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A Gameful Organizational Assimilation Process: Insights
fromWorld of Warcraft for Gamification Design

AMON RAPP, Computer Science Department, University of Torino, Italy

A central process of virtual organization design relates to how newcomers are assimilated into organizational
dynamics. Research on organizational assimilation has traditionally investigated “serious” organizational
contexts. Nonetheless, video games can offer insights on how such assimilation can be effectively supported.
In this article, I propose to look at World of Warcraft (WoW) to understand how individuals can be successfully
integrated into online organizations. Through an ethnographic research, made up of participant observation
and 36 semi-structured interviews, I explore how specific game design elements support organizational
assimilation into WoW raiding guilds. This shows how designers elicit extremely engaging organizational
dynamics that encourage players to identify with their organizations. Based on these findings, I propose design
considerations for gamifying virtual organizations that draw from the structure of WoW raiding guilds.
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1 INTRODUCTION
The process by which an “outsider” becomes a fully integrated member of an organization is
commonly called organizational assimilation in organizational research. This process is central in
social computing, which has typically approached the creation and growth of virtual organizations,
i.e., organizations that exploit ICT tools for enabling remote collaboration, as a task of assimilating
newcomers [43].
Research on organizational assimilation has traditionally stressed that successful assimilation

implies that individuals become initiated to their task, understand their roles, comprehend the
criteria by which they will be evaluated, and learn the organization’s norms [32, 40]. Such research
has commonly relied on the analysis of “serious” organizational contexts, whereas ludic domains
as video games did not receive the same level of attention.
Kiene et al. [43] showed that studying a Massively Multiplayer Online Role-Playing Game

(MMORPG) like World of Warcraft (WoW) can point out relevant mechanisms through which
newcomers become assimilated into virtual organizations. They demonstrated that assimilation
in WoW may entail collective dimensions, whereby different guilds may merge into a unique
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organization and organizational culture can play a critical role in the players’ ability to participate
effectively within the merged groups. In this perspective, MMORPGs appear a fertile ground to
explore the organizational assimilation process. MMORPGs, in fact, allow players scattered across
the world to complete extremely demanding tasks, by making available organizational forms
that deeply engage players in organizational dynamics [93]. These are online “communities of
practices”, i.e., organizational configurations made up of people bound together by shared expertise
and passion for a joint enterprise [98], who assist one another and share common resources and
knowledge [15]. In MMORPGs, the assimilation is highly “effective”, as players fully embrace the
identity of the organization and are completely integrated in its dynamics, without showing signs
of disengagement [52, 102].
Studying the assimilation process in games like WoW is important because it may point out

highly effective design mechanisms to integrate newcomers into online organizational structures,
encouraging identification and retention. Previous game and Computer-Supported Cooperative
Work (CSCW) research on WoW’s organizations focused on the description of social and group
dynamics [1, 4, 16, 26, 27, 65, 100], as well as on the role of the organizational culture, intra-group
conflict and cohesion for newcomer socialization [15, 43, 73]. In this article, I focus on the players’
individual "journey" in becoming full members of the game’s organizations, and thus involved
in their dynamics. Moreover, I pay attention to the role that specific game design features have
in supporting organizational assimilation. Such role is particularly relevant because it shows
how designers can directly encourage assimilation and elicit extremely engaging organizational
dynamics. Therefore, I study how specific “game design elements”, namely the design features that
shape the game, affect the organizational assimilation in WoW.

I call this kind of assimilation a “gameful organizational assimilation”. Gamefulness is an experi-
ential state typically lived while playing games, which has been described as “hedonic, challenging,
and suspenseful” [39, 49]. A gameful organizational assimilation is then the process of becoming
integrated into an organization, which is supported by game design elements aimed at making the
experience of such process gameful. To study this process, I will focus on WoW players’ point of
view, emphasizing how they subjectively experience the game through a reflexive ethnographic
research. In fact, we need to go back to how players interpret and “perceive” the game worlds they
are playing, looking at games “from the inside”, as gamefulness is a state that is fundamentally
subjective [39, 49].

In so doing, I suggest that the study findings may also offer practical insights for the gamification
of virtual organizations that present similar characteristics to WoW raiding guilds. Defined as the
use of “game design elements in non-game contexts” [24], gamification has been recently employed
to motivate organization members to accomplish organizational tasks [87, 90]. Despite several
successful attempts [88], however, it has been noted that gamification might produce short-lived
behavioral effects [91], yielding forms of engagement that may rapidly fade away [53, 75]. It appears
that current gamification techniques are undermined by the limited variety of game design elements
employed in the design process [80]: there is a tendency to use “basic game design elements”, like
points, badges and leaderboards, which primarily foster competition among users [19]. Looking at
the world of MMORPGs, where players are easily assimilated into organizational structures, may
thus inspire novel designs that engage users in certain organizational contexts.

To summarize, the main contribution of this article to CSCW research is to explore how WoW’s
game design elements are able to assimilate players into the game’s organizational structures,
progressively substituting the context of their everyday life with that of the game’s organizations.
To this aim, I will report the results of an ethnographic research conducted in WoW, made up of
participant observation and 36 semi-structured interviews, and framed within Legitimate Peripheral
Participation theory (LPP) [50]. As a practical implication of the study findings, I will suggest a
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series of considerations to be applied to the gamification design of virtual organizations that have
similar characteristics with WoW raiding guilds.

2 BACKGROUND
In this Section, I will first surface the literature about virtual organizations and introduce LPP
theory, describing the characteristics of (online) communities of practice. Then, I will point out
central issues in current gamification techniques applied to the organizational domain and outline
previous research on WoW guilds.

2.1 Virtual organizations and LPP
Digital technologies are “enhancing” traditional organizations with means enabling cooperative
work [56] and distant communication [68], altering their temporal, spatial, and configurational
dimensions [69], as well as knowledge distribution across members, teams, and organizations
themselves [34].

Virtual organizations precisely identify enterprises composed of members residing in geographi-
cally dispersed locations, who use technology to communicate and coordinate the fulfillment of an
organizational task [23]. They may differ in terms of incentives, structure, obligations, goals, and
resources, including firms employing virtual teams and open source software communities. Other
phenomena currently spreading in the digital world, like crowdsourcing and peer-production (e.g.,
Wikipedia), mobilize a massive online workforce toward a shared objective [21], which may reveal
organizational dynamics. Furthermore, social media might enable mechanisms of self-organizing
where collaborators distributed across continents work together to meet a shared goal, creating
an organizational identity [89]. Organizational configurations can also give a structure to crowd
working activities, enabling virtual teams to face dynamic challenges [92].

A central process of virtual organization design relates to how it assimilates newcomers into the
dynamics of the organization. These technology-enabled organizations, in fact, necessarily lead to
new design issues, due to e.g., misaligned incentives [35] and the difficulty of engaging members in
using technology [88] or in working together from a distance [45].
Scholars typically frame the process by which a newcomer becomes an integrated member

of an organization as organizational assimilation [48]. Most researchers consider assimilation as
an interactive process through which, on the one hand, newcomers become affected by existing
organizational practices and norms, thus changing as individuals; on the other hand, organizations
change themselves, by being influenced by the negotiation practices that members enact to make
the organization meet their needs [94].
Organizational assimilation is traditionally explained as a transition through different stages:

i) anticipatory socialization, which refers to socialization efforts prior to organizational entry; ii)
encounter, when the newcomer enters an organization and starts being socialized; iii) metamor-
phosis, in which the newcomer becomes a full member of the organization [40]. Encounter appears
to be the most critical stage, as the newcomer needs to reduce uncertainty and successfully acquire
the organizational culture [61], so that research has focused on the early phases of assimilation in
both traditional organizations [62] and, to a minor extent, in online contexts [7].

In practice, the newcomer needs to learn a variety of shared attitudes, values, and norms, which
will allow her to meet the organization’s expectations. A theoretical approach that particularly
emphasizes the role of learning in assimilation is LPP theory: it explains how newcomers become
part of a community of practice, a specific organizational form made up of people bound together
by shared expertise and passion for a joint enterprise [98]. Communities of practice have the
following characteristics: i) members are mutually engaged, working together and assisting one
another [2]; ii) they have a common aim that they work together toward [48]; iii) they develop a
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repertoire of common resources, including a shared understanding of the domain [15]; iv) through
participation, community members learn the organizational knowledge [105] and contribute to
produce new knowledge [11, 50]; v) through participation, they shape their identity in relation to
the organization [97, 105]. LPP argues that learning occurs as one participates in the activities of the
organization, acquiring knowledge by doing and observing [50]: it is connected with developing the
individual’s competence in relation to certain performance criteria that are valued and recognized
by others in the organizational order [103]. Newcomers initially participate to the community’s
less-critical activities, and then find their way toward deeper involvement.

Participation, here, refers “not just to local events of engagement in certain activities with certain
people, but a more encompassing process of being active participants in the practices of social
communities and constructing identities in relation to these communities” [97]. By participating
to the community’s activities, the newcomer also constructs her identity, namely she identifies
with the community of practice and understands who she is in relation to the community itself.
Wenger [97] further specifies that identification involves a sense of belonging which derives from
processes of engagement, imagination, and alignment: engagement refers to the active involvement
in a mutual process of relationship building and negotiation of meaning that binds the members of
the organization together; imagination points to the creation of shared images of the world; and
alignment relates to the coordination of efforts to contribute to broader purposes.
LPP has been applied to a variety of virtual domains, e.g., to explain how Wikipedia editors

become more involved over time [12], to describe learning processes within open source software
[101], to investigate skill development in Earth & Beyond MMORPG [70], to explore knowledge
management functions as carried out by distributed virtual teams [28], and to study worker com-
mitment to virtual organizations [103]. More precisely, researchers have called “online communities
of practice” those virtual organizations with the characteristics of conventional communities of
practice, thus supporting mutual assistance, knowledge sharing, and identity development [105].
CSCW researchers have studied process of collaboration in such communities with reference to
e.g., the Archive of Our Own online fandom community [31], the Agile Research Studios system
for orchestrating research training within research communities [104], learning groups in StarCraft
[47], game development communities on Twitch.tv [29], and technology expert virtual teams within
a global automotive manufacturing company [72].
In this perspective, WoW raiding guilds, i.e., game organizations that allow players to face the

most difficult contents of the game, share fundamental characteristics with online communities of
practices: i) guild members work together and assist one another through mentorship and mutual
help [100]; ii) they have a common goal, which is to overcome the game raids [15]; iii) they have
common resources and a shared understanding of how to face the game difficulties [99]; iv) they
learn how to play together by participating to raids also developing new knowledge [99]; v) and
they construct their identity within the guild [67, 71].

In this work, I show how LPP can be used to account for the assimilation process of players into
WoW raiding guilds. In doing so, I will focus on how WoW raiding guilds support the development
of the sense of belonging in their members, progressively substituting their schedules, places,
relationships, and eventually their identity with those of the organization.

2.2 Gamification and World of Warcraft
Gamification has been proposed as a technique to increase motivation in a variety of crowdsourced
activities aimed at, for instance, gathering geographical data [60], accomplishing social-purpose
projects [45], encouraging sustainable behaviors [81], and enhancing volunteer tasks [59]. Further,
game design elements have been employed to improve organization dynamics: Silic and Back
[86] and Stanculescu et al. [88], for instance, suggested that implementing score, leaderboard,
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and badges within an organizational context may enhance the employees’ motivation to share
their knowledge and improve their social behaviors. Morschheuser et al. [63] showed that adding
ranking lists and points to corporate intranet bank enterprises may support the acquisition of
organizational knowledge. Whereas Morschheuser et al. [64] claimed that badges have positive
effects on perceived enjoyment in an engineering company. All these studies, however, focused
on a limited set of game design elements, namely points, badges, and leaderboards which have
been found to often support a “mechanical” engagement, whereby involvement is elicited by
behavioristic reinforces, producing momentary effects that might quickly decay when rewards
are withdrawn [75]. Thom et al. [91], for example, pointed out that the removal of a point-based
reward system undermined participation via contribution within an enterprise social network.
Even though research acknowledged limitations of current gamification practices, it substantially
kept using basic game design elements that encourage competition [53, 80]. A recent survey of
gamified systems highlighted that points, badges, and leaderboards still dominate the gamification
landscape [46].
Curiously, gamification research avoided a thorough confrontation with video games like

MMORPGs. This kind of game has been identified as a potential source to learn about the man-
agement of complex organizations [14, 95]. CSCW researchers investigated WoW’s organizational
dynamics, structures, and processes. For instance, Nardi et al. [65] depicted the social organization
of the game, spanning from brief informal encounters to highly organized play in structured groups,
the variety thereof makes the game fun and provides rich opportunities for learning. Bardzell et al.
[5] analyzed small group collaborative behavior in 5-person instance runs, which are designed to
guarantee that players can exert significant control over their experiences, while social play adds an
element of unpredictability to interaction. Williams et al. [100] suggested that guilds are organized
either as military barracks, with task-oriented military-style hierarchies, or as tree houses play
spaces, defining fundamental dimensions to analyzeWoW guilds. Ducheneaut et al. [27] highlighted
that successful guilds are organic, team-based organizations and that certain forms of teamwork
in WoW might transfer to group work activities outside of games. Kiene et al. [43] emphasized
the role of organizational cultures when WoW players are assimilated into guilds, pointing out
that assimilation may entail collective cultural integration and result in friction between different
organizational cultures: they suggested that their study findings may have wider applicability to
social computing research and design.
Building on top of this previous work, my study extends this line of research by using LLP

theory to understand individual processes of assimilation into WoW organizational structures
and by identifying specific game design elements that affect such processes. CSCW studies have
investigated how design affects WoW players’ behavior, by highlighting e.g., that boss design may
impact on players’ raiding styles [4], or that visualization features may influence how the guilds
assess the contribution of their members [42]. In this article, I explore how WoW game design
elements encourage specific forms of assimilation into the game’s organizational structures. This is
important because it can make us understand how design can support organizational dynamics
resulting in highly effective forms of assimilation, which may absorb and retain players in the
game’s organizations for very long periods of time. Such understanding could further inspire novel
gamified organizational designs.

3 SETTING
In WoW, players advance through different experience levels, by moving across Azeroth, an enor-
mous virtual world. Here, they can develop their characters by accomplishing a series of quests,
game missions that require to kill enemies or find objects, in order to gain gold, low-level gear,
and experience points. Players can play three different roles, dps (damage per second), in charge
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of provoking damages, healer, with the responsibility of healing party members during battles,
and tank, absorbing damage for all the companions. Moreover, they have to choose a “race”, be-
longing to either the Alliance or the Horde, the two main “factions” of the game, and a class,
which determines the character’s abilities. Differentiated roles and skills foster cooperation among
players, who group in temporary (pick-up groups) or structured (guilds) collectivities in order
to complete dungeons (also known as “instances”) and raids. Dungeons have to be completed in
teams of five, whereas raids, the most difficult game contents, are accomplished by ten to thirty
players, fighting powerful bosses that might drop rare weapons and items. Although players may
find casual companions to face these battles, the hardest raids can be accomplished only by being
part of structured organizations, namely the guilds.

WoW defined the MMORPGs “genre standards” [22] and actually became the most typical case
of MMORPGs [13]. As typicality is a crucial factor allowing for the generalization of results in an
ethnographic study [33], I selected WoW as the “object” of my fieldwork: this will provide design
considerations grounded in the research results with a more general validity. This work is in line
with the tradition of virtual ethnography [38], which attempts to depict the social and cultural
practices embodied in virtual worlds [8]. Nonetheless, it focuses on specific game design elements
and game dynamics in order to understand how the game drags players to its organizations. This
attitude may narrow the fieldworker’s gaze if compared with “traditional” virtual ethnographies.
However, it may also allow to identify those game design elements that could be transferred, with
opportune adjustments, to other “serious” domains for gamification purposes.

4 METHOD
I conducted an ethnographic research in World of Warcraft during three main phases, alternating
participant observation and data analysis periods: from October 2012 to March 2014, from June
2014 to May 2015, and from October 2015 to September 2016. I opted for a reflexive ethnography
method, where the fieldworker’s experience is considered worthy to be reported at par of the
experience of the other social actors. Actually, in the reflexive approach, the ethnographer does not
hide herself under an “objective” recounting, as common in “realist” ethnographies [55, 83]. Rather,
she values her subjective perspective, by adopting a first person narration that accounts for her
methodological choices and theoretical decisions, making the fieldwork more “transparent” [83].
Reflexive ethnography is often paired with an auto-ethnographic work [76], where the fieldworker’s
personal histories are thoroughly analyzed and included in the ethnographic narration. This
approach allowed me to see and recount the game world through the “players’ eyes”, by living the
game’s experiential effects and report such experience.

Participant observation has been conducted in an Italian server (Player vs. Environment), where
players cannot engage in fighting each other with the exception of certain game zones. I played for
150 hours in a Player vs. Player server, in order to account for its dynamics as well. It was my first
time playing a MMORPG, so that I could experiment all the phases of engagement implied by the
game. I explored two WoW expansions, Mists of Pandaria and Warlords of Draenor, participating in
all the game activities, playing all the dungeons available, and reaching the maximum experience
level with a night elf mage. To understand the guild everyday life, I enrolled into different guilds,
becoming an officer in two of them and performing daily commitments like farming, a repetitive
task aimed at gathering materials to be consumed in raids.
Data, including personal reflections and observational notes, were collected by using a diary,

which was written down immediately after the completion of a game session. Game documents
analyzed include WoW wikis, forum threads, blog posts, and fandom websites. The members of my
guilds and, by and large, all my in-game connections were informed of the scope of my research
and were aware that our conversations would have been traced: an informed consent were given,
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particularly highlighting the voluntary nature of participation. Participant observation allowed me
to analyze guilds as organizations observing organizational dynamics and collecting feedback from
my guild companions.

Adding to this, I formally interviewed participants belonging to other guilds in order to explore
whether the phenomena observed within the guilds to which I belonged could be found even in other
organizational structures. As I wanted to widen as much as possible the sample heterogeneity, only
two participants, Herik and Tera were enrolled into the same guild. Thirty-six formal interviews
(females=15; age average=28.3) have been conducted both in the WoW’s virtual world (18) and in
the “physical” world (18). The sample was selected by following a purposeful sampling method [57],
focusing on the different levels of players’ engagement and social centrality, which relates to their
reputation and social connections. These two dimensions were taken into account on the basis of
the conversations I had with other players during the first months of participant observation. To
assess the level of engagement I considered three factors: i) degree of player’s experience, i.e., the
character’s level; ii) age of the WoW account; iii) number of hours played per week.
The final sample is composed of: 16 hardcore gamers (character at the level cap, more than 2

years of presence in WoW, and more than 20 hours of play per week), 9 normal players (character
at level 80-90 (Pandaria) or 90-100 (Draenor), more than 6 months of experience, 10-20 hours of
play per week), and 9 novices (character at level 30-80 (Pandaria) or 40-90 (Draenor), less than
6 months of experience, less than 10 hours of play per week). Two participants, who left WoW
before the interview, were included as outliers, to take into account processes of disengagement.
Since hardcore gamers were identified as key informants, they represent the most consistent part
of the sample. Hardcore gamers have been further split into leaders, having responsibilities in their
guild, and followers, playing a minor social role, in order to take into account the dimension of
social centrality. Twenty-four interviewees (plus the two outliers) played mainly in a PvE server,
while the remaining ones played in a PvP server. As regards the participants demographics, three
stopped studying at middle school, ten held a high school diploma, eleven a bachelor’s degree, eight
a master’s degree, and four a Ph.D.

Participants were recruited by exploiting my in-game social network (23 out of 36), or randomly
involved during playing activities (13 out of 36), after a brief interview for assessing their level
of engagement and social centrality. On the one hand, the first sampling method allowed for the
selection of profiled players. My most expert companions helped me focus on “typical” ways of
experiencing the game, as well as find such profiles, thus ensuring their representativeness [33].
On the other hand, the second method widened the heterogeneity of the sample to participants
that I did not think of in advance through serendipity. The decision of stopping interviewing was
taken when I became aware that additional data would not have produced substantial new results
for the aim of my study, thus following a data saturation criterion [10].

Interviews lasted about three hours each (average=157 min; min=130 min; max=188 min). Each
interview started asking participants to recount their personal game history. Interview questions
aimed to investigate how WoW’s game design elements affect players’ behavior, identity, social
interactions and organizational activities. I focused on the game aspects that appeared more relevant
to them (e.g., “Describe the game features that you value more: why are they so important? What
kind of effects they have on you as a player?”), and then explored in depth each game design
element that participants mentioned, by inviting them to connect it with their playing episodes. To
widen the topics explored, I asked participants to describe their everyday life in the game, along
with their social and organizational activities. Participants were allowed to introduce themes not
foreseen in the initial list of questions. Interviews were recorded either through an audio recorder
(and then transcribed verbatim), or the WoW’s chat log.
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Data analysis conducted for the aim of this work used open and axial coding techniques [18].
Open codes were generated by identifying data features that I considered relevant, breaking the
data down into separate parts and labeling them. Then, I used axial coding to connect categories,
yielding thirteen abstracted categories (e.g., “Meeting places”, “Daily commitments”). Eventually, I
identified three core categories (selective coding) [17]: routines, places, and friends. These themes
were connected to the game design elements that WoW employs to assimilate its players. To ensure
the findings inter-reliability I employed a “participant researchers” strategy [51], by seeking the
aid of my informants to confirm/disconfirm that the data was viewed and understood consistently
by both myself and the players.
Before reporting the study results, I have to emphasize that my research might have some

limitations. On the one hand, the geographical localization of the servers in which the ethnography
has been conducted might have affected the collected results, as players located in different world
regions could participate to the game in a different way, given their cultural idiosyncrasies. On the
other hand, the research took place in two WoW expansions, which can account for only a part
of its (long) temporal evolution. Although I partially retraced the game experience with the past
versions of WoW, thanks to the recounts of the players I interviewed, the findings reported in this
article may not find confirmation if related to subsequent or previous expansions of WoW.
It is worth noticing that the findings reported in the next Section are grounded not only in the

interviewees’ words, but also in all the documents analyzed, observations conducted, and informal
conversations carried out during the participant observation period.

5 FINDINGS
WoW’s players can decide to join stable collectivities, i.e., the guilds, to achieve long-term goals and
overcome the hardest battles of the game. Some guilds (the so-called social guilds) have a “liquid”
structure, by being grounded in personal relationships (e.g., guilds composed of real-life friends)
and characterized by loose norms. For this, they present similarities more with groups than with
organizations [77]. For several novices and normal players interviewed during the fieldwork, guilds
are precisely a place where to “spend some time” and level up, where roles are not clearly defined
and they can chat and share experiences, eventually establishing some friendship relations [77]. As
their expertise raises, nonetheless, players start being interested in different kinds of guilds.

Being devoted to organize and schedule team expeditions into WoW hardest raids, raiding guilds
perfectly exemplify how the game can completely “absorb” its players. Such guilds are organized
around a common goal formalized in a mission statement, recruitment policies, and well-defined
hierarchies, requiring a heavy dose of management and intricate coordination of player roles. Their
structure is much more rigid than that of the social guilds, requiring complete dedication and
commitment from their members, so that they might resemble a sort of "total institution" [78].
Taking into account the dimensions identified by Williams et al. [100] to analyze WoW guilds,

namely size, faction, formal practices, churn (longevity), and leadership, the raiding guilds that
I observed during my fieldwork and those on which the recruited participants reported during
the interviews were characterized as follows. They had small or medium sizes, ranging from a
minimum of 25 members to a maximum of 70 members. The majority of raiding guilds belonged to
the Alliance. With reference to formal practices, i.e., the use of mission statements, recruitment and
expulsion policies, all the guilds had formal goals and recruitment procedures. In most of the guilds,
newcomers could also be personally introduced by one of the seniormembers: nevertheless, they had
to undertake a probation period. The guilds’ longevity ranged from two months to more than three
years. The majority of the raiding guilds were task-oriented with almost military-style hierarchies,
in which a firm leader (or a small number of officers) enforced norms and policies. However, in
some of them decisions were taken through more democratic mechanisms and structures were
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more fluid (i.e., the hierarchies were flexible, responsibilities could be delegated, and players could
“climb the ladder”). Despite these differences in their organizational structure, the organizational
assimilation process followed the same main path.

Our raiding schedule is M/T/TH/F from 8pm GMT – to 1 am GMT. While we strive
for building a friendly environment around the raid team, performance is our only
priority. During raiding nights we expect that every member is there on time, leaving
all the non-raid related issues out. Hours outside of raid time are for planning the raid
whereas raiding time is for the execution of that plan [...]. Each guild member puts
the guild’s successes before himself. This is your home and you are a member of our
community. We are looking for 1 range dps. We will put you through a three-week
trial. It will be necessary to maintain a high standard for discipline and be keen on
learning and executing your assignments.

This excerpt from a recruitment notice of a WoW raiding guild highlights the starting point of
the “organizational assimilation” process that players have to undertake to become integrated into
a WoW raiding guild. As we have seen, scholars noted that assimilation is a reciprocal process
in which both individuals and organizations have power [94]. On the one hand, individuals are
required to learn the organizational values, norms, and expected behaviors [54]. On the other hand,
newcomers often act proactively in their attempts to become assimilated, negotiating their roles and
influencing organizations with their prior experience [93]. WoW raiding guilds leave little room to
negotiation during the assimilation phases, by asking newcomers to adhere to already established
rules, and to leave behind their mundane matters. Since raiding guilds show characteristics that
other kinds of guilds exhibit to a lesser extent, prescribing a deeper and more radical process of
assimilation, it is interesting to explore how their new members integrate into their structures. The
following excerpt taken from my field notes of 12 September 2016 summarizes how the assimilation
process unfolds after the initial recruitment:

The probation period lasted one month. In that month, everything I did was under
close scrutiny. My performance during raids was constantly analyzed and I had to
“work” extra hours to find new equipment to empower my mage. But when I obtained
the member rank, things gradually changed. If I think of it now, I can say that most
of my routines, like eating and sleeping, gradually changed to follow the guild’s daily
living, its raiding times, and the weekly wrap-ups [...]. Similarly, people in my private
life started slowly being substituted by my guild companions. Soon, the “free nights”
that I had were completely absorbed in the network of relationships that I was building
in there.

WoW raiding guilds assimilate their new members through the gradual substitution of the players’
temporality, spatiality and relationships. This is directly encouraged by the game through the
“action” of specific game design elements. The substitution of the player’s time is supported by how
raids are designed, e.g., the limited time window in which players have to complete the raids and
the need to be co-present to face the raid battles. Likewise, the game space gradually replaces the
“real world”, as WoW makes available organizational resources and “flexible environments” that
can be appropriated by the guild members. Furthermore, the network of the in-game relationships
gradually takes the place of the circle of real-life friends, as the game “requires” that players help
each other and offers a variety of activities that can be accomplished in pair or in small groups,
favoring the flourishing of friendship relations. Eventually, this multifaceted process leads the
players to completely identify with their guilds. Table 1 summarizes the main findings of the study
also anticipating some of the design considerations that I will discuss in the Discussion Section. In
the next sub-sections, I will deepen how the assimilation process unfolds.
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Table 1. Main findings

Main themes Organizational assimila-
tion process

WoW game design ele-
ments

Design considerations

Routines Newcomers learn the
guild’s routines through
the continuous partici-
pation in its everyday
activities. In so doing, they
progressively embrace
its schedules, which are
shaped by how raids are
designed.

- Raids reset every 7 days
- Raids require the accom-
plishment of sequences of
tasks
- Raids are released on a reg-
ular basis
- Raids prescribe players’ co-
presence

Support the creation of com-
mon temporal routines
- Encourage the organiza-
tion’s senior members to
collectively set the organi-
zation’s rhythms, support-
ing them with automated
tools suggesting time slots
when the majority of mem-
bers are online
- Directly affect the orga-
nization’s times by e.g., in-
creasing or decreasing the
availability of new “mis-
sions” in specific time slots
- Favor the members’ co-
presence

Places Newcomers learn the
guild’s shared meanings
and rules inscribed in the
organizational resources
and environments made
available by the game
through the constant “use”
of these spaces. In so doing,
they start transferring
feelings usually ascribed
to their “real-world spaces”
(like the home) to the
digital ones.

- The guild bank, the guild
achievement board, and the
guild chat can be appropri-
ated by the guild members
- The game environments
are flexible and guild mem-
bers can ascribe their own
meanings to them

Provide meaningful virtual
spaces
- Design collective spaces
where e.g., memories of
past achievements can be
remembered and shared
- Design specialized spaces
that allow only specific ac-
tions or require prerequi-
sites to be accessed
- Design flexible spaces that
can be adapted by the orga-
nization’s members to their
own needs, becoming refer-
ence points

Friends By spending their time to-
gether, players become mu-
tually engaged in a network
of relationships that go be-
yond the mere collabora-
tion. In so doing, they grad-
ually substitute their “real-
world” relations with their
in-game friends.

- The game offers a variety
of activities that can be ac-
complished in pair or small
groups
- Raids require a deep
knowledge to be success-
fully completed and such
knowledge is better trans-
mitted between players that
spend a lot of time together

Favor the development of
personal relationships
- Pair each newcomer with
a senior member increasing
the opportunities for social-
ization
- Allow the organization’s
members to accomplish bor-
ing or burdensome tasks
with their “friends”
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5.1 Routines: Players align to guilds’ routines that replace the schedules of their real
life

When a newcomer enters in a raiding guild, she usually needs to learn to organize her own behavior
such that it may produce a competent performance [50]. The probation period I recounted at the
beginning of this section is precisely addressed to assess the player’s abilities and understand
whether she meets the guild’s standards of performance. After this period, players are usually
assigned to a “secondary” team, where they can develop their character further, observe and learn
the guild’s way of fighting, before joining the main raiding team. Newcomers, therefore, move from
the “periphery” of the guild, to its center, as their competence and performance develop. In doing
so, they may find help in the guild mentors: it is common that a guild has a mentor for each “class”
(e.g., mage, warrior) which can give advice to the newcomer when needed.

On a closer look, however, “apprenticeship”, i.e., the process of learning how to play, does not only
deal with the acquisition of competence in completing “working” tasks. InWoW’s raiding guilds LPP
processes are also around learning to be part of the organization and play together. In fact, most of
the newcomers are already expert players, as raiding guilds rarely admit novices, rather preferring
members that would be capable of contributing to raiding shortly thereafter. Therefore, even though
all the newcomers have to learn to cooperate with their new companions and interiorize the guild’s
idiosyncratic way of playing, often the acquisition of the in-game competence primarily entails the
learning of the guild’s “routines”.
A routine [30], or a habitus in LPP’s terms, which takes the concept from Bourdieu’s Theory

of Practice [9], is a form of repetitive behavior, meant as a series of sayings and doings that
recur over time, so that they become wired in the players’ everyday activities. LPP refers to
theory of practice to emphasize learning as increasing participation in activities (or “practices”), in
contrast with the conception of learning as internalization [50]. Theory of practice stresses the
inherently socially negotiated character of meaning claiming that learning, thinking, knowing,
and behaving are relations among people in activity in, with, and arising from the culturally and
socially structured world [50, 82]. In this theory’s perspective, learning a routine is to recurrently
observe and participate to activities that are already carried out in a particular organizational
context: through participation, individuals not only align to the routines that organization members
perform regularly, but also become the “carriers” of such routines, contributing to reproduce ways
of interpreting, knowing how, wanting, and behaving [9, 82].
The concept of “routine” allows to clarify how WoW players acquire the knowledge needed

to become part of a raiding guild. The master and the officers (i.e., the players with the highest
guild ranks) are responsible to organize the members’ daily living. This often results in precise and
fixed commitments that all the members have to accomplish. However, these prescriptions are not
formulated as “abstract” orders, but are embodied and recurrent activities. Newcomers learn the
guild’s routines by observing how such activities are performed by the senior members of the guild
and by continuously participating in them. Tera explains:

"you log in and start all the rituals we have been doing for years before raiding. We meet
at the tavern to take some drinks and review the strategy, check the gear of the characters,
count the items available and verify whether they will be sufficient for the raid."

Jaiss further says that
"The first time I joined a raiding guild, I stayed two months without almost saying nothing.
I was observing. Even though I could not play in the main raiding team, being at the
meetings and debriefs made me be part of the common way of doing things."

In other words, through participation in the guild’s routines and “rituals”, as well as the observation
of senior members’ repeated daily tasks, the newcomers start learning common rules and their
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specific role, as well as interiorizing crystallized ways of behaving. In so doing, they also contribute
to fix such routines into sedimented and collective patterns of behavior, which are hardly changeable
by single players. Mytral, for instance, explains:

"Being enrolled in this guild primarily meant to guarantee my total availability in the
week-ends, and at least four hours per day during the rest of the week. It’s not like saying
‘well you need to be here because these are the rules’, but because you have to participate
to the meetings to define the strategies, if you want to raid later."

The interesting thing, here, is that by learning the guild’s routines during the organizational
assimilation process the newcomer primarily aligns to a common temporal order. As we may notice
in the Mytral’s words, raiding guilds progressively change the newcomers’ time by requiring to
adhere to new schedules, in order to coordinate their efforts to contribute to the guild’s purposes.
The guild’s core activity, i.e., completing raids at the maximum level of difficulty, entails rhythms
and durations that gradually overcome those of the player’s “real life”. Herik, reporting a common
experience among hardcore gamers (16 out of 16 hardcore gamers), explains that:

"You can’t choose when you play, the guild sets the schedule for you. There are habits that
you must adhere to. I understand that everyone has a different life, job, but when you join
a raiding guild you accept its times."

WoW leaves the guilds apparently free to set their own schedules of play, as the game can be
played and resumed whenever they want. As a matter of fact, the way the raids are designed
prescribes an overarching temporality, to which players have to adapt. For instance, the raids reset
every seven days, erasing de facto all the guild’s progresses achieved in there. Moreover, each
raid requires a careful preparation and post-raid debriefs to understand what worked or went
wrong. Blizzard also provides the game expansions according to a schedule that influences how the
guilds play the game: to become the first to complete a new raid (a race in which the top guilds
are involved), the guild needs to accelerate its activity, commit more its members, and increase
the rhythms of playing immediately after the new release is out. Finally, the battle dynamics force
the co-presence of a fixed number of players fostering the establishment of collective temporal
routines.
Therefore, if, on the one hand, the master, the officers and, by and large, the senior members

are in charge of regulating the guild’s schedules, on the other hand, how the game is designed
influences their “temporal choices”. Enea emphasizes:

"If the raid takes place at 9 pm, it means that you have to spend your morning or your
afternoon by collecting or making resources for the raid".

Players need to farm before raiding, as this activity provides the goods to empower and heal the
team during the raid.
All the hardcore gamers that played in a raiding guild report the same kind of experience.

Progressively, the time of the guild sets the pace of the player’s life, replacing her offline time. Herik
reports a common experience among hardcore players (12 out of 16 hardcore gamers):

“It’s not simple to play in a raiding guild, it revolutionizes your time. [...] I stopped going
out on Sunday with my friends, and I also had to change the way I was doing sport, as in
those times I had to raid”.

In other words, the newcomers’ sense of belonging to the guild increases as they become part of a
new flux of time, in which the schedules of their “real-life” routines are gradually substituted by
those of the guild’s “virtual” routines.
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5.2 Places: Players become part of a shared imaginary that substitutes the spaces of
the real world

Just as the offline time is replaced by the guild’s time, the player’s physical spaces are progressively
substituted by the guild’s ones. WoW allows guild members to share a variety of organizational
resources in the form of virtual environments where they can be present, share experiences, recollect
memories. The guild bank, for example, holds items deposited by and available for all the members
of a guild. Jaiss says that

“Four months ago it [the guild bank] meant nothing to me [...]. Now that I’m raiding with
others, it has become a precious place. I deposit the result of my work, and I can see all the
efforts of my companions in there”.

Players show a similar attitude toward the guild achievement board, which is perceived as a
place of memory, where to remember the past successes achieved by the guild. Further, the guild
chat is interpreted as an immersive environment to be used differently depending on the context,
sometimes as an intimate place where to share moments of self-disclosure, other times as a public
place where to silently follow orders. Noein expresses a shared opinion among hardcore gamers
(11 out of 16 hardcore gamers), by emphasizing that the guild chat is

“a place in which you have to learn how to behave. [...] when we raid, nobody is talking
about trivial matters, everyone listens to the leader’s orders, we are in a silent room and
you must understand that [...]. Outside the raid we make fun of each others, it’s like to be
in an amusement park”.

Harrison and Dourish [36] stressed that “space” describes geometrical arrangements that might
structure, constrain, and enable certain forms of movement and interaction, whereas “place” denotes
the ways in which settings acquire recognizable and persistent social meaning in the course of
interaction. In this perspective, the guild bank, board, and chat represent dematerialized spaces that
are slowly turned into public places during the organizational assimilation. Newcomers learn the
meanings, rules, and uses inscribed in there, recognizing their peculiar identity: senior members
help them acquire this knowledge, by showing them how they have to be used, or by involving
them in ritualized activities. This process is perhaps more evident in those game environments that
constitute Azeroth. Raids, for instance, are designed as circumscribed arenas removed from the
rest of the game. Players face a raid many times before being able to overcome all the monsters
located in there. During these attempts they are enclosed in a “private space” where no one else can
interfere. Gradually, they start collectively “living” this space, by using it and by ascribing shared
meanings to it. Kayro says:

"The Siege of Orgrimmar, I was in there three times a week for three months and slowly I
started seeing it under a different light [...]. It became a place where you could return, where
you could feel and live the same things with your companions [...]. It became familiar, I
learned its features, how to use them, the names of its different areas".

Similarly, raiding guilds often have a meeting point where members encounter to manage the
guild’s daily matters, or prepare for a raid:

“We discovered a round room at the top of The Violet Citadel, in the city of Dalaran, it’s
called the ‘Purple Parlor’, we loved the balcony that opens to the city... We decided to meet
there four years ago and we always returned in there”.

Such spaces are flexible as they can have multiple meanings and be used in different ways. Players
create their own meaning for spaces, collectively and individually, through tactics of appropriation
enacted by use [25]. As a result, newcomers start transferring feelings usually ascribed to their “real
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environments” to the digital ones. Vania expresses a shared experience among hardcore gamers (15
out of 16 hardcore gamers) and normal players (4 out of 9 normal players):

“Every time you log in, you feel to be in the place you belong to. It’s like returning home...
It’s somehow reassuring, it’s warm, you’re not alone in there, it’s much warmer than my
real house”.

This requires a work of “imagination” in which the organization members create a shared image of
the world they inhabit, which in turn increases their sense of belonging [97]. By learning how to
see certain places through the guild’s eyes, feeling to be in a common world, newcomers become
part of a shared imaginary and stick more tightly to the guild’s identity.

5.3 Friends: Players become engaged in a network of relationships that takes the
place of their real-world connections

By frequenting the same places, and by sharing the same schedules, new guild members develop a
network of social relations that go beyond the mere collaboration toward a common aim. WoW
supports the development of affective bonds among players, by creating occasions for socialization
which might turn into long-standing “professional” and personal ties. For example, newcomers
often need to follow the senior members to deepen the guild’s strategies and acquire the knowledge
needed to succeed in a raid. This leads to opportunities for spending time together, as Feylin says:

“Twice a week she follows me, she helps me find the equipment that I need, and we talk a
lot [...]. I’ve discovered that we are similar, I mean, we play the same class, but we also
have the same attitude toward the game, and life”.

The life of the guild often overflows into the real world, as players talk to each other about private
matters or meet outside the game to share real-life experiences.

In other words, by participating in activities whose meanings the players negotiate together (e.g.,
turning a burdensome task into a divertissement), they become mutually engaged in a network of
relationships that involves exchange of information about “game work” as well as about personal
matters, merging daily commitments with atmospheres of friendliness. “When you farm with
others there are always moments of fun, so it doesn’t seem to me that we are working for the guild
and repeating the same task over and over”, Kairo says. WoW shows that the “seriousness” of the
organizational activities might be moderated by the interpersonal relationships developed during
the assimilation process, actually yielding an increase of the players’ enjoyment.
The majority of the hardcore gamers (11 out of 16 hardcore gamers) report that their circle of

friends is, for the most part, made up of their guild companions. Differently from those players who
joined the game together and formed a guild of significant others (as it happens e.g., in social guilds),
these participants followed the opposite path. Erwin, for instance, explains “little by little they took
the place of my friends”. While the real-life temporality is absorbed into the virtual one, and home
is projected into a series of digital environments, new relationships pervade the whole social life of
the newcomer, merging personal and “working” ties, whereby demanding tasks are carried out
while chatting and joking, and nights out become occasions to discuss strategies for tearing the last
boss down. In doing so, the newcomer starts being recognized not only as an organization member
fulfilling “a function”, but as a person and a friend, while her circle of significant others shifts from
the real world to the digital one: she feels to be part of a larger community that progressively
embraces her whole online and offline life.

To summarize, all the participants that played in a raiding guild confirmed that entering this kind
of organization entails a complete change of the ways of playing. Playing in a raiding guild is no
more an activity to be performed in the spare time, something that can be carried out depending on
the circumstances of the “real life”. Rather, it becomes a daily commitment that practically pervades
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the whole player’s life. Such commitment, however, is never perceived as a burden, or as something
that players are forced to do. Rather, it is lived as “gameful” activity, in which players completely
embrace the goals of their guild while experiencing a sensation of fun and enjoyment.
Raiding guilds are not delimited organizations in which players can entry, perform their duty

and then return to their everyday life. They exemplify organizational forms extremely involving,
which substitute, during the assimilation process, the time, the place, and the relationship network
of the players’ offline life with those of the guild’s daily living. Even though it is sufficient to
click on an interface command to quit, leaving a raiding guild becomes more and more difficult,
as its organizational dynamics slowly turn the participation from an ancillary activity into the
central focus of the players’ life. As a result, the sense of belonging to the organization dramatically
increases, and players start identifying with the guild’s common identity. From this perspective,
Casdan’s words are enlightening: “I can’t imagine to move to another guild, this is my place, it’s
where I live”.

6 DISCUSSION AND IMPLICATIONS
In a virtual organization, it is paramount to understand how to commit members to its goals and
identity, avoiding abandonment and disengagement [103]. To this aim, the process of assimilation
has been noted as critical, as membership is more fluid than in “real-world” organizations and
members might see their status as temporary [68]. Relevant issues in assimilation into virtualized
contexts have been identified in: i) time zone differences which may affect the creation of a shared
temporal experience [68]; ii) the difficulty of replicating a shared context [20]; the difficulty of
involving individuals that may not know each other, which may further impact on familiarity
among members and with the organization itself [84].
WoW exhibits organizational forms that appear to address such issues, by supporting an as-

similation process that yields a sense of belonging and identification, deriving from dynamics of
alignment, imagination, and engagement, as pointed by LPP theory [97]. WoW raiding guilds i)
encourage the alignment of newcomers to a common temporal order, thus supporting the creation
of a shared temporal experience; ii) they foster the development of shared images of the world,
thus providing a meaningful shared context of interaction; iii) they engage players in a network of
relationships, thus fostering familiarity among guild members and with the guild itself. This leads
players to identify with their guild and, consequently, be retained in it. Differently from Kiene et al.
[43], who focused on collective processes of assimilation and on the role that organizational culture
plays in the individuals’ ability to effectively participate within merged guilds, my research stresses
the importance of studying individual processes of assimilation to understand identification with
the guild and retention in its organizational structure.
Previous CSCW research emphasized that collaborative play in WoW may become extremely

engaging [65]. However, it also noticed that many guilds have no mechanisms to build up a
player’s attachment to the guild, which probably encourages abandonment [27]. Williams et al.
[100] highlighted that guild size and real-life bonds may play an important role in tying players
together: very small guilds (fewer than 10 members) in which players have real-world bonds
that have extended into WoW (the so-called social guilds) are likely to be exempt from churn.
My findings point out that in raiding guilds there are effective mechanisms bonding the players
together, which work even in absence of previous real-life connections and in guilds of medium
size: such mechanisms refer precisely to the process of assimilation and are directly supported by
WoW game design elements.

Previous CSCW work highlighted that WoW design features may impact on players’ behavior,
such as raiding styles [4], or modalities for assessing the contribution within a guild [42]. My
ethnographic study extends this line of research by identifying those game design elements that
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support the assimilation process into WoW raiding guilds, producing a “gameful organizational
assimilation”. As raids reset every 7 days and require the co-presence of multiple players, they foster
common routines that take the place of the players’ times. As common resources and flexible spaces
can be appropriated by the guild members, players see the game as their new “home”. As many
activities can be accomplished in pair or small groups, novel relationships flourish, which eventually
substitute the players’ real-life friends. All these elements eventually yield highly effective forms of
identification with the guild, which entail a prolonged retention. Several implications follow.

6.1 Design implications
Nardi et al. [65] suggested that WoW’s social organization made up of pick-up groups, guilds,
and duels, may have implications for other domains. They emphasized that WoW collaborative
model may be useful in designing for interdisciplinary scientific work, in assembling remote teams,
and in developing mixed collaboration spaces for eldercare, groups with limited mobility, and
corporate team building and training. Kiene et al. [43] also suggested that their study findings about
WoW organizational assimilation may have wider applicability to social computing research and
design, e.g., when social computing involves the socialization of new individuals and collectives
into focused, task-oriented, organized collaboration. Following this line of research, I suggest
that the “game design elements” I identified in the game, supporting the gameful assimilation
process, may have implications for other “serious” domains. For this, I will surface a series of
design considerations based on my study findings that may inspire the gamification design of
virtual organizational contexts that present similarities with WoW raiding guilds. In so doing, such
considerations attempt to address fundamental issues found in virtual organization design, that is
i) the lack of shared temporality and experience [68], ii) the absence of shared context [20], and iii)
the lack of familiarity among organizational members [84].

6.1.1 Support the creation of common temporal routines. Akin to how WoW supports the align-
ment to a common temporal order through the participation to daily routines, gamified systems
may design the pace and schedule of the (virtual) organizational life. Instead of asynchronous
coordination of activities, which may reduce the number of interpersonal interactions, they could
promote social strategies of negotiating and managing work times [74]. As WoW’s guild officers
define their own schedules, so the organization’s senior members may be allowed to collectively
set their own rhythms and durations, even supported by automated tools suggesting time slots
when the majority of members are regularly online. This may establish temporal rules (e.g., task
durations, work rhythms, schedules) and rituals to which newcomers have to adapt, leading to the
substitution of their previous temporal habits. Further, virtual organizational configurations could
encourage newcomers to be present at the performances, meetings, discussions of the most expert
members (e.g., by distributing rewards, or by sending reminders, when seniors are online), in order
to make them learn from observation and simultaneously assimilate new temporal routines, as it
happens to WoW’s newbies. The system may further affect such collective organization of time by
1) accelerating or decelerating the organization’s activity, increasing or decreasing the availability
of new “missions” in specific time slots, or making teams compete for being first at completing
a goal; 2) requesting that members perform specific tasks before or after others; 3) requiring a
minimum number of members to complete a task to foster co-presence.

6.1.2 Provide meaningful virtual spaces. Furthermore, gamified systems could draw inspiration
from WoW spatial design, turning organizational virtual spaces into meaningful places, where
newcomers can find a new “home”. This could be enacted, for example, by endowing the immaterial
environments of the organization with rules to be followed and uses to be appropriated, in order
to give them idiosyncratic qualities. Similarly to how WoW differentiates its environments, 1)
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collective spaces may gather the organization’s outcomes as common resources to be used in further
accomplishments, or shared memories where past achievements can be remembered, entailing the
perception that the organization has spaces that belong to all its members; 2) specialized spaces
may allow only specific actions (e.g., the discussion of certain topics) or require prerequisites to be
accessed (e.g., a certain rank); 3) flexible spaces may be adapted by members to their own needs,
becoming reference points where to carry out predefined activities (e.g., a point for the evening
meetings). By and large, each organization’s task could be associated with a particular space, that
could be appropriated by the organization’s members through its recurrent use and the ascription
of collective memories, such as the past goals achieved in there. These digital environments could
be further enriched with “digital furniture”, objects that may point to their peculiarities, giving
them more concreteness and creating a shared context to which refer. Obviously, this does not
mean that design needs to follow real-world metaphors, but only that it can exploit our tendency
to ascribe meanings and emotions to well-defined entities. By frequenting these places, and by
learning how to use them as well as their history, newcomers would acquire a new sense of place,
potentially overlapping or substituting that of their real world.

6.1.3 Favor the development of personal relationships. WoW shows that friendship might make
the boundaries between “work” (e.g., farming) and leisure disappear, also lightening the execution
of boredom activities. Virtual organizations could create opportunities for developing personal
relationships during the assimilation, by pairing each newcomer with a senior member appointed to
explain the organization’s rules. They could be chosen on the basis of their similarity, for example,
with respect to attitudes, values and interests, which facilitates friendship formation [3]. The couple
could then be assigned to the same tasks and, gradually, the senior could introduce the newcomer
to the other members, widening the circle of her personal relations. By making them spend time
together, the organization would favor the emergence of new affective bonds. Members would then
be allowed to accomplish particularly boring or burdensome tasks with their “friends”, intertwining
moments of work with moments of leisure. Nonetheless, designers should be aware of the power
dynamics that are present in "serious" professional spaces. Uneven power within the dyad e.g.,
because the senior member assumes the role of the mentor having hierarchical authority [6], may
entail negative outcomes, worsening rather than improving the work environment. For instance,
mentors can burden mentees with their own problems or abuse them through inappropriate use
of power [96]. This would lead the employee to experience forms of "mandatory fun" [58], in
which the friendship relationship is perceived as a constraint. For this, organization members
should be always allowed to "change" their relationships (e.g., by choosing a new mentor) without
experiencing any negative consequence.

6.1.4 Applicability of the design considerations. The three considerations outlined above could
enrich the catalogue of gamification designers. They have been left on purpose at a high level
of abstraction because they do not want to prescribe well-defined guidelines for how to create
engaging gamified organizations. Rather, they suggest that the gameful assimilation process put to
work in WoW could be insightful for certain online organizational contexts, moving gamification
designers beyond the employment of elementary game mechanics, like points and badges. However,
as virtual organizations may differ in terms of e.g., resources, obligations, and goals, designers
should consider whether they present similarities with WoW raiding guilds before applying the
design considerations to a specific organizational context.
As we have seen in the previous Sections, WoW raiding guilds may be seen as communities

of practice in which members work together and assist one another, have a common aim, rely
on common resources, share and produce knowledge, and are involved in processes of identity
construction. Moreover, the raiding guilds I explored have small or medium sizes, formal goals and
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recruitment procedures, are task oriented either with firm leaders and fix hierarchies, or based
on democratic processes of participation and fluid structures. “Serious” online communities of
practice, such as online fandom communities based on knowledge sharing and creation [31], expert
communities [29] and expert virtual teams working toward a common aim [72], as well as open
source projects in which people collaborate and self-organize to produce new knowledge [101], may
be examples of context applications of these considerations if they present similar characteristics
to WoW raiding guilds (or can be similarly designed by e.g., dividing the members in medium/small
sub-organizations with formal goals and procedures if the community involves a large amount of
users).

Nonetheless, it is needed to highlight that raiding guilds are voluntary “enterprises” so that they
quite differ from “serious” work environments where people work because they have or need to (and
not because they simply want to). Therefore, it could be more difficult to apply these considerations
in contexts that do not rely on members’ spontaneous participation. However, certain crowd
working communities have been shown to be driven by connectedness and enjoyment [44] and
could benefit from a gameful assimilation process.

6.2 Ethical implications
The organizational assimilation process I surfaced in the previous Sections is not exempt from
relevant dark sides [79]. Such process is somehow totalizing and gradually replaces not only the
times and places of players’ real life, but also their offline connections with online ones. If, on the
one side, this substitution allows players to ease the burden of accomplishing demanding “working
tasks” in the game, on the other side, increasing their enjoyment and their sense of belonging
to a strict circle of “friends” may result in excessive engagement. MMORPGs, in fact, have been
reported to be the leading culprit in cases of problem gaming [52]. Nardi [66] examined how players
of MMORPGs might get so engaged in social play that they may spend excessive time playing.
This issue should be taken into account when we attempt to translate WoW design strategies to
other domains combining play and work elements. If the game frame and its “rules”, such as the
possibility of leaving a raiding guild without experiencing any severe consequence on the player’s
“career”, may mitigate some of the “totalitarian aspects” of the gameful assimilation process, these
aspects may instead be experienced as negative in “serious” virtual organizations.

Moreover, absorbing the individual’s goals in the organization’s identity points to management
practices that redraw the boundaries separating work from other social domains. These might lead
to consider humans as mere resources to be utilized to contribute to the organization’s welfare,
whereby all human abilities and experiences can be exploited for organizational utility without
concerns for the separation between free time and the organizational time [41]. It is not rare
that game design elements introduced into an organizational context have been perceived as an
“electronic whip” [41], whereby “gamefulness” resulted into a more stressful working environment,
worse working conditions and exploitation [85]. If gamifying work often appears to seek to benefit
the employer and not the employee, applying a gameful assimilation process to a serious context
might further empower the organization to the detriment of the worker. Future research could
explore these ethical issues, developing approaches for reducing the risk of transforming the
individual into a mere means for the organization’s ends.

6.3 Limitations
WoW, at first sight, appears a “workified” game, in which many in-game activities are turned into
burdensome tasks that need to be accomplished as efficiently as possible to receive a certain reward.
For this, it could be seen as limiting to rely on its game design elements to formulate insights
on gamification design: gamification, in principle, aims to provide fun and enjoyable experiences.
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However, this perspective is not complete. The experience that players live while participating to
the life of a raiding guild is a mixture of sense of belonging, immersion in a shared imaginary, and
the feeling of being connected to other players, which do represent an enjoyable experience.

This implies that WoW is indeed an optimal source for gaining insights about the gamification of
virtual organizations, if we avoid to focus on how it encourages “work productivity”. Rather we have
to look at how it mitigates the execution of strenuous accomplishments by eliciting experiences of
gamefulness. WoW turns players’ “work” into enjoyable activities by intertwining different design
strategies, which engage, connect, and make players imagine another world. This points out that to
make a gameful assimilation process effective we should intertwine and integrate different design
solutions that, while increasing players’ involvement in “work activities”, also provide opportunities
for experiencing gamefulness. This contrasts the most common gamification practices, which tend
to employ stand-alone game design elements, like badges, leaderboards and points [80].
A limitation of this work refers to the fact that the design considerations I provided are not

tested on the field yet, where they should be contextualized and adapted to specific organizational
domains. Moreover, they are grounded in the observation of a single game: even though the raiding
guilds that I observed differed in size and organizational structure (e.g., small vs. medium sizes,
military-style hierarchies vs. democratic organization), the gameful assimilation process that I
analyzed is circumscribed to WoW. For this, these considerations should be considered as “design
hypotheses” [37], which will need further testing in order to prove their validity. At present, their
main purpose is to show how games may be a relevant source of inspiration for the gamification of
certain virtual organizations, making designers move beyond the employment of points, badges
and leaderboards to explore novel “game design elements”. However, much work is still needed to
increase and define the catalogue of game design elements available to gamification designers of
virtual organizations, and this research is only a first step toward this aim.

Future work could explore how guilds that have different characteristics from WoW raiding
guilds (e.g., casual guilds, in WoW and other games) assimilate their members. My study findings
focus on organizational structures that exhibit “totalizing” assimilation processes, but do not explain
how players that are not fully involved in raiding activities are drawn into the game. Other, “softer”,
types of organizational assimilation, demanding less efforts and endeavors from the organizations’
members, could be investigated in order to inform designs requiring lower levels of absorption.

7 CONCLUSION
The main contribution of this article is to outline how players are assimilated into WoW’s raiding
guilds through the substitution of the player’s schedules, spaces, and relations. The ethnographic
research that I conducted shows the high effectiveness of WoW assimilation process, which leads
players to strongly identify with the game organizations. The study findings also point out the
major role that specific game design elements have in supporting the assimilation process, directly
encouraging the establishment of common temporal orders, shared imaginaries, and networks
of relationships. I called this kind of assimilation a “gameful organizational assimilation”, being
elicited by game design elements aimed at making the experience of assimilation gameful. As a
practical implication of the research, I suggested that my study findings may offer insights for the
gamification of virtual organizations that present similar characteristics to WoW raiding guilds. I
hope that the findings recounted in this article could inspire different future strands of research,
from both the empirical and theoretical points of view.

REFERENCES
[1] Muhammad Aurangzeb Ahmad, Zoheb Borbora, Cuihua Shen, Jaideep Srivastava, and Dmitri Williams. 2011. Guild

Play in MMOGs: Rethinking Common Group Dynamics Models. In Social Informatics, Anwitaman Datta, Stuart

Proc. ACM Hum.-Comput. Interact., Vol. 4, No. CSCW3, Article 263. Publication date: December 2020.



263:20 Amon Rapp

Shulman, Baihua Zheng, Shou-De Lin, Aixin Sun, and Ee-Peng Lim (Eds.). Springer Berlin Heidelberg, Berlin,
Heidelberg, 145–152.

[2] M. A. Ahmad, D. Huffaker, J. Wang, J. Treem, D. Kumar, M. S. Poole, and J. Srivastava. 2010. The Many Faces of
Mentoring in an MMORPG. In 2010 IEEE Second International Conference on Social Computing. 270–275.

[3] Carolyn I. Anderson and Phillip L. Hunsaker. 1985. Why there’s romancing at the office and why it’s everybody’s
problem. Personnel 62, 2 (Jan. 1985), 57–63.

[4] Jeffrey Bardzell, Jeffrey Nichols, Tyler Pace, and Shaowen Bardzell. 2012. Come Meet Me at Ulduar: Progression
Raiding in World of Warcraft. In Proceedings of the ACM 2012 Conference on Computer Supported Cooperative Work
(Seattle, Washington, USA) (CSCW ’12). Association for Computing Machinery, New York, NY, USA, 603–612.
https://doi.org/10.1145/2145204.2145296

[5] Shaowen Bardzell, Jeffrey Bardzell, Tyler Pace, and Kayce Reed. 2008. Blissfully Productive: Grouping and Cooperation
in World of Warcraft Instance Runs. In Proceedings of the 2008 ACM Conference on Computer Supported Cooperative
Work (San Diego, CA, USA) (CSCW ’08). Association for Computing Machinery, New York, NY, USA, 357–360.
https://doi.org/10.1145/1460563.1460621

[6] Nic Beech and Anne Brockbank. 1999. Power/Knowledge and Psychosocial Dynamics in Mentoring. Management
Learning 30, 1 (1999), 7–25. https://doi.org/10.1177/1350507699301002 arXiv:https://doi.org/10.1177/1350507699301002

[7] Allie Blaising, Yasmine Kotturi, and Chinmay Kulkarni. 2019. Navigating Uncertainty in the Future of Work:
Information-Seeking and Critical Events Among Online Freelancers. In Extended Abstracts of the 2019 CHI Conference
on Human Factors in Computing Systems (Glasgow, Scotland Uk) (CHI EA ’19). Association for Computing Machinery,
New York, NY, USA, Article LBW2319, 6 pages. https://doi.org/10.1145/3290607.3312922

[8] Tom Boellstorff. 2000. Coming of age in second life: An anthropologist explores the virtual human. Sage Publications
Ltd, Thousand Oaks, CA.

[9] Pierre Bourdieu. 1977. Outline of a Theory of Practice. Cambridge University Press, Cambridge, UK.
[10] Glenn A. Bowen. 2008. Naturalistic inquiry and the saturation concept: a research note. Qualitative Research 8, 1

(2008), 137–152. https://doi.org/10.1177/1468794107085301 arXiv:https://doi.org/10.1177/1468794107085301
[11] John Seely Brown and Paul Duguid. 2001. Knowledge andOrganization: A Social-Practice Perspective. Organization Sci-

ence 12, 2 (2001), 198–213. https://doi.org/10.1287/orsc.12.2.198.10116 arXiv:https://doi.org/10.1287/orsc.12.2.198.10116
[12] Susan L. Bryant, Andrea Forte, and Amy Bruckman. 2005. Becoming Wikipedian: Transformation of Participation in a

Collaborative Online Encyclopedia. In Proceedings of the 2005 International ACM SIGGROUP Conference on Supporting
Group Work (Sanibel Island, Florida, USA) (GROUP ’05). Association for Computing Machinery, New York, NY, USA,
1–10. https://doi.org/10.1145/1099203.1099205

[13] Gordon Calleja. 2007. Digital games as designed experience: Reframing the concept of immersion. Ph.D. Dissertation.
Victoria University of Wellington, Wellington, New Zealand.

[14] Edward Castronova. 2005. Synthetic worlds: The business and culture of online worlds. University of Chicago Press,
Chicago, IL.

[15] Mark G. Chen. 2010. Leet Noobs: Expertise and Collaboration in a World of Warcraft Player Group as Distributed
Sociomaterial Practice. Ph.D. Dissertation. University of Washington, Washington, WA.

[16] Reum Choi, Robert Kraut, and Mark Fichman. 2008. Matching People And Groups: Recruitment And Selection In
Online Games. In Proceedings of SIGHCI 2008.

[17] Juliet Corbin and Anselm Strauss. 1998. Basics of Qualitative Research Techniques and Procedures for Developing
Grounded Theory. Sage Publications, Inc., Thousand Oaks, CA.

[18] Juliet M. Corbin and Anselm Strauss. 1990. Grounded theory research: Procedures, canons, and evaluative criteria.
Qualitative Sociology 13, 1 (1990), 3–21. https://doi.org/10.1007/BF00988593

[19] João P. Costa, Rina R. Wehbe, James Robb, and Lennart E. Nacke. 2013. Time’s up: Studying Leaderboards for Engaging
Punctual Behaviour. In Proceedings of the First International Conference on Gameful Design, Research, and Applications
(Toronto, Ontario, Canada) (Gamification ’13). Association for Computing Machinery, New York, NY, USA, 26–33.
https://doi.org/10.1145/2583008.2583012

[20] Catherine Durnell Cramton. 2001. The Mutual Knowledge Problem and Its Consequences for Dispersed Collaboration.
Organization Science 12, 3 (2001), 346–371. http://www.jstor.org/stable/3086013

[21] Richard L. Daft. 2015. Organization Theory and Design. Cengage Learning, Mason, OH.
[22] Thomas Debeauvais, Bonnie Nardi, Diane J. Schiano, Nicolas Ducheneaut, and Nicholas Yee. 2011. If You Build It

They Might Stay: Retention Mechanisms in World of Warcraft. In Proceedings of the 6th International Conference on
Foundations of Digital Games (Bordeaux, France) (FDG ’11). Association for Computing Machinery, New York, NY,
USA, 180–187. https://doi.org/10.1145/2159365.2159390

[23] Gerardine DeSanctis and Peter Monge. 1999. Introduction to the Special Issue: Communication Processes
for Virtual Organizations. Organization Science 10, 6 (1999), 693–703. https://doi.org/10.1287/orsc.10.6.693
arXiv:https://doi.org/10.1287/orsc.10.6.693

Proc. ACM Hum.-Comput. Interact., Vol. 4, No. CSCW3, Article 263. Publication date: December 2020.

https://doi.org/10.1145/2145204.2145296
https://doi.org/10.1145/1460563.1460621
https://doi.org/10.1177/1350507699301002
https://arxiv.org/abs/https://doi.org/10.1177/1350507699301002
https://doi.org/10.1145/3290607.3312922
https://doi.org/10.1177/1468794107085301
https://arxiv.org/abs/https://doi.org/10.1177/1468794107085301
https://doi.org/10.1287/orsc.12.2.198.10116
https://arxiv.org/abs/https://doi.org/10.1287/orsc.12.2.198.10116
https://doi.org/10.1145/1099203.1099205
https://doi.org/10.1007/BF00988593
https://doi.org/10.1145/2583008.2583012
http://www.jstor.org/stable/3086013
https://doi.org/10.1145/2159365.2159390
https://doi.org/10.1287/orsc.10.6.693
https://arxiv.org/abs/https://doi.org/10.1287/orsc.10.6.693


A Gameful Organizational Assimilation Process 263:21

[24] Sebastian Deterding, Dan Dixon, Rilla Khaled, and Lennart Nacke. 2011. From Game Design Elements to Gamefulness:
Defining “Gamification”. In Proceedings of the 15th International Academic MindTrek Conference: Envisioning Future
Media Environments (Tampere, Finland) (MindTrek ’11). Association for Computing Machinery, New York, NY, USA,
9–15. https://doi.org/10.1145/2181037.2181040

[25] Paul Dourish. 2006. Re-Space-Ing Place: “Place” and “Space” Ten Years On. In Proceedings of the 2006 20th Anniversary
Conference on Computer Supported Cooperative Work (Banff, Alberta, Canada) (CSCW ’06). Association for Computing
Machinery, New York, NY, USA, 299–308. https://doi.org/10.1145/1180875.1180921

[26] Nicolas Ducheneaut, Nicholas Yee, Eric Nickell, and Robert J. Moore. 2006. “Alone Together?”: Exploring the Social
Dynamics of Massively Multiplayer Online Games. In Proceedings of the SIGCHI Conference on Human Factors in
Computing Systems (Montréal, Québec, Canada) (CHI ’06). Association for Computing Machinery, New York, NY,
USA, 407–416. https://doi.org/10.1145/1124772.1124834

[27] Nicolas Ducheneaut, Nicholas Yee, Eric Nickell, and Robert J. Moore. 2007. The Life and Death of Online Gaming
Communities: A Look at Guilds in World of Warcraft. In Proceedings of the SIGCHI Conference on Human Factors in
Computing Systems (San Jose, California, USA) (CHI ’07). Association for Computing Machinery, New York, NY, USA,
839–848. https://doi.org/10.1145/1240624.1240750

[28] Jens Eschenbaecher and Falk Graser. 2005. EfficientlyManaging Virtual Organizations Through Distributed Innovation
Management Processes. In Emerging Solutions for Future Manufacturing Systems, Luis M. Camarinha-Matos (Ed.).
Springer US, Boston, MA, 331–338.

[29] Travis Faas, Lynn Dombrowski, Alyson Young, and AndrewD.Miller. 2018. WatchMe Code: ProgrammingMentorship
Communities on Twitch.Tv. Proc. ACM Hum.-Comput. Interact. 2, CSCW, Article 50 (Nov. 2018), 18 pages. https:
//doi.org/10.1145/3274319

[30] Martha S. Feldman and Wanda J. Orlikowski. 2011. Theorizing Practice and Practicing Theory. Organization Science
22, 5 (2011), 1240–1253. https://doi.org/10.1287/orsc.1100.0612 arXiv:https://doi.org/10.1287/orsc.1100.0612

[31] Casey Fiesler, Shannon Morrison, R. Benjamin Shapiro, and Amy S. Bruckman. 2017. Growing Their Own: Legitimate
Peripheral Participation for Computational Learning in an Online Fandom Community. In Proceedings of the 2017
ACM Conference on Computer Supported Cooperative Work and Social Computing (Portland, Oregon, USA) (CSCW ’17).
Association for Computing Machinery, New York, NY, USA, 1375–1386. https://doi.org/10.1145/2998181.2998210

[32] Andrew J. Flanagin and Jennifer H. Waldeck. 2004. Technology Use and Organizational Newcomer Socialization.
The Journal of Business Communication (1973) 41, 2 (2004), 137–165. https://doi.org/10.1177/0021943604263290
arXiv:https://doi.org/10.1177/0021943604263290

[33] Giampietro Gobo. 2008. Re-Conceptualizing Generalization. Old Issues in a New Frame. Sage, London, UK, 193–213.
[34] Terri L. Griffith, John E. Sawyer, and Margaret A. Neale. 2003. Virtualness and Knowledge in Teams: Managing the

Love Triangle of Organizations, Individuals, and Information Technology. MIS Q. 27, 2 (June 2003), 265–287.
[35] Carl Gutwin and Saul Greenberg. 2002. A Descriptive Framework of Workspace Awareness for Real-Time Groupware.

Comput. Supported Coop. Work 11, 3 (Nov. 2002), 411–446. https://doi.org/10.1023/A:1021271517844
[36] Steve Harrison and Paul Dourish. 1996. Re-Place-Ing Space: The Roles of Place and Space in Collaborative Systems.

In Proceedings of the 1996 ACM Conference on Computer Supported Cooperative Work (Boston, Massachusetts, USA)
(CSCW ’96). Association for Computing Machinery, New York, NY, USA, 67–76. https://doi.org/10.1145/240080.240193

[37] Eric B. Hekler, Predrag Klasnja, Jon E. Froehlich, and Matthew P. Buman. 2013. Mind the Theoretical Gap: Interpreting,
Using, and Developing Behavioral Theory in HCI Research. In Proceedings of the SIGCHI Conference on Human Factors
in Computing Systems (Paris, France) (CHI ’13). Association for Computing Machinery, New York, NY, USA, 3307–3316.
https://doi.org/10.1145/2470654.2466452

[38] Christine Hine. 1990. Virtual ethnography. Cambridge University Press, Cambridge, UK.
[39] Kai Huotari and Juho Hamari. 2012. Defining Gamification: A Service Marketing Perspective. In Proceeding of the

16th International Academic MindTrek Conference (Tampere, Finland) (MindTrek ’12). Association for Computing
Machinery, New York, NY, USA, 17–22. https://doi.org/10.1145/2393132.2393137

[40] Fredric M. Jablin. 2001. Organizational Entry, Assimilation, and Disengagement/Exit. Sage, Thousand Oaks, CA.
[41] Jannis Kallinikos. 2003. Work, Human Agency and Organizational Forms: An Anatomy of Frag-

mentation. Organization Studies 24, 4 (2003), 595–618. https://doi.org/10.1177/0170840603024004005
arXiv:https://doi.org/10.1177/0170840603024004005

[42] Ryan Kelly, Leon Watts, and Stephen J. Payne. 2016. Can Visualization of Contributions Support Fairness in Collabo-
ration? Findings from Meters in an Online Game. In Proceedings of the 19th ACM Conference on Computer-Supported
Cooperative Work & Social Computing (San Francisco, California, USA) (CSCW ’16). Association for Computing
Machinery, New York, NY, USA, 664–678. https://doi.org/10.1145/2818048.2819977

[43] Charles Kiene, Aaron Shaw, and Benjamin Mako Hill. 2018. Managing Organizational Culture in Online Group
Mergers. Proc. ACM Hum.-Comput. Interact. 2, CSCW, Article 89 (Nov. 2018), 21 pages. https://doi.org/10.1145/3274358

Proc. ACM Hum.-Comput. Interact., Vol. 4, No. CSCW3, Article 263. Publication date: December 2020.

https://doi.org/10.1145/2181037.2181040
https://doi.org/10.1145/1180875.1180921
https://doi.org/10.1145/1124772.1124834
https://doi.org/10.1145/1240624.1240750
https://doi.org/10.1145/3274319
https://doi.org/10.1145/3274319
https://doi.org/10.1287/orsc.1100.0612
https://arxiv.org/abs/https://doi.org/10.1287/orsc.1100.0612
https://doi.org/10.1145/2998181.2998210
https://doi.org/10.1177/0021943604263290
https://arxiv.org/abs/https://doi.org/10.1177/0021943604263290
https://doi.org/10.1023/A:1021271517844
https://doi.org/10.1145/240080.240193
https://doi.org/10.1145/2470654.2466452
https://doi.org/10.1145/2393132.2393137
https://doi.org/10.1177/0170840603024004005
https://arxiv.org/abs/https://doi.org/10.1177/0170840603024004005
https://doi.org/10.1145/2818048.2819977
https://doi.org/10.1145/3274358


263:22 Amon Rapp

[44] Aniket Kittur, Jeffrey V. Nickerson, Michael Bernstein, Elizabeth Gerber, Aaron Shaw, John Zimmerman, Matt Lease,
and John Horton. 2013. The Future of Crowd Work. In Proceedings of the 2013 Conference on Computer Supported
Cooperative Work (San Antonio, Texas, USA) (CSCW ’13). Association for Computing Machinery, New York, NY, USA,
1301–1318. https://doi.org/10.1145/2441776.2441923

[45] Masatomo Kobayashi, Shoma Arita, Toshinari Itoko, Shin Saito, and Hironobu Takagi. 2015. Motivating Multi-
Generational Crowd Workers in Social-Purpose Work. In Proceedings of the 18th ACM Conference on Computer
Supported Cooperative Work & Social Computing (Vancouver, BC, Canada) (CSCW ’15). Association for Computing
Machinery, New York, NY, USA, 1813–1824. https://doi.org/10.1145/2675133.2675255

[46] Jonna Koivisto and Juho Hamari. 2019. The rise of motivational information systems: A review of gamification research.
International Journal of Information Management 45 (2019), 191 – 210. https://doi.org/10.1016/j.ijinfomgt.2018.10.013

[47] Yong Ming Kow and Timothy Young. 2013. Media Technologies and Learning in the Starcraft Esport Community. In
Proceedings of the 2013 Conference on Computer Supported Cooperative Work (San Antonio, Texas, USA) (CSCW ’13).
Association for Computing Machinery, New York, NY, USA, 387–398. https://doi.org/10.1145/2441776.2441821

[48] Michael W. Kramer and Vernon D. Miller. 1999. A response to criticisms of organizational socialization research: In
support of contemporary conceptualizations of organizational assimilation. Communication Monographs 66, 4 (1999),
358–367. https://doi.org/10.1080/03637759909376485 arXiv:https://doi.org/10.1080/03637759909376485

[49] Richard N. Landers, Gustavo F. Tondello, Dennis L. Kappen, Andrew B. Collmus, Elisa D. Mekler, and Lennart E. Nacke.
2019. Defining gameful experience as a psychological state caused by gameplay: Replacing the term ‘Gamefulness’
with three distinct constructs. International Journal of Human-Computer Studies 127 (2019), 81 – 94. https://doi.org/
10.1016/j.ijhcs.2018.08.003 Strengthening gamification studies: critical challenges and new opportunities.

[50] John Lave and Etienne Wenger. 1990. Situated Learning Legitimate Peripheral Participation. Cambridge University
Press, Cambridge, UK.

[51] Margaret D. LeCompte and Judith Preissle Goetz. 1982. Problems of Reliability and Validity in Ethnographic
Research. Review of Educational Research 52, 1 (1982), 31–60. https://doi.org/10.3102/00346543052001031
arXiv:https://doi.org/10.3102/00346543052001031

[52] Moon-Soo Lee, Young-Hoon Ko, Hyoung-Seok Song, Ku-Hyung Kwon, Hyeon-Soo Lee, Min Nam, and In-Kwa
Jung. 2007. Characteristics of Internet Use in Relation to Game Genre in Korean Adolescents. CyberPsychology &
Behavior 10, 2 (2007), 278–285. https://doi.org/10.1089/cpb.2006.9958 arXiv:https://doi.org/10.1089/cpb.2006.9958
PMID: 17474846.

[53] De Liu, Radhika Santhanam, and Jane Webster. 2017. Toward Meaningful Engagement: A Framework for Design and
Research of Gamified Information Systems. MIS Q. 41, 4 (Dec. 2017), 1011–1034.

[54] John [Van Maanen]. 1978. People processing: Strategies of organizational socialization. Organizational Dynamics 7, 1
(1978), 19 – 36. https://doi.org/10.1016/0090-2616(78)90032-3

[55] John Van Maanen. 2011. Tales from the field. On writing ethnography. The University of Chicago Press, Chicago, IL.
[56] Nigel Gilbert Marina Jirotka and Paul Luff. 1992. On the social organisation of organisations. Computer Supported

Cooperative Work 1, 1-2 (1992), 95–118. https://doi.org/10.1007/BF00752452
[57] Martin N Marshall. 1996. Sampling for qualitative research. Family Practice 13, 6 (12 1996), 522–526. https:

//doi.org/10.1093/fampra/13.6.522 arXiv:https://academic.oup.com/fampra/article-pdf/13/6/522/6737096/13-6-522.pdf
[58] Ethan R. Mollick and Nancy Rothbard. 2013. Mandatory Fun: Gamification and the Impact of Games at Work. SSRN

eLibrary (2013).
[59] Lucas Morales, Travis Mick, Kurt Lyell, and Alex Fielder. 2017. Toward an Open Platform for Organized, Gamified

Volunteerism. InCompanion of the 2017 ACMConference on Computer Supported CooperativeWork and Social Computing
(Portland, Oregon, USA) (CSCW ’17 Companion). Association for Computing Machinery, New York, NY, USA, 259–262.
https://doi.org/10.1145/3022198.3026313

[60] Nataly Moreno, Saiph Savage, Anamary Leal, Jessica Cornick, Matthew Turk, and Tobias Höllerer. 2015. Motivating
Crowds to Volunteer Neighborhood Data. In Proceedings of the 18th ACMConference Companion on Computer Supported
Cooperative Work & Social Computing (Vancouver, BC, Canada) (CSCW’15 Companion). Association for Computing
Machinery, New York, NY, USA, 235–238. https://doi.org/10.1145/2685553.2699015

[61] Elizabeth Wolfe Morrison. 1993. Newcomer Information Seeking: Exploring Types, Modes, Sources, and
Outcomes. Academy of Management Journal 36, 3 (1993), 557–589. https://doi.org/10.5465/256592
arXiv:https://doi.org/10.5465/256592

[62] Elizabeth Wolfe Morrison. 2002. Newcomers’ Relationships: The Role of Social Network Ties During So-
cialization. Academy of Management Journal 45, 6 (2002), 1149–1160. https://doi.org/10.5465/3069430
arXiv:https://doi.org/10.5465/3069430

[63] Benedikt Morschheuser, Christian Henzi, and Rainer Alt. 2015. Increasing Intranet Usage through Gamification –
Insights from an Experiment in the Banking Industry. In Proceedings of the 2015 48th Hawaii International Conference
on System Sciences (HICSS ’15). IEEE Computer Society, USA, 635–642. https://doi.org/10.1109/HICSS.2015.83

Proc. ACM Hum.-Comput. Interact., Vol. 4, No. CSCW3, Article 263. Publication date: December 2020.

https://doi.org/10.1145/2441776.2441923
https://doi.org/10.1145/2675133.2675255
https://doi.org/10.1016/j.ijinfomgt.2018.10.013
https://doi.org/10.1145/2441776.2441821
https://doi.org/10.1080/03637759909376485
https://arxiv.org/abs/https://doi.org/10.1080/03637759909376485
https://doi.org/10.1016/j.ijhcs.2018.08.003
https://doi.org/10.1016/j.ijhcs.2018.08.003
https://doi.org/10.3102/00346543052001031
https://arxiv.org/abs/https://doi.org/10.3102/00346543052001031
https://doi.org/10.1089/cpb.2006.9958
https://arxiv.org/abs/https://doi.org/10.1089/cpb.2006.9958
https://doi.org/10.1016/0090-2616(78)90032-3
https://doi.org/10.1007/BF00752452
https://doi.org/10.1093/fampra/13.6.522
https://doi.org/10.1093/fampra/13.6.522
https://arxiv.org/abs/https://academic.oup.com/fampra/article-pdf/13/6/522/6737096/13-6-522.pdf
https://doi.org/10.1145/3022198.3026313
https://doi.org/10.1145/2685553.2699015
https://doi.org/10.5465/256592
https://arxiv.org/abs/https://doi.org/10.5465/256592
https://doi.org/10.5465/3069430
https://arxiv.org/abs/https://doi.org/10.5465/3069430
https://doi.org/10.1109/HICSS.2015.83


A Gameful Organizational Assimilation Process 263:23

[64] Benedikt Morschheuser, Alexander Maedche, and Dominic Walter. 2017. Designing Cooperative Gamification:
Conceptualization and Prototypical Implementation. In Proceedings of the 2017 ACM Conference on Computer Supported
Cooperative Work and Social Computing (Portland, Oregon, USA) (CSCW ’17). Association for Computing Machinery,
New York, NY, USA, 2410–2421. https://doi.org/10.1145/2998181.2998272

[65] Bonnie Nardi and Justin Harris. 2006. Strangers and Friends: Collaborative Play in World of Warcraft. In Proceedings
of the 2006 20th Anniversary Conference on Computer Supported Cooperative Work (Banff, Alberta, Canada) (CSCW ’06).
Association for Computing Machinery, New York, NY, USA, 149–158. https://doi.org/10.1145/1180875.1180898

[66] Bonnie A. Nardi. 2010. My Life as a Night Elf Priest. An Anthropological Account of World of Warcraft. University of
Michigan Press, Ann Arbor, MI.

[67] Erin L. O’Connor, Huon Longman, Katherine M. White, and Patricia L. Obst. 2015. Sense of Community, Social
Identity and Social Support Among Players of Massively Multiplayer Online Games (MMOGs): A Qualitative Anal-
ysis. Journal of Community & Applied Social Psychology 25, 6 (2015), 459–473. https://doi.org/10.1002/casp.2224
arXiv:https://onlinelibrary.wiley.com/doi/pdf/10.1002/casp.2224

[68] Gary M. Olson and Judith S. Olson. 2000. Distance Matters. Hum.-Comput. Interact. 15, 2 (Sept. 2000), 139–178.
https://doi.org/10.1207/S15327051HCI1523_4

[69] Michael Boyer O’Leary and Jonathon N. Cummings. 2007. The Spatial, Temporal, and Configurational Characteristics
of Geographic Dispersion in Teams. MIS Q. 31, 3 (Sept. 2007), 433–452.

[70] Anthony Papargyris and Angeliki Poulymenakou. 2005. Learning to Fly in Persistent Digital Worlds: The Case of
Massively Multiplayer Online Role Playing Games. SIGGROUP Bull. 25, 1 (Jan. 2005), 41–49. https://doi.org/10.1145/
1067699.1067706

[71] Yusuf Pisan. 2007. My Guild, My People: Role of Guilds in Massively Multiplayer Online Games. In Proceedings of the
4th Australasian Conference on Interactive Entertainment (Melbourne, Australia) (IE ’07). RMIT University, Melbourne,
AUS, Article 20, 5 pages.

[72] Malin Pongolini, Johan Lundin, and Lars Svensson. 2011. Global Online Meetings in Virtual Teams: From Media
Choice to Interaction Negotiation. In Proceedings of the 5th International Conference on Communities and Technologies
(Brisbane, Australia) (C&T ’11). Association for Computing Machinery, New York, NY, USA, 108–117. https://doi.
org/10.1145/2103354.2103369

[73] N. Poor and M. Skoric. 2016. Play Together, Stay Together? Community Cohesion and Stability in an MMO. In 2016
49th Hawaii International Conference on System Sciences (HICSS). 2266–2275.

[74] Larissa Pschetz and Michelle Bastian. 2018. Temporal Design: Rethinking time in design. Design Studies 56 (2018),
169 – 184. https://doi.org/10.1016/j.destud.2017.10.007

[75] Amon Rapp. 2015. A Qualitative Investigation of Gamification: Motivational Factors in Online Gamified Services and
Applications. Int. J. Technol. Hum. Interact. 11, 1 (Jan. 2015), 67–82. https://doi.org/10.4018/ijthi.2015010105

[76] Amon Rapp. 2018. Autoethnography in Human-Computer Interaction: Theory and Practice. Springer International
Publishing, Cham, 25–42. https://doi.org/10.1007/978-3-319-73374-6_3

[77] Amon Rapp. 2018. Social Game Elements in World of Warcraft: Interpersonal Relations, Groups, and Organizations
for Gamification Design. International Journal of Human–Computer Interaction 34, 8 (2018), 759–773. https://doi.org/
10.1080/10447318.2018.1461760

[78] Amon Rapp. 2020. An exploration of world of Warcraft for the gamification of virtual organizations. Electronic
Commerce Research and Applications 42 (2020), 100985. https://doi.org/10.1016/j.elerap.2020.100985

[79] Amon Rapp, Federica Cena, Frank Hopfgartner, Juho Hamari, and Conor Linehan. 2016. Fictional Game Elements:
Critical Perspectives on Gamification Design. In Proceedings of the 2016 Annual Symposium on Computer-Human
Interaction in Play Companion Extended Abstracts (Austin, Texas, USA) (CHI PLAY Companion ’16). Association for
Computing Machinery, New York, NY, USA, 373–377. https://doi.org/10.1145/2968120.2968125

[80] Amon Rapp, Frank Hopfgartner, Juho Hamari, Conor Linehan, and Federica Cena. 2019. Strengthening gamification
studies: Current trends and future opportunities of gamification research. International Journal of Human-Computer
Studies 127 (2019), 1 – 6. https://doi.org/10.1016/j.ijhcs.2018.11.007 Strengthening gamification studies: critical
challenges and new opportunities.

[81] Amon Rapp, Alessandra Marino, Rossana Simeoni, and Federica Cena. 2017. An ethnographic study of
packaging-free purchasing: designing an interactive system to support sustainable social practices. Be-
haviour & Information Technology 36, 11 (2017), 1193–1217. https://doi.org/10.1080/0144929X.2017.1365170
arXiv:https://doi.org/10.1080/0144929X.2017.1365170

[82] Andreas Reckwitz. 2002. Toward a Theory of Social Practices: A Development in Culturalist Theoriz-
ing. European Journal of Social Theory 5, 2 (2002), 243–263. https://doi.org/10.1177/13684310222225432
arXiv:https://doi.org/10.1177/13684310222225432

[83] Jennifer A. Rode. 2011. Reflexivity in Digital Anthropology. In Proceedings of the SIGCHI Conference on Human Factors
in Computing Systems (Vancouver, BC, Canada) (CHI ’11). Association for Computing Machinery, New York, NY, USA,

Proc. ACM Hum.-Comput. Interact., Vol. 4, No. CSCW3, Article 263. Publication date: December 2020.

https://doi.org/10.1145/2998181.2998272
https://doi.org/10.1145/1180875.1180898
https://doi.org/10.1002/casp.2224
https://arxiv.org/abs/https://onlinelibrary.wiley.com/doi/pdf/10.1002/casp.2224
https://doi.org/10.1207/S15327051HCI1523_4
https://doi.org/10.1145/1067699.1067706
https://doi.org/10.1145/1067699.1067706
https://doi.org/10.1145/2103354.2103369
https://doi.org/10.1145/2103354.2103369
https://doi.org/10.1016/j.destud.2017.10.007
https://doi.org/10.4018/ijthi.2015010105
https://doi.org/10.1007/978-3-319-73374-6_3
https://doi.org/10.1080/10447318.2018.1461760
https://doi.org/10.1080/10447318.2018.1461760
https://doi.org/10.1016/j.elerap.2020.100985
https://doi.org/10.1145/2968120.2968125
https://doi.org/10.1016/j.ijhcs.2018.11.007
https://doi.org/10.1080/0144929X.2017.1365170
https://arxiv.org/abs/https://doi.org/10.1080/0144929X.2017.1365170
https://doi.org/10.1177/13684310222225432
https://arxiv.org/abs/https://doi.org/10.1177/13684310222225432


263:24 Amon Rapp

123–132. https://doi.org/10.1145/1978942.1978961
[84] Niloufar Salehi, Andrew McCabe, Melissa Valentine, and Michael Bernstein. 2017. Huddler: Convening Stable and

Familiar Crowd Teams Despite Unpredictable Availability. In Proceedings of the 2017 ACM Conference on Computer
Supported Cooperative Work and Social Computing (Portland, Oregon, USA) (CSCW ’17). Association for Computing
Machinery, New York, NY, USA, 1700–1713. https://doi.org/10.1145/2998181.2998300

[85] Alimohammad Shahri, Mahmood Hosseini, Keith Phalp, Jacqui Taylor, and Raian Ali. 2014. Towards a Code of Ethics
for Gamification at Enterprise. In The Practice of Enterprise Modeling, Ulrich Frank, Pericles Loucopoulos, Óscar Pastor,
and Ilias Petrounias (Eds.). Springer Berlin Heidelberg, Berlin, Heidelberg, 235–245.

[86] Mario Silic and Andrea Back. 2017. Impact of Gamification on User?s Knowledge-Sharing Practices:Relationships
between Work Motivation, Performance Expectancy and Work Engagement. In 50th Hawaii International Conference
on Sciences (HICSS). Proceedings of the 50th Annual Hawaii International Conference on System Sciences (HICSS),
1308–1317. https://www.alexandria.unisg.ch/250228/

[87] R. Smith and L. A. Kilty. 2014. Crowdsourcing and Gamification of Enterprise Meeting Software Quality. In 2014
IEEE/ACM 7th International Conference on Utility and Cloud Computing. 611–613.

[88] Laurentiu Catalin Stanculescu, Alessandro Bozzon, Robert-Jan Sips, and Geert-Jan Houben. 2016. Work and Play: An
Experiment in Enterprise Gamification. In Proceedings of the 19th ACM Conference on Computer-Supported Cooperative
Work & Social Computing (San Francisco, California, USA) (CSCW ’16). Association for Computing Machinery, New
York, NY, USA, 346–358. https://doi.org/10.1145/2818048.2820061

[89] Kate Starbird and Leysia Palen. 2011. “Voluntweeters”: Self-Organizing by Digital Volunteers in Times of Crisis. In
Proceedings of the SIGCHI Conference on Human Factors in Computing Systems (Vancouver, BC, Canada) (CHI ’11).
Association for Computing Machinery, New York, NY, USA, 1071–1080. https://doi.org/10.1145/1978942.1979102

[90] J. Swacha. 2016. Gamification in Enterprise Information Systems: What, why and how. In 2016 Federated Conference
on Computer Science and Information Systems (FedCSIS). 1229–1233.

[91] Jennifer Thom, DavidMillen, and JoanDiMicco. 2012. Removing Gamification from an Enterprise SNS. In Proceedings of
the ACM 2012 Conference on Computer Supported Cooperative Work (Seattle, Washington, USA) (CSCW ’12). Association
for Computing Machinery, New York, NY, USA, 1067–1070. https://doi.org/10.1145/2145204.2145362

[92] Melissa A. Valentine, Daniela Retelny, Alexandra To, Negar Rahmati, Tulsee Doshi, and Michael S. Bernstein. 2017.
Flash Organizations: Crowdsourcing Complex Work by Structuring Crowds As Organizations. In Proceedings of the
2017 CHI Conference on Human Factors in Computing Systems (Denver, Colorado, USA) (CHI ’17). Association for
Computing Machinery, New York, NY, USA, 3523–3537. https://doi.org/10.1145/3025453.3025811

[93] Mikko Vesa, Juho Hamari, J. Tuomas Harviainen, and Harald Warmelink. 2017. Computer Games and Or-
ganization Studies. Organization Studies 38, 2 (2017), 273–284. https://doi.org/10.1177/0170840616663242
arXiv:https://doi.org/10.1177/0170840616663242

[94] Jennifer H. Waldeck, David R. Seibold, and Andrew J. Flanagin. 2004. Organizational assimilation and communication
technology use. Communication Monographs 71, 2 (2004), 161–183. https://doi.org/10.1080/0363775042331302497
arXiv:https://doi.org/10.1080/0363775042331302497

[95] Harald Warmelink. 2014. Online gaming and playful organization. Routledge, New York, NY.
[96] Rhianon Washington and Elaine Cox. 2016. How an Evolution View of Workplace Mentoring Relationships

Helps Avoid Negative Experiences: The Developmental Relationship Mentoring Model in Action. Mentor-
ing & Tutoring: Partnership in Learning 24, 4 (2016), 318–340. https://doi.org/10.1080/13611267.2016.1252109
arXiv:https://doi.org/10.1080/13611267.2016.1252109

[97] Etienne C. Wenger. 1998. Communities of practice: learning, meaning, and identity. Cambridge University Press,
Cambridge, MA.

[98] Etienne C. Wenger and William M. Snyder. 2000. Communities of practice: The organizational frontier. Harvard
Business Review 78, 1 (2000), 139–145.

[99] Tammy Whynot. 2011. Success Through Collaboration: What the Players of World of Warcraft Can Teach Us About
Knowledge Production and Sharing in Virtual Communities. Dalhousie Journal of Interdisciplinary Management 7, 2
(2011), 1–13.

[100] Dmitri Williams, Nicolas Ducheneaut, Li Xiong, Yuanyuan Zhang, Nick Yee, and Eric Nickell. 2006. From Tree
House to Barracks: The Social Life of Guilds in World of Warcraft. Games and Culture 1, 4 (2006), 338–361. https:
//doi.org/10.1177/1555412006292616 arXiv:https://doi.org/10.1177/1555412006292616

[101] Yunwen Ye and Kouichi Kishida. 2003. Toward an Understanding of the Motivation Open Source Software Developers.
In Proceedings of the 25th International Conference on Software Engineering (Portland, Oregon) (ICSE ’03). IEEE
Computer Society, USA, 419–429.

[102] Nick Yee. 2006. The Psychology of Massively Multi-User Online Role-Playing Games: Motivations, Emotional Investment,
Relationships and Problematic Usage. Springer Netherlands, Dordrecht, 187–207. https://doi.org/10.1007/1-4020-3898-
4_9

Proc. ACM Hum.-Comput. Interact., Vol. 4, No. CSCW3, Article 263. Publication date: December 2020.

https://doi.org/10.1145/1978942.1978961
https://doi.org/10.1145/2998181.2998300
https://www.alexandria.unisg.ch/250228/
https://doi.org/10.1145/2818048.2820061
https://doi.org/10.1145/1978942.1979102
https://doi.org/10.1145/2145204.2145362
https://doi.org/10.1145/3025453.3025811
https://doi.org/10.1177/0170840616663242
https://arxiv.org/abs/https://doi.org/10.1177/0170840616663242
https://doi.org/10.1080/0363775042331302497
https://arxiv.org/abs/https://doi.org/10.1080/0363775042331302497
https://doi.org/10.1080/13611267.2016.1252109
https://arxiv.org/abs/https://doi.org/10.1080/13611267.2016.1252109
https://doi.org/10.1177/1555412006292616
https://doi.org/10.1177/1555412006292616
https://arxiv.org/abs/https://doi.org/10.1177/1555412006292616
https://doi.org/10.1007/1-4020-3898-4_9
https://doi.org/10.1007/1-4020-3898-4_9


A Gameful Organizational Assimilation Process 263:25

[103] Yulin Fang and D. J. Neufeld. 2006. Should I Stay or Should I Go? Worker Commitment to Virtual Organizations. In
Proceedings of the 39th Annual Hawaii International Conference on System Sciences (HICSS’06), Vol. 1. 27b–27b.

[104] Haoqi Zhang, Matthew W. Easterday, Elizabeth M. Gerber, Daniel Rees Lewis, and Leesha Maliakal. 2017. Agile
Research Studios: Orchestrating Communities of Practice to Advance Research Training. In Companion of the 2017
ACM Conference on Computer Supported Cooperative Work and Social Computing (Portland, Oregon, USA) (CSCW ’17
Companion). Association for Computing Machinery, New York, NY, USA, 45–48. https://doi.org/10.1145/3022198.
3023265

[105] Wei Zhang and Stephanie Watts. 2008. Online communities as communities of practice: a case study. Journal of
Knowledge Management 12, 4 (2008), 55–71.

Received January 2020; revised June 2020; accepted July 2020

Proc. ACM Hum.-Comput. Interact., Vol. 4, No. CSCW3, Article 263. Publication date: December 2020.

https://doi.org/10.1145/3022198.3023265
https://doi.org/10.1145/3022198.3023265

	Abstract
	1 Introduction
	2 Background
	2.1 Virtual organizations and LPP
	2.2 Gamification and World of Warcraft

	3 Setting
	4 Method
	5 Findings
	5.1 Routines: Players align to guilds' routines that replace the schedules of their real life
	5.2 Places: Players become part of a shared imaginary that substitutes the spaces of the real world
	5.3 Friends: Players become engaged in a network of relationships that takes the place of their real-world connections

	6 Discussion and implications
	6.1 Design implications
	6.2 Ethical implications
	6.3 Limitations

	7 Conclusion
	References

