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Abstract
This article seeks to query the typical way research in novel fields are expressed in academic writing. The high structured presentation assumes a high structured field, which is often conceived of
as necessary for new sites to assert their academic validity. However, many times, as is the situation for the case study presented here, what is considered new and novel is simply a new medium
through which already properly understood concepts thrive. This misunderstanding often leaves
scholars in new fields defending their field site more than analysing it, and a higher scrutiny is
placed on these locations. This article hopes to demonstrate just one example of this, the fan convention, and demonstrate how this field site is not as new as typically considered, and arguing,
therefore, for a more open representation of the improvised and fluid conception of research on
contemporary religion.
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Introduction
The convention hall is empty. The once bustling hallways and rooms are now
quiet. Stepping into the panel room, however, the energy of those missing people is felt. Fifteen hundred people, gathered in an auditorium—some on high-risers, others on chairs—chatter excitedly among themselves. As the lights dim, they
fall eerily hushed. The bright stage lights at the front of the room focus on two
tables and a couple of chairs, with a single lonely microphone. Suddenly, a large
booming voice jovially bounces around the room shouting, “Hello everybody!”
The cheering, clapping and stomping which arise from the hundreds of people in
attendance reverberate through the body. The pure surge of joy from the crowd
envelops as if in a comforting hug, and one cannot help but join in.
This moment marked the start of CoxCon, a convention for fans of gaming
YouTuber Jesse Cox. I attended CoxCon in the summer of 2017 with the purpose
of gaining interviews and interactions regarding horror video games for a much
larger project. However, the field itself revealed a new avenue for research to be
undertaken in the realm of fan conventions. After following the improvised new
arena for research, the academy was seemingly unprepared to accept research
which openly described the fluid nature of the field and fieldwork itself.
This article queries the typical way research in novel fields are expressed in academic writing. The highly structured presentation assumes a highly structured
field, which is often conceived of as necessary for new sites to assert their academic
validity. However, as is the situation for the case study presented here, what is considered new and novel is simply a new medium through which already properly
understood concepts thrive. This misunderstanding often leaves scholars in new
fields defending their field site more than analysing it, and higher scrutiny is placed
on these locations. This article will demonstrate just one example of this, the fan
convention, and show how this field is not as new as usually believed. I will argue
for a more open representation of the improvised and fluid nature of research on
contemporary religion. In presenting CoxCon as a site for study by religious studies
scholars I, by no means, intend to prove CoxCon is a religious phenomenon or event.
CoxCon is not in itself religious, but it is also not completely without religious elements or emotional connections. In fact, as a kind of pilgrimage, attendance at CoxCon for fans can be “hyper-meaningful”—ritualized journeys to a place that is both
different and other and yet facilitates sameness in the communal engagement in a
shared identity (di Giovine 2012; di Giovine and Picard 2015; see also Dubisch 1995).

Jesse Cox and CoxCon
As previously noted, positing the misunderstanding of new field sites will require
a proper case study to use as our basis. I chose the fan convention CoxCon in 2017,
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based around YouTuber and streamer Jesse Cox. My presence and experience at
CoxCon 2017 led to this article being formulated. Most importantly, it demonstrates an intersection of physical and digital worlds, and presents researchers
with a unique location to do fieldwork in person regarding an online community.
Jesse Cox is a Let’s Player, or someone who plays video games and records their
gameplay and their voice, and uploads this to a video streaming site, such as YouTube. Let’s Players, and streamers—who live play their gameplay—have become
increasingly popular forms of entertainment online. Some of the top-paid YouTubers are Let’s Players, including Pewdiepie, Jacksepticeye and Marikiplier. Video
games on YouTube specifically have been so popular that YouTube started a separate website to house their gaming content and attempt to financially compete
with the Amazon owned streaming site Twitch (Dredge 2015).
Jesse Cox has used his YouTube platform and streaming videos to grow his community of fans. His fanbase, who call themselves Space Butterflies, are scattered
around the world, like most fans of online personalities. While physically separated, they are connected through the interlinking web of the online sphere. For
those Space Butterflies in the United States, the many different gaming conventions around the country give them opportunities in different areas to meet Jesse
Cox and one another, giving physical presence to the virtual connections. Jesse
recognized this was significantly more difficult for those in the United Kingdom
and Europe, as travel to the United States is too expensive and time consuming for
the average fan. Therefore, Jesse Cox started CoxCon, a gaming and fan convention for the Space Butterflies to flock to, based in the United Kingdom (Cox 2018).
CoxCon 2017 was typical of the convention experience in general. The layout
of the convention is important for understanding the flow of people, as well as the
ways in which attendees interact with one another. Like most fan conventions,
CoxCon takes place in a conventional hall. CoxCon is typically held in Telford, England, located near Birmingham. The convention hall has open spaces, as well as a
collection of different rooms. In 2017, there were five primary rooms. The first was
a large hall for signings and pictures. Jesse typically invites multiple YouTube personalities he collaborates with to come to the event as well. Each of these individuals have a set time for signings (fans bring items they want the celebrity figure to
sign), as well as a time for pictures. Fans will queue before the set time, which typically lasts for an hour or more to accommodate as many people as possible.
The second room was an exhibition hall. Exhibition halls are an important staple at fan conventions. Here, different vendors set up booths in a winding path.
This allows attendees to walk through and purchase or browse at their leisure.
Often these booths consist of artist, jewellery or clothing items specifically aimed
at the audience of the event. For example, at CoxCon there were many art prints
for sale of various video game characters.
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There were also two rooms set aside in which community members can play various video games. One was a retro room, which was outfitted with arcades and older
video game consoles; the other was filled with a giant television and multiple bean
bags. The other room was much quieter than other areas of the convention, and
members played a collective game, or simply relaxed for a moment from the bustle
of the convention.
The last room was the panel room. In here, Jesse and the other YouTubers
would have panels, in which they would do live Let’s Plays (playing the video
game with commentary to the audience), or answer fan questions. This room was
capable of housing all attendees, and often the rest of the convention would be
almost empty when the panels were on. This was the case with the welcoming
panel which was described at the beginning of this article.
The importance of these rooms and their purposes are demonstrated in the
flow of people from one room to another. Each room was marked with a large banner of a cartoon Jesse illustrating what the room was supposed to represent. The
ebbs and flows of larger groups of fans often corresponded to the timings of the
panels, and queues waiting for signings or photos would be on the edge of the hallway connecting the rooms.
Fan conventions such as CoxCon are a growing presence in different online
communities; they provide a location for the community to meet in growing numbers. Gamescom, a video game centred convention in Europe, boasted 370,000 participants, alongside 1,037 exhibitors in their hall in 2018 (IGN 2018). Penny Arcade
Expos, or PAX, have grown immensely, leading to them splintering their convention to multiple locations in the United States and overseas. Their convention
in Boston, PAX East, held more than 80,000 participants in 2017 (Sullivan 2017).
Rooster Teeth, an online production company, also has their own convention for
fans of their content, called RTX, which hosted 62,000 participants in the summer
of 2017 (Brouwer 2017).
In comparison to these larger conventions, CoxCon’s 1,500 attendees in 2017 is
much smaller, but the importance of fan conventions is still felt, in both the specific
Space Butterfly community and the wider fan culture that participants are part of.
As the fan convention grows as a location for people in separate locations to gather
as a community, it also grows as a potential resource and field site for researchers. Many of the communities who host conventions are digital ones, fans of online
celebrity figures who typically partake via watching videos or posting on a variety
of online locations. This means that the digital communities are now present in a
physical location, which provides alternate and additional locations to study these
communities. This affords not only an interesting study of the online communities
themselves, but also presents a growing interest in the intersections of the physical and the digital.
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CoxCon 2017
My time at CoxCon 2017 began with specific research endeavours in mind. At the
time, I was conducting fieldwork for my doctorate which focused on virtual storytelling. Most of the fieldwork involved was online, but I was set to find one
“face-to-face” field site. Part of the research involved horror video games, and
I immediately thought of CoxCon. On his YouTube channel, Jesse Cox hosts the
Scary Game Squad, a collective of different Let’s Players who gather on Jesse’s
channel to play horror video games together. The various members of Scary Game
Squad were to be at CoxCon, and I thought attending would give me direct access
in which to talk to fans about the process of both playing and watching horror
video games. The research, however, did not go as initially planned.
Part of both the problem and the solution—the latter will be discussed in a
later section—is the use of unstructured interviews. Unstructured interviews
differ from more structured interviews in the contextualization of an intimate
conversation between the participant and the interviewer. In my experience,
unstructured interviews were presented simply as conversations. This permits an
ease of flow between the participation and the interview process.
The use of unstructured interviews allows the participant to have more control and agency in their own presentation within the research, which is the primary difference from their more structured counterparts (Fontana and Frey
1998). By allowing the main flow of conversation to be dictated by the participant, the participant feels more freely able to control the amount, and sensitivity,
of the information being presented. The decision of what is important, and what
is not, is taken away from the researcher and given to the participant.
This approach was of utmost importance to me. When I first began online
fieldwork for my doctorate, I found there was a great fear in the community about
how they would be represented. The community had received a great amount
of blame in the media over the years, and as a representative of a massive outside institution, I was deemed suspicious. After opening up about my research in
great detail to the community, something I had never been asked to do in previous communities I had conducted fieldwork in before, members grew to trust me
and how I would treat them and their narratives. I did not take this trust lightly
and decided to utilize unstructured interviews in order to best allow the community to feel as in control of their own narrative as possible.
When stepping into the offline world of CoxCon, I had decided to continue
the use of unstructured interviews. Since beginning to use them, I found the flow
had allowed for information I would have never directly asked about to come forward, which changed some of the directions the research took. Most of the time,
these “interviews” were not formal affairs, and therefore I often strayed away
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from using the term even in my own writing after the fact. When it came to CoxCon, I was content to allow the conversations to direct me. I did not intend on
using the word “interview” but to simply ask to “chat”, as this change in phrase
better reflected the way the conversation was structured, or more to the point
how it was not structured.
I began through a course of participant observation. I was invited to come to
the convention for free, as long as I followed a few rules given to me by the organizers, all of which were of no hindrance to myself or the research. My intention
was to scour the often-long queues, having free-form chats with individuals who
are, frankly, bored as they wait for the signings or pictures to start, or for their
own turn to do so. The queues for these rooms snaked through the whole convention floor, making it easy to find individuals and chat with them. While waiting for the convention to start, I found myself in front of two young women who
I began talking to when we all found that we had no idea what we were even in a
queue for. Other times, I found individuals taking breaks with coffee or water, sat
at tables, and came up to them to have pleasant chats on their own. My intention
was to have as much of an experience as I could at the convention, while also finding people to talk to when I could.

Shifting the Research
The positive aspect of unstructured interviews, in their ability to allow for participants to control their own representation and their own voice, can, at times, work
against the researcher. My only experience of this was my time at CoxCon 2017.
As previously noted, my research was intended to discuss horror video games, by
watching Let’s Plays of them as well as the experience of playing them. I found it
sometimes difficult to push the conversation towards this while not conquering
the conversation. At CoxCon, all people wanted to talk about was CoxCon.
This is understandable: many fans have saved money all year to attend. They
look forward to the next one as soon as the convention ends. I had, in many ways,
underestimated the power of the convention itself. While talking with some people in a queue, the participants expressed excitement at the start of the convention,
comparing how many times they had attended in the past, and what they planned
to see or do while present. Sometimes, the discussion centred on individuals who
were present that they did not expect to be present, such as YouTuber TotalBiscuit,
who—at the time—was ill with cancer, and who died ten months after the event.
Within the first half of the event’s first day, I found myself lost within my fieldwork. Like most explorations into the field, I had planned how to approach people and what kind of questions to ask to prompt a detailed conversation. I was not
limiting myself to discussion on Scary Game Squad, the group Jesse Cox leads on
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his YouTube channel, nor even horror games in general. I was willing to allow the
conversation to flow into areas of gaming I had not considered, allowing for the
field to guide me. However, I had not—nor could I have—planned on the conversation never actually arriving near the theme I wished it to.
Near the end of my first day, while sitting with coffee in a communal area, I
admitted to a participant the growing anxiety I was feeling. To her, I expressed
how difficult it was to see a line of a thousand people and attempt to start a conversation with any one of them, especially not knowing where the conversation
was leading. When I had finished, she smiled brightly at me and said that everyone at the convention has anxiety of one form or another, and that is what makes
them easy to talk to. I was confused, and when I pushed her for clarification, she
said, “I mean … you know who you’re talking to has something in common with
you. You share the same values.”
Sharing the same values appeared as a sudden jump in assumption within the
lens of liking the same YouTuber. However, after the convention I began to find
there was something behind her thoughts. In an email, Jesse Cox explained to me
the difference in his community base to other Let’s Players. Cox described the
demography of his community as more diverse than the average community of
Let’s Players on YouTube. His biggest age range of viewers is 25–34, and 27% are
women, both of which are very rare for Let’s Players (Cox 2018). This results in a
very diverse and different community than other Let’s Players.
The community connects to themselves, and Jesse Cox only acts as a fulcrum.
They developed a name for themselves—the Space Butterflies—derived from a
boredom-induced playthrough of the video game Terraria (2011) on Jesse Cox’s
YouTube channel (Cox 2012). The story goes that all of reality is only the product
of the dream of a Great Space Butterfly. It roams the stars, sipping moon nectar,
and sleeping its peaceful sleep. But all is not well: the Great Space Moth threatens
this peace with a looming sense of an oncoming battle. Initially just a passing joke,
or even less as Jesse later said he could not believe he spoke about a space butterfly for over six minutes, the rest of the fanbase did not see it as such. The joke
spread to become an identity marker as the fanbase began to call themselves the
Space Butterflies, with Jesse the Prophet of the Great Butterfly.
Most participants at CoxCon wanted to talk about CoxCon. The event held
such fervour for those present that discussion about anything even slightly different was difficult to navigate. Most attendees did not travel for Jesse Cox or
the other YouTubers present, but for the community itself. While waiting in the
queue, I started a conversation with two young women behind me. One commented how someone typically goes to a convention the first time for the YouTuber in question, but the following years is for friends met in the community. Other
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respondents echoed a similar sentiment, with many expressing this as their own
personal experience.
Sitting down with two participants, a mother and her son, they told me of how
they travel to different gaming conventions together. The son was about to leave
for university, and they saw CoxCon 2017 as one of the last times they could travel
together. When I asked about CoxCon specifically in relation to the other conventions he went to, the son commented that CoxCon was comforting, and at the
event he felt as if he could be himself. Another commented that travel to CoxCon
feels like coming home.
The notion of the convention as home was a common one, expressed explicitly
and implicitly during my time at the convention. The inability to get the information initially intended resulted in my ability to see the convention in a completely different light—ideas of locality, travel, pilgrimage and home circled the
convention and my fieldnotes. I saw connections between the work I had done
and other work on pilgrimage and fan conventions (Porter 2004; Okamoto 2015).
The intensity of CoxCon’s communal connections led to a feeling of the travel and
destination as being “hyper-meaningful”, as articulated by scholars of affective
tourism and sacred pilgrimage (di Giovine 2012; di Giovine and Picard 2015; see
also Dubisch 1995). I intended to follow the new path the field provided.

Follow What’s Weird
That fieldwork needs a cohesive and well-sketched plan is frequently noted in
material explaining the best way to approach ethnographic research (Berg and
Lune 2014; Holliday 2016; Ravitch and Carl 2016; Denscombe 2017). The need for
strict structure prior to exploration of the field is echoed in the way fieldwork is
expressed in publications. Descriptions of method are painted as if the method
was chosen prior, consistent during, and the result was what the researcher
had intended. Most researchers, however, know the field as fluid, and that the
researcher must find their place within it. During a recorded roundtable for the
Religion and Popular Culture Podcast, it was expressed that fieldwork necessitates “following what’s weird” (God Mode 2019). To “follow what’s weird” is to
encourage researchers to find interesting and new avenues within the field and
follow them without restrictions of original intent. Flexibility in fieldwork is not
abnormal, and is typical in how fieldwork is supposed to proceed: proceed but not
appear. It should not be surprising that there are differing opinions on how fieldwork should be conducted. All points agree that while the process of fieldwork
may be conducted in a particular manner, the presentation of fieldwork, after the
“writing up stage”, should be presented as if consistent.
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At CoxCon, I tried to follow what was weird. I attempted to shift the focus from
the initial intent to this new discovery of my time in the field. I had no intention
of forcing the newfound elements into the initial research plan, as the fieldwork
at CoxCon was my only tangent. I did, however, intend to write an article to contribute to wider academia with what I found, as well as to pay back those who welcomed me at the convention. I collected extra information in online interviews
and surveys, as well as from Jesse Cox.
The result was an attempt to restrict my fluid experience in the field to a rigid
structure of what is expected in an academic presentation. The extra information
gathered served to solidify the more emotional findings in the field to something
less emotional; something considered more scientific. The scientific presentation
is often felt more intensely by scholars in new and emerging fields. These scholars
are pressured to demonstrate how these new fields are scholarly and academic,
and often spend more of their time explaining the field, or defending it, than they
do analysing it. Outside scholars also influence these new research fields, pushing
for demonstrations that the research be not so new and different that it has no
place in a discipline like religious studies, for example. However, if the research is
something unheard or unresearched previously, the result is a pre-emptive misunderstanding of the new field: if it has not been researched previously, it must be
so new and different that it does not belong. Scholars in these new fields are also
longing to demonstrate the new in their research, as is expected of scholars in any
field. The result is a major disruption of intent and expectation, in which no way
of presenting research results in a positive outcome.
The result did not fool. The academic reviews I received on my attempt were
less than favourable, and all stemmed from the need to have gone into the field
with my specific questions in mind. Specifically, one wrote “Examining such issues
in a more focused way, having gone to a convention with a detailed plan of questions to ask, would help develop such points”. This comment, however, misses the
fluid nature of the field. It misses how I had gone to the field with detailed questions, just not the ones which I ended my time at the convention asking. The issue
was not the flexibility of the field, but in my presentation of its fluidity. There
was no room for hypothesis and interests not carefully planned and discovered
through rigorous scientific experimentation.
Improvisational approaches to fieldwork representation are therefore only
useful when the field is already incredibly well-known or for long-term exposure
in the field. It is built on the understanding that the ethnographer is travelling to
a remote village to live for several years. In this circumstance, the fluid nature of
the field is allowed because it can be dampened by length of exposure, and an academic acknowledgement of what is known from these expected fields.
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Contemporary religious studies, however, works in all sorts of different environments, and is not exclusive to the remote, often regarded as exotic, locations
of many of the anthropological founders. New fields, such as fan conventions,
are seen as a large departure from traditional fieldwork. Often the judgement of
these fields as inherently and entirely new is a large misunderstanding of the
field itself. While the fan convention is a new iteration and name for community
gatherings, they are still made up of people, people with emotional connections
to their community.
Experiences like CoxCon are short: CoxCon only lasts a weekend. In order to
garner the more “scientific” data, I would need to wait a whole year, maybe two.
And this would still only result in six days “in the field”. This also fails to acknowledge how fan conventions can change dramatically from year to year, given the
growth of experience in the organizers as well as the growth of fan attendance. To
give an example of the frequently changing nature of the convention-as-field site,
there was much excited chatter about the presence of TotalBiscuit, the UK gamer
who was ill with cancer during my time at the 2017 CoxCon. It had been assumed
he would not be present. Several conversations between attendees started with
TotalBiscuit, discussing their favourite videos of his, or his running of the CoOptional Podcast, on which Jesse Cox was also featured. Sadly, TotalBiscuit passed
away in May 2018, only a few months before the next CoxCon. This would result
in a much different context to the conversations, and therefore the type of fieldwork that would occur. If I had attended CoxCon 2018 instead of 2017, perhaps my
resulting research would reveal more about the process of collective grieving over
dead celebrities than it would pilgrimage.
There are also changes as new community members join the event through
the years. It is not the same number and group of people who attend year after
year; most are repeat attendees, but additional members also join over time, either
individuals who could not afford it prior, or perhaps did not know about it prior.
Maybe they are new fans, who have only recently discovered Jesse Cox. Regardless
of the reason, the convention’s attendance, like most conventions, steadily grows
each year, resulting in a slightly different environment each year of the convention. Earlier in this article, I detailed some of the more recent numbers of attendees
at fan conventions like CoxCon. These numbers are substantially higher now than
they were when the conventions first launched. For example, RTX, Rooster Teeth’s
convention, was first established in 2011 and hosted 600 attendees (Rooster Teeth
2011), a huge departure from the 62,000 only six years later in 2017 (Brouwer 2017).
Similarly, Penny Arcade Expo in Seattle, Washington in the United States hosted
39,000 in 2008 (Gamespot 2008), a smaller number than their Eastern counterpart
in Boston in 2017, which hosted more than 80,000 (Sullivan 2017).
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Essentially, the current disconnect between the execution of research and the
publication afterwards is heavily biased towards more traditional field sites. The
fan convention is thus not a viable field site, nor is any temporary field. This is
indicative of the misunderstandings towards new arenas of study—such as the field
of popular culture—in academia, and religious studies in particular. At a recent
conference for the British Association for the Study of Religion, a question raised
near the end of a panel expressed surprise that doing fieldwork online was seen as
possible, which is indicative of the dismissal or unfamiliarity with the history of
academically rigorous online research conducted in the study of religion as well as
disinterest in new method and field opportunities for the discipline. This question
and the issues revealed in the presentation of new field sites often demonstrate
more about the misunderstandings than the actual field. These biases are important to note at a time where we, as scholars, are challenging the limitations of the
traditional understanding of “religion” in a diverse and increasingly secular world.
For example, the growth of the religious “nones”, or those who claim “no religion”, has become of interest to scholars of religion (Lee 2015; Bullock 2018). For
many, there is a shift to “belonging without believing” (Mountford 2011; Bullock
2018). There are times when elements typically reserved for the religious become
pulled into the secular sphere: meaningful actions typify belonging without the
religious belief. When an element of life typically considered “non-religious” or
“secular” gains a level of hyper-meaningfulness from those participating, the
line between the religious and the secular becomes pushed, and the boundary
becomes blurred. Locations once discounted by scholars of religion are becoming
locations of interest for religious studies scholars.
Communities like that of the Space Butterflies become a central point for this
new understanding and place in which religion and meaning-making occurs. While
spaces like CoxCon are not religious they are not completely without religious elements. For many participants who find an important identity marker in the event—
a community in which they find home—the weekend becomes more than a fun
outing. Fan groups themselves have been seen to connect people to like-minded
individuals, who then form a close family, even when they are not in physical contact with one another (Phillips 2011). CoxCon embodies the way in which religious
experiences, such as pilgrimage, are brought into a more secular sphere. The community itself blurs the line between the virtual and the physical worlds, and reaches
a full emotional crescendo in their sacred home of CoxCon. Their event is the hypermeaningful travel to their own community group. The meaning-making act of travelling to the community’s temporary centre demonstrates this grey middle-ground
and the meaningful act of being in the fandom, in the one moment the community
becomes physically—if briefly—anchored at the convention centre.
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But CoxCon is not inherently new. As mentioned several times throughout
this article, the conception of the fan convention as a completely novel field is
a misunderstanding of the fan convention, and other new field sites similar to it.
When looked at through a slightly different lens, we can see how the Space Butterflies are similar to semi-nomadic communities. These communities are typically separate from one another on an everyday basis, but meet up at important
communal events. Theodora Wildcroft discusses this in relation to yoga communities, which—while a very different context to the Space Butterflies—help to
demonstrate something similar occurring to our fan convention. Wildcroft’s field
sites were the festivals established by her community group, such as Colourfest.
These festivals served as a location for community members to meet once again,
and were a way to perform community values (Wildcroft forthcoming). While
Wildcroft’s work reflects a different context and different community to those
reflected in the Space Butterflies, it also demonstrates a similarity in practice;
meet-ups in a practice of celebrating community and the shared values they possess are not unique to the digital community.
If religious studies scholars are able to find new avenues in the way “religion” is
becoming understood or manifest in the world around us, we should also be able to
give a strong reconsideration over the way we present this research, and acknowledge where there is fault. Doing fieldwork in religion requires following new threads
when they appear, exploring new locations when they become revealed, and seeking the emotions of those who we are surrounded by. A study of religion is still a
study of people and people are fluid in their own self-understanding, resulting in
fields being fluid. Our writing, as academics, should reflect this fluidity as well.

Conclusion
My time at CoxCon 2017 revealed to me a new way of understanding the fan convention, one that was only successfully gleaned through an open mind and willingness to explore while undertaking the fieldwork. The way my improvisation in
the field occurred was not new to the way fieldwork is undertaken, and is actually
the advice given to new researchers beginning to undertake fieldwork for the first
time. This realistically runs in contrast to the way novel fields are understood outside of those who specialize in them, seemingly necessitating them to be presented
and published in a much cleaner and more streamlined, that is, scientific, way.
The role of improvisation, and the shifting roles the fieldwork may inhabit,
are openly accepted only if the field the researcher is writing about is a wellestablished field in academia. New field sites from new research areas are often
required to present a straightforward field. This requirement is not only on the
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side of the academic environment, which insists on the new as unique, but also
from the point of view of the scholars in these emerging environments. The pressure to present your academic research as academically rigorous has the potential to restrict the possibilities which can be found in these fields. As the academic
community slowly comes to acknowledge that technological advances, such as
the internet and new media, are not going away any time soon, there becomes a
pressing need to understand these fields, both in how they are fresh and different,
but also in how they reflect our current and past research.
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