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Abstract. Video games are becoming the main form of leisure consump-
tion. The most popular video games today are online games that are based 
on communication between game participants. As a result, verbal commu-
nication that allows players to have discussions without being distracted 
from the game has now become one of the preferred methods of commu-
nication. This form of communication, although beneficial for video game 
players, also brings into question possible social effects. In the present study 
we analyze such an effect, namely the effect of verbal communication on 
the perceived anonymity of the players who use it. Applying correlational 
analyzes on a sample of 102 video game enthusiasts, relationships between 
the use of voice communication and the perceived anonymity of users were 
identified. Higher use of voice communication negatively affects the score 
of perceived anonymity.
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Introduction
Video games are a global phenomenon and the most popular leisure activity 

(Deleuze, et al., 2019; Consalvo, 2003; Grand View Research, 2020). Statistics show 
that both children and adults play video games (Kaye, 2018; WePC, 2019; Entertain-
ment Software Association, 2019) changing the initial perception of researchers 
that video games are mainly for children (Leonard, 2003). These popularity among 
all ages and cultures could be based on video games interactivity. Games are more 
interactive than any other media forms provoking researchers to consider more 
than just what is represented on the screen (Consalvo, 2003).

Their popularity also brings video game industry on a top economic position. 
Games are surpassing in revenue other historical entertainment industries. Accord-
ing to Newzoo, a company specialized in games market insights and analytic, in 
2020’s global games market will generate revenues of $159.3 billion with an 9.3% 
over year growth (Wijman, 2020). Currently multiplayer games have progressively 
gained popularity toping the charts of the most popular games, it is anticipated 
that this kind of games will continue to relish growing popularity and profits over 
the next years (Grand View Research, 2020). Online video games are the basis col-
laborative systems and such communication is an essential aspect of this games 
(Wadley, Carter, & Gibbs, 2015). Initially communication within the game was fa-
cilitated by text but this form of communication involves an impediment in the 
fluency of the game as both game control and writing are tactile actions and there-
fore usually cannot be done at the same time. As a result, players looked for other 
methods of communication, finding in verbal communication an optimal method 
because it does not require them to raise their hands from the game controls to type 
on a keyboard and thus the flow of the game is maintained (Wadley, Gibbs, Hew, 
& Graham, 2003).

Based on the success of video game industry and especially of online games that 
have promoted the need for increasingly innovative methods of communication, 
application focused on gamers experience have develop on a rapid place. A relevant 
example is Discord, an application built from scratch to facilitate communication 
among players, as their developers empathize on the app’s site: “we built Discord 
to bring gamers together” (Discord Inc., 2020). Discord application reach an impres-
sive 19 million daylily user just three years after its launch in 2018 (Fogel, 2018) 
with over 250 million registered users today (Kucher, 2020). 

Although it seems that the new methods of communication, in particular 
voice communication, have some advantages, this form of communication also 
brings into question possible social effects (Wadley, Gibbs, Hew, & Graham, 2003; 
Williams, Caplan, & Xiong, 2007; Kuznekoff & Rose, 2012). Among them, voice 
communication seems to reduce the anonymity of video game players (Williams, 
Caplan, & Xiong, 2007; Nardi, 2010; Kuznekoff & Rose, 2012). Anonymity reduction 
has been shown to have both positive and negative effects (Tsikerdekis, 2013; Hite, 
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Voelker, & Robertson, 2014; Barlett, Gentile, & Chew, 2016; Sharon & John, 2018; 
Curlew, 2019).

Voice communication 
The advent of technology which facilitate faster and more stable internet con-

nections paved the way for new kind of games that take advantage of these tech-
nologies. Online games are taking place on an internet-based platform (Veltri, 
Krasnova, Baumann, & Kalayamthanam, 2014). Some online games are character-
ized the big number of users that are playing the game at the same time (Granic, 
Lobel, & Engels, 2014). A player in this kind of games share the world of the game 
with thousands or even millions of other players being able to interact with them 
in the game virtual space. With such a large number of users playing games at the 
same time communication is seen as an essential element of any online game. In 
response games usually provide text-based communication tools build inside the 
game but these tools have limitation as they distract the player from the action 
and restrict the communication with those that are not online (not playing in that 
moment). The demand for more advanced communication methods lead to the de-
velopment of new communication features such as the ability to communicate with 
others in real time using voice (Kuznekoff & Rose, 2012). In fact, in contemporary 
video games, players are increasingly focusing on real-time communication with 
each other (Kuznekoff & Rose, 2012). 

Voice communication can be beneficial in some situations. A study shows that 
voice communication has a strengthening effect on video games communities and 
also have positive effects on the formation of friends in online games (Williams, 
Caplan, & Xiong, 2007). Still, another study, which focuses on the main clue pro-
vided by voice, gender, shows less optimistic results. When video game players 
participating in multiplayer matches were broadcasted pre-recorded audio clips of 
either a man or a woman speaking, the female voice received three times as many 
negative comments as the male voice or no voice (Kuznekoff & Rose, 2012).

Perceived Anonymity 
Our world is constantly driven to connection (Sharon & John, 2018) one tool that 

facilitate this need is the internet. The increase in connection among people through 
the internet have effects on our personal live as in present times true anonymity is 
difficult, if not impossible, to acquire (Hite, Voelker, & Robertson, 2014, p. 22). Glob-
ally there is an increased concern for anonymity and personal data on the internet. 
But we must be cautions as both increase and decrees in internet anonymity have 
risen new challenges. For example, both are one important risk factor for cyber-
bullying behavior (Barlett, Gentile, & Chew, 2016; Curlew, 2019; Sharon & John, 
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2018). Still, there are not only bad consequences, one study shows that reduction of 
anonymity in a group can enhance decision quality, increase the quantity of ideas 
and solutions, or even increase the satisfaction of participants (Tsikerdekis, 2013). 

In video games typically players where been mostly anonym, even in online 
games (that are played with others) majority of players name there in game char-
acters in such ways that there are none or very little clues to the person behind the 
computer or console. The only way you could find out more about your teammate 
it was only if the other person wanted to reveal more about him through chat (text-
based communication). Players could choose to disclosed information to others, 
but they could remain anonymous if they wish so. Voice communication brings 
new challenges for players as it has obvious effects on anonymity, once a person 
speaks the first word, details that could not be established before coming to light. 
Consequently, now as players use voice communication more often to collaborate 
in online video games with their teammates at least some identity clues are given 
away immediately, whether or not the player wants to make them known. Voice 
can reveal the age, gender and even the mood of another player and teammates 
immediately respond to these identity cues by changing their behavior (Williams, 
Caplan, & Xiong, 2007; Nardi, 2010; Kuznekoff & Rose, 2012). 

H: Voice communication among video game players has a negative relationship 
on their perceived anonymity.

Methodology
Sample 

The target population for the current study was video games enthusiasts. In the 
current sample most of our respondents are young adults or youngster, with the 18 
to 24 years old group being the most numerous (N = 62, 60.8%) followed by the 25 to 
34 years (N = 30, 29.4%) and 14 to 17 years old (N = 8, 7.8%). Our sample is composed 
of slightly more men than women’s (male N = 65, 63.7%; women N = 36, 35.3%). 
Geographically, the majority live at the moment in Romania (N = 79, 77.5%), fol-
lowed by United States (N = 7, 6.9%) and United Kingdom (N = 5, 4.9%) but we also 
have at least one respondent from the following countries: Canada, India, Russia, 
Japan, Germany and Pakistan.

Data collection 
The data collection was completed exclusively online through quantitative 

methods (sociological surveys). Our instrument was published for one week on sev-
eral communities from social network sites Reddit and Facebook of whom the main 
topic of interest is video games (some examples: subreddits like r/videogame and r/
gaming). Upon completion data collection we reach a sample of 102 respondents. 
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Measures

Use of voice communication was been asserted based on one item: How of-
ten you use voice application while playing games (such as Discord)? On which 
responses are on scale from 1 to 10 (1 = not used voice communication so far dur-
ing game sessions; 10 = using voice communication in all (online) game sessions 
without exception).

Perceived anonymity was been asserted based on a scale developed by Hite, 
Voelker and Robertson (2014). The scale is constructed from five items that ad-
dress the feeling of anonymity a person has in a specific situation. Responses are 
calibrated on a 7-point Likert scale with a range from (1) strongly disagree to 
(7) strongly agree (Hite, Voelker, & Robertson, 2014, p. 39). Based on two separate 
EFA pilot tests (n = 61 and n = 60), a test-retest, and a CFA final test (n = 292) real-
ized by Hite, Voelker, & Robertson (2014) the PA measure has good internal con-
sistency reliability (α = .82).

Additional items. Additionally, our instrument contained demographic items 
related to: age, gender, education and living country. 

Results and discussions

Regarding the use of voice communication, study sample has reached a rela-
tively high mean of 6.41 (median = 7.50; SD = 3.28) and the sample mean from the 
Perceived Anonymity Scale was 2.76 (median = 2.60; SD = 1.15). Based on the sam-
ple composition we were expecting higher means on voice communication usage. 
As voice usage becomes a norm it is difficult to find video game players that do not 
use voice communication.

The hypothesis of the current study is viable. Voice communication among vid-
eo game players affects their perceived anonymity as we identify at least a relation-
ship between voice communication usage in video games and perceived anonym-
ity of the users. Correlational analyses between Voice Communication Usage and 
Perceived Anonymity Scale shows a negative correlation coefficient so as Voice 
Communication Usage increases, the Perceived Anonymity Scale score decreases 
[r(96) = -.552, p < .001] (see Table 1). These analyze through the negative correla-
tion indicate that as voice communication usage increases, the perceived anonym-
ity of the person playing video games decreases

In the current paper we also check for confounding variables (factors or ele-
ments that could influence our results) and the results maintained even after 
these cheeks. To check for confounding variables and to better predict the val-
ue of the perceived anonymity variable we chose to run a linear multiple regres-
sion analyses, results shows that the relationship maintain throughout all models. 
First model composed of only the perceived anonymity scale results is stronger 
(F(1,96) = 47.189, p<.000), with an R2 of .314 then the second model (F(5,96) = 13.489, 
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p < .000) where the confounding variables variable were added the R2 to .382. The 
coefficient of Perceived Anonymity scale reduces with les the 0.01 (0.095) when the 
alleged confounding variables were added in model 2 (see Table 2). Based on the 
Multiple Regression Coefficients none of the demographic variables introduce in 
model 2 are confounding ones.

Table 2. Coefficients from Multiple Regression Analysis

Model
Unstandardized 

Coefficients
Standardized 
 Coefficients t Sig.

B Std. Error Beta

1
(Constant) 10.867 .702 15.472 .000
Perceived Anonymity Scale -1.613 .235 -.566 -6.869 .000

2

(Constant) 15.990 1.617 9.887 .000
Perceived Anonymity Scale -1.518 .233 -.533 -6.510 .000
Age -.823 .500 -.160 -1.647 .103
Gender -1.111 .544 -.162 -2.044 .044
Education -.252 .401 -.058 -.629 .531
Living place (country) -.269 .164 -.135 -1.640 .104

a. Dependent Variable: Voice Communication Usage

Source: Data generated by the authors

Still, we must be cautious with our interpretation as these results simply indi-
cates a statistical relationship and does not specify if there are other confounding 
variables not taken in consideration that could influence our results. Only longitu-
dinal studies or pure experimental ones can offer a firm confirmation on the rela-
tionship between the investigated elements and its direction. To finish on a positive 
note, based on findings from previous works done by different authors and noted 

Table 1. Correlational analyses between Voice Communication Usage and Perceived Anonymity Scale

Control Variables
Voice 

Communication 
Usage

Perceived 
Anonymity 

Scale

Age & Gender 
& Education 
& Living place (country)

Voice 
Communication 
Usage

Correlation 1.000 -.552
Significance 
(2-tailed) . .000

df 0 96

Perceived 
Anonymity Scale

Correlation -.552 1.000
Significance 
(2-tailed) .000 .

df 96 0

Source: Data generated by the authors
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in the literature review we are quite confident on the presence of the relationship. 
But to confidently affirm the strength of the founded relationship future studies on 
more consistent samples and that take into consideration more variables need to be 
conducted. For example, a future semi experimental design in which video game 
players that does not use voice communication at all to be compared with those 
that use it. We consider present times as the perfect moment to realize this kind of 
research. In the future it may become harder to recruit non-voice communication 
users.

Limitations of the present study regard the relatively small sample that along 
with the cross-sectional nature of the study, do not allow to draw conclusions about 
causality. In addition, the present study did not include control variables, social 
or psychological, which may affect both anonymity and voice usage (such as so-
cial capital, personality, involvement or motivation). Future studies should involve 
greater samples and more complete sets of variables to capture the actual relation-
ship between anonymity and in-game voice communication usage. 

Conclusion
Our data shows that voice communication usage has effects on the perceived 

anonymity of players. Based on correlational analyses run in the preset study it 
seems that as voice communication usage increases, the perceived anonymity of 
the person playing video games decreases. Our results are in line with observations 
made on the topic by other researchers in their studies (Williams, Caplan, & Xiong, 
2007; Nardi, 2010; Kuznekoff & Rose, 2012). It is possible that, in addition to the 
information naturally revealed by the voice itself, people who communicate with 
co-participants using their voice may be more open in exposing personal informa-
tion in comparation to those that does not use voice communication while playing. 
The reason behind such behavior, if it exists, deserves to be investigated in depth 
through further studies that consider more diverse psychological and social vari-
ables.

Table 3. Model Summary form Multiple Regression Analysis

Model R R Square Adjusted 
R Square

Std. Error 
of the Estimate

1 .566a .321 .314 2.72218
2 .642b .413 .382 2.58326

a. Predictors: (Constant), Living place (country), Gender, Education, Age
b. Predictors: (Constant), Living place (country), Gender, Education, 

Age, Perceived Anonymity Scale

Source: Data generated by the authors
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