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Article Info  ABSTRACT  

  This study explores how international online gaming 
players negotiate privacy boundaries and construct 
digital intimacy across cultural contexts. Employing 
participant observation and autoethnography, the 
research examines disclosure practices and 
communication patterns among players from 
Indonesia, the United States, and the United Kingdom. 
Findings reveal that players manage privacy through 
layered self-disclosure, selective use of game 
affordances such as guild systems and chat channels, 
and strategic migration to external platforms like 
Discord and WhatsApp. The study extends 
Communication Privacy Management (CPM) theory by 
integrating an intercultural dimension showing how 
cultural values shape the permeability of privacy 
boundaries and the negotiation of digital intimacy. The 
novelty lies in applying CPM theory to global gaming 
contexts, highlighting how online relationships are 
simultaneously facilitated and constrained by 
technology, culture, and trust dynamics. 
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1. INTRODUCTION 
 
The rapid growth of online gaming has transformed how individuals interact, build 

relationships, and share personal information in digital spaces. Multiplayer online 

games not only serve as entertainment platforms but also as social environments 
where players from diverse cultural backgrounds form bonds that often extend beyond 

the game itself. Existing studies have examined digital intimacy and self-disclosure 

among gamers from Western contexts, emphasizing the role of anonymity and 

technological affordances in shaping online relationships. However, little is known 

about how such intimacy and privacy negotiations occur in non-Western settings, 

particularly in Indonesia, where cultural values, collectivist orientations, and 

communication norms significantly influence online behavior. 
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However, previous studies rarely explore intercultural intimacy in online gaming 

through the lens of Communication Privacy Management (CPM) theory, leaving a gap 

in understanding how cultural differences shape privacy boundaries and self- 

disclosure online. 

Therefore, this study aims to analyze how online gaming players from Indonesia, 

the United States, and the United Kingdom negotiate privacy boundaries and build 

digital intimacy using the CPM framework. 

Communication Privacy Management (CPM) theory, developed by Petronio 

(2002), offers a lens for understanding how individuals regulate the flow of private 

information. It emphasizes that privacy management is a dynamic process shaped by 

ownership, control, and the permeability of information boundaries. In online gaming, 

these boundaries become more complex as players navigate between public and 
private identities within semi-anonymous spaces. While prior studies have applied 

CPM to contexts such as social media (Child & Starcher, 2016) and online dating 

(McEwan et al., 2018), few have explored its relevance to gaming communities that 

transcend national and cultural borders. By applying CPM in this setting, this research 

not only extends the theory’s scope but also contributes to understanding how cultural 

differences influence digital intimacy and privacy negotiation. 

Indonesia’s gaming community provides a unique context for this exploration. As 

one of the largest gaming markets in Southeast Asia, Indonesia exhibits rapid digital 

adoption alongside strong collectivist and relational communication norms (Nugroho, 

2021). These cultural characteristics shape how players form trust, disclose personal 

information, and maintain boundaries in online spaces. Examining these dynamics 
contributes both to the theoretical development of CPM and to practical insights into 

intercultural communication in digital environments. In summary, this study explores 

how online gamers from Indonesia, the United States, and the United Kingdom 

negotiate privacy and intimacy through the Communication Privacy Management 

framework. By focusing on intercultural interactions, it aims to reveal how cultural 

values and technological affordances jointly shape self-disclosure, trust, and 

relationship-building in global online gaming communities. 

 

2. RESEARCH METHODE 
 
This study employs a qualitative approach using autoethnography and participant 

observation to explore how online gaming players negotiate privacy boundaries and 

develop intimacy across cultures. The unit of analysis is the interactional 

communication practices among players within online gaming environments, focusing 

on self-disclosure, boundary negotiation, and relationship maintenance. 

Data were collected over a six-month period (January–June 2024) through active 

participation in multiplayer online games, including Genshin Impact, Mobile Legends: 

Bang Bang, and Valorant. The researcher engaged in gameplay, joined guilds and team 

channels, and participated in both in-game and external communication platforms 

such as Discord and WhatsApp. Field notes, chat transcripts, and reflective memos 

were compiled throughout the observation period. 
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Ethical considerations were strictly observed. All participants were informed of 

the study’s purpose, and consent was obtained verbally prior to data inclusion. To 

ensure anonymity, pseudonyms were used and identifiable data were omitted. 
Data analysis followed the principles of thematic analysis (Braun & Clarke, 2006), 

conducted through three systematic stages: 

1) Coding: Relevant excerpts from field notes and transcripts were assigned initial 

codes representing concepts such as trust, disclosure, or cultural difference. 

2) Theme Development: Codes were grouped into broader categories to identify 

recurring patterns related to communication privacy and intimacy across 

cultural groups. 

3) Interpretation: Themes were interpreted in relation to Communication Privacy 

Management (CPM) theory, connecting empirical patterns with theoretical 

constructs such as privacy boundaries, ownership, and permeability. 

To enhance credibility, the researcher conducted member checking by discussing 

preliminary interpretations with several participants and triangulated findings across 

multiple data sources (chat logs, observation notes, and autoethnographic reflections). 

 

3. RESULT AND DISCUSSION 
 

 The analysis identifies four interrelated themes that describe how players 
negotiate privacy and intimacy across online gaming platforms: ownership of personal 
information, control of disclosure, rule coordination, and boundary turbulence. These 
themes reflect how cultural values shape communication practices and expand the 
understanding of Communication Privacy Management (CPM) theory in a global digital 
context. 
 
Privacy Ownership: Establishing Personal Boundaries in Online Spaces 
 Players perceive their digital identities and personal stories as their private 
“territories.” They consciously decide which aspects of their real-life identities such as 
nationality, religion, or gender they reveal in-game. Indonesian players, for instance, 
tend to withhold sensitive information and rely on humor or indirect speech to 
maintain harmony, reflecting collectivist communication norms. In contrast, Western 
players are generally more open, viewing disclosure as a way to build authenticity. 
 This pattern illustrates Petronio’s (2002) notion of privacy ownership, where 
individuals feel they possess the right to control their private information. It also 
resonates with Baruh and Cemalcilar’s (2018) findings that cultural context affects 
privacy expectations and the perceived risks of disclosure. In online gaming, ownership 
of information is shaped not only by personal boundaries but also by platform 
structures avatars, guild systems, and chat channels that blur public and private 
spheres. 
 
Privacy Control: Regulating Self-Disclosure through Technological Affordances 
 Privacy control manifests through the use of in-game features and external 
communication tools. Players selectively migrate from open channels to private chats 
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or external platforms such as Discord or WhatsApp to deepen trust-based interactions. 
This selective migration exemplifies privacy control, the ability to regulate how and to 
whom personal information is shared. 
 Indonesian players often test trust gradually before moving conversations outside 
the game environment, a practice influenced by high-context cultural norms. Hsu et al. 
(2019) found similar patterns in East Asian online communities, where relationship 
building precedes disclosure. In this study, cultural context and platform affordances 
intertwine: technological control mechanisms (muting, blocking, or private chats) 
reinforce the social norms that guide disclosure behavior. 
 
Rule Coordination: Negotiating Shared Boundaries within Gaming Communities  
 As relationships develop, players co-create informal privacy rules governing 
acceptable topics, frequency of contact, and emotional tone. Within guilds, these rules 
emerge organically through interaction and are reinforced by group norms. Indonesian 
players, for instance, avoid discussions of religion or politics to maintain group 
harmony, while Western players are more comfortable engaging in debate.  
 This process reflects rule coordination, where privacy boundaries are jointly 
managed among co-owners of shared information (Petronio, 2002). Cross-cultural 
coordination can lead to misunderstandings when implicit rules differ. For example, 
joking about sensitive issues may be interpreted as offensive in collectivist contexts 
but as friendly in individualist ones. Consistent with Baruh and Cemalcilar (2018), such 
rule negotiation highlights how culture mediates perceptions of privacy, redefining 
what constitutes “appropriate” disclosure in intercultural settings. 
 
Boundary Turbulence: Managing Conflict and Miscommunication 
 Despite established rules, conflicts occasionally arise when expectations about 
privacy are violated a phenomenon CPM defines as boundary turbulence. Instances 
include the unintentional sharing of private conversations or the exposure of sensitive 
information to unintended audiences. Players often respond by adjusting their 
boundaries either reducing disclosure or moving to smaller, more trusted groups. 
 This turbulence reveals both the fragility and adaptability of privacy management 
in digital environments. While Petronio (2002) conceptualized boundary turbulence 
primarily within face-to-face settings, this study demonstrates how such disruptions 
occur in transnational online spaces mediated by technology and culture. Similar to 
Hsu et al. (2019), who observed relational strain following boundary violations in 
virtual communities, these findings suggest that cultural empathy and technological 
awareness are essential for restoring trust and re-establishing boundaries. 
 
Cultural Expansion of the CPM Framework 
 The intercultural context of this study broadens CPM theory beyond its 
predominantly Western applications. Indonesian players’ collectivist orientation 
emphasizes group harmony, indirect disclosure, and relational maintenance, whereas 
Western players exhibit more individualistic disclosure styles emphasizing autonomy 
and authenticity. These contrasts extend CPM by illustrating that privacy management 
is culturally contingent and technologically mediated. 
 By situating privacy boundary negotiation within a global gaming environment, 
this research shows that CPM’s core components ownership, control, coordination, and 
turbulence operate differently across cultural systems. Cultural norms not only 
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influence how boundaries are drawn but also how they are repaired after turbulence 
occurs. Thus, CPM evolves from a communication theory of private information to a 
framework for understanding global digital intimacy, where privacy is co-constructed 
across borders, technologies, and cultural expectations. 
 
Thematic Synthesis 
 Overall, the themes highlight that privacy negotiation in online gaming is layered, 
culturally situated, and technologically mediated. While games offer opportunities for 
intimacy, these relationships are unstable and deeply dependent on both trust and 
cultural understanding. 

Informant Theme Key Finding Example Quote 
Darkness1 2 (27, 

USA) 
Cautious 

Disclosure 
Shares personal info 

gradually; avoids 
giving 

address/phone; 
prefers keeping 
game persona 

separate. 

“I wouldn’t really 
give people my 
Discord unless I 
knew them for a 

decent amount of 
time… I probably 
wouldn’t give out 

my phone number, 
I think that’s a 

different 
territory.” 

Keefus (26, UK) Openness & Trust More open and 
trusting, willing to 

share name, 
location, even gifts 
after only weeks of 

interaction. 

“I’m a pretty 
trusting person 

so not long, a 
couple of 

weeks maybe… My 
name, near the 
area of where I 
live, some life 

stories… stuff like 
that.” 

Yui (24, USA) Social Impressions 
& Boundaries 

Decides interaction 
based on how 
others treat a 
person; uses 

gender/age/country 
info to set 

conversational 
boundaries. 

“Knowing gender 
helps me address 
them, later comes 
age… it also helps 
me adapt within 
conversations.” 

Mashwell (20s, 
Indonesia) 

Selective Sharing 
& Mutual Trust 

Shares only minimal 
info (gender, 

approximate age, 
occupation); 

exchanges gifts only 
after years of 

knowing, with 

“Well, paket nggak 
saya kasih alamat 
balik… nama juga 

bukan nama 
lengkap. 

But because I’ve 
known them for 
years, it’s okay.” 
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limited personal 
details. 

 
4. CONCLUSION 

 

This study contributes to a deeper understanding of how intercultural 

communication unfolds within online gaming environments through the lens of 

Communication Privacy Management (CPM) theory. Theoretically, it extends CPM 

beyond its traditional interpersonal and Western contexts by demonstrating that 

privacy ownership, control, rule coordination, and boundary turbulence are shaped by 

cultural norms and technological affordances. The integration of intercultural 

dynamics into CPM reveals that privacy boundaries are not fixed but fluid, adapting to 

differing expectations of trust, hierarchy, and collectivism. 

Methodologically, the use of autoethnography combined with participant 

observation provides a nuanced, insider perspective on digital intimacy and privacy 
negotiation. This approach captures both lived experiences and interactional subtleties 

often overlooked in survey-based studies, demonstrating how qualitative inquiry can 

enrich theory-building in digital communication research. 

Practically, the findings offer insights for educators, digital platform designers, and 

community managers seeking to foster safer and more inclusive online spaces. 

Encouraging awareness of cultural diversity and implementing clearer privacy 

controls can minimize boundary turbulence and promote respectful interactions 

among users from varied cultural backgrounds. 

Future research should expand this investigation by including larger, more diverse 

participant samples and comparative analyses across different digital platforms 

beyond gaming. Longitudinal studies could also explore how privacy boundaries 
evolve over time and how emerging technologies such as virtual reality or AI- mediated 

communication reshape the dynamics of intimacy and disclosure in global digital 

contexts. 
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