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2.2.2. Mediatized Worlds: Empirical Observations of Metaprocesses  
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2.4.1.1. Dark Patterns in Game Design  
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2.4.2.1 Methods of Online World Regulation 
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2.4.3.2. Social Play is Best Play?  
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2.4.3.3. Consumption in Play 
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2.4.3.4. Appropriating Free-to-Play 
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2.4.3.5. Blurring Lines Between Real and Game Worlds 
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avatar identification
group identification

game identification

2.4.4.1. Identifying as a Gamer 
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2.4.4.2. Types of Gamers 
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2.4.4.3. Identities of Game Professionals  
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2.4.4.4. Identification in Casual and Free-to-Play Games 
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2.4.5.1. Free-to-Play Depictions in Public Discourse  
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Traditional pay-to-play culture
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18 months
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regulation, appropriation

Design Mainte-
nance Design

Temporal, Monetary,  Social Dark Patterns Maintenance
Targeted Offers, Tiered Service and Compensation
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Temporal 
Dark Patterns (re)production

Temporal Dark Patterns

Social Obligations Appropriation

VIP and Data Driven Design
Culture Commercialization through Maintenance

[re]production context user opinions
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Commercialization through Maintenance, re)production
Personal Gamer Identity Identification

Tiered Offers or Sniper Marketing
Segregation in Customer Service

Tiered offers or Sniper Marketing

Segregation in Customer Service

Personal Gamer Identity 

Gamer Identity, Ownership and Attachment to Virtual Property Gamer Identity and 
Payment Employee Identity and Company Values

Gamer Identity and Payment Gamer Identity Negotiation 
with Pay Status Employee Identity and Company Values

Gamer Identity Negation with Company Actions and Values
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 how the F2P model transforms the 
various contexts of Empire game culture,

how the F2P model transforms the (re)production context of 
game culture

how the various contexts of F2P transform each other
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Code
1.0 Production 

1.1 Design 
1.1.1 Temporal Dark Patterns 
1.1.2 Monetary Dark Patterns 

1.1.3 Social Capital Dark Patterns  
1.1.4 Antisocial Behavior Mechanics 

1.1.5 Psychological Tricks 
1.2 Maintenance 

1.2.1 Targeted Offers 
1.2.2 Tiered Service/Offers 

1.2.3 Compensation  
1.2.4 Real-World Tie-in  

1.2.5 User Opinions 
1.2.6 Content Value  

1.3 User Generated Content 
2.0 Appropriation   

2.1 Social Relationships 
2.1.1 Play as Social Interaction  

2.1.2 Social Rules  
2.1.3 Social Leverage  

2.1.4 Teaching as Play 
2.2 Daily Routines  

2.2.1 Types of Daily Integration  
2.3 Thoughts and Emotions 

2.3.1 Play and Stress  
2.3.2 Game Content and Stress 

2.4 Commitments and Obligations  
2.4.1 Budgeting Currency  

2.4.2 Budgeting Time  
2.4.3 Social Obligations  

2.5 Self-Assessment  
2.5.1 Of Financial Investment  

2.5.2 Of Time Investment   
2.6 Spill-In  

2.6.1 Motivations for Play  
2.6.2 Real World Mirroring  

2.7 Real Investments  
2.7.1 Spending and Play Experience  

2.7.2 Spending Habits   
2.7.3 Non-monetary Price of Play  

2.8 Turning Points 
3.0 Identification   

3.1 Gamer Identity  
3.1.1 Self Identification  

3.1.2 Gaming Usage (Habitual)   
3.1.3 Community Involvement  

3.1.4 Game Paraphernalia  
3.1.5 Game and Media Preferences  

3.1.6 Non-Gamer Qualities   
3.2 Gamer Identity Negotiation   

3.2.1 Value of Virtual Goods  
3.2.2 Pay Status  

3.2.3 Company Actions/Values  
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3.3 Player Identification 
3.3.1 Avatar/Character Identification  

3.3.2 Group Identification  
3.3.3 Community Identification   

3.3.4 Game Involvement (immersion)   
4.0 Regulation   

4.1 Company Regulation  
4.1.1 Official Game rules  

4.1.2 Board/Communication Rules  
4.1.3 Differences in User Management  

4.2 Industry Regulation 
4.2.1 Platform Regulation 

4.3 Self-Regulation   
4.3.1 Personal (Individual) Regulation  

4.3.2 Cooperative Regulation  
5.0 Representation   

5.1 Unofficial  
5.1.1 Of Game  

5.1.2 Of Company  
5.2 Official  

5.2.1 Representing Value  
5.2.2 Representing Players  

5.2.3 Representing Content  
5.2.4 Representing Game  

5.2.5 Representing Company  
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or how the F2P business model transforms each context of Empire’s culture
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Personal Gamer Identity

Gamer Identity, Ownership and Attachment to Virtual Property
Gamer Identity and Payment

VIP and Data Driven Design

Culture Commercialization 
through Design Play and Purchasing
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personal gamer identity gamer identity
company actions and values
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(includes: Self-identification, 
Gaming Usage, Community Involvement, Game 
and Media Preferences, Non-Gamer Qualities),
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5.1.1.1. Abuse of Dark Patterns  
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5.1.1.2. Mental Trickery and an Antisocial Environment 
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5.1.2. Culture Commercialization Through Maintenance 
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5.1.2.1. Tiered Offers or Sniper Marketing 
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5.1.2.2. Discrimination in Customer Services 
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5.1.2.3. VIP and Data Driven Design 
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5.2.1. Law Enforcement not Maintenance  
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5.2.1.1. Dividing the Community Through Official Rule 
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5.2.1.2. Friendliness, Fairness and the Class Divide 
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5.2.2. Cooperative Regulation 
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5.2.2.1. Fairplay Rules for a Pleasant Experience (and Less Consumerism) 
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5.2.2.2. Control Through Fairplay 
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5.3.1.1. Gamer Identity, Ownership and Attachment to Virtual Property 
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5.3.1.2. Gamer Identity and Payment 

Dieses Werk steht Open Access zur Verfügung und unterliegt damit der Lizenz CC-BY 4.0



Dieses Werk steht Open Access zur Verfügung und unterliegt damit der Lizenz CC-BY 4.0



5.3.1.3. Employee Identity and Company Values 
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5.3.2.1. Playing with Payment Classes: Group Identification in Empire 
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5.3.2.2. Acquaintances with Benefits 
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5.3.2.3. Fragmented but Whole: Empire Community Identification  
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5.4.1.1. Spending Practices and Habits 

how
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5.4.1.2. Budgeting and Self-Assessment  
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5.4.1.3. Spending and Play Experience  
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5.4.2.1. Like Work but not Quite: Prioritizing Other Obligations  
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5.4.3.1. Rewarding Socialization and Socializing as Play 
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5.4.3.3. We Don’t Do That Here: Social Rules in Empire 
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5.4.4.1. It’s All Too Real: Mirroring the Real-World in Empire 
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5.4.4.2. It’s Just You in Pixels: Transferring Motivations in Empire 
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5.5.1.1. (Fake) Ads and Marketing: Commercialized Representation in Empire 
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5.5.1.2. Spend Big to Win Big: Player Glorification and Price Justification  

Dieses Werk steht Open Access zur Verfügung und unterliegt damit der Lizenz CC-BY 4.0



5.5.2.1. Image Improvement Efforts: Goodgame’s Official Communication 
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5.5.2.2. A Persistently Negative Image: Unofficial Communication of GGS and 
Empire 
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how the contexts of F2P game culture transform each other
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Context Context Summary of Transformations 
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Temporal/Monetary Dark Patterns, Antisocial 
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Behavior Mechanics, Psychological Tricks, Tiered Service/Offers, as well as Unofficial 
Representation of Game/Company and Official Representation of Game/Company
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micro

meso
macro

micro
meso 

macro

Interactions
relationship

interactions
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5.8.1.1. Single Directional Transformations  

Transforming the Game or Company’s Image  

(re)production Representation 

Tiered Customer Service 

Aggressive 
Monetization 

Empire’s Image in 
Public Discourse 

Goodgame’s Image in 
Public Discourse 
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Regulation Representation 

Biased Application of 
Rules Based on Pay 

Biased Compensation 
Based on Pay Status 

Empire’s Image in Public 
Discourse 

Goodgame’s Image in 
Public Discourse 
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Transforming How Players Spend In-Game  

Aggressive Moneti-
zation, Tiered Customer Service
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5.8.1.2. Bidirectional Transformations  

 

(re)production Appropriation 

Tiered Customer 
Service  

Aggressive Moneti-
zation 

Spending Habits & Budg-
eting  

Social Rules (e.g. cus-
tomer service emissaries 

for the alliance) 

Targeted Offers 
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Transformations Between Player Appropriation and Their Identification  

Appropriation Identification 

Spending Habits (e.g. 
Microtransactions) 

Self-assessment of 
Financial Investment 

Gamer Identity Negoti-
ations with Pay Status 

Feelings of 
Pride/Shame 
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Monetary 

Temporal 

Identification Appropriation 

Value and Attachment to 
Virtual Goods and Prop-

Financial Assessment of 
Resources Spent on Game 
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5.8.2.1. Single Directional 
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Representation Identification 

(re)production

Aggressive Monetization & 
Questionable Development 

Practices 

Employee’s 
Feelings 

Negotiated 
Through 

Gamer Iden-
tity 

Player’s 
Feelings 

Negotiated 
Through 
Payment 
Status

Image of 
Goodgame in 
Public Dis-

course 

Image of 
Empire in 

Public Dis-
course 
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5.8.2.2. Multidirectional  
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Identification Appropriation 

Group  

Identifica-
tion

Play as  

Social In-
teraction

(re)production

Antisocial Behavior 
Mechanics
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Identification Representation 

Regulation 

In-game Regulation and Com-
pensation  

(re)production

Tiered Service and Questiona-
ble Practices 

Image of 
Goodgame & 
Empire in 

Public Dis-
course

Employee’s 
Feelings 

Negotiated 
Through Gamer 

Identity 

Employee’s own 
moral code of con-

duct
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Regulation 

Identification Appropriation 

In-game Regulation and Com-
pensation  

(re)production
Tiered Ser-

vice and Tar-
geted Offers 

Real World 
Mirroring, 
e.g. socio-
economic 

hierarchies 

Fragmented 
Community 

Cooperative 

Regulation 
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Regulation (re)production
Tiered Ser-

vice and Tar-
geted Offers 

Biased Regu-
lation and 

Compensation

Identification

Appropriation

Representation

Community  

Involvement 

Motivations 
for Play 

Empire and 
Goodgame in 
Public Dis-

course

Group, Commu-
nity & Game 
Identifica-

tion  
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relationships 
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5.9.1. A Somewhat Unique (but not really) Game Culture 

how the F2P model transforms various con-
texts of the circuit of culture how these contexts transform each oth-
er
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1) how does the free-to-play model transform the various contexts of game 
culture? 2) how do the various contexts of an F2P game culture transform each 
other?
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the culture of digital games from various genres, on di-
verse platforms, which utilize the freemium payment model

the culture of digital games 
from various genres, on diverse platforms, having a set price and without 
microtransactions . 

with a subscription-based payment system  

overall culture of games, 
their industries, players, and methods of play all over the world
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 of games from any 
genre, played on various platforms but sharing the unifying feature of the freemium 
payment model
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monetized meritocracy

” 

Dieses Werk steht Open Access zur Verfügung und unterliegt damit der Lizenz CC-BY 4.0



Dieses Werk steht Open Access zur Verfügung und unterliegt damit der Lizenz CC-BY 4.0



Dieses Werk steht Open Access zur Verfügung und unterliegt damit der Lizenz CC-BY 4.0



monetized meritocracy
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how does the free-to-play payment model transform the various con-
texts of game culture?

transforms various contexts through establishing 
new practices not present in game cultures with traditional payment models. This 
transformation also includes increasing some consumerist practices and lessening 
some participatory practices found in traditional game cultures.

how do the various game culture con-
texts of an F2P game transform each other?”, 
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that the cultural practices within these contexts 
interact in multiple ways, forming various relationships and can be placed on a spec-
trum. The relationships result in cultural practices or phenomena which can be de-
scribed as characteristic of free-to-play game culture
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techno-
logical and social arrangements

individual or group practices
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