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One of the Intelligence Community’s missions is to help our nation’s leadership stay abreast of 
trends and social attitudes in a complex and fast-paced world.  Legislators, decision-makers, and 
law enforcers need to understand how novel communications channels shape events and political 
agendas. 
Virtual Worlds (VWs) and Massive Multiplayer Online Games (MMOGs) are a global 
communications phenomenon. Millions of people worldwide use these worlds for socializing, 
commerce, and as a forum for sharing public opinion.  The explosive growth in VWs and 
MMOGs vastly outpaces the ability of the scientific community to study them.  

The IARPA Reynard program explored this fascinating phenomenon. The goal of this 
unclassified social and behavioral science research program was to determine behavioral 
indicators in the realm of MMOGs and VW that are predictive of Real World (RW) 
characteristics of the users.  The research was conducted under the oversight of human subjects 
protection Institutional Review Boards.  The Government received only data analysis and 
summary reports that excluded any personally identifiable information. 

Facts about the program, which ended in 2012, include: 

• The program studied approximately 15,000 players from 9 countries in 12 MMOGs and 
VWs 

• The research found objective behavioral indicators for over a dozen RW characteristics, 
such as gender and age 

• RW characteristics could be predicted from VW behavior with a high degree of accuracy 
(>75%) 

• The program pioneered new multi-disciplinary research methodologies that combine 
quantitative and qualitative techniques 

The Reynard program concluded that individuals’ online behaviors are highly consistent with 
who they are offline.  This contradicts the view of other experts, who claim that individuals 
explore alternative ways of behaving when interacting online. 

Five teams were awarded contracts under this program.  The five teams were headed by the 
following organizations:  Lockheed Martin, Palo Alto Research Center, SAIC, SRI International, 
and the University of Southern California. 

A list of some of the reports and publications from these research teams is attached. 

http://www.iarpa.gov/Programs/ia/Reynard/reynard.html
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