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Introduction

The research project “Serious Beats: Internet Use and Friendship Structures of young migrants in Vienna: the Question for Diversity within Social Networks and Online Social Games” (http://igw.tuwien.ac.at/seriousbeats/) deals with online gaming habits of Viennese teenagers with and without migration background. We designed the positive impact game “YourTurn! The Video-Game” that helps them cross cultural boundaries. Social scientists, computer scientists as well as game designers cooperate, making the project transdisciplinary. The project’s central research question is “Can an online positive impact game allow Viennese teenagers to change their understanding of cultural diversity in order to overcome cultural/ethnical boundaries? Can the game not only help to integrate teens with migration background into the mainstream society but also generate knowledge about and acceptance of cultural diversity among those without migration background? If yes, how does it work, if no, why not?” We did not only ask for and analyse what the adolescents with and without migration background do online, but we also asked them about their identity as Austrian and/or migrant as well as their attitudes towards diversity. Thus, this paper will include gender differences—as well as gender similarities—not only regarding online behaviour and gaming but also regarding the topics mentioned above. We will also cover ethnicity/religion and class as factors of differences/similarities. 

In this paper, we first explain our methodology and elaborate on our target audience as well as on intersectionality as important reference. Second, we outline the adolescent interviewees attitudes towards identity and diversity, and their Internet use/gaming behaviour. Third, we explain “YourTurn! The Video-Game” and briefly evaluate it. Last, we conclude that our interviewees online activity is tightly connected with their “offline” activity and that class as factor of oppression and discrimination clearly affects them—majority Austrians and Austrians with migration background, boys and girls alike.

Methodology and target audience

We rely on methodological triangulation: First, we twice conduct 48 semi-structured personal media interviews (using a PC in order to let interviewees demonstrate their media use) also including social network analysis—before and after the game has been published (spring 2011 and spring 2012). Second, we use observation (in youth clubs and on Facebook) to get further information. Third, the game itself is action research. Half of our interviewees are offered incentives for playing the game and are asked about the gaming experience afterwards.

Our interviewees are 48 adolescents, now aged 15 to 18. Half of our interviewees are female, half male. Also, they have different ethnical backgrounds: 16 Turkish, 16 Southeast European or North African, 16 majority Austrian (8 female, 8 male each). However, they are relatively homogeneous regarding class: almost 65 per cent of their fathers and 63 per cent of their mothers work blue-collar or low-level white-collar jobs, whereas only about 8 per cent of fathers are self-employed (and none of the mothers are). Additionally, almost 15 per cent of fathers and 35 per cent of mothers are unemployed. Of the adolescents themselves, about 31 per cent attend schools ending without Matura
 (as they have not finished their 9th year of mandatory education yet their future school career cannot be determined at this point), 25 per cent are apprentices (dual system: training on the job and vocational school), 44 per cent attend schools ending with Matura (general or vocational high school, though some of them might still stop after the 9th year and thus not get Matura). It is remarkable that a higher percentage of our interviewees with migrant background attend high school (ending with Matura) than the numbers usually show (e.g. Weiss 2007). Compared to the majority population, migrant teenagers are more likely to be denied access to schools ending with Matura or even be forced to attend special schools (Herzog-Punzenberger 2003 and Weiss 2007). However, working-class students are disadvantaged no matter if they are migrants or majority Austrians.

Intersectional considerations

Class inequalities in Austria, mainly linked to educational inequalities, are a result of the education system where children are separated at the age of 10 (after only 4 years in common primary school). Even though the separation is meant to be according to talent, in fact it happens along class boundaries. Children of working-class parents who are themselves educationally disadvantaged hardly ever manage to achieve a higher level of education than their parents. Of course—and that is why intersectionality is so important as a scientific perspective—children with migration background may be even more affected if their parents do have a higher level of education that is not accepted in Austria. Those children may be forced to finish school education after nine years (without Matu​ra), because teachers/society treat them as working-class despite their parents’ level of education. 

Intersectionality means the consideration of more than one identity dimension when researching discrimination, oppression or inequalities. For example, outcome of feminist research and activism has been unsatisfactory if the specific situations of non-white, working-class women were ignored. Also, the dimensions of oppression do not simply add up; rather their intersections produce specific, different experiences (e.g. a Muslim woman is not only a Muslim and a woman). Race, class, and gender are sometimes also referred to as “the big three” of intersectional studies. Additionally to race, class, and gender also other dimensions should be considered—depending on the precise field of research/activism. For example, sexuality, religion, age, (dis)abilities may be useful dimensions (Brah/Phoenix 2004, Crenshaw 1994, Klinger/Knapp 2007).

Identity 

We asked our interviewees if they felt they were rather Austrian or Turkish/Serbian/Croatian/Egyptian (and so on, depending on their parents’ origin). 18 of 32 teenagers with migration background (56 per cent) feel Austrian as well as migrant; 6 (19 per cent) feel Austrian only; 4 (12.5 per cent) do not feel Austrian at all; 4 refuse to identify according to nationality, showing a more universal identity approach. Interestingly, 15 of 16 interviewees with Turkish background identify as Austrians (11 as Turkish as well as Austrian, 3 girls but only 1 boy feel Austrian only) but only 9 of the 16 interviewees with other migration backgrounds do (7 as both). Also, none of the 4 interviewees identifying as migrant but not as Austrian has got Turkish background. The group of “other” migrants (Southeast European or North African background) deserves an even closer look regarding gender: of the 7 teenagers who identify as both Austrian and migrant 5 are male and only 2 female. Also, 3 of those not identifying along national borders are female “other” migrants (the 4th is male with Turkish background). However, girls and boys alike feel Austrian (1 each) or migrant only (2 each). This means, Turkish girls are most likely to feel Austrian only and overall adolescents with Turkish background more often feel Austrian or Austrian as well as migrant than other migrants. Also, adolescents with other migration backgrounds alone feel migrant only and girls with other migration backgrounds are most likely to refuse identifying nationally at all. So, teenagers with Turkish background apparently are less marginalized than other migrants and girls’ identification is more sophisticated than boys’ (identifying Austrian only or refusing nationally-based identity). Also see table below for an overview:

	Identities by background and gender

	
	
	Austrian & migrant
	Austrian only
	migrant only
	no national identity

	Turkish
	female
	5
	3
	0
	0

	
	male
	6
	1
	0
	1

	other
	female 
	2
	1
	2
	3

	
	male
	5
	1
	2
	0

	Sum (n=48)
	
	18 (7 female/11 male)
	6 (4 f/2 m)
	4 (2 f/2 m)
	4 (3 f/1 m)


Table 1: Identities by background and gender

When reasoning what makes them feel the way they do, language is mentioned by 23 interviewees. Using German makes people Austrians, using their (parents’) native language makes them migrants; not using their native language also makes people Austrians, not using German makes them migrants. In schools, more or less only German is spoken; with friends, teenagers use German and other languages; with their family—rather with the parents’ and older generations than with siblings—they regularly speak the native language. 17 interviewees mention place of birth and/or residence as important for identification, i.e. they feel Austrian because they were born here or have at least lived here for a long time, attending school and having friends here, not knowing as much about their (or their parents’) country of origin as about Austria. Find below some of our interviewees’ statements (translation V.S.):

[What is the difference between Austrians and non-Austrians?] Nothing but language and culture. (P46: male, majority Austrian)

I feel more as Serb. I talk Serbian with my friends and my family and German only at school (P43: female, Southeast European background)

I think, as now I am talking more German, it is my mother tongue and I feel more as Austrian than as Turk. (P9: female, Turkish background)

[What makes you feel Viennese, Austrian)?] I don’t know. [Are you feeling as something else?] No, I belong here … Because I know a lot of people here. I know German better than Turkish. (P 7: male, Turkish background)

[What makes you feel Viennese or Austrian, what makes you feel Turkish?] Well, that I am born here, my citizenship … (P3: female, Turkish background)

Yes, firstly I was born here and the second thing is that I simply live here already since I was born and that my friends and, well, not really all the family but the largest part of the family is living here in Vienna, too. I just love Vienna. (P13: female, Southeast European background)

Because I live here, and there just for one month. I think, my friends are here and my life is here. There, it is like a holiday, as if I was in a foreign country. (P9: female, Turkish background)

Summing up, our interviewees’ identity is distinctly Austrian—what makes them Austrian are mainly their knowledge of the German language and the fact that they live here. Their identity as Austrian apparently does not depend largely on rights granted by the state (such as citizenship).

Diversity

We asked the interviewees if they thought diversity was an advantage or disadvantage for Vienna. Here is what they answered: altogether, 33 interviewees think diversity in Vienna is an advantage only, 9 think it is a disadvantage only, 6 think it is both. Most remarkable about the data is the gender difference—21 girls think diversity is an advantage only, 1 girl thinks it is a disadvantage only, 2 think it is both; only 12 boys think diversity is an advantage only, 8 think it is a disadvantage only, 4 think it is both. This means girls show a significantly more positive attitude towards diversity. When taking ethnicity into account it becomes evident that majority Austrians have a more negative attitude towards diversity than Austrians with migration background—only 8 majority Austrians think diversity is an advantage only (as opposed to 12 or 13 migrants, respectively), whereas 6 of them think diversity is a disadvantage only (as opposed to only 1 or 2 migrants, respectively). Also, education plays a role regarding the attitude towards diversity—the better educated interviewees’ attitude is significantly more positive. While 20 of the 21 interviewees attending high schools ending with Matura think diversity is an advantage only (and 1 thinks it is both), of the 27 other interviewees 13 think diversity is an advantage only, 9 think it is a disadvantage only, 5 think it is both. This means, the vast majority of high-school students has a positive attitude towards diversity and only 1 has an ambiguous attitude (nobody has a negative one). But only half of the apprentices and junior high-school students have a positive attitude, a third of them have a negative attitude and 5 have an ambiguous one.

36 interviewees (23 female, 13 male; 14 Southeast European/North African, 13 Turkish, 9 majority Austrian) positively refer to multiculturalism as everyday experience, describing cultural diversity as individual as much as collective enrichment and opportunity to gain knowledge about different languages, religions and customs: “It takes all sorts to make a world.” (P34: male, North African background) Interestingly, it is again the girls who show a significantly more positive attitude: only 1 (majority Austrian) girl does not explicitly mention multiculturalism as appreciated everyday experience, however, 11 boys fail to mention it—notably 6 majority Austrians (but only 3 Turks and 2 other migrants). 

However, almost half of the interviewees with migration background (15 of 32) mention experiences with racism (also specifically anti-Muslim resentments and antiziganism) and express their wish for a life without racist hostility. While exactly half of the boys with migration background talk about racism, 6 (of 8) girls with Turkish background but only 1 girl with Southeast European background address racism—probably that is due to the headscarf debate which of course specifically affects Muslim girls and women and is the most obvious expression of Europe’s view on Muslims as “the other”. Populist public discourses (in politics and the media) about “assimilation as a need for integration”, “lack of jobs and housing”, “criminal immigrants” and “Überfremdung”
 clearly influenced our interviewees—these motifs are mentioned by 8 majority Austrians, 5 Austrians with Turkish and 4 with other migration background (17 altogether). Whereas migrants and female majority Austrians alike show only little influence of populism, 6 of 8 male majority Austrians reproduce the populist motifs mentioned above. Thus, two levels of experiences become visible: even though the majority (36 of 48) describes a generally harmonious multicultural everyday life, the publicly negotiated pejorative views on migrants and migration add a negative twist (urge to assimilate, racism) that cannot be ignored.

As has been shown, girls display more open-mindedness and/or more appreciation of the benefits of a multicultural Austrian society. Majority Austrians, however, appear least open-minded and appreciative of multiculturalism in Austria. The importance of an intersectional perspective becomes specifically evident here: gender, class and ethnicity/religion do influence not only experiences of racism but also perceptions of multiculturalism. While working-class majority Austrians find adaptation to the multicultural reality most difficult, Muslim girls suffer most from racism. Thus, anti-racism activities should be strengthened. We try to increase sympathy and tolerance among adolescents by publishing “YourTurn!”, a creative game centring on Youtube videos (see below). Also, with our interviews we seek to find out what the teenagers themselves think about identity and diversity—that way giving them a voice in a scientific context.

Internet use and gaming

47 of our 48 interviewees regularly use Youtube as their main source of music, using mp3s is less common. Notably, Youtube use is rather passive than active, meaning not only that our interviewees very rarely upload own videos to the platform but also that they do not give a lot of thought to the music they listen to or videos they watch. 44 have a Facebook account which they use daily—or at least once or several times a week—to chat with friends, play games, post status updates (text, pictures, videos) or comments. The 4 without an account intentionally chose to not have one because they want to be individual and stand out from the crowd. As opposed to an earlier study conducted in 2009 (Götzenbrucker/Franz 2010) this time we did not systematically examine their motives for using online social networks and their ways of doing so. But still, unstructured observation (by being Facebook friends with 20+ of our interviewees) confirms the former results: boys are much more open and forthcoming with information they provide on social network sites whereas girls with migration, particularly Turkish background are much more cautious with the distribution of personal information on such sites. Young men use photos and personal information for identity creation and management in such forums. This is not the case for young women. Their photos would make them visible on the Internet, thus they often prefer to hide their identities, not using their real name and real picture, furthermore using private chats a lot and allowing access to their profiles only to “friends” (i.e. online social network friends). Of course, girls are likely exposed to sexual harassment especially in online networks because of the relative anonymity assaulters enjoy. Also, they may experience more severe familial or otherwise social control when expressing freely on the Internet (Götzenbrucker/Franz 2010). 

In her study “Internet Use and Web 2.0 Use of Adolescents in Vienna” Natalia Waechter (2009) analysed an online survey with 398 participants (as well as two group discussions with ten participants in total and eight personal interviews) and her results resemble ours. 93 per cent own an online social network account (Netlog before Facebook, Myspace and SchülerVZ). Regarding use of online social networks she found that overall 54.4 per cent of online social network profiles are publicly accessible, but only 41.5 per cent of girls’ profiles (as opposed to 62.4 % of boys’ profiles). Adolescents use social network sites in order to communicate with people they already know rather than to meet new people (friends or partners). Consequently, 49.5 per cent state that they know more than three quarters of their online friends personally (33 % know only half of their online friends or less personally). However, 65 per cent agree with the statement “In an online social network you can find new friends fast” and 76.3 per cent think that it is easier to approach and address unknown persons using social network sites. Only 45 per cent think that they can try out what it is like to be someone else in an online social network. This means the survey participants consider social network sites a (further) place for communication with their friends and a place of authenticity and identification, but also a place helping especially shy teenagers overcome their anxieties. Regarding Internet use in general, Waechter identified four different groups of main Internet activities: entertainment, information, active/creative use, and communication, all of which where also mentioned by our interviewees—with active/creative use being least common among them.

Netlog, which was very wide-spread particularly among Austrians with migration background as well as working-class Austrians in 2009, does not play a relevant role anymore in 2011 (only 3 mentions out of the 47 interviews for our study). Neither do other online social networks (Twitter: 2 mentions, SchülerVZ: 1 mention). However, chats and instant message services other than Facebook are still used: 12 interviewees mention MSN (all groups more or less alike but interestingly no girls with Southeast European or North African background) and 3 mention Skype. 23 interviewees (14 female, 9 male) mention the Internet as source of information: they use Google, Wikipedia, various school-related sites, newspapers and magazines, look for sports results, information on digital games and fashion. The adolescents of course also use the Internet for entertainment (apart from listening to music on Youtube for example watching movies/TV series) but our data do not provide us with information detailed enough for further analysis. 

According to our study, girls and boys spend the same amount of time on the Internet. Interestingly, most of our interviewees with Southeast European or North African background (10) spend up to 8 hours a week on the Internet, most of the interviewees with Turkish background (10) spend 9 to 20 hours a week on the Internet, most of the interviewees without migration background (9) spend 21 to 40 hours a week on the Internet. However, when looking at the time spent playing video games, there are considerable gender differences: only 3 girls, compared to 11 boys, play at least 8 hours a week or longer. Also, 8 girls, compared to only 1 boy, say they do not play weekly. Similar to the time spent on the Internet, the time spent playing differs for each ethnic group, too: most Southeast European/North African migrants (8 of 13) play 2 to 3 hours a week, most Turkish migrants (7 of 12) play 4 to 7 hours a week, most majority Austrians (9 of 14) play 8 to 35 hours a week. Summing up, girls clearly spend less hours playing and also more girls than boys do not play at all. Majority Austrians spend most time playing (up to 35 hours a week!) whereas most teenagers with migration background only spend up to 7 hours a week playing. We took this information into account when designing the game “YourTurn!” where the players can freely choose how much time to invest and which—thanks to its unique idea—is targeted at girls, boys, hardcore gamers and casual gamers alike (“YourTurn!” will be covered more closely further down the paper). See table below for details on the time spent gaming: 

	Time spent gaming per week by background and gender

	
	
	not playing
	2 to 3 hours
	4 to 7 hours
	8 to 35 hours

	Turkish
	female
	4
	1
	3
	0

	
	male
	0
	1
	4
	3

	other
	female 
	2
	5
	1
	0

	
	male
	1
	3
	2
	2

	majority Austrian 
	female
	2
	0
	3
	3

	
	male
	0
	2
	0
	6

	Sum (n=48)
	
	9 (8 female/1 male)
	12 (6 f/6 m)
	13 (7 f/6 m)
	14 (3 f/11 m)


Table 2: Time spent gaming per week by background and gender 

Although some online games are said to expand adolescents’ friends/social networks our interviewees do not seem to profit from those functions of online games. First, they do not spend much money on online games, especially not monthly fees as necessary for games such as World of Warcraft (WoW), often even downloading or copying games they cannot afford to buy. Massively multiplayer online role-playing games (MMORPGs) often require players to join forces with unknown online players in order to be able to overcome certain challenges—that way, relationships may be established. Thus, by not playing MMORPGs our interviewees miss this chance (only 6 play online role-playing games: 4 male, 2 female, 5 majority Austrian; 3 more play offline RPGs). Second, also first-person shooter games enable or even encourage players to join teams with other players worldwide. Yet, although 21 (16 male, 5 female) of our interviewees play first-person shooter games, they mostly prefer playing with friends they already know. Additionally, 19 play sports games (13 male, 6 female), 16 play action games (9 male, 7 female), 13 play race games (4 male, 9 female [sic!])—either alone or “live” together with friends. Also, 25 (13 male, 12 female—remarkably balanced) play casual games
 that do not take as much time and are usually played alone. Whenever the teenagers play games that can also be played together with others, they prefer playing with their friends to playing alone. 47.6 per cent of Waechter’s (2009) survey participants say, too, that they play online games in order to spend time with their friends. So, the Internet and online games reflect the adolescents’ “real-life” situation and are not spaces of freedom. 

Based on this information we designed a game (see following section) that on the one hand exceeds genre limits and on the other hand may be played with friends as well as with unknown persons. Players have the chance to get to know each other by means of creativity and without prejudices because they remain anonymous until their creation is finished. Considering how much our interviewees enjoy spending time with long-known friends, it still might be difficult to really have them expand their circle of friends with the help of “YourTurn!”. 

YourTurn! The Video-Game

Based on the interview results we created a Facebook/Youtube “positive impact game” (McGonigal 2011) called “YourTurn! The Video-Game” (http://yourturn.fm). To ensure gender neutrality, data privacy, non-commercial content and empowerment the game design process was collaborative, involving not only game designers, usability researchers and programmers, but also social scientists and social network researchers.

The game’s core principle rests on the association of ideas: participants mix short sections of videos available on Youtube that are connected to one another by a common theme. Two or more players take turns choosing sections with a duration of 3 to 15 seconds matching the “TV channel’s” topic as well as previous sections. A video mix is finished when its overall duration reaches 60 seconds. Only then the participating players’ identities are revealed. Thus, the game’s creative, music-related environment encourages adolescents to get to know each other by first learning about a person’s preferences and knowledge of Youtube videos. Also, for three months “real-life” activities went along with the online game: workshops on DJing, beatboxing, rapping, game design and in a mobile sound studio were advertised not only in “YourTurn!” but also in Jugendzentren
 and via flyers and posters.
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Picture 1: “YourTurn!” homepage
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Picture 2: Watching an unfinished video 
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Picture 3: Cutting a section 

We found that encouraging teenagers to meet other teenagers with different migration backgrounds and from different Viennese districts with the help of “YourTurn!” takes longer than the three months we had scheduled in our project plan. Although “YourTurn!” can only be played together with others, and only some players prefer playing with friends they already know, a big enough player community is crucial for the game’s success regarding the chance of social/friends network expansion. However, “YourTurn!” also has an impact on the players’ media literacy. The game requires players to thoroughly consider their choice of video sections, because for high scores players depend on ratings they get from other players for finished videos (apart from the points they get for working on videos). This thorough consideration of the videos the adolescents otherwise just passively watch increases their media literacy.

Unfortunately “YourTurn!” also clearly shows what a difficult target audience our marginalized, underprivileged interviewees are. For example, these adolescents hardly ever leave the youth club they are used to in order to attend, e.g., a workshop in a youth club unknown to them. Also, none of our apprentice interviewees reached level 15 in “YourTurn!” even though they were promised incentives for their effort when reaching it. We achieved best results with direct explanations of the game and personal promotion of events in youth clubs. Working-class adolescents—no matter what ethnical/cultural background—need a lot of personal support of and relationship building with adults. Also, communicating the unique game idea that distinguishes “YourTurn!” from other Facebook games turned out to be very difficult (another reason why we achieved best results when personally showing the game to teenagers).

Concluding remarks

The majority of our interviewees adapted to life in Austria, adopting multiple identities (Austrian as well as migrant) or an Austrian identity, and only a minority feels just as migrant. Also, multiculturalism is an everyday experience of Viennese adolescents—surely contributing a positive perspective on Austrian identity. When using social network sites—mainly Facebook—adolescents more or less stick with their “real-life” identity, also communicating more with friends they know from places other than the Internet than with friends they met online. So, they do express their identity in online social networks, however, they do not choose an identity differing from the one they also express “offline” but rather reflect their everyday identity online. The fact that they know most of their online social network friends for real may even prevent them from experimenting much with identity online. This result hints at how much Facebook has become part of everyday life—thanks to smartphones, for adolescents the boundaries between online and offline life become more and more blurred. In this context, “YourTurn! The Video-Game” as a platform focuses on offering common grounds to teenagers rather than reinforcing differences in regard to cultural identity. It is a platform for demonstrating Youtube knowledge (shared by all adolescents) and discovering shared music/ video preferences (despite differences and boundaries).

From an intersectional point of view, the most surprising finding of this ongoing study so far was the obvious importance of class discrimination. Our interviewees are homogeneous regarding class (they are all working-class and educationally disadvantaged), but heterogeneous regarding ethnicity and gender. Still, their narrations of interests and experiences lack any big differences. So, we think class inequalities are most significant for their everyday lives because they also aggravate gender and race inequalities. Class is responsible for their access to education and, later, to the labor market. True, almost half of our interviewees with migration background talk about racism they experience on a daily basis. Yet, regarding their chances as adults our (working-class) interviewees without migration background are just as disadvantaged. It is also true that girls—and unfortunately especially Muslim girls (who talk most about experiencing racism)—are more disadvantaged than boys. For example, they are often pushed into a certain (less-paid, low prestigious) sector of jobs, regardless of their migration and ethnical background. However, girls with migration background even seem to be able to profit more from the opportunities life in Austria offers than boys—they are much more open-minded and thus better prepared for any obstacles their future may hold (they do know how to adapt). Summing up, no matter why Austrians suffer from discrimination—class adds another dimension of oppression. Emancipation of girls/women and people with migration background does demand consideration of class, too, because otherwise class boundaries may prevent emancipation in the end. 
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�	Certificate of graduation also granting access to higher education.


�	An untranslatable German term, literally “overforeignisation”, used to address the electorate’s fear of being overrun by foreigners (migrants) and dominated by their cultural influences.


�	Casual games are made for occasional players, having simple rules, not requiring special skills or high commitment.


�	Youth clubs where youth workers look after children and teenagers, usually funded by the Viennese municipality.
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