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Abstract

Most of the researchers regard online gaming as a major leisure activity for the youth
(Ang, Zaphiris, & Mahmood, 2007). Some researchers regard online games as the third space
(Steinkuehler & Williams, 2006) in addition to the first and second spaces, family and job.
However we have observed some game players who do not play in causal manner; instead,
they invest tremendous mental efforts and play games as serious as working for a paid job,
especially for those in MMORPGs. Serious gamers were also called core gamers by Yee
(2006a) and he suggests that games seem more and more like workplaces.

This study investigated online gamers of World of Warcraft, especially their knowledge
of teamwork, team building, and shared mental models (Cannon-Bowers & Salas, 1990,
1993).We aimed at exploring the shared mental-models of a very successful WOW team
through in-depth interview and-conducted content analysis toward their comments. We
analyze the quality of members’ shared mental models, the similarity and distribution of the
knowledge among members.

Gamers’ shared mental model‘could.be categorized as three separate sets, knowledge of
teamwork, knowledge of role, and knowledge of teammate. We found that the shared mental
model of core gamers are high in consensus and are highly coherent among various elements
of knowledge (display an orderly, logical, and aesthetically consistent relations), and
elaborated. The results were listed in below. (1) The team selected in this study has some
special features. It was a stable team in a well-organized guild and the members were
long-term core gamers in this guild. Their gaming capacity and stability, excessive resources
supported by the guild provided them chances to pursue playfulness instead of hard works.
They regard this playfulness pursuing as the central trait of the team compared with other
player teams. It implies that playfulness is not a regular trait/aim of the online game teams and

further more most of the online game teams focus on hard working, training, and specific



achievement goals. The boundary of working and fun seeking (play) is unusually vague in
online game teams. (2) The coordinator (called raid leader) and leader in the raid battles
(called main tank) played critical roles in team function and in the formation of shared mental
models. (3) There were several subgroups in the team and the subgroup affiliation could be
identified by members’ comments and shared mental model. (4) The social network of the
team was composed by two layers, among members and among avatars. Two layers were
independent with interesting to-and-fro connections. (5) Shared mental models provided
insights about roles and role expectations among team members and avatars.

The results could contribute to the understanding of a special team operation that is not typical
seen in working space. Therefore the generalization of current results should be made
carefully. However, the shared mental.madels revealed in this study might offer critical
reflections about team functions, effectiveness traning, and management for formal

organizations such as companies, governments and schoals.

Key word: shared mental model, MMORPGs, online gamers
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