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Abstract
This article discusses the application of a phenomenological framework to inform
research in computer game worlds like massively multiplayer online games. Based on
the phenomenological sociology of Alfred Schutz, this article examines some of the
key problems facing researchers in online spaces, such as the absence of the cor-
poreal ‘‘Other.’’ In discussing these issues using the vocabulary of Schutz’s phe-
nomenology, this article attempts to clarify some key concepts to contribute to a
useful framework for conducting social research in computer game worlds. This
article examines how the transcendent nature of online social experiences in game
environments like World of Warcraft contribute to a distinct context of meaning. An
understanding of the ways in which social game worlds can be constituted as sites of
unique experience may be useful for researchers wishing to examine these spaces
from ethnographic or similar perspectives.
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The emergence of massively multiplayer online games (MMOs) like World of

Warcraft is one of the more striking aspects of our time. Computer game environ-

ments of many MMOs provide at this point one of the most ‘‘realistic,’’ multifaceted,

technologically mediated entertainment experiences available to the general public,

and their popularity is something not to be disregarded. For example, Blizzard’s

World of Warcraft has had at its peak over 12 million subscribers at any one time

(Blizzard Entertainment, 2010), and although its popularity has waned recently,

dropping to a reported 5.6 million members in 2015 (Activision Blizzard, 2015),

it is still an impressive number in the context of player subscriptions. The much

anticipated Star Wars: The Old Republic published by BioWare boasted the creation

of over one million new accounts within the first 3 days of the games release in

December 2011 (Electronic Arts, 2011), while NCsoft’s Guild Wars 2, sequel to the

popular MMO Guild Wars was very well received upon its release in the latter half

of 2012, being touted as one of the best games of the year (Peckham, 2012). Not sur-

prisingly, academics have responded with research exploring the cultural, economic,

and psychological dimensions of this striking social uptake of new digital technol-

ogies (e.g., Ahmad, Borbora, Shen, Srivastava, & Williams, 2011; Allison, Wahlde,

Shockley, & Gabbard, 2006; Cass, 1998; Collister, 2008; Corneliussen & Rettberg,

2008; Kienle, Lober, Vasiliu, & Müller, 2010; Moberly, 2010; Pace, Houssian, &

McArthur, 2009; Schultze, 2010; Williams, Kennedy, & Moore, 2011). Given its

endurance over the last 10 years, World of Warcraft remains a focus of scholarly dis-

cussion due to both its popularity and its accessibility.

One of the essential puzzles about these game environments to which some

researchers have already responded is the question of how people engaged with these

realms make sense of both the game environment and the behavior of other users

(e.g., Barnett, Coulson, & Foreman, 2010; Calleja, 2007; Steinkuehler, 2006; Wil-

liams et al., 2006). As is well known, the kinds of interactions which take place

inside game environments involve the online player using avatars, or in the case

of MMOs, ‘‘player characters,’’ to interact in various ways in an overarching field

of competitive conflict constrained only by the restrictions of the game’s design.

While I acknowledge debates concerning how we can understand a player’s agent

in the game world (Bayliss, 2007, 2010; Gazzard, 2009; Klevjer, 2007; Newman,

2002; Trepte & Reinecke, 2010), for the sake of this article, I use the term player

character for two reasons. First, I do so in the spirit of keeping in line with the

broader gamer discourse on the Internet (as such one might even consider calling

player characters ‘‘toons’’). Second, it signifies that the player’s agent in the game

world is more than a mere digital object such as the player’s vehicle in a car racing

game or as a kind of representative as found in nonfictional virtual worlds like Sec-

ond Life. Instead, a player character can be understood as a subject in the game world

and a crucial part of the fictional narrative of the game world (Klevjer, 2007), be it a

named player character like Lara Croft in Tomb Raider or a player-customized char-

acter such as in Skyrim or World of Warcraft. The qualities of such a relationship

vary from game to game, alongside the limitations of virtual action that accompany
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a player character, for example, in the ‘‘degrees of freedom’’ a player character has

within the game environment (King & Krzywinska, 2006).

Through the appropriate use of physical interface, like a keyboard and mouse (or

controller in the case of a console gaming platform), the player interacts with the

game environment both as the player character and through the player character

(Bayliss, 2007), an important point when considering multiplayer games. In the

instances where an MMO requires the creation and use of a player character to rep-

resent the player, the player character becomes a digital entity that represents the

player and becomes the way the player is identified within the game environment

to other players.

The existence of the player character within an MMO changes the frame which

we might apply to interpreting the experience. While social media sites such as Face-

book and Twitter allow forms of mediated communication between (assumedly) real

people in the form of textual expression, virtual worlds such as those found in con-

temporary MMOs introduce a more comprehensive form of avatar in the player char-

acter, often as a three-dimensional entity that can interact with the game

environment in real time with other player characters. Textual communication is still

required in such games, yet it is no longer directly representative of a ‘‘real’’ person.

Instead, it appears on-screen that the player character ‘‘speaks’’ to others and inter-

acts with the game environment. Social exchange in such cases is mediated through

player characters, rather than a traditional avatar or username as found in common-

place social media such as blogs and forums.

In game environments like those characteristic of MMOs, the social possibilities

of conflict and cooperation, the need to understand the rules of play, the need to

recognize good practice, and so on are all constituted within the design of the game.

However, before we can understand how players make sense of both the game envi-

ronment and the behavior of other users, and in turn how a social researcher may

adequately approach such matters, an initial question needs to be addressed, namely,

what kind of conceptual vocabulary and frame of reference might this research

require or use?

One possible relevant candidate is the tradition of phenomenological sociology

initiated by Alfred Schutz (1899–1959). Schutz’s phenomenology made the ‘‘We-

relationship’’ in the context of direct face-to-face social experience the central point

of his phenomenological inquiry (e.g., Schutz, 1967; Weigert, 1986). He drew upon

Husserl’s explanation of intersubjectivity for his conception of the Other, a term

used to denote the other people who we share our world with and of who we can have

meaningful shared experiences with. Granting that virtual worlds remove the ‘‘face-

to-face’’ or the ‘‘embodied’’ dimension of the We-relationship from the field of

interaction, the question can nonetheless be asked: How can Schutz’s phenomeno-

logical mode of enquiry be useful in understanding the social experience of the Other

in game environments like MMOs? In this article, I will make a case that Schutz’s

style of phenomenology may provide some important and useful insights into the

meaning of intersubjective experience within multiplayer computer games, provided
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that certain revisions are made to take into account the salient aspects of game envir-

onments in terms of the ‘‘giveness’’ of the Other, while considering how the consti-

tution of technologically mediated experience influences the context of meaning of

such experiences.

I will begin by outlining some of the central features of Schutz’ phenomenology

and then indicate what kinds of modifications will need to be made to take into

account, including what other authors have said about this. I will then discuss the

phenomenological constitution of the mediated experience of another person in a

game environment through a player character. I will suggest that from a phenomen-

ological perspective, the in-game actions of the player character exist as indications

of the intentions of the player within the meaning-context of the game environment,

and I will consequently examine how a player character’s actions are construed as

socially meaningful within a distinct social context. I will close by suggesting that

this framework may be useful to those researching MMOs and other rich online

spaces and highlight some key considerations for research in these areas.

Schutz’s Phenomenology

Alfred Schutz’s phenomenological project is outlined in his first major work Der

sinnhafte Aufbau der sozialen Welt (The Phenomenology of the Social World) orig-

inally published in German in 1932. In it, Schutz adapted the phenomenological

method of Edmund Husserl to offer a critique of Max Weber’s sociological theory

of rational action (Walsh, in Schutz, 1967, p. xvii). In this early work, Schutz

attempted to construct a foundation for an ‘‘interpretive sociology’’ (verstehende

soziologie), in establishing, phenomenologically, how experience is interpreted, how

actions have social meaning, and how the different stratifications of the ‘‘lifeworld’’

are distinct from each other in our everyday social life (Schutz, 1967). For Schutz

that lifeworld was comprised of both ‘‘directly experienced social reality and a social

reality lying beyond the horizon of direct experience’’ (Walsh in Schutz, 1967, p.

xxvii). Following his journey into exile in the United States in 1939 (where he

worked for the rest of his life as a lawyer in a European bank), Schutz continued

writing and further developed his social phenomenology. The fruits of that work

were mostly published posthumously (e.g., Natanson & Breda, 1962–1966; Schutz

& Luckmann, 1973, 1989). Schutz’s comprehensive phenomenology of the social

world explored issues such as the constitution of social experience, the basis of one’s

stock of knowledge, the formation of a project of action, and how some forms of

experience can ‘‘transcend’’ the immediate here and now.

Schutz argues that in the umwelt of direct social experience, we encounter our

‘‘consociates’’ with whom we share ‘‘a community of space and a community of

time’’ (Schutz, 1967, p. 163). He emphasized the importance of the We-relationship,

embedded in our face-to-face experience with another person or persons as the core

of all meaningful experience (Schutz, 1967, p. 165). Within the We-relationship, the

existence of the ‘‘Other’’ is taken for granted. They are given to us as a living object
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in our immediate experience that is conscious and not unlike myself in its constitu-

tion of meaning in what Schutz regard as the general thesis of the alter ego (Schutz,

1967, p. 97). This realm of direct social experience is what Schutz calls the ‘‘realm’’

or ‘‘world’’ of consociates (Schutz, 1967, pp. 163–176). Within the We-relationship,

people share an experience through the physical ‘‘simultaneity’’ of ‘‘streams of

consciousness,’’ meaning that parties to the experience grow older together (Schutz,

1967, p. 103; Schutz & Luckmann, 1973, p. 62).

However, our social experience is not confined to our direct interactions with

other people who are our consociates. We inhabit a world of billions of other people

who share what Schutz understood as a ‘‘community of time’’ but not a community

of space. These people we can understand as ‘‘contemporaries’’ who we are with in

time but not space. Unlike people who belong to the past (Vorwelt) or who are yet to

be born and live in the future (Folgewelt), these contemporaries could potentially

become consociates. I am able to sometimes interact with these people in indirect

ways, for example, by sending a letter. I have knowledge both of the likely existence

of these people (although I cannot always empirically verify it) and of the types of

people they are. As our ‘‘distance’’ from others increases, as others become more

and more anonymous, we enter into the realm of contemporaries. We can say we

‘‘know’’ they exist, yet our interactions with them are ‘‘inferential and discursive’’

and ‘‘stands, by its essential nature, in an objective context of meaning and only in

such’’ (Schutz, 1967, p. 184). Even those whom with which we have had a prior We-

relationship with, say, a close friend, becomes more and more anonymous, in this

regard the longer in time since we have last seen them, becoming increasingly ‘‘typi-

fied’’ in our knowledge of them.

On the face of it, there is little discussion in Schutz’s phenomenology of how

technology influences lived experience or how communications technologies fit into

his stratifications of the life world. In some of his work posthumously published by

Luckmann, Schutz introduced the ideas of Mead into his discussions of the strati-

fications of the life world, specifically the ‘‘zones of operation’’ in which an actor

has the capacity to influence the world around them (Schutz & Luckmann, 1973,

pp. 41–45). Schutz here seemed to begin to recognize the increasing influence of

technology enhancing the ability for us to influence and manipulate the world

around us. This ‘‘secondary zone of operation,’’ built upon the primary zone of direct

physical influence, ‘‘finds its limits in the prevailing technological conditions of a

society’’ (Schutz & Luckmann, 1973, p. 44), allowing us to effect change in the

world beyond the world that is ‘‘within reach’’ of our physical bodies. Such technol-

ogy was available in Schutz’s time—for example, the telephone, allowing people to

interact without requiring direct spatial awareness of each other. In later works,

Schutz discussed how the meaning-contexts of experience can transcend our imme-

diate experience (Schutz & Luckmann, 1989, p. 99). Nevertheless, for the most part,

this appears to be the extent to which Schutz (and Luckmann) offer a phenomeno-

logical account of the effect of communications technology on the life world. Yet

this doesn’t mean that Schutz’s phenomenology has little to say that will assist us
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in making sense of highly interactive and social experiences made possible in con-

temporary computer game worlds.

Some Considerations of Schutz’s Phenomenology in the
Context of the Internet Age

The Internet allows us to effectively disregard physical space as a limiting factor in

certain kinds of social interaction. From a phenomenological perspective, interac-

tions in digital environments do not appear to align well with our experience of

face-to-face interaction. As mentioned, Schutz has proposed that we encounter each

other as consociates and contemporaries. While online, interacting with each other in

digital environments, we are not consociates: The Other is not physically present.

Yet the interactions in question like those in a game environment like World of

Warcraft take place with a someone rather than a somebody, often in real time, indi-

cating that the parties to the interaction share some aspects of experience and grow

older together, that is, they are like consociates (Schutz, 1967, p. 171), albeit increas-

ingly anonymous ones. Even an interaction with what is presumed to be a familiar

person (e.g., direct messaging over Facebook or an e-mail) carries with it an act of

faith that the conversational partner is in fact the person we believe them to be, as

their corporeal presence as in the case of the face-to-face We-relationship is no

longer given. The mediated character of interaction over the Internet problematizes

Schutz’s stratifications of the life world in this regard, as neither of the two core

areas (consociates and contemporaries) align precisely with our understanding of

digital environments or computer game worlds.

This line of enquiry has been taken up by Zhao (2004) who argues that the rise of

the Internet presents the emergence of a new realm of ‘‘consociated contemporaries,

where people interact face-to-device with each other in conditions of telecopre-

sence’’ (Zhao, 2004, p. 92). Telecopresence is defined as the ability to engage in

a shared experience mediated by electronic communications devices over vast dis-

tances (Zhao, 2005). Telecopresence is still a technologically mediated form of

direct experience, requiring direct interaction with an object (such as a telephone)

in contrast to direct sensory experience of another person’s voice. Importantly

though, it still fulfills a specific criterion of direct experience by sharing a commu-

nity of time in concert with elements of an intersubjective (shared) experience, indi-

viduals can still grow older together (Zhao, 2004, p. 99). In addition, Zhao argues

that such situations of telecopresence in cyberspace create two distinct subjective

experiences—‘‘one shared with the local people in geospace and the other with the

distant individuals in cyberspace’’ (Zhao, 2004, p. 100). While Zhao offers quite a

comprehensive discussion of the relationship between Schutz’s stratifications of the

life world and the condition of telecopresence in places such as Internet chatrooms,

his discussion has not yet been extended to account specifically for MMO’s.

Multiplayer computer game environments present a problem for social research.

They are clearly not a physical space in which a direct face-to-face relationship can
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take place, yet they still enable some forms of social relationships. They appear to sit

somewhere between Schutz’s realms of consociates and contemporaries. While the

social value of these relationships is not in question here, the focus is on how to best

understand the constitution of telecopresent, intersubjective experience, and the

meaning-contexts for those users (or players) who engage in these interactions. The

remainder of the article will examine only a small aspect of social interaction in mul-

tiplayer game environments, in particular the fantasy worlds found in many MMOs.

In question is the nature of the mediate social experience of players engaging each

other through player characters, and how this may be understood using sociological

phenomenology.

The Constitution of the Experience of the Other in Virtual
Worlds

In answering the question of how we can understand the Other in game environ-

ments like World of Warcraft, we might begin with the general constitution of

experiences with other people. In the corporeal We-relationship, we encounter other

people not just as physical bodies but as embodied Egos, whose bodies provide a

field of expression for their subjective thoughts, feelings, and wishes. Although

we can consider this experience ‘‘immediate’’—in that it is happening here and

now—according to Schutz, there is still always an element of ‘‘mediate’’ experience

within the We-relationship, which acknowledges that we cannot directly grasp the

subjective experience (interior) of another person but instead interpret the outward

expression of their body’s gestures or language as indications of their subjective

flow of experience. This is what Schutz regards as a ‘‘transcendency’’ of experience,

in which part of the constitution of the experience is not immediately grasped

(Schutz & Luckmann, 1989). In the course of an intersubjective experience with

another corporeal person in the realm of consociates, both parties grasp the imme-

diate physical elements of the experience such as shared space and time, while

simultaneously experiencing the mediate flow of consciousness of the other person.

But as the experience of the other moves into the realm of contemporaries, the con-

stitution of the experience of the Other shifts from ‘‘immediate-mediate’’ to a ‘‘dou-

ble mediate’’ kind (Schutz & Luckmann, 1989, p. 114). The Other is no longer

within immediate grasp, and the remaining mediate experience (i.e., my memory

and recollection of them) becomes increasingly typified in its constitution of mean-

ing (Schutz & Luckmann, 1989, p. 115).

How does this then apply to our understanding of others in computer game envir-

onments? Although the corporeal Other is absent, it is not enough to say that the

experience is therefore simply double mediate, as some aspect of experience incor-

porates the presence of the Other, even if they are only telecopresent, constituted by

a visual representation of a player character. Nor can we say that the experience is

primarily immediate, in the sense that the player character and the game world in

which they ‘‘inhabit’’ are not part of my ‘‘primary zone of operation’’ (Schutz &
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Luckmann, 1973, p. 44), in the fact that the game world, by its nature, cannot be

physically interacted with. In a similar manner to which the Internet introduces a

novel stratification of the life world, that of consociated contemporaries, the ‘‘trans-

cendent’’ experience of an Other within a game environment requires a clarification

of vocabulary in order to engage an adequate understanding.

From a phenomenological perspective, my immediate experience in the primary

zone of operation is found in my embodied sensory perception. When I am playing a

computer game, this consists primarily of audiovisual phenomena alongside the

touch of the hardware interface (keyboard). At this point, the only indication I have

as to the existence of the corporeal Other is the on-screen representation of the Oth-

er’s player character. Through common knowledge of the Internet and multiplayer

computer games, I can reasonably assume from within the natural attitude that visual

confirmation of another player character indicates the existence of a corporeal

player. I can also reasonably assume that their computer interface represents the

game environment in much the same way as it is presented to me (not withstanding

differences between computer systems). In this regard, my experience of the Other is

entirely mediated in that I cannot directly apprehend their embodied self or their sub-

jective experiences. What I can immediately perceive, however, is the ‘‘actions’’ of

their player character in the game environment, as given to me by the audiovisual

stimulus generated by the computer interface. This aspect of immediacy, however,

is not entirely accurate in that the actions of another player character are temporally

but not spatially bound, in that they happen now, but only in a virtual here.

Just as Schutz acknowledges the distinction between the mediate experience of

the subjective interior of a physically present Other and merely recalling memories

of them (Schutz & Luckmann, 1989, p. 114), we perhaps here need to acknowledge a

further distinction in a new kind of mediated experience in computer game environ-

ments. This also needs to be distinguished from other forms of telecopresence, such

as talking on the telephone, which is mediated in the form of now but not here. Com-

puter game worlds, ontologically speaking, do not have a geospatial ‘‘anywhere’’ as

a point of reference, only a virtual there. This idea is similar to Schutz’s concepts

of the zones of operation and corresponding ‘‘world within reach’’ (Schutz &

Luckmann, 1973, pp. 41–45). A computer game environment is transcendent of the

player’s primary zone of operation, allowing the player to act beyond their world of

immediate reach. As such, the corporeal player’s relationship with their player char-

acter within such a world is by its nature mediated by the computer interface. The

player character is the player’s agent in the game environment, allowing the player

to ‘‘act’’ within the game, albeit as an ‘‘imperfect intermediary’’ (Rush, 2011, p.

249). Unlike a puppet, which is physically controlled while providing varying

degrees of tactile feedback, the player character is at a tension between both the con-

trolling player and the game environment, in that the player’s experience of the game

world is regulated by the programming code of the player character and the associ-

ated limitations of the player character’s capacities to interact with the game envi-

ronment. Using Schutz’s vocabulary in applying this theme to experiences
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between player characters, social interaction in the game world can be said to con-

tain two distinct kinds of mediated experience: that of the player’s interactions with

the game world via the player character and that of the subjective intentions of the

controlling player. This again stands in contrast to more direct forms of telecopre-

sence such as a telephone conversation, in that there is no game environment with

which to contend with—the conversational partners can interact directly, although

mediated in the secondary zone of operation.

The constraints of the available sensory phenomena from the computer interface,

as well as the constraints of the player character’s capacity to interact with the game

world, contribute to a heavily mediated experience of the Other. This raises ques-

tions regarding the mediate nature of the player character within the game environ-

ment, in particular how sense can be made of observable actions by player characters

in game environments. We can now turn our attention to a discussion of how the

player character, as an agent for the player in the game world, can exist as a field

of expression for the subjective intentions of the corporeal player.

The Player Character as a Field of Expression

In considering the player character as a field of expression (Schutz, 1967, p. 117) for

the corporeal player, the question can to be asked: Are the outward visual manifes-

tations of the player character in the game environment (i.e., movement, interaction

with objects, and other player characters) ‘‘symptoms’’ (Schutz & Luckmann, 1973,

p. 63) of the intentions of a corporeal player? In other words, in the context of a tele-

copresent, mediated experience in a game environment, what aspects of the experi-

ence are present that allow us as social researchers to interpret the intersubjective

meaning-contexts of a corporeal player? Again I use the MMO World of Warcraft

as an example.

In World of Warcraft, players necessarily spend their time interacting with the

game environment through the player character. Much of this activity consists in the

form of quests, where a player is given a task by a nonplayer character (NPC) such as

killing a number of monsters (mobs), gathering a number of resources, or traveling

to another area of the game world to interact with an NPC. While these acts can be

considered ‘‘socialized,’’ in that they are planned by an actor who is ‘‘‘always

already’ in society’’ (Schutz & Luckmann, 1989, p. 66) and who is likely learned

how to perform such tasks either directly from other people or from others’ inten-

tional use of signs (such as the textual instructions for a quest as written by one

of the game programmers), this is to be distinguished from socially oriented action,

wherein the actor’s project has at its ‘‘thematic core’’ a specific Other or others

(Schutz & Luckmann, 1989, p. 68). This is one aspect where MMOs can distinguish

themselves from single-player games, in which an avatar interacts with a fixed,

closed, environment: MMOs allow for player characters to inhabit shared digital

space which then allows them to act toward each other by the direction of the cor-

poreal player. This begins to highlight the sociological importance of the player
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character in the context of game worlds, as social action, on top of socialized action,

becomes available in MMOs. Indeed, MMOs are much more than just sets of single-

player interactions that happen to occur alongside other player characters: Games

like World of Warcraft can be considered highly social in this regard in that the game

design not only allows for social interaction in the forms of conflict or cooperation, it

encourages or even demands it through group-based content like dungeons, raids,

and player versus player battlegrounds.

As such, games like World of Warcraft are not just game worlds, they are

social game worlds. These worlds are not inhabited by corporeal people but by

player characters that must interact and communicate with each other within the

limitations set by both the game’s software and the capabilities of the hardware

interface. This in turn raises the question of how, during play, players can inter-

pret the ‘‘behavior’’ of a player through visual observation of, and interaction

with, another player’s character. Players can use the game’s inbuilt chat system

to textually communicate, or use an audio headset with a microphone to vocally

communicate, such methods are not always employed, particularly in the heat of

battle. In many cases, the player must rely on observation of other player charac-

ters in order to interpret the intentions of other players, and consequently the

actions ‘‘expressed’’ by the player character become extremely important in the

context of the associated experience. From the perspective of an observer in the

game environment watching a player character interact with that environment in

such and such a way, the same interpretive problems exist in game worlds as they

do for the physical world. The subjective meaning-context for the actor remains

ultimately hidden from the observer, resulting in the observer having to draw

on his or her stock of knowledge of the observed action in question, alongside

the available knowledge of the actor as well as the context in which the action

is taking place in order to attempt to adequately interpret the likely (typical) sub-

jective meaning-context of the actor (Schutz, 1967, pp. 113–116).

The human body, as a field of expression (Schutz, 1967), carries with it facial

cues, body language, scars, tics, and so on, alongside conscious expressive actions

such as gestures and speech. All of these contribute to a rich intersubjective context

of meaning in the situation of the face-to-face We-relationship but also in the context

of indirect social experience. Schutz gives the example of an observer noticing a

man sitting on a park bench as some ducks fly by—by paying attention to the man’s

outward expressions (indications) such as his bodily movement, whether or not he is

sleeping, or even facing a particular direction, the observer can draw on his or her

stock of knowledge of typical behavior to make some basic predictions as to the

Erlebnis of the other person (Schutz & Luckmann, 1989, p. 9), for example, whether

or not the observed man has noticed the ducks, is counting them, or some other beha-

vior. Schutz is quite right in this regard to point out such interpretations are by their

nature quite limited in their adequacy in regard to the subjective meaning-context of

the observed man, although they may still remain useful indications in the context of

‘‘typical’’ behavior from a sociological perspective.
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Within game worlds like World of Warcraft that are inhabited by player charac-

ters, players must rely on a relatively more limited set of visual symptoms as expres-

sible by the player character. More or less gone are unconscious body language, state

of consciousness, facial cues, and so forth. Also gone is any direct, reliable indica-

tion as to the age, gender, ethnicity, socioeconomic status, and so on, of the other

corporeal player. All available expressions of the player character are inherently lim-

ited by the game’s design. This dictates how the player character may move around,

interact with the environment and other player characters, and how communicative

action is expressed. In World of Warcraft, for example, the range of expressions

available by player characters is limited to:

� active player-directed movement, such as walking, running, jumping, or enga-

ging in combat;

� programmed emotive moment, such as dancing or blowing a kiss using the

‘‘/emote’’ macro command;

� static movement, which is the programmed ‘‘idle’’ movement for a player char-

acter not actively being controlled by a corporeal player (e.g., the player stands

there and appears to look around); and

� textual communication, even though the player character does not appear to

‘‘visually’’ talk (Scriven, 2013).

Aside from static movement, all other available expressions by the player char-

acter necessarily require input from the controlling player. The player must make

decisions as to where the player character should go, how the player character should

interact with the environment in a way that meets the player’s goals, and, where rel-

evant, how to communicate with others effectively via textual or voice chat. With

the removal of all unconscious signifying behavior on the part of the player character

(i.e., body language and facial cues), it is possible then to claim that aside from idle

static movement, all other observable actions on the part of the player character are

indications of the subjective intentions of the corporeal player who necessarily must

make ‘‘rational’’ decisions as to the actions of the player character in the game envi-

ronment as part of a project in the future perfect tense (Schutz, 1967, p. 61; Schutz &

Luckmann, 1989, pp. 46–57).

All forms of action on the part of player characters in game environments carry

with them a subjective meaning-context on the part of a corporeal player, whose

intentions are expressed by the player character. It is only through the existence

of a player character that an actor is able to interact with the game environment and

is also the only method in which I am able to infer the existence of other corporeal

players by visual confirmation of their player characters. Players rely on the visual

‘‘symptoms’’ expressed by player characters to interpret the intentions of corporeal

players within the game environment, and, if an interpretation of the situation

requires it, orient their own player character’s actions accordingly. We can now turn

to a discussion of the social nature of the interpretation of these observed actions.
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Visual Symptoms as Meaningful Action

The player character exists as an indication of the intentions of the player through the

visual symptoms given to us through the computer screen. Given this, the next task is

to determine how these actions can be interpreted in a way that is meaningful, giving

us an indication of the typical meaning-context in which the action takes place.

Before we can do this, we need to turn our attention briefly to the constitution of

knowledge and how this influences typicality. In Schutz’s later published works,

he and Luckmann dedicate a great deal of time discussing the nature of the consti-

tution of the stock of knowledge, and in particular, how this stock of knowledge con-

tributes to our making sense of the world from within the natural attitude of typical

behavior. The nature of typicality exists in the idealizations of ‘‘and-so-forth’’ and

‘‘I-can-do-it-again’’ (Schutz & Luckmann, 1989, p. 241), in that my mastery of a sit-

uation before me, or my expectations of the behavior of another, are generally pre-

dictable from within the natural attitude, within the appropriate context of meaning.

Game environments are for the most part constructed in a way that allows the

player to engage with the game for the first time without being confronted by an

absolute mess of sensory experience. In World of Warcraft, players entering the

world for the first time (let’s assume the player has chosen to play a human charac-

ter) find on their screen their player character standing in front of an abbey, with a

merchant’s cart to the left. Such things, typically, are instantly recognizable based on

prior stock of knowledge. Thus, initially, the player is faced with a somewhat

‘‘familiar’’ scene upon which to start their adventure. Up to this point, the experience

is not too heavily ‘‘thrown into relief’’ in that the player can suitably call upon their

stock of knowledge of similar items (Schutz & Luckmann, 1973, p. 229): A picture

of a chair is still identifiable as a symbolic representation of a physical chair, just as a

digital chair can be identified as a chair, although in a decidedly different meaning-

context (such as whether or not the player character can interact with the chair in

some way). Schutz also points out that typifications are by their nature imperfect,

and only ‘‘relatively ‘definitive’’’ and are often ‘‘provisional’’ (Schutz & Luckmann,

1989, pp. 232–233), as new experiences over the course of ones’ life modifies exist-

ing types and creates new types to make sense of subjective experiences.

As the game progresses, and the player character ‘‘levels up,’’ the ever-increasing

complexity of the game forces the player to acquire new knowledge, challenging the

existing meaning structures within the stock of knowledge of the player. Upon being

faced with a ‘‘novel’’ or atypical experience, Schutz argues that we first turn to our

knowledge of types from within our prior lived experience to determine if we can

render the experience (be it an object or a process) familiar, not requiring any further

explication (Schutz & Luckmann, 1973, p. 146). However, in the situation where an

experience is thrown into relief, where ‘‘the current experience finally appears not

‘sufficiently typical’ for determination and mastery of the situation, processes of

explication are induced in which new typifications on other levels of determination

are rendered familiar’’ (Schutz & Luckmann, 1973, p. 146). This process of
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explication finds its core in the ‘‘relevances’’ of the situation in question in order to

‘‘master’’ the problem at hand (Schutz & Luckmann, 1973, p. 231). In essence, only

the relevant aspects of the situation faced by the actor are given thought until suffi-

cient mastery, as required in the motivational context (the in order to motive) is

gained. In applying the process of typification and the acquisition of knowledge

to players engaging with games like World of Warcraft, it seems on the surface that

the process itself is relatively the same as to the physical world. The process of mas-

tery over the game environment is arguably much the same as any repeatable skill,

be it hammering a nail or attacking a digital monster. Mastery over ‘‘mobs’’ (mon-

sters within the game) is often a process of trial and error alongside the acquisition of

knowledge of a suitable strategy, one that often comes from other players via sources

external to the game (e.g., websites like WoWHead and WoWPedia). There are per-

haps a few considerations that must be made, however, in the context of the typifi-

cations of Others within the game world. Player characters in World of Warcraft are

by design limited in regard to their character class or specialization (spec) which dic-

tates the range of actions available by that character. The accompanying ‘‘course-of-

action’’ types (Schutz, 1967, p. 187) point to the typical actions of that character

class and specialization within a certain relevant game context, such as healing other

players or protecting other players from damage in group situations. Associated with

the course-of-action type is the ‘‘personal ideal type,’’ or the type of person that

would likely engage in such actions (Schutz, 1967, p. 187). In the context of game

worlds, considering the limited fields of expression by player characters and relevant

aspects of anonymity, the concept of the personal ideal type becomes hazy. It is not

logical for us to refer to player characters as having personal ideal types, for obvious

reasons, in which case we must then be referring to the controlling player. Yet, as we

have somewhat determined, our access to knowledge of the player is extremely lim-

ited; as such we can only construct quite provisional personal ideal types that are

likely to be inadequate in many aspects. For example, by observation of and inter-

action with a player character, I cannot empirically determine any biographical

information about the controlling player, their ethnicity, gender, socioeconomic sta-

tus, or any such sociological aspects; this method cannot contribute to any typifica-

tions in this regard, and any inferences would be highly speculative.

But this is not to say personal ideal types do not exist with computer games—

instead, they exist in a distinct meaning-context. They also hold particular interest

in regard to social research in such spaces, alongside the relevant course-of-action

types. What I am speaking of here, for a classic example, is what distinguishes a

‘‘noob’’ from a ‘‘pro’’ player, or what constitutes a loot ninja, or a griefer, and so

on. Player types can be discerned and interpreted from the behavior of their player

characters. As such, we can consider some key points in regard to what constitutes

meaningful action by player characters in game environments like that of World of

Warcraft: An understanding of typical behavior by players, as expressed by their

player characters in the game environment, is drawn from a player’s stock of knowl-

edge of the game and its practices which is in turn drawn from experience. Knowing
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what one should do within an in-game social situation (such as a raid group) requires

knowledge of not just what is ‘‘correct’’ in a course-of-action type but also what

could be considered atypical or not useful; the player who does not meet the expec-

tations of the group members by not ‘‘knowing the fight’’ or acting outside his or her

player character’s established class roles is likely to be met with negative social

action from others within the group. This brings us to the final part of the discussion

in examining how actions by player characters contribute to an overall context of

meaning of in-game experiences as established by players.

Understanding the Other Within an Overall Context of
Meaning

So far we have discussed how the technological interface mediates the experience of

the Other within the game environment, and in consideration of this how actions by

the player’s agent in the game world (the player character) can still provide insights

into the subjective intentions of the corporeal player, as well as how players within

the game environment can comprehend and respond to meaningful action by others’

player characters. We can now discuss how these elements contribute to an overall

context of meaning for players.

As Schutz writes in regard to the everyday stock of knowledge of the lifeworld,

‘‘the structure of subjective experience of the life-world is . . . a fundamental ele-

ment of the stock of knowledge’’ (Schutz & Luckmann, 1973, p. 105). He is here

referring to the spatial, temporal, and social aspects of experience that are ‘‘cogiven

in every situation’s horizon’’ (Schutz & Luckmann, 1973, p. 105). Every subjective

experience occurs in a given time, at a given place, in a given social context, be it

with others or alone. In our discussion of the phenomenology of player characters,

we have explored the relevant spatial aspects (or lack thereof) and to some degree

the social aspects of the potential experience of an Other in a virtual world. In taking

Schutz’s claims seriously, we can then ascertain that the subjective experience of

controlling a player character in a game environment, as well as interacting with

Others in mediate telecopresence, contributes to a distinct mode of acquisition of

knowledge, which in turn contributes to the construction of a distinct set of typifica-

tions and overall context of meaning. These typifications hold relevance for the

game world in question and are drawn into relief when required for mastery over

a ‘‘problem’’ in the game.

All computer games, by design, are each distinguished by their unique capacity to

engage the player in novel forms of action. Multiplayer games augment this by

allowing the experience of shared social action, be it in cooperation or conflict. The

overall context of meaning of action within a game environment, particularly social

action directed at another player, is contingent upon a number of factors. First, the

relationship between the player and the computer interface influences how the player

perceptually experiences the game. It is the primary physical mode of interaction the

player has with the game but is something that for the time being is consistent among
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all games until some sort of interface is developed that can highjack our brain (think

The Matrix). Second, the design and purpose of the game, or its ‘‘worldliness’’

(Krzywinska, 2006), influences the overall context of meaning. Is it a fantasy game?

A simulation? Science fiction? What does the game’s programming allow the player

to do, and what perhaps does it limit the player from doing? Finally, the modes of

social interaction available within the game environment influence how the game

is understood and played. In contrast to single-player games, multiplayer games

(particularly persistent open-world games like MMOs) allow intersubjective experi-

ence to manifest, contributing to a new dimension of practice. Instead of just reading

game forums, guides, and Wikis or watching YouTube videos to augment one’s

stock of knowledge beyond direct experience, as one would do in a single-player

game, multiplayer games give the player the opportunity to not only directly learn

from other players but to contribute to the development of typical practice as part of

the experience of play. These aspects of typical practice are key in our ability to

understand and interpret the experiences of play.

Conclusion

In developing a phenomenology of player characters in MMOs, and in engaging in

social research with this frame of reference on hand, we will hopefully be able to

enrich our knowledge of the intersubjective experiences of players engaging in these

games and come to a greater understanding of the meaning-contexts and typifica-

tions that occur within the natural attitude. It may assist us to develop a greater

understanding of why some of these games are so appealing to a broad audience,

as well as the factors that could lead to problematic gameplay in a context relevant

to the game environment. It may also help us answer questions as to the potential

benefits or pitfalls available from the development of social relationships within the

distinct meaning-context of interaction through the player character.

My discussion addressed the question of how and in what ways could Schutz’s

phenomenology help us interpret or make sense of the distinctive kinds of social

interactions taking place in game world like World of Warcraft, in particular, how

we can understand the Other within a computer game environment. I have argued

that the kind of phenomenological enquiry introduced by Schutz can, if appropriate

revisions are made in the context of telecopresent, mediated experience, offer a use-

ful foundation for social researchers to start to understand social interaction in com-

puter game worlds like MMOs. Our understanding of the Other within computer

game environments is phenomenologically distinct from physical experience, as the

heavily mediated, telecopresent nature of the experience contributes to unique con-

text of meaning, one that is framed by whichever game world is in question.

There are a few ways in which this model is useful in understanding and interpret-

ing game culture. In considering the player character as a field of expression for the

intentions of the remote corporeal player, we find that the experience itself, while

still somewhat anonymous in nature, contains interactive aspects that allow
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intersubjective experience to manifest. These experiences contribute to an individ-

ual’s social stock of knowledge, which is key in the formation of objective typifica-

tions and is consequently used to both make sense of experience and to project future

actions. By developing a greater understanding of the nature of player interaction

within game worlds, we can start to explore how these behaviors translate out in

to wider game culture and player practices, allowing us to start to develop links

between what players do, what they like, and how they identify with each other.

Declaration of Conflicting Interests

The author(s) declared no potential conflicts of interest with respect to the research, author-

ship, and/or publication of this article.

Funding

The author(s) received no financial support for the research, authorship, and/or publication of

this article.

References

Activision Blizzard. (2015). Activision Blizzard announces better-than-expected second quar-

ter 2015 financial results. Activision Blizzard. Retrieved from http://files.shareholder.

com/downloads/ACTI/3393661557x0x843410/390F1F00-D54F-4E63-9E11-

0AA7F94993F1/Q2_2015_ATVI_Earnings_Press_Release.pdf

Ahmad, M., Borbora, Z., Shen, C., Srivastava, J., & Williams, D. (2011). Guild play in

MMOGs: Rethinking common group dynamics models. In A. Datta, S. Shulman, B.

Zheng, S.-D. Lin, A. Sun, & E.-P. Lim (Eds.), Social informatics (Vol. 6984, pp.

145–152). Heidelberg, Germany: Springer Berlin.

Allison, S. E., Wahlde, L. V., Shockley, T., & Gabbard, G. O. (2006). The development of the

self in the era of the Internet and role-playing fantasy games. The American Journal of

Psychiatry, 163, 381–385.

Barnett, J., Coulson, M., & Foreman, N. (2010). Examining player anger in World of

Warcraft. In W. S. Bainbridge (Ed.), Online worlds: Convergence of the real and the

virtual (pp. 147–160). London, England: Springer.

Bayliss, P. (2007). Beings in the game-world: Characters, avatars, and players. Paper pre-

sented to 4th Australian Conference on Interactive entertainment (IE2007), Melbourne,

Australia.

Bayliss, P. (2010). Videogames, interfaces, and the body: The importance of embodied phe-

nomenon to the experience of videogame play (PhD thesis). RMIT University, Melbourne,

Australia.

Blizzard Entertainment. (2010). World of Warcraft subscriber base reaches 12 million world-

wide. Retrieved July 5, 2012, from http://us.blizzard.com/en-us/company/press/pressre-

leases.html?id¼2847881

Calleja, G. (2007). Digital game involvement. Games and Culture, 2, 236–260.

Cass, K. (1998). The World Wide Web’s shadow of opportunity: A Heideggerian perspective

of authenticity in the information age. Information Technology and People, 11, 328–337.

16 Games and Culture

 at QUEENS UNIV LIBRARIES on February 11, 2016gac.sagepub.comDownloaded from 

http://files.shareholder.com/downloads/ACTI/3393661557x0x843410/390F1F00-D54F-4E63-9E11-0AA7F94993F1/Q2_2015_ATVI_Earnings_Press_Release.pdf
http://files.shareholder.com/downloads/ACTI/3393661557x0x843410/390F1F00-D54F-4E63-9E11-0AA7F94993F1/Q2_2015_ATVI_Earnings_Press_Release.pdf
http://files.shareholder.com/downloads/ACTI/3393661557x0x843410/390F1F00-D54F-4E63-9E11-0AA7F94993F1/Q2_2015_ATVI_Earnings_Press_Release.pdf
http://us.blizzard.com/en-us/company/press/pressreleases.html?id=2847881
http://us.blizzard.com/en-us/company/press/pressreleases.html?id=2847881
http://us.blizzard.com/en-us/company/press/pressreleases.html?id=2847881
http://gac.sagepub.com/


Collister, L. B. (2008). Virtual discourse structure: An analysis of conversation in World of

Warcraft (Unpublished Masters). University of Pittsburgh, Pittsburgh, PA.

Corneliussen, H. G., & Rettberg, J. W. (Eds.). (2008). Digital culture, play and identity: A

World of Warcraft reader. Cambridge, MA: MIT Press.

Electronic Arts. (2011). Star Wars: The Old Republic jumps to light speed. Retrieved

December 8, 2012, from http://investor.ea.com/releasedetail.cfm?ReleaseID¼635238

Gazzard, A. (2009, March 23–24). The avatar and the player: Understanding the relationship

beyond the screen. Paper presented to Games and Virtual Worlds for Serious Applications,

VS-GAMES ’09, IEEE Computer Society, Coventry, England.

Kienle, H. M., Lober, A., Vasiliu, C. A., & Müller, H. A. (2010). Investigating the concept of

consumers as producers in virtual worlds: Looking through social, technical, economic,

and legal lenses. In F. Lehmann-Grube & J. Sablatnig (Eds.), Facets of virtual environ-

ments (Vol. 33, pp. 187–202). Heidelberg, Germany: Springer

King, G., & Krzywinska, T. (2006). Tomb Raiders & Space Invaders. London, England: I. B.

Tauris.

Klevjer, R. (2007). What is the Avatar? Fiction and embodiment in avatar-based singleplayer

computer games. Bergen, Norway: University of Bergen.

Krzywinska, T. (2006). Blood Scythes, festivals, quests, and backstories. Games and Culture,

1, 383–96.

Moberly, K. (2010). Commodifying scarcity: Society, struggle, and spectacle in World of

Warcraft [MMORPGs]. Eludamos: Journal for Computer Game Culture, 4, 215–235.

Natanson, M. A., & Breda, H. L. V. (Eds.). (1962–1966). Alfred Schutz. Collected papers I:

The problem of social reality. Dordrecht, the Netherlands: Martinus Nijhoff.

Newman, J. (2002). The myth of the ergodic videogame. Game Studies, 2. Retrieved from

http://www.gamestudies.org/0102/newman/

Pace, T., Houssian, A., & McArthur, V. (2009). Are socially exclusive values embedded in the

avatar creation interfaces of MMORPGs? Journal of Information, Communication &

Ethics in Society, 7, 192–210.

Peckham, M. (2012). Guild wars 2 (PC). Retrieved December 8, 2012, from http://techland.

time.com/2012/12/04/top-10-tech-lists/slide/guild-wars-2-pc/

Rush, J. (2011). Embodied metaphors: Exposing informatic control through first-person shoo-

ters. Games and Culture, 6, 245–258.

Schultze, U. (2010). Embodiment and presence in virtual worlds: A review. Journal of

Information Technology, 25, 434–449.

Schutz, A. (1967). The phenomenology of the social world. Evanston, IL: Northwestern

University Press.

Schutz, A., & Luckmann, T. (1973). The structures of the life-world (Vol. 1). Evanston, IL:

Northwestern University Press.

Schutz, A., & Luckmann, T. (1989). The structures of the life-world (Vol. 2) (R. M. Zaner &

D. J. Parent, Trans.). Evanston, IL: Northwestern University Press.

Scriven, P. (2013). Guiding social research in MMORPGs from a phenomenological perspec-

tive. In P. Jerry, N. Tavares-Jones, & S. Gregory (Eds.), Riding the hype cycle: The resur-

gence of virtual worlds (eBook) (pp. 1–7). Oxfordshire, England: Inter-Disciplinary Press.

Scriven 17

 at QUEENS UNIV LIBRARIES on February 11, 2016gac.sagepub.comDownloaded from 

http://investor.ea.com/releasedetail.cfm?ReleaseID=635238
http://investor.ea.com/releasedetail.cfm?ReleaseID=635238
http://www.gamestudies.org/0102/newman/
http://techland.time.com/2012/12/04/top-10-tech-lists/slide/guild-wars-2-pc/
http://techland.time.com/2012/12/04/top-10-tech-lists/slide/guild-wars-2-pc/
http://gac.sagepub.com/


Steinkuehler, C. (2006). The mangle of play. Games and Culture, 1, 199–213.

Trepte, S., & Reinecke, L. (2010). Avatar creation and video game enjoyment: Effects of life-

satisfaction, game competitiveness, and identification with the avatar. Journal of Media

Psychology: Theories, Methods, and Applications, 22, 171–184.

Weigert, A. J. (1986). The social production of identity: Metatheoretical foundations. The

Sociological Quarterly, 27, 165–183.

Williams, D., Ducheneaut, N., Xiong, L., Zhang, Y., Yee, N., & Nickell, E. (2006). From tree

house to Barracks. Games and Culture, 1, 338–361.

Williams, D., Kennedy, T. L. M., & Moore, R. J. (2011). Behind the Avatar: The patterns,

practices, and functions of role playing in MMOs. Games and Culture, 6, 171–200.

Zhao, S. (2004). Consociated contemporaries as an emergent realm of the lifeworld:

Extending Schutz’s phenomenological analysis to cyberspace. Human Studies, 27,

91–105.

Zhao, S. (2005). The digital self: Through the looking glass of telecopresent others. Symbolic

Interaction, 28, 387–405.

Author Biography

Paul Scriven is a lecturer in social research at RMIT Melbourne, Australia, with an interest in

understanding how technology influences, how we make sense of our world, and how the

evolving use of technology creates new kinds of meaning in our everyday social interactions.

His research has focused on establishing a phenomenological framework to undertake sociol-

ogy in digital spaces and computer game worlds, and how this can be used to interpret the

experience of play in games like World of Warcraft.

18 Games and Culture

 at QUEENS UNIV LIBRARIES on February 11, 2016gac.sagepub.comDownloaded from 

http://gac.sagepub.com/


<<
  /ASCII85EncodePages false
  /AllowTransparency false
  /AutoPositionEPSFiles true
  /AutoRotatePages /None
  /Binding /Left
  /CalGrayProfile (Gray Gamma 2.2)
  /CalRGBProfile (sRGB IEC61966-2.1)
  /CalCMYKProfile (U.S. Web Coated \050SWOP\051 v2)
  /sRGBProfile (sRGB IEC61966-2.1)
  /CannotEmbedFontPolicy /Warning
  /CompatibilityLevel 1.3
  /CompressObjects /Off
  /CompressPages true
  /ConvertImagesToIndexed true
  /PassThroughJPEGImages false
  /CreateJDFFile false
  /CreateJobTicket false
  /DefaultRenderingIntent /Default
  /DetectBlends true
  /DetectCurves 0.1000
  /ColorConversionStrategy /LeaveColorUnchanged
  /DoThumbnails false
  /EmbedAllFonts true
  /EmbedOpenType false
  /ParseICCProfilesInComments true
  /EmbedJobOptions true
  /DSCReportingLevel 0
  /EmitDSCWarnings false
  /EndPage -1
  /ImageMemory 1048576
  /LockDistillerParams true
  /MaxSubsetPct 100
  /Optimize true
  /OPM 1
  /ParseDSCComments true
  /ParseDSCCommentsForDocInfo true
  /PreserveCopyPage true
  /PreserveDICMYKValues true
  /PreserveEPSInfo true
  /PreserveFlatness false
  /PreserveHalftoneInfo false
  /PreserveOPIComments false
  /PreserveOverprintSettings true
  /StartPage 1
  /SubsetFonts true
  /TransferFunctionInfo /Apply
  /UCRandBGInfo /Remove
  /UsePrologue false
  /ColorSettingsFile ()
  /AlwaysEmbed [ true
  ]
  /NeverEmbed [ true
  ]
  /AntiAliasColorImages false
  /CropColorImages false
  /ColorImageMinResolution 266
  /ColorImageMinResolutionPolicy /OK
  /DownsampleColorImages true
  /ColorImageDownsampleType /Average
  /ColorImageResolution 175
  /ColorImageDepth -1
  /ColorImageMinDownsampleDepth 1
  /ColorImageDownsampleThreshold 1.50286
  /EncodeColorImages true
  /ColorImageFilter /DCTEncode
  /AutoFilterColorImages true
  /ColorImageAutoFilterStrategy /JPEG
  /ColorACSImageDict <<
    /QFactor 0.40
    /HSamples [1 1 1 1] /VSamples [1 1 1 1]
  >>
  /ColorImageDict <<
    /QFactor 0.76
    /HSamples [2 1 1 2] /VSamples [2 1 1 2]
  >>
  /JPEG2000ColorACSImageDict <<
    /TileWidth 256
    /TileHeight 256
    /Quality 30
  >>
  /JPEG2000ColorImageDict <<
    /TileWidth 256
    /TileHeight 256
    /Quality 30
  >>
  /AntiAliasGrayImages false
  /CropGrayImages false
  /GrayImageMinResolution 266
  /GrayImageMinResolutionPolicy /OK
  /DownsampleGrayImages true
  /GrayImageDownsampleType /Average
  /GrayImageResolution 175
  /GrayImageDepth -1
  /GrayImageMinDownsampleDepth 2
  /GrayImageDownsampleThreshold 1.50286
  /EncodeGrayImages true
  /GrayImageFilter /DCTEncode
  /AutoFilterGrayImages true
  /GrayImageAutoFilterStrategy /JPEG
  /GrayACSImageDict <<
    /QFactor 0.40
    /HSamples [1 1 1 1] /VSamples [1 1 1 1]
  >>
  /GrayImageDict <<
    /QFactor 0.76
    /HSamples [2 1 1 2] /VSamples [2 1 1 2]
  >>
  /JPEG2000GrayACSImageDict <<
    /TileWidth 256
    /TileHeight 256
    /Quality 30
  >>
  /JPEG2000GrayImageDict <<
    /TileWidth 256
    /TileHeight 256
    /Quality 30
  >>
  /AntiAliasMonoImages false
  /CropMonoImages false
  /MonoImageMinResolution 900
  /MonoImageMinResolutionPolicy /OK
  /DownsampleMonoImages true
  /MonoImageDownsampleType /Average
  /MonoImageResolution 175
  /MonoImageDepth -1
  /MonoImageDownsampleThreshold 1.50286
  /EncodeMonoImages true
  /MonoImageFilter /CCITTFaxEncode
  /MonoImageDict <<
    /K -1
  >>
  /AllowPSXObjects false
  /CheckCompliance [
    /None
  ]
  /PDFX1aCheck false
  /PDFX3Check false
  /PDFXCompliantPDFOnly false
  /PDFXNoTrimBoxError true
  /PDFXTrimBoxToMediaBoxOffset [
    0.00000
    0.00000
    0.00000
    0.00000
  ]
  /PDFXSetBleedBoxToMediaBox false
  /PDFXBleedBoxToTrimBoxOffset [
    0.00000
    0.00000
    0.00000
    0.00000
  ]
  /PDFXOutputIntentProfile (U.S. Web Coated \050SWOP\051 v2)
  /PDFXOutputConditionIdentifier (CGATS TR 001)
  /PDFXOutputCondition ()
  /PDFXRegistryName (http://www.color.org)
  /PDFXTrapped /Unknown

  /Description <<
    /ENU <>
  >>
  /Namespace [
    (Adobe)
    (Common)
    (1.0)
  ]
  /OtherNamespaces [
    <<
      /AsReaderSpreads false
      /CropImagesToFrames true
      /ErrorControl /WarnAndContinue
      /FlattenerIgnoreSpreadOverrides false
      /IncludeGuidesGrids false
      /IncludeNonPrinting false
      /IncludeSlug false
      /Namespace [
        (Adobe)
        (InDesign)
        (4.0)
      ]
      /OmitPlacedBitmaps false
      /OmitPlacedEPS false
      /OmitPlacedPDF false
      /SimulateOverprint /Legacy
    >>
    <<
      /AllowImageBreaks true
      /AllowTableBreaks true
      /ExpandPage false
      /HonorBaseURL true
      /HonorRolloverEffect false
      /IgnoreHTMLPageBreaks false
      /IncludeHeaderFooter false
      /MarginOffset [
        0
        0
        0
        0
      ]
      /MetadataAuthor ()
      /MetadataKeywords ()
      /MetadataSubject ()
      /MetadataTitle ()
      /MetricPageSize [
        0
        0
      ]
      /MetricUnit /inch
      /MobileCompatible 0
      /Namespace [
        (Adobe)
        (GoLive)
        (8.0)
      ]
      /OpenZoomToHTMLFontSize false
      /PageOrientation /Portrait
      /RemoveBackground false
      /ShrinkContent true
      /TreatColorsAs /MainMonitorColors
      /UseEmbeddedProfiles false
      /UseHTMLTitleAsMetadata true
    >>
    <<
      /AddBleedMarks false
      /AddColorBars false
      /AddCropMarks false
      /AddPageInfo false
      /AddRegMarks false
      /BleedOffset [
        9
        9
        9
        9
      ]
      /ConvertColors /ConvertToRGB
      /DestinationProfileName (sRGB IEC61966-2.1)
      /DestinationProfileSelector /UseName
      /Downsample16BitImages true
      /FlattenerPreset <<
        /ClipComplexRegions true
        /ConvertStrokesToOutlines false
        /ConvertTextToOutlines false
        /GradientResolution 300
        /LineArtTextResolution 1200
        /PresetName ([High Resolution])
        /PresetSelector /HighResolution
        /RasterVectorBalance 1
      >>
      /FormElements true
      /GenerateStructure false
      /IncludeBookmarks false
      /IncludeHyperlinks false
      /IncludeInteractive false
      /IncludeLayers false
      /IncludeProfiles true
      /MarksOffset 9
      /MarksWeight 0.125000
      /MultimediaHandling /UseObjectSettings
      /Namespace [
        (Adobe)
        (CreativeSuite)
        (2.0)
      ]
      /PDFXOutputIntentProfileSelector /DocumentCMYK
      /PageMarksFile /RomanDefault
      /PreserveEditing true
      /UntaggedCMYKHandling /UseDocumentProfile
      /UntaggedRGBHandling /UseDocumentProfile
      /UseDocumentBleed false
    >>
  ]
  /SyntheticBoldness 1.000000
>> setdistillerparams
<<
  /HWResolution [288 288]
  /PageSize [612.000 792.000]
>> setpagedevice


