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Introduction 

Over the past decade, the video game community has come under scrutiny for the 

promotion of violent games and indecent acts. They have been attributed as the linking 

causality of atrocious mass shootings, cyber bullying and more. However, there is much left 

unknown about the depths and complexities that surround video games today, which have 

developed far from the old days of simplicity such as pong. Just a small minutia of 

individuals has the potential to derail public perception of a community, and much is the 

same case for online video games. Although these communities are well-known for anti-

social behaviours, these communities can actually foster and reinforce positive social 

behaviour. By examining the complexities of video game development and genre and using 

frameworks such as Mechanics-Dynamics-Aesthetics with a new fourth addition of nurture, 

the communities can be recognised as a force of good if fostered correctly by a game’s 

developers through the case examples of World of Warcraft (WOW) and Final Fantasy XIV 

(FFXIV). Before this analysis can be conducted, we will look in both prosocial and antisocial 

behaviours within video game communities to provide some context.  

Behaving in a game 

Like all types of communities around the world, prosocial and antisocial behaviour is present 

within online video game communities. Prosocial behaviour can be described as empathetic 

behaviour that has the intention to help or benefit others with no to little reward returned 

(EisenburgNancy, FabesRichard, SpinradTracy 2007). On the other hand antisocial 

behaviour illustrates the type of behaviour that infringes on the rights of others, and is 

disruptive to society (BergerKathleen 2003). Video games have been documented to have 

an impact on an individual’s behaviour, and has the potential to have a long lasting 

psychological effect (AkikoRachel, DrennanJudy, LingsIan 2019).  



The community of the 

massively multiplayer online video 

game (MMO) Final Fantasy XIV 

displays prosocial behaviour. In 

celebration of the holiday season, a 

group of players put together a 

theatrical play inclusive of a 

production team, actors, special 

effects and a bouncer within the virtual 

world for no reward (IanBoudreau 2016).This demonstrates prosocial behaviour on multiple 

levels. They were willing to volunteer time towards the project, cooperate collaboratively in a 

large group, to provide content for the benefit for the community and the game developers.  

Antisocial behaviour has been well documented and analysed as a form of cyber 

bullying within these communities. In general, it can range from verbal abuse, physical 

abuse through the mechanics of the game. Verbal abuse has been recognised as a major 

issue in all forms of online video games (PhilippaWarr 2015). Thus, much like reality, the 

virtual world consists of people who behave both in a prosocial and antisocial manner.  

Manifestations of Prosocial Behaviour 

Players develop prosocial behaviour typically through becoming a member on an in-game 

organisation. These organisations can exist for different purposes dependant on the nature 

of the video game itself. However, despite the context, they all share similar values of 

cooperation and coordination (Williams, et al. 2006). Each guild has different cultures, which 

also has an impact on the type of behaviour encouraged within the community. Casual 

oriented guilds are more likely to have higher levels of comradery and sociability in 

comparison to those 

organised in a more 

militaristic fashion to achieve 

higher levels of gameplay 

(Steinkuehler and Williams 

2006). Members of these 

online communities have also been 

known to extend their relationship 

offline. For instance, Trepte, Reinecke and Juechems (2011), discovered that some players 

are able to extend their social support networks through in-game relationships. This is 

beneficial for players that may suffer from low self-esteem or other personal issues offline. 

Image 1: Players await the beginning of the show (Ian 2016) 

Image 2: A group photon of an in-game clan of Planetside 2 (Neal 
2019) 



Moreover, the foundation for a majority of these organisations are the same as those found 

in communities of practice. These groups are characterised by the shared understanding of 

their interests, knowledge generation, and frequent interaction with each other ®. Therefore, 

members are more likely to develop and display prosocial behaviour towards one another 

due to being part of the same community. Players who decide to volunteer their own 

personal and in-game time to perform official roles in a guild provide a great example of the 

development of prosocial behaviour, as these individuals may lack the courage to undertake 

such a commitment offline ®.  

Antisocial behaviour in the community 

A vast range of antisocial behaviour can be observed in online video game communities. 

This is due to interactions between players being highly intensive, and extremely 

unpredictable, all the while maintaining the players anonymity. Teng, et al. (2011) outlines 

five forms of significant antisocial behaviour as account theft, cheating, bullying, profanity, 

and the hoarding of advantageous locations. They have identified that two of these 

behaviours have the potential to reduce their victim’s willingness to continue playing.  

Griefing is a more commonly experienced form of antisocial behaviour within these 

communities. It is described as actions that are intended to be disruptive to other player 

experiences, and can take on many different forms (Rubin and Camm 2011). This can range 

from just casual griefing (refusal to comply with rules), to the more excessive (through scams 

or harassment). World of Warcraft has many 

historical accounts of grieving most notably the 

account of a player who devoted ten hours each day 

for four months blocking off a primary travel point by 

killing for low levelled players who attempted to pass 

(N/A n.d.) (Messner 2017). Eve Online provides an 

account of an alternative version of greifing, where a 

player created an in-game global bank for the 

community with the promise of adding interest to their deposits. After several months they 

simply vanished with the accrued 790 billion in-game currency, (Drain 2011).  

Genres and the MDA framework 

How genres impact player behaviour 

Genres are used to help players navigate through the myriad of games by using a 

generalised phrase as their lantern. However, the genre space in video games is more 

complex than elementary, with seemingly endless categories and sub-categories to choose 

Image 3: Artist rendition of Angwe the Ruthless 
(Messner 2017) 



from. Accordingly, it can be expected that a player who prefers action-shooter games 

psychographically segmented differently than a player who prefers a driving-simulator.  

Differences between 

market segments can extend to 

cognitive abilities and physical 

behaviour. Dobrowolski, et al. 

(2015) provides a case where 

the tested the cognitive abilities 

of FPS (first person shooter) 

players, and RTS (real time 

strategy players), finding that 

RTS players have greater 

cognitive capabilities, vis-a-vis 

multiple object tracking, and 

reaction speed. Furthermore, 

players who preferred playing games that fall under sports and racing genres, displayed 

higher levels of physical activity in comparison to players who preferred strategy or 

roleplaying games (Floros and Siomos 2012). Thus, it is clear that players of different genres 

both perform differently and behave differently. This provides the foundation of 

understanding the community of a video game; that they can differ based upon the genre/s 

they are associated with.  

Yet, this does not explain why games of the same genre can have different 

communities. Take the case of WOW and FFXIV, both categorised as MMO’s. Despite the 

similarities the community of FFXIV has been regarded as a more vibrant, engaging and 

collaborative community in comparison to WOW where players tend towards more serious 

engagement with the content, alienating many others . So where and why have the 

behaviours of these communities diverged to one leaning heavily more prosocial and the 

other more antisocial. 

Mechanics-Dynamics-Aesthetics, the developer’s tool for creation 

The MDA framework (Mechanics-Dynamics-Aesthetics) assists developers shape their video 

game into what they envision it to be. Mechanics refers to the rules and boundaries that 

provides the foundation of a game (Kusuma, et al. 2018). The base line code that structures 

what is and is not possible in a virtual world. It determines how much damage a sword will 

do, how much it is worth and how you can equip it. Dynamics refers to how the player 

interacts with the mechanics (Kusuma, et al. 2018). For example, a player may use the 

Image 4: An overly convoluted video game genre diagram (PokeSaur 2011) 



sword to damage a monster, sell it to another player, or simply do not equip it at all. This is 

the area with the greatest amount of variability as it is dependent on semi-controlled player 

interaction. A player may use the sword to protect a weaker player, or they may sell it to the 

player far higher than the buying price. Thus, ethical use of the mechanics is up to the player 

and not the developer, yet the developer can introduce mechanics that limit what actions are 

available to the player. Aesthetics describes emotion responses to the video game (Kusuma, 

et al. 2018). More simply put it is a player’s feeling while playing a game. It can be broken 

down into feelings of discovery, challenge, fantasy, fellowship, freedom, immersion, devotion 

and much more (Kusuma, et al. 2018). However, the MDA framework largely accounts for 

single player experiences, and does not factor in the life cycle of online games that have a 

consistent development team constantly altering the mechanics and aesthetics. Thus, a 

fourth category is required: nurture. This category can describe the ongoing process of 

improving aesthetics, balancing mechanics, and most of all manage the community.  

How the MDA framework can promote positive social 

behaviour – A case of Final fantasy XIV and World of 

Warcraft 

The persistent worlds of both games have shaped their communities. Many players have 

aged from their teenage years into adulthood alongside these games, leaving a lasting 

impact on their values. Yet despite being similar games, their lifecycles have varied 

differently which has turned their communities into what they are now. 

The Trials of FFXIV 

Final Fantasy XIV was developed by Japanese studio Square Enix. The game was released 

to extremely poor reviews citing countless bugs, repeated content and lack thereof, poor 

optimizations, user interfaces and many more mechanics that were poorly or not even 

implemented. Three months later director Hiromichi Tanaka removed from the project due to 

the overwhelmingly poor reception and replaced with Naoki Yoshida who was given the task 

to completely redesign the game within 2 years. It typically takes 5 years for a full 

development cycle to complete, however this Yoshida was faced with the arduous task of 

developing in just half the time, while supporting the established in-game community 

simultaneously. He focused on establishing trust with players as he recognised its critical 

contribution to the longevity of the series (N/A, Web Cite 2012). Thus, the development team 

interacted more vibrantly with the community up until the launch date of the redesigned 

game. Leading up to the release of the games new facelift, an event was introduced secretly 

within each patch to signify incoming changes, a moon would draw ever closer. This 



culminated with an invasion of all major cities and the end of an old world (N/A, Seventh 

Umbral Era 2020). The new version, “A Realm Reborn” introduced completely new 

mechanics, and aesthetics into the game, to an overwhelmingly positive response from 

players old and new.  

The History of WOW 

World of Warcraft was developed by Blizzard Entertainment, known for popular franchises 

such as Diablo and Starcraft. It was developed with the intention to be a different experience 

to its competitors by being an easy to learn more casual gaming experience, allowing it to be 

more accessible to a larger market of players. It enjoyed explosive growth until 2008 When 

Blizzard merged with another video dame developer, Activition. Over the years it 

experienced modest success with subsequent expansions. In recent years, these 

discrepancies have been more loudly expressed to developers and executives of Blizzard-

Activision. They perceive a continuing decline in the quality of the in-game experience and 

treatment of the community. This is heavily attributed to the growing disconnection of 

developers and the community, between corporate executives. In 2019 executives saw it 

necessary to cut the development team by 800 employees, much to the chagrin of the 

team’s core members (Shutupodarrie 2019). The controversy surrounding the prize pool for 

the 2019 WOW championships further grew discontent. Marketing for two new toys was 

performed through content creators and the company, with 25% going toward the prize pool 

of the event (then at $1.1M from toy sales). Yet blizzard turned their back on the community 

who were led to expect them to contribute, by removing their portion of the funds for the 

prize pool ($500 00). The community felt mislead, as though they were the victim of a bait 

and switch. 

Reinforcing and Fostering a positive community 

There are fundamental mechanics within both games that determine how players can 

interact with each other. WOW is well known for having a player-versus-player (PVP) centric 

player base, although there are servers that provide shelter for those who do not enjoy 

player generated combat. This creates an aesthetic for the player that promotes competition 

and aggressive playstyles, with many of the most notable antisocial actions occurring from 

this mechanic. This involves preventing players from accessing certain locations, or 

engaging players who cannot defend themselves for little or no return. FFXIV holds the 

opposing viewpoint with limited PVP opportunities, most notable being open world PVP. This 

eliminates the possibility of certain antisocial interactions and promotes friendly encounters 

between players as they cannot perform hostile actions upon each other. Furthermore, 

FFXIV introduced a mechanic that places a small sprout icon next to a new players 



nametag. People who join a group together with these players can earn experience points at 

an increased rate, thereby promoting greater collaboration and prosocial behaviour within 

the community. A higher value is then placed upon assisting these new players “get into the 

game” due to increased rates of experience gain, allowing the player to level up faster as 

opposed to playing with other experienced players.  

These are just a few of the 

mechanics that promote positive social 

behaviour within the community. 

Furthermore, the relationship between 

the developers and the players helps 

reinforce this behaviour. Naoki Yoshida 

continues to interact with players 

through livestreaming events and 

online forums, further growing their 

trust, and the development team pays 

close attention to issues within the game mechanics, promptly fixing them. The community is 

nurtured to be friendly and engaging, which produces a positive community. 

WOW players receive limited contact with their developers. Mechanical issues in the 

game at times go largely unfixed due to developers themselves being rushed to produce 

content. Each expansion is met with more unfavourable responses by the community who 

already feel over tasked with daily quests and requirements, culminating in turning the game 

into a chore and removing the fun aesthetics from it. Moreover, the reputation of the 

company as a whole puts a damper on the community and their behaviour. A disgruntled 

player is more likely to act out resulting in more antisocial behaviours. 

Conclusion 

Through the analysis of MDA framework, it can be observed that video games can reinforce 

positive social behaviour. This is done through what mechanics are present within the game, 

coupled together with how nurturing the development team is of their community. The genre 

also influences how this behaviour occurs, with more competitive games focus on player-

versus-player content driving more aggressive and antisocial behaviour. While games more 

focused on cooperation helps drive more prosocial behaviour. The lifecycle and history of a 

game is also important to consider, as it shapes the community just as it would to one in 

reality. Hopefully, it can be realised that not all online video game communities exhibit high 

levels of anti-social behaviours and can be incredibly positive social environments. 

Image 5: Players in FFXIV raise $21,000 for Hurricane Harvey and 
Irma Relief (Jones 2017) 



 


