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ABSTRACT

The purpose of this study is to explore the literacy practices membems of
online fan community engage in to participate in the space and to questioeavhaig
happens through that participation. This dissertation is the produtivofygear virtual
ethnographic study afhe Sims Writers’ Hangoy&WH), a discussion forum website
established by fans dthe Simdo support members’ interests in creating and sharing
Simsfan fiction. Affinity space theory informs an understandin@WfH's organization,
and a definition of literacies as situated, social practices alsedrdra study. Data were
collected following a discourse-centered online ethnographic approaich, gehded
systematic observation and interactions with eight key informarts.ddta corpus
includes hundreds of pages of discussion forum posts, member profiles, mederator
created norming texts, numerous digital, multimd@laisfan fiction texts, virtual
interview responses from informants, field notes, and additional vintifalcés, such as
informants’ websites and Flickphotostreams.

Study results are presented within three separate manuscripasautéor
publication and presentation, each exploring different lines of inqeliayed toSWH
Chapter 3 focuses on tensions visible in the forum discussionsu fargan expansion
of affinity space theory that accounts for the “hanging out” members do épdoe.
Chapter 4 analyzes one informant’s literacy practices usingigrogarspective. This
analysis reveals the collaborative natur&mnsfan fiction literacies. The final
manuscript (Chapter 5) offers an analysiS@WHpedagogy using Bernstein’'s pedagogic
device concept. Data illustrate how pedagogic discourse in this anfioenal learning
space aligns with and challenges Bernstein’s theory. Finally, Chaptiré

conclusions about how these three analyses expand our understanding of adolescent



literacies and 21st century learning. This chapter also containisatigns for theory

and practice, recommendations for future research, and reflectioessons learned.
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GLOSSARY OF TERMS

Term Explanation

anime A Japanese style cartoon or animated movie used by some as
inspiration for fan fiction creations.

Bodyshop A software tool used to create Sims, giving the player options to
customize a Sims' gender, age group, eyes, hair, clothing, etc.
Though it is a separate program from the video game, it was
included oriThe Sims 2 DVD.

Chit Chat An SWHforum with this description: “This board is for the regular

custom content

deviantART

Exchange

fan fiction

chit chat. Just chit and chat.” It contained more than half of all
posts inNSWH numbering over 380,000 on May 12, 2010. Itis a
socializing space, with sub-boards suclGases, Quizzes, Jokes
& RandomnesandRelationships, Relationships, Relationships
See Chapter 3 for a discussionGifit Chatand the tensions
revealed by members’ thoughts about its valugWwH

A commonly-used term within gaming communities to refer to
content created by players, as opposed to the off-the-shelf content
produced by game designers, that is often made available for
download into others’ games. Fbine Sims video games,
custom content includes items such as clothing, hairstyles, skins,
buildings, and home furnishings. Malfile Sims custom content
creators adapt clothing seen in magazines or create a Sim based on
a famous person as custom content for one’s game.

An online social networking site that connects artrstsaiows
them to display their work (http://www.deviantart.com/). One of
my informants, Zahrah, displayed I&mscreations on
deviantART.

A depository for custom content, Sims, &ichsfan fiction

created withThe Sim$ 2 (http://thesims2.ea.com/exchange/). It is
a part of the official Electronic Arts-created websiteThe Sims

2, and has functionality that allows players to upload stories
created in the game’s Story Mode for display online. This is a
popular site used by members3iWHto host theilSimsfan

fiction. Many of my informants first heard abdhVHby reading
other membersSimsfan fiction on theexchange

Fictional texts created by fans and derived from their farafan

particular media such as a television show, movie, book, anime or
manga series, or video game.
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Flickr®

GIMP

Hangout Helper

machinima

manga

modding

Senior Staff

Sims

A website for storing and sharing photos (http://www.flickr.com/).
A user’s collection of photos on Flickis called a “photostream.”
Many SWHmembers, and most of my informants, use Flickr
store and share digital images frdime Sims. The site gives

users the capability to connect with others through groups and
contacts.SWHhas a Flick? group at

http:/iwww flickr.com/groups/sims2/.

A freely distributed software program used to edit and retouch
digital images, available at http://www.gimp.org/. This alternative
to Adobé& Photoshop is the digital-image editing program used
by some members &WH

A designation given to lower-level moderatog8/idi These
members are responsible for moderating assigned forums on the
site, but do not have the behind-the-scenes access to change the
structure or appearance of the site. Hangout Helper is displayed
on these members’ profiles and discussion forum posts.

A fan literacy practice of producing animated films using-the 3
graphics engines in video games. One of my informants, Eve, was
an avid creator dbimsmachinima.

A Japanese style of graphic novel or comics used by some as
inspiration for fan fiction creations.

A commonly-used term within gaming communities for modifying
the content or structure of a game. (See custom content.)

A designation given to the head moderatd$\iH These

members are responsible for moderating assigned forums on the
site. Senior Staff have the access necessary to make changes to
the structure and appearance of the site. Two of my informants,
Missy and Pamela, held this rank in the space and Senior Staff
displayed on their profiles and discussion forum posts.

Sims are the virtual characters, models, game avatars yespla

create inThe Sims video games. | use the un-italicized “Sims” to
indicate when | am referring to the game’s characters.
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Simsfan fiction

The Sims

The Sims
ResourcdTSR

The Sims

Writers’ Hangout
(SwWhH

thread

A fan literacy practice of producing multimodal, hybrid texts

pairing images and words together to tell stories UBgSims

to visually represent the characters and settifigge. Sims 2 has

a Story Mode in the game that can be used create stories to upload
to theExchangdas in the example shared in Appendix Ahe

Sims’ 3 players have access to a web-based tool (at
http:/www.thesims3.com/moviesandmore) that allows them to
create and display their stories online. However, seimsfan

fiction authors only us&€he Sims to create the images for stories
that they host on their own website or blog.

A life simulation video game created by designer Will Wright and
published by Electronic Arts (EAThe Sims was released in

2000. Since then, several different versions of and expansion
packs for the game have been released (inclubtiegSims 2 in

2004 andrhe Sims 3in 2009). The Simseries has become the
most popular PC game of all time, selling more than 125 million
copies worldwide by February, 2010 (EA Play Label, 2010).

Except for cases when | refer to a specific game in the series, | use
“The Simsto mean any, or all, game(s) in the series.

A popular fan community (http://www.thesimsresource.com/) for
sharingThe Sims custom content.

A discussion forum-based online affinity space
(http://similik.proboards.com/BWHis the site of my research
project. It began in 2005 as a small Yalfa@foup ofThe Sims
fans who shared an interest in writi8gnsfan fiction. For a more
complete description 8WH see Chapter 2.

In online discussion forum sites sucB\a4 a set of connected
posts, or a conversation, is called a thread. The categories of
threads most often mentioned in this dissertation include story
threads (in whiclsimsfan fiction is shared through hyperlinks and
discussed by the author and readers), idea threads (in which
incomplete stories are shared as ideas for feedbackflah@hat
threads (in which socializing occurs).
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CHAPTER 1
INTRODUCTION AND LITERATURE REVIEW
Overview of the Dissertation

My dissertation is a collection of three published or publishable, siamng-
manuscripts bookended by introductory and concluding chapters. In this firstrchapt
situate my study within the larger context of fan fiction and online damaunity
research, present a rationale for pursing the line of inquiry | did, and atei¢hé
overarching theoretical lenses that framed my study. In Chapter 2ehpegsoverview
of the methodological perspectives that shaped my study and describadhd des
implemented. | also describe the research site and the eight key infmiase
insights most informed my understanding.

Following those introductory chapters, | present the three manuscrigtsirin
submitted form. Each presents a separate analysis of the dattedoll€bapter 3, titled
“Is the Hangout...The Hangout?” Exploring tensions in an online gaming-related fan
site is an analysis of the site’s organization, exploring how the site does, emdato
function as an affinity space (Gee, 2004). | focus on the moments of tdmi@ndse as
members and moderators negotiated their participation witienSims Writers’ Hangout
(SWH. Chapter 4, titlecCollaborative literacies: Studying Sims fan fiction from a
Design perspectivas an analysis of the literacies members recruit to particip&é/iH
Specifically, data were analyzed using the New London Group’s (1996) “Designs of
Meaning” theory. Applying a Design lens to data made visible the waykich one
informant’sSimsfan fiction literacies were collaborative and crossed boundairies
online and offline spaces. Chapter 5, titlethinking language in an online fan
community: A pedagogic discourse perspecfiveuses on the pedagogySW#VHusing

Bernstein’s pedagogic device concept (1990; 1996; 2000; 2004). Thisvoaknmaade
1



visible how pedagogical interactions in this online, informal learamgronment align
with and challenge Bernstein’s model.

In the final chapter of my dissertation, | step back from individualyagalto
draw conclusions from the study as a whole. | discuss implications akoatiks and
learning that contribute to our understanding of what 21st century leamvimgrenents
can and should be. | also offer reflections related to the on-going discabstibics in
online research and what | learned from conducting this research. To cahisnue
introduction, | now begin to describe the context for my research.

Situating My Research

As adolescents spend increasing amounts of time online (Zickuhr, 2010), they
engage in new social practices involving reading, writing, and other modes of
communication (i.e. digital image sharing, social networking). Educatiesehrchers
continue to call for increased study of the literacy practices tedrfar participation in
online spaces. Leu (2009) points to the importance of capturing the continunge cha
happening as the Internet impacts our literacy lives (see also Leun®'Bawilinski,
McVerry, & Everett-Cacopardo, 2009). Moje (2009) calls for researdctiutiher
develops our conceptualizations of new media and the new literacies thagdie
Alvermann (2008) encourages researchers to move beyond merely discussimag-int
related practices to theorizing the implications they may have fesrolam teachers,
teacher educators, and researchers focused on adolescent studesgalihéor
continued study of literacies associated with participation in online spagesasehe
rationale for my dissertation. My study answers these calls, anibcoes to our
understanding of adolescent literacies visible in a gaming-redaletk affinity space

(Gee, 2004).



My dissertation research is not a study of the video getmeeSims®, per se.
Rather, by focusing on the practices associated with creating and shiansign fiction
in SWH my research is a study of the gaming beyond the game (Gee & Hayes, 2010).
My study explores literacies and learning arolihé Sim¢o make sense of how an
online affinity space supports these practices. To further sityatesearch, | first
defineSimsfan fiction.
Defining Sims Fan Fiction

The Simseries of video games is the most popular PC game of all time, selling
more than 125 million copies worldwide by the franchise’s tenth annivers&sbiruary
2010 (EA Play Label, 2010). A life simulation gariée Simsnvites players to create
families, design homes, build communities, and interact in an open-ended platform
appealing to a diverse population of gamers. One key to the franchisesss is that it
encourages players to make the experience their own by allowing customt,ceuntl as
clothing, hairstyles, and home furnishings, to be downloaded into an indivigaats.
A widespread network of online fan sites has developed to support this gradtere
gamers upload and download content, discuss their game play, issue chaibage
cheat codes, and much more. Drawing from this network of fans, Electroni&Ajts (
game designers have incorporated fans’ ideas and practices into subsslgasas of
and expansion packs fohe Sims

One gaming practice that caused EA to take notice was the way fans dtedime
their Sims’ lives. The original game designltfe Simslid not have a built-in
functionality for taking pictures while playing the game. However, faare waking

screen captures of their Sims as they engaged in everyday actinifi@airing them

o acknowledge thathe Sims is trademarked by Electronic Arts; However, for ease of
readability, | will not include the ™ symbol in my repeated use of the narmeghout
this dissertation.

3



with written captions, much like a family photo album, and sharing them irpéaes.
WhenThe Sims 2vas released in 2004, the game design included a Story Mode. This
gave players camera, album, and blog tools that allowed them to take snapdhadsl
text to accompany these snapshots. EA also created a me@he ®imgans to share
these stories on their website, http://thesims2.ea.com/, usiixthanggSee Appendix
A for a sample oSimsfan fiction from theExchangg Creating stories became a
popular fan gaming practice, and more than 167,000 stories have been posted on the
ExchanggMay 12, 2010). With the releaseTfe Sims & June 2009, the practice
evolved again when EA moved the story tools out of the game and to their website
(http://www.thesims3.com/moviesandmore). Online, fans have access tapadiolick
design tools, such as music for soundtracks and transitions between pagem¢e enh
their creations. As of May 12, 2010, there were more than 48,000 stories cre@ted on
Sims 3website.

The Simdans create multimodal (Kress, 2003; Kress & Jewitt, 2003), hybrid
(New London Group, 1996) texts of a variety of genres. Popular genres include modding
tutorials with instructions for posing Sims for snapshots and game plaialsitaffering
tips for meeting Sims’ aspirations. Other fans create Sims LifeeStas they are
known on theExchangewhich document the interactions of their Sims. Still others
create fictional romance, horror, or mystery stories, using Sineptegent the characters
in the narratives they write. Many fans create serialized fidtginaes that continue
through numerous chapters or episodes. Finally, Sdraesimgans display their
fandom for other media through the stories they create. Vampire romarnes, stor
inspired by Stephenie MeyerTavilight (2005), are one very popular genresahsfan

fiction.



Fan fiction — fictional texts created by fans and derived from theitom of a
particular media such as a television show, movie, book, anime or mangaaevideo
game — is a popular form of media production with a history that predateslite
spaces that emerged to support the practice (Black, 2005; Hellekson & Bu@Se
Jenkins, 1992) Simsfan fiction is a fan literacy practice of producing multimodal
(Kress, 2003; Kress & Jewitt, 2003), hybrid (New London Group, 1996) texts that pa
images and words together to tell stories u3ing Simgo visually represent the
characters and settings. | coined the phr&msfan fiction” to recognize multiple types
of fandomThe Simgplayers, specifically those who é&@&/Hmembers, engage in when
creating these texts. It acknowledges that some players incorpoaateters and
storylines from other media into th&imsfan fiction. Most importantly, it honofehe
Simsfandom displayed when authors select this video game platform as thgttool
which they tell their stories.

Review of Literature

To connect my study with relevant conversations in the research, | continue by
reviewing what we already know about studying fan fiction and about studying €arine
communities.

Studying Fan Fiction

Fan fiction is a popular form of media production that began long before online
communities existed to support the practice. The earliest forma 6€Efimn date back to
fan art and fanzines created by science fiction fans in the early 19308a fdedom, in
particular, developed in the 1960’s around the television sfibedan from U.N.C.L.E.
andStar Trek(Coppa, 2006). In one of the first academic explorations of fan fiction,
Jenkins (1992) found that fans displayed their fandom in a variety of formsgcprgdu

stories, art, performances, songs, and movies, blurring “any clear-cut distinetiveen
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media producer and media spectator, since any spectator may potentiaipgia in
the creation of new artworks” (p. 247).

With the advent of the Internet and the numerous online communities developing
around fan fiction, online fan fiction practices continue to gain recognii@marea of
research. Jenkins (2006a) shared the story of Heather, a home-schooled ssenage
inspired by how thélarry Potterbooks were encouraging kids to read that she launched
The Daily Prophetan online school newspaper for the fictional Hogwarts, to encourage
kids to write. Heather managed a staff of more than 100 children worldwide, aho ea
created a fictional identity inspired by the books and produced fan fictios stevies of
the imaginary school they constructed together. Thomas’ (2006; 2007a; 3008Rbdf
two female youth engaged in a collaborative, hybrid form of role-playing andcfamnfi
shed light on how “their writing crosses a range of online and offline spacksxeends
into the production of multimodal texts” (Thomas, 2007b, p. 160). Creating fan art, such
as paintings and manga-style graphic novels, and fan-based songs, known g5 “FILK
these girls extended their fan fiction narratives in a manner thatashdescribed as
mono-polymorphic, indicative of a single narrative “[traversing] aeasfgnedia, styles,
genres, and time to become a single rich and complex narrative” (p. 160).

Much of the research into adolescents’ online fan fiction practices has
implications for literacy educators. Chandler-Olcott and M&k@03) sought to make
sense of two middle school girls’ fan fiction writing to better “underdtyouth culture
and make school literacy instruction more responsive to learners’ npe@s7). Their
study of Rhiannon and Eileen’s creative process revealed how the girleeémgaampline
reading and viewing of anime, inspiring their own collaborative, multimoddiddon
creations displayed on their own webpages. Chandler-Olcott and Mahar drgfued t

students’ interests and skills around fan fiction could be “tapped” by rsaabene way
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to “reposition some adolescents as capable literacy learners” (p. 5&5¢cda Black’s
(2005; 2007; 2008) work also posited lessons schools could learn from fan fiction. Her
ethnographic study of fanfiction.net yielded insights into how this websitedsasr/a

space for English language learners (ELLS) to participate in awthveniting practices

that led to increased access to and affiliation with identitiesgksk writers.

Fanfiction.net afforded these ELLs access to an audience of netwoskietsérom

around the world who scaffolded their language learning through the peer promegs,
teaching and learning in ways not typically available in school-battdgs.

Relatively little research @imsrelated fan fiction exists. Stein’s (2006) essay
on “fannish” storytelling introduced the fan practice of creatiagry Potterinspired
narratives illustrated imhe Simsand posted on LiveJournal.com. She describedTiwv
Simsvideo game platform, which emphasizes Sims’ family interactionddribe home,
allowedHarry Potterfans to explore characters’ domestic lives in ways that extended the
novels. Additionally, visual representationsH#rry Pottercharacters created within
The Sims[emphasized] the expansiveness of fan imagination rather thamikegibns
of canon, specifically overthrowing any reign of tharry Potterfilms as canonical for
characters’ physical appearances” (p. 256). In another explorat®msfian fiction,

Gee and Hayes (2010) juxtaposed a @®iemsfan fiction author orfsWH Alex, with
Stephenie Meyer, author of the populavilight series of vampire fiction on which Alex
based her fan fiction. By focusing on the relationship each author had witm&an fa
online spaces, Gee and Hayes illustrated the ways in which “Stepheni¢eandsA
writers and readers, professionals and amateurs, are closer thaypssabf people have

ever been before” (p. 144).



Studying Online Fan Communities

Researchers offer various labels to describe and theorize the onties plaere
people gather around shared interests, including knowledge cultures (Lévy, 190&), virt
communities (Rheingold, 2000), participatory cultures (Jenkins, Clinton, Ptmesho
Weigel, & Robison, 2006), and networked publics (Ito, et al., 2010). These spaces exist
around numerous interests, such as health issues, politics, and media fandors, In blog
discussion boards, newsgroups, media sharing sites, and other websteswdéato
share in their fandom of television shows, movies, books, anime and manga gi@®s, v
games, etc. As these online fan spaces become more prevalent, resgarchers
communications (Baym, 2000; 2007; Watson, 1997), media studies (Jenkins, 1992;
2006a; 2006b; Jenkins, Clinton, Purushotma, Weigel, & Robison, 2006), and education
(Black, 2008; Foerst, 2008; Gee, 2004; Tobin, 1999) seek to make sense of them.

Online fan spaces can be sites where people develop meaningful friendghips w
other fans whom they may never meet face-to-face. In her study of a Usesgtaup
of soap opera fans, Baym (2000) described how strangers became fridregds as t
exchanged messages analyzing and commenting on the episodes and charaeters in t
favorite daytime soaps. In posting their messages about the soap openasjpghe g
exhibited an “ethic of friendliness” (p. 121) constructed through varioud socias
developed within the group. This friendship extended beyond their fandom as
participants exchange messages of congratulations on weddings asiceisintrell as
messages of support during personal tragedies. Tobin (1999) also addressedrttod not
friendship in his exploration of what constitutes a “real” friend as mslsaac,
interacted online with other fans farhammer 40,000From the 15-year-old’s
perspective, his felloarhammer 40,00tans were friends, whereas his parents

expressed concerns about whether or not online interactions could serve op devel
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meaningful friendships. Isaac saw no need to meet face-to-face or to krsawgber
information about these people to cultivate friendships: “Thosgstave nothing to do
with our conversations. | know the people | write to from what they writestamd the
list. That's all that matters to me” (p. 122).

In addition to facilitating friendships, these online groups can function as
collaborative learning environments. Black (2007) offered an analysisahiasts
learning in an online fan space with classroom learning, noting that on Fankieti
fans have opportunities to take on “meaningful social roles and to shagmntbat and
interactional organization of the space” (p. 393) — opportunities not bypécailable to
students in classrooms. Watson (1997) pointed to both the “wealth of prepared
information” (p. 105) and the diverse knowledge of the group as resourckederwho
come to online groups for answers to questions related to their fandom.

To supplement the research centering on single, bounded online spaces where
fans gather, others note that fan spaces can also consist of numerous intezdonne
websites, discussion boards, and listservs. Baym (2007) offered an analysédshS
Indie music fandom describing fan participation as occurring through a disttjbut
“quasi-coherent” network of sites, rather than in the centralizedeogtioups of the past.
Similarly, Tobin (1999) described his son’s participatiolMarhammer 40,00fandom
as occurring through a variety of e-mail lists, as well as through creatthgngaging on
other related websites.

Much of the available research highlights ways in which well-funatgonline
sites (or networks) support participants by providing engaging sitdésendly
interaction, learning, and collaboration. Examples of moments of tension andtdanfli
online fan groups are mentioned only rarely in the research. One exampdais i

analysis of Phish.net, an online discussion group of 50,000 fans of the band Phish;
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Watson (1997) discussed strategies participants employed to dedienitis$ of
intimacy that comes with increased population of the group. As the group grew larg
Phish.netters developed “tools for the maintenance of intimacy, beHanoonzs, and
values” (p. 116). Other references to disharmony in online fan sites efitar on the
practice of ‘flaming,’ or yelling at someone through a post. Watson exglaine
participants often become aware of the shared norms of an online groughttiraug
inevitable first ‘flame’ or personal message from a more expeemember who
attempts to inform the user of where they crossed the line of acceptitihat group”
(p. 111). More often, references to flaming in the literature offer ititistrs of how
online fan groups create a culture that discourages flaming (Baym, 2@@&; B0O5;
Bury, 2005).

My analyses oEWHcontribute to what we already know about fan fiction and
online fan communities by making sense of the literacies and learnojadsed with
members’ creating and shariBgnsfan fiction.

Why | Study Sims Fan Fiction

During the 2008 spring semester, | began working as a research assistant for D
Elisabeth Hayes’ TechSavvy Girls project (Hayes, King, Johnsorgr@nhers, 2008).
The project aimed to udéhe Sims ideo game as a starting point for developing
information technology (IT) fluency (National Research Council, 1999) fter \gith
limited prior computer experience. Specifically, we partnered witica Boys and
Girls Club of America to mentor girls in grades 5 through 8 in an aftersghatihg club
(Hayes, King, Lammers, & Johnson, 2009). Using the computer lab facilities
available in the club’s Intel Computer Clubhouse, we met with the rgigularly over the
course of four semesters. Our weekly, or twice weekly in the summer 88s&1ss

included time for free play, mini-lessons teaching computer prograrhsasusdob@
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Photoshop, guided exploration ddimsfan sites, and challenges asking the girls to
complete tasks in their games. All the while, the girls blogged to eayphat they were
learning and doing witithe Sims 2

During the course of the project, we mentors began to focus on ways in which
some players in fan sites usBde Simgo create stories. We showed the girls examples
we found on sites such @ke Sims Resour¢eww.thesimsresource.com) and the
Exchanggwww.thesims2.ea.com/exchange). One of these examples included an
advertisement for another fan si®\VH | followed the hyperlink and discovered that
SWHwas a discussion forum with more than 12,000 members who had collectively
created a space for sharing stories, linking to resources, and supportirogheais
interest in Sims storiesSWHbecame a valuable resource as | mentored the TechSavvy
Girls. Stories from the site served both as reading material forethjeyment and
“mentor texts” (Dorfman & Cappelli, 2007; Ray, 2002), or models for their own
creations. The girls were especially intrigued by the attractive stwers authors
created withThe Sims 2 Creating their own digitally-edited story cover became the
culminating project of our fall 2008 TechSavvy Girls session. | watchtdueagrls
engaged in the process of juxtaposlige Sims 2nages with text and other images to
create attention-grabbing story covers that would attractreg8ee Figure 1). After
weeks of design work, the TechSavvy Girls displayed their story €émeparents and
later a couple of the girls joined us to present their work at alltaralcy conference
(Lee & Lammers, 2009).

The opportunity to watch the girls’ engagement with reading and creiting
inspired stories made me want to know more about the practice. In particudar, | w
interested in understanding the role of fan sites su@W4sin shaping the stories that

members created. | witnessed, on a very small scale, how we leveragediseics a
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resource for the girlsSimscreations. The experience left me wondering if, and how,
otherSimsstorywriters use®WHas a resource. | also had an interest in making sense of

the literacies participants used to interact on the site and te theatSimsstories.

Figure 1 Story cover created by a TechSavvy Girl. This image juxtaposeg$nfieom
The Sims 2nd the Internet to create an eye-catching cover fd8inesfan fiction. |
altered the image to remove her name.

During this time, | was also involved in an investigation of adult women’s IT

learning related to their participation as Featured Artists on thsit@lhe Sims

ResourcgHayes, King, & Lammers, 2008). Through virtual interviews, we asked
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twenty-six women to share what and how they learned to create custom caniéwt fo
Sims 2 Our analysis of their responses explored three questions: (AnWheaates
women to initiate and persist in this learning? (b) What trajectofiegpertise
development do they pursue? and (c) How do they use technologically mediated
environments, in particular, fan communities, to support their learningfoWd the
women were motivated by a variety of different factors that led to thteeist-driven
learning trajectories related to creating custom content for the. gah@ewomen'’s
participation in online communities was another important factor in ldwegining
because such sites gave them a space to connect with others arel“éacjuisavvy”
identities (p. 4).

These two research experiences generated more questions for me about the
nature of the literacies associated with participation in fan agmities. | had a desire to
make sense of the literacy practices in whitle Simglayers engaged and wondered
what implications those practices have for adolescent liten@oyyt and instruction.
Purpose of the Study

Leadbeater and Miller (2004) argue that the 21st century will be shapbg
elite professionals who had power in the past, but by a “new breed...[ofpitvegv
committed, and networked amateurs working to professional standards” (py MitiM
exploration ofSWHIed me to believe that members of this space might exemplify this
“new breed.” The purpose of this study is to explore the literacy pgadhat members
of SWH an online fan community, engage in to participate in the space and to question
what learning happens as part and parcel of that participation. The fualresearch is
to inform our understanding of adolescent literacies and 21st centuringgar

My dissertation was guided by the following overarching research questions:
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1. How isSWH an online affinity space, organized to create a collaborative
learning environment?
a. How does this space create and promote high standards for
literacy learning?
b. How does participation in this space shape the creation of
participants’Simsfan fiction?
2. What is the nature of the multimodal literacies recruited by this space?
Theoretical Concepts Framing this Study

| use affinity space theory (Gee, 2004) as the lens through which | view the
organization oSWHand a definition of literacies as situated, social practiceamoefr
the study. | briefly explain those two concepts here to set up the study.
Affinity Space

Gee's (2004) “affinity space” concept serves as the construct | usedKimgm
sense of hoWHis organized. Gee characterizes affinity spaces as sites of ahform
learning where “newbies and masters and everyone else” interact artmaminaon
endeavor” (p. 85). Gee argues that this common endeavor provides the unity in an
affinity space, rather than shared geography, age, or other sociad fact8WH interest
in The Simglames, and more specifically@imsfan fiction-related practices, brings
participants to the space. Gee puts forward his notion of a “paradigaféitity space
by presenting how eleven distinct features are visible within a plartigaming site (See
Table 1 for a list of these features and how they are visil8&8\H. | explain the three
features of particular relevance to my studywohsfan fiction in further detail below.
Before continuing, | want to address my use of the term “members” wherinmgferr
those people who participate$WH Though Gee problematizes the notion of

membership in his discussion of affinity spaces, | use “members” whamimgfto the
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participants irSWHfor two reasons. First, the site calls its participants “menibers
Secondly, the site requires people to register, and receive admivésaipiroval for an
account before gaining access to the forum.

Table 1

Affinity Space Features as Visible in SWH

Feature Defining an Affinity Space Feature as Visible iBWH

“Common endeavor, not race, classSimsfan fiction-related practices serve as the
gender, or disability, is primary.” shared affinity attracting members from all
over the world t&SWH

“Newbies and masters and everyond he range of experience is visible in members’

else share common space.” profiles, which record their “date registered.”
Newbies, who joined that day, can interact
with founding members who have been on the
site since 2005.

“Some portals are strong As a portal to the larger affinity space of Sims,

generators.” SWHis a strong generator of fan fiction
content by providing a space devoted to the
practice and througBWHcontests, which
generate numerous creations.

“Content organization is transformedTrhough not specific t& WH the fan practice

by interactional organization.” of creatingSimsfan fiction has informed
design decisions in various ways, namely, the
inclusion of the Story Mode ifihe Sims 2and
the web-based Create a Story toolTae Sims
3. Custom content, used in creating fan fiction
texts, is another means of transforming the

game.
“Both intensive and extensive SWHforums are organized around various
knowledge are encouraged.” specialized topics, encouraging the

development and sharing of intensive
knowledge about practices such as custom
content, digital photo editing, and
proofreading. Members display broader,
extensive knowledge of story writing practices
through theirSimsfan fiction creations.

15



“Both individual and distributed SWHprovides lists of resources, links to

knowledge are encouraged.” custom content, tutorials V@here Can | Find?
sub-forum, and reviews of and links to other
Simsrelated sites, all of which creates a vast
network of distributed knowledge with which
SWHmembers can connect their individual
knowledge to creat8imsfan fiction.

“Dispersed knowledge is SWHmembers draw on knowledge dispersed

encouraged.” across a range &imsrelated sites, as well as
from other media and from knowledge of
writers’ craft, photography, image editing, etc.

“Tacit knowledge is encouraged andReviewing othersSimsfan fiction provides

honored.” one means for displaying one’s tacit
knowledge built up in their own practice as a
creator and reader &imsfan fiction.

“There are many different forms andSWHprovides a space for members to

routes to participation.” participate in a variety of ways, including as
moderators, lurkers, chit chatters, proofreaders,
fan fiction creators, fans, contest entrants, and
request fillers.

“There are lots of different routes to Routes to status iBWHinclude having a

status.” popular fan fiction series, serving as a
moderator, and engaging in regular posting in
the forums.

“Leadership is porous and leaders While SWHdoes have moderators who serve

are resources.” as bosses in the forums, other informal leaders
include those members who guide forum
discussions with their posts and those who lead
by offering their expertise in various ways.

Note. Features are quoted from Gee (2004, p. 85-87).

One critical feature defining an online fan community as an affinitgesjzathe
opportunities participants have to enact “different forms and routesticipation”
(Gee, 2004, p. 87). As such, affinity spaces provide “powerful opportunities for
learning...because people can participate in various ways according tekilieiand
interests” (Jenkins, 2006a, p. 177). These diverse types of participatibim &u¢H

The site is organized into forums catering to different purposesdétatmmmunity-
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building and creating and shariBimsfan fiction (See Appendix B for a description of
each forum). Members can engage in passive participation by lurking, ongiend
reading the content without posting anything of their own. Members can alagtake
more active forms of participation by posting fan fiction, critiques, and pi@isghers’
creations, or by serving as a resource for others asking questions ahtog &iensfan
fiction. Still others engage in the space by serving leadershipaslmoderators of
forums and/or contests. All forms and routes to participation are avaustbie
members oBWH allowing their skills and interests to guide their engagement with the
space.

The ways in which “both intensive and extensive knowledge are encouraged”
(Gee, 2004, p. 85) are also relevant to this analysis. In affinity spasgsaydiof
expertise “are highly variable and contingent on activity and context ajiaery
moment” (Black, 2008, p. 39), thus participants may have knowledge about one aspect of
creatingSimsfan fiction, but not about otherSWHencourages members to display,
gain, and leverage “intensive,” or specialized, knowledge around varioussasffims
fan fiction. For example, posing Sims for a photo, much like in real life phqiogris
an important element of capturing the images for these multimodal femgictThere
are forums irBWHdevoted to sharing photo-taking advice in which members display
their intensive knowledge of the practice by creating tutorials, amgyvathers’
guestions, and sharing posing cheat co&@msfan fiction authors can develop their
own intensive knowledge around this practice from these resources, or ¢etherag
knowledge of others by asking experts to create photos for them. These ways
demonstrate how specialized knowledge is valued in the space. In addition,rmmembe
display “extensive,” or broad, knowledge about story writing Bmel Simss they create

their fan fictions and share them for others to read. The practm@sated with creating
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and sharingimsfan fiction inSWHengage members in the forums in ways that
encourage displaying, gaining, and leveraging both intensive and extensivedag®w

Finally, the ways that “both individual and distributed knowledge are
encouraged” (Gee, 2004, p. 86) in affinity spaces informs this analysis. Meaofizar
affinity space have the opportunity to demonstrate their individual klgelthrough
participation. As they participate, their knowledge then becomes partdisthibuted
and shared knowledge of the group, shaping future interactions and creBlaaks (
2007). SWHmembers display their individual knowledge in a variety of ways.t &g
foremost, fan fiction texts demonstrate not only one’s individual kray@end skills
related torhe Simsbut also writing and oftentimes, digital image editing. Members
might also create tutorials or answer others’ questions, helpingatie ¢he distributed
knowledge available in the space. As members draw on these resdweygéaptinto the
distributed knowledge of others in the space and within the other sited to®&VH
“Such knowledge allows people to know and do more than they could on their own”
(Gee, 2004, p. 86).
Literacies as Situated, Social Practices

The broad perspectives of sociocultural and situated approaches todearni
inform the orientation | bring to my research®WH My sociocultural approach is
rooted in Vygotsky’s (1962; 1978) work, who argues that social interactgs pl
fundamental role in learning. | also draw on Lave and Wenger’s (1991) cafickpt
situatedness of learning, which emphasizes “comprehensive understandirpintrod
whole person” and learning as a social process of engaging in activapdiwith the
world” as the learner, the learning, and “the world mutually constitute ether” (p. 33).
Thus, | perceive learning to be both contextualized in and developing outailf soci

interaction.
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In line with this sociocultural perspective, | view literaciesiaigated, social
practices. | acknowledge the situatedness of literacies, as do &aeon( 2007; Gee,
2004; 2008; Heath, 1983; Lankshear & Knobel, 2007), recognizing that literacy gsactic
influence and are influenced by the contexts in which they occur. Heath (1888)tiis
argument clear in highlighting how the social practices of two differaralida
communities shaped the communication of their residents. Similarikshaar and
Knobel (2007) spoke of different texts requiring different backgrounts toead
meaningfully” (p. 2) and Barton (2007) stated that "there is not one waadihg and
writing, there is not one set of practices” (p. 37). Those who have theadeedyame
practices as literacy practices also inform my understandiligaicies as situated.
Steinkuehler (2007), in her analysis of literacies in massively praygr online games,
argued that the sense-making of the numerous texts, images, symbols, and sbimds wi
the game is made possible when players have enough experience to makg meani
“transparent.” Squire (2008) spoke of the ways in which written texte ssriesources
to support specific digital-gaming practices. Applying a situated caméattion of
literacies toSWHdemands that | recognize that these literacies situated in the caintext
the affinity space, as co-created by its members.

In addition, | acknowledge the social nature of literacies. Literacyipeaare
embedded into the institutions in ways that are connected to wider sooizn@c,
political, and cultural practices (Grillo, 1989, as cited in Wiley, 1996). This
understanding reveals the politics of those connected practices actsrwvhich
literacies are honored. | use politics here as did Gee (2008), to spylities determine
the distribution of social goods and validate what is appropriate anddiesihin a
social context. Recognizing the social nature of literacy also demandstteatd to the

ways in which literacy “is a social process, in which particudaradly constructed
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technologies are used within particular institutional frameworkspfecific social
purposes” (Street, 1984, p. 97). Literacies are more than the technologyl urilire
practices — i.e. writing is more than the pen/paper/keyboardngeedinore than the
book/on-screen text. Engaging in a literacy practice means using avtaleinielogies
and symbol systems to make meaning (Moje, 2009; Scribner & Cole, 1981,
members participate with literacy practices that have socialingsasymbolic of their
solidarity to the social practices of the site (Barton, 2007).

Together, these theoretical conceptualizatiorS\WHas an affinity space and
literacies as situated, social practices form the prism througthwibllected and

interpreted data for this study.
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CHAPTER 2
METHODOLOGICAL OVERVIEW
| designed this study to answer the following questions:
1. How isSWH an online affinity space, organized to create a collaborative
learning environment?
a. How does this space create and promote high standards for
literacy learning?
b. How does participation in this space shape the creation of
participants'Simsfan fiction?
2. What is the nature of the multimodal literacies recruited by this space?

To answer these questions, | engaged in a two-year virtual ethnograpey of
Sims Writers’ Hangou{SWH. The results of my study are presented in the next three
chapters as published or publishable presentations of the data. Eaehn chafatins a
brief description of the research context and process, and provides foetiads data
were analyzed for each piece. Submission guidelines and word limitgifmrs/a
publication venues forced me to be concise, restricting the amount of methcalolog
detail | could provide, particularly regarding my informants and theadiaction
process. Therefore, | use this chapter to provide a more detadleription of the
research methods employed in my study.

| begin with a discussion of the methodological perspectives informing the
study’s design. | continue by describiBg/Has a research context and include profiles
introducing each of my key informants. Finally, | elucidate the data dolegtocess
and explain each type of data source. | did not include data analyssymesin this
chapter, as they varied for each component of the study. Thus, | explasisanal

procedures used in their respective chapters.
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Methodological Perspectives

| used qualitative research methods because | sought “answers to questions tha
stress how social experience is created and given meaning” (Denaintdlri, 1994, p.
4). 1 wanted to make sense of how members socially constiaédethnd attempt to
understand what that space meant to them. | approached my research from an
interpretivist stance with an eye towards understanding the comgdeadtthe space
from the members’ point of view (Schwandt, 1994). Thus, | valued using a “ndtcitalis
(Lincoln & Guba, 1985) form of inquiry that required me to immerse myself isghee
for an extended period of time and elicit informants’ insights. Todudlticulate the
perspectives informing my study’s design, | continue with a discus$iethnographic
research before focusing specifically on virtual ethnographiarelse
Ethnographic Research

Originating in anthropology, ethnography describes both the process and the
product of a qualitative form of research. Ethnography as a process is Hisseditific
study of a phenomenon with a focus on human behavior (LeCompte & Preissle, 1993).
Ethnography emphasizes making sense of the nature of particular seciahgena,
rather than testing hypotheses about them (Atkinson & Hammersley, 1994)reBed
ethnographic research include working with unstructured data not cothedpatint of
collection, detailed focus on a small number of cases, and data analysiglas
interpretation of the meanings and functions of human actions” (p. 248). dtudy |
focused on exploring the nature of a phenomenon, literacies and lear8W{H by
studying members’ behavior as evidenced by their discussion board lpeats attentive
to the need to use a variety of research techniques to collect my daten(hieC
Preissle, 1993). Thus, | observed, wrote field notes, collectecctstigéand conducted

virtual interviews within this ethnographic study.
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Ethnography as a product demands that researchers define the situdtieit €Al
& Johnson, 1994). This is because ethnographies “re-create for thetheasleared
beliefs, practices, artifacts, folk knowledge, and behaviors of some groepmép
(LeCompte & Preissle, 1993, p. 2-3). Writing my accour\WHhas been a
challenging act of defining the space in a way that accurately pggBentembers’
“shared beliefs, practices...and behaviors” for readers who might nofitsveand
knowledge of this culture. Though I do not claim to provide a perfect accoun of t
literacies and learning iBWH | strove to “[trace] the curve of social discourse; fixing it
into an inspectable form” (Geertz, 1973, p. 19). Though my “tracing” ofdttials
discourse is an incomplete portrayal of the phenomenon | studied, my two-year
ethnographic study @WHgave me insights to interpret the social discourse in a way
that allows me to better re-create, or “trace,” it here for reaoepection. | caution
readers to inspect my presentation of the data with the understamaliity¢presents
how | came to make senseS{VH
Virtual Ethnography

Qualitative inquiries involving online spaces have been labeled “ctivaec
ethnography” (Hine, 2000; Leander & McKim, 2003), “e-research” (Anderson &
Kanuka, 2003), “Internet inquiry” (Markham & Baym, 2009), and “virtual ethnography”
(Hine, 2000). | use the term virtual ethnography to position my study as part of a
growing body of research using ethnographic methods to make sense of virtual
environments (Baym, 2000; Black, 2008; Boellstorf, 2008; Bury, 2005; Fields & Kafai,
2009; Hine, 2000; Rheingold, 2000). Like Hine (2000), | view the “Internet as a culture
where the uses people make of the technology available to them [ispst(rd 9). |
sought to make sense $#WHby immersing myself in the space, “[using] that experience

to try to learn how life is lived there” (Hine, 2009, p. 6). In defining the boundaries of
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my field site, | drew on Leander and McKim’s (2003) conceptualization afalirt
ethnography as a “moving, traveling practice” (p. 237) and thus followed iafism
Simsfan fiction-related activities wherever they led. | did this ligking hyperlinks and
reviewing the content informants hosted in online spaces otheBtWah As | explain
later in this chapter, traveling my informants’ networked hyperhm&s crucial to getting
a full picture of theilSimsfan fiction practices becau$VHis interconnected with a
variety of Simsrelated web spaces.

Anderson and Kanuka (2003) argue that virtual ethnographies are most
appropriate when the goal of the research is to study activity tpking online and
when the Internet is the means for collecting data. The virtual asfjpagtresearch
project is a factor in both the research context, since a welssitéhe site of the
phenomenon under investigation, and in the data collection, because | useertiet tat
collect data. The virtual connectivity afforded by the Internet maaesiible for me to
connect to informants with whom | would not otherwise have had access eoitett
data | would not otherwise have collected.

Research Context

The Sims Writers’ Hangout

SWH a discussion forum website maintained and operated by its members,
began as a small Yah§oGroup of fans in 2005. The site quickly outgrew this platform
as it became a popular fan site 8imsrelated writing and moved to a ProBodtdie in
2006. At the time of my study, almost five years lg8&kHhad more than 12,000
members who had contributed more than 665,000 posts on more than 31,000 different
topics organized into 22 forums and 72 sub-boards (May 12, 2010; See Appendix B for a
list of SWHforums and their descriptions). To support members’ productiSmedfan

fiction, the forums include tips for overcoming writer’s block, a classifgatien where
24



writers can solicit proofreaders and collaborators, linkSittascustom content available
for download, and tutorials offering help with practices such as photo edtirgspace
also contained forums not directly relatedsimsfan fiction, including aNriters Lounge
for posting nonSimspoetry and prose, along withChit Chatforum.

SWHis not a repository fdgimsfan fiction. Instead, members must upload their
creations elsewhere and provide hyperlinks to those locations. SWiis a permeable
space, interconnected with other web spaces ho&smsgfan fiction, custom content,
andSimsimages. Figure 2 illustrates the connections betw&®hand popular sites for
hostingSimsfan fiction-related creations. These sites include offidiettEonic Arts-
maintained sites, such as techangghttp://thesims2.ea.com/exchange/), which hosts
content made with and fdihe Sims 2and http://www.thesims3.com/moviesandmore, for
content made with and fdihe Sims 3 Members also upload their creations to other fan-
created sites such ake Sims Resourcmember-created blogs and websites, and digital
image and video sharing sites such as FlickouTube, and Photobucket.

The connection betwee&WHand other websites also runs the other direction,
with many outside sites containing members’ references to and adveritsdorSWH
encouraging otheéFhe Simdans to join the space. | found examples of this two-way
connection when reviewing my informang&msfan fiction practices. For example,
Angela’s website contains a hyperlink39H Pamela’s Flickt page shows her
membership ihe Sims Writers’ Hangowlickr® group which connects back $WH
and, in the last page ofSimsfan fiction uploaded to thExchangeMissy mentions

SWHwhen thanking a member for proof-reading her story.
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Figure 2. Sites connected ISWHfor hostingSimsrelated content. This grapt
represents the interconnected relationship bet'SWHand the numerous other websi
on whichThe Simgontent anSimsfan fiction is hosted.

SWHs interconnectivity with these other websites baghificant
methodological implicationsHad | confined my research site to only those adgons
that take place on tH@&WHdiscussion board, | would halisited my understanding «
what it means for members to participate in thespTo make sense &WHas a
culture, and to explore thall nature of the phenomenon, literacies and learmiSWH
required that to spend hours following informants’ hyperlinkstb@se other website:

Members. On any given day, dozens of users log SWH Accordirg to the
site’s Info Centerthe most users online at any one time was 196 pebptk or

November 152006. Although specific demographic data regardmggnbers wa

unavailable, | goa sense of who spent time in this space by revigwiamber profiles
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Many members self-identified as adolescent females living in thed)Siiates, Canada,

or Western Europe. Of the 100 members who had the most posts of all time (with 1,327
to 9,688 posts each as of February 28, 2010), only seven self-identified as males, and of
those males, none were actively postingsdiHas of March 2010. The majority of

posts came from a relatively small percentage of the membershipssngdbat many

lurked in the space as silent observers. (See Figure 3 for mom@ation on posting

statistics).
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Figure 3. Posting statistics f{@8WHmembers. This bar graph includes all posts from the
site's inception in 2005 through May 12, 2010.

Moderators. In keeping with the general demographics of the space, as of May
2010, all 15 of th&WHmoderators were females (though there was one male moderator
in the site’s past). Moreover, for those whose profiles list floenmation, moderators
ranged from 15 to 23 years of ag@WHpromoted moderators from within, periodically

soliciting applications from members interested in serving in a Ighigecapacity.
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Moderators’ discussion forum posts displayed their titles of Hangout Hel@emdor
Staff, thus making their leadership role visible on every interacti&WH

Moderators serve within the space as idea-generators, contest rmanedgs-
keepers, and teachers. As idea-genera®d8imoderators create and communicate new
activities for the group and they played a central role in redesigimenigrums during the
summer of 2009. Moderators also manage site contests by developing rudesingoll
submissions, and tallying votes to announce winners. Additionally, moderagors ar
responsible for monitoring assigned forums to ensure that members postanrédoe
forum. In this order-keeper role, moderators sometimes move posts to thereper
forum, warn members to stay on topic, or lock threads to stop an off-topic discussion.
Finally, moderators serve as teachers wiSWH offering how-to instructions for
participating in the space and by sharing their insights related tongr&atisfan fiction.
| discuss the moderators’ role as manage&WHfurther in Chapter 3, and explore their
role as teachers in Chapter 5.
Key Informants

I got to know my informants in several ways, by reviewing tB&ifHprofiles,
reading theilSimsfan fictions and forum posts, collecting artifacts, and engaging them in
semi-structured virtual interviews (see Appendix C for informatioalbkey
informants). In this section, | introduce the eight informants in my study:lange
Eastwood, Eleanor, Eve, Missy, Naomi, Pamela, and Zahrah (all name#-asexted
pseudonyms).

Angela. At the time of our interviews, Angela was a 15-year-old femalegdivi
in a rural area of the northeastern U.S. A freshman in high school, Anigetarie
school subjects were English and Science and she aspired to “teach Elagises as

well as become a famous author down the road” (personal communication, January 25,
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2010). She joine@WHin August 2009; introducing herself by saying “I like to write
stories, so | figured I'd join. I'm [Angela]"SWHpost, August 10, 2009).

Angela remembered first watching her older brothers pleySimsand then
beginning to play herself when she was about 11 years old. She began Jaiadgsins
ResourcgTSR, a popular fan site for custom content, with her mom to download content
for her brothers. When she received her own codthefSimsshe later returned TSR
“in hopes of creating prettier Sims with nicer clothes, skin, etc.” (langersonal
communication, January 25, 2010). It was throti§Rthat she was introduced to
creatingSimsfan fiction. Asked what attracted her to the practice, Angela said she
looked at the stories “just for their pretty covers at first, and tiieally decided to
check one out. It happened to be one of my favorite stories...and it was actually the
inspiration to create my own.” She posted her Bistsfan fiction, a fantasy story about
a teenage boy’s struggle with his sexualityT 8Ron July 6, 2008.

In August 2009, Angela heard ab@wHwhile readingSimsfan fiction posted
on theExchange A member had included an entry advertissMyHin the middle of her
story and Angela searched for the site and joined. Angela immediatelgdeethread
for a story she was writing and began reading others’ fan fiction while shigetifor
somebody to check out [hers]” (personal communication, February 9, 2010). Angela
logged intoaSWHnearly every day to vent in ti@hit Chatforum and follow the progress
of fan fiction she enjoys. According to h&\WHwas instrumental in her development as
a writer because “members actually read the stories a lot meedycénd try to give
really good advice” (Angela, personal communication, February 20, 2010). Angela
learned early on that “The Hangout was serious business” when tHarfifgttion she
posted orBWHgarnered critical reader responses. She was encouraged to “maybe

describe the settings, don't rely on the pictures to tell us what the tooknkke” (SWH
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post, August 10, 2009). She was also told, “In all honesty, | expected better froin what
saw in the cover"§WHpost, August 10, 2009). As of March 1, 2010, she created
threads for four different series &WHand though she originally linked to creations she
hosted on th&xchangein December 2009, Angela created her own website on
webs.com and now hosts I&msfan fiction there. | checked in with Angela in January
2011 and she was continuing to participat8WH though she no longer wroBmsfan
fiction. At that time, she was posting stories in\tfiéters Loungea forum devoted to
non-Simswriting.

Eastwood. Eastwood was a 19-year-old living in a “quiet” town in England. At
the time of our interviews, she was not enrolled in school. She had bestryadr
university student studying ancient history, but “didn’t enjoy” the suilsie she was
“interrupting [her] studies...[and planned on] returning in October to begiwalegree
in film studies” (Eastwood, personal communication, March 19, 2010). She described
parallels between h&imsfan fiction writing and coursework, saying:

Having to think so visually about scene$Eicho[her Simsfan fiction series], it

definitely helped me in doing things like my coursework for film studies, where

had to produce a storyboard. Taking the photos in game you really have to think
about the camera angle and what’s on view in the shot. (Eastwood, personal

communication, March 21, 2010)

Eastwood started playifthe Simgames as a 12-year-old, borrowing discs from
friends at school to play different versions and expansion packs. Shee&ashe aware
of Simsfan fiction by reading stories posted on Ehehangeand started writing her own
at age fourteen. She called her first stories, “really, really besl. oand always very
predictable” (Eastwood, personal communication, March 19, 2010). She said that
creatingSimsfan fiction helped her develop as a writer because “telling a storyhweith t

aid of pictures is actually a great resource” (Eastwood, personatwoication, March

21, 2010). According to Eastwood, “it's actually really helpful to have thdtvadmost
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physically there for you, not just images plucked from your head but somgthihg

built and can refer back to.” Her serleshowas an eight-chapter supernatural romance
that took her almost a year to complete. She called witdihga “really great
experience...lt felt good to actually finish something for once.”

As with other members, Eastwood was drawB\éHby advertisements in
stories she read elsewhere. She joined in April 2006 because, “I thoughtimawlie
get some help from there (I really wanted to write a Sims story but | didn’tsiadd
how to do so0)” (Eastwood, personal communication, March 19, 2010). Though she
admits to being intimidated at first, worried because it “didrénsdéike they had much
time for a newbie like me,” Eastwood did receive help when she begangoosthe
forums. She tapped into the space for help with character names, advicdaloolk t
of her characters, and assistance from proofreaders. Eastwood learnedipoad her
stories to thézxchangewithout overwriting previous chapters and learned how to
download custom content from tutorials poste®&WH She also learned by taking up
practices in the space, noting, “the competitions that they used to gohelpktd me
step up my game in editing” (personal communication, April 21, 2010). Finally, she
found “comments from people saying they can't wait for the next chapter.. salway
spurred me on” (Eastwood, personal communication, March 26, 28Y0Hwas one of
many Sims fan sites Eastwood frequented, and not necessarily her faewatesé of its
size. She said, “I much preferred joining the smaller sites as you guiviotke
members more and the atmosphere there was so much more welcoming” (Eastwood,
personal communication, March 21, 2010). Eastwood had not poss&dHisince
October 2009, but continues to creStmsfan fiction, as evidenced by a story she

uploaded to th&xchangan December 2010.
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Eleanor. At the time of our interviews, Eleanor was an 18-year-old college
student in an urban Northern England town. Her gamer brothers first introduced her t
The Simwideo games when she was eleven, but eventually she and her mother were the
primary players. Almost immediately, her game play included visitingifes, such as
the Exchangeand Sims 2 Sisters, and reading and writing stories with Sims characters.
She noted, “I'd always liked writing stories, so when | read some dixttiegangd just
saw it as a newer, fresh way to write stories” (Eleanor, personal commmjca
February 26, 2010).

Eleanor was an original member®#/H having been a part of the space since it
was a Yahod! Group in 2005. She was originally drawn to the group by members’
stories posted in thexchangeand she remained an active member for years. She noted,
“On forums like theHangoutyou meet a lot of new people, which is really what used to
keep me motivated to go back on the site. Good comments for stories were very
motivating too” (Eleanor, personal communication, February 26, 2010). During our
interviews, Eleanor discussed how her participation in fan sites shapeddwotyaas a
Simsfan fiction author. Early on, 8WHmoderator told her to “write about what [you]
know...all stories [have] to be grounded in reality” (Eleanor, personal comncation,
February 28, 2010). She also responded to the popularity 8frhefan fiction, which
were at one time the highest rated onEkehangean the horror genre. She recalled, “I
received lots of comments for them...so | decided | was best writing in that'gen

Eleanor savsimsfan fiction as a means for developing her skills as a writer. She
said, “I'd view Sims 2 story writing almost as being a writing exercise caite a fun
one as you can pair it with the taking pictures and editing” (Eleanor, personal
communication, February 28, 2010). Although Eleanor saiditmaiSimsmages made

writing “fun,” her responses also revealed a tension regarding the mdittimature of
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Simsfan fiction. For example, she complained that the advice she recei@ion
encouraging her to download “furniture for more interesting sets’eateia “better

cover” or “more attractive” photos “didn’t relate to actual storytimgi... They were the

most annoying types of advice, because | was never so concerned with the photo side of
Simsstories.” Later, Eleanor reiterated this frustration when ske‘$ainderstand that

the pictures are a big part, but it's still a story — that should allwaymore important, in

my opinion, the quality of the writing” (personal communication, May 8, 2010).

At the peak of her engagementSimsrelated fan sites, Eleanor spent hours each
night in these spaces. @GWWH she contributed more than 5600 posts, earning her the
rank of Demi God/Goddess on her profile. However, she no longer spends as much time
playing the games or writingimsfan fiction: “Unfortunately other things have become
more important in my life, giving me less time to goTare Sims(Eleanor, personal
communication, February 26, 2010). Eleanor last logged$Wblon October 25, 2010,
but had not posted in any of the forums since August 2008.

Eve. Eve was a 22-year-old high school graduate living in Hawaii airtteedf
our interviews. She was working part-time at an elementary schoetafteprogram
and had hopes of attending film school “to learn the ways of becoming a filnodirect
(Eve, personal communication, March 6, 2010). In high school, Eve was always
“obsessed” with creative subjects, like Art, Music, and Theater, ighkled Math and
English, though she called it “ironic” because English would be her fagoitject if she
were in school now. When asked to explain this statement, Eve revealgidethad a
serious problem with dyslexia [that made her] feel slow and unwise wéreisée] read
or wrote things for school” (personal communication, March 15, 2010). According to
her, Sims activities helped her “overcome [dyslexia] and become more calgécanhd

confident with reading and writing.”
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She began playinfhe Simsvhen the series first came on the market and was
initially drawn to the game by her interest in architecture andantéesign. Eve
enjoyed the fact that she “could create a decorated house and seeritfrighit of [her]
eyes so quickly — it was a thousand times better than lsgp's(personal
communication, March 6, 2010). With the releas&lw Sims 2she began exploring fan
sites and downloading custom content into her game. Though she had been reading
stories posted on tHexchangdgor some time, Eve did not begin writing her own Sims
fan fiction until after her high school graduation in 2005, when she “had time on [her]
hands.” Her earliest creations were “romantic comedy stories about lsxpgipls that
grew up to be very inspiring and confident people” or adaptations of Japanesesimanga
enjoyed.

Eve enjoyed the work of a favorite Sims author so much that she followed her to
SWHand joined in October 2005, at a time when there were approximately a hundred
members and “it was much easier to make friends” (personal communicatiam, Mar
2010). Early on, Eve focused H&wWHparticipation on developing friendships by
posting in general, non-Sims sections of the forum. Later, she became rivarénabie
Simsfan fiction aspects of the space, participating in contests, creatingegatibtm
tutorials, and making story covers for members who asked for her assiskamce.
authored a popular seven chag@ensfan fiction seriesTo Be, or Not to Be...in Loyva
story that combined her interests in romance, theater, and strong fbaraeters. She
also began, but did not finish, a story she created as a web-Basiggtaphic novel.
Readers called this project “pure geniuSWWHpost, April 17, 2007) and told her, “I love
the whole comic book idea — this is really inspiring to n&MHpost, April 21, 2007).

This and other positive feedback she received from readers bolstere8evsaid, “I've
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inspired so many others into doing what | find [is] such a great experience @ssxgr
their creativity through storytelling” (Eve, personal communication,duds, 2010).

Eve's use offhe Simas a tool for creative expression evolved over time to
include filmingThe Sims 2novies, including a music video she created to accompany
herTo Be, or Not to Be...In Logeries. She also did a voice-acting project for another’s
Simsmachinima. Eve had a blog, a website, a YouTube channel, & Riusiostream,
and a Twitter feed devoted to publishing and publicizing her work. She also had hopes of
one day turning he8imsfan fiction series into novels. Eve said, “I'm rather surprised at
how The Sim#as given me so many different hobbies, yet when | first started playing al
| thought I'd get was something to help me escape the real world” (personal
communication, March 15, 2010). Though she no longer post®d/H she did
continue to publistsimscreations online, including a Katy Perry music video remake
created inThe Sims 2hat she posted on YouTube in November 2010.

Missy. Missy was a 23-year-old university graduate living in London at the time
of our interviews. In addition to her work as a “pharmaceutical speetdisician,” she
spent 10-20 hours per week 8msrelated activities, including playinthe Sims 3
creatingSimsfan fiction, and participating 0cBWH Of The Simshe said, “itsgic] my
only creative output and what | do for fun” (Missy, personal communication, 24ril
2010).

Missy started playinghe Simsat age 16 when a male friend of hers who “hated”
the game gave it to her “rather than throwing it out” (personal commiamicatpril 14,
2010). She described the fi&imsfan fiction she read as “an enchanting tale” that
inspired her to start writing. Missy enjoyed reading “drama/sciyBtary/fantasy”
genres, and those were the first types of stories she credted 8ims 2 The only story

she shared o8WHwas titledBaby Blue aSimsfan fiction series about a “typical
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suburban couple...[whose] lives are plunged into cha®@/Hpost, June 11, 2006)
when they give birth to a blue, partially alien, baby. Missy wove her knowledge of
biology and genetics into this suspenseful, science-fiction narrative.
She discovere8imsfan sites wheiThe Sims Zame out and she “managed to
log on to the officialSims2 website.” From there, she became aware of other fan
websites and joineBWHin February 2006. Missy especially enjoyed participating in
and moderatin@WHmodeling contests, including The Hangout's Next Top Model. She
provided feedback on stories she read and served as a resource in thenspeaaring
member questions abolihe Simgames and providing tips about how to create
engagingSimsfan fiction. She said she was motivated to participate in the spaeesbeca
“its [sic] also nice when people appreciate the things you produce, it encourages you to
do more” (Missy, personal communication, April 14, 2010). After serving as a Hangout
Helper for a while, in July 2009, Missy was promoted to Senior Staff, mgrkith
Pamela to manad®WH Together they “revampe®WHin the fall of 2009 (see
Chapter 3 for more discussion on the revamp) and Missy remained an active nnoderato
until June 2010. At that time, she went on holiday to Miami and was absenhiaitet
for more than five months. On January 3, 2011, she posted an explanation for her
absence titled, “MIA & Happy New Year” in which she described gettirgarttagic car
accident that killed the driver, put her into a coma, and prevented herenaming to
London for months. She had moved back home before Christmas and was only just
beginning to walk again and reconnect to the Internet when she posted thigemessa
Naomi. Naomi was an 18-year-old college freshman living in the United States,
majoring in pre-optometry and anthropology. Her brother gave her a cajne &ims
when she was in fourth grade and she had played games in the series, “off and on”

(Naomi, personal communication, January 25, 2010) since that time. She did not
36



consider herself much of a gamer, and said she was “not tech-savvy enough to do the
custom content thing.” Rather, she was much more attracted to the stogydsfiects

of The Sims Naomi said she was an avid reader, and most of her story ideas came from
books she read or movies she saw. Though she had always “created stori@h@aghe

as [she] played,” she did not start writignsfan fiction until 2008. According to her,

“Any time I'm on The Simsl’'m working on a story. Even if | don’t share it.”

Naomi first joinedSWHback in May 2008. However, like her game play,
Naomi’s participation in the space was “off and on.” During her senarigehigh
school, she took a “long break” from creative writing and only returned to rgula
logging intoSWHin early 2010. She said of ®imsrelated activities: “It's not like this
is a huge part of my real life. It's just a fun, interesting (and §esupplement” (Naomi,
personal communication, April 15, 2010). Though not an active shasemefan
fiction, she did post a variety of n@imscreative writing in théVriters Loungdorum of
SWHbeginning in 2010. She called story writing “a lot of fun” and S&Has a
supportive community, saying it was “a nice change from, for example, high school
honors English teachers that stamp on your self-esteem anddidrityif the dirt.”

When she described h8WHparticipation, Naomi said, “I have always mostly
come for strictlySims2 related business. But, lately it's been fun to participate in the
[Chit Chal boards” (personal communication, April 15, 2010). She spent a great deal of
time looking at the custom content links and the edtietsphotos, because she “[loved]
the art of it all.” She also enjoyed having “the chance to read the wpdopfe [her]
age” (Naomi, personal communication, January 25, 2010). Naomi “[loved] to prdiofrea
Simsfan fiction and she felt it was important to comment on others’ work. She kaid, “
try to give feedback as much as possible, whether it's on ideas or posies! stthink

everyone on$WH has a unique and beautiful way of writing. ...Constructive criticism,
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feedback, and praise are all important” (Naomi, personal commumicAoil 15,

2010). At the time of our interviews, she was reaching out to members foeagimb

how to use GIMP, a photo-editing software. She had previously called on others in the
space to help her create covers and sighature images to adversisgiber Naomi
appreciatedWHfor being a space in which people were “willing to help if you ask.”
While Naomi continued to log in t8WHat the time of my check in January 2011, she
had not posted in the space since September 27, 2010.

Pamela. When I first began exchanging messages with her, Pamela was an 18-
year-old, Canadian high school senior, and the lead moder&yvidf Between her AP
classes, college applications, and her duties as Senior S@¥/Bnwhich included the
launch of a popular contest The Hangout's Next Top Model, Season 4, Pamelzesaid
did not have time to respond to the interview protocol. However, she wagwdli
provide some insight into what it meant to be a moderat®Wiiand gave me consent
to collect helSWHposts as data.

During the course of my initial observation phase, | watched Pameda’'tori
power. She joine8&WHin May 2007 and held various leadership roles since early 2008
when she first became a Hangout Helper, which meant that she moderated ahfew of t
forums. At the beginning of her junior year in high school, Pamela posted that he
Internet time had been restricted to “1 hour a day on the weeke\Wsigost,

September 2, 2008) so she could focus on her studies. Later that year, sha posted
message in the Holiday/Leaving the Hangout thread that said, in part:

I’'m finding [SWH to be flooded by this random mass of people who seem less

than interested in writing, drhe Simdor that matter. All I'm seeing are these

little popularity contests where people are more interested in whatgbklike

and how c001 you are...I'm not leaving, but I'm going to have to try to find

another muse to stay, other than my story and obligati@&/Hpost, December
21, 2008)
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Her “muse to stay” came when she was asked if she would consider becoming
Senior Staff. She explained how it happened this way: “I was really thectnhg
Hangout Helper left...Because of my leadership, Jen [pseudonym] (old stafiyted
me with Senior Staff and took her leave” (Pamela, personal communicatlmaly 19,
2010). Pamela became the head moderator in June 2009 and announced, “As I'm sure
you're all aware of, thélangouts kind of been like America’s economy after the reign
of Bush...I've recently been appointed to staff, and | hope and hope and PRAY that | can
revive this place. Call me Obam&WHpost, June 3, 2009). Within a month of her
appointment, Pamela promoted Missy to a Senior Staff position and 13 othergjtmuta
Helpers. She was instrumental in a “revamp” of the site that took plaictall (See
Chapter 3 for more discussion of tBé&/Hrevamp).

In addition to her participation &NHleadership, Pamela was more active as a
Simsfan fiction reader than she was as a writer. In October 2008, she shated fm
a story in arhe Sims Zoming Soonhread. She advertis&hopsticksas a story
providing insight into the life of a teenager in Osaka, Japan. In the past, Pamela
shared a plot summary, four character sketches with photos, and sasdstrgidoesn’t
really have a tight, specific plot. It's not about superheroes, vampiezy people, or
super-diseasesSVHpost, October 27, 2008). Though she occasionally updated the
thread about her progress, and created a Elg#rto host its images, the story was never
completed and on June 12, 2009, Pamela poste@himgisticksvas not coming soon
because “some how [her] game got completely uninstalled, deleted, every8\g’
post). This was the only venture into writiBgnsfan fiction Pamela shared &wWHor
theExchange As of January 2011, Pamela was the only Senior Staff moder&w/tih
and though she had intermittent Internet access in her college dorm, sheezbtuitog

into the site and moderate as often as possible.
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Zahrah. Zahrah was a 22-year-old college student living in an urban area of the
eastern United States at the time of our interviews. She had yetdoedchajor, but
was “interested in psychology” (Zahrah, personal communication, Januaryl®3, 20

She began playin§he Simsat age 13, when the first game was released. Once
The Sims 2vas released, Zahrah became interested in downloading content into her
game. Exploring the custom content available on various fan sitesynitiatle her
“‘jealous” of the quality of others’ Sims, so she began making content of Ing{Zahrah,
personal communication, January 25, 2010). Zahrah created a set of Sims eyes, clothing
and Sims models that she made available to other players via her costemt websites
and on deviantART and Flickr She learned to use AdSbehotoshop and GIMP to
edit photos and crea&mscontent, sometimes using online tutorials and YouTube
videos for assistance. Though she had some success with creating customstentent
had trouble creating jeans and shoes, and she did not even want to attempt ta make he
own Sims hair, “because meshing is just too hard” (Zahrah, personal comimmica
January 27, 2010).

For Zahrah, creatin§imsfan fiction started when she was “fooling around with
the camera and took a ton of pictures” (personal communication, January 25, 2010). She
used these pictures to create a story that was a diary of her Simirighmetures of
what happened in her life.” Though she had attempted other cr8atistan fiction at
one time or another, Zahrah explained, “I don’t write too often actually betaas't
ever finish the story” (personal communication, January 30, 2010). She deradéd
that creatingsimsfan fiction was too time-consuming, saying, “If | wanted to spend
hours writing | would write a novel not2ims2 story” (Zahrah, personal communication,

April 14, 2010).
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Zahrah joinedBWHin December 2007. Like many of my other informants, she
“first discovered thédangoutfrom reading a story on th&xchang¥ (Zahrah, personal
communication, January 30, 2010). Zahrah was a consistently active mer8béi of
over the years because she “liked the stories and it's a frieradlg.pl She channeled her
interest in creating Sims models and custom content into her partinipat®VH For
example, she ran a photo editing and narrative contest about Sims coupt&3isalBig
Day. Zahrah also offered help to otl&@msfan fiction writers by creating story covers
and answering questions in téhere Can | Find3ub-board. When asked why such
activities were so much a part of I®WHparticipation, Zahrah explained, “I sometimes
do a request out of boredom actually. Plus | have read the series and thought why not
contribute in some way. Also | remember being there and requesting befameelde
how to Photoshop” (personal communication, February 3, 2010). At the time of this
writing, Zahrah continued to be activeShVH though most of her posts shared stories of
her personal and relationship struggles inGhé Chatforum.
My Role as the Researcher

| came to my study ddWHas an outsider trying to make sense of the space and
its practices with the help of insiders, in much the same manner astbti@graphic
research of unfamiliar cultures. When | began collecting degaVH | had played’he
Sims 2Zfor months and had creat&tmsfan fiction capturing the daily interactions of a
Sims family, which | uploaded to th&xchange | was a nonparticipant observer
(LeCompte & Preissle, 1993) BWH | made my position as a university researcher as
clear as possible on my profile through my user name (drjayne2b), utyiesnsil
address, and link to the project website (see Figure 4 for a screefishyomember
profile). | sought to conduct my research in a non-manipulative (Eisner, 1991)rmanne

aiming not to influence the practices of the space, so | did not postlpimlibe forums.
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Rather, all of my interactions with study informantSWHoccurred through private

message (PM).

The Sims 2 Writers' Hangout :: View Profile: drjayne2b No MNew Private Messages
2 View Profile: drjayne2b

drjayne2b

New Member Member's Bio - Modify Profile - Bookmarks - Social Networks

=
member is online Name: drjayne2b
Email : Jayne.Lammers@asu.edu
= - Web Site: Research Project Site
g
oQ Gender: Female
Joined: Aug 2008
Goé:eder: Fufma|e g Location: Tempe, AZ
Posts: O .
Location: Tempe, AZ Posts: 0
Date Registered: Aug 26, 2008, 2:16pm
Account Status: Activated
Recent Activity
Last Login Date: Today at 2:09pm

Figure 4. Screenshot of m@WHmember profile. | share this image of @WHprofile
as evidence of my effort to be a transparent researcher ip#us.sAlso, note my post
count is zero.
Procedures

In this section, | elucidate the data collection method used for this study,
discourse-centered online ethnography (Androutsopoulos, 2008), and explain my
systematic observation 8WHand interactions with key informants. | finish by
describing the data sources derived from this process, which includedsio forum
posts, member profiles, moderator-created norming t8itssfan fiction texts, virtual
interviews, field notes, and additional artifacts.
Discourse-Centered Online Ethnography

| collected data over a two-year period, spending hours onliggvidand
connected websites each week. | followed discourse-centered online afiityogr
procedures (Androutsopoulos, 2008) as | examined the relationships among mdémbers o
SWHand took note of the various processes involved in creating and sBamsfgn

fiction in this space. | delineate Androutsopoulos’ “practice-derivedietjines” (p. 6) in
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Table 2. These guidelines provided a framework that supported neynsyist
observation of the space and my contact with key informants.
Table 2

Practice-derived Guidelines for Discourse-Centered Online Ethnography

Practice-derived guidelines for systematic observation:

1) Examine relationships and processes rather than isolated artifacts
2) Move from core to periphery of a field

3) Repeat observation

4) Maintain openness

5) Use all available technology

6) Use observation insights as guidance for further sampling

Practice-derived guidelines for contact with Internet actors:

1) Contacts should be limited, non-random, and include various participationgormat
2) Pay attention to the initial contact

3) Formulate and customize interview guidelines

4) Confront participants with (their own) material

5) See repeated and prolonged contacts

6) Make use of alternative techniques whenever possible

Note. Table from Androutsopoulos, 2008, p. 6

Systematic observation.| began by going into every forum $WH reading the
rules posted by moderators and a few of the posts within each forum. Thingave
initial sense of the norms intended to govern interactions and an idealibétacy
practices within and throughout the space. |then engaged in repeated obseofdtien
most active areas &WH such aChit Chatand populaSimsfan fiction story threads in
The Sims Bookshopas well as those with little to no activity. | read discussion forum

posts by the most prolific members and the moderators, and by some of theamelvest
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less active members, thus moving from the “core to the periphery” (Asdpmulos,
2008, p. 6) o5EWH

During these observations, | read and downloaded discussion forum posts and
followed hyperlinks to th&imsfan fiction and other artifacts to which they pointed. |
collected virtual artifacts by capturing them through screenshots agohgdhe web
addresses for future reference. | navig&e¢Hby following internal links, looked at
posting statistics to assess member activity, and employed thess#eth features to
find all the posts by an individual, thus using “all available technology”
(Androutsopoulos, 2008, p. 6) to gather data. | recorded my observations, intemmsetati
wonderings, and proposed next steps, in field notes. Throughout this phase, my
systematic observation was more than simply gazing at the artifatte sitet, but rather
an attempt to get a feel f8WHas a culture as | focused on the “relationships and
processes” (p. 6) involved in creating and sha8imgsfan fiction inSWH This initial
phase of data collection lasted 12 months.

Contact with key informants. Using insights gained from my repeated
observation of the space, | identified potential key informants. | sdlgd@mants
whose interactions spanned different types of participati®Wh] including
moderators, longtime members, authors of pogsilasfan fiction, prolific posters, and
new members. | followed Androutsopoulos’ “practice-derived guidelines foratonta
with Internet actors” (2008, p. 6) and contacted these members through #te priv
message (PM) system &WH | wrote my initial contact message in a way that
positioned me as a researcher, explained my project, and “indicated hgrigmvith
the field” (p. 8). As Androutsopoulos did in his research, | attempted to atbkance
between informality and professional distance in this initial abriéee Figure 5 for the

initial contact message | sent to Pamela). If a member agreed tipptetit directed her
44



to a Google site that contained the project’s informational lattdrasked her to enter her
email address and birth date, so | could determine whether or not ppasrntedsion was
required. If the informant was under 18-years-old, and parental permissioaquasd,

| sent her the required permission form via email. Once | received th@atecthform
back from the potential informant, | contacted her parent on the telephonénecpiey
project and the child’'s role as an informant, and verified parental ggomiover the
phone. These procedures were approved by Arizona State Universitijigiorel

Review Board (IRB) as a means of adequately protecting the rights dfidyy s
informants (See Appendix D for the IRB-approved letters and forms useclie se
consent and assent).

he Sirms 2 Writers' Hangout s Private Massages 4i Outbox 1z A guestion for you Mo Mew Private Messages

drjayne2b A s

- X question for you ﬂ w .
r\-e.-\.- Mamber J « Message sent Today at 5:09pm » Rephy 1 Quohe 1 Draleie
-

member is online

My name is Jayne Lammers, and I'm a PhD student at Arizona State University. Pricr to being
a graduate student, I was an English/Language Arts teacher in Flonda middle & high

- schools...I'm very interested in the different kinds of writing that adolescents do, especially
Joined: Aug 2008 the wrting they do that isa't required by teachers. As a part of my Ph.D. program, I'm
Gander: Female ¢ working en research about Sims story wnting, and have been very ntngued by The Hangout
Pasts: 0 for the last year. I have been manitoring the boards and reading many of the members'

Location: Tempe, &Z stornes.

I have been especially interested in how instrumeantal you've been in tha Hangout Revamp. I
would like the chance to ask you some questions about this, your own Sims wnting, and your
roles in the community (geing from a participant to a moderater). 1 am interested in sending
you some questions through email - a virtual interview - to ask you about your participation
in The Hangout,

If you are interested, please respond to this PM and provide me with your email address.
Then, I can send you a link to a project website, where you can read more about the
rasearch,

Thanks! I look forward to heanng frem you.

Jayne Lammers

PhD Candidate

Arizona State University
et lammaers . blog. asu.adu

Forum Jump -

Figure 5. Screenshot of initial contact with Pamela. | sent this messagecember 6,
2009. | altered the image to remove Pamela's user name from the greeting.
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Eight young women agreed to share their thoughts with me. To get these
insiders’ perspectives, | conducted semi-structured virtual intesyigarough email or
PM. | began with an interview protocol developed for another studii®Sims 2
custom content creators (Hayes, King, & Lammers, 2008) and adapted it to correspond to
my understanding @WH(See Appendix E for the interview protocol). In preparing to
virtually interview each of the young women, | customized the intergigestions to
reflect my observations of each informant’s interactions wigwH | also
“confront[ed] members with excerpts from their own [work]” (Androutsopol2083, p.
8). For example, | asked them to speak to the choices they made when Sieatiag
fiction by pointing to examples in those texts and questioning them. | alsd sfumtes
from discussion forum posts in their story threadS@iHand asked for their reactions
to feedback they received in the space. | maintained “repeated and pdiI¢ng3)
contact with most of my informants throughout the next 12 months of continued data
collection and analysis, as they continued to confirm and inform my understanding of
practices irSWH
Data Sources

The complete data corpus for my studysd¥Hincludes hundreds of pages of
downloaded forum posts, member profiles, moderator-created norming texts, numerous
digital and multimodaSimsfan fiction texts, informant virtual interview responses, field
notes capturing my observations, and artifacts collected, includinggtatand other
Simsfan fiction-related resources. Below, | describe each of theseescamd the ways |
collected them.

Discussion forum posts.Participation irsWHtakes the form of posting
messages in the forums. As noted earB&/Hcontained more than 665,000 posts (as of

May 12, 2010) in a variety of different sub-forums. Conducting my resea@\Wit
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meant that | read and downloaded hundreds of pages of these posts, saving them in
Microsoft® Word documents. | read posts3msfan fiction threads, in which the

authors and readers interacted. | read posthinChatforums, which helped me
understand the importance of “hanging out” in this space (see ChaptdoBwed my
informants’ participation irWHby reading some, as in the case of those with thousands
of posts, or all of their discussion forum posts.

Member profiles. | reviewed membersSWHprofiles and captured screenshots
of my informants’ profiles to include in the data corpus. These profiées asource of
information about each informant and her participatioB\WvH

When they joirSWH members create a profile in which they include a screen
name, their gender, and age. Members may also choose to add an avatar image, thei
location, birth date, and contact information including email address, ®iefsd instant
messengers. To indicate the member's activity level in the spagepfite displays the
number of posts, stars, and membership rank earned for that level of postirtigode
members who serve as moderators, the membership rank is replaced byezitber
Staff or Hangout Helper. Members can choose to include a signature, vilhilsav
appear at the bottom of their discussion forum posts. Signatures can be multimlodal a
contain hyperlinks to the usei@®@msfan fiction story thread i8WHand/or outside
website hostingimscreations. Figure 6 is a sample profile for Pamela, one of my

moderator informants.
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Recent Activity

Last Login Date:

iiigESgm

Re: [Photoshoot 8] Gods and Goddesses on Dec 12, 2010, 2:23pm

Signature

It's hism. It's poetry.
It's a beautiful reclprocal.

Figure 6. Screenshot of Pamela's member profile. This imeggcaptured on Janue
8, 2011. | altered it to remove references touser name and real nal

Moderator-created norming texts Moderators attemgd set the norms fc
participation inSWHin par by creating discussion postsntaining rules for what shou
or should noget posted in each s-forum. | coined the terrmoderatorereated
norming textgo refer to this feature ISWH They are &ype of discussion forum pot
and are pinned to thiep of most su-forums. As members contint@ post in a fcum,
these norming texts remgmominently displayed at the top of the screbhoderato-
created norming texts hatiles such as “RULES & TIPS Read before postil” and

“What's This?” Thesditles areintended to draw members’ attentiorthe directions
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before they post in a forum. During the course of the study, | collBétetbderator-
created norming texts.

Sims fan fiction texts. Simsfan fiction texts are multimodal, hybrid stories
created by pairing digital images takerilime Simsvith text the author writes. Members
of SWHhost theirSimsfan fiction on theexchangein blogs, and on personal websites.
To collect these texts as data, | captured screenshots from welnsitdswnloaded texts
into Microsoff® Word documents. | also kept hyperlinks for each of these texts so that |
could return to the websites and view them as the authors originaihgdad.

Virtual interviews. Informants’ interview responses were vital data in helping
me to gain insiders’ perspectives into what | observe&liiH As noted earlier, |
conducted interviews virtually, using email®WHs PM system. The interview
protocol contained 40 questions, which | personalized for each informant and then
divided into two or three separate messages. Informants’ virtualieweresponses
were stored as Micros6fiWord documents. As my data collection and analysis
continued and | became more familiar with the practic&Viiq | found | had additional
guestions for my informants. For example, during the analysis for Cigaptemanted to
know more about fangirl comments, so | sent follow-up questions asking fizigzants’
perspectives about these comments. The iterative nature of my witturgiews allowed
me to continue to make senseSMWHfrom the insiders’ points of view.

Field notes. To document my systematic observatiols@fH | created
multimodal field notes in MicrosdttWord. | captured screenshots, text from discussion
board posts, hyperlinks ®imsfan fiction and other artifacts, and recorded my own
interpretations and wonderings in these documents. | also wrote notes absudfar
SWHthat | wanted to explore next. These field notes helped me to track both my

observations and my thoughts about what | was seeing in the space.
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Additional artifacts. In addition to the data sources mentioned, my study of
SWHinvolved collecting other artifacts, such&se Sims 2novies made by Eve and the
custom content made by Zahrah. These artifacts were hosted on a varietyitefswebs
linked toSWHthrough discussion board posts. To collect these data, | captured
screenshots and noted web addresses so that | could return to the atéacts |

Together, these data sources documented my two-year virtual ethnography of
SWH In each of the three chapters that follow, | describe how various data were

analyzed to answer my research questions.
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CHAPTER 3
“IS THE HANGOUT...THE HANGOUT?” EXPLORING TENSIONS IN AN ONNE
GAMING-RELATED FAN SITE

...whether or not thélangoutis serving its purpose can be debatable. This

SimsWriter's Hangout but we can't very well push an interest in writing if the

interest isn't there can we? ...If the writing aspect of this forum has bee

minimized it is only because the members have allowed this to become so. No
amount of administrators can force a group of over 10,000 to have an enthusiasm
for writing. (emphasis in original; fro®WH post “Is the Hangout...The

Hangout?” December 31, 2008)

Much of the literature available for online fan spaces depicts #gerelatively
harmonious, cohesive communities formed around members’ shared interesiiciRes
of these spaces began with Jenkins’ work to make sense of activsstefsthat united
around unsanctioned appropriations of media texts (Jenkins, 1992; 2006a; 2006b).
Studies such as these continue to offer insight into the ways interpexdatiahships
develop in these spaces (Baym, 2000) and the affordances that make thesaaitac
learning environments (Black, 2008; Gee, 2004). However, little attentiordisapai
understanding the tensions that occur within these spaces, and how those tagen
and are shaped by interactions within the sites. Take, for example, thegabtedérom
a thread omhe Sims Writers’ Hango@SWH http://similik.proboards.com/), aimsfan
website developed to support membd&shsfan fiction writing pursuits. Here we see a

glimpse into the kind of tensions that can arise as online fan groupe eval as

members’ interests diverge.

% A chapter to appear in the forthcomiNgw Literacies in Videogame Affinity Spaces,
S.C. Duncan & E.R. Hayes (Eds.), New York: Peter Lang.

% As a consideration for the privacy of 8WHmembers, especially those who were not
participants in this study and many of whom are minors, | do not include anyyaentif
information when quoting their discussion board posts.
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In this chapter, | focus on such tensions to explore how lack of a shared purpose
has affected, and continues to affect, this online gaming-relateddan also pose a
larger question regarding the necessity of a (single) shared purposet aragifs to be
made explicit and remain consistent within online fan sites. To pursuweghestions, |
examined forum threads in which member§W@{Hdiscuss happenings and observed
their practices around creating and shaBigsfan fiction. Using Gee’s (2004) theory
of affinity spaces as a framework for making sense of this site, myseaafitheSWH
forum adds to our understanding of the complex nature of online fan spaces. The
analysis presented here is part of a larger study to explore likeeaddearning in an
online fan community (Lammers, 2011b). | continue this introduction by revietmng t
relevant online fan community literature and conclude with a descriptiSmsfan
fiction.
What We Know about Online Fan Communities

Researchers offer various labels to describe and theorize the onties plaere
people gather around shared interests, including knowledge cultures (Lévy, 1997), virtua
communities (Rheingold, 2000), participatory cultures (Jenkins, Clinton, Ptmesho
Weigel, & Robison, 2006), and networked publics (lto, et al., 2010). These spates exis
around numerous interests, such as health issues, politics, and media fandors, In blog
discussion boards, newsgroups, media sharing sites, and other webssteswdéato
share in their fandom of television shows, movies, books, anime and‘}'sen'ga, video
games, etc. As these online fan spaces become more prevalent, resgarchers

communications (Baym, 2000; 2007; Watson, 1997), media studies (Jenkins, 1992;

* Anime is a Japanese style cartoon or animated movie and mangpasesaestyle of
graphic novel or comics.
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2006a; 2006b; Jenkins, Clinton, Purushotma, Weigel, & Robison, 2006), and education
(Black, 2008; Foerst, 2008; Gee, 2004; Tobin, 1999) seek to make sense of them.

Online fan spaces can be sites where people develop meaningful friendghips w
other fans, whom they may never meet face-to-face. In her study of a Usesgtaus
of soap opera fans, Baym (2000) described how strangers became fridregs as t
exchanged messages analyzing and commenting on the episodes and charaeters in t
favorite daytime soaps. In posting their messages about the soap opernasjghe g
exhibited an “ethic of friendliness” (p. 121) constructed through varioual sawims
developed within the group. This friendship extended beyond their fandom as
participants exchanged messages of congratulations on weddings as\caiistiell as
messages of support during personal tragedies. Tobin (1999) also addresetdrttad n
friendship in his exploration of what constitutes a “real” friend as mslsaac,
interacted online with other fans farhammer 40,000From the 15-year-old’s
perspective, his felloarhammer 40,00tans were friends, whereas his parents
expressed concerns about whether or not online interactions could serve op devel
meaningful friendships. Isaac saw no need to meet face-to-face or to krsaowgber
information about these people to cultivate friendships: “Thosggtiave nothing to do
with our conversations. | know the people | write to from what they writestamd the
list. That's all that matters to me” (p. 122).

In addition to facilitating friendships, online groups can function as aokdive
learning environments. Black (2007) offered an analysis contraséingng in an online
fan space with classroom learning, noting that on FanFiction.net, fans haveiojigsrt
to take on “meaningful social roles and to shape the content and irtiescti
organization of the space” (p. 393) — opportunities not typically availalstitlents in

classrooms. Watson (1997) pointed to both the “wealth of prepared informatidi9s)
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and the diverse knowledge of the group as resources for those who come tgronipse
for answers to questions related to their fandom.

To supplement the research centering on single, bounded online spaces where
fans gather, others note that fan spaces can consist of numerous inteecbwebsites,
discussion boards, and listservs. Baym (2007) offered an analysis of ISnelis
music fandom describing fan participation as occurring through a distributedj-“qua
coherent” network of sites, rather than in the centralized online grouips pést.
Similarly, Tobin (1999) described his son’s participatiolMarhammer 40,00fandom
as occurring through a variety of e-mail lists, as well as through creatthgngaging on
other related websites.

Much of the available research highlights ways in which well-funatgonline
sites (or networks) support participants by providing engaging sitdésendly
interaction, learning, and collaboration. Examples of moments of tension andtdanfli
online fan groups are mentioned only rarely in the research. One exampdais i
analysis of Phish.net, an online discussion group of 50,000 fans of the band Phish;
Watson (1997) discussed strategies participants employed to dedienitis$ of
intimacy that comes with increased population of the group. As the group ggew lar
Phish.netters developed “tools for the maintenance of intimacy, beHanoonzs, and
values” (p. 116). Other references to disharmony in online fan sites eftr on the
practice of ‘flaming,’ or yelling at someone through a post. Watson exglaine
participants often become aware of the shared norms of an online group thttaugh “
inevitable first ‘flame’ or personal message from a more expggtemember who
attempts to inform the user of where they crossed the line of acceptitihat group”

(p. 111). More often, references to flaming in the literature offer ititistrs of how
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online fan groups create a culture that discourages flaming (Baym, 2@0Q; B005;
Bury, 2005).

My analysis ofSWHexpands this line of research by exploring an online group
in the midst of transition. By shedding light on moments of tensi@Whi this chapter
problematizes assumptions of online fan communities as friendly, colialecspaces. |
explore ways to make sense of an online fan space experiencingtdnnéiitalyzing
how these conflicts are worked out and how participants negotiate variedgawptisn
the space.

Defining Sims Fan Fiction

The Simseries of video games is a life simulation game in which player®crea
families, design homes, build communities, and interact in an open-ended platfeem. T
game appeals to a diverse population of players and has sold more than 125 million
copies worldwide (EA Play Label, 2010). The franchise remains stalcéspart,
because players can make the experience their own by downloading custom saokent
as clothing, hairstyles, and home furnishings, into their game. To suppqtatice, a
vast network of online fan sites exist where players interacstmst the game, upload
and download content, engage in challenges, swap cheat codes, and much more.
Electronic Arts (EA) game designers have drawn from this network dodarate fans’
ideas and practices into new releases of and expansion patkef8ims

One such practice that caused EA to take notice was the way fans doclmente
their Sims® lives. The original game design Biie Simslid not have a built-in
functionality for taking pictures while playing the game. However, fame vad&ing

screen captures of their Sims as they engaged in everyday actinifi@siring them

® | use the italicize®imswhen referring to the game(s), and | use Sims when referring to
the characters (or avatars) inhabiting the game.
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written captions, much like a family photo album, and sharing them in fanssp@éfeen
The Sims 2vas released in 2004, the game design included a Story Mode. This gave
players camera, album, and blog tools which allowed them to take snapshatklaaxt
to accompany these snapshots. EA also created a medie fSimgans to share these
stories on their website, http://thesims2.ea.com/, usinBxtbbangean online repository
for Simscreations. Creating stories became a popular fan gaming practice, anithamor
167,000 stories have been posted or&tkehanggMay 12, 2010). With the release of
The Sims 3 June 2009, the practice evolved again when EA moved the story tools out
of the game and to their website (http://www.thesims3.com/moviesandmorefe Onli
fans have access to point-and-click design tools, such as musiafoitreeks and
transitions between pages, to enhance their creations. As of May 2010véheraore
than 48,000 stories created Dime Sims 3vebsite

The Simdans create multimodal (Kress, 2003; Kress & Jewitt, 2003), hybrid
(New London Group, 1996) texts of a variety of genres. Popular genres include
modding tutorials with instructions for posing Sims for snapshots and game play
tutorials offering tips for meeting Sims’ aspirations. Other farater8ims Life Stories,
as they are known on ttiexchangewhich document the interactions of their Sims. Still
others create fictional romance, horror, or mystery stories, usingt&irmpresent the
characters in the narratives they write. Many fans creatdizedifictional stories that
continue through numerous chapters or episodes. FimakySimg$ans display their
fandom for other media through the stories they create. Vampire romanes, stori
inspired by Stephenie MeyefTavilight (2005), are one very popular genreéSahsfan

fiction.

® A commonly-used term within gaming communities for modifying the content or
structure of a game.
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Fan fiction — fictional texts created by fans and derived from the@tom of a
particular media such as a television show, movie, book, anime or mangaserideo
game -- is a popular form of media production with a history that predateslihe
spaces that emerged to support the practice (Black, 2005; Hellekson &, B0OGS;
Jenkins, 1992) Simsfan fiction is a fan literacy practice of producing multimodal
(Kress, 2003; Kress & Jewitt, 2003), hybrid (New London Group, 1996) texts which pair
images and words together to tell stories u3ing Simgo visually represent the
characters and settings. | use this term to recognize multiple tyfsloimThe Sims
players, specifically those who &8VHmembers, engage in when creat§imsfan
fiction. The term acknowledges that some players incorporate charactestorylines
from other media into theBimsfan fiction. Most importantly, it honofBhe Sims
fandom displayed when authors select this video game platform as thettoahich
they tell their stories.

Theoretical Perspective

The broad perspectives of sociocultural and situated approaches to undagstandi
learning and literacies inform the orientation | bring to my resear@\dd My
sociocultural approach is rooted in Vygotsky's (1962; 1978) work, a magoretiof
which argues that social interaction plays a fundamental role iriigarhalso draw on
Lave and Wenger's (1991) concept of the situatedness of learning, wipblagires
“comprehensive understanding involving the whole person” and learning as a social
process of engaging in activity “in and with the world” as the learnete#ineing, and
“the world mutually constitute each other” (p. 33). In this way, learning is both
contextualized in and develops out of social interaction. Similarlkrnavdedge the
situatedness of literacies, as do others (Barton, 2007; Gee, 2004; 2008; Heath, 1983;

Lankshear & Knobel, 2007), to recognize that literacy practices imftuand are
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influenced by the contexts in which they occur. As Barton says, "thereds@avay of
reading and writing, there is not one set of practices" (2007, p. 37).

As with the other studies presented in this collection, | use Gee's (200dity
space” as a framework for making sens&WH Gee puts forward his notion of a
“paradigmatic” affinity space by presenting how eleven distinctifeatare visible
within a particular gaming site (see Duncan & Hayes, this vdluimea discussion of
these features). Select elements of his affinity space theory infpranalysis of
tensions withirsWH | discuss these elements in more detail below. My work is also
informed by Ito and her colleagues (Ito, et al., 2010) who documented and theorized
youth participation in new media practices. Their work offers a lensierstanding
the potentially different motives participants have for being irsgaee. In what
follows, | outline how affinity space theory and genres of participattonét al., 2010)
apply to this analysis.

Affinity Spaces

Affinity spaces (Gee, 2004) are characterized as sites of inftearaing where
“newbies and masters and everyone else” interact around a “common endpa86}” (
It is this common endeavor, Gee argues, that provides the unity in an affexty, 10t a
need for shared geography, age, or other social factors. This contentitie thtzdred
affinity is the cohesive element in an online affinity space is drteciay analysis of
SWH A shared interest ifihe Simgames and more specifically 8imsfan fiction-
related practices seems to bring participan®wWiH However, as a participant’s interest
in Simsfan fiction wanes and an increased focus on socializing occurs, impi&io

the cohesiveness of the space become apparent.

" Refers to Duncan, S.C. & Hayes, E.R. (forthcoming). Introduchiem literacies in
videogame affinity spaceS.C. Duncan & E.R. Hayes (Eds.), New York: Peter Lang.
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Another critical element in defining an online fan community as an affipiace
(Gee, 2004) is the opportunity to engage in “different forms and routegitmpgadion”
(p. 87). As such, affinity spaces provide “powerful opportunities for learnbegause
people can participate in various ways according to their skills andstg&fJenkins,
2006a, p. 177). These diverse types of participation are avails®Wth Yet, as |
describe in my analysis, such diversity of participation can be a souergsafn in an
online fan community. When people do not take up an available form of participation, o
when the members perceive that the community favors one form of participegion
another, these tensions have implications for the practices of & spa

One final theoretical element relevant to my analysiSWHis leadership.
According to Gee (2004), leadership in an affinity space is “porous” anddemaeseen
as resources, not bosses. Leaders “don’t and can't order people around” (fhh@h T
not the only type of leader BWH moderators do have a leadership role that does and
can permit them to “boss” members around. Such regulation of the spacensd poi
tension among members. Of interest to my analysis are the ways mengutistee
moderators who order them around. Gee’s affinity space theory, parjidbiese
elements, helps me make sense of how the people and practiceSSiHoontribute to
and negotiate the tensions in the space.
Genres of Participation

Finally, as Gee’s (2004) theory of affinity space does little to addispects of
socializing and its role as a motivating factor for participation imerdommunities, |
looked to the work of Ito and her colleagues (Ito, et al., 2010). Their DigitathY
Project, a collection of ethnographic studies of youth engagement wital diedia,
offers means for conceptualizing the social media and digital pracifcyouth by

offering insights into two genres of participation in which youth engaigedship-
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driven and interest-driven. Friendship-driven genres of participatios \&es to make
sense of the practices within peer groups that encourage young people to ewigits i
media, such as MySpace.com and other online sites where youth gather. These
friendship-driven practices focus on the socializing reasons for enpaginese spaces.
Interest-driven genres of participation, on the other hand, connect well vath iG&tion
of a shared affinity that brings people together in online communit@sasSWH
Through these interest-driven practices, youth engage with others whatshiare
interests, and such spaces transcend geographical and age-related émuitdeet al's
notion of genres of participation offers a way to make senS&\ias a space where
socializing (i.e. friendship-driven genres of participation) &mdsfan fiction (i.e.
interest-driven genres of participation) coexist side-by-sidewivig the tensions within
SWHthrough the lens of these genres of participation helps to shed light ondtsediv
reasons why people spend time in these online fan spaces.

To summarize, | come to this researcls®Hwith an orientation toward
viewing learning and literacies as situated and socioculturaégses. | use Gee’s
(2004) affinity space theory to make sense of the organization of anit@sasithin
SWH lto, et al's (2010) work with genres of participation supplements that thethra
perspective for understanding the varied motivations people have fgieggnSWH
Together, these theoretical lenses provide conceptual tools fgriagaensions
betweerSWHmembers when their participation focuses on more than an affinity for
Simsfan fiction.

Methods
Research Context
My interests in adolescents’ out-of-school literacy practices and vatamg, in

particularThe Simseries of games, led me to explore a variety of online spaces in which
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adolescents engage in sharing tisimscreations. In my exploration of the numerous
sites devoted to these practices, | discov&liHin August 2008.SWHis an online fan
site maintained and operated by adolescent fans, in which mé&mbers discussion

forum platform (ProBoard for a variety of activities around writing and sharBigns

fan fiction. The space began as a small Yah@rbup ofThe Simgans in 2005, and
quickly became a popular fan site feimsrelated writing. By May 201GWHhad

more than 12,000 members who had contributed more than 665,000 posts on more than
31,000 different topics organized into 22 forums and 72 sub-boards. To support
members’ production ddimsfan fiction, the forums include tips for overcoming writer’s
block, a classified section in which writers can solicit proof-readetsallaborators,

links to The Simgustom content available for download, and tutorials with tips about
practices such as photo editingWHis a space for writers to post linksSonsfan

fiction for readers’ enjoyment and feedback. However, the space atsinsdiorums

not directly related t&imsfan fiction, including aNriters Loungdor posting norSims
poetry and prose, along withGhit Chatforum. Participants in the space take on the role
of member or moderator. | describe each in more detail below.

In December 2008, a member started a thread titled “Is the Hangout...The
Hangout?” sparking a discussion of the site’s purpose. This post geh@8ateplies and
continued into June 2009. In this thread, membe&/@flengaged in a discussion of the
purpose of the website, aired grievances, and talked about future dsdotitime space.
Members looked back to a time they called “The Golden Age,” describingritideal

time in SWHs existence, saying, “Thatsi€] when | made my closest friendsS\(VH

® Though Gee (2004) problematizes the notion of “membership” in his disca$sion
affinity spaces, | use the term in relatiorSiv/Hfor two reasons. First, the site uses the
term “members” to refer to those who participate in the space. Seconditethequires
interested parties to register and receive administrative apgooal account before
gaining access to the forum.
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post, January 5, 2009) and, “those days were the best. | miss all of th&RBAT
stories that had little editing and good story lin€&MHpost, March 4, 2009). By May,
the tone of the conversation turned from nostalgia to rallying support fogehdSo
instead of mourning this, why don't the few regulars that are here nowdltdggether
and try and do something about itBWHpost, May 10, 2009). The discussion in this
thread, in combination with other factors such as the releal®edbims & June 2009,
initiated a “revamp” of the site, which | further discuss in the findingsse

Members. On any given day, dozens of users log B¥gH According to the
site’s Info Center, the most users online at any one time were 196, on b&vEsn
2006. Although specific demographic data regarding members is not avdilable
reviewed member profiles to get a sense of who spends time in this spaceth&hen
join SWH members create a profile with a username and an avatar, and havéotine opt
to display such information as their gender, age, birthday, and location. Mty of
members self-identify as adolescent females who live in Austiadid)nited States or
Western Europe. Of the 100 members who have the most all-time posts (@ithd.,3
9,688 posts each as of February 28, 2010) only seven self-identify as males, asd of tho
males, none were actively posting 8wWHas of March 2010. The majority of posts
come from a relatively small percentage of the membership, suggémstingany lurk in

the space as silent observers (See Figure 7 for more information g [ststistics).
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Figure 7. Posting statistics f@8WHmembers. This bar graph includes all posts from the
site's inception in 2005 through May 12, 2010.

Moderators. In keeping with the general demographics of the space, as of May
2010, all fifteen of th&WHmoderators were females (though there was one male
moderator in the site’s past). According to their profiles, they ramgaga from 15 to
23 years old.SWHpromotes from within, periodically soliciting applications from
members interested in serving as moderators. Moderators, with titlesgbtit Helper
or Senior Staff indicated prominently on their posts, serve within the gaidea-
generators, contest managers, and order-keepers. As idea-gengvatdnsoderators
create and communicate new activities for the group and they playedal oaatm
redesigning the forums during the summer of 2009. Moderators also manage site
contests by developing rules, collecting submissions, and tallying votes to amnounc

winners. One popular contest is Hangout's Next Top Model (HNTM), a Siengybe
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contest that asks contestants to create Sims models using Bddgstibpost digitally
edited photos depicting the models in various scenarios that demonseditdtgrand
technical skills. Finally, moderators are responsible for monitosaigaed forums to
ensure that members post in the correct forum. In this order-keeper role, moderators
sometimes move posts to the appropriate forum, warn members to stay oarttuk,
threads to stop an off-topic discussion.
Research Process

This study is located in the growing body of work that uses ethnographic
methods in virtual environments (Hine, 2000; 2009). As such, | sought to make sense of
the tensions isWHby immersing myself in the space, focusing on “relationships,
activities, and understandings of those in the setting” (Hine, 2000, p. 4). Thésstody
bounded by traditional space constraints, but draws on Leander and McKim’s (2003)
conceptualization of online ethnography as a “moving, traveling pra¢ticé37). This
is especially important because shai$ugsfan fiction onSWHoften involves linking to
other websites where stories are hosted, ma&ifgia permeable and interconnected
space.

| used discourse-centered online ethnography (Androutsopoulos, 2008) to guide
data collection. | followed “practice-derived guidelines for systenadiservation” (p.
6), to examine the relationships am@\¥yHmembers and take note of the various
processes involved in creating and shaBmgsfan fiction in this space. | engaged in
repeated observations of the most active forums as well as thodith@itb no activity,

thus moving from the “core to the periphery”®#/H Following these guidelines, my

° A software tool used to create Sims that is separate fromdbe game, but was
included onThe Sims DVD.
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ethnographic observation was more than “gazing at” the artifac@@$\tt but rather an
attempt to get a “feel” for the site as a culture.

| observed and collected artifacts 8WHfor two years, tracing members’
interactions an&imsrelated creations. My repeated observation of the space helped me
identify the various “forms and routes to participation” (Gee, 2004, p.\@ilphle in
SWH | then identified potential key informants whose interactions spanfiecedt
types of participation. | followed Androutsopoulos’ (2008) “practice-derivedefinies
for contact with Internet actors” (p. 6) and contacted these membershthhaugrivate
message (PM) system &WH Eight agreed to share their insights with me. | conducted
semi-structured virtual interviews, through email or PM, to get theskenss
perspectives. | maintained “repeated and prolonged” (p. 6) contact aéthofrthem
throughout the analysis, as they continued to confirm or inform my understanding of
practices irSWH

The complete data corpus for my studysd¥H(Lammers, 2011b) includes
hundreds of pages of downloaded forum posts, moderator-created norming texts,
numerousSimsfan fiction texts, virtual interview responses, field noteswramgy my
observations, and artifacts collected, including those from a varietgludites
hyperlinked taSWHposts. For this analysis, | used the “Is the Hangout...The Hangout?”
thread as my starting point, looking for themes in the tensions exptasssembers as
they discusse8WHs purpose and future direction. Though members discussed a variety
of topics in this thread, this analytic process helped me to ideatifitfiemes in the
conversation that describe the tensiSiigHmembers felt about the practices within the
space. During this conversation, members:

e raised concerns about the prevalence of interactions unreléadgfan

fiction;
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o expressed frustration that readers posted more “fangirl” comments than
substantive feedback on creations;
e pointed to the privileging of digital image editing as creating a lack of
focus on writing;
o noted their dislike for the ways the group maintains community order,
specifically by “jumping on” those who do not follow the rules.
| returned to the data corpus to find confirming and disconfirming examples of
these themes in an effort to shed light on the tensions through provocatiydagsenr
data that both exemplified these themes and challenged me to think deepdéherout
also sought my informants’ perspectives about these themes to add depthlto what
gleaned from examining the space’s practices as an outsider (See Adpémda data
analysis sample).
Findings
| seek to make sense of the tensionS\viHby exploring the practices members
and moderators engage in (or not) as a means of contesting the asgectpate, and
its practices, with which they dispute. My analysiS@{Hpoints to two types of
findings related to understanding the relationship between praatiddsrasions: (1)
varied use of the space was a source of many of the tensions, anéh{2)nimg order in
the space was a means of negotiating those tensions. Here | presémnddiorum
threads, artifacts, and informant interviews to illustrate thetipescconstituting each
category, building a case that questions the shared and perceived poftbgespace.
Varied Use of the Space
Tensions revealed BWHmMembers who discussed the state of their group often
involved the prevalence of interactions unrelated to supporting theooredSimsfan

fiction. For instance, one member wrote, “l used to adore this forum whendbeat
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the writing. It used to be a place of brainstorming, help, and all about the"st6ki¢s
post, December 31, 2008). Practices taken up by members caused a perceived shif
focus away fronEWHbeing “about the writing.” These practices inclu@it Chat
posts, contests and activities privileging digital image ediing varied comments and
feedback orSimsfan fiction. These types of practices constituted a varied use of the
space that seem to deviate from the focus on the common endeavor of creating and
sharingSimsfan fiction in this affinity space. | discuss each of these practicesn
below.

Role of Chit Chat. Articulations of the tensions around activities unrelated to
creatingSimsfan fiction often pointed specifically ©hit Chatposts as a source of
tension, as this post indicated: “It's supposed to b@/fiter's Hangoutand the chit
chatting about random gossip...should come second&kyHpost, December 30,
2008). A quick scan of the discussion board’s home page revealed tG#ittkdnat
section was the most visited area of the site, containing more than 380,300rpast
variety of nonSimsfan fiction topics. Six sub-boards served to organize some of the
Chit Chatinto categories (See Table 3), and the remaining 350+ pages ofpasted
numerous uncategorized topics. The longest running and most repliad @hat
thread was a game called “Person above me,” in which members posted something they
knew about the person who replied before them. Replies consisted of one-liners about
where a member lived, or other tidbits such as “Likes the Simpsons” otHelaame
name as my sister.” Another popular thread was titled “Things You'd LiKeell'o
People; TAKE TWO.” It provided a space for members to articulate tivagt
presumably, cannot or will not say to someone in person. Posts included one-sided
conversations with deceased loved ones, retorts to bullies from school, eesbmxs of

unrequited love, as in the following:
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I make up lame excuses to see you, even if that means wasting mylkingtta
others so that | can burn away the minutes and seconds until you come.
And, most of the time, you doS{VHpost, November 18, 2008)

Table 3

Chit Chat Forum Boards

Sub-board Name Topics Posts Description

The Creativity 730 5624 “Are you a poet? A song writer? Or do

Wing you have a literary skill you'd like to
show. Come to the creativity wing!”

The Entertainment 573 42074 “Please place any topics about TV,

Area movies, actors, music and other
entertainment subjects on this board.”

Games, Quizzes, 1053 105075 “Please place any games, quizzes, jokes

Jokes & Randomness and anything of the sort in this board.”

House Party 123 1287 “Got something to celebrate? Post it
here!”

Relationships, 888 8417 “Need to vent about relationships at

Relationships, home, work or school? Post about it

Relationships here.”

Polls 1136 37763 “Here you can find various polls

concerninglhe Sims 2and other stuff.”

Note. As of May 12, 2010.

With more than half of all the activity @WHoccurring around topics such as

relationships, school projects, and quizzes to determine “What flavtawtbpaste are

you,” it begged the questions: How did all of t@ikit Chatcontribute to the affinity

space? What connection, if any, did it have to the practices around creatingramgl sh

Simsfan fiction? As evidenced by the replies to discussiorSWHhand responses of

study informants, there were no consistent answers to these questiordf. tligne

moderators shared these thoughts abouttheChatboard: “Our members shouldn't
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post only there. We have several new ones who join just to post in the fiamesd
venting section, and nothing in tBémssections. It's disheartening” (Pamela, personal
communication, April 3, 2010). On the other han8jrasfan fiction writer with three
series-in-progress posted$WWHs story threads had this to say abGhit Chat

I think that theHangoutneeds the section because there are so many writers, and

to create a community, you need to get people toge@iat. Chatgives the

Hangouta place where members become more than just random stories, but they

become real people. (Angela, personal communication, April 3, 2010)
Another writer echoed this sentiment saying, “I think thaiGh# Chatsection is very
important. It's where you meet peopl€hit Chatallows you to meet people who have
the same interests and opinions as you” (Eleanor, personal communicatioh, Apr
2010).

As a place for members to “become real peofildjt Chatserved an important
role in SWHby providing a space for members to socialize and “meet people.” The
tension remained because some, like Pamela, found it “disheartening’hvemebers
only posted irChit Chat Yet, there were members who contested this moderator’s
intentions by doing just that. As they were unrelated to creating andg8arisfan
fiction, practices within th€hit Chatforum constituted a use of the space that varied
from a singular focus on the common endeavor of this affinity space.

The pressure to “frankenstein.” Other sources of tension 8WHwere
practices in the space that contributed to the group’s perceivéthdoifus from the
written literacies oSimsfan fiction to the digital image literacies. One member said, “I
do miss how simple everything used to be. When it was cool to just upload aednedi
picture” (SWHpost, December 31, 2008). Another agreed, saying, “DoBimsstory

used to be fun for me until | felt pressured to spend hours and hours on the .piChaes
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just sucked the fun right out of itS{WVHpost, January 9, 2009). Members pointed to a
specific moment in time when this shift occurred. It was,

...during the second season of HNTM [Hangout's Next Top Model] when

[name] turned in a picture that she had ‘frankensteined’ together (though nobody

called it that). Everyone was astonished at the concept... (using mphips to

make one pose? wha-?). And now look at Flickr. It's considered odd if you don't

edit a photo up the wazooS\(VHpost, December 30, 2008)

The practice dubbed “frankensteining” (or “franking”) involved using aaligi
image editing software, such as AdBiRhotoshof, to piece together a Sims character
image with parts from multiple photos. Since the time franking figs¢amed during the
HNTM contest, many members adopted the practice as a means to e@irtiseinto
poses not easily achieved or impossible within the game. Other poputialridigge
editing involved drawing hair on Sims to create the look of real hair atidgeiti
background scenery unavailable in the game.

Various contests 08WH even those claiming to encourage writing literacies,
reinforced the emphasis on digital image editing. For example, #wefarl The Big
Day, a contest in which members documented the relationship of a Sims couople f
their first date through their honeymoon, stated that it was a contpkaeizing “not
only photography but story tellingSiWHpost, August 15, 2008). Over the course of
nine rounds, contestants submitted entries that included photos of theinowgleus
scenarios, such as meeting the in-laws, accompanied by a descriptiveeaithts
balance between written and visual literacies broke down when thetcorganizer
awarded the highest ranked semi-finalist special editing eged for her entry in the
final round of competition. In announcing the award, she said, “You are allowed to
frankenstein, and draw hair and clothes in your entry for the finals! Good job, and good

luck” (SWHpost, July 22, 2009). Franking gave this contestant an advantage in the

image aspect of the entry, and she went on to win the contest.
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Images were an important aspect of the multim&itakfan fiction thatSWH
members created. Tensions arosB\iviHaround the pressure to focus more energy on
editing these images than on constructing the narrativ@isrisfan fiction. One member
described this tension by saying, “People were editing in stories, buthafteliscovery’
of franking and simposing for contests, doors were opened for more and more people to
try it minus the writing” SWHpost, December 31, 2008). Authors who poste8\iii
felt this pressure to create images that met the communityisstagdards, as Angela
stated:

The writing part of the stories is really fun, at least for me...Howelierimage

editing part is really tedious. A lot of people won't read a story that hiag aw

picture quality, as sad as that is, so most authors do feel like they have to edi
their Simspictures to perfection, which takes hours. (personal communication,

April 15, 2010)

Pushing to achiev8WHs high standards of digital image editing 8imsfan fiction
creation was a form of participation taken up by some members of the spacseated
by others.

Not all feedback is created equal Another tension present 8WHwas a
concern that members were not receiving quality feedback orSingifan fiction or
story ideas. One member described this tension by saying, “Since most ppopt just
fangirl and post nonsense ("OMG, lyk ur story iz so original!!!!), | don't krfqyedple
actually want a critique or notSWHpost, December 31, 2008). This sentiment echoed
throughout the “Is the Hangout...The Hangout?” discussion:

What's the point of posting your story ideas if people read your post but don't

bother to answer, or if they don't post anything useful? ...Gibberish posts or

posts with textspeak are incredibly annoying, and many writers prefer

constructive criticism to people just drooling over their stories atterilag
them. SWHpost, April 17, 2009)
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These comments pointed to varied practices and expectations around primadivack
on Simsfan fiction posted irsWH
A review of several story threads wittWHrevealed that while readers’ posts
varied, they generally contained some combination of these four types mwiecdsn (1)
admiration, (2) fangirl practices, (3) references to the reméagagement with
characters and/or the storyline, and, most rarely, (4) constructiiegsanit While some
readers may have posted a comment that discretely represented typgieore often
readers’ posts included a combination, as in this example:
Ok let me say | love it. Zach -- yum, yum, yum. | like him a lot. Helhnas t
good guy, bad guy thing working for him. | kind of like that she didn't get the
dream part, it seems more real and | am sure you have some twists inrstisre f
| did spot a few spelling errors, but overall the story was very webenritl
look forward to chapter 2.SWHpost, January 31, 2006)
This response expressed admiration for the story (“Ok let meleag it.”), a fangirl
statement about the male character (“Zach — yum, yum, yum.")enefeto the
characters and the plot, and some criticism about spelling errors.
Tensions arose around the fangirl behaviors and the purposes they seleed in t
space. What exactly were fangirl practices and why were they agpoémsion in
SWH? A moderator informant described them to me this way:
“Fan girl” comments, would be comments that don't particularly serve a great
purpose. They're usually like “OMG boy A was so hot. This whole series is
super amazing. And hot! Like omg!” They're usually very childish and bias[ed
in the sense that even if the story is not very well written, theylkal over the
creator just because they're friends or if it's of a certaien afiereotypical,
genre. (Pamela, personal communication March 20, 2010)
However, fangirl practices did serve an important role in the sp#uey helped

to motivate the authors as they continued to pro&iresfan fiction for their ‘fans.” One

informant said, “They [fangirls] can be very loyal and they usually dayd leave a
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review, even if it's not the sort of review you're looking for” (Eleanor,qrexs
communication March 21, 2010). When asked to elaborate, Eleanor explained:
Receiving “fangirl” comments isn't really that bad. It's a bit réipetand
sometimes you want something a little more than what they have to say, but at
the same time it's nice having some people who consistently leavevimes.
It's also nice knowing that someone is reading your story. (personal
communication, March 23, 2010)
Another author told me that fangirl comments are “nice although I'm sureceeery
would much rather see what the fan thought was amazing about the story” (Eveapers
communication, March 21, 2010). From the perspective of these informants, the varied
forms of reader feedback postedSWHcontributed to their practices of creating and
sharingSimsfan fiction in the space.
Affinity spaces allow for multiple forms and routes to participatioag(004).
Members use the space in varied ways, taking up those practices whicppesa to
their interests, and ignoring those that do not. In the ce8@/bf the name of the site
bore witness t&imswriting as the intended affinity for which members may be drawn to
the space. However, the language in the “About the Hangout” section of thigeweb
acknowledged it was a place for more than just writing:
Despite our specific name, we have also expanded into other areas with an
extensive database on custom content sites, photoediting tutorialstijgsuared
tricks, name dictionaries, and much much more. ...Whether you are a writer, an
aspiring writer or just someone who wants to chat with ddinatovers, join our
forum. (http://www.sims2writershangout.com/about/)
My analysis indicates such varied use of the space caused tespiecially when the
practices did not seem to align with the shared purpose of creating aimg Sasfan

fiction. When examined as a means of contesting the practices members do not agree

with, this varied participation takes on new meaning.
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Maintaining Order in the Space

Another category of practices revealed by my analysg/@Hillustrated how
members negotiated tensions by attempting to maintain order in the spackceBr
taken up by the moderators, and some members, served to police the space and
encouraged adherence to social norms, sometimes to an extreme, as hdgqubst:t
“Things have gotten so bad here that I'm scared about whatevenjipés just in case |
get yelled at or humiliated'SWHpost, January, 14, 2009). Maintaining ordeb¥WH
involved practices to reinforce established rules, open discussidres sifite of the
space, interventions to change the structure and practices $Mtihand when all else
failed, disengagement. Through these pract8®#imoderators sought to maintain
order within the space.

Rules and other norming practices. Moderators and members alike took up
practices that encouraged adherence to community norms. The importance p§riormi
SWHwas presented to new members from the beginning, as a part of the Welcome
Message: “Not sure where to begin? Check out ‘Finding Your Way,’ yourabffjaide
to The Sims 2 Writer's HangauDon't forget to be a responsible member and read the
rules!” (SWHpost, April 14, 2006). In addition to this introduction to the norms, each of
the individual forums, and most of the sub-boards, had a moderator-creatécgneost
pinned to the top spot within that area. These posts explained thebmlgsviat should
and should not be posted in that are8WH As was noted in a few replies in “Is the
Hangout...The Hangout?” members who failed to follow the rules set thexmsgivfor
visible correction by the community: “As soon as someone makes a double post or
makes a thread in the wrong place, they will get jumped ®WHpost, December 31,
2008). Though policing seeks to mitigate tension by establishing norms, it also

discourages some from participating.
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Maintaining order was also practicedSkVHs story threads, which contained
examples of moderators stepping in to admonish members who post off-tog@s.repli
For example, in a thread designated for discussing one author’'s vamparecasims
fan fiction series, one reply about recycling batteries in honor of Eagtk\8kt off a
string of policing replies from moderators and members alike. Thesesrgluded this
from a member, “Okay, but ngif] to hurt you but | think you should read the rules
before double posting or staying off-topic, so you won't get banned or anytBWg (
post, April 22, 2008). Then a moderator stepped in to say, “If you want to talk about
Earth Day, make a thread in the CHIT CHAT board, not in someone's steag thfhis
is bordering on absurd, and highly disrespectiidke this as a warning. Don't let this
happen agairi (emphasis in originalSWHpost, April 22, 2008).

Yet, members found ways to contest such policing. For exam@let &hat
thread titled “Things You'd Like To Tell People” was locked by a modevétorwrote,
“I'm locking this thread. You guys need to stay on topic and not turn this into your
personal chit chat thread3\(\WHpost, November 18, 2008). Within minutes, a second
iteration of the thread emerged as “Things You'd Like To Tell PedplEE TWO.”

The member who started this thread began by posting, “Cuz the other one got locked
despite most of the posts that weren't totally on topic only being half off toSIHALL
START WITH SOMETHING | ALREADY POSTED ON THE LOCKED ONE'SWH
post, November 18, 2008).

Responses from study informants indicated that moderators performed an
important function irSWHby maintaining order through policing. Specifically, one
noted that off-topic posts to a story thread bumped, or moved, the threaddp tifiehe

forum list:
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I mean you see a story board that keeps getting bumped up not because it's a
good story, but just because a couple of members on there are deep in a
conversation about | dunno, monkeys or something >.< Kind of defeats the
purpose of the thread and overshadows other peoples’ stories that get pushed
aside as a result. (Eastwood, personal communication, April 21, 2010)
In preventing such bumping in the story threads, moderators helped to ensSimthat
fan fictions did not get unfairly “pushed aside.”
On the other hand, informants also noted that sometimes moderators took
policing to an extreme, as Eve explained:
Even though | do agree there is a need to keep on topic | believe that some
moderators took the off topic rule a little too seriously to the poinifthat
someone wrote one sentence off topic then the thread would be locked and |
think that using their power to that point isn’'t right. (personal camaation,
April 25, 2010)
As we see here, whereas moderators negotiate tensions through policiicgpthat
encourage adherence to norms, members negotiate tensions by ptiaatj@gimes,
circumnavigate these norms.
Discussing ideas.Another practice members used to negotiate tensions was to
open threads for discussion about the practices and direction of the comminaisg T
conversations served as an opportunity for members to bring up and debate time ways
which members and moderators interacted in the forums. They provided an open space
for members to engage in a dialog ab®WHand to contest the practices with which
they did not agree.
One such discussion occurred when Pamela posted a threadSittesi(2)
Writers HangoutWhat do you want to see?” She did this after she was appointed a
senior moderator, and engadg®d/Hmembers by sayingThe Hangouts a forum for
collective ideas and working together. Therefore, if you have an ideacfange,

addition, etc, post it"§WHpost, June 5, 2009). This invitation to contribute received 84

replies that echoed those in the “Is the Hangout...The Hangout?” threal belgeEn six
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months earlier. Members asked for activities that encouraged andtsdppdting
literacies, as in this suggestion: “I'd definitely like to seeca$ on writing...There

could be a board for people needing help with writing a storytierSim®r posting
Simsstories, a board for proofreading and critiques of writif@/VHpost, June 5, 2009).
In addition to suggesting new boards that focused on writing, members askeiifor w
contests, reiterating the tension felt regard@vgHs contests encouraging image editing.
For example, one member wrote:

Future contests = more writing-oriented. | believe right around HNTM3 was

when the writing aspect of this board began to go downhill. After thatrtexke

like almost none of the contests had anything to do with writing, or even

storytelling. It became all about modeling/editin@WHpost, June 9, 2009)

A final writing-related suggestion that appeared repeatedly in tlugssi®on involved
collaborative writing exercises: “Perhaps we should try and think of gooo@ writing
exercises that we can all join in together, which could help return some @friimunity
feeling” (SWHpost, June 29, 2009). Throughout this discussion, Pamela thanked
everyone for contributing and in the final post she said, “I'm not sure wiedrahgout
will go in the future, and I'm not sure if all of these eventual changebnmd it back to
tip top shape, but we won't let it go down without a huge figh#WHpost, August 8,
2009).

A similar discussion began at the close of 2009, &WWHhad undergone its
“revamp” that attempted to address many of the suggestions from preglmtesl
Another moderator posted a thread titleSinis Writers Hangoutdeas, Anyone?” which
garnered 35 replies. Again, respondents expressed similar ideas foagimguwriting
literacies: “We could have a weekly writing contest. Examples of idedisis: draw

people in with one line, describe a character/setting, write a shor{stmud be from

1,000-1,500 words), enticing story nameSWHpost, December 6, 2009). However, in
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this conversation, one of the moderators countered these ideas by exprassiatioi
at the membership’s lack of participation in such activities. She wrote |d§h#hing |
want to do is shut down ideas, however, before we can take the time to la&nch t
mentioned ideas, [the writing activities we already have] should takiestff(SWH
post, December 6, 2009). This same moderator came back later in the alistussi
reiterate her frustration:

We tried the revamp; we tried new ideas; we tried a lot of things however

seems like nothing we’'ve done has worked so far. Everyone is responsible for

them self and where they choose to post...No one can make you post in a place

you don’t want to. $WHpost, December 13, 2009)

These discussions are a form of negotiation in which members and moderators
open a space to debate the practicéSVH On the one hand, these debates are
activities that may be rewarding to members. On the other hand, such atiomersan
be read as an indication of a lack of shared purpose as they reveal ithestesithin the
space. As seen in the excerpts from these discussions and the other fineeg$ed on
the varied use of the space, such discussions do not always lead to ocalirespbanges
in members’ practices. However, sometimes they do lead to changethes i
interventions described next.

Interventions within the space. Another form of negotiation that arose as a
response to the tensions witl8dVHwas that of intervention. At certain times in the
site’s history, moderators stepped in to intervene and make changetethated to
address the tensions and maintain the order of the space. Tkesinbdns served as
moments of self-correction in which the members and moderat&#/biturned the site
in a different direction and reshaped the space. One example of aenfitar was

found within the rules to the popular HNTM contest. Recall that this darftea

received credit (or blame) for encouraging increased emphasis on idigitg editing.
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During the first iteration of this contest, the rules included thersent, “Photo-editing
is allowed but this is not a photoedit competitioBY{Hpost, December 27, 2005). A
similar line in the rules for the fourth season of HNTM read, “Phdttrg is allowed —
but it will not be necessary for all rounds — this is not a photo editing coitestever if
you need help don’t be afraid to asWHpost, April 14, 2010). Thus, in the fourth
iteration of HNTM, a contestant was encouraged to seek help with photmedihis
rule change served as an intervention designed to maintain osMHn It did this by
attempting to correct the community’s tension regarding the pedcieas on digital
image editing.

In fall 2009,SWHmoderators initiated a “revamp” to negotiate tensions in the
space at the time, including the releas&lod Sims & few months earlier. In late
September 2009, many of the forums were unavailable as staff members worled@ to m
changes to the space in response to the concerns members raisdueitddagout... The
Hangout?” and other discussions about the purpoS&¥i This revamp involved
multiple interventions, including reorganizing the space, removing unusadgpand
adding new forums for writing arithe Sims 3elated activities. On October 4, 2009, the
site re-appeared, sporting a new look with a member-created, communybeoiger
and many new forums. The site’s name also changedThengims 2 Writers’ Hangaut
dropping the “2” to indicate that it was a space for Bdta Sims andThe Sims 3
writing. A moderator announced the “revival” of the space with a ptext tithe
HangoutReturns!” detailing the changes and proclaiming $\&Hwas “back and better
than ever” §WHpost, October 4, 2009).

This dramatic intervention was a critical moment when the tess&ached a
level that warranted suspending the site for a short time to allowtéheaderators to

make structural changes to the space. Their efforts were desigmérdrize tensions,
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encourage increased participation among members, and weldten&ims Players to
the site.

Forms of disengagement.A final means of negotiatingWHSs tensions was
evident when members disengaged from the space. This disengagement took tife f
non-participation in certain activities or, in more extreme cases, memela®ing the site
altogether.

As | already noted, tensions existed around the writing-related astivitsdVH
Moderators did attempt to encourage writing through a variety of esivbut these
activities received little attention from the members who contélseadexistence in the
space by ignoring them: “Writing contests fail to get hardly any menmb@aticipate”
(SWHpost, January 9, 2009). For example, in 2008, one moderator created a role-play
forum, in which members were to use creative writing, but no pictures, to depict
characters engaging in a fictional boarding school setting. This forumquick
disappeared within weeks when it became clear that few members weaipgiang.
Similarly, little attention was paid to an activity called “What’s gtory” in which
members were asked to write a creative story to explain a moderated-pbsto from
The Sims 2 The activity explanation and inaugural image was posted on October 5,
2009. For more than two months, the post remained unanswered until six members
engaged in the activity in December 2009. There was never another imagktpost
encourage more writing and the thread remained inactive aftersitasembers posted.

Another way that members negotiated the tensions watiktlwas by choosing
to leave the space altogether. Though some did so silently, there was aytehdang
the Hangout thread” c8WHthat gave members a place to announce their departure.
Posts in this thread offered glimpses into the reasons that some chesngagdge. Some

expressed their disinterest wiiiimsfan fiction writing, “I just want to playrhe Sims
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normally to be honest - no custom content, no stories just game B§iost, January
12, 2008). Others pointed to the lack of writing focus on the site as th&nreas
leaving, “TheHangoutreally isn't what it used to be. I'm finding it to be flooded by this
random mass of people who seem less than interested in writifige @imdor that
matter” (December 21, 2008). One member’s farewell post pointed spkyifecher

time spent in th€hit Chatforum as a reason for leaving:

I haven't been posting that much, and it seems like I'm limiting those pakis t

very board Chit Chal, instead of the ones relatedftbe Sims 2 Maybe it's

because | don't really look at tRiangoutas aSims Zorum anymore; it's

becoming just a place to chat for m&WHpost, December 29, 2008)

Study informants also referred to this idea of disengagement as an option
members had for contesting practices they did not agree with. When asked abou
members who expressed frustration about practicB®MH one informant said, “If they
have a problem with how this website is then they should just make thei{zamah,
personal communication, April 14, 2010). While such a statement was nevdy direc
posted within the space, the sentiment may have been felt by those who chose to
disengage and take their fandom elsewhere. Given the numerous fan sited tiehvhe
Sims members certainly had options other tB&H including postingsimsfan fiction
to their own blogs and websites, as Zahrah suggested.

Discussion

This analysis of tensions reveals ways in wtsskHpractices support Gee’s
(2004) affinity space theory, thus providing another example of this theawgtion in a
game-based online fan site. The analysis also reveals waygdting ithinsufficient to

describe and make sense of all the tensio®Wii thus providing an opportunity for

expanding our understanding of affinity spaces.
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As an illustrative example of an affinity spa8&VHis a site in which members
engage in “different forms and routes to participation” (Gee, 2004, p. 8/nb&te can
choose the route of author wherein they create and Sivasan fiction for other
members to read. Within this form of participation, authors take up thosigsabat
most appeal to them. Some develop an interest in digital image editing and may
incorporate community-encouraged practices, such as frankensteirengatace their
creations. Authors may choose to focus more on written literacies, and dewetop
expertise by engaging in some of the writing activities sponsor&\ty Besides the
authoring role, moderating exists as a role others take up, whereimtiggedn
practices around maintaining order in the space. Numerous other formsapbgigon,
such as competing contests and commentingimsfan fiction, are available to é8WH
members. By engaging in such varied participat8¥#WHmembers tap into an affinity
space organized aroufgimsfan fiction that expands their game play well beyond what is
available inThe Simglame design.

In addition to exemplifying an affinity space, some practices wihifHpush us
beyond Gee’s theory to make sense of the whole space. This analysigemheoms
varied use oSEWHresults in tension as members engage in activities that do raitydire
contribute to the common endeavor of creating and sh&ringfan fiction. For
example, as we have seen, postingit Chatdoes not directly contribute to members’
creation or sharing d@imsfan fiction. Nevertheless, it is a significant practice
constituting extensive amounts of member participation. Nothing in thetyaHace
theory helps us to make senseCiit Chat which comprises more than half of all posts
in SWH None of Gee’s (2004) elements of an affinity space address such sugializ
disconnected from the common endeavor of the space. However, the prevatehite of

Chatpushed me to understand its purpos8\WH | believe thaChit Chatappeals to the
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friendship-driven genres of participation (lto, et al., 201@3\WHmembers and adds
depth to their experiences within the si@hit Chatposts, as socializing, are a form of
“hanging out” in which young people interact in seemingly off-topic conversati The
availability of such conversations motivates members toSisiHand engage in the
forums. To understand these spaces more completely, | propose drawing fraonkthe w
of Ito et al to account for the important role socializing plays in motiggieople to
participate in online fan sites. While the “common endeavor” (Gee, 2004estiés as
a primary and/or initial draw to the space, members clearly Wdlaesims Writers’
Hangoutas a space for “hanging out” (Ito, et al., 2010). As such, there are multiple
affinities bringing members to a site li&H blurring boundaries between friendship-
and interest-driven genres of participation. Online communities need td tppeth
genres of participation, rather than remaining singularly focused only @otf®on
endeavor of the affinity space. After all, what is a spacellileeHangoufor, if not for
hanging out?

Another way this analysis of tensions witl8kVHcalls for an expansion of our
notion of affinity space centers on leadership. Moderators, and theinggdiractices,
distinguishSWHas an affinity space unlike the “paradigmatic” ideal presented by Gee
(2004, p. 85). On one hand, these leaders help to establish norms that offersnemb
guidance for how to be in this space. On the other hand, the ways moderators take up
disciplinary roles runs counter to the leadership roles thatliSeesses as being a part of
affinity spaces. Leaders BMWHdo “order people around” (p. 87) in ways not expressly
articulated by Gee. They lock threads containing off-topic posts anddhegt
members who are not following the rules. These practices also seessaryao
maintain order il5WH | believe we can gain further insight into these practices by

drawing on Bernstein’s (1996) model of “pedagogic discourse” to expand our
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understanding of leadership practices in affinity spaces. His manlétips general
principles for understanding how knowledge is transformed into pedagogic
communication. With this model, policing practices and rules posted by moderator
serve as the regulative discourse that “creates order, re|aimh&entity” (p. 46) in the
space (Lammers, 2011a). Moderators engage in a regulative distairsedates the
rules of social order" (Bernstein, 1996, p. 485WH without which members may not
be able to take full advantage of the resources available for creatirgharingSimsfan
fiction. Thus, the moderators, through ordering people around, support the “common
endeavor” of the affinity space (Gee, 2004).

In closing, this analysis @WHadvances our understanding of literacies and
learning in informal contexts by helping to create a more complete padtthie complex
nature of participation in online affinity spaces. It does so by focusing aoreresd
how they are negotiated to reveal practices that indicate a laitigafas, shared focus
on creating and sharir§jmsfan fiction among members. Young people are spending
increasingly more time creating and sharing content online, thus ipestamt for
literacy researchers to look for ways that participation in onlineitgfEpaces expands
what we know about literacy and learning theories. Though Gee’s affinitg Hpeory
(2004) served as a useful lens to make senS&¥W it was equally important that my
analysis made visible the practices not accounted for in the thBecause online
environments continue to evolve and change, continued research into the evagest
and learning shape and are shaped by these spaces needs to evolve. We ougireto do m
than just document how existing theories are reflected in online environmeatsealy
to look for ways to expand our theories to account for the “new” literaciegdéngame

affinity spaces.
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CHAPTER 4
COLLABORATIVE LITERACIES: STUDYING SIMS FAN FICTION FRONA
DESIGN PERSPECTIVE

Adolescents spend increasing amounts of time creating and sharing content
online (Lenhart, Madden, Macgill, & Smith, 2007). In doing so, they engage in new
social practices involving reading, writing, and other modes of communicagon (
digital image sharing, social networking). Online, adolescents conrtéabtivers who
share their interests by participating in affinity spaces (Gee, 200ahinegl around
shared passions. Video games are one such interest drawing adolescentdsaaltkadul
to online affinity spaces. For exampl#e Simseries of video games attracts a diverse
group of players to numerous fan-created websites. Within these offilirity apaces,
participants learn various literacies to participate in and orgdahespace. Unlike
transmission models of traditional schooling, wherein expert teadbliver content to
novice students, literacy learning in online affinity spaces occtoagh collaboration
and meaningful activities, engaging experts and novices alike.

This study sheds light on a particular set of online literacy pesctioound
adolescents’ creating and sharlignsfan fiction. Players create multimodal texts by
combining digital images captured in the game with written text. Though numerous
websites exist around this literacy practice, my study focuséb®iBims’ Writers
Hangout(SWH, a space where members, primarily adolescents and young adults, use
discussion forums for a variety of activities to support writing andrep&imsfan

fiction. The purpose of this study is to explore the literacies one adaldemale uses

% Manuscript accepted for publicationlitternational Journal of Gaming and
Computer-Mediated Simulations.
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to participate irSWH and to understand how such participation shapeSitresfan
fiction.
Background

To provide background for my study, | begin by definBimsfan fiction. | then
situate my project within the broader context of fan fiction researghligiiting specific
studies of adolescent-created fan fiction in online environments.

What is SimsFan Fiction?

The Simseries of video games is the most popular PC game of all time, selling
more than 125 million copies worldwide by the franchise’s tenth anniveiiSArPlay
Label, 2010). A life simulation gam&he Simsnvites players to create families, design
homes, and interact in an open-ended platform appealing to a diverse population of
gamers. One key to the franchise’s success is that it encourages ayeke the
experience their own by allowing custom content, including clothing, hassael
home furnishings, to be downloaded into an individual’s game. A widespread network of
online sites exists to support this practice, where gamers share cdisimugs game
play, issue challenges, post cheat codes, and much more.

One popular gaming practice is fans’ documentation of their Sims engaged in
everyday activities (Note: | use the italicizéunswhen referring to the game and | use
Sims when referring to the characters, or avatars, in the gamellyinithe Simgame
design did not allow for this documenting, so players used other means, such as
combining screen shots with written narratives in word processing seftwaius began
a fan literacy practice of producing multimodal (Kress, 2003; Kress &tJ@a03),
hybrid (New London Group, 1996) texts combining images and words to tell stories
using Sims characters. With the releas@led Sims 21 2004, the game included a Story

Mode giving players a camera tool to take snapshots, along with albditmog tools for
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adding accompanying text. Albums could be uploaded and shared witlsottstans
worldwide through th&xchangeavailable at http://thesims2.ea.com/ (See Figure 8 for an
example). Creating stories became a popular means of plEying§ims 2and more

than 167,000 stories are posted onERehanggMay 12, 2010). With the releaseTie
Sims 3n June 2009, EA moved the story tools online, giving players access+o web
based, point-and-click design tools, including music for soundtracks anditrassi
between pages. As of May 2010, there are more than 48,000 stories availHixe on
Sims 3website.

Simsfans create stories in a variety of genres. Some create game piasut
offering tips on ways to meet Sims’ aspirations, or “modding” tutorials mstructions
for posing Sims for snapshots. Others document their Sims’ interacticstingr®ims
Life Stories. Still others create fictional stories on variedcgpncluding romance,
horror, or mysteries, using Sims to represent the characters in thgévesrtr Some
players take on larger projects, creating serialized fictistogles continuing through
numerous chapters or episodes. Finally, sBmesfans display fandom for other media
through their stories. For example, witlarry Potterinspired “fannistSimsnarratives”
(Stein, 2006, p. 255), fans create Sims to represent their favorite cranathe series
and explore their domestic lives. One popular story depicts the adolescétareytd

parents usin@he Sims
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Figure 8. Screenshot from AngeleSimsfan fiction. This is an image from tl
Exchange | altered it to remove Angela's name listechia tCreated By" fielt

| use the ternSimsfan fiction to describe the multimodal story tefjipractice o
SWHmembers. tlo so to recognize multiple types of fandom at plBirst, the tern
acknowledges that some players base their narsativeharacters from other mec
such as television shows, movies, books, animegmaor video games. The term a
honors thesimsfandom displayed by authors who select this videoeas the tool 1

tell their stories.
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Studying Fan Fiction

Fan fiction — fictional texts created “by fans about preexisting pttaracters,
and/or settings from their favorite media” (Black, 2008, p. 10) — is a popurardf
media production that began long before online communities existed to support the
practice. The earliest forms were art and fanzines createddmeediction fans in the
1930’s. Media fandom, in particular, developed in the 1960’s around the television
showsThe Man from U.N.C.L.EandStar Trek(Coppa, 2006). In one of the first
academic explorations of fan fiction, Jenkins (1992) found that fans displgir
fandom by producing stories, art, performances, songs, and movies, blurring “any clear
cut distinction between media producer and media spectator, sincesatgtsr may
potentially participate in the creation of new artworks” (p. 247).

As online fan fiction communities increase in popularity, these praatmetinue
to gain recognition as an area of research. Jenkins (2006) shared tlud Beayher, a
home-schooled teenager so inspired by howHirey Potterbooks encouraged kids to
read that she launchédthe Daily Prophetan online school newspaper for the fictional
Hogwarts, to encourage kids to write. Heather managed a global staff afhaworE00
children, who each created a fictional identity inspired by the books and prdduced
fiction news stories of the imaginary school they co-constructedmas’ (2006; 2007a;
2007b) study of two female youth engaged in collaborative, hybrid role-playinguand f
fiction shed light on how “their writing crosses a range of online and offiaees, and
extends into the production of multimodal texts” (Thomas, 2007b, p. 160). Criating
art, such as paintings, graphic novels, and fan songs, known as “FILK,” tHese g
extended their fan fiction in a manner Thomas described as mono-polymorphic,
indicative of a single narrative “[traversing] a range of medidestgenres, and time to

become a single rich and complex narrative” (p. 160).
93



Much of the research of adolescents’ online fan fiction practicesoffe
implications for literacy educators. Chandler-Olcott and Ma2@0%) sought to make
sense of two middle school girls’ fan fiction writing, to better “untdars youth culture
and make school literacy instruction more responsive to learners’ rpe@s7). Their
study of Rhiannon and Eileen’s process revealed how the girls engaged in esudiimg r
and viewing of anime, inspiring collaborative, multimodal fan fiction @weatthey
displayed on self-made webpages. The researchers argued that stotrettsiand
skills around fan fiction could be “tapped” by teachers as one way to “repcsitics
adolescents as capable literacy learners” (p. 565). RebeccasB2@85; 2007; 2008)
work also posited lessons for schools. Her ethnographic study of fanfictionldetlyie
insights into how this site allowed English language learners (Bblgrticipate in
authentic writing practices leading to increased access to andt@ffilwith identities as
English writers. Fanfiction.net afforded these ELLs access to al glob&nce of
networked readers who scaffolded language learning through peer reyimaictgng,
and learning in ways not typically available in school.

Relatively little research @imsrelated fan fiction exists. Stein’s (2006) essay
on “fannish” storytelling introduced the fan practice of creatliagry Potterinspired
narratives illustrated imhe Simsand posted on LiveJournal.com. She describedTiwv
Sims which emphasizes interactions inside the home, allowed fans to exploxetehsl
domestic lives in ways that extended the novels. Additionally, repiegHarry Potter
characters as Sims “[emphasized] the expansiveness of fan iti@giadher than the
limitations of canon, specifically overthrowing any reign of Heery Potterfilms as
canonical for characters’ physical appearances” (p. 256). In another érplaf&sims
fan fiction, Gee and Hayes (2010) juxtapos&irasfan fiction author, Alex, with

Stephenie Meyer, author of th&vilight series of vampire romance on which Alex based
94



her stories. By focusing on each author’s relationship with her fansiine @places, Gee
and Hayes illustrated how “Stephenie and Alex, as writers and readerssfmoéts and
amateurs, are closer than such types of people have ever been before). (MyL4tudy
contributes to this research by offering new insights into how one aetleabes her
participation inSWHin ways that shape h&imsfan fiction.
Theoretical Perspectives

The broad perspectives of sociocultural and situated approaches to undagstandi
learning and literacies inform the orientation | bring to my research. oblgaultural
approach is rooted in Vygotsky’s (1962; 1978) work, a major theme of whichsattate
social interaction is fundamental to learning. | also draw on Lave and Vige(id#91)
concept of situated learning, which emphasizes “comprehensive undersiandimng
the whole person” and learning as a social process of engaging in dativdhd with
the world” as the learner, the learning, and “the world mutualhgtitute each other” (p.
33). In this way, learning is both contextualized in and develops out of soeralcitmnbn.
Similarly, | acknowledge the situatedness of literacies ®a2007; Gee, 2004; 2008;
Heath, 1983; Lankshear & Knobel, 2007; Street, 1984) to recognize how literacy
practices influence and are influenced by the contexts in which tlcey. o&s Barton
says, "there is not one way of reading and writing, there is not one settafqa'a(2007,
p. 37). Informed by the New Literacy Studies (Gee, 2008; Street, 2003; 2005), my
conceptualization of literacies considers contexts beyond cogmniivpsychological
factors. | apply this theoretical perspective&sSiWHby recognizing members’ posts and
Simsfan fiction as socially-situated literacies shaping and shapedsgpécific context.
Affinity Space

Gee's (2004) “affinity space” concept serves as my framework fonmaknse

of SWHs organization. Gee characterizes affinity spaces as sites aghalftaarning
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where “newbies and masters and everyone else” interact around a “commorogndeav
(p. 85). Gee argues this common endeavor, rather than shared geography, age, or other
social factors, provides unity in an affinity space. The common endeavoingring
players tosSWHis their interest iThe Simgames, and more specifically®imsfan
fiction-related practices. Gee puts forward his notion of a “paradighadtinity space
by presenting eleven distinct features visible in such spaces. Belowainetkd three
features of particular relevance to this analysiSiofsfan fiction.

Within affinity spaces, participants have opportunities to enadetdifit forms
and routes to participation” (Gee, 2004, p. 87). Affinity spaces provide “powerful
opportunities for learning...because people can participate in variousaa@ysling to
their skills and interests” (Jenkins, 2006, p. 173yHis organized into forums catering
to different purposes related to community building, creating, and st&inmjan
fiction. Members can engage in passive participation by lurking, or viewihgeading
content without posting. Members can also actively participate by postifigtian,
critiques, and praise for others’ creations, or by serving as a cedouothers. Still
others serve leadership roles as moderators of forums and/or contestsmalhnd
routes to participation are available to membeiSWH allowing their skills and
interests to guide their engagement.

The ways “both intensive and extensive knowledge are encouraged” (Gee, 2004,
p. 85) are also relevant to this analysis. In affinity spaces, displaypeftise “are
highly variable and contingent on activity and context at any given moiidack,
2008, p. 39), thus participants may have knowledge about one aspect of Geasiam
fiction, but not others SWHencourages members to display, gain, and leverage
“intensive,” or specialized, knowledge around various aspe@sedfan fiction. For

example, posing Sims, much like in real life photography, is an importantregleine
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capturing images for these multimodal fan fictions. There are foru8ié/Hdevoted to
sharing photo-taking advice wherein members display intensive knowledgesatiyngr
tutorials, answering others’ questions, and sharing posing cheat Qidesan fiction
authors can develop their intensive knowledge from these resourcesragkethe
knowledge of others by asking experts to create photos for them. Membersplayp di
“extensive,” or broad, knowledge about story writing ahé Simss they create fan
fictions and share them for others to read. In these B&Yyslengages members in
practices that encourage displaying, gaining, and leveraging both intandiextensive
knowledge.

Finally, ways “both individual and distributed knowledge are encouraged’, (Gee
2004, p. 86) in affinity spaces informs this analysis. Participants digpa individual
knowledge by contributing to the space. While engaging in these displays] uiadli
knowledge becomes part of the distributed knowledge of the group, shaping future
interactions and creations (Black, 2007).SMWH fan fictions display one’s individual
knowledge and skills related Tine Simswriting, and oftentimes, digital image editing.
Members can also share tutorials or answer others’ questions, helpiegtmtbe
distributed knowledge available in the space. Members can tap into titeuthst
knowledge network oBWH “Such knowledge allows people to know and do more than
they could on their own” (Gee, 2004, p. 86). Together, these theoretical
conceptualizations of learning, literacy, and the organizati@Adfiform the prism
through which | view data for this analysis.

Methodology

My interests in adolescents’ out-of-school literacy practicesTardSimded me

to explore online communities where adolescents shareSinescreations. | discovered

SWH(http://similik.proboards.com/) in August 2008 and selected it as a prioeuyg dbf
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research because it is created by and for adolescents, to support theermnendesims
fan fiction writers. SWH an online discussion forum maintained and operated by its
members, began as a small YalfoBroup in 2005, and quickly outgrew that platform as
it became a popular fan site fimsrelated writing. At the time of my study, almost
five years laterSWHhad more than 12,000 members who had contributed over 665,000
posts on more than 31,000 different topics organized into 22 forums and 72 sub-boards
(May 12, 2010). The forums included tips for overcoming writer’s block, aitiss
section for writers to solicit proof-readers and collaborators, timksmscustom content
available for download, and tutorials offering help with practicel asghoto editing.
The space also contained forums not directly relat&insfan fiction, including a
Writers Loungdor posting norsimspoetry and prose, andGhit Chatforum.
Participants

While this article focuses on osmsfan fiction author, Angela (pseudonym),
she does not create her texts in isolation. To begin explaining theotisgys inform her
Simsfan fiction, | provide a general description of the members and modera@ngHn
below. The collaborative nature of participation in an online affinity spagses these
members and moderators to be peripheral participants in this study.

Members. Dozens of users log in®WHdaily. Although specific demographic
data regarding members is not available, | tried to get a sense operisgimeSWH
by reviewing profiles. Members create profiles with a username aral aaad have the
option to display demographic information including gender, age, birthday, andiocat
Many self-identify as adolescent females who live in the United Séemda, or
Western Europe. Of the 100 most prolific posters (ranging from 1,327 to 9,688 posts

each as of February 28, 2010), only seven self-identify as males. A smatitageof
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members post the majority of content, suggesting that many lurk sptte as silent
observers.

Moderators. Some members take on roles as moderators. As of May 2010, all
fifteen SWHmoderators were female (there was one male moderator in théhistety).
Moreover, for those whose profiles listed information, ages ranged from2Bytears
old. These moderators, with titles of Hangout Helper or Senior Sthfiated
prominently on their posts, serve as idea-generators, contest manadensiea-keepers.
As idea-generator§WHmoderators create and communicate new activities. They
played a central role in redesigning the forums during the summer of 2009. Malerator
also manage contests by developing rules, collecting submissions, amg) tadies to
announce the winner. Finally, moderators monitor assigned forums to ensuite that s
rules are followed. In this order-keeper role, moderators sometimes \warbars to
stay on topic, move posts to a more correct location, or lock threads to stopgamicoff-
discussion.

Angela. At the time of our interviews, Angela was a 15-year-old femalegdivi
in a rural area of the northeastern U.S. A high school freshman, Angefaris€achool
subjects were English and Science and she aspired to “teach Engissdsca well as
become a famous author down the road” (Angela, personal communication, January 25,
2010). She joine®&WHin August 2009, introducing herself by saying “I like to write
stories, so | figured I'd join. I'm [Angela]"§WHpost, August 10, 2009).

Angela remembers first watching her older brothers pley Simsand then
beginning to play when she was 11 years old. She first visitedSims Resour¢&@SR
www.thesimsresource.com), a popular fan site for custom content, with heromom t
download content for her brothers. When she received her own copg &imsshe

returned to the site “in hopes of creating prettier Sims with nicdredoskin, etc.”
99



(Angela, personal communication, January 25, 2010)T&€R she was introduced to
Simsfan fiction. Angela said she looked at the stories “just for tettypcovers at first,
and then | finally decided to check one out. It happened to be one of my favorite
stories...and it was actually the inspiration to create my own.” She pastécshSims
fan fiction, a fantasy story about a teenage boy’s struggle with his sgxaalitSRon
July 6, 2008.

In August 2009, Angela heard ab@wWHwhile readingSimsfan fiction posted
on theExchange A member had included an ad #8WHin her story and Angela
searched for the site and joined. Angela immediately created d tbremstory she was
writing and began reading others’ fan fiction while she “waited for soaheto check
out [hers]” (Angela, personal communication, February 9, 2010). Angela logged into
SWHnearly every day to vent in tléhit Chatforums and follow the progress of fan
fiction she enjoyedSWHhas been instrumental in her development as a writer because
“members actually read the stories a lot more closely and try toeallg good advice”
(Angela, personal communication, February 20, 2010). Angela learned early on tha
“The Hangoutvas serious business” when the first fan fiction she post&i\i
garnered critical reader responses. She was encouraged to “déscab#ings, don'’t
rely on the pictures to tell us what the rooms look lil@&MHpost, August 10, 2009).
She was also told, “In all honesty, | expected better from what | saw in tag ¢6WH
post, August 10, 2009). To date, she has created threads for five diffelenba&WH
She initially hosted her creations on teechangebut in December 2009, Angela created
her own website on webs.com and now hostsSiresfan fiction there.
Data Collection

My study is part of a growing body of research using ethnographic methods to

make sense of virtual environments (Baym, 2000; Black, 2008; Bury, 2005; Hine, 2000;
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2009; Rheingold, 2000). In the tradition of this work, | view the “Internet aftare
where the uses people make of the technology available to them [ispSt(idine,

2000, p. 9). |1 sought to make sens&WHby immersing myself in the space, “[using]
that experience to try to learn how life is lived there” (Hine, 2009, p. 6). In dgfihe
boundaries of my field, | drew on Leander and McKim'’s (2003) conceptualization of
online ethnography as a “moving, traveling practice” (p. 237) and thus followed
informants’Simsfan fiction-related activities wherever they led. This esgecially
important because Angela’s practices moved bet@&gH theExchangeand her own
website.

To guide my data collection, | used discourse-centered online ethnography
(Androutsopoulos, 2008) as | examined the relationships among members and took note
of the various processes involved in creating and sh&imgfan fiction inSWH
Following “practice-derived guidelines for systematic observatipn8), | mapped out
the forums iNSWHand read informational texts posted by moderators within each forum.
This gave me an initial sense of the literacy practices used througbapgéce. | then
repeatedly observed the most active forums and those with little tdivioyad read
threads with posts by the most prolific members and moderators, and then thede pos
by newer members, thus moving from the “core to the periphery” (p.®)Véf During
these observations, | read forum posts and followed hyperlinks wherever theypdmt
these ways, my ethnographic observation was more than simply gazintpatsaoin the
site, but rather an attempt to get a feelS@vHas a culture.

This initial data collection phase lasted 12 months. Based upon thesedepeate
observations i8WH | identified potential key informants, including moderators,
longtime members, popular authors, prolific posters, and new members, whose

interactions spanned different types of participation. Following Androutsogid@008)
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“practice-derived guidelines for contact with Internet actors” (pl. &ntacted
informants through the private message (PM) syste@VBR Eight agreed to
participate. To get these insiders’ perspectives, | conducted seotustd virtual
interviews, through email or PM. | customized interview questions based upon
observations of each informant’s interactions and artifacts witt\iit] and maintained
“repeated and prolonged” (p. 8) contact with most of them throughout the next 12 months
of data collection and analysis, as they continued to confirm and inform my
understanding of practices $\WH

The complete data corpus includes hundreds of pages of downloaded forum posts
and moderator-created texts, numerSimsfan fictions, interview responses from
informants, field notes capturing my observations, and artifacts taldacluding those
from websites hyperlinked t8WHposts. Data sources for this paper include Angela’s
189 posts (as of March 1, 2010), responses she received from other m&imbsfes)
fictions hosted on her website, and interview responses.
Data Analysis

Data were analyzed using New London Group’s (1996) Designs of Meaning
(DoM). A component of this seminal work to reconceptulize literacy pedagogyd
multiliteracies perspective, the DoM framework represents “that\wof literacy
pedagogy” (p- 11). This conceptual tool provided a means for analyzing literacy
practices or8WHas semiotic activities involving three elements: Availableidyess
Designing, and The Redesigned. Studying data from this semiotic perspectiected
with my data collection process, as Androutsopolous’ (2008) approachdamyse
attention on “the dynamics of communication and semiotic production within web

environments” (p. 5). The DoM framework also connected to Gee’s (200#)yaspace
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theory. For example, DoM’s emphasis on the role of Available Designsnizedghese
resources as part of the distributed knowledge of an affinity space.
Through the DoM tool, | viewed creating and sha®igsfan fiction as
progressing, though not always sequentially, through the following process:
1. Authors draw on story-telling conventions, patterns of oBwersfan
fiction, and literary elements such as genre and voice (Available
Designs).
2. Authors work on and transform these available resources, making
choices about modes of communication, to create a desired meaning
(Designing).
3. Authors create a finishegimsfan fiction product (The Redesigned).
4. Others read thiSimsfan fiction, making new meaning from the texts
(Designing).
My analysis involved tracing the development of Ange&irasfan fiction on
SWH beginning with her first mention of an idea iG@ry Ideaghread, through her
Classifiedpost requesting a proof-reader for drafts, to the continued release piétamn
chapters in &he Sims 3 Bookshapread. | also included responses she received from
other members. Each discussion board post, and materials linked thereBirtesg.,
screen shots on Photobucket.com and chapters hosted on her website), became a point i
the Design process. | categorized data according to which elen{@ng#able Designs,
Designing, and The Redesigned) the literacies represented, based on how dodderst
them, and informed by Angela’s interview responses abouihesfan fiction (See
Appendix G for a data analysis sample). Finally, | shared parts of rygsisnaith

Angela, asking her to confirm or correct it, as necessary.
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Findings

In this section, | share findings that illustrate the nature of Angelaigipation
in SWHas seen through a DoM lens. | provide examples from discussion posts,
interviews, and heBimsfan fictions that represent the Available Designs, Designing, and
The Redesigned elements of her Design process. While presented hereetes dis
elements for ease of discussion, in practice, these elements ofteppedrand
Angela’s Design process followed a messy, recursive path, rathea theat, sequential
pattern.
Available Designs

Available Designs are those Design conventions, or socially-coresirpatterns
and resources, available for use in the activities of a semiotensysthey include the
“form of discourses, styles, genres, dialects, and voices” (New Londoip,Gré®6, p.
12) people draw from to participate in any semiotic activity. As Angela ipeatic in
SWH she drew on Available Designs from multiple offline and virtual contéitese
contexts included story-writing (e.g. dialogue and character developmient), i
experiences, (e.g. inspiring her characters and plot linesjrsgame design (e.g.
Sims avatars and the Story Mode), &WH(e.g. discussion posts aBdnsfan fictions).
My analysis revealed that throughout her Design process, Angela took aysvari
Available Designs from these multiple contexts to create herSmmsfan fictions.

Offline Available Designs. Angela recruited story-writing conventions as
Available Designs for heBimsfan fictions. For those stories she told in a series of
installments, Angela often wrote a prologue and then released subseqpégrischa
modeling Available Designs she recognized from novels. She followedncedrrative

writing conventions, weaving dialogue and description together to createa dder
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Simsfan fictions contained many examples of Angela’s use of these Awalasigns,
including this excerpt:

‘You'd think I'm a comedian with the way you laugh, babe,’ | say as | shake m

head at her. | walk across the dark wooden floor to the television and turn

around, once again facing her.

Clara is still giggling, her charcoal hair falling over her shouldeshasioes so.

With the way the sunlight hits her pale skin, one could easily misiakr an

angel. To me, there is no difference. (Angekgally Dead March, 16, 2010)
She also utilized various literary techniques when creatinginesfan fictions. In
discussing one story about longtime teenage friends whose class schedoihegno |
allowed them to see each other as often, Angela wrote that she planned teasse a s
meeting place established by the characters as a central fedterdeft. She
explained, “I thought of maybe having the story start at the meeting placefewh a
flashbacks to earlier yearsS{WVHpost, August 16, 2009). Angela was mindful of the
ways in which openings needed to engage readers, without revealing too much of the
story. One technique she used was to drop readers right into the actiscenfe, as was
the case for this beginning of a story (See Figure 9). Notentlfaisiexample, Angela
applied the Available Design to both the written and visual modes of thes gagpping

the readers into a group of characters dancing with her words and thpaodieg

image.

105



Return to Last Page

Figure 9. Screenshot of the first page abensfan fiction. This image was captured on
the Exchangeand is the opening of one of Angel8isnsfan fictions.

Angela also drew on her own life experiences as Available DesignsrfSirhe
fan fictions. These resources were most visible in the charabtecsesaated and the
storylines she pursued. According to Angela, “I write mostly using teesragehe
characters for | don't want to try and sound like an adult and come up shy” (persona
communication, February 20, 2010). She recognized the importance of creating an
authentic voice and thus often wr&ensfan fiction with teens as her main characters.
Angela also drew on Available Designs from her personal experiences for plot
inspiration. Such resources included her friends’ livAgril's Mercury is actually
based on a true story about a friend of mine and her best friend” (Angetmalers
communication, March 14, 2010); her childhood dreams: “When | was younger, | always
wanted to be a figure skater. | watch it on TV sometimes and | wakimgitwhen |

decided | wanted to write about a skater;” and even her classes: “THeritlgia story
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came from one Science class in December when we were learning about heart
transplants. My teacher brought up the term ‘legally dead,” and my mind redrtdehe
story.” Through a DoM lens, these story-writing conventions and life exmues were
seen as offline resources, or Available Designs, for Angela toiréwo herSimsfan
fictions.

Virtual Available Designs. The Simgame itself provided Angela with virtual
Available Designs on which to draw while creating Sgnsfan fictions. Angela
acknowledged that some of her story ideas came directly from the fittesdaer Sims
had in the game. For example, one story “was inspired by the relationship eL&im c
have when they're adopted, have magical powers, and can't stand their nevigjéen, ..
it was all inspired by the game itself’ (Angela, personal communicaflarch 14,

2010). Another story came “from a neighborhood | was creating in the game. | wanted
to make all of the families have individual and nice houses, and thenddvanirite

about a group of teens.” The game platform also provided Angela with totddifog
shapshots and the Story Mode functionality for pairing those images withrnative to
createSimsfan fictions.

Angela’s participation irsWHgave her access to other virtual Available Designs
in the form of discussion forum posts. In order to position herself as an insider in
space when she participated, Angela needed to follow the conventions of otheFposts.
example, to announce the impending release of a story, Angela posted imeqesr
summary, character images, “spoiler,” — intriguing excerpt from thrg stand statistics
about her progress. In doing so, she applied the Available Designs ofotharg Soon
posts available 08WH To ask for the assistance of a proofreader, Angela posted the

following request in th€lassifiedforum:
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Hey guys. I'm looking for a proofreader for my new sttfrY,ou Leave Just a

few requirements.

1. Know your stuff, like grammar and whatnot.

2. Be reliable.

3. Color code the changes, just so | know what | did wrong.

4. Be able to get at least the prologue back to me witlorweeks

Oh, btw, | have the story saved in one document and | only need the prologue

and the first chapter proofread. It's fine if you send them back one at a ime. I

like two proofreaders. (emphasis in origir{/Hpost, October 9, 2009)

This post exemplified the conventions of other request poS#/id Before making
requests, Angela acknowledged that she “read the rules of the boardsyptefize each
and read so many different request threads by members...it was helgfad tohmat
others had said” (personal communication, February 20, 2010).

Finally, otherSimsfan fictions served as resources for Angela. For example, she
recalled the influence of the first story she read 8Rsaying, “It happened to be one of
my favorite stories for about a year after I'd first looked atnit} it was actually the
inspiration to create my own” (Angela, personal communication, January 25, 2010).
Angela also noted her appreciation of what she called “pretty covershertamnsfan
fictions. She drew on this Available Design, as evidenced by her own coggsma
which included digitally edite@imssnapshots and stylized titles (See Figure 10). This
analysis mad&he Simwideo game platform, th®WHdiscussion posts, and othe&ms

fan fictions visible as virtual Available Designs for Angela tetap in her Design

process.
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Figure 10. Angela's cover fokegally Dead Angela created this cover by digitally
editing images of'he Simgharacters from her story with text and the heart image.

Designing
Design, according to the New London Group (1996), is an iterative process of
meaning-making involving “re-presentation and recontextualization” (pofltBe
Available Designs in a given context. Designing is the work a readeey vantlistener
does to make meaning in a semiotic activity. Angela’s Designing aRiomsdan fiction
took place outside of and withBMWH Her Design work outside &WHincluded
writing stories, capturing and editing images, and uploading to her websitiein BiVH
Angela engaged in Designing as she solicited, and then responded to, feedback from
other members and requested various contributions from experts in ¢tlee spa
Designing outside of SWH.Much of the Design work Angela did outside of

SWHinvolved the actual writing of her stories. This process includeelalement of
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her story ideas and characters, writing the narratives, and capturinditmgl EneSims
images. Once she formed an idea, Angela todh®Simgo create the characters and
settings through which she would enact the story. Part of this prochsseith setting up
neighborhoods, creating Sims, and then moving the story’s action forward visually by
both posing Sims into desired scenes and watching the game unfold. In one instance,
Angela’s Design decision to include images of a character (Evanhgiagd dancing
came from her engagement with the game: “[the singing] just went oo kong

because | enjoyed watching Evan dance, B&VKpost, August 11, 2009). Angela
talked about Designing multimod&lmsfan fictions this way: “The writing part of the
stories is really fun, at least for me, and when you're taking pictures as yauitisrit
generally also fun and helpful when writing. However, the image editingspaally
tedious” (Angela, personal communication, April 15, 2010). She commented that
Designing “takes hours” to edit images to convey her desired message.

Sometimes Angela’s Design decisions related to her technology. She
acknowledged how using MicrosBftvord and PhotoFiltre affected her Designing,
posting “l don't use Photoshop, so there's a limit to what | can create on my edmput
(SWHpost, September 20, 2010). At times, her computer constrained her Design
decisions because it could not accommodate the graphics requirementsaofi¢heFpr
example, Angela posted “So, my computer is being an imbecile as alwatgkasd
forever to take a screenshotdine Sims 2 The next chapter, since I'm halfway through
it, will have a lot less pictures than the first one di&t\Hpost, September 5, 2009).
Angela also made Design decisions about where to hoSimefan fiction, posting
some in th&exchangeand others on her website. When asked about what directed this
Design decision, Angela said she posted “the longer stories on my websitausédéc

can work on them even when | don't have time to play the game” (personal
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communication, March 14, 2010). Each of these actions and decisions tdmesita
fictions constituted part of the Design work Angela did outsidg\fH

Designing within SWH. Much of the Design work Angela did to cre&iens
fan fiction took place withilSWH Angela took advantage of tléms Stories: Advice,

Ideas, and Tip$orum as a place for posting emerging ideas for feedback. Months before
Angela shared the completed first chapteterfally Deadon SWH she posted her idea

for aSimsfan fiction based upon a character with cardiomyopathy and concluded the post
with “Feedback?” $WHpost, December 12, 2009). She also solicited feedback as she
finished stories and/or chapters. When she released them with announceraesttsy-
related forum or8WH Angela often included statements such as, “Hey everyone!

Chapter two is out now! I'll admit that it's not my favorite. I'd stiélsome advice or
whatever on it, though"SWHpost, December 22, 2009).

Angela’s responses to members’ feedback indicated that she ishtende
incorporate their suggestions into fut@ensfan fictions. For example, one member
posted this about one of Angela’s stories: “Maybe describe thegsettion't rely on the
pictures to tell us what the rooms look lik&WHpost, August 10, 2009). To which
Angela responded, “I'll try to remember to describe the settings in thehapter”

(SWHpost, August 10, 2009). Another member gave Angela feedback about how to alert
her readers when switching point of view (POV): “Perhaps for the hexters, if you

are going to change POV's you should make it obvious, like have each psrgarenfe

at the top of the first slide that has their PO8¥WHpost, August 11, 2009. Again,

Angela acknowledged the feedback and indicated the way in which she planned to
address the concern in future chapters: “I'll try and remember to addlitde name tag

to the screen shots whenever it switches point of views to makeeit tsagnderstand”

(SWHpost, August 11, 2009). When asked about how she felt about receiving
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constructive feedback, Angela said it “made me learn to take time ororigssaind
actually develop some good plotlines” (personal communication, February 20, 2010).

In addition to requesting and responding to feedback, Angela’s Design work
within SWHincluded tapping into resources available in the space by solicijregte
assistance. In response to criticism about theSirasfan fiction she shared @WwWH
Angela decided to use proofreaders during her Design process: “I'm goielggto g
proofreader for the future chapters to make sure I'm submitting betéty work”
(SWHpost, August 11, 2009). Angela reported having mixed resultsSitH
proofreaders saying,

I think the idea is wonderful, but my proofreaders have never really stutk wit

me for more than a chapter or two...Proofreaders do seem to work for everybody

else on thédangout but | think I’'m going to stick with having my family

proofread for me. (personal communication, March 14, 2010)

Another way Angela leveraged her participatiosiwHwhile Designing
involved her requests for photos. As already noted above, Angela’s technology
sometimes hampered her ability to Design the images she wanted &miséan
fictions. To overcome this, she posted requests for others to Desigrsifoager
stories. One such request read,

Hey guys. I'm writing a story calldflYou Leaveand I'm going to need some

help actually finishing the cover/banner. ...Be sure to put like a titdde by

(insert your name here) thing on it. | love giving cred8WHpost, September

20, 2010)

For this request, Angela posted photos of the Sims characters andabetatishe story,
asking members @WHto Design a cover to accompany Bémsfan fiction. For
another story, Angela wanted “a diverse collection of teenage Si@saonal

communication, February 20, 2010), and decided to post a req@atHrather than

Designing the images herself. In this request, she wrote, “I need pictueesn couples
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for the layout on the story site. ...The shots can be taken as closioaasy as
needed, and the Sims can look however you ple&&Hpost, January 1, 2010).

Finally, though Angela’s Design process leveraged many resourcedbevtila
her inSWH she made very little use of the tutorials available in theesplacfact,
Angela said that she only ever looked at one tutorial “about creating cusitstry
covers for the game. It was very helpful, considering I've been dogwgilitsince”
(personal communication, February 9, 2010). As a space in which Angela requested
feedback that informed her creations and solicited expert assistlieyas an integral
part of her Design work.

The Redesigned

According to the New London Group (1996), The Redesigned is the product of a
meaning-maker’s Design work. It is neither a “simple reproduction” oflétvia
Designs nor a “simply creative” (p. 13) unique production. Rather, The Reddsig
represents an outcome of Design with a “ring of familiarity” that conrieitighe
context in which it was created and represents a transformatidtinggétom the Design
process. Angela’SWHforum posts and h&imsfan fictions are all examples of The
Redesigned products she created.

Angela’sSWHforum posts displayed both her familiarity with the context’s
conventions and her unique Design work to create them. As noted earli@onieig
Soonposts included expected elements, such as a plot summary, charactptiaescr
and statistics about the story’s completion. However, these posts w&eamjiothers
in the space in that they announced the impending release of her 8meghen fictions.
Similarly, her posts in th€lassifiedsection to request photos and proofreaders relied
upon the Available Designs of other such requests. Yet, these posts alserregre

Angela’s recontextualization of the practice. For example, Ang&lzoadedged that her
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request foilSimsphotos was unique, noting, “I don’t think very many of the members,
considering it's &imscommunity site, would have thought of somebody asking for
pictures of Sims” (personal communication, February 20, 2010).

Angela’sSimsfan fictions also served as The Redesigned products reminiscent
of the resources she used and evidence of her own Designing to transform those
resources. Following the conventions of otB&nsfan fictions, Angela’s products
included stylized covers that attracted readers, as noted in tfmbkearis post: “Ah! |
like the cover! *goes to read*SWHpost, August 11, 2009). Comments she received
about her work reflected the ways Angela’s products exemplified Thesigadd, as in
this example: “Kind of sort of reminded me of Bella and Edward’s relatipr{gbt to
bash your writing or anything if you hatevilight, don’t get me wrong their relationship
is very lovely in its own way)"$WHpost, September 5, 2009). TR¥HmMember saw
the influence of the popular young adult noviedjlight (Meyer, 2005), but also
acknowledged the unique nature of Angela’s product. As representations of Th
Redesigned, AngelaSWHforum posts and h&imsfan fictions are products of her
meaning-making, reflecting the Available Designs she took up and thenvesik she
did to make them her own.

Discussion

My analysis identified the literacies Angela used to participaBVHas
components of her Design process. These components included her use of Available
Designs from multiple offline and virtual contexts, her Design work outgidadwithin
SWH and The Redesigned products she created. Angela leveraged her participation i
SWHTto shape heBimsfan fictions in ways that made it a collaborative endeavor. The
analysis pointed to ways in which Angela participated in various sttajed forums

throughout her Design process, floating ideas for feedback and incorpotating s
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feedback into her future creations. The analysis also indicateslAvegela tapped into
the distributed knowledge &WH requesting the assistance of proofreaders and
collaborating with others who had specialized, or intensive, knowledgellyFb&ng a
member ofSWHallowed Angela to enact a form of participation guided by her skills,
interests, and technology constraints, as she incorp@atesimages from members
who answered her requests. In these ways, the literacies Angeltecefou
participation inSWHshaped heBimsfan fictions into a collaborative Design process.
This analysis of Angela’Simsfan fiction practices contributes to literacy
research in ways that inform our understanding of adolescent and digradigs. In her
commentary on the relevance of adolescents’ online literacy ggacfllvermann (2008)
argued “...online and off line literacies are not polar opposites; thusifyalistinctions
between them serves mainly to limit understandings of how each inforothédreé My
analysis of how Angela recruited Available Designs from offline andalitontexts
while DesigningSimsfan fictions illustrates how each informed the other. The ways she
drew upon her life for story ideas, followed story-telling conventions, conuatad in
the SWHdiscussion forums, and published her work on her personal website serve as
illustrations for how Angela’s online and offline literacies worked in canddy
analysis is also an answer to Leu’s (2009) call for research captiugicgntinuous
change happening as the Internet impacts our literacy lives (see al90'Bgrne,
Zawilinski, McVerry, & Everett-Cacopardo, 2009). Angela’s literaty Was impacted
by her use of the Internet to tap into the distributed knowledge availaB/btto shape
her writing. My exploration oSimsfan fiction captures an understanding of these
literacies from a Design perspective, and contributes to our growingstenaging of the

changing nature of digital literacies.
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In addition, as an example of using DoM to make sense of literacies, my study
informs our understanding of this theory and its application as an artabjtior future
research. This tool made visible the ways in which cre&imgfan fiction exemplified
a Design process involving Available Designs, Designing, and The Redesighed a
categorized Angela’s literacies according to my understanding of tleesergs. By
focusing my attention on the relationship these elements have witlotser and the
SWHcontext, the tool shed light on the collaborative nature of the liesr@sigela
recruited to create and sh&unsfan fictions in this context. Thus, my study adds to
previous research (including Black, 2005; Chandler-Olcott & Mahar, 2088ais0
drew on New London Group’s (1996) theory, extending this work by applying the theory
as an analytic tool in a new way.

Finally, my study of the collaborative literacies Angela recruitecattigapate in
SWHhas implications for classroom literacy learning. In this onlineiaffspace,

Angela was encouraged to participate in ways that matched her sHilistarests. She
tapped into the distributed knowledge networlS\WH leveraging the expert knowledge
of others to create her ov@imsfan fictions. These central features of the affinity space
are unlike experiences available in the standardized mode of instruiténrseen in
today’s literacy classrooms (Black, 2008; Gee, 2004). Educators can draiw stodly

as a model for encouraging similar collaboration in the classroom. iWiréders’
workshops were facilitated through an online discussion board that m&istddith
student-created forums, tutorials, and resources in which studentd aselistributed
network of collaborators and readers? Such an environment would allow stiadent
develop areas of literacy expertise and work together to Design in keyrsonor

intensive knowledge, opening up possibilities for increased student ergyagam

116



motivation. Angela was motivated to spend many hours Desi@imgfan fictions.

Imagine if students had similar motivation to Design academic liesrac
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CHAPTER 5
RETHINKING LANGUAGE IN AN ONLINE FAN COMMUNITY:
A PEDAGOGIC DISCOURSE PERSPECTIVE

Internet use among young people continues to rise, with 93% of American teens
connected to the web (Zickuhr, 2010). Online, adolescents are increasugggaginto
a participatory culture (Jenkins, Clinton, Purushotma, Weigel, & Robison) 2dfjéng
into networks where they produce and consume media and knowledge. Within these
networks, adolescents learn to participate in and organize sites of ihfeanmng.

As young people spend more time in online spaces, literacy researchersecont
to call for close study theorizing adolescents’ online practick®(@gann, 2008; Leu,
O'Byrne, Zawilinski, McVerry, & Everett-Cacopardo, 2009; Moje, 2009). xjst
research tells us that these online “affinity spaces” serve@snalf learning
environments for adolescents to develop a variety of interests disdrsliays that
contrast with traditional schooling (Gee, 2004). Other educationalcbsgzeds light on
the ways in which these spaces support participants’ learning of corapatditeracy
(Steinkuehler & Johnson, 2009), scientific reasoning (Steinkuehler & Duncan, 2069)
information technology fluency (Hayes & King, 2009).

The analysis presented here is part of a larger study to exploaeibteand
learning in an online fan community (Lammers, 2011). In this paper, | turn myi@itent
toward how online spacésach. | do that by exploring the “pedagogic discourse”
(Bernstein, 1990; 1996; 2000; 2004) in one online, video game-related farmdizeum
of adolescents who come together to create and Sirasgan fiction. | argue that there

is pedagogy at work in this space. In other words, there is “curriculanhite,

! Paper to be presented at the 4th International Language in the MedizeGoafer
Language (?) in the Media (?): Rethinking the Fidldjversity of Limerick, Ireland,
June 6-8, 2011
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evaluation, and social relations” (Davies, 2001, p. 4) even in this infoearalihg
environment. The following questions guided my inquiry: What is the eafur
pedagogy immhe Sims Writers’ Hango@&WH? How is knowledge communicated
(transmitted) t&WHmembers (the acquirers)?

To make sense of instructional interactions in schools and the edutationa
policies that shape those interactions, sociolinguists and educationatmesgaave
used Bernstein’s (1990; 2000; 2004) theories of pedagogic discourse. Besnstein’
theories make visible the rules that establish and transmitadiffisanctioned
knowledge. They point to the ways in which issues of power and principtestool
shape pedagogic discourse. While others have applied Bernstein’sdheanake sense
of pedagogy in formal, school-based adoptions of online technologies (Marsh, 2007;
Robertson, 2007; Tyler, 2001) and pedagogy related to informal literaciss (RDOO;
Williams, 1999), none have similarly explored pedagogy in informal online learning
environments. However, structures do exist that impact how knowledgessommed
and how power and control shape pedagogic communication in these online spaces.

Using Bernstein’s framework as a lens through which to view the pedagogic
interactions withirSWHmakes visible the relationship between regulative and
instructional discourse iBWHand the ways in which participants recontextualize other
discourses as they transform knowledge into pedagogic discourse in thesaifihity
space. Without a formal curriculum, the community co-constructs whatadiffici
sanctioned knowledge is needed to become a writer in generalSamdfan fiction
writer in particular. This paper contributes to our knowledge abogulge and learning
in online spaces by offering a Bernsteinian analysis of the pedagogyrifoanal,

online learning environment organized around creating and sharing media.
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Theorizing Pedagogic Discourse

Throughout his career spanning more than 40 years, Bernstein continued to refine
and test his conceptualization of pedagogic discourse. As such, the tegyihelused
to describe pedagogic practice and the rules that determined its tiiosrtisough
discourse, changed over time. In this section, | explain my understanding of a portion of
Bernstein’s pedagogic discourse theory, namely one principle within dagqgic
device: the recontextualizing rules. As | will explain, viewing myadhatough this lens
makes visible the way8WHde-locates discourses from their original site and
recontextualizes them for the community’s purposes.

To continue, | first offer a brief introduction to Bernstein’s theory. | thendoc
more directly on his concept of recontextualizing rules. In explainindhduedtical lens
through which | viewed my data, | also begin to make connections between Bernstein’s
theory and the pedagogic practices visibl&WH
The Pedagogic Device

With a focus on studying the sociology of pedagogy, Bernstein sought to answer
the question: “Are there any general principles underlying the trarstiomof
knowledge into pedagogic communication?” (2000, p. 25). To answer this question, he
offered the model of a pedagogic device as a way to describe thesimgrammar” of
pedagogic discourse (p. 28). He focused not on the content of the messagedxelay
teachers, but rather on “the constitution of the relay itself” (p. 25)eassis in a
pedagogic relationship between a “transmitter” and an “acquBerhétein, 2004).
Bernstein’s pedagogic device is comprised of a set of interrelated chieedrules:
distributive rules, recontextualizing rules, and evaluative rulesriéf, the distributive
rules distribute knowledge to different social groups and set limitstiat is thinkable

and unthinkable. Within these limits, recontextualizing rules then kuewledge from
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its original site into a pedagogic site, constructing the what and howi@abff
knowledge to be relayed. Finally, the evaluative rules provide theatitnsmitted and

acquired by students.

Social groups Rules Fields Processes

v

D.R. Power Distributive —= Production — Creation
i \ / rules of ;iscoursc i

R.R. Knowledge Pedagogic  Recontext- —m= Recontext- Trans-
device ualising ualising mission
/ \ru]es
(RR) : ¢
E.R. Consciousness Evaluative — Repro- Acquisi-
rules duction tion
(ER)
| . L
FORMAIL MODEL REALISATION MODEL

Figure 11.Bernstein's model of the pedagogic device. Bernstein used this graphic to
represent the hierarchical relationship between the rules comphsimpgdagogic device
(Bernstein, 2000, p. 116).

Figure 11 represents how Bernstein articulated the relationshipdretivese
rules (formal model on the left) and how they establish fields and pesc@sslization
model on the right) shaping the pedagogic discourse. In other words, the distribut
rules represent how power shapes the ways in which knowledge is disttidifdrent
social groups, the recontextualizing rules regulate how knowledge is shiipedive
pedagogic discourse, and the evaluative rules define the criteria tfetsmitted and

acquired through pedagogic discourse. | now continue by further describing thggpmake

of the recontextualizing rules and the ways they are enacted in peddipogiurse.
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Recontextualizing Rules

Recontextualizing rules address the process of taking a discaursédr
original site and moving it to a pedagogic site. These rules determinddhand the
how of the pedagogic discourse. According to Bernstein, “pedagogic discourse i
constructed by a recontextualizing principle which selectively appreprie¢locates,
refocuses, and relates other discourses to constitute its own &0e0; . 33). He
offers an example of a Physics classroom to illustrate that the egtgalizing rules are
at play when decisions are made about what Physics skills and knowledge will
included in the curriculum, and what will be left out. Determining order afuicison
and how the material will be delivered is also a function of recontezitugli

Also in his discussion of recontextualizing rules, Bernstein theorizes tha
pedagogic discourse is a combination of two types of discadastaictional discourse
that creates skills in a subject area and regulates thaionship to other skills, and
regulative discourséhat creates social order, relations, and identity. He reprebents
relationship between these discourses as an equation (See Figaréldyate that
instructional discourse is embedded within the dominant regulative diecoReferring
back to Bernstein’'s Physics example, pedagogic discourse embedsdia¢ affriculum
of skills and knowledge related to Physics within the discourse of maragémt a
teacher uses to create the social order of the Physics classroommpBys&zing the
dominance of regulative discourse in pedagogic practices, Bernstemrg ffwents to
ways in which schools act as mechanisms of social control.

PEDAGOGIC DISCOURSE = INSTRUCTIONAL DISCOURSE (ID)
REGULATIVE DISCOURSE (PD)

Figure 12. Bernstein's equation illustrating pedagogic discourse. This equation
illustrates that instructional discourse is embedded within the dotmigguiative
discourse (Bernstein, 2000, p. 32).
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Through Bernstein’s pedagogic discourse lens, the instructional diséours
SWHis made up of interactions providing members with the skills wikyeed to
participate in this online space, including instruction related to ngeaiinsfan fiction
and instruction related to navigating the discussion forums. Examplessef th
instructional interactions are photo-editing tutorials that offer guslancreating
effective visuals, writing exercises that help members gengtiaieideas, and critique
guides that instruct members in how to give meaningful feedback to otheswie
will be discussed further in the findings section, this instruci@mibedded within
SWHs dominant regulative discourse comprised of all of the site’s andsnstructional
posts that create the social order of the space. It also includexé&ssteghersWH
moderators either comment on discussion threads to scold members for inapgropri
posts or even lock the threads entirely in an attempt to end an inapfgaiscussion.

Literature Review

Bernstein’s pedagogic discourse theory has been used as a lens forseakmg
of pedagogy as enacted in a variety of state-regulated educatioingissgite
(Chouliaraki, 1998; Christie, 1995; Clark, 2005). Only a few researchers haliedap
this theory to the study of pedagogic discourse related to online leaminigformal
literacies, both of which are important contextual considerationayastudy ofSWH
andSimsfan fiction. What follows is a review of what this literature loatetl us about
the use of Bernstein’s concepts in these contexts.

Pedagogic Discourse of Online Learning

Marsh (2007) explored the relationship between policy and early childhood
literacy pedagogy in the UK, specifically around the use of technologynrapyriliteracy
instruction. She drew on Bernstein’s concepts of Official Recontexn@kzeld (ORF),

the field constructed and monitored by the state, and Pedagogic Recontiext ikl
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(PRF), the field created by teacher educators, professional develdpaeers, and
textbook and curriculum authors (Bernstein, 1996) to examine changes iryliterac
pedagogy over a ten-year period. Marsh analyzed a 3-week earlyliesaon plan
posted on an official curriculum website and compared the use of technology iattts s
sanctioned plan with a case study of an ICT (information communication tegiholo
specialist who worked with primary students on a blogging project. She found
Bernstein’s recontextualizing fields concepts “very useful in traitiadimited and
difficult relationship between research, policy and practice and how thisesrthat
education continues to perpetuate disadvantage and social exclusiosh(R207, p.
272). Her use of Bernstein’s theory illustrates how it sheds light on thdeouts
influences shaping classroom pedagogic discourse.

In a study of what shapes vocational education teachers’ practices when e-
learning technologies are incorporated with face-to-face tegdRotgertson (2007) also
used Bernstein’s ORF and PRF concepts (with Activity Theory) to exiilere
relationship between outside influences and teachers’ influences agoggddrobertson
found Bernstein’s notion of recontextualization helpful to “operationatizertechanics”
(p- 13) shaping pedagogic practice and consider the role of e-learningreoft
developers within the recontextualizing field influencing pedagogy.

At a time when his own university system was shifting resources to expand
funding for off-campus education, Tyler (2001) employed Bernstein’s notiohedaze
the pedagogy of hypertext in educational contexts. Driven by an interest imgnsekise
of the “convergences and affinities” (p. 350) between hypertextuality atadjpgic
discourse, Tyler used his self-made web resource for teachingyefirstollege course
in Northern Australian Studies as a context for expanding Bernsteaosytof the

pedagogic device. He questioned assumptions about hypertext as a meanslioigprovi
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readers freedom to navigate a space by allowing them to click on linkdlwillTyler
explored the hidden curriculum of hypertext and argued that, in creating adsite a
making choices about what to connect via hyperlink (or not), websherauegulate
pedagogic interactions. Tyler argued that Bernstein’s theories risdlole the ways in
which “institutional forms may be seen to be reproduced in the commueiead
organizational logic of the virtualized field” (p. 357) making onlinerewy
environments open to the same kinds of inquiry about the processes of socidtaad ¢
reproduction that happen in traditional classrooms.

As illustrations of how his concepts can be applied to digital media-and e
learning pedagogy, these studies contribute to our understanding of Besribeory.
However, none use Bernstein’s framework to expiai@mal, digital media-related
learning spaces as | do in this analysiSWfH | now turn to a review of studies that
explore the pedagogic discourse of informal literacies to illustrateBeonstein’s theory
has been employed to make sense of literacy practices existing beyondsh# wal
formal classroom.

Pedagogic Discourse of Informal Literacies

Moss (2000) used Bernstein’s pedagogic discourse theory, spegifiall
notions of horizontal and vertical discourse (1996), to study middle- andngarleiss
children’s understanding of media texts, suckVd8F Wrestlingelated media, in
informal environments. Additionally, she examined how media likessare honored (or
not) in formal educational settings. The findings of Moss’ study aligh Bernstein’s
(1996) ideas that horizontal, or informal, discourse exists only in getimpresent
moment and context, whereas school-based vertical discourse is organizéthsuc
knowledge is acquired in a developmental trajectory with an “orientatithre future”

(Moss, 2000, p. 50). According to the children Moss interviewed, media texts should
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remain separate from school contexts so as not to be “run over by schimalsaunid
school ways of doing things” (p. 59). In regard to differences along stasa, Moss
found that middle class children recognized the vertical nature of schexal-bieracies,
whereas working class did not. She attributed this difference teay® pedagogic
practice creates different trajectories for children of diffesecial classes. She saw
Bernstein’s theories as a means for making visible the rules gogesmch outcomes of
pedagogic discourse.

In a study on joint book-reading events in two contexts (at home led by parents
and in school led by kindergarten teachers), Williams (1999) conducted fiaguis
analyses of numerous book-reading sessions. He then used Bernstein’s coheept of t
pedagogic device to explore how family-based practices while readingd ate
recontextualized in school settings. Williams called into questiopateership
metaphor used by schools and researchers who tout the importance of reading aloud to
children as a way to foster a home-school connection. The Bernsteinigsisaofhis
data revealed that schools adopt the practices of higher socioeconmitiesfaand then
promote them back out to the community, including to lower socioeconomic faradies
“best practice.” Focusing on recontextualization made the rules aranohdgok-
reading, both in school and in homes, visible in Williams’ data.

These two studies contribute to our understanding of informal literacies using
Bernstein's theories. By applying a pedagogic discourse lens to makeoterieemal
literacy practices, such research helps to counter assumptions abauaitifigracy
practices not being governed by a system of rules. My analysis willradsotbat
literacies in an online fan community are similarly governed by the rtijgsdagogic

discourse (Bernstein, 1990; 1996; 2000; 2004).
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Methodology
Research Context

SWH(http://similik.proboards.com/) is a discussion forum website alestd
managed by a group dhe Simgans interested in the story-writing practices associated
with playing the video games. The site began as small a YaGooup in 2005. By the
time of my researctfWHhad grown to more than 12,000 members who had created
more than 665,000 posts on more than 31,000 different topics organized into 22 forums
and 72 sub-boards (as of May 12, 2010). W8&Wé¢His not a depository for hostirgims
fan fiction texts themselves, it has forums that support membersiocredSimsfan
fiction in a variety of ways. It has designated forums for sharing steagiftbr early
feedback, space for sharing links to compl&adsfan fiction, and a variety of boards
that connect writers with resources such as tutorials, custom content;lasdifed
section for posting requests for help with photo-editing and proofrea8Walso has
boards unrelated t®imsfan fiction, including aNriters Loungdor sharing norSims
writing andChit Chat a space to socialize by answering quiz questions or venting about
personal relationships.

Members. The original creator dbWHdescribed its members as, “a group of
simmers who loves to hangout, chit chat, read and write stories, enter itiomgpet
download lots of cc [custom content], and help each out with anything and evgfythi
(http://thesims2.ea.com/mysimpage/pod.php?user_id=2914369). When th&Win
members create a profile in which they have the opportunity to includeatar anage
and self-report their age, gender, and location, in addition to providing thelr emai
address, website(s), and instant messenger screen name(s). Though ememigaphic
information for the members was not available, by reviewing membelegsrofi

determined that the majority 8WHmembers self-report as adolescent or young adult
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females, primarily living in the United States, Australia, and wedterope. Only seven
the 100 members who posted the most in the space (with 1,327 to 9,688 posts each as of
February 28, 2010) listed their gender as male. As with many online fan communities
(Preece, Nonnecke, & Andrews, 2004), a small gropVdHmembers contributed the
majority of the posts, indicating that many members lurk, or spend time oitethe s
without posting messages.

Moderators. SomeSWHmembers also have leadership and moderating duties
within the space. In keeping with the site’s demographics, aleafitbderators at the
time of my study were female, though there was one male moderator itetbdisitory.
For those who shared the information on their profiles, the 15 moderatgesirm age
from 15 to 23 years old (on May 12, 2010). Moderators’ profiles and their discussion
forum posts display their status with designations of Hangout Helper ar Staff
listed prominently under their names (see Figure 13 for an example of hodeaators’
discussion board posts indicate their status). As a function of thieis eithin SWH
moderators create rule posts to dictate the norms for member participgteynalso
monitor discussion board threads to ensure that the posts remain on topilbcanthe
space’s rules. Finally, moderators create and manage various actwidi€ontests in

the space.
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member is offline
T
OUR LEA
e
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Joined: May 2007
Gender: Female
Posts: 3,607
Location: Never never

and.

Figure 13. Screenshot showing Pamela's moderator rank. To the left of &Wétypost,
items from a member's profile appear. This image was taken from one elaRgmosts
and illustrates how her Senior Staff status displays on all of her. dadtsred it to

remove references to Pamela’s identity.

Study informants. To deepen my understanding of what it means to participate
in SWHbeyond what | could observe as an outsider, | sought the perspectives of eight
informants. These young women had varied levels of engagement witlethe sit
evidenced by the length of time they had been a member, number of postseacthigifi
engaged in, and their roles in the space. Table 4 provides a synopsilaf, Ang

Eastwood, Eleanor, Eve, Missy, Naomi, Pamela, and Zahrah (all nameK-aetested

pseudonyms).
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Table 4

Information about Study Informants

Date
Pseudonym Age*
SWH

Location Joined Posts*

Role in
SWH

SWHACctivities

Angela 15 United Aug. 280
States 10,

2009

Eastwood 19 England  Apr. 4,633

2006

Eleanor 18 England  Aug. 5675
24,

2005

Eve 23 United Oct.
States 17,

2005

3843

133

Member

Member

Member

Member

Chit Chat
reading and
writing Simsfan
fiction, sharing
story ideas,
posting requests,
using
proofreaders,
writing nonSims
stories

Chit Chat
reading and
writing Simsfan
fiction, using
proofreaders,
entering contests

Chit Chat
reading and
writing Simsfan
fiction, role play,
writing My
Chemical
Romance (a
band)-inspired
fan fiction,
writing nonSims
short stories

Chit Chat

reading and
writing Simsfan
fiction, creating
Simsmovies,
entering contests,
creating photo
editing tutorials



Missy 23 England Feb. 1591  Moderator Chit Chat

17, reading and
2006 writing Simsfan
fiction,

moderating and
entering contests,
moderating
forums

Naomi 18 United May 714 Member Chit Chat
States 22, reading and
2008 writing Simsfan

fiction,
proofreading,
using
proofreaders,
writing nonSims
short stories

Pamela 18 Canada May 3409 Head Chit Chat
11, Moderator readingSimsfan
2007 fiction,

moderating and
entering contests,
moderating
forums,
welcoming new
members,
managing the site

Zahrah 22 United Dec.9, 2228 Member Chit Chat
States 2007 readingSimsfan
fiction,
answering
requests,

moderating a
contest, creating
custom content

Note. All informants identified themselves as female.
* As of June 1, 2010.

Data Collection
My study is part of a growing body of research using ethnographic methods to

explore virtual environments (Baym, 2000; Black, 2008; Boellstorf, 2008; Bury, 2005;
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Fields & Kafai, 2009; Hine, 2000; Rheingold, 2000). In the tradition of this workw vie
the “Internet as a culture where the uses people make of the techawtoigyle to them
[is] studied” (Hine, 2000, p. 9). To make sens&WfH | immersed myself in the space,
“[using] that experience to try to learn how life is lived thekdihg, 2009, p. 6). | drew
on Leander and McKim'’s (2003) conceptualization of virtual ethnography ae\arign
traveling practice” (p. 237) and thus followed informaigshsfan fiction-related
activities wherever they led online, rather than defining my fieédastlimited only to
the confines of thEWHwebsite.

| used discourse-centered online ethnography (Androutsopoulos, 2008) to guide
two years of data collection. Following “practice-derived guidelinesystematic
observation” (p. 6), | began by mapping out the forun8WHand reading the rules
posted by moderators within each of the forums. This step gave me insigtitein
norms and expectations within and throughout the space. | began to notice teathing tha
reminded me of the types of pedagogy seen in traditional classrooms, attaisviee
impetus for this particular analysis as an effort to make seribes# school-like
practices. |then engaged in repeated observations of the most active &w well as
those with little to no activity, thus moving from the “core to the periphgry6) of
SWH During these observations, | read discussion forum posts and followed hyperlinks
to theSimsfan fiction and other resources to which they pointed. My ethnographic
observation was more than simply gazing at the artifacts on the sitaftmrtan attempt
to get a feel foEWHas a culture. This initial systematic observation phase of data
collection lasted 12 months.

In the next phase of my data collection, | identified potential key informants,
whose interactions spanned different types of participation, including ntodera

longtime members, authors of popukimsfan fiction, prolific posters, and new
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members. | followed Androutsopoulos’ (2008) “practice-derived guidelines foaatont
with Internet actors” (p. 6) and contacted these members through the pniessage
(PM) system oisWH Eight agreed to share their thoughts with me. | conducted semi-
structured virtual interviews, through email or PM, to get tlesiders’ perspectives. |
customized interview questions to reflect my observations of each mfitem
interactions and artifacts withBWH and maintained “repeated and prolonged” (p. 8)
contact with most of them throughout the next 12 months of data collection ansignaly
as they continued to confirm and inform my understanding of practi&&/kh

Data used for this analysis were 59 moderator-created rule postd fiiene
secured, not moving from this position even as other posts were added tatetfo
the top of each forum and sub-board, including a welcome post titled Finding Your Way.
To supplement these data, | analyzed tutorials and posts gathered whienglsgr
informants’ participation (i.e. posts made by my informants or appearitheir threads).
Finally, this analysis was informed by virtual interview responsea my informants
related to their learning iIBWH
Data Analysis

Gee (2011) defines discourse analysis as “the study of language mthese i
world, not just to say things, but to do things” (p. ix). With this definittomind, |
began by reading and re-reading the 59 moderator-created rule posts to getod sens
how moderators used language “to do things3WiH These texts provided rules for
what was, and was not, supposed to be posted in each forum of the site. Exdrageng t
posts helped me develop a contextualized understanding of how moderators’ language
use regulated the space and created officially sanctioned ways of b&wWHinwWith

this understanding, | began to develop an initial coding scheme for my data.
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I then turned to analyzing discussion forum postddtermine whether the
represented pedagogidnteraction. | deemed postgedagogic if they provide
instruction related to how to participate in thaspor how to creaSimsfan fiction.
For example, this member post in one of Angelaisysidea threads was included in-
analysis:

Just one thing 4n your excerpt, there's a paragraph of descrigimhthis little

bits of description. Try and get rid of the paeggr and spread it through out"
action. It seems to get boring just reading alappearances. (I don't mear

sourd rude, just saying 0"3'0). (SWHmember posf, September 18, 20C
However, the following post from the same thread weat included in the analysis a:
was not pedagogic: “Woahhh... seriously, | dondwrhow the hell you thought of th
0_o it's freakn' amazing! My brain could never hatch an idea tthat” SWHmembel
post, September 19, 200¢

To further explore the nature of pedagogSWH | analyzed pedagog
discussion forum posts through the lens of thenmoadualizing rules within Bernsin's
pedagogic device (1990; 1996; 2i; 2004. | looked for markers indicating i
alignment between the pedagogic practicecSWHand Bernstein’s theory. Tho
markers included evidence of regulative discourskeracontextualizing discourses frc
othe locations. |took note of who was the transmitted who was the acquirer in et
pedagogic interaction. | also questioned thosésgbat did not contain markers aligni
with Bernstein’sheory to make sense of how these [ represented pedagpgther
than what he theorizd@ee Appendix | for a data analysis sample). Mrgalysisled me

to make claims about the nature of pedago(SWHthat arespecifically focused on ho

12 As a consideration for the privacy SWHmembers, many of whom are rais, | do
not include any identifying information when quditheir discussion board pos
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recontextualizing rules shape pedagogic interactions in this infodigéthl learning
environment.
Findings

In this section, | share data that point to the dominance of regulative discourse
the recontextualization of multiple discourses into this pedagdgicasid the flexible
roles of transmitters and acquirers in the space. In sharing thesedindimake a case
for how each shapes pedagogic practicwH
Dominance of Regulative Discourse

Recall that, according to Bernstein (2000), regulative discourse ‘idifteurse
of social order” (p. 32). Regulative discourse communicates the rubehatior, moral
practice, or code of conduct in a pedagogic interaction. In his researcbrinehe
pedagogic discourse in formal school settings, Bernstein found regutabeethe
dominant discourse within which all instructional discourse is embeddedkeliiné
formal educational settings Bernstein investigaB8fHis an online informal learning
environment constructed and maintained by its primarily adolescent nsigheMy
investigation intdSWHSs pedagogy revealed that neither the informal nature of this
learning environment, nor the young age of its participants, precluded it from
exemplifying the same principle. Regulative discourse dominates mangdtibns in
SWHin an attempt to norm the practices within the space.

Moderators irSWHhave created numerous posts designed to provide members
with information about site expectations. For example, iMtbieomesub-board,
Pamela posted a message tifkeading Your Wayas a means of introducing new
members t6&WH Regulative discourse dominates even the welcome message, as

evidenced in this excerpt:
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What should be the very first thing you doTae Hangou? Why read the rules
of course! By reading the rules, you will prove to everyone that you're an
intelligent asset to this community. Often in large groups, people have a
tendency to grow a little tired of the same questions being posted over and ove

So please do yourself and all of us a favor, and learn the rules fiestie(®,

SWHpost, January 1, 2010)

As a pedagogic interaction, this welcome message is a new memtseidiriipse into
the dominance of regulative discourse and the importance of followingléseaf the
space. In addition to providing directions for how to be “an intelligent,aise
message continues by providing an overview of the various sub-bo&@WéHand
offering instructions for how to participate:

Not everyone offhe HangoutvritesSims 2andSims 3stories, because we have

an eclectic group of members who enjoy a varying arrange of artistigiastiv

If you're one of those people who love writing, but enjoy writing your own,

NON-SIM short stories, poems, and songs, theWthiters Lounges just the

place for you. Feel free to post your NBimliterature there, and don't hesitate

to start aComing Soornhread to advertise your story. (Pam&#/Hpost,

January 1, 2010)

Even in providing instruction for where to post mswriting, Pamela emphasizes
what type of writing belongs in th&'riters Loungdoy capitalizing “NON-SIM.” In this
way, her pedagogical communication hints at the community’s regulatioh @dxsiing
messages in their appropriate sub-board.

Regulative discourse communicating social norms is often made much more
explicit. The site rules, for example, provide expectations about such ee@ser
respect, advertising, and posting in the correct sub-forum. They addlatidefollowing
consequences for breaking ruleSirst offense: Warning PM from staff.Second
offense:Suspension of variable length, dependent on offefbid offense: Permanent
ban” (emphasis in originaBWHmoderator post, August 12, 2005). In addition to these

rules and consequences, nearly all of the sub-boards Bilicontain moderator-

created norming texts posted at the top. These posts make explicit statdasigned to
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norm behavior within that space. For example, the post at the toptdélihvand FAQ
forum contained a bulleted list of “what does not belong irH#&le and FAQboard”
(SWHmoderator post, January 1, 2010). Similarly, in a post titMhere can | find...?
Board Rules,” the moderator distinguishes what does belong in this forum (“A
guestions asking where to find custom contentfee Sims '3 and what does not belong
(“Any questions asking where to find the following: photo-editing softwars,
brushes, hacks and cheats, anything else that does not count as custom) ¢Skiéht”
moderator post, April 18, 2006). No sub-board was immune to such regulation, which
even extended to th@hit Chatarea of the space. One moderator-created norming text in
this area included this regulatory statement: “No Homework-Helpdbréae to the
possibility of cheating. Any threads that ask for [nomework] help wilbbkdd and/or
deleted” SWHmoderator post, August 12, 2005). Such posts exemplify Bernstein’s
regulative discourse as they explicitly regulate the social dagldictating expectations
for the content to be posted within each area\WwH
My analysis revealed numerous examples of pedagogic communication m whic
the regulative and instructional discourses are inextricably intemwvokor example, this
how-to post is both instructional (teaching how to modify a post) and regulativeirfg/ar
that double-posting is against the rules):
Sometimes you would like to add something new or change your original post
but before going to double post aka back-to-back posting, which is against the
rules, pleasenodify your post. In the upper right hand corner of every post you
make there will be the option toodify or deleteyour post. (emphasis in
original; SWHmoderator post, January 1, 2010)
In another example, a moderator teaches about “How to attract morestdadene’s
Simsfan fiction. The post offers detailed instructions about attrelgtisreating a story

thread, including, “Put the title of your Story as the thread subjeabidAitling it

something like ‘New story’ or ‘Part 4 out!” It doesn’'t stand out, ispécific enough and
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most people would probably skip over iB\WHmoderator post, August 25, 2006). This
same post ends with a regulatory remindéEEP ALL CHAPTER
ANNOUNCEMENTS OF THE SAME SERIES IN THE SAME THREAD! ”
(emphasis in original). As in this example, moderators often use texttfimgmauch as
bold and/or ALL CAPS, in their pedagogical posts as a means of emphaszindes$

or social norms of the space. Thus, regulative discourse in an onlirdigp&WH

takes shape via not only the language but also the presentation of thagéatigoagh
formatting.

One might wonder whether all of this regulation is necessary &tWétis just a
bunch of teenagers talking abdtite Sims However, as is the case in formal educational
settings, my analysis reveals the dominance of the regulative discenen in this
virtual space of adolescents who gather around a shared interesi@o game literacy
practice. There are far more regulations about behavior in these spacissofiten
made explicit in a college syllabus, for example, contrary to mispevospf online
communities as exemplifying an organic, everyone-gets-along attitude.
Recontextualizing Other Discourses

According to Bernstein (2000), within the pedagogic device, the
recontextualizing rules explain the process of circulating and oiggriaowledge for
transmission and acquisition. These rules account for how knowledgeas\wely taken
from its original site and relocated into a pedagogic site for trasgmisInSWH a
variety of other discourses are relocated and reorganized intgquecldiscourse
constituting the what and how 8fmsfan fiction knowledge and practice. Using
Bernstein’s recontextualizing rules principle as a lens through which edielata made
visible the ways community contests and activities, critiques, augréeedback all

relocated discourses from other sites as pedagogic discolB¥eéHn
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Contests represent one means for establishing the knowledge and hkdits va
within SWHand are thus a form of pedagogy. Recontextualized discourses from reality
television shows are visible BWHcontests. For example, The Hangout's Next Top
Model (HNTM) is a popular contest based upon the similarly named reality shugs.. T
contest asks participants to create $immdels using Bodyshdband post digitally
edited photos depicting the models in various scenarios to demonstréteétyraad
technical skills (See Figure 14 for a sample entry). Each round cbthyeetition has a
different theme an&WHmembers can vote for their favorite entry. The models who
garner the fewest votes are eliminated and the competition continoegttfa variety of
rounds until only one winner remains. In another example of recontextualizing reality
television, moderators adapted an iteration of the Sexy Sim Compe8&®) {o reflect
popular makeover television shows. The description for this competah 1SSC:
Extreme Makeover. For this challenge, you're given a Sim to makeover baserdain
criteria” (SWHmoderator post, January 1, 2010). Through the lens of the pedagogic
device, contests are viewed as a form of pedagogy in which realitisi@hegompetition

discourses are recontextualized as pedagogic discourse.

13| use the italicize®imswhen referring to the game(s), and | use Sims when referring
to the characters (or avatars) inhabiting the game.

14 A software tool used to create Sims that is separate fromdée game, but was
included onThe Sims DVD.
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Proving that Style never fades

Figure 14. HNTM contest submission. Pamela submitted this entry in a rounastked
contestants to style their Sims models after an iconic actogaaf¢heir choice.

Posted community activities are another example of pedagogic interiaction
SWH providing members with the opportunity to develop writing skills and demésstra
creativity. In one example, transmitters recontextualized book-based desodorthe
pedagogic discourse 8WH The story-writing activity, calledio Be Continued..was
billed as similar to the popul&hoose Your Own Adventuchildren’s books. The
activity asked writers to contribute possible plot sequences basestany atarter.SWH
members then voted on their favorite, thereby choosing the direction theuadweatild
take. Another activity relocated brainstorming discourse in a peitagtgraction
designed to help members overcome writer’'s block. The activity directetbens to
make lists of 50 things, such as sad things or scary things, and see whiaestory
develop from those lists. The directions included the following recommendations

When you are making the list, don’t stop just keep going, and don't thiskl]to [

hard about it...when you get to the part where your subcon@aisgkes over

then you get some good things flowing...let images of whatever pop into your
head. WHmember post, December 17, 2005)
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This same sub-board contained another writing activity that recontertlializ
brainstorming to help members develop their Sims fan fiction. Thistgqgirovided
brainstorming prompts for expanding on a main theme of one’s story. In the directions
the transmitter used an example theme of “death” and asked authork taltout,
“Who, where, what, when, why, how. In your brainstorm, write down all the different
causes, reasons, and people that could be involved in death, and explore forthtbeint
aspects of death, e.g. funerals and inheriting mori&yHmember post, December 18,
2005). When examined using a pedagogic device apprBsdHcommunity activities
show evidence that other discourses, such as those from books and braigsimmeni
recontextualized as pedagogic discourse to transmit skills reteSsehsfan fiction.

Critiques are another form of pedagogic discours&ifi{ providing writers
with instruction related to the text and photos in tBansfan fiction. Unlike the more
informal reader responses discussed below, critique forms pr&Wimembers with
categories and/or rating systems they can use to provide feedback te mrites space.
Reminiscent of peer reviews used in English classrooms, critique focorgegrtualize
school discourses as pedagogic discour&MWH The following was posted for use as a
part of Critique Weeka moderator effort designed to encourage readers to provide formal
feedback for Sims fan fiction:

Title and relation:

(Did it spring out at you? Does it relate to an aspect of the story?)

Cover:

(Was it eye-catching? Was it clear and precise? Was it in arpevdysing?)

Introduction:

(Was it an appropriate scene to start on? Did it hook you on to the story?)

Flow:

(Did the different screens fit together nicely? Did they ready®d

Characters:

(Could you relate to them? Were they realistic? Did their clothes and

processions fit their personalities?)

Dialogue:
(Was it realistic? Did it sound good? Was it something you nsgitsay?)
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Grammar:

(Where there any mistakes you could see?)

Pictures and graphics:

(Did the pictures relate to the text? Were the graphics turned up high?
Chapter/story ending:

(Was it a suitable place to finish? Would it make you read the next part?)
Most enjoyable:

(What part really stuck with you? What did they do well?)

Ways to improve:

(What didn’t they do so well? In what way could they improve? Do you have
any pointers?)

(emphasis in originaSWHmember post, September 29, 2006)

In this example, we see a critique form that prompts readers to givesviegeiback
about different aspects of th&msfan fiction. The use of probing questions to guide
the critique recontextualizes similar prompts given by teachersde their students in
conducting peer reviews.

Finally, reader responses$imsfan fiction are another form of pedagogic
interaction inSWH In informal comments posted in story threads, readers react to posted
stories by offering praise, evaluative statements, and suggestiompfovement.

These comments to authors thus become a means of providing instructionpiacthe s
See, for example, this comment on one of Eve’s stories: “I liked it Evdati@ng and
the kiss in the rain was brilliant! Your Sim guys are really hot! | thouglybe some
more description could have been add&iWHmember post, January 31, 2006). This
response exemplifies how praise, evaluation, and suggestions are woveadiato r
responses to create informal pedagog8\WH In addition to pedagogy, this examples
contains discourse that recontextualizes fan behaviors into whgriedeto as &angirl
comment: “Your Sim guys are really hot!” According to Pamela, a moaderdtomant:

“Fan girl” comments, would be comments that don't particularly serve a great

purpose. They're usually like “OMG boy A was so hot. This whole series is

super amazing. And hot! Like omg!” They're usually very childish and bias in
the sense that even if the story is not very well written, they'llsdquer the

creator just because they're friends or if it's of a certaien aiereotypical genre.
(personal communication, March 20, 2010)
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In Pamela’s opinion, the recontextualization of fan discourseSviblreader responses
is not pedagogic, since such comments “don’t particularly serve apgmpatse.”

However, fangirl comments occurred so often in reader responses that teurned
my other informants to understand their value. Eastwood had this to sayaaigt f
comments: “The gushing 'omg | love your story' is a bit like, well okay but wasit
good about it?...That being said, even the briefest and vaguest of commestits are
better than no comments at all” (personal communication, March 26, 2010). Similarl
Eleanor told me,

Receiving “fangirl” comments isn't really that bad. It's a bit réipetand

sometimes you want something a little more than what they have to say, but at

the same time it's nice having some people who consistently leaveviess.

It's also nice knowing that someone is reading your story. (personal

communication, March 23, 2010)

Whereas a moderator saw the recontextualization of fan discourse-asantile of
pedagogy and did not promote it as an official discoB¥é:iwriters had appreciation
for and garnered motivation from fan girl comments. (For more discussiongaf fan
behavior INSWH see Lammers, forthcoming).

Together these examples of contests, community activities, critapeseader
responses illustrate th8WHpedagogy is a product of recontextualizing discourses from
a variety of sources. To construct and transmit the official knowlefd§ensfan fiction,
SWHrecontextualizes discourses from media genres, schools, and facegract
Flexible Roles of Transmitters and Acquirers

In articulating the pedagogic relationship, Bernstein (2004) deddtibs a
hierarchical relationship between the teachers he called trégsnaind the students he

referred to as acquirers. According to Bernstein, the poweroredatbuld be more or

less explicit, depending on the context. In an explicit hierarchy, these powienstre
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very clear, whereas in an implicit hierarchy, “teacher acts directly on the contex
acquisition but indirectly on the acquirer” (p. 399n either case, Bernstein’s mou
represented transmitter and acquirer roles as {ixedeachers transmit the knowled
and students acquire it). However, my analysisatd that irSWHsuch roles are mo
flexible. Asl will demonstrate belo, anSWHmember can at one time act as an acq
and at another fill the role of transmitterhus, using Bernstein’s pedagogic device
lens made visible waySWHF-rejects the rigidity of such roles and createsazspn
which members can both acquire and transmit knayded he fluidity of thes
relationships is seen in pedagogic communic in SWH including in regulative
discourse, critiques, and postsSimsfan fiction story threads.

As noted earlier, Bernstein (2000) theorized pedagdiscourse as comprised
instructional discourse embedded within a domimegtlative discourseWhile
moderators transmit much of the pedagogic commtinitadominated by regulativ
discourse withirBWH at times members regulate each ot For example, in a three
for one of helSimsfan fictions, one member posted a message thatt-time may
change me, but B[c] can’t change time"SWHpost, August 29, 2009). This post did
offer a response to Angela’s story, as this sorgeghad nothing to do with the storylin

In response, Angela posteThat's not relative at all. | don't wahig thread to ge

locked for being oftopic, so please don't post that aga°@° " (August 31, 2009).In
this way, Angela takes up a transmitter rolher story thread, transmitting pedagc
discourse to another mem. Also relevant to this discussiofnthe flexibility of roles is
an understanding of how a member becomes a mod@n:SWH In typical formal
school pedagogic interactions, transmitters musgtiae the knowledge and skills of th

content area before taking on the role of trangn, as evidenced by the subj-area
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knowledge tests that teachers pass for certification, for exampleeudowinSWH
transmitters do not need to demonstrate evidence of having acquised krowledge
or skills in creatingsimsfan fiction before they assume the role of transmitter. For
example, one of my moderator informants, Pamela, did noShmsfan fiction inSWH
either before or during her tenure as a moderator. When | asked her about how she
became Senior Staff in the space, Pamela explained: “| was tealiyly active
Hangout Helper left...because of my leadership, Jen (old staff) ectmstevith Senior
Staff and took her leave” (personal communication, February 19, 2010). In other words,
Pamela was given the necessary permissions to take on the resppo$iSignior Staff
because she had demonstrated “leadership” in the space, not because she had
demonstrated expertise aSiansfan fiction writer.

Recall that earlier | discussed critiques as a form of pedagogic imerac
SWH Ciritiques also illustrate the flexible nature of transmitteraaplirer roles in this
space because they allow members to take up the role of teacher asdtiegadpack to
fellow SWHmembers. Below is a completed critique received by one of my informants,
Missy, on aSimsfan fiction chapter she posted SkWH

Name of Story: Baby Blue: Chapter 1

Introduction: 8/10

I loved the scenes and the way you started it off. | was instantly hooked.
Body: 9/10

I love this story. | kept me thinking and wanting to know more. The part where
Lisa overheard the doctor really got me wondering. Hopefully you let us know
in a future chapter who the doctor was talking to.

Conclusion/End of chapter9/10

I loved the ending! Especially the ninja! That was very unique and very
creative. It left me with a lot of questions and kept me wanting to read more. |
also loved how you had previews for the next chapter, much like you see on tv
[sic]. Very creative ;]

Likes: As | said before, | like the previews you had at the end of the chapter. |
also loved how the nurse was talking about the Grayford's and then Liga's la
firm is also working with them.

Dislikes: Can't think of any at the momeisid).

Graphics: 9/10
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You have an awesome graphics card and the scenes are awesome. However,
some of them could use some more props.
Grammar: 9/10
There were a few small errors | picked up on, but nothing too major.
Rating from reviewer (on the Exchangg: 5/5
Rating out of ten: 9/10
Pointers for improvement: As | said, some scenes could use more props, but
other than that | can't think of anything you really needed to improve on.
(emphasis in originaSWHmember post, September 30, 2006)
Note that this member uses a critique form with rating scale®tiderboth quantitative
and qualitative feedback to Missy. She makes specific referendesolthe text,
especially when offering praise. In this way, the member acts assaniteer while
Missy receives the evaluative feedback and is thus positionedsasjairer.
As noted above, reader responses are a form of pedagogic communication in
SWH Because of the nature of the discussion board forn&t\{ any member can
post feedback to &imsfan fiction story thread. Whereas in one interaction a member
can be the transmitter in a reader response, that same member cathéniateraction
be on the receiving end, acquiring knowledge. Angela’s participati®kvidillustrates
this flexibility of roles. In the following example, she takes on the rbteaasmitter, in
a reader response she posted on another menseistan fiction:
Ah, | hate to have to say it, but | think you got a lot of these ideasTvalight.
That's fine as long as you develop the ideas into your own story. ...I'd also have
to say that your writing could easily be improved simply by reading some other
stories on this site, or you can get help frone Vaulfan SWHsub-forum
containing tutorials and writing ideas]. It wasn't too bad, but there's certainl
room for improvement. If you need any help with future chapter, feel free to PM
[private message]. (AngesWHpost, November 18, 2009)
Angela offers an instructional suggestion, pointing the author to rescawva#able in
SWH and she also offers future assistance as a transmitter. How&reinlaer own

story’s thread, Angela takes on the role of acquirer, as seen in thengecin heBims

fan fiction thread:
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Just one thing -- igour excerpt, there's a paragraph of descriptiahthis little
bits of description. Try and get rid of the paeggr and spread it through out"
action. It seems to get boring just reading alappearances. (I don't mear

sound rude, just sayi. °@°) (SWHmember post, September 18, 2(
To which Angela responde

Yeah, | get what you mean with the descript | was writing it really fast jus

to get something down before | completely forgovHavanted the prologue

go. I'l work on thet. (: And thank you so much!S(WHpost, September 1

2009)

These posts point to the flexibility of Angela’de® inSWH As a learning environmer
SWHallows her to take up the role of transmitter imsgoedagogic interactions a
acquirer in others.

Unlike the pedagogic relationship most formal learning environmen
transmitter and acquirer rolesSWHare flexible. Thesimsfan fiction story threads a
a space where members engage in pedagogic pratttatedlow them to take L
transmiter roles through reader responses and critiqieese same members can ¢
acquire knowledge in the spe

Discussion

My initial inquires intoSWHIled me to seek out a way to theonmederators
practices related to maintaining order in the si(Lammers, forthcoming) | wonderec
what insights could be garnerecsuch policing of the discussion forums vexsiminec
as pedagogic discourgBernstein, 200(. Thus, in this analysis, | pursuqdestions
exploring the nature of pedagogySWHas a means tanderstand how knowledge
communicated (transmitted) SWHmembers (the acquirers). To answer tt
guestions| viewed discussion forum interactiotSWHactivities, and moderat-created

norming textghrough the lens of the pedagogic de\ paying particular attention to tl

recontextualizing rules. My efforts revealed itdggabout how Bernstein’s model d«
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and does not account for all the pedagogic practices visible in an onforejal
learning environment likEWH My findings centered on (a) the dominance of regulative
discourse, (b) that discourses from many different sites are retalieed as pedagogy,
and (c) the flexibility of roles between transmitters and aegainSWH

Like the formal school environments upon which Bernstein developed his model,
pedagogic interactions BWHembedded instructional discourse within a more dominant
regulative discourse. Moderators posted numerous norming texts and msrainolet
the rules within discussion threads. Such regulative discourse wgseatbgd maintain
social order within the space. Yet, despite moderators’ bestsetbonorm the practices
by encouraging members to read the rules, many did not. For example, one of my
informants had this to say: “I should have read the rules when | first camel iser¢ of
picked up the rules as | read responses from the mods [moderators]” (Naomi,Ipersona
communication, April 15, 2010). While other research has informed our understanding
of learningin online affinity spaces (Black, 2008; Fields & Kafai, 2009; Gee, 2004;
2007; Gee & Hayes, 2010; Ito, et al., 2010), little attention has been paid to how these
spaces regulate and norm behavi®WWHis a site of more than 12,000 members from all
over the world who gather virtually to participate in the onlinerfw. Online fan spaces
create a culture of their own and must communicate the norms and exmsdiati
members using the technology available. Perhaps all of this regulsteede is
necessary for such a large, geographically dispersed, virtual group toriurict
addition, Naomi’'s comment reveals that at least some members do noterealesh
suggesting there is a need for regulative discourse in officialgplaceh as the
moderator-created norming texts, and in informal reminders throughouwtrtimest.
Future inquiries into pedagogic discourse could compare betStand other

gaming-related affinity spaces to explore what factors infludreamount and nature of
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regulative discourse in these sites. For example, is the age or gétideparticipants a
relevant factor shaping the amount and nature of regulative discourse?

The official knowledge 0SWHis relayed through recontextualized discourses
from multiple sites, including media genres, schools, and fan practi@entests, for
example, evidenced reality television discourses recontex¢dadiz pedagogic practice
to transmitSimsfan fiction knowledge. Not only does formal schooling pedagogy often
dismiss pop culture as a means for transmitting knowledge (Marshl&&i2000)
schools often shy away from contests as a form of pedagogic discourssebibry fly
in the face of the mentality that “everybody is a winner,” whicloiefsen encouraged in
school. Through recontextualizing discourses from multiple Sé4;]broadens what
counts as legitimat8imsfan fiction pedagogy. By demonstrating how multiple
discourses shape acceptable writing instruction in an online learningrameint, this
finding can inform practice with an eye toward how classroom literetyuiction might
similarly be shaped. What would it look like for classrooms to broaden whatscas
legitimate English pedagogy? Beyond including media texts in theabdasswhat if the
discourses of media genres were taken up as English pedagogy? We needdetze m
in the literature for how this might look in actual classrooms. Also, contirasegirch
into pedagogic discourse in online affinity spaces might revealsisgymwer and
control related to these recontextualized discourses. For example, whimtbtes
contests, and how does that shape what is considered legitimate and valueddg®ow
and practice?

Finally, my analysis demonstrates the flexibility of transenigind acquirer roles
in SWH This flexibility allows the official knowledge to be constructed by ipldt
voices. While unlike the inflexibility of these roles in the fairachool settings studied

by Bernstein, this finding does align with the features of an affipiége articulated by
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Gee (2004), namely that these spaces value distributed knowledge arnigeqper that
leadership is porous. Though | was able to illustrate the ways in wieehat my
informants participated as both transmitters and acquirers, | do not kamseahow
many or how often othe8WHmembers take up multiple roles. Perhaps only a relative
few members both transmit and acquire knowledge. This would be in line with what
Juran (1954) referred to as the Pareto principle, or the 80/20 rulepriffuiple states
that often in organizations a “vital few” participants have a muchereéect than the
“trivial many” in the space. To gain a more complete understanding of thigilitg)of
roles in online learning environments suctS&gH additional research is needed to
determine who actually takes up the available roles in these sfwels research might
also explore what conditions affect who participates in what ways imedieiarning
environments.

As a model of pedagogic interactions, Bernstein’'s pedagogic device) (2000
articulates the distributive, recontextualizing, and evaluatiles as a tidy structure for
making sense of what in reality was not tidy6MW/H Participants in online affinity
spaces, such &WNH are a constantly changing group of people. Similarly, the pedagogy
in these spaces continually changes. Bernstein’s model was uséfdusing my
attention on the dominance of regulative discourse, the types of reconzextual
discourses, and the flexibility of transmitter and acquirer rolestifted research is
needed to more fully explore how the distributive and evaluative rules atigotjowith

pedagogy in online affinity spaces.

153



References

Alvermann, D. E. (2008). Why bother theorizing adolescents’ online literawies f
classroom practice and researdb@rnal of Adolescent & Adult Literacy, @3,
8-19.

Androutsopoulos, J. (2008). Potentials and limitations of discourse-centenael onli
ethnographylLanguage@Internet,, Srticle 8.

Baym, N. K. (2000)Tune in, Log on: Soaps, fandom, and online commuriigusand
Oaks, CA: Sage Publications, Inc.

Bernstein, B. B. (1990 lass, codes, and control: The structuring of pedagogic
discoursgVol. IV). New York: Routledge.

Bernstein, B. B. (1996Redagogy, sybolic control, and identity: Theory, research,
critigue. London: Routledge.

Bernstein, B. B. (2000Redagogy, symbolic control, and identity: Theory, research,
critique (revised ed.). New York: Rowman & Littlefield Publishers, Inc.

Bernstein, B. B. (2004). Social class and pedagogic practice. In S. J. ®alT(E
RoutledgeFalmer reader in sociology of educatjom. 196-217). New York:
RoutledgeFalmer.

Black, R. W. (2008)Adolescents and online fan fictiddew York: Peter Lang.

Boellstorf, T. (2008)Coming of age in second life: An anthropologist explores the
virtually human.Princeton, NJ: Princeton University Press.

Bury, R. (2005)Cyberspaces of their own: Female fandoms oniNeav York: Peter
Lang.

Chouliaraki, L. (1998). Regulation in "progressivist" pedagogic discourdidualized
teacher-pupil talkDiscourse & Society,(q), 5-32.

Christie, F. (1995). Pedagogic discourse in the primary schaajuistics and
Education, 73), 221-242.

Clark, U. (2005). Bernstein’s theory of pedagogic discourse: Linguisticsatoiual
policy, and practice in the UK English/literacy classro&mglish Teaching:
Practice and Critique, @), 32-47.

Davies, B. (2001). Introduction. In A. Morais, |. Neves, B. Davies, & H. Daniels)Eds

Towards a sociology of pedagogy: The contributuion of Basil Bernstein to
research(pp. 1-14). New York: Peter Lang.

154



Fields, D. A., & Kafai, Y. B. (2009). A connective ethnography of peer knowledge
sharing and diffusion in a tween virtual woreomputer-Supported
Collaborative Learning47-68.

Gee, J. P. (2004¥ituated language and learning: A critique of traditional schooling.
New York: Routledge.

Gee, J. P. (2011Mow to do discourse analysis: A toolkitew York: Routledge.

Hayes, E. R., & King, E. M. (2009). Not just a dollhouse: What The Sims 2 can teach us
about women's IT learnin@n the Horizon, 1(2), 60-69.

Hine, C. (2000)Virtual ethnographyThousand Oaks, CA: Sage Publications, Inc.

Hine, C. (2009). How can qualitative internet researchers define the bosrufatieir
projects? In A. N. Markham, & N. K. Baym (Eddnternet inquiry:
Conversations about meth@olp. 1-20). Los Angles: Sage Publications, Inc.

Jenkins, H., Clinton, K., Purushotma, R., Weigel, M., & Robison, A. J. (2006).
Confronting the challenges of participatory culture: Media education for the 21st
century.From
http:/mww.newmedialiteracies.org/files/working/NMLWhitePapelf

Lammers, J. C. (2011). "The Hangout was serious business:" Explormagiéteand
learning in an onlin&imsfan fiction community. (Unpublished doctoral
dissertation). Arizona State University, Tempe, AZ.

Lammers, J. C. (forthcoming). "Is the Hangout...the Hangout?" Exploring tensians i
online gaming-related fan site. In S. C. Duncan & E. R. Hayes (Bds).
literacies in videogame affinity spacé&ew York: Peter Lang.

Leander, K. M., & McKim, K. K. (2003). Tracing the everyday 'sitings' of adelets on
the Internet: A strategic adaptation of ethnography across online ane offl
spacesEducation, Communication, and Informatio28 211-240.

Leu, D. J., O'Byrne, W. I., Zawilinski, L., McVerry, J. G., & Everett-CacdpaH.
(2009). Expanding the New Literacies conversatifiucational Researcher,
38(4), 264-269.

Marsh, J. (2007). New literacies and old pedagogies: Recontextualiziagnale
practicesInternational Journal of Inclusive Education, (B}, 267-281.

Marsh, J. & Millard, E. M. (2000).iteracy and popular culture: Using children's culture
in the classroonThousand Oaks, CA: Sage Publications, Inc.

Moje, E. B. (2009). A call for new research on new and multi-literaBiesearch in the
Teaching of English, 43), 348-362.

Moss, G. (2000). Informal literacies and pedagogic discolisguistics and Education,
11(1), 47-64.

155



Preece, J., Nonnecke, B., & Andrews, D. (2004). The top five reasons for lurking:
Improving community experiences for everyo@emputers in Human Behavior,
20(2), 201-223.

Rheingold, H. (2000)The virtual community: Homesteading on the electronic frontier.
Cambridge, MA: The MIT Press.

Robertson, I. (2007). E-learning practices: Exploring the potential of pedagage, sp
activity theory, and the pedagogic devicearning and socio-cultural theory:
Exploring modern Vygotskian perspectives. International workshimtiongong
University.

Steinkuehler, C. A., & Duncan, S. C. (2009). Informal scientific reasoning in online
virtual worlds.Journal of Science Education & Technology(6)7530-543.

Steinkuehler, C., & Johnson, B. Z. (2009). Computational literacy in online games: The
social life of a modThe International Journal of Gaming and Computer
Mediated Simulations,(1), 53-65.

Tyler, W. (2001). Crosswired: Hypertext, critical theory, and pedagogioutise. In A.
Morais, |. Neves, B. Davies, & H. Daniels (Ed3.9wards a sociology of
pedagogy: The contribution of Basil Bernstein to reseg@pgh 339-360). New
York: Peter Lang.

Williams, G. (1999). The pedagogic device and the production of pedagogic diséourse
case example in early literacy education. In F. Christie (Pddagogy and the
shaping of consciousness: Linguistic and social procepgpes8-122). New
York: Continuum.

Zickuhr, K. (2010) Generations 201Retrieved January 10, 2011 from
http://pewinternet.org/Reports/2010/Generations-2010.aspx

156



CHAPTER 6
CONCLUSIONS AND REFLECTIONS
| designed this dissertation study to explore the nature of literacdeaming
in a gaming-related online affinity spaddie Sims Writers Hango(8WH. | strove to
understand how this fan-created discussion forum supported members asétezl/amd
sharedSimsfan fiction. My study sought to answer the following questions:
1. How isSWH an online affinity space, organized to create a collaborative
learning environment?
a. How does this space create and promote high standards for
literacy learning?
b. How does participation in this space shape the creation of
participants'Simsfan fiction?
2. What is the nature of the multimodal literacies recruited by this space?
To answer these questions | conducted a two-year discourse-centeree@ibmography
(Androutsopoulos, 2008) that involved systematic observation and virtuaatioers
with key informants. To analyze the data generated by my ethnography, | begamgby us
Gee’s (2004) affinity space theory as a lens through which | viewedgheipation of
SWH. | then applied the New London Group’s (1996) Designs of Meaning (DoM) theory
to make sense of the literacies members recruit to participdte space. Lastly, |
analyzed discussion forum data using Bernstein’'s pedagogic deviapt¢he90; 1996;
2000; 2004) to develop an understanding of the pedagogyef
In this final chapter, | have the following goals: (a) to review theitigs
presented in each of the three previous manuscripts to illustrate hoimdhadually

and collectively represent answers to my research questions;giticulate the
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implications these findings have for theory, practice, and future réseant (c) to
reflect on what | learned from conducting this study.
Review of Findings

In this section, | summarize the findings of my research. These findings cente
on three main areas related to my studgWwfH tensions, literacies, and pedagogy. |
conclude by articulating how my findings collectively answer my researdtious.
Tensions within SWH

In Chapter 3, | focused on understanding practices that did not seem to support
the “common endeavor” (Gee, 2004, p. 85) of creating and stinmfan fiction. My
analysis made visible that varied use of the space was one sourcgarfderPosting in
Chit Chat while not directly related to the common endeavor, was a popular form of
“hanging out” (Ito, et al., 2010) IBWH. While Pamela (a moderator informant)
expressed her displeasure weWWHmembers who only posted in tG&it Chatwithout
contributing to theSimsrelated activities, other informants valued this forum as a space
to get to know people in ways not possible through iensfan fiction or story threads.
Privileging the visual aspect &imsfan fiction over the written aspect and posting
fangirl comments instead of more substantive feedba&rasfan fiction were other
varied uses o8WHthat caused tensions.

Moderators attempted to mitigate tensions through a variety ofqgaactesigned
to maintain the order 8WH They posted rules, which | called moderator-created
norming texts, and reminders in an attempt to establish social order ratle s
However, this also created more tensions because some members did tiwt rakes.

As another form of maintaining order, people (members and moderatorsgéhitia
discussions to solicit input aboBWHSs practices and activities. In addition to being a

space to air tensions, these discussions encouraged members to talkeaporpdse of
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the siteand the practices they valued. Such discussions often led to interveotions
changes to the practices or organizatioBWH The most extensive intervention |
observed during my study was the site revamp in fall 2009. By creating newsffum
The Sims &ind other writing activities, this intervention addressed concaised in the
“Is the Hangout...the Hangout?” thread. Together, the findings related td uageof
the space and efforts to maintain ordeBiWHshed light on tensions within an online
affinity space. Focusing on these tensions deepens our knowledge of the dgroplexi
practices in online affinity spaces.
Literacies of SWH

In Chapter 4, | viewed AngelaSWHrelated activities through a Design (New
London Group, 1996) lens and demonstrated how she drew on Available Designs from
multiple offline and virtual contexts both to create Sgnsfan fiction and to participate
in SWH Angela’s Designing took place within and outsid&W@fH. Tracing her process
revealed how she made Design decisions and when she collaborated with others.
Angela’sSimsfan fiction and heEWHposts also exemplified The Redesigned. Her post
requesting photos of Sims for a story, for example, was reminiscent of thalwail
Designs of other requests, but also uniquely her own as a result of hgm Desds.
Angela leveraged her participation$hWHto shape heBimsfan fiction in ways that
made it a collaborative endeavor; She shared story ideas for feetizpgisted the
assistance of proofreaders, and tapped into the expertise of othersdgpebialized
knowledge. Thus, my analysis illustrated the collaborative natuiteiafdies members
engage in to participate BWH
Pedagogy ofSWH

In Chapter 5, | explored the nature of pedagogyWHusing Bernstein’s (2000;

2004) pedagogic device model. Findings pointed to the dominance of regulative
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discourse, the recontextualization of multiple discourses as pedaguapthe flexible
roles of transmitters and acquirers. Numerous moderator-created ntexisig
contributed to the dominance of regulative discourse by repeatirgxpitetations at the
top of most sub-forums. Regulative discourse was visible not only in the languhipe wi
posts, but also in formatting. Bernstein’s recontextualizing rulesiple also made
visible the ways community contests and activities, critiques, adeérézedback all
relocated discourses from other sites as pedagogic disco8%éHnFinally, my
analysis uncovered pedagogic interactions illustrating the fleyibilitransmitter and
acquirer roles. For exampl®imsfan fiction story threads were a space where members
took up transmitter roles by posting reader responses and critiques. In dyssenw
analysis demonstrated h&WHpedagogy aligned with and challenged Bernstein’s
model of the pedagogic device.
Tying it all Together

Collectively, the three analyses shed light on I8M¥Hwas organized to create a
collaborative learning environment. This environment was expliathgttucted through
certain forums and practices. T@kssifiedsub-forum, for example, connect8ansfan
fiction creators with proofreaders and with members who filled requestadtumne
content. Contests and other community activities engaged participaragsrihat
allowed them to work together and learn from each other. Pedagogic interatgmns
offered explicit instructional and regulative discourse that kielpereate the official
knowledge and social order of this learning environment. Additionally, collimra
learning was fostered in implicit ways. Available Designs of exishingsfan fiction
and discussion posts offered models for the conventions of the space. XiHfilityle
allowing members to take up roles as transmitters and acquirers alsbutedtto the

learning environment of the spac®WHpromoted high standards for literacy learning
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through a variety of pedagogic activities, such as contests, critiquesaatet
responses. These activities were opportunities for members tdrgietensed and
unstructured feedback to shaiensfan fiction. Eve’s experiences 8WH for example,
shaped heBimscreations by giving her opportunities to follow a digital mediatarea
trajectory producingimsmusic videos, machinima, and digital image editing tutorials.
Finally, this study revealed the nature of literacies recruiteg\igiito be collaborative, a
part of a Design process, and oftentimes pedagogic. | now move to a discudsen of t
practical and theoretical implications of these findings.
Implications

My exploration of literacies and learning in and aro8WdHsuggests practical
implications for literacy learning. It also has theoreticallioations related to using
theories as analytic tools and expanding existing theories to accoume fmattices in
online affinity spaces. In this section, | articulate those implicatiosconclude by
providing recommendations for future research.
Practical Implications

Literacy instruction in today’s classrooms happens in a climgiadtad by
numerous calls for standardization (e.g. No Child Left Behind, Race t@fhemd the
Common Core Standards) and warnings that American students are not prepared to
compete in the global marketplace. Amidst these demands, research esctations
on the effectiveness of student-centered approaches to literacgtiostizan get pushed
to the margins. Though | am not advocating that schools abandon curreny literac
instructional methods altogether and replace them with online affiniggspadels, | do
believe lessons learned from these spaces have the potentiatécstudant-centered,

experiential, relevant, and engaging literacy learning opportunitie¢sday’s students.
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In online affinity spaces such 8%VH young people are encouraged to
participate in ways that match their skills and interesteyTap into a distributed
knowledge network, leveraging the expert knowledge of others to shape ¢iatiorms.
These features of an affinity space are unlike experiencéaldgan the standardized
mode of instruction often seen in today’s literacy classrooms (Black, 2@@8,2G04). |
believe educators can draw 8kiVHas a model for encouraging student-centered
collaboration in the classroom. What if writers’ workshops were faighl through an
online discussion board modeled aff&WHwith student-created forums, tutorials, and
resources in which students served as a distributed network of collabarsdoeaders?
Such an environment would allow students to develop areas of literacy sxaendi
work together to Design in ways that honor intensive knowledge, opening ubiliaessi
for increased student engagement and motivation. In classroom settings wher
technology access is a concern, | believe it is still possible to allmersts to co-
construct the environment similar to the ways members did with foru8d/ih Thus,
learning becomes more student-centered. In addition, the variety of &teracruited
for participation inSWHoffers models for moving beyond writing instruction focused on
teaching standardized formats, such as the 5-paragraph essay.efl preptire students
to participate in a networked, global society, literacy instructimulsl provide
opportunities for engaging in multimodal and digital writing spaces and ferma

SWHallowed participants to flexibly take up transmitter and acquiles
throughout the forums. Due to this flexibility, the official knowledge ofsihece was
co-constructed by the members and moderators. This is unlike transmissiels of
literacy instruction that position the teacher as the expert. | badigwcators and policy
makers should move away from the extreme focus on standardized instaradi share

some of the control over the official knowledge with students. Drawing on the
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experiences available to young people in online affinity spaces, jitelagsrooms could
be reconceptualized as spaces where transmitter and acquireredlexgible and

students have meaningful opportunities to construct what it means to beraarahde
writer. To do so would involve opening up the curriculum to encourage studentsgo bri
their interests and expertise into the classroom.

Theoretical Implications

My dissertation work also has theoretical implications relateditg tiseories as
analytic tools and to expanding these theories to account for the liteaacigractices
uncovered irSWH In what follows, | share insights into the effectiveness of the DoM
framework (New London Group, 1996) and Bernstein’s pedagogic device (1990; 1996;
2000; 2004) as conceptual tools for analyzing data. | also discuss wayalysea call
for an expansion of Gee’s (2004) affinity space theory and Bernstein’s (288&jogic
discourse theory.

Theories as analytic tools.My study informs our understanding of the New
London Group’s (1996) DoM theory and its application as an analytic tollttoe
research. This tool made visible that creagimsfan fiction exemplified a Design
process involving the following elements: Available Designs, disg, and The
Redesigned. As | categorized Angela’s literacies according to my uanuldirgy of these
elements, the tool shed light on the collaborative nature of the igsrangela recruited
to create and sha&imsfan fictions in this context. Thus, my study adds to previous
research (including Black, 2005; Chandler-Olcott & Mahar, 2003) that usedetine N
London Group’s (1996) theory and extends this work by applying the theory as an
analytic tool in a new way. | agree with the authors when they say tragrDeodel of
discourse “fits well with the social life and social subjects st-&dnanging and culturally

diverse societies” (p. 74). The DoM framework was flexible enough to beedppli
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multimodal literacies in an online setting, yet clearly defined enougmdfiing sense of
semiotic activities irSWH

Using Bernstein’s model to view the rules and other norming practicesaradov
in Chapter 3's analysis changed my perspective. During the analysistpdesen
Chapter 5, | went from seeing these practices as policing to seeing thetiagsgie
discourse. This was an important shift in my interpretation of moderagated norming
texts because it forced me to evaluate these posts for their negatadinstructional
content. In this way, Bernstein's model was helpful.

Over his 40-year career, Bernstein published a series of books, talks, arsd paper
in an effort to develop his theory of pedagogic discourse. Though he artichkated t
pedagogic device as a set of interconnected rules (the distribuitige recontextualizing
rules, and evaluative rules), Bernstein himself acknowledged the thaerg work-in-
progress with each individual paper being a “productive imperfection...[that
generated]...conceptual tension...[providing] the potential for developr(@0@0, p.
211). Even in his final book on the topic (Bernstein, 2000), Bernstein's pedagogic device
model remained abstract and multi-layered, making it more challenging komitbras
an analytic tool. As | struggled with how to apply the theory to the disedwbserved
in SWH,I found it helpful to see how others had used various components of the model to
describe school-based ICT pedagogy (Marsh, 2007; Robertson, 2007; Tyler, 2001) and
informal literacies (Moss, 2000; Williams, 1999). An important lesson hgldérom
these studies was that it was acceptable, and maybe even preferalide U only one
set of the pedagogic device’s rules to examine a pedagogic site. It thisspatint in my
data analysis process that | narrowed my focus to exploring how the reuatitéxy

rules helped me to understand the nature of pedagdgjyh
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Expanding theories. In Chapter 3, my analysis revealed ways Gee’s (2004)
affinity space theory was insufficient to describe and make seraktioé tensions in
SWH thus providing an opportunity for expanding our understanding of affinity spaces.
For example, | found the affinity space theory did not help me to make cfeDki
Chat, which comprised more than half of all postSWH None of Gee’s (2004)
elements of an affinity space address such socializing disconnemtethE common
endeavor of the spac€hit Chatposts, as socializing, were a form of “hanging out” (lto,
et al., 2010) in which young people interacted in seemingly off-topic cotioersaThe
availability of such conversations motivated members to S\alHand engage in the
forums. | believeChit Chatappealed to the friendship-driven genres of participation (lto,
et al., 2010) oEWHmembers and added depth to their experiences within the site. To
understand these spaces more completely, | propose drawing from the work of 1t et al
account for the important role socializing plays in motivating peoplertizipate in
online fan sites. While the “common endeavor” (Gee, 2004) of creating and shiangg
fan fiction still served as a primary and/or initial draw to th&ce, members clearly
valuedThe Sims Writers’ Hangouts a space for “hanging out” (Ito, et al., 2010). As
such, in an effort to strengthen our understanding of online affinity spacesew&ne
recognize the multiple affinities bringing members to theseespddurring boundaries
between friendship- and interest-driven genres of participation.

It is important to note that since the time | began this disserfaiiee and Hayes
put forth a revised theory of affinity spaces they nowmgadisionate affinity groups
(2010). Though much of the features are similar, there is now an emphasis on how the
common interest bringing people to these spaces is a “passion-fueledoehizal 07).
Gee and Hayes briefly acknowledge that a person’s participation in a psessithimaty

group may not always be singularly focused on the shared passion, though thety sugges
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such deviation is in service to “ensuring the survival and flourishitigeopassion and
the passionate affinity group” (p. 107). In this new iteration of the theeeg &
connection with my own findings as well as a need for further research to cdwotinue
theorize what motivates people to participate in different ways tespkeSWH.
Another implication related to a need for expanding existing theoriesdaratc
for practices seen iBWHcomes from the analysis presented in Chapter 5. My findings
pointed to an opportunity for expanding Bernstein’s pedagogic discoursg theo
account for differences between formal schooling environmentsarahtine, informal
learning environments where pedagogy also occurs. Specifically, | noted thatittems
and acquirer roles iBWHwere flexible, allowing the official knowledge of the space to
be constructed by multiple voices. Bernstein (2000) conceptualizeedagogic
recontextualizing fieldPRF) as being comprised of teachers, staff developers, textbook
and curriculum authors, and teacher educators who have an effect on pedagogisediscou
in a given classroom. He made no mention of students in the PRF, indicating they do not
have a role in creating pedagogic discourse in formal schooling envinesnmevould
argue the members 8WHdid have a role in the PRF of their online learning
environment as the flexibility of the transmitter and acquirer rolesvall them to
actively participate in the pedagogic discourse. Continued researd¢hentole
participants in online affinity spaces play in the PRF could lead to @msiym of
Bernstein’s model to account for the differences seen in these leanvingnenents.
Recommendations for Future Research
As | consider next steps as a result of my study, | see a need for edaicati

researchers to expand our knowledge as we seek answers to four key questions:

1. What learning trajectories do adolescents take as they participate i

around online environments?
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2. What connections, if any, do adolescents see between their online and in-
school literacy practices?

3. What connections, if any, do secondary educators see between
adolescents’ online and in-school literacy practices?

4. How might lessons learned from online environments shape adolescent
literacy instruction to prepare students for' 2&ntury social futures?

In my study, | focused on understanding the cultuWwHas a whole. Though
eight participants informed my understanding, it was beyond the scope oftdscteto
examine their individual learning trajectories in any great detdiklieve there is more
to learn about the individual experiences of adolescents in online spaEEEaby
related to questions about what conditions affect how they participdtehere their
learning leads, both within and beyond the space. While my study contributes to our
knowledge about the numerous disconnects between learning in schools and irarning
online affinity spaces (Black, 2008; Gee, 2004; 2007; Gee & Hayes, 2010; Lam, 2000), |
see a need to more closely examinecitrenectiondetween online and in-school
literacies and learning, from the adolescents’ and the teachers’ gisrspe

As | look ahead to my emerging research agenda and continued work as a teacher
educator, | see opportunities for taking the lessons learned in this studggimairg to
apply them to shape classroom literacy instruction. | acknowledge that®arr
including standardization mandates and technology access issues, woeild diffikult
to put my earlier recommendations into practice in many of today’s classréomgy
future research, | envision working with individual teachers in foneatesign projects
(Reinking & Bradley, 2008) to implement elements of affinity spacesthair

adolescent literacy instruction. This work has the potential to providelsrfod&ow
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barriers were overcome and to document the successes, challenges, andifetiraing
process.
Reflections

As | reflect back on my experience of conducting this dissertation resé¢arn
struck by how much | learned not only about my intended foci of literaciegamirig,
but also about conducting research. In this final section, | present my oeffeabiout
these areas connecting them with ideas about how they will impact my festesech
and teaching.

Conducting Virtual Ethnography

| conducted my dissertation study in an online space because my intedests an
experiences with adolescent literacies led me to want to make $evisere adolescents
spend increasing amounts of time creating and sharing content (Lenhart, Madden
Macgill, & Smith, 2007). To support their affinities, adolescents qugirig into a
variety of sites available on the Internet. Just as the web conneletscaats to
literacies, learning, people, and ideas that they would not otherwiset@ass to
without the Internet, | was similarly granted access to a resear@ndiiaformants via
the Internet. In this way, the virtual nature of my research context bexsedit.

However, conducting a virtual ethnography presented its own challenges teldatd
collection and ethical considerations. | turn now to my reflections to latiray those
two challenges.

Data collection. | began my research project with a focus on studying the
culture ofSWH However, in order to develop a more complete understanding of how
participants engaged in that space, | needed to expand the boundaries of mgfield sit
include other interconnected websites wHairasfan fiction andcustom content were

hosted. | had to follow the inquiry where my informants’ practices led me. iRiaema
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flexible and following the trail of connections wherever they may s an important
element in conducting virtual ethnographies (Hine, 2009; Leander & McKim, 2003). |
requires a virtual ethnographer to remain open. While such openness wahaitdrage
to my sensibilities as a researcher, it was a challenge with tésmkta management. |
chose to manage my data electronically, using Micr8atfiterd documents. | created
multimodal field notes with screenshots, downloaded discussion forum posts, and
hyperlinks documenting how | followed my informants’ activities. Usingrfdenes,
tags, and folders, | organized all of these documents in a way that made dnemalsie
on my laptop. In future virtual ethnographic research, | would like to use a tjualita
analysis software package, such as HyperRESEARDHxplore whether data
management could be more efficient.

Another data collection challenge | had related to maintaining contact with
informants. As noted in Chapter 2, when | first approached Pamela to introdseié my
and my project, | sent her a message uSM{Hs private message (PM) system. After
she gave her consent to participate, | sent her the first set of uiteraiew questions
via the email address she provided. Weeks passed without any reply. | sew-afoll
email inquiring about whether she was still willing to share her insigfttat email went
unanswered. | worried about what it meant to conduct my dissertation resdygrap
on informants with whom | had no face-to-face relationship. When | e\igrgeat
Pamela another PM to ask whether she was still interested irojeetpshe admitted to
not checking her email since she entered her information on the project’ie Gideg
giving her consent (nearly six weeks had passed). From then on, | only comnaunicate
with Pamela via PM. This exchange serves as a reminder to uselablavi@chnology,
not only for capturing data as Androutsopoulos (2008) recommends, but also for

maintaining contact with informants in virtual ethnographies.
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Ethical considerations. Conducting a virtual ethnographic studyS\WHalso
posed challenges related to ethics. | never questioned the need to obtaiadnfor
consent from my key informants and planned from the beginning to assign them
pseudonyms. | felt that pseudonyms were an important means for protectihgntiite i
of my informants, even though they already had a degree of anonymity becauge of the
SWHusernames. A challenge to this plan arose when | asked my informants t® choos
pseudonyms and one had an issue with this request. Eve initially preferred thiagd use
real name saying, “all my online friends/fans know me by that name” (personal
communication, April 25, 2010). This brought up an interesting question for me
especially given theBWH as with other online content sharing spaces, had an ethic of
giving credit. There were posts to remiBidnsfan fiction writers to credit the sources of
the custom content they used to create their images, for example. In addition, many
writers acknowledged the contributions of other members, including peatrs. |
began to wonder whether hiding the identity of my informants behind a pseudonym took
away their credit for authorship. Ultimately, in accordance veitfurements of the
Institutional Review Board, and to remain consistent (one of my informants wia®a
whose identity | believed needed to be protected by a pseudonym), | chosé® use
pseudonym Eve reluctantly provided.

In another ethical consideration, | wondered about whether or not to publish the
titles of my informantsSimsfan fiction texts. | looked to the expertise of other Internet
researchers (Black, 2008; EIm, 2009; Ess & Association of Internet Resexar2002)
for guidance on navigating this challenge. Charles Ess and the Associdtteroét
Researchers (2002) published a report providing a series of questionsrfer onl
researchers to ask regarding ethics. The report does not protie ses of ethics

rules, but rather stresses the contextual considerations for prinsdgpternet users
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should expect: “the greater the acknowledged publicity of the venue, tlabligggion
there may be to protect individual privacy [and] confidentiality” (p. &)disseminating
her research, Rebecca Black (2008) made the decision to change the tidies of
informants’ fan fiction texts as a consideration for such titlesgo#iighly searchable”
(p- 23). Unlike the very public nature of her research SWéiwas asemi-public
environmen{EIm, 2009) that required membership but was essentially open to all who
submitted a registration request. | also considered that my infa ndenrttity was
already protected beneath the usernames and online avatars theyuwbereglted on
SWHand in the sites where they hosted t&&insfan fiction (i.e. theExchangg | tested
the searchabilityof my informants’Simsfan fiction titles and was unable to locate any of
them on the first 10 pages of results in a Google search. A final cotisidénamy
decision was a desire to share screenshots illustrating the multinatded ofSimsfan
fiction. Some of these images contained the story titles, and to changesthednt |
would either forfeit using these images or need to change them drastiaédh all of
this in mind, | chose not to change my informaishsfan fiction titles when reporting
my research.
Literacies and Learning

Elsewhere in this dissertation, | already explainedingingsabout literacies
and learning as a result of my exploratiorSB¥¥Hmembers’ practices related to creating
and sharingimsfan fiction, so it would be redundant to repeat them here. However, | do
want to use this space to share some thoughts about literacies and leamitigef
perspective | now have on the back end of this project.

It strikes me as noteworthy that at the same time education, litetacgt®on in
particular, is becoming more scripted in classrooms, literacyitgpisioccurring in

meaningful ways in spaces suchSMH As they created and shar@iinsfan fiction,
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SWHmembers Designed sophisticated literacies that were multimodaikl hybr
intertextual, digital, entertaining, informative, and functional. They Wiof #his without
scripted instruction or a grade. Rather, these young people pursued theirithres
passionate persistence, also knowgras(Duckworth, Peterson, Matthews, & Kelly,
2007; Gee & Hayes, 2010). While my project was not designed to capture observed
guantitative data about the number of hours informants spesibirelated activities, |
have anecdotal information indicating that some of the most popular anctBotitfan
fiction writers inNSWHspent a great number of hours working on their creations. In this
way, their passionate pursuits exemplified the notion that to learrilsomevell and

gain expertise requires thousands of dedicated hours of work (Gla20@&8). | also
believe that creating and shariBgnsfan fiction gaveSWHmembers an opportunity to
develop the learning and innovation skills, information, media, and techndidigyand
life and career skills that comprise f@mework for 21 Century LearningPartnership
for 21st Century Skills, 2009).

As | continue my work as a teacher educator and literacy researcher, bwant t
stress to the educators within my sphere of influence that litkranying does not have
to be scripted to be effective, regardless of what policy makers amcliwnr publishers
may say. | want to encourage teachers to foster their studentgnzasdiowing
flexibility in their curriculum so students can connect their own istsreith class work
in ways that allow them to log hours towards expertise. Finally, | want raginesto
continue to shed light on sites, both in- and out-of-schools, that are fosteYiograry
literacy learning.

Final Thoughts
In closing, | thought it important to note tI&¥VHNo longer exists as | studied it.

Early in 2011, Pamela stepped down as the Head Moderator and the membergbegan y
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another discussion of the site’s purpose and practices. The remainingiocdéecided
they wanted to move away from the focusitre Simss a tool for creating stories.

They redesigned the forums, moving those expressly relafidtet8imsnto an area
labeledVisual Artsand creating new spaces to share Sonswriting under the heading
Writers’ Lounge However, the site’s name was stiie Sims Writers’ Hangoaind no
remaining member or moderator had the necessary permissions to chabgéitichthe
scenes. On January 31, 2011, the new head moderator initiated a poll to ask members
how they felt about moving to a new ProBoardie. With 23 people submitting a vote

in the week the poll was active, the decision was made to move. By math8&vH

“went dark” (see Figure 15), and the n&iters’ Hangoutsite was born (see Figure 16).

B none P new topics @ ne1p E searcn g members [l catenaar Bl profize [ 10gout

The Sims 2 Writers' Hangout :: Home No New Private Messages

News

We've officially moved to the new location!

Forum Name Topics Posts Last Post

About The Writers' Hangout on Jan 26, 2011, 9:14pm

Forum Informatlon, rules, FAQs, and all other Important documents are housed here. 4 by Tara
Modorstors T o A P In Officlal Rules

The Hangout Reporter on Mar 14, 2011, 8:15am
Speclal announcements that are Important for all members to know are announced by Tara

here. In Moving Day
Idea Box on Feb 3, 2011, 10:3%am

D ha it Idea? Come Inslde to discuss making the Hangout a betb by visltjoan
pll.‘:u;C.I.l Ve a8 great new 8 me |ns| Lol making 8l a er In [CONTEST] You've Got C...

Figure 15.Screenshot cfWHhomepage on March 23, 2011. Upon creating a new
Hangouton a different ProBoarfssite, anSWHmoderator changed this site's display by
removing the banner and changing the background to black, illustrating tispatehad
"gone dark."

173



- B epios () bemp | 5 oeren L oath 1] pegtiuey

Figure 16. Screenshot of thé/riter's Hangoutbanner. This banner is displayed at the
top of the new site. The lack of Sims in the image reflects the modemdésire to
create a group focused on writing more broadly.

As | reflect on lessons researchers can take from the disestadlisbiSWH |
choose to see it in a positive light, with respect to literacies andimng. | believe the
move to theNriters’ Hangoutindicates that these young writers no longer needed the
scaffolding provided to them Byhe Simsnd they are comfortable establishing distance
from the game. | also believe that this move exemplifies the learningithlbe
demanded of them in our 2&entury society because it illustrates they are able to take
lessons learned in one site and apply them in a new context. As Angeldbaid, “
Hangoutwas serious business” (personal communication, February 20, 2010); it was a
space that gave members the opportunity to pursue their passRimsban fiction in a
self-directed, meaningful way. Even in shutting down, the ei@Idfldemonstrates
how adolescents were able to use a video game as a springboard for fuinigeandt
how they exhibited agency in the design of their own learning environment. fihus, i
concluding my dissertation, | am hopeful about the potential online affinitesgeave
to provide adolescents with meaningful opportunities for literacy leaamdghe
potential they have as research sites to inform our understanding aiditeaad

learning.
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SimsFan Fiction Example
What follows are screenshots fronSansfan fiction as it is meant to be viewed
online. They represent the first five of 32 entries in part one of a threSipasfan

fiction series. This series was created Witle Sims 2nd uploaded to thexchangeby

one of my study informants, Eleanor.
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Forum Name

Topics Posts Description

General Section

Welcome to the Sims 2
Writers’ Hangout
Help, FAQ and Tutorials

The Hangout Reporter

Idea Box

2997 38171 “Please introduce yourself to

the group here.”

895 4315 “ForuBims 2 picture, and

general computer questions”

23 1013 Hangoutextras: feature
interviews and special
announcements”

66 1151 “Do you have a great new

idea? Come inside to discuss
making theHangouta better

place.”

Hangout Activities 4 223 “Daily, weekly, and monthly
games to keep our members
connected!”

Chit Chat 11578 381525  “This board is for the regular
chit chat. Just chit and chat.”

The Sims Section
Sim 2 Talk 1016 26896 “Chat about our favorite

The Sims 2 Bookshop

Sims 2 Inspired

Sims 2 Couturier

game! Remember: questions
go inHelp & FAQ”
1900 36046  [A space for authors to share
links to theirSims 2stories
and for readers to post
responses]

1192 16743 Sims 2Creativity at its best!
Pictures, Movies & Requests”

1792 23163  “Share y&Qims 2creations,
from clothing to genetics to
make-up, Sims, objects and

lots.”
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Sims 2 Custom Content 3863 26361  “Looking for the great hair
Links style or piece of clothing you
saw in one of our stories?”

The Sims Bection*

Sims 3 Talk 14 762 “Chat about the latest addition
to our favorite game!
Remember: questions go in

Help & FAQ”

The Sims 3 Bookshop 15 168 “Read all the laB@sts 3
stories.”

Sims 3 Inspired 9 220  Sims Xreativity at its best!

Movies, Pictures & Requests”

Sims 3 Couturier 2 10 “Share y&ims 3creations,
from clothing to genetics to
make-up, Sims, objects and

lots.”
Sims 3 Custom Content 9 32 “Whatever you want we've
Links got it or we'll be able to find it
for you.”
SimsStories Section
Sims Stories: Advice, 4407 35316 [A space to share general ideas
Ideas, and Tips and advice for creatin§ims
stories.]
The Vault 36 745 “The secrets of gr&imns

stories — Tutorials, tips,
articles, exercises, name
banks, etc. can be found in the

Vault”

Writers Lounge 47 751 “Original poetry, prose, or
non-Simsstories? Post them
here!”

Contests Section
HNTM Season 4 48 1141 “The Hangouts Next Top

Model — Season 4 — The
teachers and tantrums of Male
& Female teen models.”
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Member Contests 156 3138 [A space for on-going contests
and for members to create
their own contests.]

Special Contests Archive 1249 67416  “Winners and archives of
finished contests.”

Note. As of May 12, 2010. When available, descriptions quotes come directly from the

SWHwebsite.
* Indicates forums created as a part of the “revamp” in fall 2009.
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Date

WhereSims

Pseudonym Age* Location Joined Posts* Role in SWHActivities Creations are Said abousWH
SWH
SWH Hosted
Angela 15 United  Aug. 10, 280 Member Chit Chat Exchange “The Hangoutwas
States 2009 reading and self-created  serious business, which

writing Simsfan ~ website made me learn to take
fiction, sharing time on my stories and
story ideas, actually develop some
posting requests, good plotlines.”
using
proofreaders,
writing nonSims
stories

‘o Eastwood 19 England  Apr. 4, 633 Member Chit Chat Exchange “Being involved with the

~ 2006 reading and Flickr®, blog  Hangoutwas actually
writing Simsfan quite an intimidating
fiction, using thing as it was such a
proofreaders, large community — |

entering contests

much preferred joining
the smaller sites.”



€6T

Eleanor

Eve

Missy

18

23

23

England Aug. 24, 5675
2005

United  Oct. 17, 3843
States 2005

England Feb. 17, 1591
2006

Member

Member

Moderator

Chit Chat
reading and
writing Simsfan
fiction, role play,
writing My
Chemical
Romance (a
band)-inspired
fan fiction,
writing nonSims
short stories

Exchange

Chit Chat

reading and
writing Simsfan
fiction, creating
Simsmovies,
entering contests,
creating photo
editing tutorials

Exchange
self-created
website,
Flickr®,
YouTube

Chit Chat

reading and
writing Simsfan
fiction,
moderating and
entering contests,
moderating
forums

Exchange

“The site had a lot of
writers similar to me and
there was always
somebody to ask for
advice about stories.”

“It kind of reminds me
of a big all-girl school
with a few boys, there
are all different cliques
and friend groups.”

“The staff here are so
dedicated to the
members and just want
to make it a great place
for everyone to share
their Simsobsession and
literally Hangout”



Naomi 18 United May 22, 714 Member
States 2008
Pamela 18 Canada May 11, 3409 Head
2007 Moderator
[N
®
Zahrah 22 United Dec. 9, 2228 Member
States 2007

Chit Chat
reading and
writing Simsfan
fiction,
proofreading,
using
proofreaders,
writing nonSims
short stories

Chit Chat
readingSimsfan
fiction,
moderating and
entering contests,
moderating
forums,
welcoming new
members,
managing the site

Exchange
self-created
website, blogs

Flickr®

Flickr®, self-
created
websites,
deviantART

Chit Chat
readingSimsfan
fiction,
answering
requests,
moderating a
contest, creating
custom content

“l think everyone on
here has a unique and
beautiful way of
writing.”

“It's supposed to be the
Writers’ Hangout and
the chit chatting about
random gossip or
posting over 9000
pictures should come
secondary.”

“It's a friendly place.”

Note. All informants identified themselves as female.
* As of June 1, 2010.
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Leaming through The Sims Online Fan Communities
Information Page of Google site

WELCOME to the information page about our research project: Learning through The
Sims Online Fan Communities!

We are a research team working under the direction of in the
Division of Learning, Technology, and Psychology in Education at Arizona State
University. We are conducting a research study to explore how onling fan communities
associated with the popular computer game The Sims might support computer-related
learming.

We are inviting your participation in the study, which will involve providing written
responses to a series of interview questions. We anticipate that you will spend about
four hours responding to these questions over about a six month time period. Your
participation in this study is voluntary. If you choose not to participate or to withdraw from
the study at any fime, there will be no penalty. The results of the research study may be
published, but your name will not be used.

The larger goal bahind our research is to develop after school programs that encourage
girls and women to get excited about computing and develop technology skills. We
believe that you could shed some light on the things that motivate girls and women to
pursue computer-related learming related to The Sims and the role of online fan
communitias in this leaming. There will be no direct benefits or foreseeable risks to you

resulting from participating in the study.
Your responses to the interview questions will be confidential. The results of this study
may be used in reports, presentations, or publications but your name will not be used.

If you have any questions conceming the research study or your participation in this
study, please contact the lead investigator, Dr. Betty Hayes, by email at

or by phone at 480-865-2864. She will be happy to discuss the
study in more detail.

Please enter your email address and date of birth in if you would like to
participate.

We will contact you soon. In the meantime, please contact us if you have any questions!

Sincerely,
Betty Hayes Jayne Lammers Yoonhee Lee
Professor Research Assistant Research Assistant

ASU IRB

Approwed
sign_ % fhg; gg.hn.;‘
m!-——r:f,_‘ﬁ 05 = U..I"ﬁ' L0
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Leaming through The Sims Online Fan Communities

PARENTAL LETTER OF PERMISSION & YOUTH ASSENT

Dear Parent:

We are a research team working under the direction of Professor Elisabeth Hayes in the
Division of Learning, Technology, and Psychology in Education at Arizona State
University. We are conducting a research study to explore how online fan communities
associated with the popular computer game The Sims might support computer-related

leaming.

We are inviting your child's participation, which will invalve providing written responses to
a series of interview questions. We anticipate that your child will spend about four hours
responding to these questions over about a six month time period, Your child's
participation in this study is voluntary. If you choose not to have your child participate or
to withdraw your child from the study at any time, there will be no penalty. Likewise, if
your child chooses not to participate or to withdraw from the study at any time, there will
be no penalty. The results of the research study may be published, but your child's name

will not be used.

There will be no direct benefit to your child, and no foresesable risks or discomforts

related to your child's participation,

Your child's responses to the interview questions will confidential. The results of
this study may be used in reports, presentations, or publications but your child's name

will not be used.

If you have any questions conceming the research study or your child's participation in
this study, please contact the principal investigator, Betty Hayes, by email at
or by phone at 480-965-2864. She will be happy to discuss the

study in more detail.
Sincerely,

Betty Hayes
Professor

Jayne Lammers
Research Assistant

Yoonhee Lee
Research Assistant
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Parental G for Participai

| understand that by typing my name below | am signing this form and therefore am
providing consent for my child to participate in the above study.

Name Date

Pleasza provide a phone number 5o we can call to verify your consent;

Phone number Best daysftimes to call

Youth A for Participat

| have read the description of the study that iz printed above, and | understand what the
procedures are and what will happen to me in the study. | have received permission from
my parent({s) to participate in the study, and | agree to participate in it. | know that | can
quit the study at any time.

Participant Date

If you have any questions about you or your child's rights as a subject/participant in this
research, or Iif you feel you or your child have been placed at rigk, you can contact the
Chair of the Human Subjects Institutional Review Board, through the Office of Research
Integrity and Assurance, at (480) 965-6788.
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Interview Protocol
Start of Your SimsActivities

1. When did you first start playinghe Sim8 What prompted you to start playing?

2. When did you first starting visiting fan sites? What sites did you visit, and

prompted you to look at them?

3. When did you start creating stories and what got you started?

4. What were the first kinds of stories you created?

5. What otherSimsactivities have you done/do you do? (For example, create

custom content, creagmsmovies, etc.)
Your Current SimsActivities
6. What versions oThe Simgincluding expansion packs) do you have?
7. How much time do you typically spend per week on:
- PlayingThe Sims
- Creating content/writing stories/etc.
- Participating irSimsfansites

8. What has motivated you to participate in these activities over time?

9. When do you fit youSimsactivities into your schedule?

10. Where do you host yoBimscreations? (For example: Do you have a Sim
Page on the EA site? A Flickr photostream for y®unsimages? Your own
website/blog that you use to display y&@imscreations?)

Some General Questions about You

11. How would you describe the area where you live: urban, rural, or suburban?

12. Are you currently in school? If so, what degree/certificate are you pufsuing

13. Are you currently working? If so, what type of work?

14. What were your most favorite subject(s) in high school?
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15.

What were your least favorite subject(s) in high school?

Learning to Create SimsContent

16.

17.

18.

19.

20.

21.

What have been the most valuable resources in helping you learntéo crea
content?

What software tools do you use?

What have you learned most recently?

What has been the most difficult thing for you to learn? How did you overcome
this challenge?

What computer-related skills have you learned from cre&imgcontent?

Have you used what you have learned from ma&ingscontent in any other

area of your life? If so, please describe:

Resources for Learning

22.

23.

24,

25.

26.

27.

Is there any one approach that you find yourself doing first when you try to
learn something new for content creation?

If you use online tutorials, what makes a tutorial particularly helpfuiseful

for you?

Could you name (and provide links to) one or two of the tutorials that you've
found most helpful?

Was there anything that you tried to learn relateSinascontent creation but
weren’t able to do?

Can you tell me about any kind of content creation technique that you haven't
even considering pursuing? Why haven’t you chosen to pursue this?

Is there anything that you would like to learn to create, but haven't yet? What

might you need before your pursue this?
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Participation in The Sims Writers’ Hangout

28.

29.

30.

31.

32.

33.

34.

35.

How did you first figure out how to participateTime Hangout?Did you read
their rules? Did you spend time reading what others had posted?

What parts of the site do you visit most frequently? Has your use ofdhe si
changed over time? How so?

What forms of communication do you use with other§ba HangoR

How often do you give others help and/or advice on story writing? Can you
provide a recent example?

How often do you ask others for help and/or advice with your own
writing/creations? Can you provide a recent example?

Do you communicate with members outsidd bé Hangousite? If so, how?
What has kept you coming backTthe Hango® What do you enjoy most?
The Hangoutecently underwent a “revamp” — what are your thoughts about the

changes in the community?

Computing Skills

36.

37.

Which of the following best describes how you would rate your own computer
skills in relation to other people you know?

Basic

Average

Intermediate

Advanced

Superior
How confident do you feel about your ability to learn new computer-related

skills?
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38. How often do people in your life ask you for advice or help with computers or
software?
Other Questions
39. What do others in your life think of yo@imsactivities?
40. To what extent do you consider yourself a “gamer”? Do others consider you to
be a gamer?

Adapted from a protocol used in previous research (Hayes, King, & Lanm?06&)
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Data Snippet My Thoughts Post ID

I remember (oh boy this makes me feel ancient)

during the second season of HNTM when Jaclyn

turned in a picture that she had "frankensteined" new focus on Dec 30,
together (though nobody called it that). Everyone wadigital image 2008,
astonished at the concept... (using multiple parts to editing 6:37pm
make one pose? wha-?). And now look at flickr. It's

considered odd if you don't edit a photo up the wazoo.

It's supposed to be the Writer's Hangout, and the chit Dec 30,
chatting about random gossip or posting over 9000 chit chat 2008,
pictures should come secondary. 7:12pm

Just because people aren't 100% in the Sims 2 Stories
board or the Sims 2 Talk board doesn't mean they I|finity for

interest in the game. | still play a LOT but | don't reading stories 2D(()9C():831’
generally post, especially in the stories board. | just more than 10_15’ m
have never found the urge to release a story, but | digdriting them 9P
love reading them.

| used to adore this forum when it was about the Dec 31
writing. It used to be a place of brainstorming, help, lack of focus on '

; : " 2008,
and all about the stories. | feel this forum has changediting 10:52pm
from that now. <P
| do occasionally post advice, but since most people Dec 31
who post just fangirl and post nonsense ("OMG, lyk HE G . '

. - , . an girl behavior 2008,
story iz so original!!ll), I don't know if people actually 12:37pm

want a critique or not.

My interest with the game and the Hangout started toew focus on Dec 31,
fade. | only started to play the game to edit pictures.digital image 2008,

only played the game because of the CC out there. editing 2:29am
The Chit-Chat board has always been one of the more Dec 31,
popular boards here, just fyi. When | joined in 2005 ithit chat 2008,

was the same way, and it has been ever since 7:15am
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Data Label Data Code My Thoughts
Int #1 I remember looking at all of AD "pretty covers" are showing
January, the stories in the story section her what's expected and out
25,2010 [of TSR] just for their pretty there. The first story she
covers at first, and then | enjoyed was "the
finally decided to check one inspiration” to create her
out. It happened to be one of own stories.
my favorite stories for about a
year after I'd first looked at it,
and it was actually the
inspiration to create my own.
Int #2 | heard about the Hangout by  AD Learning abouSWHfrom
February 9, reading a story of one of the the Exchange - these stories
2010 member's (sic) on the provide her with models on
Exchange. which to base her Design
choices
Int #2 the only tutorial | used wason D The lessons learned from
February 9, TSR and it was about creating the tutorial shape her future
2010 cuxtom story covers for the creations
game. It was very helpful,
considering I've been doing it
ever since
Int #2 | use Microsoft Word for D the tools she uses in the
February 9, some of my longer stories, and Designing process
2010 | also use Photofiltre to edit
pictures for my game.
Int #3 Babe, You're in Berkley: This AD Inspiration for this fan
March 14, idea | got from a fiction comes directly from
2010 neighborhood | was creating the game and a
in the game. | wanted to make neighborhood she's creating.
all of the families have
individual and nice houses,
and then | wanted to write
about a group of teens.
SWH Post, Proofread post for Melting D Soliciting help from SWH
August 25, Away "I've finished the first
2009 chapter, so now | need

somebody to proofread it
before | can post it."
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SWH Post,
August 25,
2009

SWH Post,
October 9,
2009

SWH Post,
September
18, 2009

SWH Post,
September
18, 2009

SWH Post,
September
19, 2009

Proofread post for Melting
Away (Includes teaser about
the story, 6 requirements, and
a link to the ‘coming soon'
thread)

Proofread post for If You
Leave: includes 4

requirements and a request for

2 proofreaders, and link to the
coming soon thread

Post by molly: Just one thing
-- in your excerpt, there's a
paragraph of description and
this little bits of description.
Try and get rid of the
paragraph and spread it
through out the action. It
seems to get boring just
reading about appearances. (I
don't mean to sound rude, just
saying.

Story Idea posted for If You
Leave

Angela to molly: Yeah, | get
what you mean with the
description. | was writing it
really fast just to get
something down before |
completely forgot how |
wanted the prologue to go. I'l
work on that.

D

R

D

As a finished product itself,
this post represents her way
of soliciting help that

follows the conventions
(AD) of the space

As a finished product itself,
this post represents her way
of soliciting help that

follows the conventions
(AD) of the space

Getting feedback on the
idea, especially how she
writes the descriptions.

This initial product of this
story line contains a "basic
idea" section and indication
that she wants to try this in
Sims 3, and a spoiler, then a
request "Tell me what you
think" - follows the AD of
this 'ldea’ practice on SWH

Acknowledgement of the
feedback and a promise to
work on it - such

interactions seem to indicate
that Angela is making
Design decisions based on
readers' responses
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Cod

Source Data e My Thoughts
Re:lf Just one thing -- in your excerpt, ID reader response as pedagogy -
You there's a paragraph of description couching the instruction in with
Leave and this little bits of description. an apology about not sounding
(idea Try and get rid of the paragraph rude
thread) and spread it through out the
Sept 18, action. It seems to get boring just
2009, reading about appearances. (I
9:31pm don't mean to sound rude, just

saying. )
Pamela, What should be the very first RD Emphasis on reading the rules
SWH thing you do afThe Hango® first. Interesting that she used
post, Why read the rules of course! By “intelligent asset”
January reading the rules, you will prove
1, 2010 to everyone that you're an

intelligent asset to this

community. Often in large

groups, people have a tendency to

grow a little tired of the same

questions being posted over and

over. So please do yourself and

all of us a favor, and learn the

rules first!
SWH First offense: Warning PM from RD  Note the use of formatting to
moderat staff. Second offense: emphasis the regulative discourse
or post, Suspension of variable length,
August  dependent on offens&hird
12, 2005 offense:Permanent ban
SSC SSC: Extreme Makeover. For RR - Recontexualizing media
Contest this challenge, you're given a Oth discourse, reality tv, as pedagogy
info, Sim to makeover based on certainer
January criteria Disc
1, 2010
Re:To | liked it Eve, the dancing and theFan Fan girl in reader response — this
Be or kiss in the rain was brilliant! girl  is popular in the space. What
Not to Your Sim guys are really hot! | pedagogic value, if any, is there?
Be..., thought maybe some more Maybe this is an anti-example of
SWH description could have been pedagogy.
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post
January
31, 2006

Writing
Activity
Decemb
er 18,
2005

Angela,
If You
Leave
thread,
August
31, 2009
Re:If
You
Leave
(idea
thread)
Sept 18,
2009,
9:31pm

Critique
in
Missy’s
Baby
Blue
story
thread,
Septemb
er 30,
2006

added

Writer’s block prevention ideas: RR
Pick a theme and then -
brainstorm: Who, where, what, Oth
when, why, how. In your er
brainstorm, write down all the  Disc
different causes, reasons, and
people that could be involved in
death, and explore further into

other aspects of death, e.g.

funerals and inheriting money

That's not relative at all. 1don't RD

want this thread to get locked for &

being off-topic, so please don't Flex
post that again! Role
S

Just one thing -- in your excerpt, Flex
there's a paragraph of descriptiorRole
and this little bits of description. s
Try and get rid of the paragraph

and spread it through out the

action. It seems to get boring just
reading about appearances. (I

don't mean to sound rude, just
saying.

Introduction: 8/10 ID

I loved the scenes and the way &
you started it off. | was instantly Flex
hooked. Role
Likes: As | said before, | like the s
previews you had at the end of

the chapter. | also loved how the
nurse was talking about the
Grayford’s and then Lisa's law

firm is also working with them.
Dislikes: Can't think of any at the
moment §id|.

Graphics: 9/10

You have an awesome graphics

Recontextualizing brainstorming
discourses for pedagogy to help
with writing

Angela is acting as a transmitter
here, using regulative discourse
to chide a member who posted in
her story thread

As an example of flexible roles,
this same post is an example of
Angela being the acquirer

Missy is a moderator elsewhere,
but here she is an acquirer. Also
look at the format of the critiques
— these could be an example of
recontextualizing school-like
discourses
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card and the scenes are awesome.
However, some of them could
use some more props.
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ARIZONA STATE
UNIVERSITY

ATSEARCH AMD CCOMOMIE ANSAILE

Office of Research Integrity and Assurance

Tao:

o (4

Date:
Committee Action:

Approval Date:
Review Type:
IRB Protocol #:
Study Title:
Expiration Date:

Elisabsth Hayes
EDUG - HIR

Mark Rogsa, Chair

Soc Beh IRB Qb

0441052009

Expedited Approval

04 Q2005

Expedited FT

DS01003624

Leaming Through The Sims Online Fan Communities
04/0912010

The above-referenced protocol was approved following expedited review by the Institutional Review Board.

It is the Principal Investigator's respansibility o obtain review and continued approval before the expiration
date, You may nol continue any research activity beyand the expiration date without approval by the

Institutional Review Board,

Adverse Reactions: If any untoward incidents or severe reactions should develop as & resull of this study, you
are requined 1o nolify the Soc Beh IRB immediately. If necessary a member of the IRB will be assigned ta leok
info the matter. If the problem is sarious, approval may be withdrawn pending IRE review.

Amendments: If you wish 1o change any aspect of this study, such as the procedures, the consant forms, or the

invesligators, please commu

nicate your requested changes to the Soc Beh IRB. The new procedurs is not to

be initiated until the IRB approval has been given,

Piease retain a copy of this latter with your approved protocol,
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m.-\mwm STATE
UNIVERSITY

RISLARGH ARG ICORGMIC APPAIAY

LTI R ——— s

UFﬁc;:f Research Integrity and Assurance

To: Elisabeth Hayes
EDUC - HIR

From: Mark Roosa, Chair % »—
Soc Beh IRB

Date: 02010

Committee Action: Renawal

Ranewal Date: 04132010

Review Type: Expedited F7

IRE Protocol #: 0201003624

Study Title: Learning Through The Sims Onling Fan Communities

Expiration Date: 040872011

The above-refarenced protocol was given renewed approval following Expediled Review by the Institutional
Raview Board,

it i% the: Principal Investigatoss responsibility to obtain review and continued approval of ongeing research
before the expiration noted above. Pleass allow sufficient time for reapproval. Research activity of any sor
may not continue beyond the expiration date without commitiee approval. Failure to receive approval for
continuation before the expiration dale will result in the automatic suspension of the approval of this protocol on
the expiration date. Information collected following suspension i unapproved research and cannot be reported
or published as research data. I you do not wish continued approval, please nolify the Commitiee of the study
termination.

This approval by the Soc Beh IRB does not replaca or supersede any deparimental or oversight commities
review that may be required by institutional policy.

Adverse Reactions: If any untoward incidents or sevens reaclions should develop as a result of this study, you
are reguired 1 notify the Soc Beh IRB immediately, If necessary a member of the |IRE will be assigned to look
inta the matter. If the problem is serious, approval may be withdrawn pending IRB review.

Amendments: Il you wish 1o change any aspect of this study, such as the procedures, the consant forms, or tha
vestigators, please communicate your requested changes to the Soc Beh IRB. The naw procaduns is nol to
be initiated until tha IRB approval has bean given.

Please retain a copy of this letter with your approved protocol.
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