game is consistent of many different forms and functions as 

it would in the real world. Its characteristics are very much on par with Bourdieu’s theory on social 

capital whether it be meaningful friendships or useful acquaintances in order to gain something 

from them such as better items or access to various fields of the game which would otherwise prove 

difficult. The social capital aspect of the game were mostly used as a means to an end where the 

respondents were utilising other players to gain objects or access to areas for themselves (Bourdieu, 

1988, 1986) rather than building meaningful friendships. An example of this is entrance to a 

prestigious nightclub or knowing someone who can get you a job interview. In the case of the game 

it would be its events, raids of various dungeons as well as recruitment in to social groups such as 

guilds. This was also indicated through their interaction with other players where the topics of 

discussion were generally only about the game itself and not of a bonding nature although the latter 

did occur, however, to a lesser degree. 

Social capital can also be used to attain a form of status such as belonging to the best of guilds. In 

which case the membership would serve two functions. The first is the status of the guild which is 

compiled of its various members and in turn is embodied by these members and how other players 

view them (Bourdieu, 1986). This might be equivalent to how a persons social capital is compiled 

of people from an upper social class juxtaposed middle class or working class. One can assume that, 

in the real world, a person views and classifies another person dependant on who the said person 

chooses to align with as well as what type of materialistic objects such as clothes, cars, location of 

ones home etc. that distinguishes different people with different social groupings from one another. 

This leads us to the second notion, that the prestigious guilds and function of social capital have a 

better chance in providing the players with better items which would not only provide its members 
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with status linked to a certain guilds name but also individual status through the prestigious items 

the avatar receives and displays. 

This equates to Bourdieu’s theory that social capital consists of both meaningful relationships as 

well as relationships characterised by utilitarian functions such as cooperation or being associated to 

a prestigious group where shared capital and knowledge occur to, in some form or way, acquire 

competitiveness, relevance and status within the field of the game. However, social capital from the 

game world and the real world differs significantly in terms of uniqueness of people who are a part 

in ones own social capital. Bourdieu's social capital not only takes in to consideration the functional 

value of it but also that social capital consists of connections from various fields of society, for 

instance work, sports, school, family and acquaintances just to name a few. Such differences do not 

really appear in the games societal dimension, apart from perhaps knowing of someones avatar who 

has a profession which is useful to ones own avatar and vice versa. At the same time learning these 

in-game professions is not like going to university to become a doctor, you do not level up with 

other “students” over the course of X amount of years and build relations. Thus, the only social 

capital player has in the game is of other players who reside within the context (the magic circle) 

and field of this game world itself. However, if viewed from the dimension of the real world one 

could consider gaming friends as a part of ones own actual social capital much like sports friends or 

co-workers. 

7.5 Applying and criticising Bourdieu’s Symbolic capital  

Bourdieu explains symbolic capital as the culminated resources which stem from the three main 

types of capital in his theory; economic, cultural and social capital respectively. To be clear it is not 

the materialistic objects gained from economic capital or consumeristic taste of ones cultural capital 

or the tangibleness of people on ones social capital. It is what all of these forms of capital combined 

entail. Symbolic capital is not measured in tangible things it is however how these tangible things 

manifest in to culminated merit and value of a person based on the economic, cultural and social 

capital in which a person has acquired and is in turn converted in to prestige, recognition, honour 

and respect which determines a persons symbolic value and power in society or social space. 

All of the former mentioned forms of capital, how they are obtained and presented, culminate in to 

symbolic capital within the context of the game. The symbolic capital would manifest itself through 

what type of high valued items the players attained through productivity or economic capital which 
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would also suggest more knowledge of the game itself through the implicit notion of a player 

having more experience as perceive by other low level players where the latter imbued the former 

with symbolic power as presented through exaltation or mentorship. Social capital would also be a 

determining factor in attaining more sought after items and the association to a well known guild as 

well as climbing it’s hierarchical ranks would allow the member to be recognised not only through 

items but also as a prestigious status symbol through association.  

All of these combined suggest that the accumulation of the forms of capital determines the general 

power and position one has in the games virtual society (Bourdieu, 1984) in terms of recognition, 

respect, prestige and honour. The forms of capital and how they reveal themselves within the game 

function as a valued merit and how much a player exudes these capital forms regulate the players 

symbolic capital as well as symbolic power within the games context (Bourdieu, 1988). 

However, much like the rest of the forms of capital, symbolic capital is only definite within the 

context of the game itself. Ones symbolic capital within the game, no matter how substantial, 

cannot be converted or transferred to the real world. A player who is the guild leader with over 40 

members only has that power within the game, a player who is regarded as the best player with the 

best gear will only be regarded as such in the game. 
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8.  Conclusion 

To answer the first research question “Is Bourdieu’s theory on the forms of capital applicable in the 

field of MMORPG games genre?” The answer would be; to a certain extent. Economic capital 

functions in very much the same manner in game as it would in the real world. By activity and 

productivity which result in economic results whether through professions, quests or capitalistic 

ventures. What the actual currency is used for is for material objects which would give the player 

some form of leverage towards other players such as better functional items as well as rare aesthetic 

items. This would in turn distinguish oneself as a better more valued player which was paralleled to 

high end tangible objects in the real world like sports cars or expensive suits. However, being rich 

in the game is not transferrable to the real world. 

Cultural capital could not be correlated between the dimensions of the game world and the real 

world. This was because there lacked variations in the accumulation of it which is the case in a 

persons real life cultural capital. Every avatar is brought up under the same conditions and as a 

result there is only one cultural capital a player can obtain in the game world and field. The only 

distinction of class was through the avatars items which would suggest that a player was more 

knowledgable about the games various aspects and how some held these players in high esteem. 

Nevertheless, Bourdieu’s theory does not apply in the context of MMORPG genres, however, the 

game worlds cultural capital can be applied to a persons real world cultural capital.  

Social capital presented itself as Bourdieu would have expected, a mix between meaningful 

relationship as well as functional relationships, although there was less of the former. This was 

made clear through the topics of conversation that occurred between people which was mostly 

based on the game itself and light chit chat. More importantly most relations were based on a 

utilitarian function like cooperation to get better items or access to collective resources as well as 

events and areas. It was also shown that joining guilds and climbing it’s hierarchical ranks entailed 

a status symbol. However, this status symbol could not be transferable to the real world save for 

Eric who obtained status in the real world by being a member of a famous clan. 

What all of these three forms of capital lead to is the convergence in to symbolic capital where they 

collectively, through the accumulation currency and the obtaining of rare items, which also serves 

as a distinction between low and high level players and the amount of experience and knowledge of 

the game one has as well as the association to guilds, serve as the main factor of distinguishing a 
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players recognition, prestige and social mobility within the games world. What this means is that 

even in the game world there appears to be a reproduction of inequality whether they be explicit as 

in the amount of currency or items one has to more subliminal aspects like knowledge or the social 

relations and interactions that occur. This might contradict the notion of some of the respondents 

were they imply that games has the function of being a sanctuary from such inequality in the real 

world when in fact there is a high degree of it. 

The second research question “Which forms of capital is valued the most by the players?” was not 

evident in the empirical data. However, what the empirical interpretation suggests is that the 

collective accumulation of the forms of capital plays an important role in attaining not only 

competitiveness and hierarchical status towards other players but also in subjective interpretations 

of achievements for themselves. Nevertheless, an exact answer to this question was never 

established. 

The final research question was “Is there an interrelationship between the accumulation of the 

forms of capital between the game world and the real world?” Most of the respondents stated that 

time spent in playing MMORPG genres affected their lives in a negative way in terms of social 

activities, relationships, work, studies, and health. It was only after they stopped playing that the 

productivity and the accumulation of the forms of capital were placed in real aspects of their lives. 

The forms of capital in-game works much like they would in real life where capital functions, 

whether through currency, cultural or social aspects, as a symbol for status much like how 

materialistic objects function as a distinction of oneself, or more commonly, the urge of wanting to 

belong to a certain group or be seen as in a distinct way. In real life a person not belonging to an 

elite group can at least dress as them whereas in the game a player can not dress as an elite gamer. 

The accumulation of capital is pervasive in the sense that a compulsive, or rather a misplaced, 

behaviour is manifested in order to attain more capital, whether it be currency, resource or 

symbolic. However, to attain the forms of capital means to actively pursue resources, however the 

may be presented, to ensure competitiveness, access and social mobility in order to accumulate 

more forms of capital resources and elevate ones position in the games own society. Thus, the 

pervasive strive and energy used for productivity in accumulating the forms of capital is misplaced 

into the game rather than in the real world as the empirical material suggests. 
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Image 2 shows the accumulation of capital as one spectrum between the dimensions of the virtual 

game world and the real world. As there is more focus on accumulation in one dimension the 

accumulation on the other side of the spectrum is reduced and vice versa. 

9.  Further Discussion 

This study shows how Bourdieu’s forms of capital present itself within the context of Massively 

multiplayer online roleplaying games. Through the analysis of the empirical data it was established 

how economic, cultural, social and symbolic capital presented themselves in the context of a large 

virtual societal worlds inhabited by thousands of players daily. These forms of capital were 

paralleled, by some of the respondents, to real world equivalent situations. Although the virtual 

world and the forms of capital are not wholeheartedly similar to the real world, and the lack of 

transferability of these between dimensions, there are tendencies which suggest likenesses between 

the two dimensions.  

For further studies it would be interesting to create a similar study based on a larger number of 

respondents to establish if this in fact is generalisable to all players experiences, as this study only 

encompasses 7 respondents which was originally intended to be 10. It would also be interesting to 

do a further in depth study to find out if a larger number of respondents experienced negative affects 

of MMORPG games similar to those of this study. This might enlighten answers to whether or not 

compulsive game behaviour, which is more often than not mistaken for gaming addiction, is in fact 

manifested by the accumulation of capital or even other sociological theories. 
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Image 1 Fields
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Image 2 Accumulation of capital
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The accumulation of capital between games and the real world.
(Own illustration)

Online Virtual World
Economic Capital
Cultural Capital
Social Capital
Symbolic Capital

Real World
Economic Capital
Cultural Capital
Social Capital
Symbolic Capital

Accumulation of capital

The productivity of the 
accumulation of capital focused in 
game worlds leads to a positive 
effect of ones capital in games but 
less in the real world.

Online Virtual World
Economic Capital
Cultural Capital
Social Capital
Symbolic Capital

Real World
Economic Capital
Cultural Capital
Social Capital
Symbolic Capital

Real World
Economic Capital
Cultural Capital
Social Capital
Symbolic Capital

Online Virtual World
Economic Capital
Cultural Capital
Social Capital
Symbolic Capital

The productivity of the 
accumulation of capital focused 
more in the real world leads to a 
positive effect of ones capital in 
this dimension but less in the 
online world.



Interview guide 1 

Warm up questions 

Do you remember the first video game you ever played?  

 Which one? 

What game are you currently playing? 

How did you come to enjoy playing games? 

Was there ever a game that you felt you put most time in or most effort in to in comparison to other 
games? 

 Could you elaborate? In what way? 

Motivations for Escapism (competitiveness, social, immersion) 

Why do you play games today?  

 What function do they serve? 

Have you ever played MMORPGs?  

 Which ones?  

  For how long? 

What aspects of the game did you enjoy most?  

 Why? 

What type of player are you?  

 Competitive, social or immersive? 

Do you enjoy playing by yourself or with others?  

 Why? For what purpose 

about how many hours per day did you spend playing?  

 For what purpose? what did you spend so much time on? 

What motivated you the most to continue playing? 
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Social capital 

What makes playing online in mmorpgs so appealing? 

Do you consider mmorpgs social in nature? 

 in what way? compared to the real world? 

Do you think it is important to be social and gain online friends when playing mmorpgs? 

 why? 

When you socialise in online games, what typical purpose does it serve? 

 to make friends? to gain something? in what way? 

How would you say that translates when you compare socialising in the real world?  

 any similarities? 

When interacting with other players, are the topics of the conversation genuine in nature or not? 

 in what way? 

Do you think it is easier to establish social relations online compared to the real world? 

 why? what purpose do these relationships hold? bonding or bridging? 

If you would compare the interaction between players in the online world and real world, what 
likenesses and differences do you see? 

In what way does social status play part in the game vs the real world?  

  is this similar or different from the real world? 

How would you compare the online world and the real world as social arenas? 

 for instance a bar or hangout spots? 

Was there any particular moment where playing games affected your real life in some way? 

 negative or positive? 

Do you think that socialising online affects the way people socialise in the real world? 

 how so? 

Capital 

What was the most important factor in creating and maintaining successful character online?  
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Economic - Money, resources - profession? 

Cultural - Knowledge, the know how to? 

Social - Online friends, joining a guild, cooperation with others? 

Symbolic - Power, knowledge, prestige, honour, armour & weapons, status? 

How did you go about in acquiring these for your character?  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Interviewguide 2 (revised questions) 

Warm up questions 

What games are you currently playing? 

What made you enjoy games as a pastime in the first place? 

Have you ever played MMORPGs?  

 Which ones?  

  For how long? 

Motivations for Escapism (competitiveness, social, immersion) 

Why do you play games today?  

 What function do they serve? 

What makes playing online in mmorpgs so appealing? 

What aspects of the game did you enjoy most?  

 Why? 

What type of player are you?  

 Competitive, social or immersive? 

About how many hours per day did you spend playing?  

 For what purpose? what did you spend so much time on? 

What motivated you the most to continue playing? 

Economics 

How does your character become successful in the game world? 

Are there any special occupations/roles to play? 

How do you gain currency or items? 

 What types of currencies and items are there? 

Why is it important to gain currency in the game world? 

How would you compare this to the real world? 
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Social 

Do you enjoy playing by yourself or with others?  

 Why? For what purpose? 

Do you consider mmorpgs social in nature? 

 In what way? Compared to the real world? 

Do you think it is important to be social and gain online friends when playing mmorpgs? 

 Why? 

Do you think that socialising online affects the way people socialise in the real world? 

 How so? 

When you socialise in online games, what typical purpose does it serve? 

 To make friends? To gain something? In what way? 

When interacting with other players, are the topics of the conversation genuine in nature or not? 

 In what way? 

Do you think it is easier to establish social relations online compared to the real world? 

 Why? What purpose do these relationships hold? Bonding or bridging? 

Cultural capital 

Is there any distinction between the types of players? 

 How does it present itself? 

Does experience matter in the game? 

 Why does it matter? 

How do you determine an experienced player from another? 

 Language? Tactics? Knowledge? 

How would you compare this to the real world? 
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Status 

In what way does social status play part in the game vs the real world?  

  Is this similar or different from the real world?  

  How does this present itself? 

How do you view other players? 

 Higher level or lower level than yourself? 

How would you compare this to the real world? 

Which of these were most important in the game: currency, experience and knowledge, 
socialising and playing with others or status? 

Affects of gaming 

Was there any particular moment where playing games affected your real life in some way? 

 negative or positive? 

What were the aspects of your life that were affected? 

How do you feel about these types of games today?
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