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A crltical review of the Ilternture revuled .much rnurch on viOlOﬂ\lﬂd
aggression has been conducted from the bissed perspe tive of a pre~exieting ’ﬂ‘ueoreieil
framework'. The resumng research has tended to place meanings upon the oveht rEe

- than deriving mewnge from an exemination of the eveht itulf By utilizing a nerrewly |
‘defined rnearch\paradigm this body of research has provided Iimlted knowledqe and has
left thanv gaps in our. understlndjng of -violent behavnor Rnnrch investigating sparts

~ violence has tended to ‘follow _this pattern. In particplet research investigating the
qualitativ'e "or experiential nature of sports violenoe was not pievelent A
phenemenologucal mvestngatnon of fighting in hockey was undemken as a meansot
attJmptmg to fill this o o
' Twelve mformants from the‘tvaersnty of Albem ‘men's hockey team were
_mtervnewed These mzegwews were taped and ‘transcribed, ehd\mhe of the trlnscnpts

. were subject to an in-depth phenomenologucal analysns A duscrlptlon of the exper'ientml
- nature of fughtmg in hockey was developed '

. Key fmdlngs stressed the |mportance of understandmg the game context in order

— to understand the phenomena of fighting as it occurs within this game. A typical pattern of

events that lead up to (the occurrence of a f/nght was described. The relevent decisions
invoived in thus pattern of events were hnghhghted as well as the values and norms of the

«game cont!_xt that affect these dec”slons lt wes noted that once this pmern of events

was initiated it became very dlfficult }er pleyers not to fight due to: ma context >f the |
game and the pressure’ this context had on their decisions. . ‘ '
_Fighting was expernenced as an intense and emotionally afoueing event. Piayers
usually could not rem‘ember,a lot “of.the actions that teok place, such\ts how many
punches they threw how many punehes 'they landed, or how many times they got

T punched ‘Pain.was also something that was rarely felt until later. Players further: notedt h

. 'they often fought to. look good, i.e., to create or maintain their role asa touqh guy 'even -
when they knew they were gomg to get beat As this element waa analysed it became clur ~

that players were more concerned abnut the image they projected than they were ebout»
Iosmg the ftght
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The study of vooldnco quosolm hn rocolvod [ grnt dul o? attontion from 1
“ruwch«c ina varioty of ﬂolda This arises mqinly from. ln inhorom veue jddgomom that) .
violence and many forms af iggrouion sro 'bad or wrohg md that their elimination wi "
bmﬂt W Psychologim have tried to oxpllin tht typn of persons are likely to : .
~ engage in violent behavior, whilo\tociologlm havo oxamimd the onvironmonm conditions’ s .
o o that arQ auociatod with this typc .of bohavior Social psycholoélotn havo‘ lﬁimptod to : .
combine these two perspectives oxptain what types of situstions and whnt typu of v
individuals .are likely to mtnnct to \produce violont behavior. Anthropolbgnsts havo‘, ’

 expisined violent behavior in terms of their dominant paradigm, which conceptusizes the

"~ human spocin as an animal, subjcéi 130 slmilnr bioloqical oxplanations uud for other
animals. Phulosophers and histomns have aiso mado a contnbuf on to the research in this
srea. This abundance of research i8 testnmony to the percoiva& lsonousnoss of the
‘problem’ of viol»m'.:‘o‘~ dggqrewon B |

Rocontly, subsystoms in socloty and violent types of behavior within them have
aiso been oxlminod For example, vuolenco within prisons gangs, or certain.

o ratnonale for this is that these

nght and the study of these |

, socio-economic or sthnic groups have been studied.

social systems ropro'oont aress of study worthy in their o

is towasrd the mdorstandmg of one suc\ sub-system, sport

Hnll (1983) reviews some of the ustifications for studyn

. “is that a solution to sport violooce will be generalizable to 'the.se‘ 'other situation\ . In other
words the study of .soorts violence may help fo alleviate it's provélénc_e in sport;s,
also have applications to the Broader social system of which 'sport is a part. This

) ochosﬂtho‘ sentiment of Mills (1958) and his characterization "of_ good social scientifi

; .rosurch o I | - \
How. is vnolonce seen to be a problem? An exammatlon of the research _\\
demonstrates that ‘even this question is open to mucQ debate and disagreement. Somé - \

st that itis e form of 'over-exuberant’ aggressnreness or competltweness Others

i
R o » I



reduce these mc:dences of vuolonce

. that is really the problem as thus approach assumes.

Pl and
i L

m-lmodmo:tmmt m mmmmmammm
e. Others have auggomd thet violence in sports is 8 form‘uﬁp{u-oxpnwon ‘and”
ulf-control in a socisl system. whort nhlotu are increasingly bolno denied opportunities.

| to express themseives and be in control of their ‘sports world. SOMO have not sttempted

to’ define the problem, pretferring instead to concentrste on possible solutigns to it's
manifestations. p T ‘

' Most of the research roﬂocu this pru&rlptivo intontion Vloloncc is thoorind to
be s problom duplto the dlfﬂoulty in defining just oxactly what vlolmco rully ln or the
nature and/or csuses of this . problom Many researchers hive unqu»tiontnoly accoptod

_ this conceptusiization, and concentrated their ruuroh oftom on how tm probhm'. .
 might be solved. The-‘solution’ most ressarch seeks i & reduction in incidences of violent

behavior.

"This is & naive spproach to resesrch. By failing to formulate: thn resssrch quntion’

‘ lccuratoly and adequately, i.e., develop a comprehensive understanding of what violonco
in sports is, much of this research has done a dis-service to the sciontlﬂc c'omunltyg

Beca\uso it is’ lackmg in a comprohonswo framowork from whuch whanMd this

phenomona, this resesrch fails to account for aggression or violence whic’h) manifest in

dnfforont types of behavior than that which is bomg studied. For example, it does not

" explain ntuahzod aqorossnon which Marsh et al., (1978b) theorize to be a form of

violence and aggrowon mamfut by a variety of. difforont oxtornal ‘behaviors. Ritualizod ‘

' aggressnon has as it's convion olomont that it is directed towards dehumanizing the other
. person Ritualized agqressuon _8s Marsh et al., (1978b) conceive it, is a form of

psychologlcal' vuolonce rather thln physlcal' violence. ‘A scmntnﬂc pauu ‘_
narrowly defined vuolonca in terms ternal physical bohawor(s) and then sttempted to ﬁ
t produce a solution to\tm prohlom of
manifest in many: different types of ~
by rosoarch dirictod st reducing
not be tho overt bohl\nor

Tho real problom may lio

elsewhore and requnre a dlfferont type of solution. In ordec/ to make gmrw

will have validity tp many different sltuatuons we must not only have s solytion thot is

rrtuahzed aggression. Ritualized aggressl »
behaviors, and only a fow of these would be aC
outward ineidefices of violent bohmor This is becau
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DUt Cur TONCWPION B 1" phencmena Under mmaﬁ*m&am L
to thess diverse situstions. | . oy
, : lt is clnr thet a qlutlon to the 'problem’ of vloicncc'ln np'om must Sogin Mt'h‘a‘n v
.doquau unurmndhq of this phenomana.- so M do!utlom it required, can be

accurately m to the real probhm This type of understanding would grestly aid

" current research efforts, which ouffpr from incomplete formulations of the ‘problem’.

Violence and aggrassion occur ina variety of diverse situstions and are manifest through a

lsrge varisty of behaviors. This is also true of violent behavior that occurs in the

sub-system of sport, which c&htains such® diverss forms of behavior as fan violence,

egel sthists violomo i, flm in hockly. and legal athiete violmco, i.e., boxing or

| other forms of compoﬂtm comhitlvu o

Tho muitiplicity of violent situations and bohavuors. even within sport, make 2
comprehensive study of all of these ovontq, and an accurste undorstanding of them,
unfessible for tvsTEsearch. This study will therefore prov:de & preliminary snalysis of one |
\ olomont of sport violence, namdv fighting in hockey, with thn intent of paving the way
for future researchers who are mterostod in fu'thoring an understanding of violent
situatuon(s) ‘ :

The approach of thns study will thorofore be explorltory it's purpose will be to
develop an mdonmdinq of fighting in hockcy The dsta will be gathered from those who
" arethe closest to this oxpemnco i.0., the hockowlayors who have bn)\n fights before.
itis bolicvod that their experiences can be utilized to dovolop 8 more c‘H?rohensuve
mdortttnding of fighting in hockey.

T

\
\
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“The purpou of mh rourch is to examine’ lnd describe h 'bxwm ot

fighting in ‘hockey as it is ‘ived' by the. players lvolved in it. By Joouasing on the

pe

experiences -of those m Have engaged in_fighting In’ hockey. l more mm
understanding-of wqphonomcanbomm “This ressarch will noudoptorwﬂv
from biases or concoptuuﬂuﬂom that lro pl':od upen’ the ‘dets’, but rather wlll dovolop
an mdorstlndlng of ﬂghﬂng from direct contact with tm event ss lived by honkw
 players. The resuiting picture’ of fighting will bs more ‘trus’ to he lived experience thun
it it was dcvolopod ffom an abstract conc-ptucl snalysis which hnd no diuct cbmnct wﬂh
this experience. S SR
' The understanding of ﬂgming i hockey will be dovolopod ina phmomnnoioalcd
or discruptive analysi: By dcvolopupg 8 descriptive anslysis of this cxporilncu the
returchur must n% only comg to ur;douund this experience, but hé must dovdop thil
) undorttnndng sufficiently so that he is able to adoqultdy inform and relate It to others.
' " The study of. lived experiences of events, resulting in- quullmivu descriptive
mlym is properly m study of phonomonology Phsnomenoiogy attemipts to develop
h'in unbnsadmd thus moro accume mdarstmdmg of phenomena, in this case fiqhthg in

hockey. it's prescﬂpﬂvmthodology is described by tho phrase "T o tho Thil hss

' reference to going to the phenomena under mvntiglﬁon. The experience studied is
 the central focus of such research. In contrast, traditional research often focus
onunbroadorm.ticllporspocﬁvas,wmnhewmbﬂngswcd only 3s 8

h)

‘case’ from which these perspectives can be further understood. .ln(this cmdrhockoy
playars who have exparlgncod the phenomena have bgon gtll_uzcd rn fujotwchor,a main
source of data. . S ‘ . /

‘There are seversl rationales for this approach. One major fault of much current
research in this area is 2 p?opcchﬁa’tion with objectivity. This has led to an abstraction
frém the svent boing‘studic&. A conécptual mdormqu)y;dovdopod and r.oploc.d our

* experientisl understanding 6f the world,! There exists some resesrch done from 8
scciolodical perspoétivo that -is not-a; dawictod from the experiential undontmdirio of
- fnghtmg in hockey Through combining partncspant ohsorvatnon methods wnh survey

‘See Pirsig. (1974) for a treatise on this point.
4

&



- . . . ’
: N | . : : 3 ) ‘ .
L » d ! i ‘ ::\ e C ‘- | Vi . ey
v ! L ',: K N J . : [ " :

-

| _"methods this researqh has remamed in closer contact wu\ the experlentlal nature of the -
' ";""’“phenpmena This research WthI"é will be revnewed m the followmg sectlon has been
P futullzedasastartmgpomtforthlsstudy e TR R R

B ‘_ Thus study wnll comblne some of the general »trends and. results denved from this.
v'jsocRelogocal research wuth a new perspectlve and methodology This new world \;lew s
v'oapeble of producung knowledge which wnll. complement and elaborate ourt Current‘

_ understandmg When combined -with the exlstlng knowledge, thls phenomenologlcal

0 o ‘:fnghtlng in hockey, and hopefully of other slmllar types of-behavuor

Ty

o '_approach will help in ﬂ'le development of a more preclse and elaborate understandlng of -

’ T"\e chlef _reasorn for selectlng flghtlng as a toplc of phenomenolog:cal'

o mvestlgatlon was that there was ‘no research that dlsoussed the ’llved ‘experience’ of
“hghtmg or attempted to deveIOp an understandlng of what it is Inke for a person to flght '
| Vast emounts of research have been conducted on the toplc of vnolen‘e and aggresslon ;
VQ, but there was very Ilttle data avallable whnch helped one to understand the experlentlal '

’: nature of thls phenomena The ma;orlty of research is orlented towards askmg why'

] vquestlons as opposed to what questlons Thus there are sltuatlons where: researchers
vattem)pt to measure and/or observe mannpulate and/or control such duverSe“types of

. : . "behavior as lnstrumental vs. hostlle aggress:on wh:le lt has not been shown that these‘. '

- _K",efdlfferences are actually present in the experlence of the person who IS engagmg in the

<

- : behavuor It is. belleved that a more complete understandlng of the. phenomena (the what

- questlon) will hejp to better explam why thes‘ébehawors occeur.

Relqted to thls was the faulure of a large body. of research to arrnve at an exphclt
and cor#prehenslve defnnmon of what constltutes aggressuve vnolent behavaor 2 Slnce :
flghtlng is an example that could be cons:dered representatuve of’ aggresSnve wolent :

/ behavnor an understandmg of what fnghtmg is llke from the pornt of wew of someone B

- who is experlencmg lt may help to expllcate and delmeate |ts basnc essentlal quallt‘les Thls_ o :

will ald researchers who have a desire to 'bracket the concept of fnghtmg and aggressnon_ ’

“Wlth a more formallzed and exact defmltlon whnch in turn will. be useful for more .

.

T “For a bnef review of some of the many. ways that aggressnon has_ been :
S -?aproached by psychologlsts and. sociologists see Bandura (1873) 6p S
. Tedeschi et al., (1974) pp. 541-£42; Stonner (1976). pp. "235-23 and anlmann L
= (1979) pp. ¥ 21-45; and for a revuew by phllosophers see” Wiener et-al., (1874);

,and Stanage l1974l S '
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quantltatnve researfh purposes -
- Fmally it hes been observed that very little is. really known or understood about the
o expenence of flghtnng in hockey A pilot study was mstrumental in mekmg it clear thet even
people who haVe frequently engaged in fighting in hockey do not have a. clear.
understandnng o this expenence They do notknow what it is like to get into a flyht . This -

potentially probl

ati ,statement must be clarified, so that the crmcrsm 'If they do not-
know, then how do you propose to obtaln nnformatlon from them? can be allevuated Thig

‘can be done by notmg thet it i$ in the- sense that Berger and Luckman (1966) use ‘know’
k that the word 'ns used here They suggest that one's subjective expenences become
known as one VBI’bB'IZBS them in a reflexlve attityde. Hence the task of this reseerch
becomes ! to .give a direct description of our expenence as it is, without takmg accouht |
of its psycholqgtcal ‘origin and tjhe causal explanatlons whlch the scnentlst the hustorlan or :
. the socndloglst may be able to provude ."Merieau Ponty 1962 p. vu)
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o 1l LITERATURE REVIEW o
Just w'hat/is; vliolence' in ."Sport? Is psyéhblo‘gica] ‘violence. in the ~fonv'm"" of ~
'de'hugﬁanizing an dppoéing player a kind of violence?. Is violehce'related to aggression? -
A’ra“violonce "and a'ggfession different?: Are viole:hce'\ar?d/ or ‘aggresﬁio_n related to
: 'comp‘eti:'tiv,ehgss‘,’"and' therefore part of ;ompéiitive spprig. eépeciaily physical contact ﬂ
'.'sports)? A briaf ‘revie_yv of some of the regaarch whicﬁ thas been done to try to a_lleviaté :
the ‘pr"‘ol\:le‘m" of violence in/spon_wfll quickly show that these and many -‘.other similar
quéétioﬁs»hqu not been ;&éqwely ;hswaréc'l. s ' . v'
| Tﬁer;e ‘are s‘evaral majcyr theoretical frameworks which 'h’ave. been use'dvlito ‘
. inﬁe',stigatq the phenquﬁ'a o.f? violence and aggression. These theosleticat 'fr'amew&ijk;; )

.o . ) \ i ) o }
~ determine the perspective or 'what' is being studied, apd thé.’Tnathodology, or' 'how!

ought to be studied.* These theorstical frameworks have inherent within th,‘er"nv' ce

biases and assumptions. These biases and assumptions are furidamenta,‘l}_téfth:

process, an\indudq such basic things as what constitutes a valid area:of ress

_types of questjons tha{ are to be 'éskqd, the kind and amount of da‘ta thatwi € nSﬁ@iﬁ én :

‘answer’ to.theke questions, how these data will be collected, etc. These biases: and ..
" assumptitns gfeatly influence the: conclusions each of these theoretical frameworks' =

~produces™ . e ' | o , R
; /. Areview of these theoretical ffameworks and their major undérlyingassuﬁ\ptidns‘ ,
will show how. ‘these influence the research process, and how a different 'kind' of

knowledge resuits from these different approaches. Some of the major assumptions " -
“The terms 'violence’ and ‘aggression’ in all their various forms have been and =
will' continue_to be used interchangeably throughout this paper. This is partly ;
due to the fact that no comprehensive yet. specific definitions of these terms
has. been proposed, and because one of the tasks of this research is to -
understand the phenomena described by these terms..By using these words in
Yy their commonsense meanings, insight can be gained into how we have ‘typically’ -
<~ assigned - meaning to “them, which may help to orient and 'bracket’ some of '
these presuppositions. , \ : B R o
‘These theoretical frameworks are further complicated by the fact that theory
ergpective) and methodology (how) are not always related in the same way.
or .examplé some people may adopt the same theory and methodology. but
interrelate - these in different ways. It is really the sum total, or 'world view' of
this that "determines the final results. - S T : : R
‘it should be noted that many/of these perspectives overlap in their attempts to
explain and understand behavior. This is ‘due to several reasons, -generally
mathodological in nature: the difficulty of studying only environmental factors
without considering certain other factors; and the purpose of .the research,
which often necessitates overlap of various disciplines in order to . better

Gy . >

understand/or explain an event or situation.
S | B
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underlying sach \‘of these dominant apprbaches will b"e' critiqued and the gaps in our current |

body of knowledge illustrated. | will ‘then summenze our current understanding of the

literature on' violence and sport. and re )ew the Current unanswered queettons In

" concwusion | will illustrate how this research can, provude a dlfferent type of knowledge—-"

which can be utuhzed\to full in some of these gaps

A. Psyohologlcet Perepectlves , , ‘ ‘”/ L o

L

Wuthm the psychologncal paﬁdngm ,or wor!d vnew the ornentatnon or focus of

reséarch haé been on determlnlng the psychologlcal factors ‘that affect or ‘cause’

behavuor The phenomena under study in thus case violence and aggresslon /us generally '

~ pen as being context or it

. of the nndxvadual or perso 1 “factors which * cause’ violent or- aggressive behavior will be

_ generahzable to all sltuatnons Psychology is concerned with the study of these individuel

differences and how they mnght influence behaynor. Research done .from this broad |

approach has taken many directions,' depanding upon the speacific question:asked, yet in’

the majonty of thls research the central focus us on the mdlv:dual The nature of

' mduvaduals their mherent dnves and motlvatlons the way they react to stlmuln how the:r :
behavuor changes due to fatngue excutement .stress or anxlety etc. are just some of the .
questnons researchers utilizing thns perspectgve are mvesttgatlng Meny 'gignificant results

have been obtained from this research paradlgrn unfortunately these results often.,j

_contradlct each other: This is partly because this approach has produced isolated research
and “has often not linked the rest.tlts into any broad or comprehensive theoretical
perspective. This research has also tendéd to view humans as acting the same way acros

_many dnfferent sntuatnons and has falled to examine the environment in which the mduvn

/
was actmg as well as the way - the environment mught mfluence the unduvndual The result is

. a great deal of fragmented: research which fails to provnde any kind of cohesuve or

comprehensuve explanatlon of behavnor

For example, a widely known theory emanatmg from this approach is Miller et el

(1939) 'Frustratnon-AggreSsuon hypothesus This theory has had a Iarge impact in the

domam ‘of sport because sport is Iogucally conceuved as a place where frustratton is

~typically at very high levels.

ion mdependent It is theonzed that a correct understandmg :




I
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Thus hypothesie suggests that the psycholoqucal state of benng 'frustrated' g "
produces aggresslve behavior. Thas theory: has ‘besn the\ﬁ:cus pfwa large’ amount of '
research attemptlng to unvesttgate and: valndete ut s claums Unfortunetely, thns theory has
| \not survﬁed academuc critucnsm in the form of repllt:abuhty or generahzebuhty to other
| altuations For examp!e after exhaustlvely rev:ewmg much of the frustretnon-aggressuon
research Bandura (1969) notes that o

. n

...when thwerted some people become dependent and seek help and support
xsome displsy withdrawal and resignation, some experience psychosomatic
" dysfunctions, some seek refuge in drug induced experiences and anaesthatic -
doses of aicohol, some respond agg essively, and most simply tens:fy
- constructive efforts to overcome the obstacles they face (p. 384). -

Bandura is questlonmg the generalizabuhty of the hypothesls There ls a Iarge amount of
subsequent data whnch suggests' that eggresslon does not always foliow a frustratmg

event Zilimann (1979 comments on this.and says: - R

L SN

In summary research on the frustratlon-ag ressron hypothesns Ieaves no deubt ¢ “'
about the indefensiblilty of the original proposal that presented frustration as. ' i
‘both 'a necessar and a sufficient condition for\aggressnon filler's revision " -,

may have made hypothesis defens1ble, but it also~made it quite unworkable T
as a predictive notlo . 138). ‘ 4 K ‘ : ¢

~ Miller's revision attempted to reconcule the 'frustration aggression theor\y‘with'new data‘.

He stated that frustration produces msttgatnon to various behaviors, ‘aggressi being one
" of several possible courses of action that may result aftér a frustrattoﬁ |.:::pe¥esed
This typical response mvolves altering the theory to fst new data and as Zillmann notes
' thls demolishes the predlctlve ablllty of the theory. , ’ '

The frustratton aggression hypothesls has\been modlfned and altered to such an

extent that it is vnrtually unrecognlzable as a prednctor of aggressnve behavuor it is now‘ -
‘seldom suggested as a possible cause or medsatmg factor in aggressn;e behawor except.,
'when mcluded within some broader theory or more complex conceptual framework. For
. -example Bandura mcludes the frustration aggressnon hypothesns within his socnal Iearmng
theory of aggresslon He postuletes that frustration i is one of many mstngatnng factors that
. rmay Iead to aggressnon provudang\e individual has Iearned to aggress follownng_; :
: frustratmg mcndences ‘Bandura concentrates his. research on how one learns to labeI\
mstlgatmg mcndences as\ 'frustratmg and . how one Iearns to respond aggressnvely

follo ing frustratmg mcudences
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Another reeeerch effort anslng out of the psychological perlpeotwe is an attempt

; to define a ‘violent personahty or speclftc personallty traits of violent individuals. Thls
approach to explaining Vlolent/aggresswe behevior has developed because of the world
vnew promoted by this perspective. Thts involves conoewmg of humans as ponening

, stable personalnty traits which mfluence behavnor in varymg degrees, depending on the -
strength of the partlcular trait(s) they possess .Many researchers heve ettempted to '

Gou describe a vuolent personaluty proflle, but with little success

" For. example, Dengerink (1976} extensively reviews much reeearch whuch

g exammes the relatnonshlp between personahty variables afid vnolent behavnor His remerks

clearly illustrate the failure of ,thlsrese_erch to arrive at conol_usnve results:

it is dlffucult to come to clear-cut cbncluslons regardmg the effect of
personality variables on aggressive behavior. “When - studying the evasive -
R effects of madiating processes on aggression, one.is faced with conflicting ..
- - evidence from different studies and with studies that do not provude sufficient
data to state flatly that variations in aggresslonJare caused by varlatlons m the
mediators under investigation (p. 93).

Holtzman (1964) supports this . conclusron m his revrew of the dtlemmas mvolved in
. personallty assessment. He dnscusses snxwmajor problems he percewes w:th personalnty '
assessment and notes that' these have ‘been recogmzed albelt in a dlfferent form by
résearchers workmg in'the field twenty five years before hnm He notes these unreaolved
| issues as mcludmg 1.The meaning of personality essessment 2; How many thmgs must be
known about an mdnvudual to understand their personallty 3.How personahty vanence cen
be seperated from method variante; 4. Whether we are building 2 culture bound theory
-and techmque of assessment 5. Whether we ,can. ever ', develop e systemat\e,

" comprehensuve personallty theory closely hnked with empirical deta and 6.The moral
'_dnlemmas created by personallty assessment . 326) He concludes his revnew by noting
* thatif past expenence is any lndlcatuon then "...we can éxpect most of these lproblemsHo
| be wltrrus fol‘ a long time” (p. 334.. . . ’ _
. |n a sport environment,. Russel ‘(1974) has attempted to unvestugate certam ’
»personaluty factors such ‘as 'Machlavelllamsm and ‘Locus of Control' and relate these
measures to behavvoral indices of aggresslon m ice hockey pleyers The conclusnon Russel!

reaches is that

- B X . -
°

...the major hypothesis that indivlduals functioning in terms of an external locus

1



rnethodologucel 'blesee Holtzmen further notes that a theory of pers

u"’\

o 1 R . . ' v N . .
SRR s = R STt (LT L MR | LAl b LTI / RYE LG ‘.::z}. A
" L [ . v v L

" of control or that those. scori hugh on Machiavelli
more egqressiyely in neturel se ngs are clurly 8Uppo

ineyectlon shows it to suffer from several of the criticlelns' discussed by Holtzman

personellty verlence and method vemnce He further notes that

(1964) He euggeeted that one of the six difficulties wa distinguishing between
znultl‘method experlments

/’
\ are useful to illustrate the extent to which personellty variance is really due to the metl'?'od '

~.used, retper thqn actual trait variance, Yet the research by Russel does not employ this

‘safeguard. Thus an alternative interpretation of his resilts ls that | they are due to

Iity, assesem’e__nt ,
‘may euffer from cultural restnc'aons, partly due to 4 faulure to develop cross-cultural
ch are diffillilt to

translate t 'o'ther cultures Russel's r'esearch ma'kes' use of several 's‘cales‘ and .

gomparative studies, and a reliance upon verbaily loaded mstruments, whi

queetlonneures as ways of assessmg the personality traits ' of Machl velllamsm and ”©

lnternel/ Externel Locus of Control. Accordlng to Holtzman, this researc could suffer |

from culturel ertnfects end not reelly indicste the strong relatlonshlp Russaell roposes

Such an epproech is compl ly inadequate, because it fails: to take into
account traits which are either dynamic or structural in nature, and it fails to
include the manner in which these traits are organized and mtegrated into a
functioning whole. . . . Although the nature of scientific analysis necessntates
the investigation of discrete varigbles in controlled.situations, an understanding
~of the totel "picture” is necessary. for this information to be of any practical  \
use. . .. The segmentation of behavior and personality is valuable only when
- the perspectlve 't broad enouqh to account for indirectly and dlrectly related
factors h as orie's environment, one's characteristic behavior, and one's
reletn hips wnth other people lpp 110 and 126)

"We can ¢ nclude from the currently eveuleble reseerch that too much- segmentatlon of

behevi and personehty has occurred and that the ‘total prcture has not been ‘completely
understood Russel's reseerch isan example of this, in Whnch Machlavelllanusm is theonzed ‘

to be: a stable personelnty trait acrogs many different situations, statlc and segmented
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- B. Sociological Perspectives/

" behaviér. - |

from-other personality vambles

There are many other questions and geps in the reeearch that this perspective has

‘not answered For example: Does sport provide a place to release aggrewon or a place
. to. learn to control it? |Is sport 8 place to learn aggressive behavior ? Are there dny

individual differences that might predispose certain persons to behe\u more or less

aggressnvely? What are they and how do they mfluence behavior?

As noted this revaew |s ‘not. exhaustnve of the Icterature availsble, “but it is

mdependent event capable of being generaluzed to many .different situstions once the

\
specific combmatlon of individual factors are isolated. The results of this research are
fragmented and don t fit into an overall coheswe framework because no broad. general

.theory has gulded these attempts. The results are ambiguous and mconclusuve partly

representative This rosearch generally attempts to explain vioience as a context

\

because the data have been denved from a number of competing hypothesus.w Russel

(198 )] 'comments'on this and notes:

..a common -weakness of many studles is the faulure of mvesttgators to make.
more than token gestures in the direction of relevant theories. Too often,
passing reference is made to theoretical predictions which are only weakly

supported by the .experimental literature or to original formulations that
undérwent major revisions sometlme ago (p. 6).

As well, thus research approach is not situation specufuc enough for the typs of

event bemg studied. Thls is because the perspective which bes been used to guide this

research has not accurately developed out of”the reality’ of the event being studied. The

method has been 'placed upon’ the behavior to be studled rather than arising from a. -

. «'f

preliminary analysns of the phenomena.

Research done from/ within the sociological paradigm has concentrated on

explaining or understanding the environmental factors which are theorized to influence or’

predispose individuals to engaoe in violent or aggressive behavtor. This approach genenll»y,
involves observation of the elements in the environment which are theorized to affect
behavror Factors whrch seem to be conceptually related to violent or aggressive behavuor'

are observed in some way and then usually correlated to actual mcudences of this

.



| _ This research occurs at several leveis of abstraction from the phenomena;‘ For
example. at the higher Ievel of abstraction sociologists dlacuss very large and complex
envlronrnental influsnces such as the economic institutions in society, the type of work
peopie engage in, the educational system, the family structure, etc and how these affect
| individuals to cause g certain kmd of behavnor An example of this type of research applied
- -ta sport vnolence has been done by Taylor (197 1) and Heinlia (1966). Taylor examines the
.institutional factors that .may influence soccer hooliganism while Heinlia discusses the
'nature of 'modern day sport and how this c'ould create an environment in. which violence
is likely to.occur. ” | -
Research examrnmg factors and influences that are less abstract and more .
‘concrete’ has been done by Vaz (1982 1974, 1972) ehd Smith (1983, 1979 1974)."
Their research centers on speclflc mterpersonal influences such as reference other,
medna influence, and the values and attitudes towards vnolence and aggressuon that hockey

» _players are exposed to through participation in hockey Generelly Mresearch by Vaz and
.“, 0’7

iy -

Smith attempts to relate these types of factors to the aggressnve end vnolent behavvor of
)

'?he H8ckey players studied.
At the more ’concrete! level of absh'actnon tpere is much research that examnnes .
the social structure of hockey and relates this to the presence of v:olent behavuor This .
_resesrch has yielded similar conclusions; and suggests that the social structure of hockey
tends to 'cause’ players to engage in violent behavior. Coaches and peers reward this
behavuor parents, coaches and the media teach it; and the social structure of sport
_Iegltlmizes it. Gibson, (1975) Smith, and Vaz detail the ‘'roles’' of ' goon or. polrceman that |
" influence behavnor the mfluence of referent others; the way aggressive behavior is taught |
and rewarded; and the nature of the soc1a| structure that develops to create mamtam and
| legltlrruze these types of mfluences ' _ .
Research done from a more abstract perspectnve also concludes that it is the .
envwonmental factors that prednspose players to vnolent behavnor Taylor (1871) suggests

that it is the econormc dlspanty and resulting loss of autonomy of low income people g\

r

i

‘This distinction accordmg to how abstract or concrete the research is can be
_ made within the psychological perspective. However, since the approach of the

majority of psychological research is measurement/experiment oriented, most of
this research is abstract to a similar degree, and therefore this distinction does
not prove a usefull one to .dwell on. .

-~
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which causes them to become vnolent Their violence is an mempt to regain control overl

ey :
13

Iarger society, and that vuolence in'sport reflects the violence present in the Ierger socre h,

This extensive literature generally supports the claim that the envirenment

'forces within the environment, qsuse people to be violent. Desplte thns. there re severhl.
questions that remain unanswered, The main question pertains to the selectlve infludWigy

‘ these social forces seem to have. Not all individuals fightto the same degree, in fect "l

- is 8 rnsrked difference in violent and eggressive behavuor across hoch '

perspective does not account for any mdlwdual factors which might coj

socml mfluences 8o that behavnor is mfluenced selectwely Research from thns perspectlve ;

either makes the mcorrect assumptaon that all individuals are influénced to the same degree
by these environmental factors, or\it ignores this question entnre_!y,;-lesvmg it for other
approaches to answer. : : ’ S

A second question is how these social structures influence the players. This

" research postulates and measures the 'existence’ of certain structural influences, yet it

provides little concrete da‘ta,on how these influences actually affect the players. W_pically‘
this research operationalizes the existence of one or more social influences and then
measures their presence; and nn this case significance (and often cause) is claimed when
correlatlon |s high. Yet there is little more than correlative evidence to support these
claims. This evidence' does not explam how these environmental factors cause or. influence
behavior, it slmply shows that they seem to be related. v '
‘ A further questnon can be raised at-a-higher level of abstraction. This eddress'es the
assumptuon of a ‘cause’ of behavior. For example, the above perspectnve descrlbes some
structural mfluences and then assumes these cause’ behavior. The research suggests: that
these factors create an atmosphere in whnch violent and aggressuve play are more likely
to oceur. However an alternative interpretation mrght note that. violent eggresswe

behavior is mstrumental in the creation of a social system where these structural

influences exist. This mterpretatuon suggests that the social system may be created

‘afterwards to Iegltumate and make sense of one's behavior,” and may thereby become an
° \ ‘
in a similar way ‘that one's conscious verbal awareness of one's subjective

experiences helps one to know oneself. See Berger and Luckman (1966) p. 38
. for an elaboration of this point. -

\

-,



, ols]ecﬂve"reellty' This point is in Aaccordance with the theory of a socially s'enitructed‘

reellty ! snd poses the questuon ‘Does behevnor crute the soclel system or does the

| social system creste or cause the behevuor? Perheps therq |e some other as yet -
. uuoburved cause’ of.this behevlor and the structurel fectors that heve been Observed are

actually cruted after the behavior. This idea i "‘;f“ en support by the fact that self-selection’

into the “sub-culture of hockey viclence has been observed by Smith (1983) and Vaz

(1982). Some other process could be’ present that ‘causes’ this behavior,’ with the.

o etructn.ml factors developmg atterwords 16 create snd melnteln ‘this behavior as outllned

-

by Berqer and Luckman. The research whuch has currently been done is generally
deecriptlve in nature, and does not address ltself to how these socnal structures mey have

developed.

factors such as 'roles’ or 'rules’ that direct behavior; values and attltudes that guude one’s

: behevior or in the case of Taylor, allenetlon that predlsposes people to violent and

sggresswe behavior; yet in all of these there is no evidence provuded to support the notion
that 'alienation’ or socuel ‘rules’ or ‘roles’ or ‘informal control systems are whet the
subject is ectually expenencmg‘ ¥ These conceptuel notions are theory laden and have

been placed on the obeervetlons by‘resesrchers as opposed to ansmg from the data

Finally, what the experience of being influenced by these environmentai 'forces’ is -
" . like is not known. Research by Taylor (1971}, Marsh et al., (1978a, 1878b), Faulkner
(1873, 1974), Smith (1983) and Vaz (1982) has demonstrated the existence of influential

. . e ) [ “ . - o o
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Most research hes not ettempted to find out what it may be like to experience these

things,”i.e., to_ be ‘influenced' by 'social rules or ‘roles’. Is this a form of control the
sub;ects are aware: of? Do they * experience’ the role as something that mfluences them,
oris thvs an unconscious type of influence? This’ perspectnve has not as yet, addressed
thns questlon . - .

In summery despite the greater amount of research from wnthm this perspective.

‘which p?ovndes :evidence for these conclusions lcompered to the psychologlcsl research) .

~ 1See Berger and Luckmen (1966) ch. 3. - ‘ '

JFor example, a seif-selection bias could be postulated as a cause of the

development of an enwronment in which aggressnon and vuolengr were highly

-valued.
*Despite these different labels, the research is generally in agreement that the

- aggressive behavior than are the mdgvnmgctors (see*

environmental factors are more influential and prevalent gx ‘affecting’ violent - and
gon, (1977) ch. 4 for .
] duscussnon of thls pomtl '

'
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there are .tilL mMnswwed qtmtion:. For example, there is still no research whlch
attempts to describe the experience of fighting from the point of yiew of the participant.
Similarily there 1&, very little research which has been done which describes or ettempte to

understand how the meny environmentel tactors influence behavior so - thet certain
‘" individusis beheve aggreuively and vnolently while othera do not. Finally, there is little
evidence which helps to understend what it might be like to be influenced by thece socisl
structures; i. 8., ‘the rules, roles, and norms which (theoreticeny) guide and direct behevior
in hockey violence

———

e

Q.‘SoclellPeyoholos.lohl Perepeotlve’e et
Social psychology is a combination of the sociologicel perspective and the
peychologicel_perspectiye. itis the etudy of the way in which individuals are affected by
social situations. Because fighting is generally conceived to be a social act, that is, one thct‘ ‘
- does not occur in »a vecl:um but rather in the social world, most af the research which has
been done on violence, particularily hockey violence, has adopted this perepectlve Russell
(1981) and Hill (1983) review much'of this research, however their conclusions are not
very enlightening. This is because&ﬂ;us approach suffers from many gf the same failings as
its 'parent’. disciplines of soc:ology end psychology These revcews prowde go.d ‘.
exemples of the fragmented neture of much of this research, and ehow quite'* Teerly that
the results do not fall into a comprehenswe or cohesive body of knowledge.
| The most comprehensive theory that has developed from this perspective is -
/Bandura's”(1979 1973) 'social Iearning' hypothesis. This theory which suggest %

acquusmon and performance of eggressnve behevuor gpcurs thro a procegs of soqgjal
learning, has been reviewed extensnvety by Hill (1983) and will iscuseed here. As
noted much of the research which has been done’ by Feu‘Lner U a73, 1>974), Gibson
A 975), Smith (1983), Thompson (1977) ‘and Vaz (1982) can be understood within this
broader theory of social learning. These researchers prowded consustent and conclusive .
~ evidence whnch supports Bandure [ theory » . |

However as with all theories whlch provide many answers, this theory aleo rmes
many questions. For exampie, Bendura suggests that much of social learning takes plece

through modellmg yet he fanls to suggest where the ‘original model’ comes from lf
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humans leacn M agqnulvo tondnncm from modelling others, thon ‘there must bo
orw model or prototyps from which humans cpuid copy. Thlu is one flaw which
Bandura does not address. Anothor’ question which csn be raised is why such bohnvfor is
reinforced. Bandurs suggests that rolnforomfont of aggressive behavior is one of the
mdn'rmom for its rédoccurrence, yet he provides no rationale to explain why this type of
‘behavior is reinforced. If fighting and aggroulon are nogativoly valued by oocioty, why is it
- obviously rcwand in many situstions, lncluding hockey? Flmll Bandura’ s theory does not
discuss in cpoemc terms the individual differences whieh nff the way these uggroum
behaviors ere learned. He briefly commnu ‘that indwndual differences do play an
t part in the way these bohlvioro e lnmcd but he does not discuss what these
m:mo. concontratinq Md on the factors within the environment that influence the

lesrning of these agqrctswe bohavuors These are important questions, as discussed in the o

ooclological pcrspcctlvoe soctlon and we need to ask how these individual factors affect

the Iurning of aggressive bohavnor.

D. Anthropoldglcollgu‘ologfcll Psrspectives:

" Anthropology refers to “..the study ofbelman(sl especvally in relation to race,
environmental and socisl relations and culture.” (Websters, 1877, p. 49) Ethology is"...the
“sciéntific and ob]octive :tudy of animal behavior.” (Webstars 1877; p. 393) Smce’

humans lro o aiso animais, and violent behavior is one of the few types of behawors that . .

range across nesrly all cultures and shimal kingdoms, it is no s\?’pnsa to learn that these
perspectives have been extensively used to research this pheno,hena

This theorﬁtncal approach concewes of humans as animals, albeit more intélligent
-and complex than most other animals. Violence and aggression are theorized to be an

inheront bohavubr m animals, including humans. Extensive use of analogies, partlculaﬂy

between ammals and humans and between different culturas or situations, are made .

wuthnq thns perspective. Field and laboratory work most |7volvmg observatnon are the
main methods of collecting data. Conclusions which Fesult from these observat:ons are
often made generalizable to all animals, and in the area of vuolence and aggressnon this ‘,
mcludos humans. As this research is examined, the questlons thns perspect:ve has not -

__,_

lddrosud will become clear.



e thesis that humml’dorivc thelr Igr

sncestrsl origins has been oxprnud by many rnurehon inthe tield. Wuhbum ot al.,
(1968) note S )

£

.until recently war was viewed in much the same way 88 hunting. Other humen
boings were simply the most dangerous game. War has-been far too

i;wsrg;mm history for it to. be other than plouuublo for the males .

They furthcr note that our biological rootl can bo musurod by biology. Morris (1967)
oxprumumwmﬁmom in a more popuiqwoin ‘

E *

lfworotound«standmnmoofow mwswom:tmﬁm N
against the background of our snimal ori ‘

Gompance in
other for one of two very good reasons: gither to establish their in
a social hierarchy, or to utablish their toﬁ'itorial rights over s prﬂcullr piece
of ground (p. 128).

Morris then goes on to suggest these two reasons for violence can be pburvod in
- humans, and that esublist;ing dominnngo or torritoria) rights sre the two caum.'qf
self-assertion that lead to violence and aggrassion in humans.

This research, as well as other research which has been done from wi’tﬁin this
pergpéctive, has been reviewed and critiqued in detail by several people, includi;\g,
serkaw\nsss) Momgue (1988) and most exteneiely by Fromm (1973). Several
quegtions have been rmed Fromm notes that there* is ro concrotl ovid-nco in
neuropsychology that supports the. notion of an matinctual drive to aggress. He suggests
that an instinctive drive to 'flight' is as vﬂfd a\anluslon to draw from the svailable .
evndence as is an instinctive drive to ﬂght becguse both) of these drnves are hnkod to
one's neuropsychological rnakeup (Fromm, 1973 pp. 1 19‘12 1. ‘
~ Fromm further critiques a vast liteuture of anthropological resesrch on mmdc
and notes there are many confhctmg resuits. ‘The evidence seems to suggest that anjmais
in captnvnty,fnght due to the overcrowding often present in these situstions, while the -
research in field settings does not indicate that animals ang in the wild sre’necessarily
aggresswe or violent to members of their own spacves He notos

..there are a number of recent studies of animals living in tho wuld which

clearly show that the axgresswemss to be observed under conditions of -
casp:?v:ty is not present when the same animals live th their natural habitat (p.
' ). ' .



; »Thls he calls 'the l||USIOﬂ of°wolence Wthh he clanfnes as:

nSes’ Berkowutz (1962' 1970)1 and Quanty, (.1976l.for_.ra discu‘ssion' of this
,_theory and’ |ts falllngs o e ; ' e S
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A revuew of the llterature on prlmltwe and prehlstonc cultures by Fromm provudes

further ewdence to refute the clalm that there is an mstmctlve deVB to aggress and/ or that N

thus drlve is llnke‘ QoL blologlcal her'tage l-le notes

v,.‘ .
. .

The anthropologucal data have demonstrated that the . instinctivistic
interpretation of human destructiveness is not' tenable. . destructiveness and
cruelty are minimal in o many societies that these great dlfferences could not
be explamed if we were dealang wlth an mnate passlon p. 204)

He auggésts mstead that vnolence and aggresslon (except to defend oneself) occur as a

) result of one’ s character Wthh is rooted m and' developed through mteractxozn wuth one's

‘ society as opposed to mstmctlvely rooted :n one s blology

Thns mstmctwe approach to aggresslve behav:or has led to the catharsns theory of

K 'aggress.lon in sport Catharsus ls the notion ﬁtat aggressnon is. mnate in mdnvnduals and that

R _ sport provndes a natural outlet or release for these mstlnctlve tendencues This theoretncal
Y

o approach suggests that behavgor such as sports, .ampetltlon and aggresslve dlsplays

k ‘_*elther layed through or vncarlously experlenced can serve as a release for this aggresswe

energy an\'l thereby lower one s drlve to aggress in- the future (until the * energy builds
“up agalnl Thls theory has beeh crlthued exhaustlvely and, llke the frustratlon aggressnon |
hypothesus is no Ionger accepted as a valid theory in |ts orugmal form noo :

An example pf research Wlthln sports which stems from this mstunct:ve theorv uf

| ) 'aggressuon has been do’he by Marsh (1978) He observes that wuthm the ammal klngdom ,

LR

most lntraspecles aggresmon takes the form of - ntualuzed' aggresslon WhICh rarely

- re( Its in serlous mjury or death Followmg this he attempts to geherallze ‘his conclusions

to humans Usmg soccer hoohganlsm as an example Marsh notes that people are rarely

B 7-hurt serlously in these sltuatnons despnte the apparent prevalence of thls type of behavnor P

' ¥ 1

¢

Aggressron can be channelled -via the constructnon of certaln social
_frameworks, ifto patterns -of activity which pose only an illusory threat to the
development and mamtenance of what we take to be cuvullzatlon (p. l 14). ‘

" Marsh |s suggestmg that we :craate sltuatlons so that if vnolence occurs lt occurs '
', accordlng to somally constructed norms and rules. These rules act to ‘control’ such

- behavuor so that the real vuolence where people are serlously hurt or kllled is decreased

,»ﬁa L j : ;

w:
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‘ preservung the specnes

. The confuslng part of” thus theory is how vuolent belfiwor in which people do get
'hurt li.e., murder muggmgs rape, etc) is explamed Marsh neatly stegs around this
: dilemma by stating that this is a ‘dlfferent kind' of vnolence mié suggestﬁ’that though some
(accidental) deaths may result from ritualized aggressnon this is a dlfferent type. of killing
(because it is socually controlled) than the knlhng of people that gccurs in real' vnolent
sltuatnons Desplte Marsh s rationale for adoptlng such a stance one-is left wondermg

One wonders about the real world and whether there ls any | ewdence ln, the 'real wcrld

"'tQ support this theory, for example what fighting' or vnole?c’e in these dif ferent sltuatnons .

is like for the persons mvolved Is it dnfferent for the perhn\clependmg on whether he is

g mvolved in ritualized or real vnolence7"

. Ohe alsb‘wonde_rs whether ‘the r son Marsh provides to ‘expl'ain'owhy_ there a#re
rules and norms influencing this behavior (which he derives from his ethologic‘;m

“;perspectnve) is really the correct reason. That there are certain structures and/.or rules

* which mfluence behavnor in these sutuatlons is ot in doubt, as “thi observatlorl has been
made by numerous researchers approachlng thls* phenomena from a varlety of dlfferent
perspectlves What is questloned is the analogy made from ethologncal work'on annmals to

- humans, i. e that the reason these rules.are construCted is to preserve the specles Thls

may be a “function. of these rules, but is it 2 latent ora mamfest functlon? Marsh would "

propose that thls is a mamfest functlon based on his work wuth anllnals Is thi3 conclusion
" the correct one? S ' - '

;

Taylor (197 N suggests not, He has o)Sserved these same types of controls in the

form of rules and norms, but has utlllzed a dlfferent explanatlon to understand them. He

.__hotes:

- The pntch mvasuons and the vnolence around the grounds and on soccer trams

are more in the nature of.a drift in-the direction of attempts to reassert

- traditional control. The means for'asserting this control have changed as the.

optichs available for the democratuc and regulated partucupatlon in the club have
closed (p.. 158).. : - ‘

~ 1A similar question . anses “from within the tradltnonal psychologucal paradigm
when :the. many different ‘types. of aggressaon .are discussed. For example, is
“'instrumental’ - 2gress|on different from .'goal’ aggression for the person who /s
experiencing these behaviors? There has not been, to my knowledge, any -
research which attempts to address either of these two. deflmtlonal quest:ons

8

o
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Teylor believes that as control of the sport of soccer ‘has slnpped from soccer fans they .

have trned to reassert their ndentlty and control over the soccer milieu. Vlolence of the sort -

‘present in soccer crowds reflects this desire for control and ldentlt.y in a socnety where

working class soccer fans. ha‘ve:,become.increasingly elienated. .The ‘exlst.ing‘r'ules and
norms reflect this need for a, reality where the fans are ‘again in control.’* One right
suggeSt 'tha't all reality is socially ¢reated. lf so, the question then becomes: 'For what

purpose?’ Taylor is observmg similar phenomena and arnvmg at different conclusuons

. ‘(based ona dnfferent world view). Who is right?

4
|

E. Methodologioal Perspectlves - v

~

The previous sectlon revcewed the major theoretucal perspectlves that have been .
used to explain sports vcolence and noted that as a result of these different approaches

there are many unanswered questlons ‘These unanswered questions are present because

of the influence these theoretlcal perspectlves have on the research process.- The

purpose _of this section is to revuew the major methodologles thatha\ge been utlhzed within

these theoretical perspectives and discuss how these methodologies have also influenced

the research process This crnthue will address the questlon of how the 'data were

collected and analyzed focussmg on the actual research process and |llustrqt|ng how )
particular methodologies have influenced tl‘le results. |

Tradltuonally, research from within the social sciences Has been categorized within

elther the quantltatuve or the qt}:alltatlve methodology, although there are some very.

dlverse methodologles subsumed under each of these two broad headings. These '
categorles_ are present across all of the perspectives discussed aboye, although their B
distinct application within each perspective may varysomewhat. _

The quantitative methodology derives itsoriglns-from'the empiricism of the natural

scnences This emplrlmsm places ‘an emphasus on observable behavior. it accepts for data

‘ only what can be measured and thereafte’r validatéd by others. The focus of thls research/

- is on providing ‘valid’ and ‘provable’ knowledge about the social world in the form of

factual information about people, what thay do and why they do it. Whitson (1978)

reviews and contrasts the views of positivism. (the 'quantltatlve methodologyl wnth

"See Marsh et al. A1978a) for excellent . study on the nature of the reallty

and df the 'roles' created in th subculture of soccer rowdies.

ol
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‘ 'qualltatrve methods, which he cqlls critical socidfogy. His. comments eould juetifiebly ba.
‘ applned to psychology as well as sociology:

Positivism, as we have suggested holds that only evidence which ig availabie to
- the senses in object form can settle disputes conclusively. Thus a positivist -

approach to soci ends only to objective or externally avelleble fastures
of human life... (p ‘ . .

. This methodolog 13 been cntuqued because of its fallure to produce results,

which are not contradnctory Often the Ilterature from this methodology conq«ats of

‘tallies’ of the number of studses in support of a partnculer issue vs. the number of studies
agalnst the issue {though to be sure thé. ‘name’ of the authors producmg the reeearch is
‘also a factor to be consudered) The conclusnon deruved from this type of revuew ne' )
Musually a reflectuon of the bias ‘of the researcher as well as of the quahty and precnseness
of the research. .One reason for these mcongruent reaults lies in the many and varied
behaviors that have been operationalized 'and therefore theorized to represent the

underlymg trait in questnon (i.e. aggressuon) Geen (1976) notes: S

LY

Little of the- massive amount of research that has been done on aggressuon has:
- been addressed to a search for valid dependent measures, . . . The more
common practice, is to adopt an operational definition of aggressuon .and to -
/ attempt to show that such measures are systematically related to antecedant
variables .in a way -stated in some hypothesis. The dependent measures

tl;zmg)e/ves most often have face va/;d/ty and little else (p. 2, emphasis
adde - B

Aggressive behavior, and some of its' theorized antecedants, have been opera‘tionelized in

'

an attempt'by this methodology to rnaintain ’objeotive‘ measurements. Unfortunetely,

_ ob;ectwuty in this case has meant a sacnfuce of vahduty The resuits have been détermnned

1

to be ‘significant’, yet itis often unclear what is really belng meaSUred - ‘;

This critique clearly apphes to the sport and aggresslon llterature as Russel (198 1) 4

notes:

...the indiscriminate use of measures specrfucally developed for the
‘assessment of clinical populations would seem ill advrsed without evndence of
their vahdnty in sport settmgs p. 4). ,

Because of the lack of a clear-cut definition of aggressron and of aggresslve behevuor as
an 'empirically’ -observable event/ situation, and the demand by thls methpdology to attend '
“to only externally verifiable features researchers have deveioped dlfferent ways of -

-operataonahzmg these events, in order to produce ‘objective’ results Unfortunetely



Smith is suggesting that a comblnatlon of methods can provide one with a sub;ectwe'

-

dlfflcult to arrlve at any clear concluslons

The reaearch done from the socnologlcal perspectlve has tended to apply the:

' - because. of the. dnvern ways these tralts have been. operatnonallzed. it has. become very. .-

~ methods of the quantltatlve approach ina somewhat dafferent way placmg less emphasns'

on laboratory and expenmental research end more on observation and measurement of '

envnronmental influences and: sltuathns Desplte thls difference the criticisms dnscussed

" above still apply to thls perspectlve However some of the research whnch has examihed

the envaronmental mfluences on hockey \nolence has utlllzed multlple methods which

N

notes

*

- The use of multiple research operations, or 'trlangulatlon “in the fullest sense
of the word.. strengthens internal and external validity... Comblnmg survey.and
participant observation oEeratlons in-particular, allows the strengths of one t

- compensate for the weaknesses of the other. Especially. it forces the analys§

-to deal with the problem of researchers’ definitions not squaring with those of

participants,. particularly troublesome . in dealing with events not often, or
never, experienced firsthand by. those who seek to. expla/n them (p.109,
emphasnstaddedl

; understanding of the objectlve measures whlch have been made This understandmg is

‘essential to the correct interpretation and analysls of the ObjBCtIVB data. The concluslons

i derlved from this body of research have been used as a starting point for this study

The research which has beeh done from an anthropologlcal perspectlve has also

| sutfered from the problems attrlbuted above to a posntuvnst methodology, but not nearly

- .38 much This methodology has been based more on observatlons than on measurement of

’phenomena Case study research abounds |n the literature. The problem here lleé not in

how these observatlons were made, but in the lgenerallzatlons that were developed from

these observatlons and the extrapolatlons made to other similar ;:henomena In Fromm s.

(1973) review of this research he makes this pomt clear. He suggests that an inaccurate .

b, mterpretatuon of-results-from a few studles some done Whlle the ammals were in captlwty

and hence aggresslve levels were much hlgher than normal, has led to the popularized |

notion that anlmals behave aggresslvely towards members of their own species. These

studles are then cnted and an extrapolatlon is made whlch concludes that humans are also

'nnherently‘ vnolent-andlaggresswe. Fromm ehallenges not only the extrapolatlon, but also "

-

. gerves to balance out the strengthﬁ, and weaknesses of each approach As Smlth { 197‘9)

o
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.the underlying observetlons/ that animals are’ mherently aavagh and -violent, He oltes o

research whlch indicates that animails in their natural habltat are not nearly as aggreasive as
previously thought He suggests that the reason for the confluctnng conclueuon Iies in week

' generalnzatnons stemmnng from weak underlymg research oo

F. Literature Review: Summery _ - - | ]

The previous chapter has dnscussed ina critucal way some current reeearch deahng )

with violence and aggresslonﬂpertucularlly that directed toward 'violence and aggreesion in

sports. | have revuewed this research in terms of the main theoretucal perspectlves and the

.major methodolognes utmzed This summary will highlight some unanswered questions \

.present in this body of knowledge T R

Much of the researgh was quantltatlve in methodoiogy and focussed .on one "
element of our psycho- social system as a unit of study, at the exclusion of others The'
»quantrtatuve methodology has led to a research process vthat is very abstracted from the
‘data’, mainly in ’order to be objective; whtle ‘the theoretical perspective has generally'

‘ failed'to synthesize all of the factors that affect behavior. The result is. that much of this,

research has prOduced 'fragmented results. This stems from the dlverse ways of

vconductmg research and the lack of a comprehenswe and unitary theoretncal perspectnve

. A whohstrc perspectlve has’ been Iackmg, and thus. the mterrelatedness of the
phenomena belng studled has, not been adequately appreclated For exemple is the

expenence of aggression different from other similar expenences such as competmon? '

Is it dlfferent from vuolence? Are competition and violence related? What dre these -

\ phenomena Ilke to experuence? Is flghtlng different from a hard body check in hockey, or

a hard tackle in football? Does aggressron necessanly mcrease as competltuon does? Is‘

‘ fnghtlng in a hockey - game experientially d\fs;grent than in a bar? in a boxing ring? Is |

. mstrumental aggressron different than goal aggresston for the person engaging in them?

‘From an - envifonmental approach as drscussed above in" the sociological

, perspectwes section, one can ask what the process of bemg influenced by this
environment is like. Is this somethmg people are aware of? Is tt somethrng pecpleﬂ

conscrously chose to accept or refect? Perhaps the envnronment does not lhfluence"

behavior as this theoretrcal perspectnve suggests Perhaps it is more a reflection of the

[e]
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bchavior of the porsons wﬁ‘é"are actively involvod in crnting and mamtlinmg this social

system. anite these contrary introprapons, one can ask what thns process of interaction
J

between the environment and the individual is like to experience.

Y
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. w1 IN.METHODOLOGY “ ‘
The methodolo.y utnllied in phehomenologlcal research is very dlffe(r’imt from that
of other research approechee it uees no sﬁtlstlcal or quantltative snalysis. Instoad it
involves a qualltative dlscrnptwe approach that is oriented toward providlné"the reader with |
an understanding of the experlence being exammed 'Data’ can be gathered from a variety
of sources, mcludmg direct expenences of the phenomena by the researcher, discussiéns
. with others who have had similar direct expenences, and examinatidn of literature end
other accounts which give information about the phenomena under lnvestlgatloh The main
criteria used in data collectlon is that the data must help the researcher to understand whet "
it is lrke to expenence the phenomena under investigation. ln the case of this reeeerch
data collectuon was predomlnantly gathered from mformants who played hockey and who

had been involved in hockey flghts

~ A.Informants . | o S L
_ ~This research involved players from the Unlverslty of Alberta Hockey team. Fifteen
players were lntervnewed whlle the whole team was used for the partnclpant observatlon
aspect of the research Most of the players had been mvolved in junior hockey, and a
substantlal amount of data coflected was recalled from.their junior hockey involvement.
Thus the results of this research' will be generalizable to both Llniversity Vend junior hockey
populations. The results will not be generalizable to other possible populations, -such as

professional or minor league hockey.

B: Data Collectlon: : ' - .

:» Two types of data have been collected for this research One type derived from
field research entalled observation of the subjects whlle they participated in the. social
world of hockey The data consisted of writteh notes, compiled before and after
" practices and games during the 1984-1985 Unwersuty men s hockey season. These\d,ata
were collected two-three tlmes per week from November to March 1985. Comments,
lmpressnons and observatlons about the social world of hockey were collected durrng thus
phase of the research. The .m‘am thrust of this method was to collect information on the

attitudes and values, norms and feelings towards the 'experience’ of fighting that were

Lo S . . . R
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_present within the sub-culture‘of hockey and on the charactoristies andt‘,personajxitias of

the players involved in this study. The data were used for two purposes: to provide
background nnfo{mation about the piayers and their envsronment and to help in the analysns
of the intervnewe that took place durung the Iatter phase of the research.1* _

The second type of data consnsted of mformatron gathered during unstryctured

interviews held with specific players. The informants were interviewed in order to obtain

detailed information about the experience of fighting in hockey. This information was

' collected on a tape recorder, and was obtained in private mtervnews conducted away from

the hockey 'scene’. The average mtervnew lasted about one hour and fifteen minutes. Each

subject was mtervuewed only once,-but three sub;ects who were partlcularly useful were

-

‘

interviewed twice.

C. stucture of Interviews: ]
During the |n|t|al part of the untervnew some demographic and historical data such-

ag age, hockey background and famlly and personal background data were collected. As ‘

-well the confidentiality of all information collected was ' explained to the sub;ect

Combined with the field research this brief mtroductuon was a useful 'ice- breaker’ during

the mntual phase of the interviews. .

After this, a set of generel questions‘“ was used to intr'oduce the area to ‘be
unvestlgated following whnch the interviews took a totally unstructu‘red format as the topnc '
of fightihg in. hockey was probed and discussed in more detail. When discussion on a

partlcular the?ﬁ?ﬂud been exhausted or no new information. was forthcoming, a new

' questlon was usedto. mutnate detanled dlscussmn about another area of interest.

The exact nature of the questions were not developed in advance. Rather the:

prevnous pulot study and the literature review provided mformatnon on various themes.

These themes were explored dunng the conversatnons as well as the many new themes

that the players ment:oned d

—

*Marsh et al., (1878b) note that an’ ,pnderstandnng of the values and norms of -
the social actors developed from these kinds of observations provides for a
more accurate data analysis. -
5This set of lntroductory questions was derived from a prevnously conducted
pilot study, .

Y
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. The main queetnon which. gunded the. resureher was “What is it like to oet into a .
flght in hockey?" As players responded to this initial general query notes were briefly
made and these responses were then mvutlgated in more detail. This generel Query
provided a wealth of mformatuon to be explored, and the theme questlons were utilized ‘

when these avenues ware exhausted.

D. Data Analysis: "

The data analysis Hproceeded in the menner"described by Barritt et el.,"(1984).
Colaizzi (1978), Turner (1981), and van ‘Manen (1984). These researchers describe a
m’emed of ar;alyzing the descriptions and\reports of b,ehm'/iornprevided by people who
have engaged in this behavior. This analysis attempts to provide a8 more complete
undérstanding of the subjective eiperience of the person who is engaging in it. it consists
of techniques and methods describegd by the above researchers, which has as its purpose'
the expllcatnon and description of the ‘lived experience’ of gettmg into frghts van Manen
(1978) notes jhat the attempt is to "...break through the surface of everyday utterances,

actions and interactions to the structure's. which are embedded on deeper‘levels" p. 47).
" Barritt et al.. ( 1 984)’describe the goal of such anelysis as "..."to find common themes in the
~ written descr‘iption,s ane to find Ienguage that ceptures these themes, or what some prefer
to call structures" (p. 5.
' Turner (1981) further elaborates and discribes. this date analysis as it is utlhzed
| within the qualitative research process. He discusses nine steges of data analysis, some of
whach were utilized i in this study. The frrs-t stage is the devell,epment of categories. Labelled
I categories which closely fit the data are developedv through.a process of examining the
det_a for elements which .seer'n relevant to the stuey. Barritt et al., {1984) note some use_full
' criteria for vcate'gc:rizin_g data. They suggest that the researcher reed e_ech lived description
_with 'fresh eyes’ and have no preeonceived biases. The'researeher'allows she subjects to
be the experts, and adopts the stance of novice. Eléments or moments of the - lived -
experience which 'fly up like sparks’ and seem to be important aspects of the exper’ien;:e '
are grouped together according to their similarity te each other and their difference to
other elements. The lebel that is developed must ‘fit' the data, or correspond to it, and the

slements of the cafegory must be similar with respect to the category label.
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In this etudy a system of seven ,hy nine.: fmnq wdewu utmzed durlng the - |
ceteqorlutlon process. As the data were analyzed, comments that seemed to describe or
sliude to or discuss a particular element of the experience of fighting in hockey were
grouped together A reference systgm was developed mekmg it possible to refer back to
the origiml intervuew should this prove neceeeery ata Ieter date, whule a brief descriptive
phrase was written on the appropriate filing card(e) Where the phrase seemed to apply to
" more than one category cross referencing was utiluzed in order to assure that the multnple

uses of theee phreeee were not overlooked. ,
The eecond stege discussed by Turn# (1981) unvolves saturation of the

cetegornee This refers to:

..the process of eccumulatmg addltlonal examples of catego'i'nes until the
" researcher feels confident that he or she is fully aware of what is meant when
any new phenomena encountered are classaf:ed into the category in question

(p. 235). .

This process of category saturation of necessity involved substantial alterations of tﬁe
categories and of the data within the categéiidr Categories were frequently collapsed
during this analysis when it became apparent that different descriptive cues actually
referred to the same theme.
'For example, initial categories included things such as 'bailing Qut'; 'baékieg dov‘vn',‘
‘covering up' and 'refueing to fight'. It was soon realized that these all referred to a similar
| element. Bailing out and c'ovefinq up were thus combined into ,ene cetegory repreeenting
the pleyer‘e experience during a fight when he no longer wanted to fight, but was only
interested in prptecting himself fro_m further pain and injury. This C’ategory is related to the
elements of backing down and refusing to fight, which were also coliapsed into a single
category whicle represented'a player’'s experience of not wanting to fight before tha fight
began. The relationship between these two'cate’gories was that both represented elem_ents
that pertained to not wentin§ to fight, or trying to avoid. fights. It became apperenf that
these were interrelated to a host of other categones, such as being intimidated. Bemg
intimidated was related in thet players who backed down often did so betause they were
, | intimidated, and players often became intimidated through engaging in a fight in which they
bailed out. '
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_ As waell, at times categories were divided when it was reslized that what at firet -
| appearsd to be one theme was in fact two similar but different thtmns. An example of this
can be afound in th’thamo of 'oxpocmléns'..whlch initially referred to the-players’
expecutlcns of gotting into 8 fight. This was subsequently expanded to include the-
oxpoctation that a piayer brings to the game. and.the cxpocutioni that arise from the
game itseif. As woll these expectations lppurod to occur as 8 result of other tumu. or
‘ of specuﬂc players on the other team, or one’ s own subjective feslings about hockey. This
orie thematnc eiement was expanded mtomaranou of possible fightl as it appears in
the section entitied 'Mental Fights' in the 'Results and Discussion’ section of the thesis.
This theme was related to other thomn as well. For oxamplo, players spoke of
makmg deci,sions about fights and liow\to act in the sequonc;oﬁ oygnts Inding up to

: fughts basod on their expectations of possible fights. This indicated that the slement of

_ -decisions, a theme in fighting, was interrelated to this expectation theme.

The process of saturating the categorie‘.s 6fv‘ noc;ai‘sixx requirod subtantial shifting
and restrudturing of the categories. The number of categorie\s imaxiatonco,rangod frém
about thirty five at the start of the analysis to as many as 130 near the end.}¢ This procon
contmued .during the wrmng phase as new mslghts were gamed and further analysis
occurred. , L - ‘ B AN .

The next: stage of data analysis~TGrner describes involves developing concise .

- abstract definitions of each of these categories. It is here that this study differs. A

phpnoménologicalinalysis makes no attempt to davelop abs‘tractiong——in fact it attempts.-
to remain as concrete as possible. Thus the definitions of the éategories that were -
developed were not abstract, but were instéad descriptive in nature. van Manen (1984

notes this dnfference ‘a:learly ' '

..no conceptual formulation or a single statement can posélble capture the full
mystery of this experience. So a phenomenological themd.[category lsbel] is
much less a singular statement... than an actual description f the structure of a
lived experience. As such, a so-called thematic phrase.. only serves to point at,
or allude to, or hmt at, an aspect of the phenomenon p. 6

In this research, the category defnmtlons became a part of the body of the thom The

«;gmous definitions of the elements of fnghtmg in_hockey are conwned within the resuits

¢

¥Two lists of categories are provided in Appendlx One to illustrate the kinds
of themes that emerged from the data, as well as to give an iliustretion of
how some of them have changed through the course of the dau analygis-.-—
process. .
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f..udtmcbnmum Aomuchupoum. ttnwordeendmﬂngeofﬂwinfermﬂe»
were maintsined, in brder to preserva-the experiential naturs of. the anslysis. Thus, to
underetend the experiential nature of the taken for granted element of cheep :hote. one
can resd thie in the 'Events Leading Up to s Fight’ section.

A eubeequent stage_of the data anslysis process deecrubed by Turner invoives
noting snd developing links between categories. Some of the links which emerged during
| the saturation process have already been discussed. These links emerged when it beczrne .
| clear that some of the descriptive phreeee could be categorlzed under more than one '
heading. This observation lead to epeculetnon thet there rnight be a connection between the
-two for rore) cetegoriee encompeeeed by these phrases. When .this' was the case the .
llnkegee were wrltten out in briet phreeee on all relevent cards in order to cross refesence
them. For exemple, eeverel players noted that when they had been intimidated they were a
bit fearful of the person who had intimidated them. This relationship was written on both
the 'fesr' and mtimndetnon cards for further reference When it was subsequently
reported that pleyere often tried to instill fear in their opponents to get them to play with
less enthusissm and desire, the exact nature of the relationship between fear and
intimidation was further expendecl | |

Turner next discusses steqes which sttempt to link the data enalys»s to existing
!heoriee, and thus attempt to support existing or derive new theoretlcal reletnonsp:ps from
the data. This differs again from a phenomenologncel analysis, which is mtended to provide
the reeder with an experiential understanding of the phenomena, as opposed to an
ebetrect or theoretical qnderstandmg Thus the next stage in the dm enelysls of thns
research involved transforming the categories and hnkage’“b)etween categories mto a
| written description that would convey the meenmg of the expsnence of fighting in hockey
in such a way that the reader could more fully understand this expenehce

This writing process. took place over a period of tnme Throughout the data analysus
phue K linkages became apparent brief fotes end explenetory Paragraphs ware
' fomuleted This writing process continued
cetegoriee beceme saturated. Following this,
groups of linkages were connected together in

the sections became larger as the
L

tions of several pages were written as

e:lenentnal descriptive ‘knpfs'. An outline
» er, tg,@: this process.-

_ began to emerge, first in the resesrcher's mir
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immorud in the dm for an extended por|¢d of time. Tho oudlnc wu focumd uromd

nnnworinq the quntion. “What do | want to say about the cxporlanco of ﬂmting n

hockey?" Whilc noting: tho interpretative, subjective aspect of the dau analysis procon. t 4

'is clear that this is not without proccdcnt as van Manen (1884) notes:

A phenomonolo ical d scription is always one intorprotation, and no single
_ interpretation ¢ mexperience will ever exhaust the pouibihty of yet .
another complomonury r even pbtontully richer, description (p. 4 :

~ E.pilot Study . ,‘

A pilot study was undertaken in the :prlng of 1984, This’study involved a simuar
férmat to that described above, excepton s mllorv scale. Four players from the U. of_ A.
hotkey team and six players from varicus other hockey backgrounds were interviewed
during the cours§ of ﬁwis study. Notes and observations from the 'fiold portion were also
collected. The data colﬂlocted wgro used to help 'formulate the questions used in this’ .
research and have beqn useful, in determnnmg the fmal dnrectnon thls research would take.
As well the experience and knowledge gamed have been utnhzed in selectmg and
.developing the methodology used for thus study.

The pilot study made the researchar aware that many pliyors have not thought in a\
~ refiective way about their experiences while fighting in heckey. This strengthened the
_ belief that this was a useful ;rea.to studi/, and that a phenomenclicsl spproach would be 8
productive methodology to utilize. The pilot. study ;/vas aiso useful in developing some

interviewing and data analysis skills. - _—
~ 2

» o
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_ l B Thls exammatuon of flghts in hockey has. shown that there are m fact dlfferent

klnds of hockey fights. Sometimes Players fight when they are extremely ‘mad at theur

opponent. and sometlmes they. flght with more of a detached mod’d i.e., because thelr

| coach told them to go talk to hlm' Other tlmes players flght out of a fear of gettlng hurt

T to protect other players on their team 6r to protect the team'’s |mage Itis qulte llkely that

vstlll other types of fughts may surface, thls list is by no means meant to be exhaustave

) These dlfferences have generally been completely overlooked by the tradltlonal empurlcal

approach kY o o ‘ SR

g

their oppohents D

~our understandmg of the experlenc.e of flghtlng in hockey both -as |t is. luved and its

: essentlal or generic natx;ire

These flghts are not all experlenced slmllarly for those who get into them These

f’]

PUAR
duffe?’ences lllumlnate lmportant experlentlal aspects of fighting in hockey For example

flghts involve less deswe by the players They don't really want to

: some flghts mvolve a great deal of mtensuty, with players reporting a strong desire to hurt

-flght ‘but feel obluged due to sutuatuonal ‘pressures’. ThlS dlfference helps |llummate the

\'i

Qement of lntenslty that exnsts in flghts Some flghts have more lntensrty, others.less, but *

even from thls Iack it can be observed that mtenslty is an’ element of. flghtmg mhockey

The dlfferences in flghtlng that have been observed ln thls research can therefore further

G . . LN
e
»

it is-the intention of thls research to descrlbe the ‘subjective experlem':es that -

playe(g have reported from the mterwews conducted w:th them in such a way that their

N

true objectnve nature becomes mamfest The dufferences that exlst W|ll be of great help in

7 comnng to understand this - ob;ectlve expenence ! shall do" this. by descnbmg both the

: 'background context in whnch fnghts occur (;,,e the game of hockey) and the events that

o 'preceed and lead up to flghts m hockey Dlscussuons Wlth hockey players have lnducated

—that both of these are |mportant factors that dlrectly mfluence the lived expenence of 9

_ flghtlng

o Flghts are not static events wnthout hlstorles and precedent events. They are o

_ 'events wuth a start ancl a flnlsh Nor are Q'ley snmply feeungs qr perceptlons They requnre

action of the body and actnve mtentlons of the mmd for them to become real. This dynamlc

1--...-------—--.-

bl references to. fnghts or fighting wifl refer to the. fighting event as it

- occurs in the hockey sltuatlon unless ‘stated otherwiss,

33
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and fluctuatung event cannot be reduced to one act or behavnor ‘and it clnnot be
- adequately mehured via the )tradrtional emprrncal paradigm. Fights can be broken down into
“their constltutlve parts ahta these can be exammed to illuminate certam aspects of fnghtmg -
But to understand the lived expenence of faghtmg in hockey the whole that these parts

' consﬂtute must be understood -’

....

game ‘as played.:in Canadlan umversmes Flghts dnsrupt and mterfere wnth the game, yet
fughtmg arises from and is cpns:dered a 'part of the game’ by players Because these
) events aruse from wrthm the: game an understandmg of the game and how it mfluences .
fnghtmg is essentral : —
The following sectlon will descrlbe in general the Canadnan um'\./mersuty hockey game
focussing specnflcally on those aspects that were observed to mfluence the experience of
fughtlng in hockey Attent:on has been paid throughout to the lived experlence as
dtscussed by the informants. ‘Research from other disciplines hﬁ |Ilummated the appareht ‘
_influence of factors such as frustratlon and socno-economzc or class barrler dnfferences
“upon uncndences of vuolence in soort (see- Iaterature revnew) These factors have been.'
bracketed' and will only be mcluded when they are’ clearly percenved -as part of the...
expenence by those who-have lived through these expernences '
Fo]lowmg thns sectlon 1 will descnbe chronologucally the* events occurrmg wrthm
the game which lead up to the dlsruptuon of the game by a fight. By expllcatmg and.
vdescnbnng the social world that fights: occur wuthm the experience of f:ghtmg should be
made more real as itis embedded in its true context Successuve evants that constrtute the
process. of fnghtmg in hockey will then be elaborated and described. The experlence of .
fighting itself will be dissected, and some essentual char acteristics of tr:rs experrence will
be discussed. it tsbeheved that this analysls will prowde a more whohstlc understandmg of

a

v the experuentual nature of f:ghtnng in hockey for those who read it. i f‘, =
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VI. THE GAME .
W lt s part of the gama

Throughout the dlSCUSSIOﬂS players repeatedly made thns comment e., that

‘flghtmg in hockey was part of the game of hockey. Flghtmg in 'real life’ is usually vcewed

negatuvely People who get into flghts in ‘real life' are usually labelled as thugs orbullies.

‘ Hockey players are well aware of this. One player commented that he trled'hard not to let
' hls on-ice behavior aga hockey enforcer carry over to his off-ice behavuor The response
_that 'it's part of the game’ was the result of this’ knowledge and stemmed from the

players’ expectatuon that their behavnor would be evaluated in Ilght of-the negatlve values
Nthat exlst in ‘real life'. i .
‘ Players link fighting to: the game of hockey in an e'ffort‘ to justify behavior that-.

. many admltted would be unacceptable and negatively vnewed even to them, should it

occur in 'real life’. The, game of hockey is viewel as a separate reality, a world dlstmct S

from‘real life': This separate reallty mvolves dlfferent values towards flghtmg In hockey,
' fnghtmg la-ylewed posmvely A substantlal body of research shows that players are
strongly a‘nd conslstently reinforced for this behavuor both by peers and by the social
mstntutlon of hockey (Vaz, 1382 Smith, 1983; Faulkner 1974) The phrase It's part of .
- the game is an attempt to rationalize the dlssonance between these posmve values and the
negative socletal values Players want to belleve that flghtmg in hockey l§ dlfferent To
. achieve this they construct their reality s that fighting is seen as 'part of the game’. The-' )
implication is. that fighting |n hockey ought to be ;udged in llght ‘of these values—as '
opposedto the more critical values exlstlng |n socnety | ‘
Flghts in hockey, and the acts leading up to these fnghts acqunre@helr meanings for |
the players within the context of the gaﬁwe ltis of littlg help to. try to understand thns
‘.phenomena from an external observers perspectlve particularly especlally one who has
- not understood this context The game affects players in a varlety of ways It provudes.
definitions of how players should interpret the behavior of others, and how they should '
»respond to that behavnor lt provides ‘roles’ that &ayers can conform to, that are often
-dlfferent from their off ice roles. It also provndes the feelings that players live through.
L These feslings result from the players involvement ln%te game. Al of~ these_ mfluence the
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-experience of fnghtmg in hockey Because players understandmgs and expenencee ere
fultered through the game context both the rneanungs and the feelmgs of hockey will need
"to be consudered in order to adequately understand the experlence of fnghtlnc as it occurs
in hockey. The next sectlons will describe m more, detaul the various qspects of the game
that have been dlscussed as mfluentlal factors upon the -axperience of fnghting in hockey

/

8. Concentration

.you're not worried about what Mom and Dad are\ thinking about.in the

stand's You have ‘a task in front of you, and your completely mva/ved in
that . . . .

The game of hockey draws the participant mto its separate and distinct reality.

| When played with abar& an, the . game is totally engrossung it focusses one’s attention.
Players get into t \e game so much that things from realr life’ fade from their mtnd. These
+things do not belong in the reslity of hockey. They aredistractions that detract from one's

* immersion in and enjoyment of the game. They can also decrease one's performance. If a

ying.
They do when they stop to listen to it, but when playlng Wy focus on the jame. Players

player is not-c'on_centrating totally on the game, he will not playas effectively as he .
otherwise would. For example pIayers usually do‘not notice the croWd w‘z
noted that even advice and commands from the coach were sel%m heard when they were |
on the ice. Fatigue and pain are often n8t notnced during the game.

Not all hockey games unvolve this. focussed concentration. There are s5ome games . -
where the outcome mnght be decided early, i.e., from one. team runnmg up a lopsaded _4
score. Or a game mnght be totally irrelevant to the outcome of the Ieague standlngs in-

_ these sntuatnons players may not be playing as hard and they may not be concentrating as
mtensely They are often not into’ these games as much, i.e.. thenr interest and attention is
not wholly occupied by ‘the game In thls case, other thmgs (like what one's parents are
thinking about) may be on their minds. .- '

This concentration ‘and focussmg of- one s attention on the game begms well

before the actual start of the game For some it mlght oceur in the dressmg room whnle

BA] comments contained in- thus thesls in’ /ta//cs have been taken from the ‘
transcrlbed interviews with the players used .in this research

S e~
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| getting changed‘ Others reported thinking about it two or three days or more in advance

of the actual game. Thia thmklpg involves an antlclpatory 'living' of the game where theé-
expected feeslings and expenences of the game are mentally lived through by the player.
These occur sporadlcally and increase in frequency and duration as the game approaches
As the'geme gets closer these thoughts dommate the person’s attention and awareness
“ (umverslty &&s who managed to study the morning before a game were rare).

Th

receads tomewhat when he’ is on the bench. During these perlods of decreased

ocussing of attentlon is at its greatest when the player is on the ice, and ot

concentratlon strategy end tactlcs can be dlscussed and planned The player is more able
to refiect uwon and monltor hls play. He can plen his moves and maneuvers here, so-that-

when,he gets on the ice again he will perform them adequately This reflexnvnty is seldom

. poselble durlng the game because of the focussed concentratlon requlred for proper '

-~performance Durmg the game players typrcally respond with the most dommant response , |

in their repertowe They don't consclously decide, but respond automat\cally

Players are still 'in the game’ when'it's over Certain extraordmary plays that stuck N

in one’'s mind" are re-llved and* re-expenenced similar to the way they were
pre-experienced laefore the game it takes some time before the luved realuty of the

hockey game is completely gone and replaced by the more pervasnve paramount realnty

| . of our everyday Ilves

L
-

C. Rules -

) . .

Oh a /ot of times say in that /nstance, when that defenceman /ust gave you a
shot just for the sake of.... ok, its kind of a code... cause its kind of a code:
“Don’t do it'again.” R , C o ' o

The above quote refers to a code which defines appropriate behavior and helps

players know how to ‘interpret. the behavior of others. This code may be llkened to an
informal rule of hockey that has been’ mculcated by the players Vaz (1982, ch. 5) notes
. that there exrst in hockey both formal and mformal systems that control the behavior of

players by proscrlbmg how to act in certam sntuatlons

The formal system includes all {)f the rules of h_qckey, including the objectlves a_nd.\

meanings that are needed to. ‘create’ the alternative reality of the game. These formal rules_
su'ucnxre the 'geme and define how to behave within this alternative reality. Without these

37
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rules the game of hockey would not be poaaible o . " - \ o ,
There also exist in. hockey informal rules, or as Vaz l1982) calla them\an informal :
control system; These further specify, ‘within the bounderles of the formal rules, how
- players are to behave in certam sutuatlons For example, the formal rules do not tell a
player how to react when another player spears or elbows him. They specify a penalty if
the player is seen by the referees. but they do not specify how one. player ought tol,
respond in this sltuatlon It is here that the |nformal rules are utilized to help pleyera
determlhe the correct response Both types of rules’ exuet wnthun hockey, although Vaz '~
suggests it is the mformal ones whnch recelve the most support and have the most |mpact LA
both- with the players and the other members of the hockey culture, includlng coaches,
ians, and referees.
. These informal rules dominate because the enforcement of the forrnal rules often
. occurs quite mconsustently Dave Schultz {1982) suggested thns is partly due to the fast .'
pace cof- the game, and the dlfflculty one referee has in watchmg twelve players who ére
skating at high speeds at the same time. Dryden: (1983) further suggested that the refereps
are guven a degree of 'llcense in the way they enforce these rules. He noted that m'
\baseball there is minimal room for error in an umpire’'s calls, whereas hockey provides far:
greater room for the random assessment of penaltles. He likens hockey referesing to
. c'onducting'arbitrary spot-checks o’n‘bNew Years'Eve and 'not‘es that "anything signalled is
~ bound to be an mfractlon" p.. 197).-5ubjects in this study also observed that there is a
. great deal of behavnor against the forrnal rules that does not get penallzed The referees
‘don't penallze these mfractlons because of thenr orientation. Dryden describes thls .
ofientation asa stance of non-mterventnon of not wanting to mterrupt the 'flow of the
' game lp 196). Thls non-lnterventlonlst stance has been operatnonahzed through the
" Jimposition of an lnformal ceiling on the number of penalties called Behavior that.is |llega| is .
' 'inow considered-part of the game Leagues have adopted a pol:cy of turnmg a blind eye t6
much of the less senous formal rule vnolatlon As a result, players feel less constrained by . -
these formal rules. There is a large 'gray area where subjective decuslons by a biased - |
referee are the only standard in determining lllegal behavior. _ ‘
It is because of this gray area’ that there has developed within hockey a8 set of -

mformal rules. These mformal rules defme how players are to act in an enwronment where
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~ the formal rules are ineffective in"constraining behavior. They prescribe not only what is

-sppropriate and mepproprlate behavior, but also what kinds of responses are required for

certeln kinds of behavuor This code applies to- all types of behavror not just: the illegal acts’ ‘

‘ of othere it defines not only the ob;ectwe of one's response but also how thls objectnve

is'to be achleved
. 4 07

Flghtmg in hockey can be situated within this rule structure It is clear that flghtmg

. |s against the formal rules of the: game Invariably players who fight are penalized. Fights
' 'are penallzea because they are so blatantly obvnous it is lmposslble for referees to ignore

1 them as they do the. numerous mnnor mfractlons constantly occurnng in a game. But fights

@

. are considered part of the geme and are not against the' mformal rules thet exist w:thm,‘

. D.Junlor_vs. Unlverslty , R N

' "betwee“these two leagues In umverslty hockey, players are automatlcall

'unlverslty (system There are dlfferent formal rules with regard to fig

hockey Fights occur in a climate of acceptablluty-by players fans coaches referees, and

' the medua ln fact many players commented that these mformal rules prescnbe fighting as
the only approprlate response in certain sntuatnons Thus the infotmal rules have a

'profound mfluence upon the. experlence of flghtlnlg As the events leading up to the fight

are discussed the speclflc norms that affect this' expenence wnll become mamfest As

| “waell, as the gamie experlence is dlscussed the affect of these mformal norms on playlng :

’ - [

hockey will be clear. : o N

‘But unior, I f yowh/gh st/ck aguy,or if you g/ve a spear or somethl ng, you
-know right there the guy‘s gozhg to fight you. - . .

Many sub;ects in- thls research had played junior hockey before playmg in the

ing in ckey |

expelled

| they fight; while in -junior hockey they have a 'three fight rule’ and are only expelled after»

their t.hlll’d flght. These formal rules have a strong affect on th_e informal rules of the game.' -

Many players noted a change in the informal rules which corresponded to the change in

: formal rules between these two. leagues These mformal rules were discussed in terms of ~

a dnfferent atmosphere toward fighting that was present in these leagues For example in .

“ discussing unlversnty hockey, one player remarked that:

¢
” "

- Any sport ® this /eve/ is going to be intense. towards winning. Ever"yon'ea

3
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wants to win and no one wants to /ose But as / say, the fightlng 18 not that blg
~ of an issue. .

Players consistently reported that junior hOckey involved a greater emphaais on fightino.
This was felt as a greater awareness that a fight was a potential part of the hockey
experience ~Fighting is definitely 2 'big issue' ln juntor hockey. It was perceived as a
necessary and mandatory part of a player 8 repertoire of skills. '

A dlfferent emphasis exists wuth regard to fighting in unlverslty hockey As one

. pl_ayer noted:
: 9

1t's In the air of the game, but it s not really ... it's not reaily an intim)’dat/ng
factor so much... S , A

This different atmosphere also influences the events which lead up to fights. A player's
response to others is largely determined by these informal rules. One player noted that in
1 SR

junior hockey he would retaliate immediately to an illegal behavior, but that:

' ;
/ln this league, wheré yoo only get one ﬂght a /ot of guys w//l thls
doesn't really app/y Like "I can cut your eye out or something, and skate
away, and cause /'m disciplined | won't get into a fight with you.”
One reason why the atmosphere toward fnghtmg in university hockey is different is
" the more severe penaltles in this Ieague Many players choose not to fight because of
‘ the_m.nExpectatlons of getting in a fight are lower,ln university hockey.yA player knows ‘he ‘
- might have-to fight, but the Chances of this are 'diminiehed. Because of the less severe
penalties given out for fighting, junior hockey is often referred to as being 'self-policing'.
ltﬂ is policed by players’ so that unacceptable behavior ls quickly and"decis'ively retaliated

’ag‘ainst.

‘e

| f someone chal lenges you or whatever, you drop your g/oves, and you fight
him. And then it's over, if you beat him up he won't bother you again, no oné
e/se will. And that's the way it polices itself. But now you have to make
sure.. /ust hope the referees can catch it. o
In ;umor hockey, the penaltles are not severe enOugh to deter players from flghtmg or
engaging in other illegal behavron This self-polncmg nature of ]UﬂlOl’ hockey is a known '
element Players are aware of the hsgh possublllty of flghts, and they act eccordmgly They

do not cheap sho“t guys as much and they are prepared -and wnllnng to accept the

o ‘?conseduences of thelr actlons should any occur ] unf\/erslty hockey, players put up with

more illegal behavnor than they would in ;umors They arg less inclined to pohce therr own
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game beceuee of the stricter penalties agamst fughtmg The informal rules do not prescribe '

fighting as often, due to the formal rules. -

]

/n university hockey | don’ t think you can afford to fight, cause you' re out of

the game. Whereas in junior hockey... the same kind of stickwork, slashing

and stuff, fights start just really qu/clr/y [/n university hockey] ...We know

that we’ré gone right away, and you don’t want to miss the game. You have to

‘put up with a /ot of it... and that Is what causes a lot of the stickwor/r
'Stickwork' refers to one form of illegal behavnor that referees usually overlook except in
its most blatant and serlous»-'manlfestatlons. This player-is suggesting that stlckWork' is a

common occurrence when players do not police each other's 'game. Players know that the

they 'stick them’'. The informal rules of university hockey' prescrlbe talklng to the player

. and/or the referee rather than retaliating or pollcmg the game oneself. Dlsclplme is the
‘ predomunant value, and is mamfest when players do not fight when provoked It lS much

: more likely that a player could get by wnthout hghtmg in umversuty hockey as compared to

Junlor hockey.

Uke now, i f you get into the corner with a gUY, ma/re any contact and you get,
you Know, you both punch each other once with your gloves on, push each
.- other,.. its like you can go away cause your d/sc1p/lned in-this league. Here
its like nobody notices. _ ‘
The differences in the gocial context and mear‘mg given to potentially provokmg behavuor
do not show a clear demarcatnon between jumor and university hockey. This is because

many umversuty players have previously played junior hockey, and the value of toﬁghness

m junior hockey is not always subordinate to the value of discipline for players in

univer.'sity hockey. Thls _is ’clearly illustrated in the Continuation of the aboVe'quote:

That s what m other guy is saying, but actua/ly like | still consider... like |
- still. consider him as backing down, cause | was kind of trained in the
juniors, where if you made eye contact then that's it, that 's the challenge
let's go/’ /f youdon't go then your backing up '

E. The Body

The adrena/me gets pumpmg so fast, that you don't feel anyth/ng unt// its
- aver...or until SOmethl ng happens where you geta chance to stop T

’ Hockey is a game played wuth both the body and the mnnd} although it lS the body

that- one is ‘most conscious of. The mmd directs the body and is the unseen part that :

Yoo,
é

41

. referees usually won‘t penalize tlweee infractions. and that their opponents will not fight if -

&

!
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players usually aren't aware of. They are totelly absorbed in thelr bodies; and their bodies
are totally ebsorbed in the game. The llnk between the mind and the body expands until the
mind is nmperceptnble and ‘becomes’ the body. Dryden (1983) dlscusses this, and notes
that when he 'gets into' a.game, he doesn’t notice his body, nor does he tell it what to do.
Yet it moves, and he somehow knows it moves, and he knows it moves because he has
dlrected it to move (p. 187) It is the mind which dlrect§ the body and when the mind is
‘unseen’, so too is the mind’s awareness of the body Thus the géme is what ‘players are
conscious of. . . .

Players report that it. |s through the, body thet the actions of others are known
When-. en player gets hit, or sleshed he first feels these- actions, then he knows them
‘ mentally Thls occurs when the player attends to or directs his thought to his body. {f he
keeps his _thoughts in the game, his body will feel these, but his mind will not know them.
The example of pai'n illustrates this clearly. The body is the vehicle through‘wvhich peinlor
, fatigue or injdry) are experienced. Players first ‘feel’ these at thepnysical*level, and if
attention is given to them by the mind, tneir ‘presence beco'mes known consciously.

Thus attention. may occur some tlme after the act takes place. A player may not
attend to his body Untll there is a break in the play i.e.,”a face,off or a line change. Tm
break in action gives hum time to reflect and direct his attentlon from the game to his bady. |
This time is usually not available during the game, unlllte othdr sports which have starts and

Ty

. stops. ' o | _
' When severely injured, the pain is much harder to |gnore it intrudes on the player s |
consciousness not only in the form of peln but also in the form of a lost functional ablllty
A player y to get up and notlce his knee does not move properly, and Wlth this he
may notice sharp pains in his knee. Slmilarly, when the geme is less absorbing. the players
may not be concentrating as'mucn.' In these instanees. the body, and one’s injuries, are
Jnoticed to a greater degree. | | )
' Sometimes a player’s body will not r’espond as well as he wishes it to. . He may want
” to move quickly, but he can't. This dlscrepency between what a pleyer wants or intends to

do and what he actually does mey be caused by tatlgue The game of hockey is played with

the body, and when a player’'s body is tired. |t.does not respond as quickly end effectively v

_as when fresh and rested. One player may _try to catch someone, or deke around
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wsomeone or take a hard shot at the.goalle, but his legs-and arma'are too weary to respond
| as he would like. Ho wants to do thll and wills his arms and legs to* do it: but they fail to
" respond. |
 An m}ury is experienced similarly to fatigue. In;urues of varyung degrees of severity
sre a common part of the game of. hockey, due to the intensity of the physical action.
These hinder a player in a “similar way to fatigue.’ A player wants to, move quickly or
“strongly, but. the .pain from the injury reminds him that he cannot and he holds back’ and
doesn't try as hard. He hesitates. The pain reminds him of the injury and that it needs to ,be
nureed’by careful and controlled play: An injured player sekl‘d)on_t goes all out in his play.
Most ‘profer to save themselves and the injured part until they are in better health, a'lole to
play at one hundred percent capacity'll. This pain IS noticed, whereas other pain is not,
because players are- sensitive to this patn. They attend to this pain because they do not
want to get hurt worse. When pleyers don't know they are injured,‘they may‘play for a
whole game with a very severe injury. When this occurs it is because the player didn't
notice the pain, or he thougnt it was a minor injury. some atﬁletes h'ave competed for
___.extended times t~ith known extremely"severe injories It is not the pain that influences a .
player's perception, but his knowledge of the meannng of the pam When a player knows -
he is recovering from an: un;ury, the pain may mean he is pushmg hnmself too hard. When
" he doesn't know he is hurt, or when the m;ury is minor, the pain may be dehberately
ignored and have no meaning for the player. '

In hockey body contact is plentiful. Both the formal and the informal rules
prescrube and condone this, and it is an integral part of the higher ranks of competmve '
hockey. Many players reported a satlsfactlon and en,oyment denved from this aspect of
the game. Body contact uncreases theur absorption unto the game.

...your more /nto the game when its a hard hitting game Your on top of your -
- game ! would say, myself aqyways

Being ‘more into’ or ‘'more on top of’ one's game refers'tothe focussed concentration on
the game discussed esrlier. Body contact enhances this aspect of the game This |s
because it requlres greater skill than some other parts of the game. As well, mlstakes nn
performung body checks can and often are more paunful and dangerous than mlstakes in

other. parts of the game Players are aware of this, and therefore they concentrate more
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when hitting peeple. They' tighten up both physicaily and mentally before and during body
checke to pratect themseives from gettlng injured. Pleyere are mon nto both the 9eme
and theur boduee during games thet involve hitting. ©~ . .

Ry

F. Us vs. Them ‘ J o !

But you get to have a tight ri va/ and "My team /s better than yours” and
there’s the whole Saints bench golng like: "Yeah " calling us chlckens, you
know, "bables... come on you fags”.

. Hockey is & team game. Membership in a. teem or ‘group’ that is engeged in
_ cooperetlve efforte towards achieving a goal {i.e., wmning hockey games) influences how
the players view both their teem-metee and theiF*opponents Players feelLand express an
affinity for members of their awn team, and they feel and express a hostility for their

opponents. These feelings are not an- mherent aspect of the relatnonehnps betweﬁn the

people—rather they are an nnherent aspect of the relattonshtps between theee peeple (T N
. hockey players Dave Schultz (1982) described this cleerly as it existed in the Pmledelphu
Flyers: He discussed the commradene that existed between team-mates, arid delcribed
how it was expressed in dressmg rooms, on planes, in hotels, etc. This was 80 strong that
even the wives of the players were excluded. After he was traded and pleyed against the
Fiyers as a member of his new team, the commredene was lmmedwtely replaced by
hostility. It was because he was a Fiyer, not because he was Dave Schultz, thit he had t':een"
‘one of th’e guys'. The commraderie was based on team (group) membership, and was net
due to any intrinsic friendships exieting between 9leyers.

This greup membership alse creates £ feeling of hostility 'tow*ar,ds one’ e
opponents. Players typically ngyv_the pleyer wHo Ioses‘ control in a fight negetiveiy. But
when it is a member ef one"e‘g'reup who Ioses_céntro‘l, players support and conc_!on_e this -
behavior, because of their group membership. One player commeeted on this.

What did that feel like? Oh its 8 guy on your team, and he's beatlng up the
opposition, so everyone’s going: "Allright, Turney! Good job!” And then

after the game, even though he freaked out and everything, ... there won't bea -
guy on the team that won't skate by him and go "Good /ob/ .that away out
there, good jOb!”

In contrast, when a player .sees the opposition beating up a tearn-mate hig. reaction is .
usually to’try to help-him out. Players like to see their opponents get beat up, but not ﬁeir
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There is, much evidence in thu research wrm supports the cxiutonco of this bias in:
perspective rnumng from grcup membership (spe Sharriff et al., 198\; Scott and
| Cherrington, 1874; and Worchel ot al., 1977). Shar iff ot al., (196 1) conducted research
which showed thst cooperative Qhawor increased ynity of group members and incrused
confiict between opposing groups. fhis teeling é\“commraderna involves viewing the
,bohawor of team-mates as justified bocauso tho people doing the behavior are- one's
team-mates. They are of the same group, or snmilar to oneself. Players adontnfy with their
group. llegal bthawor directed at another mombor of the group is vuowed in the same
nogltivo-umﬂolf itwoudlroctbdatthum . ‘ ’

A foolmg of conflict and hostility exists between oppbamg/groups Playars view
illegal acts durcctod at the opposition positively because of this same subjective
perspective. in both qans, who is doing the behavior, and their relationship to the viewer,

are more important to how the behavior is evaluated than what the behavior entails." ,
G. Contlict - f L

...you have to know the sport mstory, when we were going up in S't Albert it
was just war. With Messier it was just war, and they Just hated us. .

As the &cv. quote indicates, the 'sport history’ between two teams may create

bld vibes' that exist mdopondont of any actual behavior. Players expect to experience
feslings of conflict' and animosity even before they arrive at the game. These may result

from previous encounters wrth this téam ora certaih player(s) on this team. They may also N

result from a gonergl feeling towards the game :o'f. hockey, i.e., an awareness or -

oxpocution that fights are common when playing hockey. These feelings influence _the :

experience of playing the game indopondent of what actualiy happens 'during the game.
Conflict is more pervasive in hockey than in other sports bacaume players have

opposmg lntentlons which are manifest in a physncal way. One player is trying to do one

ﬂ'ung whilo the opponent tries to stop him and do the opposlte in aimost every situation in

‘ the gm whatever one phyar tries to do is resisted by the opposition. In hockey, as in -
many cports discerning the opposing player's intentions is .a valualsle skill. This

'i‘\ticipation’ involves being sbie to see in advance what the opponent intends in order that

o
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his behavior can be thwarted. . ' 3 | A
in hockey. thwarting of the opponent's intentions is direct, personal, snd physical.

2

' A player does not try to thwart the reeult of an opponent's ectnone but tries to thwart his

ability to move and act freely in the geme. He tries to prohibit the opponent from

- accomplishing his intended actions. This opposition is physical. One pleyet may try to go

"to the shot. But he doesn't try. to prevent the fi

around another and get sismmed into,' dnd driven into the boards. He may try to take a
wrist shot and his stick i§ prevented from moving by the opponerit's stick. He may wait in
front of the net for a deflection, and .i\ opposing player will come from behind and knock
him down or_‘pusn him out of the way. These'hind;-encee are direct and they are physical.

in other sports, this thwarting of behsvior is. not as direct or as physical. To

cohtrast with tennis, one: player reacts to his oppon

‘s actions_, but he doesn't dire’otly ;
hinder or thwart‘these actions. For example, one,pl olleys, and the ooponent-« rut:ts .
‘ from executing his shot. His
bugh controlling the ball, rather
than prohibiting his opponent from hlttlng the bell Itis pertly because this thwertmg is 80

durect and so physlcal that hockey has more conflict than other sports

actions are directed at the bell end controlling the '

H. Frustration H
. _
..l was real Iy frustrated in the game, and it was ih the /ast three minutes of
the game, and | was really frustrated. [ couldn’t, just from not playing wel/,
and not doing the things | wanted to do, and it just really frustrated me,

really got me tense and stuff, 7ust not being able to play up to what / thought
/ should be doing.” '

it is the d:screpancy between what a person wills or mtends, and what he actually

does, that leads to feglings of frustrat:on The above player had expectations sbout his

play that were not being realized. Me was not achnevmg his goals. He was not playing as
well as he thought he should, and he feit frustrated about this. His frustrations srose

‘because he had a very strong desire to play well, which was not being realized. This strong -

Y

desire is essential for frustration to oceur.
‘When players aré frustrated they experience feehngs of anger and hostility. Thess
are directed towards the perceived cause of this thwarting. In hockey, as noted, thwarting
often results from ‘the. phys:cal /act:ons of others. Not surpnsmgly then plsyers
freqeently reported experiencing feelings of anger and frustration to,werde their-

T i
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opponents T L s

’ Ther.e are many factors that contribute 1o a player not bemg able to do what he ‘

: wants to do.. lnjurles fatlgue and the durect physteal actnons of others have beenv

dlscussed There are others, to be dlSCUSSBd shortly Because there are a large number of.‘ |

: mcudents which can ‘lead, to frustratlon and because these are very-common in hockey

frustrataom is a common experlence Players ‘feel frustra“t” d often from a varnety of:

factors, most arusmg from wnthm the game but some from outsade of. hockey as well.

An understandmg of the expernence of frustratlon |Ilumlnates why most of the‘

»empnrlcal research has ylelded dmbiguous results when examlmng thig question. Frustrathn

does appear o result from the thwartmg of one's lntentlons, :as the players in thls study_

‘ have repeatedly commented Ahd aggressuve behav:or often results when players are’

feellng frustrated accordlng to the accounts of all of the player‘% surVeyed in this study

. The problem wrth the emparlcal research Iles in an maccurate understandmg of this

axpenence A : , ,

) Frustratlon is present when the goal that cs sought after |s hlghly desired by the
: pers@ bemg thwarted If th:s goal isn 't hnghly valued: then belng thwarted from achlevuno
it. won't cause a player to be frustrated Few empurlcal studles have mvestlgated the

lmportance or value 'of the goal to the' person bemg thwarted Physncal opposltuon dops

~ not cause frustratlon unless there is a desire on the part of the player to play well, and to -

oty hard When strong desures are not present then frustratlon is less llkely to result if

one s mtentlons are thwarted

]

1 Intimidation .
. Maybe he hits you and while you were down heo/ust gave your he/ met a //tt/ e
. push, cause its an intimidating game, so while he’s on. top of youihe just -
" gives your helmet a little push...and - you ‘don’t /ike that. | don't know =
anybody that |ikes to get their forehead rubbed into thé fce. ’

Lo

Along woth conflict; the game of hockey is rife with mtumldatnon Attempts to g

\

: 'coerce and intimidate others occur constaatly ina varlety of ways Intlmldatlon is such a - '

common occurrence in hockey land in‘other sports) that itis accepted as part-of w.ame A

. The rules and the physlcal nature of hockey make it ve:y easy for one player to mtumndate

-

DN

-another T e

©
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) lntlmldatnon does not descrlbe a type of behavior.. but rather a type of reletlonehnp :

- that exists between players As noted, there are a variety of behaviors that can be used to ‘
establish .an. rntumldatlng relatre/ hship. Intimidation is not agemst the rules of hockey.
"elthough the behavuors used to create this relagonshlp of mtlmndatlén often are. To -
. intimidate means "..to make timid or fearful, to compel or deter as if by threat...

. (Websters, 1977, p 605) In hockey, pleyers Hry to mtnmudate others by usnng physucal or |
) verbel behav:ors that are calculated to cause others to be tnmud fearful, and deterred from

: ~act|ng Players utlhze physical -force as their main tool in creating this’ mttrmdatlr{g' -
relationship. Intlmldatnon mvolves cbntrolhng others and exercusmg power over them. In
' hockey it is used to control the behavuor .of other players so that thenr desnre wnll be

o o

_ Iackmg and' thelr play. will be mhubuted ’ .
When playersmre mtumldated they still have a strong desnre to play. but thenr '

r performance is hlndaredby fear of m;ury, pain, or embarassment Players want to Iose
: themselves /In the game but they feel hindered by the opponent “just as clearly as if thus |
: hlndrance was a physncal one Players do- not Ilke to be tntlmldated When they are

inf mtdated they often experience feelmgs of frustratlon

datlon |s a c0erc|ve tactnc used mtrumentally by players to help them win. lt is

"",opponents with th‘e,hope tbat—theyé wil think more about thus fear and a posslble fnght :
| than about the game We' ve prewously noted tHat” lf a player s attention is not wholly

focussed onthe; ame h:s performance often suffers‘»’

Y :

ke./ said with that A ... He had most of our team, /'d say except. for
“aboutthree of us, I/ke nobody wouk/ go around h/m eh. And he'd just run
U o/ guys on our team o : , .

g
n‘i,

The reason why nobody would go around thns player was that he untnmldated them They ‘
were afraid of the consequences if they dnd try:to go around him, They acted. trmldly and

didn’ t try to go around hum When this happens ateam's performance obviously dechnes

P|ayers can tperform effectlvely when they are hesutant to go into the other team's end
ol 0 1YWhen players ‘discussed team-mates or. other players whose anonymity it wes
< deemed: |mportant to preserve blank lines have been used in place of their -

proper names.

‘T‘Z" : . : B . - L '\
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You really have people guessinf n your p/aying the body all the time.

They might say, "Well geez, | don't want to go down on him aga/n 11l just
dump the puck in and chase it.” .

."Playmg the body a lot is one way for players to keep the opposmg team.
'lntlmldated When a big defenceman 'plays the body the opposition |s often left’
guessmg The term- g.uessmg implies that players are 'hesitating. They are not sure of

, themselves, or of what to do. They are’ thmkmg twice before actlng mstead of actlng
~|nst_nnct|vely, wnthout thmkmg, as they normally do .in the game. They are aware of the -
potential painﬁ and injury that may occur, and they don't want to. 'go down on him‘again’ as

a result. They hesitate. This hesitation may only momentarily affect behavidr, but if players
. _hesitate every time before making a decision, when comBounded for all the decisions‘ they
vn'orma'ily make instinctively :during a game, this can have a ,very‘noticable affeet. In sports

v

parlance this is known as 'hearing 'footstéps'. ‘

/t comes down to. /nt/mldat/on You want to scare the other team, you want to
Intimidate them, You want them to not want to. play against your guys. You
.want them to, ...their desire to be lacking. You want them to give up. /. mean
you want to ma/re your job easy, and that's one form of d0/ ng it.

-
Thls comment is typical of many responses and illustrates that fear is$ an element'

of mtumldatlen When players |9tlm|date others thelr behavnor |s desugned to mstnll fear in
the opposmon They might - physu:ally abuse an 6pponent or portray ‘an lmage of

| toughness and meanness ‘The ob;ect is to ?lve the opposltuon the nmpresslon that if he
does somethmg to anger or incite this player,.he will recelve more physlcal abusy. Some

try to capltlllze on the existence of thls fear by verbally threatenmg others

L3

There's some guys that have threatened Me, saying, "Loolr don’t go out to your
car by yourself__.” Its a big intimidation game, they think so long as they
' got you-scared,.. they got you s¢ared then they’ ve got you beat type of thing.
Players who are intimidated report the presence of fear 'l’hey fear that the opposmon
mlght provoke a fnght with them / br that they mlgh&be.ne”arrassed or humlllated Fear of

m;ury is common It is f@f : ";éonsequences that causes players'to hesltate ard to

4/

back down ’r\%m potentlally cOGllengmg sutuayons Players thlnk that "when your scared

3they ve got'you beat’ lQ)cause when a player is scared he s llkely to hesitate, and when he
" ) . ; ,‘\‘,. -
This backnng off’ is the fundamental element of mtlmldatlon it ls @k’ing of the

hesntates they have an advantage o

player into a 'timid’ perSOn Hockey players descnbed this as a hesitation, a ck of desire

-

. .
o - . . — 0
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to go out onto the ice. They don't want to take their nor:mel shift, they hesitate to step out
onto the ice and they hesitate to act as quickly as they normelly would when pleymg the
game. Players belidve thet—aggresswe play will cause others’ to be more: entegomstlc $0
they behave timidly in order not to antagomze the playerlsl who heve lntlmldeted them.

Many players reported this expernenée of fear, but only som reported it hmdered :
them or caused them to hesutate Thls is,becauses it is how a. player responds to the fear

‘that determmes |f he'll be mtlmudated Thg behawor of the opposltlon is there only to. instill

this fear in a player When the opposntlo‘g- o0

P

- respond to this behavnor in a varlety of” wa

; f?hostnle an individual choses to
-. ’l-'iei’ne# chose to respond by becomlng
fearful. lf so, how he responds to his fear determmes whether he will be mtnmndated or -
not. | ' ’, | ‘ ’

Bl" Curry in football comments that some players felgn it' and implies that they

pretend to b hostnle in order to nntlmldate others {Plimpton, 1977 pp. 84-85). He also .

me players try to |gnore thls hostlhty ‘By tms he implies that fear results from
person views the behavuor of others Thls behavior can be |gnored if it is,
n't be fearful or mtnmndated They won t hesutete Fear is not an object that can
rved, measured, or quantified. It is one response of individials to the behavior of
‘rsf?'lf- a player choses to ignore the intimidating intentions' of others, their behavior
won't be. untxmldetlng because they wont cause a fearful response Players chose to\“‘-

’ become fearful or'not by how they" respond to the behavior of others

%

J. Freedom

Its kind of / /ke, you back down, and they got alittlie b/t of an advantage from
, /t They can feel that they can take more / iberties ( on you; team.

Bemg mtamndated is expenenced as a fear. It |s also expenenced as a Ioss of
Weedom Players feel constralned by the menacung stares and behavuor of others. They do
" not feel as free to play with abandon, to lose themselves in the game and to play or reect
mstlnctwely to the flow of the game There is the ever-present fear of retribution. They
know that if they aren’t watchful they are llable to get hurt, or get lnto a flght

Those who intimidate others experlence an increased freedom Tohave freedom

is to have room to@aneuver free of the hmdrences from others. lt is to be free to lose
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" onieself in the game, without any fear or hesitation due to possible hostile beh'ayior.from

others.. This. freedom comes to those who do not hesitate or back down. Itis giv'en to
‘ those who intirnidate frorn-those who. get intimidated. Freedom results when one player is

' mtnmldated Hts tlmld style of play allows his opponent to play more freely, with less

physlcal hindran s One pla,yer descrlbed how he earned' this freedom to do what he

wanted on the ice because of: the way he played
]

.l /mow after my flrst yeer, the second year / had around 250 minutes in
pena/t/es in the league. And |... they knew... players knew.that | wouldn't
take any,.. by this time, so... The end of the secOnd year and the third and"
. fourth | had so much room. Like the average guy, it would be one of the
tougher guys that wou/d do anything to me eh. -
'Hesitation’ or 'backlng off’ resuit when players have had some time to thlnk about
, the possnble consequences of thenr actlons The initial automatnc response is to lose
oneself in the game. if players are not: made to stop and thlnk itis unlnkely that they wnll
hesutate (unless hesitation has been built into thelr automatlc response ,repertoure) 1t is
) when one is remlnded of the possnblluty of pain, mur?"or embarassment that he is Ilkely to

hesitate, and in so doing lose his freedom. A player P prevlous behavuor may be known ‘to

Verbal behayior may also occur to remmg players ahd get them thmkmg about th r

5«"

fears. One pleyer commented on thls verbal harassment Ry

J

-

Some guys you didn't have to, like they’d Jjust give it [ freedom] to you Like
some guys you could just talk to them, and they'd just... they’d freeze you
know. That's not everybody but some guys v ' ‘

: As noted, players respond differently to the actions of others Talking to some players
may be enough to make them freeeze. These players may have already been lntlmldated
physncally. and thereafter words may be enough One player noted that if a-person ever.

dld back down he wanted to remind him of thus often to make hlm do |t ag‘am
&

Those g'bys if a guy does you,don’ t ever let him forget it. You kriow, next
time:you play them you will keep saying you know, “Your yellow”, things -
like that, antl you just.try and get him thinking about that, so it will throw .
'hlm off his game and you can do more or /ess what you want with a guy.

, Thns comment suggests that verbal beha\qor is an attempt to control and mampulate _
. the opponent s thoughts The player tries to dustract the opponent from the ‘game and get

o him thmknng about his fears or'a possuble fight. When one player mtlmldates another he

o
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has controlled him and 'can do more or less what he wants with a guy' In this case the
control is not over the player 8 physical body, but over his thoughts Often phyelcal
control is mltlally requured in order to establish this’ mtlmndatmg relationship, but once
established it can usually be maintained by . controlllng a player s thoughts When ‘
dlstracted a player loses awareness of his lmmedlate mtentuons and thereafter others can
'do more or less what they want' wuth hlm S .

r

- K. Respect . ' S

i

You respect them for how hard they work, am;l for how tough' they are, but you
don t really go after them.. .

N Many players have adopted mtlmldatmg behavuor in their upward climb through the
ranks of hockey (Vaz 1982 ch 4.,5). However, not all players engage in this form of
sanctloned coercion. Some only want to gain ‘respect’ from thd opposmon 'Respact’ |s .‘
" somethmg nearly all players in this study reported they wanted, while only some reported
wantlng to intimidate others Respect means “...to consider worthy of high regard...
t-refraln from nnterfermg wnth" (Websters, 1977, p. 986 RespectJ was dlscussed in terms
of a desire to prove oneself a desire to establlsh oneself a desire to show that one
would stand up and yvould not be mtlmldated. Respect was somethmg players \_Nanted to
gain from othens, something they tried. to Obtain or 'earn’ by their beha\}ior. Like
intimidation, it is a type of relationship between people, and not ‘an ob jectively observable
quantlflable entuty When a player respects an opponent, he won't hesltate and he won't |
guve him more freedom than normal, i. e as if he was intimidated by him; but neuther wWAll he.
try to intimidate the opponent by belng physically antagomstnc Respect mvolves mutuat
accord, an unstated but afflrmed equahty A player will respect those who respect him,
anT‘ will treat them in an-equitable manner. He will play them fairly, accordlng to the rules |
and norms of clean hockey. Most players inthis study reported respectmg@m ]
other team who played clean, fair, tough hard-nosed hockey. They did not respect thos
| who trled to intimidate them, becauea thls indicated a lack of mutual respect. ‘ 1

: For respect to exist, a mutuality is necessary. Players who want respect. normally
treat others wsthm the rules Their ob;ectlve is not to lntumldate others by tearing them

down, but to mcrease thelr own self-worth by galmng respect They want to gain respect
(
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80 they will have more freedom. They feel this can best be‘accomplishe.d within the formal

rules of the ‘game. When an opponent tnes to mtum;date someone it may becorpe
- necessary 'to intimidate back, in order to develiop thus mutual respect. One player's

+ comment with regard to illegally 'sticking' an opponent clarifies this.

The only time I've done that' is if somebody s done it to me, that's the way |
play it. But | don't kqo out of my way to bully somebody or give them a cheap
shot or anythmg like that. I f | can get them clean /'d rather get thém that

" ‘ w”.l .
This player comments that getting. players ‘clean’ is his preference. He later clarifies what

‘ this clean means, and explains what it is he tries to do by 'get them clean.'

Yeeh' accord/ﬁg to the rules. | think you can make ‘your presénce felt maré, h
/ike according to the rules, with a good shoulder check than Yyou do with an .
e/bow and that. . ,

The comment ‘making your presence felt |Ilustrates what ‘this relatnonshup ‘of

respect. involves. One's presence is feltin a specmc way A player who desures respegt:
tries to pro ject a certain kand;of presence or image to others. He is showing first that he ,
won't be lntlmndated or back down Secondly he is showing that his mtent is to play
hockey fairly, and not to try to mtnmldate others off thesr game by cheap shots Flnally he
.'I-S showmg that he will stand up for himself, but only if provoked. Thns final point is
unportant fpr the establushment of respect because if others think a player won t stand '_

up for hamself they'l| ‘do.it to hnm every time.’

3 ] .
L. Roles/images ‘ . R

But. you're always known for 4 goal scorer, so then you‘re kind of confused,

you don’t know whether to try to fight. ...its a hard thing, because coach

expects you to be a tough guy, buy you know you're notgyou have to be a goal

scorer, that's what got you there,.. its pretty confusing for L) yaung lud .

When players enter into the set-apart reahty of a hockey gama, they enter a world
wuth different rules and goals with dnfferent values and meanmgs with a different
‘culture’. Within thls set-apart reahty players often adopt a new ldentlty a new image or .
role one that is dlfferent from thelr off-ice identity. Players lxpenence themselves and -
: others’ dafferentl_y, on the ice. Gibson (1975) has researched mﬁ“ﬁd described theynolent :

- roles existing within the hockey subculture, and his descriptioh of thess roles and the

~ characteristics of those who attain to these roles is illumingting. His typology is, however,
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based on, a conceptual rather than an experlentlal nalysls f the hookey Culture. Many of‘
" the dlstunctnons between roles that he, duscussed weérs notk apparent in the lived
expenences of the players in this study. For example,'a hatchet-man’ or a stlok-man was :
not experienced a$ an abstraot oategorized entity_, but rather as someone yyho was likely a"t‘ '
any time to slash or spear another player with his stick. These roles were known ln terms

of thelr behavnoral dlsposutlons rather than. their categorncal cheractenstlcs The

categonzatnons were ‘not elernents of the lived expernence As well Gibson, does . not -
discuss how these new and dif ferant roles affect the experlence of fighting in-hockey.

A player's adentlty is a compllatlon of his own self-umage and the reflected‘ _
appransal of others Players are aware of this identity by uL way others ﬂ'eat them, as waell
,as by thelr own past history, whlch is also known to them in a reflexlve way through the
eyes of others. This combines with thelr own self~lmage to create their identity. Players
know their identity on the ice is dlfferent from thelr off ice |dent|ty The adoption of a |
new identity makes it easler to experlence the game as a separate reality. The player has a
dlfferenthntlty the norms and values are dlfferent and the ldentltles of other players
are different from their off-ice ldentltles Several players noted surprlse at the

Il 'A.

dlfferences iftbehavior portrayed by others as they entered and left the saeparate worid of

hockey ;o "

., v B ",.'M"
} Players realize their role is dependant on their past hlstory ti.e., their performance ‘
in prevnous s:mllar sltuatlons Orie player commented on his awareness of his own role and
noted "That s the way | tra/ned all through juniors...” A player's past history is known"
by him, as is its affect on others. Player's expenence this history in expectatlons that both
he and others brng o the current sltuatlon Both he and others expect his future behavuor
to be in accordancev with hls role as mducated by his previous history. One s hlstory

N

creates one s role. : ‘

One's history includes one's up"bring\lng, one’s environment, and the learning and
exposure one has had' to various roles. If a 'player had no exposure to a cartain role, he
glould not know how to engage m Jbehavior approprlate to that role. But it is rg;smply
exposure to the role that is |mportant The.attention one pays to these various roles aiso

determines which roles one will adopt.

Uh, well | guess you WOu/dn’t say that it just started this year, you know,
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With the Go/den Bears. It had started a /ong time ago. One of the reasons
: went and played Western Tier One hockey an that was because he ‘was
tough. He d/dn t mind the tighting and the rough going... '

Attention is |r‘npl|ed hefe in the terms ‘not minding’, i.e., not disliking the rough going.
Bscause this person chose to play in such a‘ league, he was already indicating his
dlsposmon towards. the kind of rough going present in that league. He attended or paid
attention, to thls kind- of behavior. Through constant exposure to these knnds of roles he

gradually essumed such a role himself. This player s role during hockey games, as

" illustrated by his behavuor, could be categorized as an enforcer or policeman according to

the typolog”y Gibson (1975) has developed.
There is ample evidence to suggest that players adopt a certain role, although this

is experlenced as adopting a certain style of behavior rather than adopting a role or an

| lmage The role is attached after the behavior, and is really an abstract label placed on and‘ _

1Y

"used to describe the type of player one becomes as a result of the behavioral style he

- adopts. When a player acts like a goon, he will be Iabelled like a goon, even if he isn't really

.

trying to be one.

A role requires tlwat the person conform to it's deflned expectations in order for it
to be. mamtalned If a player wants to be seen as a tough guy he must act like a tough guy.
His style of play rnust reflect his desired |mage He may not have to be a tough guy but he
must act like a tough guy. He must project an image so that others will percenve hnm as he
wishes to be percewed In this way, pla“ero.adopt roles that guide and dll’BCt thelr
resuiting behavioral. style. Pla/yers who want to portray a certain style know they. must
project behavior in accordance with this style o . "

Roles influence how players percelv others, and how they respond to others, {f
"someone's role includes beung tough and lntlmldatlng and he hits a player in the corner, the
player may interprgt this as an attempt to intimidate him and get him to hesitate next time/
Further he may respond based on thls perceptlon in order to pro;ect his own role as
someone who won't back down even though this response may be based on the ascribed
mtentlons of the opponent (based on his role) as opposed to his real intentions. Thus a
player is sometimes intimidated because of the percelved role of the opponent, not the .
- outward behavnor These role's are uniquely percelved and responded to through the lense

of the hockey culture, whlch has norms that prescrlbe these. For example it was noted

o



that a ‘goon'is respected on the ice, ‘while being negatlvely sanctioned off the ice.

| He wasn't really known, he was known as a strong guy, but he gained his
reputation. He fought and then he'd fight another guy, like he’'d fight
a tough ... he fought about one tough guy from every team, and hammered
" them, and then all of & sudden he got a reputation, and then after that, he
could do anything he wanted‘ al most. . |
‘ One’s role in hockey is known as a ‘reputation’. A reputation is something players
~ attempt to consciously monitor and portray to others. They control their reputation by
adopting a behavioral style consistEnt wuth the image they wish to project to others. When
a player realizes his reputation is hot what he wants it to be. he will change his behavior in
order to develop the type of réputatlon he wants to-have. If a player Avants to. be*known
fpr his toughness for example, he wull fught other players in order to ' prove' that ha is the
type of person he is makmg claum to be i e.a tough guy. !
Generally, players respond to others based on the other S reputatlon which is the
“‘ : result of their portrayed behavuoral style. However at tlmes players ‘label’ others in a
‘ fashlon that does not accurately take account of this behevcor A label arises due to
'preconcelved or maccurate notions about the opponent When a player is labelled this_
label may not be related to his behavior, qu the label may not,change even if his behavror
does. Others may respond to him accordirﬁ to this label, while he may be trying to portray
a different image and expect others to respond to'him—differently. A reputation can be
consioered the resolt of perceptual processes, while a label is the result of conceptual
| processes. Both of these can fail to portray the)individpal accurately, and botn bias an
individual's perception. ' ’ ' B
Dryden (1983) dlscussed this labelling process as it occwred with Swedish players
in the N.H.L. There exlsts a notion in the N M.L. that Swedish players don’t like to hit, with
-the result that they get h|t often This: notlon biases the player ] perceptnon so that the
Swedes are 'tested’ far more than are other players. Long after other players have passed
this test, the. Swedish players must face it again, because they are Swedes (Dryden, 1983,
p. 194). | - |
There alsov‘exists a notio’n' that a player should not back down from other players.
and when he does he is labelled a ‘chicken’. To be laéelled a chicken, or as someone who
won't ‘stand up’ doesn’t happen immediately. It usually requires rnore than one type of

behavior for this to occur. There.exists a.conste'llation of behaviors which a per@on must
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engage in to be labelled a chicken. These include backing down, hesitating, playing with
less desire and abandon, and giviqg the opponent more fre‘edbm. It is* when this
consfcllhtion is conformed to that a player is typically labelled a chicken, and treated
accordingly. Pllyérs can back down frq_rt; ;'c:haap shots (by not retaliating), ‘and sti% not get
labelled as a chicken. This happens when the sum total of their behavior is not consistent
with the behavidrs of a chicken. A player may'engagb in this type of 'bohavior for a short
;tmi and not get labelled asa chicken. One player known for his toughness reported that
'he didn't aiways retaliate against others: “There’s been times where yob've said no to a
fight because of the situation.” (These situationallfactors will be discussed in a later
“section). | |

People deVe!op typical or patterned styles of .behavior towards responding to

cheap -shéts.f'll’his general pattern or behavioral style is the most accurate reflectioﬁ of

' or'\e's role. it usually requires several observétions in order to determine this pattern.
Labels are often assigned quickly, after one or a few observations. ‘They are thus likely to
be assigned inacqurqtaly, éspe‘cialjy when this label does not accurately reflect the total
consteliation of an individual's behvioral repertoire. » /

A reputation is usually‘determined after atlonge‘r period of time, and is based on a
more complete ﬁssassment of the player’s constellation of behaviors. It is therefore

~ usually more aécurata. A piayer who is_ more consistent in his behavior is more likely to
receive an accurate Iabél than one Who is less consistent.

If a playﬁr or taam has no role;'blr history from whicﬁ to derive ekpectatipns about’\; A
future behavior, 'th;y will be uns(;re,about how to treat their ob_po'nen'ts. Players reacf“tb‘;‘
others Based on how they think they’ll réspond back, and this is determined by the
opponent’s previous role or style of beha\‘lior. A reciprocity of expectatic;ns exists, so
that both parties are likely to respond based on the expected response.of the other. One
.player noted that if the opposition’s Qxbedtations of his behavior are unclear or uncertain °

he could and would behave differently from his usuél role. *

s

...0ut usually neither of us are really too keen on going. Especially if you
don’t know the person, like if you're playing a team that you haven't played
before, they'l] be hesitant to try, to drop the gloves on you, cause they don't
know. Its easy to work that way, like | find that if we're playing a team we
haven't\played before, you can be intimidating verbally, because they don't
know tough you are. \ ,

]



When a respornse is i ferent than expected surprise and gonfusiori results.. in
describing a brawl he got into, onw player clearly illpstrates how the reputation of thew
opponent, as well as thg horms ofhockey, influenced his expectetione:

..cause, welk; he was going, he . sking me, “Lets break some of these

’ fights up” or something /ike that. | dan't know if he meant it or not... And he
was saying these things, and then after a while | just... was king of going
through the motions now. But you know, it's one of the Sumrs eh, and there
.not known for, like there known for—they'l} fight anybody... The tirst braw!

- I've ever been inand this guy's asking me to bresk up the fights. | just, this
isn't the way its supposed to be. ‘ ‘

Most styles of behavior can be conceptuahzed into groups, and the typology by
Gibson is one categorization scheme. There are however, distinct styles of behavior, or *
roles, that certain players have adoped that are unique to themeelves and very few others.

He § got his own game now, he’s / ike a Bob Gainey. Those two guys have thel r
owrl... their own sort of game. Like Wayne Gretzky has h/s game, these guys
have thelr own game, and they play that game.
These ' games’ are dlstlnct and referred to as thenr own’ geme A tough guy also mmlves
a distinct role, as does a policeman, a goon or a stuckmen as descrnbed in Giblbn s
typology What makes the 'games’ discussed in the ‘above quetes distinct from the ’ geme
' of a goon or an enforcer is their uniqueness from these more common roles, and th/-
relatnvely few numbers of players who have ‘made them their own'. ln other v\/ords
_Gainey has ‘his own game’, because he i ons of a small minority of pleyers who sare
~ playing this style of hockey. His game is his own because his style of play is different
from the style of play adopted by most hockey players. It 1§ still unique, it bears his mark
on it. It has not been copied and.made common and unrecognizable by large numbers of
other players. Gretzky's game is distinct because there are few that are able toe play it
successfully, These players have created these distinct styles of play, and in so doing they
have created a unique role. They have not behaved according to the currently existing
‘ roles in hockey. Had they done so, their behavior would have been no, different from any
number of other players who had the same role. By being different they have created s
A . /
dif ferent ‘game’. Just as roles guide and define for players what is appropriste behavior in
| certain situations, new behavior creates new ways of being, new styles of hockey, and

new 'games’ for the future.
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Roles require an sudience in order to be deveioped and maintained. Spocut%s sre
. ' L

essential to observe the way p!ayors present themselves and to provide fesdbadk o their
success at portraying their image. Faulkner (1973) disgussod' ‘testing’ ‘ rols of others,
and noted that this testing is a puctice,proscr_ibe& by the norms of the hockey whrld. This
‘ tutit%'impliu that players a,ro aware that lothors have 8 cert’i) style of behavier, and that
/ﬂﬁrﬁahaviml style is munt to portray an image of how they want to bé perceived as
oppdud td”how they really ara. Phyors test their opponents to dctermine if their behavior

is for resl, or(ﬁtiomact )

. The rul person is undamoath The outward mamfestatnons of behavnor are
portrayals or slgnlfucatnons (objectwei of this underlymg (sub;octwe) nature. Some players
accurately portray thau? mner self through their outward behavnor whule others
manufacture a false image of what they would like to be rather than what thay really are.
This may occur conscuously or unconscuously, no mtentlonahty is |mpl|ed i this. The
-constant evalustion of others that occurrs in hockay games involves comparmg their
behavnorfto their projected image. Inconsistencies that indicate one's |mago may. pe nllusory B
sre. iooked for. It is not possible to accurately assess a player without actualiy seeing hsm
in action. It is easy to act tough without actually bamg touqn. One player dascussed thus.:

‘ consunt ovaluatlon of others that occurs in hockey

i

...you can't reslfy get an idea other than physical stature, like he’s big, or “he
might /ook I7kd he can go. But unless somebody, [ike word of has™
gotten around, its rea/ly !ough to determi ne-how twgh a person. is Ay

can |ook tough: g

Itis b’cause

M. Mc'ntll Fights

Oh, | guess its always in the back of your mlnd )

This was the response of one playar when asked if he ever thought ab T

in hockoy We would not expect a person going to school-or to the store to- have:
of a fight ‘in the back of his mind'. Nor for the businessman havnng lun :
collesgues, the mother cooking supper for her family, or the guy on a bike rnd

summer day. A plethora of situations could be listed where the existence of

¢
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thoughts 'in the back of {somelone's mmd' would be unoxpoctod But hockey is not one of
© these situations. Hockey is & game where the ponlblmy of a fight is great! pnrticulvly at
the older, more compatituye levols. Players experience this possibility as an awareness 'in
the back of théir mind’ that a fight might'occur. Tﬂoy know that fights have occurred in the
past and will continue. in the future—and that they may: be involved in ] fught at nny time
dunng the game. . o .
-. This awareness oxlsts ‘in the back of one's mind throughout the game, but thoro
are certain sntuatuons that influence thls n somo situations the ponubmty of a fight may
become greater than at other times, and, in somo.smutuons one's awarmn of this
possibility may increase. When a player is intimiclated, .and/ or’ his mind is dustractod from
the game, he is likely to become more awars of this possibility. In fact it is ;ust this -
passibility that the person intimidating hm; is trying to get hum to think about, because whllo
thinking about potentlal fights he won't be concentratlng as much on the game.
Players also experience. an increased awareness of this possibility when they are
frustrated and mad. When angry, thoughts of getting even and of retaliating st the person

one is mad at often occur. These thoughts usually mcluda the possible end result of such’
behavior, i.e., a fight. ' ' . (,,\\ o "

Rough games, where body checks are plentlful and ths pby of tha game is intense,

3ot 9'? times when players may be more conscnous of a fight occurring. Games tﬁat are

d and not as intense are less llkely to evoke thoughts of anger, frustrmon and

hahce Iess likely to "evoke an increased awareness of this pOSSlblllty

.; Thus awareness may occur before the game begms i.e., in the dressmg room or

' ;'even several days before the game. When playing a team they know they've had previcus
.+ confrontations with, awareness of this possibility is likely to be especislly high. When
o asked when he might think about fights, one phyor rospondeq: |

.

e

Like think about it beforehand? Oh, aga/nst a team you've maybe had
problems with a player before, and that you know e that's the style that
team plays, intimidating style, and... More like, you evaluste, you take & /ook
at the players that you have to be p/ay/ng against, and see what' thoy re /lke,
and say, "Wel| geez, I might... | might have to be prepared for this... .

Teams or players with reputatlons for toughness, mttmldatlon and fnqhtmg sre especially |
likely to pyoduce an increased awareness of. the possibility of frghtmg.

o L ?



The awareness of. a posmble flght ns not only experlenced as -the - cognmve :
' -"knbwiedge that a flght may occur, but also as the living through of the actual expenence
ot‘ a fight or parts therdof. This may lnolude very specnflc and/or graphlc |magery of the -

 details of the fight. Dave Schultz descrlbed how he used to work especually ‘hard to"" '

o 3 maintain hns |mage as a _hoelgey enforcer To do thus he would delnberately |mag|ne himself:

B flghtlng specific players on the opposung team before the game began (Schultz 1982, p:

38) This helped him to be very. successful when it came time to carry out the behavuor
R

hecessary to malntam hlS en?orcer lmage This study has substantuated thls in the llves of..

‘, unwersuty hockey pla,yers ' e

w PR

/ don t kno,w,sometl mes you th/ nk about /nd/wdua/ p/ ayers on the other team
.. that your-going to play against. And  you know that they’re aggressive, and you
, know that then maybe you m/ght have to get into a. f/ght So you prepare
‘ yourse/f that way. , ,

Several of the above quotes ‘and’ the matenal from Schultz mentibn the :dea of‘

'9

preparatuon Awareness of a posslble frght helps one to prepare for It if. a hockey player .

. Is aware df thls poss1bll|ty he ll be prepared for it when it happens and 1f not he’ll be

i .
Vooe

o dlsadvantaged when it occurs.

‘ Sometm7es your not.. your not out there /ook/ng for a f/g/vt-yourJnvo/ ved 1»
the game. When | say not prepared |'m saying- that someone el se wants to get
the jump on you. Your not completely ready for'a fight. You mi ght be'/ooki ng
dp the ice or someth/ ng and-so in that sense your not prepared ..

. This préparatlon mvolves ’Iookmg for-a flght as opposed to. looknng up the ice. 'Lookmg }
for a flght takes place ln the mind, and leads to a readnness to fnght Wnthout thns. '
prkparatlon a player mlght be caught off guard and epd up belng the recrplent of another o

}

.playershesmty & - ‘ v . o e

1

How does mentallv thlnkmg about*fughtlng help one to be prepared for the actuallty
: 7of a flght? What i is lt to_be r?ady or Xepared for a- fught? e’ answer lies ln the affect

,that this awareness has ohwa person. hen speakmg of th;nkmg about‘fi’ghts, ohe player N

.‘de3cr|bed the. experience as follow? < - l

)
. o

get thls kind ofyagain yby get pump/ng, you
thing //ke that, causé you don.t know, it

AL & —
; Being readmnvolvee,f‘g&a:ual lncrease in one § awareness of the pOSSlblllty of a flght A

Vi know when /'ve done that))
‘haye to get pumpéd up to do 5
«could be a resl tough guy...

0 '

| ) -fﬁght is no Ionger ] back of ones mmd / but(incre, smgly domlnates one s

gy Ll



.. .and 1nterprets the external envrronment “and the body reacts
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| v conscuousness When a frght dommates one 3 thoughts. two aspects are :nvolved One is
an arousal of the player s body through the flght or fllght mechanism. The u . percelves

T automatncally if a player expects to get mto a fnght hrs body wull ‘
excited and ready for the flght it lS this. aroused state that was descrlbed by the words .

' gettmg pumped up to do somethmg in the above quote o

' ‘ Ther second aspect of this mental preparatlon mvolves a shift in one s mtentuons

"lThe detauls of playmg the game no longer totally domnnate ohe s consclousneas instead

... the details: of flghtmg begm to be present They aren t ;ust m the back of one's mlnd Thus -

* shiftin lntentuons involves speclflc detalls of flghtnng As noted above Dave Schultz used :

' to visualize, ify :detall lthe  players on -the opposnte team he might have to fight, and the

SpBlelC way he would flght them in order to win. ThlS research has uncovered the same .

phenomena Awareness of potentlal fughts includes specuflc detalls of the flght Whether
the person IS left or rlght handed taller wuth rﬁore reach or shorter with Iess reach

stronger weaker faster, slower etc ar all aspects that may be consldered ll"l thls The

o

mechamcs of the actual flght are experl nced wiually during thns process These details .

-

’ provnde pre-exlstlng lntentlons that hel;7 the person to shlft focus and get lnto a fught‘ ‘

shouldareal one develop R ' ‘ /(

l

- Thus the preparation mvolved i thmkmg about flghts lnvolves both the emotuonal
arousal toiqet one pumped up to fight, Z:s well as vusuallzatlon of the speclﬂc details of the '
flght |tself When elther 'of these are 1 cklng it will take more time for a player to shlft hls'
focu's, and lor to get pumped up to 1ght He will be dlsadvantaged |f the opponent gets

- the: Jump on hrm before he is prepared. Thls was clearly noted in the current study
[ o
. [

..s0/'m preparmg myse/f | say, "Now I'm not going to go _lo,o/{ing for it,
but if.] havetothis is. lmbat 'm go ad’ to do. /'m going to be ready, /'m golng
." { get a little picture in my head that /’m going to drop, and. then square _
off and even it he’s got the reach on me [’/ come up inside. | kmew -
' beforehand that il was»gomg tof ight him 1 was goingtof /ght h/m inside.

. A player can becomes too aware of flghts If he does hrs hockey performance

' wnll suffer. :

e . _" o
You can't be sitting around skatlng around the /ce ant/el pat/ng,a f fghtr e// the

 time. You can't be sitting... It takes away a /ot from your qame when your s
/ook/ng fora f/ght aH the time. s } » ‘ Sy

s . ’ S "‘ ; n‘ 2

at
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This quote describes the dtstractuon a person will expernence if herls thmkmg about
,fnghtmg all the time. Earller |t was noted that players try to intimidate othnrs for this same
reason: to try to distract their minds from the game. ’ '

' Players may also think about possuble fughts due to thelr own sub;ectnve‘
mcllnatlons i.e., the mood some players brmg to the game or ;ilay the game in. Whatever'f

‘ .the source, when players think about flghts happenmg their concentration on the game
E often’ decreases and thus their performance does also. To 'take away’ from thelr game

b

' one must ‘take away from their thought about the game

" ‘. .

_This preperatlon does not occur just when a flght is a real possibility, i, e.. when a

°player expects to get into a flght in the neaLf_ut_uLe‘Lt_may_al_so_gg;umhen_the_playeLis__

JE— " [y IO ——

removed from the reahty of the hockey envuronment One player described hi thoughts as
k"lf he was preparlng hlmself for an exp__cted fight, .and then told of his feellngs as he dld
" this: '
.WeI/ / can tell you right ‘now even my heart you’re heart starts to pound a
little bit, /ike when you think about a fight or something | . find that. My
hands will sweat a bit, and you'll, you just... Everything starts speeding up,
even when you think abort it, | can, you can a/most say, you al mast feel /ike
you are in a fight. Like you,cén get yoursel f pumped up, even just thinkipng

about. it. I've done that lots of times, where /'ve got myse/ f pumped up, and
- then /-gotto say, "Ok -calmdown, its not goz ng to happen

Players almost xf'eel Ilke they are-in a flght’ because of the detaul mvolved in this mental ‘
- thought Thls reactuon is the result of the thoughts the playgr has and the meamng these
thoughts have for him as a hockey player wuthnn the context of %game In another |
e@vuronment or to a dlfferent person,eihese thoughts could have a totally- dlffe?entya{fect\
- The reactlon of the body is automatuc and, players at times get carrned away wcth these |
thoughts They ’fmd themselves with sweaty paims, racing hearts and a poundmg in @elr

‘heads ie., they are’ pu’ ped up

Yeah its more daydream/ng stage sure. So its /ust like | say, it your, s
- watching a show, and you get carried away w1th the show, and you find
yourself, you ook down and your fist is clenched cause.. you know, like /'ve -
seen that before, sure.. , » ‘ ,
Players reported tha often they are not: even aware that they are. dwelllng on these '
o ) thoughts at fist. It m, y. be several mmutes before they reallze what they' ve been thmkmg
: of It |s by changmg ese thoughts and conscuously dnrectlng them elsewhere away from

rthe pOSSlblllty of a fnght that pl’ayers change these bodnly feelmgs These bodlly_

e . . : ¢
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expernences can be stopped prowdmg that this new area of thought does not cause these
same autonomous reacttoné One player described how he tned to aiter his thoughts when

he 'found himself’ thinking about fvghttng

Well you just kmd of say, "Ok, now just'relax. Your game is more of 8

- skating game. You should be concentrating lhore on scoring goals, and /eave E
the other stuff... ‘ - '
 Some players aré more aware of this possibility than 'o’th'ers‘ ﬁ'hey have a greater
tendency to. thmk about flghtung Included in this group are those who brmg to the game a

deswe to fnght or to ‘get someone ‘and those who p1ay w1th a great deal ‘of desire and

mtensuty There are a few rare players who seem to be angry and mad all the ttme when'

»

Mng hockey R : s

)

- There are guys that are just, the/r characteristics, their make-up, they're just '
‘the kind of guys that have a tendency to get into fights... and then there's your
guys that [ike to get into fights all the time, they're going to be invol ved in
fights... ‘

When players brung to the game anger ora, desure to get into a fught they: expenence an
awareness of the possubnhty of a fught to a far greater degree When this desnre is not
present the a\Nareness of a flght is experuenced on a more sporadic basis. These feelmgs

of anger may be totally unrelated to the game utself
: «

- Like befare / used to fight as, a caup/e of years ago if / was in a bad mood or
something, 1'd more than -likely fight then, just to ‘get it off m)( chest, ‘
whatever was bothering me. It didn’t even have to do with hockey _
Thns player went on to descrnbe a sltuatuon where he had come to the game ina bad mood
wnth a deswe to get into a ftght He was aware of this pOSSlblllty from the\rstart However -
‘the mtensnty and- competmve nature of the game were such that he 'lost: hnmself' in the ,
gamee Hus awareness of flghtmg graduany receeded into the back of his mmd and he -
ended up not f’ughtmg anyone The mood one brmgs to the game |s9not“ all pervaswe and ih

~id —

this case the game mood was stronger

Sometlmes a player will see a fught developmg bef, & it d?;curs He mught percenve '

"+ the intentions of the other player(s) to get into a fight wnth%m .or he ;nnght decrde to flght ‘ )

someon\e else-perhaps because of what they ve done to hnm In sug.h ctrcumstances the
posslbtllty becomes the reahty Players don’t sumply expect or thtrg}lg |@the back of thelr
mmd ‘that a fught mlght occur they know that a fight is gomg to happen in the very near

-

1> e,



" vivid once he decided to getunto a fight: ,

: 1 _
future No,t surprismgly this is not hved very dnfferently from the poesubuhty of a flght

This reality is expenenced similarly to the posslbnlnty, except that the latter occurs in the

mind: e&d cen be stopped by altering one s conscnous mtentnons, whereas the former

oecurs lk\ the body in the lived world The posslble is made real when it is attended to in

one's consctousness The more real thns possibility becomes, the more these thoughts :

dominaté oﬁge s conecnousness One player‘ descnbed how the possabie became real and B

'S

’?

’

/ suppoée thef when./ knew that / had to take this guy, | /ust to myse/f I'd i
- *even say to myself, "Ok, Dave, here we go, now you know what to dq.” And-in,
] guess in, your mind yw' ve got icture of, what you want. to do is you want
- "to get the- ‘the guy, and hofd on, and-get a good grip, and keep
pumping away. And [’ve got al avision, a mental picture inside, of me
grabbing the guy, and /ust my arm going like a p/ston type of th/ ng. And you

know that forehand : , ; . .
_ This vislon is ‘first. enenced only as a possibility. It becomes real as it is

) P

malntamed in pne s mind nd dominates one’'s conscnousness When it ex:sts only in the '

back of one 'S mmd it is not as likely to become real. But when |t comes to. the 'front’ of

one' $ mind, i.e., is consc:ously mtended and when it stays there elther as an mtentlon or

as an expectat»on there is a great chance that this possibility will become real The

possnbnhty can becohe so vuvnd and real in the play,er 's mind-that it blmds and biases his -

' perceptlon of. reahty. When thvs occurs the person reacts to the possnblhty as opposed to

the reality Thls is a prejudlce, and‘as slmnlar to the concept of Iabellmg dlscussed earller _

"Wlth both labets and. prejudlces the player responds to thoughts and feellngs as they exist

<. in his mmd rather thah as they exist in the lived \Norld

. the body comact and the confiict w;th other teams.

~ A Lo '

'e

N Summary: The Game -

Fxghts in hockey are expenenced as, par’t of the game of hockey Players derive

| ameanmg and mterpret their lived experlencé frpm within this context. Since f:ghts are 'part

,!,

of the game’, the ewments of fights, as well as the specific events leading up to them are

experlenced from within this context Certain elements of the game |mpacf on this

' experlence-among those general ones were the concentration that: oceurs in the game, the

“altered rules and norms of the gartie (both Wml and mformal) the feehng of the game
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More apecifnc game elemerﬂs include the mtnrmdatnon and frustration often
| pt-esent lntnmudatnon is mstrumentally valuable because it puts players ‘off their stride’.
takes their concentratoon from the game, and it causes them to hesitate and/or to play
- with decreased desire. lg?tayers who are intmudated generally don t play as well as they :
, might otherwrse "l '
Players intimidate others both by words and deeds They do this by trying to instill
fear into the opposmon Thus may- be fear of pam injury, humlluatlon and/or »
embarassment. Fear is mstmed because players expect action from others that will harm‘

-them, Th:s harm may be either physical or psychologncal When ] player axpects this, “he

fears it will come to pess Fear. resuits from the way he antlcnpates and perceives the '
behavuor of others it is not a Quantifiable. enttty available for objective perception.
) To be intimidated is frustrating Players want to act, but fear the retaliations that |
may r“é&ult so they don’ t The intimidated person is thus thwarted from achieving hus
desnres Thrs thwarting of one' s mtentnons is associated wuth frustratuon With iritimidation,
however, it is a player's own fear that hinders him, not fatlgue or the physical behavior of
others. Since ott19rs are perceived as being the cause of this fear, they are blamed .for the
frustration that results from it. |
- The person who is intimidat‘ing others experiences~a feeling of supe;iority and
e conﬂdence in himself and hns abilities. OTers are intimidated by him, and gwe him freedom -
*on the ice. He rnay not be hindered physically as much durmg the game. He recognizes that
this rgsults from his own mtumudatnng actlons, and feels confudent and superior in hns abuluty
to ‘handle things.' 0 )
. - The game of h‘b\t:key provides an environment where fnghts exlst Players are
‘laware of this and experience this as an awareness that fights are possrble ‘This awareness
exists 'in the back of your mind’ while playmg the game of ‘hockey, as well as peruodlcauy
for. several days or more'before the actual game, durlng the dressmg room prior to the
game, between shnfts’ on the uce, etc. Specific sntuatnonal and mdwndual factors affect this

awareness Some players may be more dusposed to this awareness, those that Iook for,

ﬁghts for example Rough, tough games or games where players are trymg to mtlmndate
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as well as a rnore generql state of p‘hysiologic&l arousal thet occurs~automatically with
“these thoughts Normally this possib;luty isn't explicated in one's consciousness but exists

in ‘the back- of one's mmd@ u this aWareness mcreases the detalbs and |magery

‘ involved frianifest themselves

87 -
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is_as this awareness is mede conscious and attended to
for period of,mme that the po!slble becomes real. ~Th|s possubuhty is dnfferent from the'
real only in that one exlsts in the player's mnnd while the other exists in the lived world

These game elements were described in some detail-with the intent of clanfymg

'"end explicating them 80 thelr affect op the experuence of fnghtnng in hockey will be .

recognized .These are obviously not all the elements of the game of hockey that influence

- and impact on the expenence of fightmg but they represent those factors that seemed‘ '

most promunant from discussions with the subjects of this study Undoubtedly more

factors will become clarified durlng the remammg analysis. Havmg concluded thns general

' "descrlptnon 'of some of the influences of the game of hockey on flghtlng the next task is .

to descrube c¢hronologically the events Ieadmg up to a fight in hockey and how these afe _

experienced. o .

;
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. o . VII. EVENTS LEADING UP 'I_‘P_’é FIGHT
| | Thns section will create an understanding of the events Ieading up to a fight as they
are typically experlenced by those angaged in them. The typical events a player would
normally expecience as he begins to 'get into’ a fight wull be described. But as one player‘
noted: "Not all Iights break out that way”, implying that there are times when this typical
pattern of events is df:(q%ted or occurs dlfferently In such instances a fight oceurs
‘atypically’, in which case an understandlng of the q!mcal events wuil iluminate how and
¢ ' why these atyplcal events might take place, and héw they might be experienced. The
followung discussion is mtended to descrlbe theee typucal patterns .of ever\ts. .and where
appropnate the atyp#cal patterns of events, in order to understand both better The
discussion will proceed in a chronological manner from the events in 8 game whuch make

, A

fights a possnbuhty through to the events which- maké them areality.

A. Provocations

A cheap shot... all the time, a/most Oh yeah,... its ususlly a cheap shot. L/ke -
if a guy has been running around and hitting a /ot of your team-mates and
then he comes and hits you, and gives'you the cheap shot, then you're ready...
you know...”0.K., he’s been doing this to everyone on the team.” Most th/ngs
are instigated by a cheap shot, whether its at the beg/nmng of agame. If &
guy gives you a cheap shot, say a high stick to the head,... then you're gonna
remember that. You'll hit him hard into the boards, and then - you’l/ come
off... and you'll be looking and maybe something will happen. |'ve never

+ . been in a fight just where nothing’ s happened... where there wasn't
© < something that led upto it. '

Whe‘n asked whgt is the cause of‘ figﬁts, one player responded with the above
comment. .This r‘espohse is not unique, the. majority of players interviewed in- this study
have made similar comments: Cheap shots which occur before the fight are used tén
expiain aﬁd make sense of the f'ight" itself. Cheap shc § are seen as prcvccatio'ns, and

/ &rdvocatlons are seen as and act as causes of a fnght in the' eyes of hockey players. A ’
.central and essentlal part of the expenence of fighting in hockey is the provoking mcudent
(Also known as: cheap shot, takmg hbertves sticking him and runmng him). The term

pro,yocatuon is.a label | have supplnLed to categornze and describe this phenomena. quhts

o e rarely oceur apart and dlsccnnected from these types of preceeding events.

Sl - . Cheap shots make ﬂghts posslble They expand the player's awer eness °f the . -
posslbmty cf a fught They oceur. ‘within th@ 93"‘9 3"‘" ““’"V lead from the game and into

. - » P
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_afight. If someone takes a cheep shot at a player, then the player bacomes more aware of
tt‘%é"’possibility that this player might want to fight him. His attention begins to shift from the
BN game. He begms to think about a posstble flght He is no longer totally |mmersed in the
. game, but |s partly - “in’ the game and partly ‘in' 8 'mental fight', It is possible to draw

someone from the game into a ftght by provokmg htm An illustratten of.how cheap shots

“

lead into fights is provided by the following comment. ' .

'/ was stendlng in front o} the net waitmg, I think the puck was at the pomt '

and | was waiting for a def/ection, and the guy cross-checked me down from

behind, hit me pretty hard. The puck.went into-the-corner, so /- got-up, and
that's-when-1;-you-know, 1'd-had a*r.w;::fts'17»‘~1:onfrmm'at/m7xrwrt/1*t1'n‘rguy—sz>—“‘“‘“1
that's when ! decided thet I'd do someth/ng about it and | hit him hard in

the corner... -

The above situation involved a cross-check, which the_player peérceived to be a
cheap.:hot He had alréady had a couple of 'confrontations li.e., provocations) with this
‘guy', and hence was alerted to and aware of the possnb\hty of a fight. This provocation led
_ to econfrontatten in the corner, where a fight resulted. The pOSSIblllty of a fight was on
- this player's ‘mind. He wes conscleusly aware of this possibility because of the pravious
3 cheap shots that he had received. . o |
: ~ There are however, as noted “some fights that don’t-applar to heginacbording to
this pattern This'- may not be because the fight started dlfferently but because the
observer fanled to notuce the cheap ,shot(s) that inevitably did occur The players aren't
always aware of what starts fights, even the ones they get into.

There are severel reasons for this. Provocatlons |Ik8 most behavuor in hockey, are
social events that are subjectively interpreted. They have a certain meanmg to them which
varies based on the subjective stance of the person invoived. It is how this béhavnor is
' subjectwely percetved rather than objectively percen.red'l that is most mfluentnql in
whether it is labelled a cheap shot' The following sectton wujl briefly dnscuss how chea%

~

: shots\are perceived and thereafter the characteristics of these behaviors. . gt?

. One general dehmlter of a cheap shot is that it cant be a Iegal hit. Playersd’ e

expected to be toue\ough to take hits within the rules no matter how hard these |ts
) . %

&6

7‘ hat's why hockey is such a weird game. You can.get into a f/ght, and then
next shift you can hit a guy as hard as you can into the boards, and he'll fall
down, but he won't even th/nk anything of it, because it was legal, or it was

are. -

;/(

-
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within (he rules of the game. - | - '
- This nllustrate the altered norms that create the meanmgs and understandmgs of behavior
as lived by hockey players. The expectatton that hockey players be tough enough to 'take
|t is one of the hallmarks of hockey (Vaz 1982 ch 4) Thus norm prescribes that Iegalk
hlts (W|th|n the rules), no matter how hard they are. even. tf players. get hurt or lﬂjUF.d

3 must be accepted without an unusual response. “‘ '

[

Like if a guy hits me rea/ly ha(d or somethlng, then, like it | feel it, I'l] /ust
get up and try to keep gomg Bﬁu.t if itsdirty or something...

The unfinished thought is thati¥ the it is dirty it is 3 cheap- shot, and than e T ety

do somethmg about it. Body contact and hits wcthm the rules are ,ustlfled by those rules, .
while behavior OUtSIdB these rules is open to a more subjective mtefpretatnon Durty (l ..,
nllegal) plays, such as stnckmg players (ullegally spearmg or poking players with the blade
of the q\tlck) ‘running’ players (takmg too many steps or 'runs’ at a player ‘before body
checkmg hum) 'back stabbing’ players (slashmg, hooking or cross checking from behmd)

jor other dirty tactncs that run the whole gamut of mfractuons in the rule book (and some
outside the rules). are most often perceived as provoking. The reason that all ifegal
behavier. isn't perceived ti_\'tis way has ‘been discussed by Vaz.(1982,' ch. 5) He noted that
some rule violation is considered inevitable in hockey. The informal ruies allow for 'and
_even prescribe a certain degree of ilegal behavior not allowed by the formal rules. Many - .
cheap stiets are' accepted—not condoned or liked, but aecepted——according to thess
informal rules. The more severe behaviors that are not appropriate even by these informal
ruiei are almost always percelved as provoking.

" Itisnot the overt behavnor that causes it to be labelled as a provocatnon but rather
the affect thns behavior has on the mdnvudual and hns response to it. For example, slashing
is a commqn part of the game that the informal rules generally prescnbe as ‘part’ of the
game’. But a slash by a'goalie that results in serious injury is mterpreted dif ferantly.

| was skating in front of therﬁ’l’ one time, and all of 8 sudden the goalie st/cl(

came up and hit me right In the face. Well | was knocked unconscious for a

couple of seconds, and it ripped my nostril almost completely off. Like

whose to say i1 this goalie did it on purpose or not?
This incident resulted in a fnght This behavior was cons:dered inappropriate, because of

the pain and injury ihcurred, regardless of the circumstances or intentions involved.
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Some behavior may be seen as provok‘ing even though it does not involve any
physical contact between the apponents. This takas the form of 'verbal shots’ rather than
‘physical shots's Referred to. as 'yapping' or mouthing off, this behavior is sometimes

ignored, sometimes responded to with similar verbal abuse, and occasionally leads to

. ,‘

It was in the pl/ayoffs eh, and | took a penalty, and | was skating by, and he
star(ed going "Ha ha, way to go loser. Take out the golf clubs...” and / /ust
turned around and pusimed him-and seid “come on!" you know... -

/

. tmumcbal_p:ovokmg may occur m combmatuon—w:th physlcal acts, or separately Either
: mey ioad to. a fight. Physical abuse is an attempt to reduce one s physueal performance or

stature on the ice, by maknng the person mtimndated Verbal abuse is aumed at decreasmg

one's psychologlcal stature or performance i.e., at decreasing one's projected |mage or

reputation. it may also be dmowards reducing the team image or reputation.

A further type of provocation results from one's way of actnng, through one‘s
way of 'oeing' in the world. In this case no specific or obvious act can be isolated as a
chesp. shot or a provoking incident. The perSon s whole demeanor and bearlng is |

mterlaced with subtle behavior whnch are unterpreted by others as hostile .and -

antagomstlc Looknng a guy right in the eyes or 'staring him down can be one subtle type B

of behavior that mught be percewed as a provocetlon One player dnscussed startnng at an

)

opponent, andcommented _—— ‘ ’ o »
Well, your talung a chance, because a lot of guys will take that as an
"all right you want to go?” Like “you want lo go?” drop their gloves and...
Pleyers rete what is acceptable based on what they and thelr peers gwe and take.

Fanmees is a socially determined phenomena What the group defines as faur is what they’ II

, accept wrthout retalnatuon As Vaz (1982) clearly points out, the mformal!y defnned norms

‘ ‘groupnorms

-

'usualty do not correspond closely to the formally sanctioned rules of the game (Vaz

1982, ch. 5). For example, hooknng is often accepted as 'part of the game’, whereas
but-ending is usuauy not acceptable. 'yet both are illegal according to the formal rules of A

the geme Players define thelr sub;ectlve mdwndual limits within the boundaries of these
N

(YN

Desplte the existence of formal and infofrnal norms, the influence of the individuali

in determining how these’acts are perceived is greatest. Individual characteristics include a °
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verlety<of factors. One of these is &he arousal level players are experisncing. S

\ :
When you play hockey you're in a very highly aroused state, in a lot of
circumstances. It varids... It constantly changes, especially when somebody
Sticks you. You just... anger Is your first reaction.

The intense and emotionally arousing nature of the gsme hes been discussed

previously. Players get very excited and in this state they perceaive the behevuor &f others

differently. Behavior that would normally be ignored is now percewed as if |t were ah

uncalled for” provocation. When players are axcited, they act more spontaneously. They '

think lese, mﬂreact more. This reaction-is the resutt of their exclted‘state. and does notmf

. result from "the actions of the oppcnent Players who: bccome eroused react autommcally

when mterpretmg the behavior of others and within the hockey context thls means that

these behaviors are generally percelved as provokmg

And you're already s0 pumped up, cause you're losing the game and
everything, and you're tryihg so hard that when they take that extra /iberty to
give you the s/ash back...then its automatically, its /ust right away...
Certain periods of a game may be partuculenly excmng or. muslng, as in the above case
where a player's team was losing. This player was trymg extra hard as a result of this
S|tuat|on and the cheap shot was percelved as uncailed for.
One player noted that the arpusmg nature of a flght may predlspose pllyers to.

react to subsequent behawor asif it was provoking.

’

He gets into a fight, and then... fights one guy, and then It the fight's over,
he gets up, everythi g sall r/ght But then somebody on the other team calls
him a name, "Oh yeah, Turnbulf you stupid geek!”, tries to get on his case..
He's already frustrated, he’s already had a fight so. he’s in that type ol mood
where you know, bang anything else 0. K lets gol”.

Having just been involved in one fight, a player wull still be mtense and emotionally aroused

Further provocatlons even if only verbal while already in such a mood, mey be percewed .

2

as provoklng .

When a player is fatlgued from a long shlft he may also mterpret the behavior of

- . "\
the sjy/t and someone gives you a che, ) 'shot, and’

re trying to get off, you knaw it frustrates
end of the shift. _ '\

the actions of othe are more of a hindrance, enl:l sre more frustrating.

V%e;l t:re/d

V4

W
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* Because players are fatigued, provocations detract from their game more than when they

L ‘ ars’ fresh end ettong end‘"éfpeble of ignoring these hindrances. Because they-hinder
| plsyers more, they are seen eﬁ* provoking. . S

Most pleyere cheap ebot others occasionally, but most also recognize that they:

don t have to. Thev know they are not a necessary unavondable pert of the game. Because

of this, when pleyers receive s oheep shot, they believe it was intentional. A player's

~ knowledge thst they are avoidable, based on his own experiences. influsnces how he

reacts to them. As noted, if a cheap shot is intentional, it indicates that one pleyer doesn't

reepeot the other. He isn 't giving him the room (freedom) that is mquured Some pleyers

/edopt an ettltude 8o that ell potentlally provoking acts are perceuved as chup ehots This

occurs regardiess of thenr subjective feelmgs at the time, or the situational mfluences of

thegeme

«..0nce anybod )/ ever does anything back he’s bang, his g/oves are off within
two seconds | that, or In two tenths of a second, cause once you retaliate -
towards... there's certaln guys you know, you retaliate towards him you're in
a flght beceuse Its automatic,.its autorggptic, ...

Cheep shots may be mtentuonal acgidental, and/or automatic for the players who
do them. If they are intentional, the intent is usually to intimidate the other. person(s) When
they are autorhatic they likely refiect the player's frustrations from.the game, and/or the

' mtenenty of the oeme itself, Acc:dentel ones occur due to the nature of the game. The high
speeds, the body contact, the presence of sticks, etc., all produce an environment where
accidental coliisions ocow' frequently. Not all,cheap shots are intentional put, ae‘noted»
above, the intentionality ien't as irrtportant as the severity of the provocation. ’

Not all chesp shots can be attributed to the fast‘p‘aoe of the game, the body
contact, and/or the frustrations players experieooe Some are clearly intentional. This
sectnon wiiiduscuss n greater detail the mtentnonal cheap shot, more specifically a kmd of
cheep shottl'let pteyers often refer to as 'taKing liberties'. Takmg liberties refers to taking
edventage of other pleyers i.e., htttlng them more than is requared A varlety of types of

_ beheviors may. be used to: teke llbertles with others The key is that these behaviors are
L performed more mtenseiy or_frequently thén is necessary Some illustrations will help
ilhmmtethas sl . ‘ ‘ - .

Ok, he'll hit somebody into the boards, and he’s the type of gby who always



¥

~1‘ o : %, o

;4_ g Qo ‘ . v R

. a . ; 3 ! ; s

3 alittle extra, gets thot ll'(lo extra spot as he's skmng owoy. slash in the
onklos or whatéever. -

W”

{é

This comment descrlbos splayer who was woll known and feared for his touchnou and

fighting skills. His roputatuon‘,lono was onougn to intirmidate most playora They' would :
hesitate when playing him, and seldom provokod mm Dupm this, he continucd to ‘slways

get that littie extra shot’. S v |

. a '

Nace-offs I'd stick Him. But when I, like | never resily hit him

Jilegally, but when | saw him and -1 could hit him cleanly | put a little bit
more intb it.. :

. Thig player aiso refers to tsking lierties. The playor he deséfibes was obviouoty
. 44rmdatod by him, yet he contf?uod to 'stick him’ and to put a little bit more into it’ whon
\3 could. This involved puﬁmg a Iittla bit more than he norrnally would and a little bit more
than ha needed wo mto has hlts He didnot need to put as much into: these huts as he did’
bocauso th? ﬂayer was already mt;m:d:ated and fearful of hnm

fikmg hbertnes umbhos the exnstence of a fooling of dommanco towardt the
Opponent Whan memar@e ,us establnshed or an intimidating rolattonshnp exists, pllyors

feel free from the retahtftonq of tha opponant A player takes«,llbertles becauso he knqws_ :

i

he won 't be ratalnatéd agmnst

» . '
4 ) % & v [ ;
Vel. r . Py
Yetike you :wmw Iﬂg itst its klnd of /ike you back down, and z/; got &
' . little bit bf’anaadval;tagq f}am /t They can fqa[ that thay can take more
//bemeson,ywr team. ‘- o

Libertnes aro ttken npt 'to cra,ate a quhng of m‘imudatnon in the other porson but bocauco,‘
there already existq'thlqk\ fgehng of mtnmndat:ﬁ‘l The \Zi{ustonca of thns foohng motnvatos
players fo cheap shot,tholr opponents moro When a player kriows he won 't be rotllutod
‘against, “he' has morq#reedom and he usos this to con i

to provoke hus opponent. |
Initially provocatnons ére done to |nt|m|date others. But onca someone is mﬂm.datod thoso(
are continued un 'order to mamtam thas rolatuonshsp of dominance. The sbove quoto makcs
this clear by what |su sand next: '”...the thing to do 7/; to try not. to let. thom uko my
Ilberiges wlth you 4 Players "try not to let their opponents take Inbortm by roulmmg
back and trymg tq show that they won 't back down They know that even if they do back ‘
down or hosutate, or gnve the other player(s) or tesm more fresdom, the chesp shots l’. .
gounq to continue. In fact, they might even increase. ‘Some oppononts keep ' ragging mm ”
‘even after a player has backod off and given ﬂ%m 8ll the room and freodom thv need. F\
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| ) .’ ois becguse beckmg down does not. usually ceuse the cheap shots to stop that players feal

they must stand up fo’pthemselves at all ttmes They don t want to get run out of the rlnk
; o R | .
/ Whlch will be the result if these don't: cease L

There |§ a °tendency for\players to cheap shot others more than usual when tW

e o‘On t expect a refahatnon Some\playerf who wouldn t nbrmally provoke others do so

¢ ‘
when retallatlons are unllkely One sltuatlon where thls may occur frequently is when the \.J
', referees are close byi o ST '

- ’ : . . o ' . AR

o L G T here s a /ot of that you glve the guy a shot and : he g/ves you . a shot back
e some guys will do t/rat cause. the /mesmenw bethere

The lmplucetlon is thet because the referees ‘are there to stop flghts from occurrlng
\ playfrs are secure from retal;etlons when they are“close Because players feel safe they
- aren t hlndered or mtlmlt:lated by a feerof\gettlng hurt They may take more runs at cfthers

I o . Vom

i because of this leck of fear R Co Ty A.(:
. ’t ‘ " dn summary, there\ ls an'lple prdof that pr<Vocatnons are a percelved cause of.

g flghtnng in hockey, and that players experuence these often when playmg the game Players ‘,“ N
o oonslstently reported that the cause of a ?lght w%s percenved to be acts of other p jyers '
S '” ..A~ /

Rerely d|d they openly admll i :ol' dlSCUSS them own part m the lmtlatuon of a@ight ‘except

T as the person ‘who sto

ot

.vup when he™ wes wronged or treated unfalrly Because .
k provokmplncldents are fret:uent and becau#e these often result in flghts flghts and
4/ \' ‘ potentlal fight sltuatlons prowde a pervasuve underlymg éurrent td‘“‘lhe game How players '
S perceme and respond to these provokmo lnclclents is mfluenced by the norrh‘s of hockey
and the subjectn)? stete of the mdnv‘ldual These norms are constantly changmg and
daptiry
provop "non pre m‘a constant statetof flux 2‘he varlety of factors whuch’ lnfluences how »/“ ,

Thls is. also true for m/e\’players-»-—thelr perceptlons oh what |s and what is not a

o the lndmdUal mternallzes these norms has already been Qscussed Amoﬁg these are the B
: formel rules egannst flghtmg, the mtenslty level and roughness of the gatne and the
dlprSltlon or méod that the |hdn,wduel brmgs to the: game tor develops whlle lh the gamel
A Beceuse of these?lt is not.poserb%e togob ;ectnvely deflne whet.a cheap shot is. Rather thrs |
T _." G sectlon has anempted to sub;ectrvely ‘descrlbe how these are ekpernenced bya%ckey Sl

pleyers endhowtheseleaduptofughts e e M T
T y 7 A s 2 . \3\" : S T ”vi\_‘ ‘*%‘



) , occurrlng due to mstmct Players describe |t thls way because they are not conscnously Ee
. »‘ .

N _Thls# reSponse has been descrlbed by several players as a natural response or as'

reac

..and so meanwh//e this guy is about to fight me, and | had /ust got hlt, and
at that t/me I just.. yo«< know / was steaming. |'d had enough.

Although fights often appear to happen ~mstantaneously, a closer exemlnatlon

reveals that- players expenence a sequence of generally recognlzable events whlch oCcur .

' between the provccatnon and the hght Chronologncally the .eltt event after ] provocatlon

'm this sequence of events is the experlence of reachmg a I|'

these lrrmts as they are |lVBd during flghtlng in hockey o \1 AR

o _Say 'He went past the Iumnts of what 1 decnded was acceptable behavnor" Most players

dnscussed thls lnmut in‘terms. of\a feehng that the opponent s behawor was mappropnate or ‘

-

‘t’ Thls sectnon‘ will examnne C

Lumuts are not somethmg all pleyers are conscious of in the sense of bennb eble tpb /

N
A /ﬁ’unacceptable A typncal comrnent would be that He had no rlght to be stlckmg h|s glove in:
v,my f:je Thns feelmg became [Te) strong ‘that it motlvated them to do sornethlng The llmlt .

d thns dec:ston to do somethmg about it was often expernenced subconsclously ‘

-That rs the response happens w:thout the player having to conscnously declde that. the‘ g

player responded unconsc:ously, these usually appear to be nnstantaneeus decnslons A

player recewes a cheap ehot an }way he g@m back Thns happ'?s without

thmkmg ms the followmg comment makes clear
\* ‘ : " vv. ’*‘ e B c ': . : ',\ . ; § g
.:You're in the boards, you don't even know who /t\/s, you hit him, and thén |

he slashes yow, and then all of a sudden you're in the flght but you never
. reaﬁgzed it was the b/ggest guy on thelr teem, or whatever "

B. lel‘ts ) , Coe ! v B . D

: provocatuon was lnappr‘oprlate Whether the limit is reached conscnously or whether the :

. V"aware @f the decnsuon-makang process mvolved - They \perlence this decnslon as &n :

4

‘ ".' B Prewously rt was noted that some behavuor is seen as provcknng and other

)

mstmctwe reactlon It happens suddertly and wuthout eny consclous volltlon and because o

“of thls they belueve that lt happens mstmctlvely\or naturally f_ o j'

124

.'r a

behavuor |s not even when the appearance of the behavnor is the same to(st ob]ectnve

observer The defmmg or labellmg of provokmg acts rests totally on the nndlvndual who "‘

~
denVes these meamngs from wrthln the context of hss expenences wuthon hu 8.

Players have vastly dufferent hm:ts to what they ll take wnthout responqu Some are

.k‘

-

V

hd

-
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reedy~te flght -all the time, i.e., the person who is looking for an excuse to flght ‘This

! pleyer sets “his limits 80 low that eVen a dnrty look V|s a. sufflouent reason to flght Others ;

2 sseem able or willing’ to put up woth more cheap shots than most wlthout respondmg These

p;ayers “llkely to be the ones ‘who will allow themselves to be lntlmldated They are
rare however The majornty of players who reach thelr Imt “will respond |n some way.
There are not- very many pk’yers who will - take cheap shots all mght long and not do

somethnng about them 2 Son’le quotes wnll help allummate thls Ilm:t

.‘- y
I

and that efenceman always glves you & shot in the enk/e when you try a"'d
break ar him, we/ 1 by about the flfth time thet he giveb you.....

wnll put yp wnth -4, S
o : . ST y
. So there was a// of a sudden th/ngW, 8fter the face-of f, /ust cross-che&k/ng
me, not even pay/ng attentidn.to the play. at all, just skating.after me and
cross:checking me in the side of the arm.Wel/ by the third time / klnd of get

' theidea and turn. araund and lts, just happens / Ike that... v

Thns example mvolved a sltuetlon where one player was obvnously and untenttonally trymg

to provoke the opponent The opponent was not wullmg to put up wuth very much Hus- '

l

Y lnmnts were Iower in thls sltuatlon than i m the flrst example T ‘_ L ‘:
Weﬁ» /s ‘guy who’s, he a b/g guy but, he wasn't that, .. he wasn't that
eggr ive. But every 4 "d-come at him he'd put his st/ck up, and ! guess B
1 just se/d it. wes eno o we. dropped our gloves , . :

Thls saylng its enough mducates what the llved expenence of reachmg a l|m|t aS/ lake A

, player decldes he has taken enough cheap shots, and that he ns,, not gonng to put up wnth :
: o any more wnthout domg somethmg Thns player declded he’ had taken enough hlgh sticks,

hnd when hls limit was reaohes he responded by flghtmg the opponent A Ilmlt ns.y_'.' ‘
p

expenenced as a declslon to somethnng When one g/llmlt is reached one n’o‘ longer }

passuve‘l‘y accepts or- takes the actlons of- others dnrected at tﬁEm A player has had _ .

enough %nd wants to do SOmethlng to stop these provocatlons © { e E A

For 8 whlle the ennoymg nature of provooatlons may be accepted wnth no

response but °es the tensuon buurds up so does the player s deslre to retahate The tﬁs:oh:

I

. .-....-.-.m-...

 ¥This is g:;epported whan it is noted that even lf players are mtlm:dated and ¥ T
hesitant, y -desire to act. Although “intimidated by fear ‘into, not - -acting, their
~limit has been reached, and they want to respond. They dont because thenr
fear ls etronqe: than their. desare to: act. o B

-



exists mmally in the back of one's mind. It mught be localized as en enger towerde one “

’ specuflc player or it might be a general anger or arousal. It builds up elowly or duickly as
. -more provokrng incidents occur untnl the desure to do somethmg dommetes one ]

attention. At f“et players ere often not eware of thus When he realizes that these cheep

shots are not gomg to stop unless he puts a stop to thqrn he will.be on. the brrnk of ecting o

When he receives a. partrcularly severe cheap shot he will hkely respond.

Limits imply that players can do something about the be%e:nor of others. This is -
f

valudated by comments that refer to the seif-polrcmg nature o

e geme If there were -

- ho recourse to respondmg to the behavior of others. |f it had no apperent reeults or hrd -

. deleterrouss results, these responses would not be forﬁtcomrng ln unuversrty (vs junior) |
hockey, the ﬁmrts to what players accept wcthout netalnatmg ere generally hugher due to

the more severe penalt:es for flghtlng rn umversrty hockeyt If. the penaltres were even f‘:r

hlgher the Iumlts to what people accept woul ROk hly rncrease ecpordmgly :
: 3 .

: hrs llmlts due to the mood he is.in befOr or dunng a partlcul.ar game.
: - f‘ * : : o
)
' he /ust took too many things a// at once. Maybe hl; wi Ie or somethi, ng, or he
wasnt getting-along with his brother, or. e phoned his mom, earlier on.in..
- the day. And he just said, “"We/l today, /'m golng to go out, and 1’m not going
- to take anything from anybody. And |’ going to gq out and play this game,
, dnd, it anybody g/ves me one sort of...one taste a// we/ / they re go/ngv
”J'ém, ‘m.gn

»

: Thrs player mrgh ‘“pre-set his _limits to whet he‘would take because of- has mood Amnety

) vof factors both within and e){ternal to the: geme oan effect this sub 1ect|ve determmatuon

Cheap shots often cause pam for the pleyer recelvmg them When this. heppens ‘

(ng to-give it rlght.{a(:k v =

- players report that mvanably thesr hmrt l$ reached end they want to respond ‘Pain often' .

- ~ leads to anger Players get mad when exp‘bsed to thmgs pamful to them. Pain ‘causes the N

. ’apparentlp similar i P ;ﬁbjectively) provocatron thet causes pain for the reciplent Js not..
Pam as Buytendu gk (396 1 notes creatés a desrre to abandon one s body to the pem (p
26). This desnre o’ wrthdraw from the source of the pelntus eimrler to the expernence of

?reachmg one s limit. When one's hmut has been reached one desnree to wrthdrew from the

-
- . “ tl . ¢ d
“ o~ . ’ to S

U limit to be‘reached sooner A provocatnon that causes no: pam mey be |gnored but en
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annoying provocations and'make them - stop Players know that they won't stop of their

own accord and that they must make them stop. They usually do this by retaliating bar.k

Y

There are times when thls limit: mlght be cogmtlvely determuned as opposed ‘to

sbout the exg bected behavuor of others. They may sbggest for example, that cheap shots

from a playeranh 8 reputetlon
that these noxious stimuli will /¢

present, eo‘me pleyers conscid'

st hlstory) of mtlmldetlng behavuor wnll-contlnue,

A reeched in expectatlon of. comnued cheep shots. One player explanr'
- %
' 0

thus case, the player is trying to create an lmage of” hlmself that shows that h

o
any cheep shots from others To do this he retallates immediately. He doesn t want to take ~

~ . . he |entgoln9to 'take’ it wnthout retaliating. & o K 2 ,f_?j';a

| You're g ing to have to lHve wlgr him constant/y raggmg on you, and.giving
you /ittl here, /it

cheap shots there. But when he gives you a
/ then i % n around-and give him one right back, ...then he's
a/. 7

And ‘he mi’g" t even “do 1t’again, piSthen if. you doit....hit him again, or

* retaliate again, then you knibw, eventua{ly he’s going to get the gist of the

mattec, and just go, "OK, he's t00 much o%hassle to élay w:th anymore I'm

gaing to pick on.somebody else “ o

Some set thelr |ll'ﬂlts $0 they respond lmmedlately to provocatlons fro other

and

‘ gtop unless some acnon is taken.. Wlth this norm

id that to him, and he dogsn't take it. as easily.” .

.&m

on t take

. enythmg, and g wants others to know thls He commumcates thus aby showing how his

/r limits are‘zet Another pleyer descrlbed thls as settlng the tone

respohses, trynng to reslst thus deenre to respond Wlthout thmknng B 5

' and soyou
- you don't stray f'rom itright awey, you trynotto

@t

\.

-

Another situation’ i,s irhere maybe a guy tr/es to take advantage of you, .. 50

you come Fight back at him just ttojet the tone, "Look, you know ["fn.not one )to

bemessed~w1th “ /‘« \ LN
. Ny

‘» ’

. -

You.can say to yourself.ag much as.youyant thet, *| can't teke 8 penalty, |

cen‘t take & penaity, | can’t take a penalty™, but al! of a suddan s guy .runs you,
fe %ter on in the game you run him bec(r type ’(7ol thlng. ‘Maybe.

durmg a geme ina tense sltuatlon where they had recenved some cheap shots they would»

experlentlally determined. The norms that define how to respond also contain mformatlon "

choose to respond before their experuentlal llmlt |sv

Thua pleyer suggests that at tnmes he responds mRtednately m order ‘;‘:omm"' mcate that

)

Further evudence for the exustence of these decisions’ comes from players who |

s reported that they would somettmes try to lncréase thd r llmrts to what they woul¢ take '

try r)ot to respohd automatncelly to these They reported trymg to control thesef :



' ~and/ or penalty may ;eopardlze th&teem 8 'phepces In this caqe d

) are aware of these satuattonal factors and their 3

ought. to rgggand to,provocations within these"

“

. s - ' oL h
a s . e ST .

This player is descrlblng ert example of this, He. m,ay try to resist the lnltlel urqe or deelre to

;retaltate, and is occasronelly'successful But later on he might play the pereon extre hard

or run him because of this earller ﬁcldent in the short term pleyere ] le to alter their . -

L responses, but o longer perlod their more habitual responeee domlnete The efl‘ort

requured to overeome this desire to retalnete automzcelly i9 worth noting This: tlluetretes
the extent to Wthh the norm, of retalnatuon has bee cuicated by the players. =

At other tnmes, players may want tmdé somethmg. but they cent due to the

cnrcumstances of the game It mlght be a very close geme, or the playoffs._

somethung exnsts in the back of qne's mind" untul a more appropriate ttme wi

. Al'“"'e .

can 'get even In these sut%ons gey adjuet thelr»l W;, ¢

respond slmtlarlytoabove I |

Implled in these’ varlances in limits is ah ave

-- the garpe and on how they .
.' ﬁ .
itla2 nons' They alter thelr' behewor

accordmg Ais Blayer notes: c Lo

There’s certain S/tuat/ons where you can be under control 1i ke y8u have to be
* under contro/ dike in p/ayoff gbme

ThlS player next described a partrcular example of belng in control‘ ‘]nvolved one of the :

o
. blgger guys on the other team roughmg up a teammate. Hls comment ||lustretes how he

.,b—

&

- altered his responSe to the sttuetuon L . . ,.- , l o

¢
‘.?

o =

So / /ust vgmt /mt?rta of give, h/m a shbtﬂAnd .one of the/r smel/er guys
came up. 1o me and .Cross-checkad me across the head, and so |<fust hit’ him
 back, but-| knew / cou/dn"t flght-—/t wes the f/fst perlod Yau /eoperdlze
yourategm : :

'Normally a cross-cQ{k to the head wOuld be a pretty serious provocetton especnally for _ _'

this player who was nown for,pemg a touw“ fearless opponent ﬂBut thts event occurred

. —-—

. ‘ m the fnrst pernod of a umverstty hockey game and ln uni\?erslty hocléey pleyers ere wn

S .t....
4 "6_‘ ’

out of the game for flgh,tmg Bep lt was-n stlll g;le frrst‘perioct' end the fect thi‘t to flght'

in the :urfst‘ipenod and éet thrown b would ;eopardtze his teem thns player coulen’t
e flght' His reactnon was to hlt’ hnm beclt wuth, h|s gloves Qn, end m thue wey not nek ] flghtlnq .

enalty lthb pleyers usually must drop thelr gloves to recelve a flghtlng penelty) Hie llmn
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'vi’hns TS & type of declsion When they accept these values theyl dont accept the .

. fateasa resultj‘.these»valuee

s one shOuldn t ot people get. eway with provoking them 1.3 stresses not only that one 'get

»(’l

was rmhed snd he had’ a desure to do eomethlng but he chose not to flght beceuse of:. -
the olroumetandee ‘Instead he. chose 2 behavior that was less lilgely to Jeopardlze hIS team. - ”:"‘-'f‘ _
[ hu been suggesfed that reechlng a limit inyolves a decision to do somethmg e
These decisions ere occurrlng because mduvaduals don t respond the same ‘Way in slmllar ‘
sltuetiona, nor do e:mllar mdlviduals respond the same wey across 2 variety of sltuatlons‘ "
We ve deecrlbed some of the subj jectwe internal states thst seem to lnfluence thls\ llmlt
snd the dufferdnt in: game sltuetlons that alter- hdw playe. set their llmlts These declsions B
often ooour ln edvane of the ectual behevnor Players ‘sware of the norms and values
which permeate the reallty of hookey Their ‘consclous acceptence of . these norms and .

3

cognltwe knowledge these imply, but rather the experlentlal poss| tgq tﬂey expect to

e

“kor example players are taught the value of toughness ‘l’hey 26 tau%ht to stand up

for thernselves and in these Iearnlng expérlences these decuslons are embodled . =
Ty ; ‘ M » - '
lﬁ”s sort of /Ike In a situation where you can fight. You're sort of schooled to ° :
tholight that you shou/dnt‘gt people get away with it. o | r’ ,

‘Thl's 'schoohng mvglves learmng proper and expected behavaor, not’ thet abstr

theoretleal knowledge this: behavrbr is based upon. Thls applled-schoohng stl‘esses that

thembeck' but elso when snd how one should do thls One s response is alreedy ductated

“through-these leerhlng expenences well before the actual sltuatton occurs. Thus players 'v

appear’ to be and thlnk they are respondlng instinctively or automucally—yet in fact, these 1
»Gre cultqrelly Iesrned responses thst have becom!’automatgc%blts oﬁr tnme )

. . Some pleyere may reaoh a limit ang not be able to act for a long tlme If 1ntense ‘
enough these deslres to. retallate may las’t a long t.lme For: example, one player reported

=Y
carl‘ylng e grudge towerds enother player for a very long period: of tlme The length of .

time seems related to. the seventy of thgcheap shot The. opponent had knocked several‘ o
, of hns teeth oqt O'bwously this pleyer § Iﬁmt was. reaohed and he had a very strong deslre '

'“m g re.talute. but I'{e couldn’ t beceuse he was bemg carned off the ice m 2 very%azed P
s ) condition The desure to retallate was cel;rled in the baok of hls mlhd for ovq ;wo y ears. l

,? - l;"
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f o ‘When the 't;eMs Finally rré;ain after this'long 'oei"od," he expresee.c.l hi¢ continued anger
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and a desire to get even n

- This grudge" carrned for | :o lonq, couldn t have éxisted in this pereon‘e “

.o He mlght not have th0ught abqyt it for weeks or »months But for severel days end weeks
pr"ior 0 this match
-ﬁx"“'- bge YD e

C Responses ‘ o _' - o o S
Wlthm ‘the game of hockey, there are basucally three dnstmct types of responses

avallable to ,players whb have’ reached a lumut after bbung rovoked AThese responses are

. . ,defmed and dlssemmmated through the ocnal norms permeatmg the game. Pleyers adopt

qr reject these responses bas ‘ th mternallzed value systam which js elso cleerly

7

influenced by the values of theey culture These responeﬁ have been labelled as: (1)

o » lgnormg the provocatlon (2) 'backlng down or (3) standlng up There are a varlety of

"behawore that. comprlse the players’ reponses to. provocatloae but most of these can be

. - -
& . . . ~

0

a lgnorlng the Provocation . .

s

r"\w "+ Yeah, well, ,ghey try and h/t the guy back clean/y age/n if a guy does
N something Jike that you can.wait your time, if not that game néxt game, to get -
‘ VRN th/s vy lined up and“vg/ve hima good harg shot. ,

OKe reSponse 'that is adopted by La few - players is to not let oneself become
Jl"ltlﬂ’lldated yet to not retaliate’ back frgm the provocetlone-of others lnsteed they try to.
_ retallate ba k by playlng them aghard as they can within the rules They ere chennellmg

. N ’ L S

uThis was because™the teams were in dnfferent Ieeguee—-thls rernetch was an
exhibition ‘game. -

-#This " information.. ‘comes from ‘word of mouth' of the pleyere end wee

gathered in ‘the Participant Observetlon part of my etudy--no mtervnewe
X drscuseed thrs event

i}

ST . . : i . M, ' . o

had been thmklng back on thls‘heep shot, and about his deelre to PR

4

L4
categonzed intg one cf these three general types. All of tﬂese have been sxamined in thls i

_ . ecl’gue e
"mlnd alt thietime lt wes there but' whemlt wee ?\ot ettended to it was as lf lt didn t exlet |

b4
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_ their energy and desire to ret‘eliete into their pley, by playing h.fd*.r' and with\ more

lnteneity Theee pleyers want to play within the rules, and feel that they can ‘get them back
- without g%mg outside these rules. oL '

-~
»

But | don’t go out of my way to bully somebody-or give them a cheap shot or ‘
any'thing like that. /1.1 can get them clean |'d rather get them that way.~ -,
;

These players tek
they are backing down, or givl‘tbe iﬁﬁprekelon that they are intimidated. Instead thewtry to
vt nfngm but ¥ m not going to be intimidated. I'll fight if |

P }p pro ;ect the right i nmage They don't want to eppear as if

. project an image of '| dpn tw
‘1

have to,’but.| wont be gg

¥ o
-‘jﬂtieﬂrnﬁhf‘ %ie style of pﬁy' wls dibussad éarfier &8 one of the unique ‘games’ that

sorne players had 'made therg{wg m the sectron on roles/:mages

a ﬁqht tp shtbw how tough I am." Few players adopt

Pleyers accomplrsh tht rr style of behavior ontheice, i.e., by playmg as hard

as they can- wnthm the rules“ , 'Qn 't hesrtate, Jhey don't gve the opponent freedom,

| end they don t beck _down m‘m gameor durmg the little skrrmushes and confrontatrons
~ that oﬂgn odcur. Thgy aren\f%ﬁ'lld to fight, but they don’t want to fight. Thus they don’t
.mntiete thmgs outsld%f:: rﬁteis instead they focus and concentrate on playlnqapr game’
Al ‘

and more |ntense|y These players arent trying to develop or

J y.Show they fespond in these srtuatrons Instead they pro ject' their

&nage by thelr style' ) fay ‘Q}x; Their rrhage ‘is develéped and mamtalned through the ,
~ way they play the game and gat*h'bubh how tough they appear durrng confrontatrons and -
' intimidating sutuatnons R ‘; ; ’ L * R N - -
) . w (5 -. . » LN . L *

Illre Johin Tone/// (!e ne\‘/en looks back he just goes, he hits as hafd as

v - enybody and he...roughs guw up, not with punches end stuff, but he just

does it, and then he doesn’t Jook back, but- he puts his head down and he’s

. ~ back into the phy you respéct themn for haw hard thefegrk, and. for how '
T _tough they are, r : S

The comment you respect them for how tough they are refers to hts tough behav:or Jn
the game, outside. of provocatmg srtuatuons ‘This player concluded by notmg "that he
’ doesn t try to start ftghte with players hke this even thouqh he had a reputation for. startmg.
fights He knew these players wouldn’t ﬂght hrm because 'they don’ t have fo'. They feel
they‘ilon t have to flght for the same reason they feel they don't have to play dirty hockey

i A

by retalnatmg back agamst the rulee ' oo | - -



Theee players depuct a security and a conﬂdence in their roles on the ice
RN mdependent of the evaluations of others. They don't feel a need to prove their toughness
by fighting because their confrdence and their image are.derived from internal evaluations
of self worth, not from exterwevaluatrone through others. Their aelf-nrnage is secure and |,
‘not dependent on ‘ reflected appreleel’ Bt bthers. it resrdes within them. Thus they sren't |
threatened byothe possnbility of a fight. end they feel no need to 'prove’ how tough they +

=,» are. They can back dowd with impunity. :
@? : . The above comments :"“"ver Iookm¢ back’ and ‘puts his head down' refer to a
gl phenomena often present in these altercattons called 'the look’ (which will be discussed i in’
;:' , detail later). One player ‘looks’ to assess the-iritent of the opponent (i.e., does he want to

f|ght?) The 'Iook‘ is often seen as a challenge. Players who never look back' do 80
because they don t care what others think, or if others went to fight. They aren't |
threatehed or fearful of this posslbllrty PIQers who ‘put their heads down' are elso

‘ mdtcatlng that thelr mtentlons are focussed on the game. They are showing by this thet

they don t want to, start anythnng Therr |ntent is towards the game, hence they ‘put_their
heads doWn and get back into the play : ‘ : . , _ 2 -

. . v A
f' e . . . . . “
B - . -
. . - :
’

; Becking Down .

4 /n a sense it gives you the phys/ca/ edge, Dbecg se you know, “Wel|, the guy's '
e a chigken shit.” € verybody will st/{:k ‘em, rub him, i team p/ay.s chicken
, shit, well| everybody, “Well we’ve /9701 all. thig freedom,” you knaw,
everybody can start playing dirty of w
get that edge over ateam. = .
L

atever. You just have that. edge, you-

thus doaan t oceur players and spectators wonder 'Why didn’t he retalrate? Why drdn the ‘
get the guy back for that? Why didn’'t he stand up for himself when chellenged? Why did-

he passrvely accept those cheap shots?” By not respondung as expected end defmed by ‘.‘
these norms, sthe player has in effect backed away from the opponent. Not retahettgg end

nat backmg down are both lnterpreted similarly. The angwer to these queetnone eccording

.

to the norms of hockey, is that the player is a chrcken
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u‘# for himaolf and

This does not imply that the player doesn't want to stag

rataliata As ouggomd earlier, playom often have an internal do r§ 10 respond, but the .

fear from intimidstion is wmd‘ and .ovorndos thig desiré. No play(r likes to gat ‘stuck’,

/ or have othora take cheap shots at him. Most playars want to put a étop to this, and most
" realize that tho accoptod way to do thisYp to retaliate and show that they won't passively
accept! tﬁan shots. Players who back down are often dwudad mternally They hava a

desire to retaliate, but are thwarted by the faar of the consequancas
Backing down refers to a way of rospondlng to the provocatrons of others. but it

alao dopréta | atago: or an orien;atnon to how the gama is played. ’As notad“prevuously,

thori 4 uaually s constollatioﬂ{ of behaviora swhich are related’ and comprise a ‘specific

“'role’. This is trua for chucj;ens or"thoso\who back down. Players who back down from
g
provocatlons mjl oftan back down from sltuatnons whore potential pro\iocatnons are Irkely

to occur, or even from tha rough tough huttmg of the game. '

.

- You know. he’ ;gu gh, sO you Just kinQ of ...usual ly it aﬁ‘uy whacks you
. .going to whac im back, that is all there is to it, like.2an ear for an e .
.« of thing. But he'got away with a lot ok§tuff, especially me, because |'was st
ha was probably about 180 and he

‘4

that time probably about 150 pounds |
was 8 pretty bigboy., - o T
A playar i8 lukwy back down fron , challengas and giva others more 'freedom ;

A

than he mlght normally give, but as well his g al play is usually rflore timid. Pl/a_pij who

back down will often. play a: more restrained snd "‘eserved style of hockay They play with
Qbmdonmont énd do not ‘lose thamsalves in the game as mw intimidated.
Thus is ausa their. minds are partually occupaod on. thmgs other than the game itself.
Spacifn this mcludos tho potmtual ‘cheap shots from othars and the possubmty of a
fight that these thoughts lead to. | ' | | '
ﬁyers may respond beforehand to cheap shots They do thus by playlng in such a
way that they rarely exposa themeelves to potenbﬂ provocatnons Skating in the center of
_the Ico and rarély going mto the corners is gne obvlous way. This. form of backmg down
ocoura before playars are provoked to docrnu their chances of bémg provoked,

)i

- /./5 Than there’s the othar players thoy play thei r game, they try not-to.get hit,.

they try to stay in the middle and thluys they’ll yap at guys, but that's the
extent of It - .

/

A"
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One exnmple of this mvolvod a whole team becomlng intimidated u ] ruult of '
their ‘policeman’. receiving 8 severe beating in a fight that occurred at the start of the
game. One player commented on how he feit after this occurred.

y feel like almost | ike, “Oh, no, it' s my turn to get out there type. of
th/ng And you feel so Intimidated, you kpow their teem's so spirited /ike,
“Come on!” and we were /ust like Intlmldmd right as soon as that
' happened. ‘ o
This feeling of ‘intimidation yceused the desire of his whole team 1o be lacking. Players
didn't even want to go on the ice. ‘m alone pley Viqoroush}, or Tetaliste back against all the”
cheap shots they were,getting. They had no Qgire to stand up for themulvn amr Mir
'toughguy lost his fnght . : ! . ' ’
. A venety of behaviorsican be irvolved in backing down. ao']m obvious. and others |
' more stbtle. Even. the subtie behavioral cue's are noticeabls by other players. Severs
‘ -!players reported that they could tell when others would back down even before they ‘Were
, , .. _
_provoked E o ' ST : : \

\',.

P TR

. Ok yeah wel/l | don't know It's not like the whole world “stops and T
" everybody’s watching, it's just somethlng you plck up on. You cantell when \
somebody’s not ga/ng to goor not

. 3 ‘ o . . I A
;g-, The dxpenence of backmg down is very unpleasant for players it ;;( an intnmud&mg : |
expernence that often laads to frustratlon as ‘discuseed earlier. It is AP’O ] hurmlieting
expenence for those” involved. Players may be emblrrused mqppﬁﬂiltod beceuse* of the "
image they have portrayed to back down is to be labened or categorized as s qhncken |
‘n‘e d3:gatory label comes from domg what others negmvely evelulte When these
negatWe evaluations become known to the player, he often expemnces embarrassment.
“One. player descrlbed a potential flght which ‘almost occurred aff the ice,‘end the ruulting

embarrassment he felt from backmg d‘qwn o N .

LN

. % A1 of 8 sudden ke werfted 10 flght me & 'walked away‘yom it, and / sold e

- "No, | have no interest.in fighting you his is ridjculous,” and thinking to . ™.
myself, that rio matter what appens / /I \never dmfm ogaln, because of the -
feelmg/qotfromitandall L _\- .t )

His feelmgs as/h% went on to descnbcs meluded bemg ostrgclz'd from hus -og f

group (and in the process lpsing many of l{u fnends) havmg wﬂdeimalbel of hmulf

thatwmttrue endﬁeelmqverybwy f’ordomwhcthefeltwnhrmm Thoh
e

mgahvefedmgsw&ewbwmmm:pmtfmhewwm«mm.m |
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' lmereeﬂnglv. these feeﬁnge were not preeem right away, but eroee as he beceme twefe g\_
r ‘ of the effel?t of hle behevidr on others, and how they eubuquently rescted to him. ~ .

‘ Sorhe develop & typical patterned reeponee go chesp shots over tnme One player .
eucclnctly described tt\ie petterned reeponee which developed efter one of hie “earliest
juhior glmee, in wﬁich his teafn expcrienced what is literally deecribed as 'being run out of

" the rlnk (wlth s lot of fighte both on end off the m) » ‘e

l guess /t hes a eerloua effect on you 8sa ployer, and it took me a long time to

rn/ln thet, “MHey, I'm 185 pouhds, and I’m pretty stromet they can't
.~ Pretty soon you get 8, | guess a response in ery time
- yau ﬁ/ey e’elng & guy that [ooks, you, know, tough, or tlm chel/eﬂges you and
; S el/l, no way. | don‘t wantm;»rtof this quy.” type of
-thlny I: tekeq you a long time... )

S ‘f'-'*':."'. L .

 Standinglp o ~ . L
. : o - ‘1 \T“" . : S ' * .
“« . ] l wouldn tsay I'm bﬁ' the eggressor, In that, lts more of a.. /ust kind of :
. « defending yoursel!, sticking up for yourself. You've taken enough cheap :
ﬁ*z‘;.; shots and... you have toput an end to /1. -

The final end most ccmmon type of responee towards & che‘qp shot is to reteluete
) beck st the W This beheviﬁ .as soclelly defined as the accepted end expected
. response to cheap shots from others Rlayers are pressured" to respond thts way fromg 3
lerge number of influences within the hoc y ‘culture. These all have the effect of meking i
this, thl moet commcn re@ee to cheap shots. For a hockey plqyer, these are
experienced in terms suctr as etenqu up: for yourself' or gettmg the guy back’.
Provocattone often result in this behevior which can be labelled a ‘retaliation’ 4th through ‘
‘reulietione thet\aleyers are led even closer to the possibility of a fight. When players ' ‘;
by becking down or ugnoring potentill prcvoklng madente ﬁghts are less likely to L 3 |
it \hey reepond by retalwﬁng the possnbullty of a fnght lSecomes gredter o i
oy '.& pleyers e schooled' to the toughneg: pon'h@vhich suggests thaf theg
, genway with ch,ewshdts 'fo% impliu "”-sgnecm does ‘,4 ;
3 ‘ : tnn tc qaewey wmmn suffqm'g thécoqsequence; of thesr actuons ln g
it W‘%?‘?, )oehcksomeone}or rmthem orcheepshotthem wnhoutgetﬂng

m Boﬂnbepereoowhostickescmeoneandmeperecnwhomsw

£ @

wmmumuneccepublepncfh/m Becmeehebehvnorne
WMmemmmmmn‘Pmsm




o ‘ establuahes and man\tns his respact and odentnty

R o
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" To malht- is 8 learned and prncribod rnponu. und there we n‘\’Rmous factors

" that inﬂuonco this. How are players 'schooled’ to thi: thought? How do thon vuluu got

| into the playcr 8, mmds, so they influence hohlvior to such ] grnt doqru? Onc wav‘tc\.,
through the coach who very clurly and distmctly tuchu not only whon to drlw the Hm‘ /

/ war?t back to tﬁa bom:h and the cooch flm// came over to mo and .nld
”Look; don't take that stuff, If he's going.ta.do that, and /'ve watched you, he's

done that three or four times, next time. jim toll hlm, it he dm m« to you
again he's golng to get It

 but they also claarly tuch how to reunate and the umpomnca Qf this tvpo of behavior to

-

-7

a piavcr s successful career

..once 8 week our coach __ wou(d have us'drop our gl ves and practlmhq :
art of. f|sticutfs. In, games, 1 'Fosq who backbd a”awn were t)m) N qulck ascort -
B af § the team. A '

‘

[

A further influence comes froma playor s peor groqp Whon \J'wo of how to rnpond
the timely untarcessnon by peers can haip lor hmder dapondmg ukon one's cnrcum?\cu):

-

H cking me at the end of the Shift; and ! just Y of turned aroui
» pégat heard a few people say "Well ga wit him, go with-him!”*
rop

.Z“' ‘f‘
loves,... and "he was about ", about 200 pounds, and you.
© know, I'm qu te & bit smaller lThls was 5'8" and 18 )aounds thQ
., . time of this'ily'ttl it was the blggast ml gl dld in my 11 ,-"

'both teams How o‘\e fesponds to a chup shot is an omp¢rum f ;

are cl'yullqngp Playm know thoy au-bemg tnted and roport r "

N

’feelmg of being’ pm‘m spot’ They kndw their betvior is being’ momom anm
they mdst chose the appropmte rnponm To not rutdim rnoanno not rupoqd toa
challenge... - T

and teams see thu They plck up on thu rlght may ‘Its not Hke tht wInIo S
world stops and everybody watching, Its just hlng you pick up on. Yau :
" can tel/ when somobodrs nwaolng togoof e,

v . , . —
N
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When a player-responds by retallatmg back he |s demonstratmg that he is wllllng to ctand
up’ for hlmself He is showing that he is not goung 'to passlvely allow others to tako J
.lubertles with h|m To retallate when others expect h|m to and when the norms and values |
B prescrnbe it shows that he is conﬁormmg to these pressures. Players‘retalu to deter
further cheap.shots from others. :'l‘hns is a form of 'self- policing’ orf‘the ga;n:léne.player.
\ . » . -~ ' : .

notes: o e

A

~Alot of guys will stick guys if they don’t know... if they don t know. for sure
if you're gonna do anything about it. And it they know yoy ere gqmg to do
something about it..

- .
The unf:nnshed thought is, that if they know a player is golng to ‘'do someth:ng about it' they
"~ will be less likely to provoke hnm We ve prewously noted that often cheap shots_are *
3 contlnued unless somethiing lS done to- stop them Players will contunue to run and stuck .
: guys until the punlshments for such beha\nor outwelgh ‘the rewards. To retallate is to draw
*' the line, to show that onebvs llmlts/ have been reached, and to pumsh the other person so
Athat he won t do it again. ‘ ) ' , ‘
For many, retaliations themsefCes are perceived as.cheap‘s‘hots; One player may be
"getting‘the guy back" for a. cheap ghot he received yet the p‘erson'he is getting back may

. percelve this retallatlon as a separate cheap shot totally unrelated to the preceedmg

vprovocatnon that ca,used it 'He may not be aware that he' dld anythlng to cause this

-

retaliation, and to hlm it may thus be interpreted as an uncalled for provokmg incident..

" There are several reasons for. thls

| Cheapshots_ or retaliations to cheap shots focus a player's attention to 's'uc‘h a
' .degree that the previous game events, binc’luding the previous cheap shots, may fade from
his conscnousness A player s attentnon becomes rlvetted to the cheap shot' that was just
recelved and he momentaruly forgets his own prewous acts that may have Iead to this
retallatlon Further, his cheap shot may have been totally umntentlonal or he may have
: thought of it as. being a normal and acceptable part of the game’. He may not have’ been )
aware that the opponent percelved his behavuor as a cheap shot When a retallatlon occurs
after such an incident, it :s often wewed as if-it also occurred for no reason. As well
.+ retaliations ‘don't always occur |mmedlately Some players wait a while: to avoid a

retahatlon penalty", or they prefer to plck theur spot before gettmg the guy back. When -

these rétaliations occur‘ seperated in time from the. cheap shot that lead to them, they are

1
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Ilkely to be percenved as provokmg

The above dlscussnon isn't meant to glve the, false’ 1mpress|on that all 'falr
retallatlons {those that are clearly glven in: retallatlon for obvuous cheap shots), are
pasawely accepted Players don't always acce&t the expected, 'fam retaliations' from
others. even if. they know: that they 'deserve them aCCordmg to this concept of falrness

In fact the values of hockey" prescrnbe a dlfferent response They suggest that players

should always try t¢-get the last shot in. They should always end up on top of the other g

‘ guy, not ever back down, and not. ever let the opponent take Iubertles vs\nth them“Thls is a
- very dommant value in hockey, and is far more pervaswe and lnfluentual than the falrness

value. Because of this; players often retallate to the retahatlons of others even when they

~ know that these retahatuons\aQ occurrrng because of thalr own previous proVocatlons '‘As

| we shall see in the next sectlon w ls‘the lnfluence of’ thns value on g‘ehavnor that is an

/

| lmportant factor.in the occurrence of fughts in hockey ;

D. Escalation - ) . ' - N

L

’ N A . _

/f you retal jate its usually a cheap shot usua/ ly its a carry-over affect, you

. hit - him back or he hits you and you say something to h/m and he say;
’ somethmg back,.. a /ot of times /t.s /usta verbal f;ghtbut et LT 4

It has been observed that most flghts start vylth’ﬁcldents that |'ve chosen to call
provocatlons Players experlence these as cheap shots, as being stuck or 'run’, These
Iead to what I've termed retaliations, phenomena that players experience as geitlng hlm

, back or 'standing up for yourself in the llved hookey game It is through a sequence {i.e.,
a series or process) of repeated provocatuons and_ retahatlons ‘betwesn two or more

players that flghts develop. Players ‘get mto fights from 'bemg in’ the game through

'repeated and mcreasmgly lntense lnteractnons ‘These: mteractions involve cheap shots .

_ .
retallatlons furt'her cheap shots and, further retalnatlons Thls sequence of repeated and

mcreasrngly mtenSe lnteractlons I've chosen to call escalatlon It is through an ‘escalating

4

interaction of events mvolwng provocatlons and retallatlons that flghts arise out of the

game of hockey. /-‘/ ' R o . t
S - .

To esCalate mea/ns "to increase in extent, volume number, amount, mtensuty or

o

scope (Websters,v }977, p. 389). The term escalatlon was chosen to destribe thns
. \ e_xperience becausg fights arise from the garne of hockey, yet provocati.ons '_are a part o:f

;
: \‘ 4 . . o
\ N Je
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the garne Provocatlons that 'lead’ into’ fughts begm in the game and then arige out of the
game and into the fught Fights are much more mtense than the gamrof hockey and
. 'provocatnons and retahatgons are the. mcndents ch lead to thls mcreased mtens\ty The '4 _
‘ word escalation aptly describes the mcrease or?"Ze in the emotlonal arousal of the player : ,\‘
as he begins to leave the reality of the game and get into the reallty of a fught When these ' “
confrontations become predomlnant when gettmg back at the other player and standihg |
, up for oneself dommate the attention and ‘intentions of the players, the possnbnlity of a
fight becomes § reality. R
‘ As notbd cheap shots that are not retahated agamst ‘and retahatnons that are
_ ugnored ‘usually. don t result' ina fught In referrmg to a fnght that occurred wrthout “this ‘

.o

escalatnon one player commented on how urusual |t appeared

Actual ly what Mark Messter did, you rarely see that eh. I ts /ust guys dre
. §ticking each other,or 'you'll see a guy get whacked into the board's and then
they’l| hack each odger a bit, and then they’l/ drop them and then they’ll go.
-But to see an"actua/ challenge where you call the guy -on, you rare/y seé¢ that Ct
~ The above sutuatuon mvolved one player caliing another out to center ice and challengnng _'
him to a fight before the game began. In the eyes of many sub;ects, this was a very rare
and unusual occurrence Flghts rarely start this way. "’ ‘
This process. of escalatlon can be one sided. It may be expernenced by only one of ‘
- the flghters One player may get prqvoked get rnad and angry, and start a fight, while the .
. opponent may not be Oiware of this response This accounts for the fact, noted in a

prevuous quote that "you mj ght turn away and he drops his g/oves on you'. In most fights,

. there is a mutual aspect to the escalation, but in thls and other mfrequent sntuations one '

player mught expenence these escalatmg events while hus opponent does not.

One player used an anaiogy to describe this qxperlence A consuderatnon of this wull_
‘ prove msughtful ’
\\ Its like ... | don’'t know... |’m trying to th/nk of.an examp/e Like'in a car on
\J\cfe, when you start s/ /dmg one way, and you try and correct it, and you start
sliding the other way, every slide Just starts to get bigger and bigger, until -
eventual y you spin right around in a circleor whatever happens.
' s
Thns ollustrataon prov:des us with clues to some essentuil features present in an escalatnng
- mc:dent it suggests, for &ample that each shde gets bugger than the prevuous ong. ina

hockey fight, this can be translated to mean that every provocatnon becomes a bit Iarger ')



C
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bit more out of control than the prevuous one. This is a fundamental quallty of an escalatlng
mcldent For the lnteractlon to escalate into a: flght requnres that the cheap shots and
retallatlons lncrease in extent volume mtensuty or scope . '_ S ' o .
- Thls is what happens Were it not sop flght would not develop The process would
llkely stop at the.lntlmudatlon stage and go no further: This would oceur if one: person did
not respond when he was provoked agamst due'to hls belng intimidated.  ~
+ Provocations and retallatlons mcrease in extent and intensity because of a desnre to
get him back' a little blt extra, i.e., a blt rhore than the previous cheap shot. A player, gets
hlm back a llttle bit extra’ mtentlonally He is communlcatlng a message when he gives a
i llttle bit more than he got . ‘ o ‘ '
| | ' \

Well, I'm rhe type of guy where, myself talkmg, that if he's big and 400

pounds, but if he’s going to call my mother a dirty rotter well then/'m going

to'call his mom one too, and probably something on top of that just to /et him .
- know that you klzpw, {’'m not gomg to /et... /’m not gomq to take that. and let

-him get away with that. o . e

What is commumcated or. meant by the. behavnor |ts meaning,’ becomes clear in the eyes

- of thls player, wnthln the context of the game By gnv:ng him somethlng on top of that’ he .

is lettmg the bther player know that he isn't golng to passlvely accept the cheap shots, and
“that he isn't afraid of him, and that he doesn’ t respect him. lndeed he lS even going to glve .
back more than he received, to punish the opponent more than he has been punished.
To refer back to.our car sllde example, the ‘slide’ now gets blgger if the flrst
player maintains these same values, has the same lack of respect for the opposing player,
and percelves that he must retallate against an uncalled for provocatnon He too will
retaliate, for he has been provoked and percelves hlmself the victim of & cheap shot. His
_ retallatlon will also be ‘just a Ilttle blt more than he has recelved and the intention and |
meanlng will be slmllar to communlcate that he isn't gomg to take it, that he isn't afrald |

: and that he doesn't respect the other p syér.

7

-

The value attached to always o ;to get the last shot in and always wantlng to
end up on top contrlbutes to these esﬁalatlé“n& ‘Yronically, this attutude is the opposlte of

. what would logically produce the désired results. Most hockey players don't want to flght_ »

-~ and don't e‘njoy ﬁfi'ghting yet this response unwittingly moves them closer to the possibility:

- of one occurring. In our car slide example, it is the opposnte of the natural or instinctive ‘

(.., flrst) reactlon that will be most effectlve in stoppmg the slide. Wlth a car the flrst

3
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~ reaction is usually to turn against the slide, but this has the unfortunate consequence of
causing the oar to overcompensate, and the elid’e‘gets vyoree The unnetural learned
~ response | is to turn into the slide. and this results in the car eventually commg outof itas -
each subsequent slnde gets smaller ln hockey one' -2 furst reaction la to retallete to try to
get the other*iplayer back & little bit more. This usuelly results in escalating incldente end
often a flght The learned response, involving controlling these automatic reectlone is a
very difficult hablt to develop Only a few players are capable of pleylng thelr own game
and makmg declslons on how to respond lndep_endent of the socially prescrlbed response.
“ Yet if this were done escalating incidents would be rarer and fights would‘be reduced.' |

‘To und,erstand wl:y this pqocess escalates into a fight we tan draw on another
elemeht from the ‘car shdlrﬁ example lce is a shppery surface where slldee are more
- likely. When playlng hockey players are more emotlonally excited than (\usual Their
" reactions to cheap shots d‘e ’eltered by the mtenslty and arousal from the game They have
a greater tendency to retaliate. than i they weren't playlng hockey o

When a car begins to sllde it becomes even mora unstable and likely to contmue'
shdlng Similarly for hockey players. The emotlonal excltement and mtensnty of the game lsv
.' hl?h When provoklng mcudents happen these lead to an even greater emotlonal arousal
. and further contnbute to the lnstablllty of the- game On road ice, a loss of controf le the
result, and theé car may spin out and hit the. ditch. On hockey ice, the intensity may
- contribute to a loss of control, and a player may ‘tick-out’ {and' hit angther player. |

In the hockey environment,‘fi_ghting is the choice most often made by players who
get into this' situation. ‘lln an arousing situation, peopl‘e; respond ‘with their most learned
‘res;ponse in the context of hockey this invoives retaliating Backing down is such a
negatwely perceived behavior it was rarely even mentsoned as a possible option by the
hockey players mterwewed To change behav:or in mid-stride durlng an escalatmg mcudent 4

" takes extreme control and discipline. One player described this escalatlon as follows:.
~Ne

/t was just one of . those things where you fee/ yourself going, and its not a
conscious move to stop Or start. Onhce you're in that, or at |east once. I’m in that

~ set | just keep going. You don't really think twice until the things over... |
threw him down, and right after then it was whatever happensd heppened 1
we had of been brokenup, that wou/d have been fine, but it was.. everythmg
was. fust kind of ftowing right then

/
. ./
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Thls player was lnvolved in an lncndent that escslated into a flght His goalle got
etuck' 80 he went to the opponent td‘tetaluate and show to hnm.ﬂat he wasn t golng to let

hlm get sway wlth it. ‘l’hie led to 8 confrontatuon llnvolvlng puehind and shoving and he
) ‘F‘L}eventually threw the other player on the ground and fell on top of hlm When the other |

player qot up. they equared off and fought. Once thls player’ mltiated this interaction, he

| never etopped to think or freflect upon hls behavnqr A flqht was an inevitable result of.

euch behavior, glven the norms pnd context of hocke end both players drspositlons to
'not back down". ' '

The time frame during which an escaiatj ng incident occurs can vary. Some players

may rernember cheap shots for Iong p riods gf time, and mught not retaluate for several

A mnnutes, or even untll the next pernod r game. Others mlght retaliate ummedlately, thus

gw\ng the appearance that the esca,qtion has been instantaneous, or that it hasn't really -

occurred “This aecond type of player 35 been dlséussed prevnously in terms of the

, person who aets his ||m|ts to what hq'llipa slvelv accept very low.

Another reason that escalatlohs may\ appear to be instantaneous is that players may
u%l@ ascalation phase in prevnoue sltuatlons The player who holds a’ -
grudge is an example of this. He mey bring to the g’ame negatlve thoughts from the
previous game, or from previous provocatlons These thoughts may increase his arousal
even if it isnt dlrectly observable in his l:l:hawor Thus fights may appear to start‘
mstantaneously, but the escalatnon process has usually taken place, even if only thr0ugh.
the player's thoughts, and/or before the game began. ’ )
~ Most players in this sub.ptnon would like the opponent to back down ThlS relieves
them of the tension and unpleasantness of being put on “the spot When a player is

challenged he is ‘put on the spot and forced to prove hlmself He must act in to portray

_his tough image, or suffer the posslblhty of bemg negatuvely labélled. Players can't afford \

to back down or show dny fear or weaknesses To do so would give the other person the
edge. Players are afrald not to accept these challenges, and also afraid of failing at them.
Theae fears increase their intensity, as does the anger they feel ddring these Interactions.

Tension r'esulting from the evaluations of 'others also leads to this arousal.

: 0t

, I've had it like that in other games, me and guys have had rows and you can
* sort of feel it. | remember my third year | guess...Me and __ __ were kind .
of eyeing each othef up all game. Because he was a centerman; and !/ was a -



centerman there was a/woys confrdnmlons a the feco-off draw, and It was @

tgugh game, and there was verbe/ tal/k all throughout the game and swff //ko
that, - -

"' This tension creetes n ltmosphere ora npport betwun phyers Both players
N . feel this, and reaiize the cause’ lies in the mutual duliko they have for ubh""ot‘he‘r‘. This
rapport involves an awareness of the possibility of a fight. A )layer who disliku an
opposing team member and'who is interacting with him, will be very aware thlt he might
have to fr‘nqht him. One s team-mates are also aware that these bad feelings oxiet.
P/aylng back with Messier and that, you could tel! they were going to fight a
certain individual before the end of the night, you just didn’t know wheh
And they knew it, and probably the guy that thcy fought knew it.
The bad feeling between two players mamfests |tself in the outward behavior that oocurs:
between them. They begin to Iqok for -opportunities to 'stick’ oach other or to cheap shot
_ edch other “Their cheap shots become more dellberate and often more severs | Playors
: 'of(en hit anyone, out of frustrataon but this frustration now turns to anger and is directed
.at a specific player. Thoy now try to ‘get someone’ bécause they don't like him, and '

because they feel anger toward him.

~
o

!

v

E.The Co;‘:'trontat]on
There comes a.time when you’ve got to stick up for yourself...you know, its
just like backing a dog into a wall, eventual ly you've got to fight.
Confrontations are characterized by two players coming face to fach in a tense
interaction process: They try to determine wha»{ the ,other's\intentiorts are, and what their
, own intentions should be. During ‘this stage players are faced with the unpleesant task of
deciding whether to fight or not. The process of facing each other and realizing a fight
could occur, and _deciding whether to ﬂght or not has been labelled a confrontation. This’
label is used to describe. a style of play that is often present in hockey games, although -
* there are a diverse variety of behavior; that could constitute a confrontation. :
A confrontation usuaslly develops 'from a period of escalation, doring which chesp
shots and retaliations were exchanged. They often mvolve some pushmg and shovmg back -
and forth by the players. It is during this face to face encounter that a fught t‘llly
develops, although these confrontations may be broken up several times by the reforees ‘

and/or other players first. Escalating incidents may ‘arise at any time during the game, snd
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confrontatlom are llke’l'y 't occur st any time in the game as well. For exarnple.f they -may

" ‘ eocur during the play, after the whistie, or even before the puck le dropped. ' |
During a confrontation, the pr vocatlone lnd reuﬂetlons that prevaously occurred

within the context of the
.th\&altered intentions of the p

k oppormnltlee tq 'get’ their oppohe

» gradually 'take ona new“context. This contaxt shifts due to

ayers. Th playere-begln t?p' be more deliberage, and begin to
t. Their provocations become naéh mfore direct | "

and obvloue, and are increasingly less lc\onnected to' the game;.and therefpre the game

context Plamq are no IoI:er

demeenor in their oppone

ying to hinder each other's play, or lnstlll fe*r and a timid
ey are trylng to dellberately hurt each other. Thls altered//

| intentionality of dellberatenese restes a new context that is known by pleye 8
begin to evaiuate each other's behavior within this er context Thlsr
| context of a confrontatuon 1Mthm thl’s new context accndental cheap shots are’
beceueq players now believe thet mese provocatlons are Uellberate This i i becadse as the
geme ,context receeds, so too does the rneenmg of accidental or unnntentional cheap sho.
that often oceur w:thm the game even though the overt bshavior has hot changed. |
Durlng a confrontatlon both players come to reallze that’ the‘ other player isn’t
going to back down from them: or at least that this is extremely unllkaly They also reahze
thet these coniontations usually result in flghts Yet neither of the players may really\want
to flght One might simply have been trying to warn the other ‘not to do |t agam Whl% his
opponent’ might have been trying’ to | show that he wasn't gomg to 'back down’ f:‘rom
enybody Most pleyersl know that fights are unpleasant There is the c@stant posslblllty of
-getting hurt or humullaqed or Iabelled negatively as a result of one's performance m a flght
They usually get penaluzed ;nd therefore don't get to play as much. For these reasons
_most players do not llke to flght in hockey. Players are fearful during confrontations of
both the possubsllty ch a fight, and the posslblhty of pain or hunﬁnatlon ‘should ‘a flght\
oceur.” . o . ‘ ' ' '\\,\

. i
1 can't explain the feelings youive got.”A /ot of its scared, you know, like:-
your\scared. /ts /ike anything eise, you: know your going to get hurt. Its a
tough thing to face, that you know when you drop your gloves that your not
going to come out.of it without a scratch. | mean there’s some guys that can

. come outof it without 8 scratch -but | hardly ever do. So your scared...

‘Players are extremely arouseq during confrontatnons, much more'so than during

o tﬁeglfhes or even durlng the escalatlon process. A variaty of factors lnfluence this, i.e.,

;;T sl .o
‘} ' -.
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the fact that thay are bging eveluated by others, the chuo ehote they ve recently recelvod\
‘their anger . d rustration, end the fear of a &onlble fnqm The most importaht reason
‘they are sO rou ed is that the expeouncy or possiblity of a fight is at its grutnt durlng
_confrontations. Phyers are ‘ready to fight at a moment’s notice. They are as olou a8 they

| cancome to fught without being in one. :

&! ‘Ariother reason for the asrousal comes from the unexpected nature of .
sl
confrontat»ons Confrontatlons often occur qunckly ‘and unexpootedly A player rnay be

\\ gomg at it' with someone in the corners or in front of the net, and things may be'
' eecaleting and the next thing he knows the play has stopped and they are pushing and
shovnng yellmg and swearing at uoh other He might not be ‘expecting it or as prepared

\

for it as he mught be if he hed a few. seconds to size the oppon%\up. i.0., to evaluate how

%

he mlght fight hlm , . ‘ T \

o

\ "The Look" is an expenenoe that occurs in.all aspects of the’ game, but is most
prevalent dunng confrontations. The 'ook |rﬂlves eye contact end mcludes both sending -
and receiving messages through thls non-verbal mednum Pleyere try to assess the
intentions of their opponent i.@., to try to determine if he Wents to fight, if he s going to
back down, or if he's just trying to ‘stand up’ forhmself Tﬁey are also sending their own

- messages to the opponent, i.e., that they are not afraid, that they aren’t going to back
down, end/ or that they don't like the other player and what jhe did. One player described
how this would differ from looking someone in the eyes o lde of the hockey world and
noted "Like there d be-a /ot more intensity, you know,-there 'd be a /ot more tension in
the air between us”. This tension corn;s “from ’the bad fealings that exist between the
olayers, as well as the messages that are co'mmunicated‘thro gh tnis look." Another player

described this intensity more graphically: . |

.. Did you see Rocky 111, "The Eye of the T/ger?" you can see it in the guy'’s
eyes if he wants to go or not... |f you turn around and look at him, and he’s
you know, /ooking back at you, you can al most sense an aura of himself that...
whether or not he’s mad or he's... "Oh well, just don’t do that, you know, and
we can skate away and have 8 face-off ” or "Don’t ever do that againor /'m, or
your going to get a /ot more than that,” or "Hey buddy, you just did that, your

. going to take more, lets go rlght now,” or..

R Subtle messages are communucated by the looks players give each other
k‘ thr‘)'ughout the game. Players try to portray a certain |mage on the ice, and often use.the
k to help them do so. One way they try to portray their image as a tough hockey player

i ' i \
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A lot of times m /u ,psychologlcal 7 Think. We emphasize it here, Its /ust 2
" mini-battle, It we... / hit & guy and stare at him /n the corner, 8. / .
: stare him down sort of th/ 9. and just skate away, /ts just litt/e batt/es //ke
', that./f aguyls gonho bring his Bycs down first then you've wan somothlng
You just stare right through him, bvlously he dldn t want to... ,

For thh player and for mony othors. looking nwny whon 'someone is staring at them is a
way of backing down. When ono s opponont turng away players interpret this as a form
-of bncking down, and spesk of Winning a ptychologncal battie. They feel thay have proven
their superiority over tho opponont. They have portrayed an image of boinq sorﬂu’one who
is not afrmd and will not back down' f(om others.. _

One player described a tum%ate who was known for being a 'stick-man’, but
who was aiso rnpoqtad (when most shck-mon are not) ‘l‘:ocause he wouldp't b.clé,down
from anybody. He made SI:II'O that his beﬁa\(ior was congistent with the image he was trying

\
A\
\

to poFtray; ‘ o - T

L

..We/l as mwing a stickman, and taking cheap shots, and that, but he
does have t pect because he won't back down from anybody. He'll , he'll, .

" In fact he does it the best of anykody that I've seen: He’ll go two inches away
from the guy’s face and stare h g{ down type of thing, you know, poke his -
face right In close.

This player ‘was one of the smallest.in the league but he earned the respect of hus
opponents by his béhavior. By continuing to stare at his opponent, he showed that he
wasn't afraid. He showed that he wouldn’t back downkfrom' anyone. If he had looked away
thii could have been interpreted as a type of backing"d‘own. To prevent this label, he did
not look away. , . Ak o : ‘ A

Looks are often seen ‘as.provocation‘s or chaliesnges by the .opposing players':

When players sre stared at; they 6ftqn interpret this as a signal of a desire to fight.

1f you go Into the'corner with a guy, and you make contact, you hit, and he hits
you back, but If you /ook away and you go back to the pl/ay nothing happens.
But | know, especially in junior, ... Like in this |eague, where you only get
one fight, a /ot of guys will... this doesn’t rea/ly apply. But | know in junior

- that If we went [n the corner, if you went in the corner with a guy and you
both met eyes, all of 8 sudden that was the chal Ienge 1f you looked awsay you
were backing down

:rho above comment sheds more light.on the type of playa" who 'plays his own game'’
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"‘ _discussed earlier. As noted, this player did no(t ‘look back', both to avoid challonging
\ | sorheone unintentionally, and to avoid getting challenged by ooMclu. Those xho
~don t want to challenge others, and those who don’t want to be challenged, will try not tqQ
1|ook nfbthnrphycn ‘}hwdothh by 'not looking back’ or by pumm m.ddcwn 0
 that they will be less likely to meet eyes with an opponent and ok ms”
Players aro cautioul abolt who they chose to stare down. They donéeivo out dirty
looks to everybody and anybody they may be angry at. One playor commented on tho risk

involvod in such behavior. \ -
v \ - v

 Well, your uklng ] chmca, because a /ot of guys will take that as on,.
"Allright, you want to go?”, l/ke, “You Want to go?”, drop their gloves and...
So when you do that | guess you have, there’s an olomont of: you heve to be
ready to go at any time. /| know when [’ve done that, you get this kind of,
again you get pump/ng, you have to get pumped up to do something |ike that,
cause you don’t know, it could be a real tough guy that your staring down. So
you have to be ready to answer the call if he doesn’t |/ke thst. So | guess
Inside you, your stomach I's turning a bit, at /east mi ne dobs.
" There are times when one's attempt to ‘stare someone down is inoffictuql, when it
. doesn’'t make the other person back down or intimidated. This occurs when one player
tries to stare his opponent down, but the anger and desire to hurt him or to getinto 8 fight
with him is lacking: Players often stare at their opponent but if this desire is lacking, so
too will be their ability and intentions to 'stare hxm down'. Staring players down or giving
them the eye, is only effectlvo when sustamed by these types of feelings. In fact, it is
these feehngs that are commumcated when one looks ‘another player an}n oyn The
meaning of the Iook lies in the thoughts behind it. Players were not consclously aware of
how they looked, i.e., the expressions on their faces when they were staring others
down. Instead they were aware ‘of the thoughts that were going through their minds. Tm'y
may grimace, grit their tedh, or scow! at their opponents, but this happens without them
" being aware that ﬂ;ey are doing these things. They are aware _of their anger or dasire to
get the other player, and these feelings are what transforms théir face who'n giving ‘the
look' The. look surfaces on one’ s face through mvoluntary processes. It is these Iookl
that are read and mterpreted by opponents Thc player’s mten\'ons are thu:
communicated, even if he is not aware of this. ‘
When both playors are trying to stare each other down fights- often erupt. Playou

' don t want to look away because this is a form of backing down As a result the only
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recourse is to 'stare MVJV down.’ The reasdn this so often leads to fights is that this Is
seen as a challenge. During 8 confrontation, & ‘look’ has 8 much greater sffect than if it
occurs within the game context, becsuse of the altered contoxt of confrontations.

Potentisly-aggressive scts are monﬂkdytoboimprm ] w-wvo Playo&an _

more lncllnod to asgume that the opponent wants to start a ﬂght A communt will ollbou\o
on this;

Wol/ If you /ook and all of a sudden you start getting clm nJ/ou km the

guy Just sterts... comes In on you, cause your standing there and |f you look at,

rhynk/ n‘g”g h:l.l‘ :’f' :h%d;:u /:'.mm coming closer then you know, like he's

- During eonfronuﬂom [ playcr s muntibn is focutud on trying to decide what to

do snd on trying to decide what the other person is going to do. Players want to resolve
the confronution. because thoy ful ‘put on the spot durmg n When put on the spot'
players fesl uncomfortable. Thny sre aware that people ére qvnluating what they do. Tho‘
play is often stopped, with tho focus of attnntion on them. This -'attention’ is felt by the
playors as a pressure to do something. Thoy want to do something to remove the -
uncomforublo feeling of this pressure. One playar described thns feeling of being 'put on
the spot

! guess /n a sense its an uncomfortsBTé position. | dor't think its a position

o i tor in the sl worldGour i the mideine of e/ass or Something and

you've been polnted out, out of the group. Your on the edge...It just happens,

your on the spot. You meke a decision and away you go.

‘When a confrontation occurs there are usually only two options: either to fight or:
to back down The dilemmn players must resolve is which option to chosp when neuther is '
sttractive. Backmg down nq not, becsuse of the ndlative labeliing that re}qlts anhtmg is
not, because of the possible pain and/or embarrassment that may occur. P_@ars must
chose what to them is the |e§sor of thess two unplusanf choices. Because there are v;)ﬁly

| two choucos, and bacauso \tho social ‘norms so potently prescribe standmg up for
omulf‘ which often leads to fighting, players are limited in thair ability to chosa not to _
. fight. , , L
" For oxlmplo players will often try to back down wnhout making it look obwoys 4
This h difficult. Verbal sbuse directed towards an opposmg player is one way pIders

“sscape being negatively labelled for backmg down. Or, they may try to put on a b\'ave
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from’ by using the situational factors in tho game as ruuom not to ﬂqht For exampie thov

o will say they won 't fight | b-cauu they don't want to get penaities, o\' because they don't

want to jcopwdm the tnm They may alsg use 'discipline’ as their rum for not Nghﬂnq

) Talk howevar, la not highly respected In hocsz ‘Agtions lpnk louder then words C
- is 8 true saying within this context.

o

\

Well, some guys sren‘t f fhura 11ke that. leo they’l| stend thoro m yap at
each othet and nothing will happen. Some guys just |ike to just yap st guys,
cm theln cvaryrhlng under the sun, md Just think that they stood up to them .
that way.

Talk is chup Actionn howaver, are what gaim snd maintaine r_npqct on thc ice. Often
vorbal ‘'yapping’ will incite an opponont to want to s& a fight. For this reason, plpvon'
who try to talk their wny out of ﬂqhtn must be cereful. They are not rupoctod bscsuse
thby arynot willing to ‘stand up'. Backing down is the docmon most favound by the
. playors, butitis siso the decision least prescribed by the context of hockey.
- /Me decision to fight is thcm most strongly condoned by the hockey context.
- This decision is ususily made in“advance of the actual behavior. in the previous ucttons
the into‘rproutn'on# of behavior (i.e., decisions), and the rnpbniu (i.e., decisions), that sre
required o bring about a confrontation have been discussed. Thou docniom sct to direct
one on a certsin path and toward a certain course of action The couru of action that, it

not sitered, at some future time will result in a tight has boon described in detsil. These

. decisiong are strongly influenced by the social context of hockey. These decisions occur

in advance of the actual fight itself, and are in a sense decisions to fight, because a fight is
usually the inevitable end result of such behavior. When the time comes to decide to fight.

" the player finds that his decision is aiready made for him by these previous decisions.

Then, during a confrontation, the decision to fight is lived ﬂvqug‘ as it it was occurring
. 'instinctively' or 'automatically’. The players ropbrt not being aware of this decision. In

. reality ‘all of the previous cholices made by the players have lead to this decision. Players

- usvally are not conscnously awsre of these provuous decmons‘ nor sre thoy cdmcoouqiy |
- aware-of the end fasult of these decisuons

For example, one playor described very Iucudly hns slight awareness that he could
decide not to fight, but a far greater awaronoss of the social norm that prncnbod that
'you have to fight'. His comment suggests that it is not the player who is mdung the
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declsnon to fught but rather the role When players conform in-this way, they arent really-

"in control of their deolsnons : Cy g,
L

, « ! .{f.

[ guess /'m saylng in a game you've got to accept the cha//enge /’m saying
that you don't héve time to make'a decision. A lot of times its just a, a thing -
*.you do. You have a chance to make a deécision, but the nature of the game and
the mature of, your ro/ eis that you don t make a decrsmn, you Just go.

 One’ s role makes the decusuon when &playdr |s very aware of the expectations

:assocmted wuth a partncular role. 'f‘hese expectat ne )nclude as noted, norms about/how :

 to respond in speclflc sltuatlons When these expectatlons dominate the player s
. AR

awareness to the extent that he is unaware of any[other options, i.e.. when he feels that to
fught is the only dec|s|0n he can make these roles have made the demslon “not the player

Playere feel the peer pressure created by thelr role and the expectatlons others have that

o ,they perform accordmg to this role as an av(rareness of these expectatlons One player

- descrlbed the unstated expestatlons he would feel towards his team n1ates that would be

c

felt by them as a pressure to fight.

b

So/ f a was cha/ Ienged 1 would go, because even though / may /(ot want to go,* ¢
“or the guy may. be bigger or smaller, | would go just for the fact that, you
know, you kihd of feel pressured. Like if | saw a guy get chal/lenged on our

" team and he didn’t go, especially if you.knew that our guy was kind of a

. strong guy and. stuff, you'd kind of feel //ke, "Geez, why didn’t you go W/th

' h/m, why not?” you. know... :

Because players are aware of and expect others to conform to the norms whlch prescrlbe

etandmg up to challenges and fnghtmg if necessary, they feel these norms as a pressure -

A

they_must.also conf,orm‘to. BRI o N

Coowdike we sparred kind of- sparred W/th the g/oves oh, and he kept /ook/ng at‘
5 me, so [ knew, yoquow, that's when you make a dec‘/smn, you say, “Hey, th/s y
- guy.. he's not going to back away”, .\ l o -

] An ‘essential part of these decrsuons mvolves trymg to assess the- |ntent|ons of

o one’ s opponent ° because players determme theur response by what they thmk the -
opponent is going to do The above‘player commented that ‘'he knew and 1mplled that he

knew a fught was going to happen He knew this because he felt he knew the opponent

wented to get mto a flght with hlm These intentions are assessed usnng the norms‘“bf the

o }game and via a process of categoruzatlon of beh: jor. Players lnterpret the behavnor of

_ others based on an mutlal observatnon Wthh is then mterpreted via the norms that exist to

deflne such behavnor rather than contununng to observe the opponent until hus lntentlons

v ty
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are made clear from has behavnor Thns categonzatlon of behavuor |s snmular to that which

was dlscussed prevllously with respect to Iabels e .

Durmg a confrontatlon‘ this means players assome that since the opponent isn't
/Jbackmg down or Iooklng away he wants to fught But previously the maccuracnes
associated with thus categorization process were discussed. For example, players may be
dc\fhg\these thunds to ‘portray an image of themselves that involves ‘not backmg down’

PR

. {when in reality elther one wants to fight).

. i . . “

..you /u.ét you don’t sit there and uh, grab a chair in the middle of the ice
and sit. down with a fellow like we are now and just go, “Ok, well, you hit
mein the shoulder, and | gave you a shot back in the chin with my stick, and
+."  you got a big cut there, what are you going to do about it?{, or something like

that. Usua//y the guy,-it just, kind of in the heat of the moment usua//y, it
' just, one-two, ok, gloves are of f and your throwing...

‘The absurdnty of this player s reconstructed situation is obvious. Flghts don’'t 'break out’
this way. There would be no breakmg, no disrupting of the normal fabnc;of reality if this

’

weré how they" occurred. Fights don’t start in this manner, nor are they conducted in‘the

[

civil manner suggested in this hypothetlcal situation. As one player commented, ”Ru/es,‘ ‘

‘what ru/es? 7here are no rules ”

anhts occur wuthout a Iot of conscious thought andJl dehberatlon involved because

/

% p/us not all the time you can exactly.read, you know, you just got to take, - /
that's where you got to, that sp/ it decision, you. got to /ook at him and decide, /,
"Ok, were going to fight right now, here we go,’ / ‘

- thereis a minimal amount of time avallable to assess the opponent s intentions.

‘The difficulty mvolved in assessmg the intentions of the opponent are clearly |llustrated ,

here Players do not have available to them a Iot of tlme to spend deciding whether to fnght
- or not.' The above commeiit on the 'lawn chair decns:on _suggests that fights don’ t happen
this way But why not7 Why dont players spend more trme making this all lmportant
decus:on? They would certainly be more accurate if they did. When considering the fact
that most players don t like to fught this would seem the logical thmg to do. They don’t,

because of the exlstence of several attltudes that prevanl in hockey

-
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Fc.fr axample, ther'e is an attitude of ‘be first' that has been ’sp_o,ken of by players.

’ This involves' the widely accepted notion that the player who»gets the first good punchinis
_going to win the fight. Because of thus playersJeeI they have lnttle time to assess the
mtentlons of their opponent and decnde whether to fight or not. Although players realize
this -norm does not hold for all cases, they recognlze it as an accurate predlctor of the -
, Ioutcome of most fights. In order to ‘be first’ players can not afford to take too long '

trying to determnne whether thelr opponent wants to fnght They feel they ve got to get the ‘

»

. first punch in.

.

'That's what / mean, that's why you got to get the /ump right away, you can't
' sit there and /ook at him, “Oh, no, he doesn’t want to f/ght .me,” and then
boom, bang, your just throwmg off your- gloves and you've a/ready been
punched twice, and ... v 5

! - \
' ‘Thers, is usually very little warning when someone starts punchmg Players are ’

C L aware of thls lack of warnlng and it makes*them want to 'be ready Beung ready is an

. attitude closely assomated with belng first. It prescnbes that players must constantly bet .

’ confrontatlons where flghts are llkely to occur. ‘ ‘ :
The reason players want to ‘be ready is that it takes a few seconds get}mto a
fight. When players flght but aren’t 'ready’ for it, they often don t get the fll’St punch m
and they usually don't do as well Players speak of the decision to fight as a swrtch a
sw;,tch from ‘the »game and tnto the flght: As noted, this sw:tch involves a change of one's
intention_s', fr:om playing hockey to engaging in a fight. It also involves an increasé in the
kplayer's /physiologlcal arousal. This 'switch’ often tak,_e‘s some time to"oocur. If players
aren'tv‘ready' for a f'igh't, they'll take Iongerto ‘switch overd'v. During this brief period a
) player may 'get the jump on someone. He might.get the first punch in, and tnen before his" ‘
opp'on'entc-an switoh over he might land several more punches. Hls ‘opponent will be at a
severe disadvantage.'Because of this, players will try to 'be first’ whenever they think a
fight is going to occur. B SR o v
The experience of being ' on the’ edge and 'ready’ to fight is reminiscent of a type

of individual discussed prewo_usly. yvho was described as intense and mad throughout the
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whole game, ThispTayer got frustrated and angry and meintaine‘d these feelings during the .

game. He played’in avery excited and intense state all the time. ln describing such a player,

one player commented:
i

..he's built, and he's big, and he’s strong, and he gets in there quick, and he
a/ways, doesn’t have to think about it, and hes usually mad, gets medder
quicker than the other guy.

The reason this player ‘didn’t have to think'about it' was because these thoughts were ‘'on

* his mind’ already. Because he was mad landk‘ angry thrpughout the game, thoughts' of
fighting and taking hls anger out on his opponents were a lqrger part of his consciousness.
The second comment suggests he ' gets madder qulcker than the other guy. The reason he
gets madder qulcker is because he plays closer to that state throughout th&whole game

Thus when a confrontatron occurs, 'the swutch' takes place very quuckly because he's

already playing at such an aroused state, and because these mtentuons arc already in the

{orefront——as opposed w_e back—of his mind. For players such as this one, and thase

who are aroused due to -escalation.and confrontation of provoking events, switching

over to a fight happens quickly. o

' Both situational and individual variables affect the player’s decision to fight.'When
" these variables are not considered, or when they are inoonsequentlal the most important
' factor mfluencmg this decrsnon is-if the two players are gomg to back down or not. If both
| are not going to back down a fight is virtually inevitable. Another |mportant influence on
thls decision is whether' a player thlnks the opponent wants to flght I he thlnks the

opponent wants to fight, then since he can't 'pack down’ wn_thout getting labelled, most

P

times he will fight.
Many players reported maklng mistakes m assessing the mtentlons of their
opponent They would assume the other player wanted to fight, when he dldn treally want
' to. The desire to be first can lead to a biased perceptron of intent, in that players may not
'wart to accurately- assess the other player's actions before responding. Because of . thf
norm to ‘be first’ in hockey Players will drop their gloves and start punching as soon as
wthey think the opponent wants to fight them. It has been observed that when aroused
players percelve the behavior of their opponents dlfferently A second mt‘vw‘w between
myseif and one subject that focussed in on how he assessed the intentions of his

opponent follows to illustrate the interrelatedness of these factors. This discussion
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focusses on what the player thought as he lived through this decision to fight:

7. Ok, now then you talked about in the fight -, you said you went into
the corner and you checked him, and it was a 3 Clean check, and he turned
around and got up, and you said “/ might have even thrown the first P
.punch, and we just went at it exchanging punches.” Can you give me k
some more detail about that, now you checked\the guy in the corner, this
is that same fight, and then he fell down? : A '
. . |

I think we both fel! down, and when we both got up we were...

2. Were you Jooking at edch other?’
'Yeah you're /oo/élhg at ;ach other, and | think we were.kind of pushing

of f each other trying to get, up type of thing, and so you're c/ose enough
to sge the other person

o

3. Sd you had your gloVes on though?#»
Yeah, oh'yeah. . - . /

4. Ok, so what was that look, whyt were you looking ...?

4

N

. ' \\ ’ ",‘:\‘
o Wel/ you just, | guess you /usl know, you just knew that sometn:rg was.’ IR
coming because you'd had a. cause /'d had alittle confrontat/an wnh P
h/m before and... . \_@ * :
. “u

. 5. - So you were looking at his eyes? l I \

- Oh yeah, yeah you look at the face,\and see what's ... and before actual | y
_ youdrop your g/oves you kind of spar w.'th your g/oves on, and that

| 9 N
6. _So you sort of pushed him a few,*times and then? o ‘ T~

v L '
Yeah, yeah, like you. push with your g/oves on and then you know, after,

if he's still looking at you and doesn’t turn away that you got to go. ,But
most guys if they ‘turn away then you just break clean. :

\
\

7. So in other words, if he'd turned away ‘after he got up, you-wouldn't
have thrown that punch?

! don't think s0 ho.
8. That"s interesting, | don't‘t_‘md{rstand that, can you _'explain that.:7 )

¢

Well,...



&

.. Like you were sort of pushmg, and you were sort of. |ooking at each

© - other, ...?

10.

1.

12.

13,

14,

15.

16.

<

. tothe side, then you ve got the feeling that |’ m not too /nterested inyou.

“He would have smoked you?

Uh, ok, we were pushing, and / ... we'd l0ok at each other, and... / guess
that the way that | ook at it is that the way that | play itis that I'm
not going looking for it, ~but if they’re willing to come 8t me; antl if |

.can determine that he’s ... that he means... that he wants to fight...

[
.

Did you know that he wanted to fight?
Yeah, | could tell, oh yeah. . B !
Even though he hadn't dropped his gloves? ' * :

Oh sure, because like / say, If I'm Iaoklng rlght at you, and pushing
you, and 1’m looking at you, then you know that | mean business, but If |
push at you, and {hen look around at the puck or something, or look off

107

So he was pushing at you. too then so it wasn t just you pushmg it was,

two way?

. /"

Oh no, it was both when we both came out .of the corner it was both.
That's how they usual ly start you know, pushing and shoving, both guys
stare each other down for a second just to see the intent / guess, how
serious it was.

-,

So m one sense you 're sort of looking to show that you'ready, but
you're also looking to see if he's ready? If you'd have backed away do
you think he would have kept pushing you?

Oh yeah. - .'

looked away?

a

Uh, | think he WOU/d,. yeah. T he type of p/ayerrhe was, he would have...

Yeah, rega;d/ess.

- Ok, that's mterestmg So he knew then, so even though you got the furst
Bunch in, you know it was just cause you.got the drop on him, more than

ecause you'd sort of suckered hlm?
s

&

%.._

‘What | mean is, do you thmk there would have been a. fnght if you 'd have )

Oh, | never suckered him, no. It was... like we sparred kind of s/mrredj_'
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18.

- wlth the glovas on, and- he kapt Ioolzlng at
 that's wheh.you make e daclslan, you say " hey,

| You could have backed away, but...

' Yeah! , | R )

’

. $0 | knew, you know,

to back awesy, so"'.

4

‘ Yaah, / could have, but I m sure he would have Jjust kept coming at me,
- you know.

\

You might not have had to fight, but he would have cortalnly dommated

YOU? ) , / ]
' N ‘ ‘ ( : ' Lo (‘
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this guy... he's not going -



Vlll THE FIGHTI
Having spont consldorable tlmo discussing tho context wherein flghlo oceur. and
* the events leading up to fights, it would be ironic to discuss only briefly the aotuul fights

thernselves. However this would accurately reflect the ratio of ruponm obtained in thu -

;e

studf: The bulk of discussion tocussed on these two aspects, at the expense of much
dialogue on the actu;l ‘experionce of fighting_. it was as if the players wol-q saying that in
ord'er to understand fights one must really come to understand the events leading up to ‘
~ them and the social world these events take place in, and that once these two aspects
were understood the rest is stralghtforward and \’OQL(II’OS little elaboration. )
The flghts themselves were often dascr(ecﬂn pgrse terms, such as "He lookod at'
me, | looked at him, and away we went again”, or gim Qly s "We went at it", or "We fought.
and the referees broke it up”. It was often difficult to get the players to discuss at great
length the details of these fights. | frequently had to ask for more dewls and try to get the
players to elaborate on these vague expressnons. so that a greator undorstandlng of what
. its like to ‘get into a fight' might be realized. | was not always successful. | soon found-out
that there is a reason for this, and thi_s can help illuminate what the experience of fighting

is like. ‘ , ‘ .

-A. Technique.

..the first thing you’ve got to realize-is whether he's swinging with his right
hand |or his left hand. Usually you can go by physical sense, when you get
whammo in the mouth, when you think he’s.a right hander and the /eft hand
Smokes you...

The techmque or mechamcs of fighting was one aspect that was not dlscussed
~ very clearly and was seldom elaborated on. Fights in hockey havée a very similar format |n
terms of the specific overt behayior involved. This'can be observed from‘é«atchmg some.
The mechanlcs of fighting are not dnfflcult td acqunre Fughtmg in hockey is not the

complex ‘art’ that boxing is often described as. ‘ - 7

The typical format of hockey flghtnng involves very simple and basic ‘moves, snd
there are ‘only a few alternative moves utlllzed (although there could easily be more if
" desired). This format can be briefly yet clearly descrlbed as follows: "Each player grabs
| the other player‘s jersey with one hand, (usually the left if they throw with the right), snd

»
-
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punches as fast and as hard as they can with ‘their othcr hand thoy try to protoct”
themseives with their own left arm and shoulder (or tho arm thoy grab the oppcmom with),
W either by putting their arm and shoulder in tho',way. pf their opponent's punches, or by
‘putting their head bohind their shoulder, or both; they usually punch over top of their
opponent's arm {(which is being used to try to block theqr punches) and sometnmos'
undernesth, especially if thoy see the opponent's head is down.” A few players descrlbed
these mechanics in detail, while most alluded to them only briefly in the course ‘of the
interviews. o _ /
~ Players who WQré more aware'of ‘technique’ were tﬁose who were known to get
into & lot of fights, especlally the enforcers who had to fight when told to by thé coaches.
Because of their role, theso players had to be more proflcaent at fighting for their own and
+ their team’s success. Most players, especnally those who only fought occasionally, didn’ t
seam to be as aware of 'technique’, nor did they seem awafe of this lack of awareness.
There is MI.;Ch evidence that fights generally involve this typical ‘fqrmat. Some of
this was provided in discussions. of fights that didn't follow this typical for_mat.‘These
stood out as being different and unusual, and players reportéd not knowing how to
regpond to these atypical sxtuatnons In a typical fight each phyer has.cartam expectatlons
) about how the opponent is going to act. They' develop plans for how they will react based
E "%n-th_ase axpectations. ‘Confusion results when these expectations aren't realized l?ecause
this typical format is not manifest. This confusion can result in one player gafning an.

i

advantage over another, as in the following situation: ° L : .

..but this guy, he's so quick, and he switches hands on you so, if you're
expecting it to be coming from this side, he’ll throw it from the other side,
like this was the first time we ever played Kitchener, | Nsnk that's one thing
that really-helped him. Cause this lother] guy, he d/dnt expect too much
_frof him and he /ust totally destroyed him.
In this situation the player who won the fight had a unique téchnique that involved punching *
with both hands. His 'oppbnent had not fdught him or seen him fight before, and didn't
expect this. Thus, he did not know how to react. Because this player was so quick as well,
~ he got the jump on the opponent, and ended up Winning the fight very convincingly. In this
unique example technique played an important part in detefmining the winner..
Daspite the above example, technique is génerally not a véry' important factor in

" successful fights. There are several reasons for this. These include the mechanics used in —

-
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tho fight, which places no emphasis on :tmogy. the short duration of the fight, which

makes any elaborate strategies infeasible: and the omphuioﬁw tho vaiue of touqhmu

“ This value prescribes that it is more lmpomnt that players sun\l in there and kup tighting,

even when thoy are losing. Winning through tochnical superiority is Ion umpomnt th’a'a

standing up for yourself. Becauu tochmque-ns not important other factors bocomo mor,

1“,

important to successful fightmg. One such factor is clearly the size of thc player. HQ

physical attributes. inbluding strength, speed, arm reach, and balance sre also importani "
Techmque in hockey fights does not consist of stutagy, tactics, or. skill, but rathor {

speed in gettmg tho first punch in, abnluty to balance ‘oneself on skatn and

existence, and not the mental or skill domain. - » ¢ | \
Not surpnsmgly players think most about the techmque or mechancs' of fighting ‘;&‘0}%
bafore fights actually happen. This was dascussed previously when it was suggested that
“players think about possible fights occurring, and that this thought includes the technique
' they migﬁt use ‘i‘n a fight. One player noted that before the fight he was awareof wh;t was
going to. hap;>qn, but during it he wasn't aware of what was going on, and after it he
waSh't aware of what he had dons.
When I'minafight, / real/y don’t know what takes place. Like I’'m flng;;,
but when the fight is over | really don't know what | did, how | did or
anything. A lot of times you get so emotionally keyed up in a fight that you
don’t really understand what you're doing, you don't figure it out, or you
can’t play by play describe what you've done.
The players whopwere not known for fighting and didn't get into My fights had a
very difficult time describing w_hat-happens in fights. They generally answered "1 don't
know., I've never really tholght about it.” to many of the questions focussing onthis. One
player 'vyho .wasn't known for fighting did not even know that he was a left handed
puncher untit his third'or fourth f"ight'.»' He had not noticed this, and he wouldn't have, unless

someone else had pointed it out to him.
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, Your [ust exhausted after a fight, Iike It takes a ot out of yiu, 8 (ot more than
' - people think. And you [ust want to sit down, and take a few bresths, and go,
"Whew, |lke wow!"... kind of thing. ‘ . _
As noted, fights last a short time. Players know that fights are over quickly. They
si80 know there is not much time in a fight to 'get the guy’ before the referess step in and
bresk it up. Because of this, players do hot conserve their strength during a fight. Instead “
there exists a strong consensus that in order for blsyers to do well they must fight 'all
out’. One player described this clearly:
 Once Just thb physical action, you start kwlnglng, you just go for all you're |
worth, There's no holding back. There's'al/ways the saying that often the guy -
, ‘who throws the first punch is going to win the fight. That's not necessarlly
' true, but st lesst you want to be able to get that first good shot in. You don’t
wamt to be taking it you want to be, you want to give rather than receive.

That’s bas/cally what you want to do, you don’t want to be sitting there taking
punches. ‘

This intensity is 'so high that even though fights are 0\:ar very quickly, players become
extremely drained and tired after them. There is a grelt deal of'action compressed iﬁtq a
shc;rt time span. Many players in this study spoke of the phenc‘ni_ena of f‘atigue. Players go '
all out in the fight. ‘No holding bgck' implies that all their ;norgy is cha;nelled into the fight.
Players don't 'hold back’ anything during a fight, and after a fight they've got ‘nothing left'.
Some will try to pick their fights in accordance with this fact. They may -try to start
2 fight with someone who has been on the ice for some time, while they are fresh and_
rested. They hope to get sn advantage over the other play& by trying to ‘get him’' while
he's too tired to fight effectively. This fatigue is a similar kind of' fatiguo from the game,
but it |s more tiring and’ experienced to a grester dégroe after a fi_ght. One plaYar
described this: ' ' o
No,r its basically the same kind of thing. You're just drained. | know one
fight | was in and | think it /asted fifteen seconds or so,; and but | just got
onthe ice, and | was just, | was drained you know, it was like the shift was
over. Likeyou'retired. Its just complete physical output. ,
Players notice the iength of a fight by this fatigue. If they aren't vefy tired and still
‘want to get the guy, then the fight wasn't experienced ass long one. If they are in a brawl
'ana it takes a long time for the referees to break up the fight, the‘playe;'s may be &ry

tired. In this case it is experienced as a much longer fight. In Ionger ,fiqhts, players may

°
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become too tired to keep throan punches, or if they do they are vory‘wndt ond
inoffoctual ones. At the end of these ﬂgm‘ players are often just wrntllng sround snd
pushing and shovmg and doing vory littie punchlng

.C. intensity

Clearly, one resson players have such a difficulty recalling tho details and |poc§.ﬂcl
of fights is due to the intonsity or aroussl level that is prcunt during most flqhtl Intensity
was one of the most prevalont facton:s discussed by the players in this study. htlpllty isa
focal aspect of fighting and as such can be considered a thematic olomont as defined by
van Manen (1984). Players attribute their inability to articulate thoir éxpcrnoncn better to

the existence of this mtnnslty As thns is discussed and explored, it will bocomo apparent

thatit is constututed by elements of desire, concentration, hatred. and 'ticking out’ .

i
i

o

Desire

You just wanted to hurt them so bad, because you've been beat so bad...
. The intensity of a player’s fighting is associated” with h:s feelmgs of desire. The

cheap shots .and provocations that occur Before the fight make.players angry. This anger

causes players to have a desire to ‘get’ the other person. When a player's snger is

increased, hus. desure to fight the opponent |s greater. When his anger and dosuro sre
greater, the mtensnty with whnch he fights is also increased. o,

P|ayers report that when both players want to fight it is a ‘better fight'. A belter
fight, or a 'good fight' means one in which there is a lot of action and intensity. Tho;o

occur when both players a;'e actively engaged in trying to 'get’ the opponent. Fights often

‘involtve a ritual diéplay as opposed to real anger and intense action. Players maby not want
to f:ack down, but they don't really want to fight either. They resoive this by holdiﬁg on. by
_fighting but not re’élly trying to hurt the oppoﬁén,t. They are more interested in protecting
" themselves than “'getting" their oppondnt. and they really have no desire to fight. These

types of fights involve less inte}nsivty'. !The players are just going through the motions of

fighting, but lack the underlying desire.
In contrast, some players ‘have to be physically restrained from fighting. Their

struggles to 'get at’ theioppor’\ent clearly indicate tﬁ_eif desire. They are mad and they want ‘

3
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to fight, uswally to.retaliste for something that was done to them. When these players
~ fight, they usually fight with 8 grest deal of lntmalty. One pigyer's comment drarhatically

, , ) '

illustrates this desire and how intenge it can get.
! was skating In front of the net one t/me, and al! of & sudden the goalie stick
cane up and hit me right in the face. Well | was knocked unconscious for 8
couple of -secands, end it ripped my nostri/ almost completely off, and |/ke
who's to sey /1 this goalle did It on purpose? Well right then and there, /'m
In a blind tury right? Like I've lost 8/l cantact, /1ke | was, at this time | can
barely remember what happened. But | /ost all contact with what the sport
was or whatever. Al/ | wanted to do was k|| this guy. ,
Serious provocstions like this one often cause players to get so mad and sngry that they |
"lose control of themselves. The context of the game, in whiclh sccidental behaviors like
this occasionsily occur, is gone completely from his awar?nestAll he knows is that he's
been hit and that he wants to get the guy back. Thevsoriousn:ng f his intent to get the guy
back is chillingly clarified in his next words: ”/f / would hive had a stick...”

2 Most players reported experiencing this intensity and/ or anger when fighting. One
player noted that he didn't sée how playdrs' could fight without being angry, although he
noted that it appeared that they often did. Another player illustrated what fights are like ‘
when this desire is lacking in contrast to when it is present:

L/ke you've seen guys when they're fighting and that, all of-a sudden they
Jjust blow up ard t Jjust want to keep getting at him. They're so mad that
_they’/l do anything. But when you're calm, you know... | quess st was kind of,
you're cal m about IJ. And you know, you're not going to, | guess if he would
have got me really mad, if he would have started hitting me harder... /
didn’t get hit much, but if he would have started hitting me harder that
- would have really, that would have started getting me mad. But | wasn't
getting hit, so how mad can you get really?
Thé fight described above was one this player got intq because of the situational factors.
This fight occurred in a brawl, in which neither of the p\hyers_ really wanted to fight. They
felt they, 'had toreally’ because everyone else was. The I\ack of /desire made for a fight
" I “*’ :
that" was not very intense. When a player fights even though he/does not really want to,
i.e., due to pressure from the environmental factors, he may not be as ‘pumped up'. He
- A t’ ,
oay be going through the motions, but not really desirous to fight.
" intensity is not an inherent trait within individuals, but rather a result of the way they
P . ! . /
respond to their environment. Although some individuals seemed to fight with extreme
inteniity all the time, -6thefs reported géning into fi'ghts of vfaryi.ng intensify. Sometimes

Lo . ]
they fought with little desire to hurt the opponent, because they didn't really want to fight,



and other times they fought all out, biscause they really wanted to 'get’ him,

This desire to fight cah be infiusnced. by 8 variety of external tactors. such as the
size of thc opponont his ropumion for toughness, etc. For example, lom may
have s strong desire to fight qomoono their size, but this desire may- diuppw ]
bigger onforcor steps in to protect hlt teammate. The actions of the opponom o also
affect the intensity s player fights with For example, thc nbovo piayer nqtes that if ha had
been getting hit hard he would have besn more angry. Ottm players also reported this. It is
possible to get into a fight and not really be angry or mad st the start, but the fight itselt
may make a playsr angry. The actions of the opponent, particularly those causing pain or
injury, may incite one to anger. Conversely, when two players are fighting lnd neither m
8 strong desire to fight, then neither one is likely to hit or hurt the other nriouoly snough
_to make them mad. In this case, their mtenslty will not be as high.,

A /ot of times you're nat real/ { mad, ina fight, it just happens. You just, the

thought of fighting.is so much in that given moment that it just happens, but

you're not really mad at the guy, you know, it just; you're in the bosrds, you
don’t even know who it is, you hit him, and then he slashes you, and then al/

of a sudden you're In the fight, but you never reallzed it was the biggest guy

on their teamn, or whatever, al/ of a sudden you're just flyhting this guy, you

don’t know who it is. Usually, once you're involved in a fight, and you get hit

or whatever, then you start getting mad, and its usually once the refs. come in

and start bresking it up, then, then you warnt to get the guy, you're mad now,

you didn‘t really get to hit him as hard as you wanted to, so you're even more

frustrated. ‘

- When a player isn't really mad or desirous to fiqht. he experiences a feeling of
anxiousness about the fight. He is concerned about how he’ll do in the fight, whothor he'll
be embarrassed and/or get hurt, etc. When a player's desire to fught is low, nnd heis /
challenged he may hesitate to accept the chauenge This hesmtnbn_m\ly conmtﬁ/_

: ;throughout the fnght, so that he might not be that active when fighting. He might be s
spectator in his own fight, as opposed to.an active participant. His fighting will be less

_intense.

y / thi nk its more of a, a fright or flight reaction.to me, kind of thing, where s
somebody that's good at fighting would be pumped up because he wants to do

- it.To me its something that | don’t want to do, but, and there’s anxiety in It, :
because | have todo it, but...

Players who are fearful will sometimes channel their fear of getting best into s
' de_sike 1 protect themselves. To protect themselves in a fight ?equires that they try to.
“hurt the opponent. They try to 'g’ei him' before he gets them. Several players described -
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the desire to protect t themselve's as a strong motivation fo’r them to fight intensely.

L}

! guess, its al most I/ke your survival thmg takes over. It has a b/g affect on 5
you. Its just sort of like saying, "/f you don't watch out you're gonna get
© hurt.” Not.consciously, but subconsciously it does. You're not th/nkmg about
gettlng hurt at the t/me, { think its /ust back there somewhere.

Although thus pﬂw‘may not hgve been conscnous of the fear of gettmg hurt durlng a
et

on He did recogmze it and the* motlvatuonal mfluence it prowded Fear

' can_motivate players tot,y/t’6 pratect themselves The strength that fear can add to one's
' dOSII“G to fight is amaznng Playe s motlvated by fear may fight W|th a great ‘deal of

' mtensnty and be very successful as a result AlthBugh ‘these players don’t really want, to _

fight, they do not just go through the motlone Once they realize a fught is mevstable they

- become very lntense flghters due to ‘their desure not to get hurt. This can happen with

But | know some ‘guys that really rent you know they re not rea//y that
tough-or that strong, but all of a sudden they get into a fight and they become -
real good fighters because they’'re scared-of getting beat. / know a lot of guys.
that fought that -way, just out of shear fear. Because they were scared to get

" beat, they were good fighters, like they were just so. pumped up that they
d zdn t want to get beat that they . tota/ly apnhildgted the person

‘Other yers often stay away from such opponents and try not to antagonlze them

. because ef thls The above quote continues wuth\ Y L (

. And that sa scary thlrg, because a /ot of t/me,s they're just punch/ng out of
fear type of thing, they just go really crazy, that's Just probab/y like that guy
I fought a/ / the time, cause they just go crazy.

When players are hnghly desnrous to flght when they really’ want to get the guy',

. thenr fcghtlng abnhty is enhanced Players report that th‘se opponents seemed stronger, .

and fought wuth more Wensnty Many sub;ects dlSCUSSB ‘the. |mportance of wanting to

fight, of belng pumped Up or psyched to flght Des:re was percelved as bemg very

\
lmportant to wnnnlng fnghts \ln fact this lncreased arousal or\lntensny level ls one aspect -
that players have to sWutch ove?\\o in order to-'be ready it w‘rvolves a durectlng of both

mtentnon and desnre towards the go} \of winning the flght Players hHave to swnch from

'wantmg to play the game to wantmg to! flght and they have to want to flght very badly in

L3 . vv : . - v - ' . " l. . ) R )
Like if you're really tad, |ikg you don't ever want to fight a\guy that's so
mad..Cause he's got more strenzh then. and he’ll go crazy.You're\more, when -

I . . . C \'
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you don’t want to f /ght !/ guess you're more calm..
Y

Players try to develop this intensity level for fights because they know it will help

¢

them win. Dave Schultz reported that this was an umportent aspact of the mental

. preparatlon or psychlng up' he underwent before eaql,& g,gme He did not play as regularly

as most qther players and when he was sent onto the 'lce usually to 'go tak to someone

;fearful he is of his opponent,‘ and the greater hns desire to fight him,

| or to ‘rough someone up:, he had to be ready and psyched‘ yvnth very Ilttle notice. He also -

had to d& thls wuthout the help of the arousing element ’of the gamp glay His mentzl

psyching was an lnstrumentally valuableald to his success is a hockey enforcer :

Not all players réfuse to fight opponents who are really mad. Pleyers who are

‘ themselves really angry usually don't care who they flght They do%l t cafe how tough he is,

-or if he s mad or not. All they want to do is get him. The more angry a player gets, the less

. ! “ X i . N )

Concentration ~ : 4 \_ . Lo,

~

~

A.lot ofX/mes you don t know what's going on. You re just f/ghtmg to wm the
f/ght and-that's /t ,

Players reported a lack of awareness of other players the referees the fans\etc
durmg intense flghts ThlS included.a Iack of awareness of the behavior of the. other\
player, and even who it is they are flghtmg; The anger. or arousal level of the opponent is
another factor not noticed doring intense fights. Players are thinking about what they want

to do, which is to get the oppo’nent,ﬁ"and they aren’t awa_re' of his actions. Players

~ experience a decline in their rational or cognitive abilities when involved in an intense fight.

‘ the‘intenslty level of the fighting.v‘ ,

They often aren’t even aware of their own actions. Players describe this as_acting out of

emotion or instinct, rather than rationally figuring everything out. This is clearly related to

You don't know what you're domg ‘You're al most running on emotion or

, - . instincts. You're not cognitively figuring out exactly what you're doing here,

“Ok, next 1’'m gonna swing, no, nope... now drop back.” You're just, its all

" reaction. You know-he‘s going to swing, and you're gonna protect yoursel{ that

. way. Its really, you just go all on sense, instinct. Espec'/a//y l'd say emotions
play an incredible part You’ recompletely aroused

Flghts focus a player s concentratlon similar to the game but to a greater degree.

_ Durin’g a flght- a player is psyched to fight. He is thlnklng about the flghti, on doing well in it

JA - o
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and on not getting: hurt. AII of his energy and thought is focussed on flghtlng External
'dxstractnons fade from hls consclousness Players are completely aroused in the fnght
Thls arousal is much higher tlhn in'the game itself, in whnch players must be less excited to
perform effectlvely One player ‘described thIS ' '

When you p/ay the game you ve gat to be more, you can't be on such a high

. arousal level that you can't perfarma. You have to be on a lessor of an arousal *.
[sic] level so you know what you're doing. You can take in things, like what
they are doing, whether their defencemen always have a tendency to pass the

puck around the baards or whatever, you ve got to be able to take things in.
Butinafight, to a pomt

When psyched ina flght players don t 'take thlngs in’ as they do i in the game They are too
aroused to do this. Players get more keyed up in a fight in order to win. It was noted
above tha'f fighting lnvolves very little strateoy and skill. The main deterr_ninant of success
is a player's physica‘l prowress, i.e., his strength, ioughn'ess Abspeed etc. In contrast the
game of hockey requires that both physucal and mental skill be utilized. Like most sports a.
smarter, less skilled player can beat a player wh@has more. physloal Skllls if his mental
ability (i.e., to apply these sklllsl is greater.- In hockey, players must be able to 'take things
n', i.e., to 'read’ the other team's moves, in order to know how to best r'espond'to them.
In flghtmg the player doesn't care what his opponent does. He is only thlnkmg about hns
/ own actions, which ina fight j is the strategy most likely to resuit.in success.
| " Real fights are all-out confrontations with both players trying to throw as hard and
as fast as they can. They are resolved loy the player who connects with themos,t punches
in the shortest' duratlon of time. 'In-such a situatlon the player' who doesn't go all out is
gomg to be severely dlsadvantaged When players are dlstracted by thelr opponent they
may not fight as mtensely The player who can focus himself and not get dlstracted by the'
punches of the opponent will usually do better in fights. _
Not being aware of an opponent s actions agalnst them is mstrumentally valuable in
- a fight. If players were hindered and dlstracted py the opponent’s actions they would be
less able to 'focus on and accomplish their own intentions: They would have a tendency to
be a 'spectator in their own fight'. Players don't want fo be distracted, so they focus on ~

‘\\trylng to"punoh the opponent. When they are more intense and angry, this focussing is
N ' ’

inoresd. ' : ' | , -
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You know, its just pure hate... o . .

Players who get into fights experience them in different ways. Many reported
fae}ing hatred and rage toward their opponent during the fight‘. The i"nt‘ensity'.of‘ these
feelings and the number of pléyer,s in this study who réported thern was surprising. Tﬁis
hatred may e#ist for a player whom the'y've‘had‘ prqviéus confrontations with, even

before the figﬁt begir:

they describe@é a type of ‘rapport’ between players.

...like in a game you develop a certain rapport with certain players.-You don't

- like certain players and they might not /ike you. When someone challenges
you like that it doesn’t take anything to go. "/ hate your guts,” its not even a
matter of saying ‘yes’, you just turn around and smoke the guy. That's the best
way to be really. D ‘

Feeling this hatred is 'the best way to be really’ because it helbs players to 'be first', J
_y}v\.rhich, a#"nbted, is valuable in terms of su;:ces'sful fighting. This hatred., if it exists bpf'ore
the fight, inf_luqn’c;es the decision to fight. Players don't héye to think V{hen this is present.
They are 'réa;y' and do not require any time to ’swiféﬁ' over'. T h"eyk' just turn ;round and
snw the guy'. It has been previously suggested that this rapport is a kinq of decision thaf
s ma;le in advance. When the possibility of a fight arises, players have decidqd in ac'ivance g
how they'll fespond, through these feejirigs that they have for the oppoﬁent. |

For some, this hatred is felt only during the fight. After the fight thi§ fesling isn't
présent. k.This is a surprising discovéry, and is élearly illustrated by this 'comm.enf:

-

At that particular time, | think you, its like you have a /ot of hatred for this
guy. Right now you just hate him, you hate him more than anything else, for
that split second. That starts the fight, and you’'ll-hate him till its over. Like
I've fought guys where, we've had a real |y’ good fight, and we get up and he’s

"o the way ta the penalty box or whatever, and.in the penalty box you'll look

" owver and say, "Hey, good fight.” stuff like that, “Yeah, good fight.” and you

. ~get a lot of respect for each other that way, you won’t bother him-anymore and

“he won’t bother you. : S : : '

4

Y

' This hatred is é)itremely int_ansé during ,the»fight, and many players have comment‘ed‘ on.its

bpresence. Buf affer the fight playérs may dévelop mutual'cré@ct for each other, which, ’

‘can replace the patred. : , . s
This hatred rhay aléo exist between teams, or towards 5 certain player on one team

: byanbther team. For exampie, the ‘stick men’, those who according to Gibson's (1975) |

typology of violent roles use their sticks to.éhgap shot and inﬁmidata others, are often
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intenaely hated by the opposing team. As well, when a big player provokes a\;n'laller one
the whole other team gets angry at him. L
They had this guy on the/r team, his name's —_,and he used to stick
guys, like he's the type of guy that would spit in your face, and then would
run away type of thing. And he’s the type of guy that could get the whole team
going, the who/e team just hated him, and wanted to see him get run,...

The desire to injure someone else’in a flght is very real, and is linked to the anger’
~and hatred that’ characierizes mtense flghts But players downplay this possublllty even to
. themselves. The few times it was openly talked about was when discussing a very severe

provocation or a very bad brawl in yvhich a playergot seversly hurt, and thus had a strong
- desire to, retallate When players fight with thus mtensuty, thelr desire to intentionally injur B
someone is greater than whan this'desire is |ack|ng ‘

One reason this desire to_hﬁl't the opponent is Irarely talked about is because of the\
.'n'egative lnorm which condemns such behavior in the ‘real vyorld' This clearly influences ,
the players’ responses. For example, after a player descnbed a flght 1 asked hlm if he had
', wanted to hurt his opponent when he had hlm lying on the ground and w‘as punchlng him.
His intentions were obvious, but the answer was |llum|natmg of thls norm Wthh exlsts
evenin the hockey culture "Yeah, | guess that's kind of a terr/ble th/ng to say, but yeah
/'did.” ‘Another player noted that when the opponent was down he would not keep'
punchmg although he knew that others would ’

“Most references to hurting an opponent mvolved veiled comments Players woulo
begm to discuss these feelings, and then change the direction of their conversatlon

thereby ayondlng these areas‘. There‘are several examples that |Ilustrate this:

¥

- Al wented to do was kill th/s guy. And | didn't ‘have a stick or anyth/ng,
all'l did, if | would have had a st/ck / got up and / threw my g/ove at some

s | , o

»

! don’t mean you don't know what you've done. Yaur /ust at a state of anger,
your really out to,.. its hard toreall y say. '

The first player comments that /f / would have had 8 st/ck' " ,and then stops, but the

connotation of retaliation has already been alluded to. He meant to say that'if he had a stick

he would have used it to retallate back. The second player states that your rea//y out to.."
F’

and. then stops before telllng what one is really outto doina flght His original intended ','

reply ‘would have llkely been "..to kill the guy’, or '..to hammer him as hard as you can .
wat T l‘"z . R : - R .
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- Either of thase‘responsas would be an accurate refiection of the intentions of the blayors ,

studied in this research. These intended responses were seidom fprthcorr'\lng due to the

" perceived negative evaluations they would have elicited. ’
- ~,Some players get so angry and intense that their motor functions are inetfective. .
One player noted that when really mad he had trouble talking coherently..This occurred
during confrontations, when he was trying to verbally chalienge or ab\‘np his opponent.
“This was experienced as ‘being so wound up the words just don’t come out properly’. He
would try to verbally challenge someone, but when he opened his mouth the words just
got mixed up. This was clearly associated with feelings of intense anger and arousal. This
was experienced often during the game, but he also experienced it in other situations
where he was mad. When not-angry or aroused he had no difficulty communicating |
effectively. ' o : " S
Another player repOrteJ that when he was involved in a very intense fight his hands
often cramped up afterwards. ‘ o
Yeéh, you cramp up,”you cramp up because you squeeze so hard, like | do
anyway. Like [ don’t think about it, | don’t gven, /’m not conscious of the fact
of how.hard I'm squeezing my hands. You just try and make a fist and just
throwing them as hard and as fast as you can. i ’ ¥ ‘ ‘
' Because he was not aware of how hard he Qvaé; squeézing them, his hands cramped up and,
it was not till after the fight, when he tried to open them, that he noticed this. Later this
: Slayer provided an illuminafing comment on this: ' o
/t's like you want tb make, like.if );ou had a hammer you’d smash him with a
hammer.-You want something hard. and so/jd, so you just make... |ike you just
" tense up. When you get al| that tension jn your hands and that it does, you, it
. just kind of, you don’t feel it. Like your grip, you dén’t feel how strong your
. grip is. Its the adrenalin. Like you've heard the example where the /ad}/s
kid is underneath the'car? | think its the same thing as that type of thing. T he
adrenal i ne gets pumping so fast, that you don'’t feel anything, until its over.
At times, players cah become too excited to fight éffectivaly. The relationship
between emotional arousal and performance has been discussed by Alderman (1974), who
" . describes it as an inverted "U" function. Performance increases as arou'sal does up to an
B op)im'al level of performance, after which performance decreases as arousal increases (p.
7. 142). Fighting skill can deteriorate 'when\.arbusal' goes past a certain level. The player who
couldn’t talk right when he was mad hés been discussed. As wall, it was noted that players
‘need to be less aroused in the game to 'take things in’ and perfdrm properly. We’'ve noted

D [ BN . .
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that fnghting skllls sre Ioss complex than game skms, The arouul level of the players can

. usually be highor in'a fight without a concommatent decrease in performance, But oven ina

fnght the arousal level can blcome too high for players to "effectwoly perform. Some

players described fights where players were ;ust flmlmg away, and their punohes were

wild and out of control. Thus illustrates an' arousal level that is too high, even for fighting.
e . - ” ) b

\

This was usually discussed in the context of someone ‘ticking out'.

i

Tloking Out : -

/ guass,wﬁn your /q a ?Ight your kirL;c/ of losing it already. )
Players ¥ "e of ‘}icking out’ when describin\g the intensity of fights. 'Ticking out' - |
means that players have become 'psycho’ and aren't really aware of what they are doing.
Another term for 'ficking out' is 'losing it", which implies losing control in a fight. Pléyers.

tend to lose cont“rol and get so caught up in the fight that they 'gb crazy’ and do things

- they wouldn't normally do. ' A

R " For examble, some players are aware of the sitt:sational factors preclucﬁng fighting,
‘and thus they do not want to fight. They try to not get provoked into one. When they do,
this is often referred to as 'losing it'. Although they are tryipg to play in cgntrdl,
s;ométifnas thpyﬂ 'tick-éut' /and lose cognitive/ control ovef their actions. They fight,‘ but
cognitively they don't want to be ‘filghting There emotions have 'taken over', i.e., taken .
control, whule their mmds have lost control One player descnbed the affect this has on
players in graphlc terms: '

'Yeah, 1've seen guy& head-but, pull ﬁair, gouge and stuff, and knee, but /'ve

never seen, yeah, guys do lose control, [ike | think I do. | think you're just so

psyched. So psyched up to do this, cause you drop your gloves and its /ike
two animals r/ght now. There’s no civiliZed...

There was a surprising amount of this type of bghavnor discussed by the subjects in thas

research. These events may seem exceptional, but their prevalence in these discussions -
suggests that over the course.of several years of high calibre junior and/or university

hockey they aren't that rare. Players describéd exampies of gouging, pulling hair, even

_ biting opponehts dﬁring fights. Tﬁis loss of control can be so extreme that players don't

ever want to stop when they are in a fight.
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He's the type of guy who would beat a guy up, punch hl m eighteen times, and
when the guy covered up, he coul/dn’t believe that the guy was covering up
and he would start picking him up and start throwing him back down on the
ice, saying, “Come on, let’s fight!” And then when the refs. ssy, Ok, you're
out of the game"”, after doing a stunt /ike that, you know, he just completely
was /n a white fury, can’t even,.. you can't even reason with the guy’ m&/uﬂ;

wants to kill the referee, he just skates around that frustrated. R o

This ‘type’ of player was previously discussed as someone whol is siways mad
during the game. He was described as a 'bsycho‘, which is a term hockey players give to
those who are known to 'tick-o'ut' reguiarly. Tﬁis, type of player is furqdy because of the
intensity and angér with which he fights. He is also feared because of his tendency to lose
it, to be unpredictable, and therefore to be dangerous in a fight. ' . o

‘" But there’'s a/ways the looney toon type characters that you always got to be £
the most wark of, because you never know what they’'re going to do, or If "_v,{
they’re going to 3tap, or.. i ; ‘ ‘*;{

These players are known to ‘get carried away in fights, and to want to hurt the opponent.

‘f‘hey usually don't' know when to stop in a fight when they ‘tick-out’. They'll keep punching

when their op'pon’ent‘is down, and when the referees or their team-mates try to pUll them

off and break it up, they'll'struggle to keep gétting the guy. They are known for fighting
dirty as well, i.e., gouging, pulling hair, scratching, etc. One player described trying to
break up a team-mate in this state:

You go up there and go, "Come on, Turne}/, settle JGwn, seft/‘e' down. Everyone

. _thinks your crazy. Your going. nuts. Take it easy.”” And meanwhile he's
spitting over your shoulder yelling at some guy, and esventually you get him
_off the ice. ‘ ‘
'This is ‘unusual behavior even for hockey players. The player who 'ticks-out’ or ‘loses it’
and does not stop fighting is rare. The ‘normal accurrence after a fight is to let the
referees break the fightars up and "go to the penalty box. One player described an
~opponent who in his words 'went crazy -and woujdn'! stop even when the referees came
in.
...he'd fight and fightnand then when you were wrest/ing he'd scratch and
bite, and he’d, he'd, wiendyer the referees were in-between; like |ets say the
fight was just breaking up, that's it, you know, the hands come up, as far 8s
I'm concerned,; my hands, my hands would leave his jersey, and |’d /et the
referses pull us apart. Like 1'd make sure that they had a good hold of him,
/'d make sure | was holding his hands, cause /'ve seén & /ot of guys get

suckered while they're breaking them up. But he would not /et go, /ike he’s
just going crazy by now, he wants to get me so bad he can just taste /It.
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in fighting, there exists' a normal way to fight that most players conform to. This

'was discussed previously in termu of the mechanics or 'technique’ of hockey fights. -
There also exists ‘norms’ with respect to who the players will fight, why they. will fight,
and how they w‘il‘l pet into fights. Norms influence whether they will fight dirty or not, and
when or if they will stop fighting. Limits are norms that prescnbe _hat-thers ars things not
done in fights, i.e., thmga that are unacceptable For example most subjects said they

would never intentlonally hit the referee. The referee was clearly seen as an innocent third

_party who should not be attacked in fights. The numerous comments that players should

nothit the referes is evidence that this limit exists.

Fighting dirty was another type of behavior that was not condoned by.the norms of

hockey. Most players said they preferred to fight falr and not gouge, bite, or kick. But |

there clearly are some who do\,thrs, as the above comments illustrate. Nearly all players in

this research were aware of these Iimits, although som'ev set them differently than others.
Generally, it was the player who was labelled a 'psycho* whé was observed to go past
these limits. This player is likely to go past these boundaries and fight intan unacceptable
r‘namyer' He has lost control of himself in terms of the normal boundaries. These
boundaries no Ionger exist to limit or control his behawor The psycho is not aware of
them, nor is-he aware that his actions have gone past these limits.

This loss of control is seldom a total Ioss, however, even for a ‘psycho’. As noted

\

“above, the referees are rarely abused physically, even by someone who has lost it. When

‘behavior occurs which is not acceptable according t6 the info.rmal norms; it is usually

accidental rather than intentional. Kicking is one behavior cohsidered against the formal and
informal rules of fighting in hockey. One play'er commented on this:

No, no,, I aidn't kick h/m That's pretty ruthless, well, you do a /ot of ruthless

. things, tppto take your, to take sormething that can slice the guy’s neck in half,

" M | would have kicked <him, | could possibly break e/ght ribs you know,

that's; end he was down... )
His comment suggests that potentially kicking the opponent is so serious that even in the
heat of the moment the IIMItS prohubutmg thls won't be forgotten. Another player said that
although he did 'lose it’ frequently there was always a knowledge 'in the back of his mind’
that he was trying to hurt his opponent, but not to maim him. This knowledge, though not

something he was always conscious of, did deter and constrain his behavior and keep him

]
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from completely losing contlfol. As one player put it "Yot) want to fight, but you're not on
the ige to kill anybady.” If they were on the ice to kill sach other, these informal limits
‘tr‘fat constrain behavior would be set differently. in such a situation it is quite likely that
senous injuries would be much more common.

Further evldonce that players don't totally lose control is that players are elways ,
aware of who is on their team vs. who is on the opposition’'s team. Players seem to lose
it, yet they almost never start fights with players on their own team.

- That's one thing, you know, you always know who is on your team, you can
a/ways see 8 co/or or see a.. remember aface, so

Thns player then commented on this m the context of trylng to grab a team-mate who has

tlc_ked out:

-~

/f you grab him, he’s not necessarily going to do what your "going to say, but
he’s not going to punch you.

N .

Throughout the fighting experience limits are ugnored When players are provoked '
they get angry and aroused. If ‘_they receive enough provocations they mnght retaliate.
"When they retaliate they are going past limits, i.e., the formal limits that define ille_gal
‘kfehavior in the game. If they start a fight they are again going past these formal limits.
Finally, when they are in the fight itself they may again go past ceftaih Iimits, i.e., when
they punch someone who is down, or when they gouge someone, pull h?n' b'te etc. .

In sltuatlons where players go past these limits they are excuted and aroused. These
limits fade from their awareness as they focus on 'getting’ ;the other person. Whether
specific limits are ignored or not is largely dependent on the eﬂxcitement or lr'ousel level of
‘the individual. When they are mere desirous to fightr they are more likely to provoke
~ others, retaliate, start fights and tick-out. When aroused these socially defined limits lose |

importance for the players.

D. Attention/ Awareness

You feel yourself going... You dop’t‘rea/ Iy think twice until the thing’s over.
Players initially reported not being aware of a lot of the details of the experience
of .fighting, but on reflection they were able to discuss this event. During the lived

experie‘nce of fightiné these details don't impact upon the player's consciousness to a



.- 128

degres that he is eble to recall them Clearly. It was from snatches and glimpses of recalied
lived moments that they were recaned in order to do this the players had to try hard to
remember them. When players did discuss npectc of the fights that they couldn't recall,
these things were inferred from their awareness of events and circumstances immediately
after the fight, when they ‘came back’ and became conscious again of their behavior.

For example, it has been noted already that players don't notice their crlmped
hande during the fight. They report not being aware of how hard they are squeezing their
Hands or even that their hands are crempmg up. It is not until after the fight, when the
person;_e hands won’'t come uncienched, thzt he notices this. Many reported a lack of
awsreness ot the referees. Infreduently a player will accidentally punch a linesman or a
referee. This usually occurs when the referee gets in the way but is not noticed. Referees
aren't noticed because they have no affect ohr‘_ the intentions of the fighters. When a
refefee eoes get hit the player is then made aware of their presence, usually in a negative
way, i.e., by getting a penaity. ' ' * ot g

In one brawl a pleyer reported not being aware of Whet anybody eise on his. team
was doing, whether they were wunmng or losing etc., untal the person he was fnghtmg was
beaten and he had a few seconds to Iook around. o

And the tl;l s lhat you remember just in bits and pieces while the fighting’s
o hoocis ol and who doasrnt need helr s &’ﬁnivﬁ’ﬁ'yif'ié that ts s KInd of
braw! type situation that you'te always doing that, kind of looking out for
yourself, so long as you're doing ok, ../f you'rg getting beat it doesn’t matter
- how everybody else is doing, cause you’ re getting kicked.
Others have noted that when they are getting beat in a fight they can't remember as much
as when they are winning. In this ‘situation. the fights are often one-sided, with only one
player throwing punches The opponent is dazed, and/ or just trying to hold on and protect
himseif. He wants to get out of the way of the punches and make them stop The way do
this is to punch back. The player on the defensive is concentratihg on two tasks, that of
trying to protect himself from further punches, while still trying to punch the opponent.
This puts him at a dieadvantege in comparison with his opponent, who is only
concentrating on punching him, and is not as concerned with protecting hin'\self.
Players on the ‘defensiye are not as aware of their surroundingé because they are

concentrating on these two tasks. Their attention is not as focussed. Because they are not -

\ . ¢ «
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in control of the situation, they don't always know what to expect. They experience
confusion and fear as

result. They are often stunned, and unable to see or block the

opponent's punches. player described this confusing situation where he did not know

what his opponent wa 1'doing. He was not "first' to start punching. and thus was on the
defensive. As waell, his opponent had a unique fighting styls, which- cauuc; more
confusion. He was C&‘?nfused about how to act, and fearful of the unknown element, in this

. case the opponent’s punches.

But then | remember being ducked, and ducked, and try/ng to hang 6n, and
blocking punches from sort of my left side, and covering sort of to the right,
and sort of backing off my right shoulder, and finally | got my right hand
going. | don’t know If he is a very good fighter or not, and | wasn’t really
sure If he knew what he was doing. ‘

. This player's first and foremost concern was protecting himself. This involved ducking his
head, which hindered his Qision. He only saw one punch-he was dpcking from the restand -
never saw them. He remarﬁbers them pply bocaﬁae he was ducking away from them. Their
number, speed, whether and where, ﬂwey tandoqj etc., were not expérienced or recalled.
He only e;‘q}erienced his own intentions, which involved trying to get out of the way of

-these punches until he could ‘get hi‘s‘right hand going’. The"ictions of the opl;onont (his
punches) were inferred from the player's own response \(\duck__ing). Oniy the first punch
was consciously perceived during this experience. ~

| Previously it was noted that some players aren’'t aware of who they are fighting.
As well, some aren’t aware of the subjective ‘personness’ of the 'opposition.” During
intense fights, some players peré:eive the player they are fighting as an object ratho?ﬁwgn
as a subject. One comment makes this strikingly clear: ' ' B
/ dbn’t even remember seeing his face, | just remerhber see)’ng this thing in

front of me, really, and | just was throwing as many punches with my right
hand as / could. . .

He goes on to note that although the person-he was fighting was a 'stickman’ that

every?o'né hated, he wasn't aware of this player's role, or of tAeso feelings during the

fibght. Instead he was jué:t 'doing what you do in a fight'. Later he again describes what this
" involves, namely: ) | . ' | i '

...your just sitting there and your just holding this thing there in front of you -
and you know he’s going to be swinging-at you and your swing/ng at him.

A
& &
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' This does not apply so much'w ® or intensity to ﬂght is low. Players have a
reduced tendency to treat their opponehts like objects. in these situstions players have
,reported not only knowing Who they were fighting, but even talklng to each other during
the fignt. | |

- Players are usually unaware of pain or injurie they sustain during the fight. Often a |
player wil punch eomeone s heimet in a fight This u:e\e'vy‘painful thing to do, and often
rnum in cut and bruised knuckles Players occasionally get bioody noses, fat lips, black |
eyes, otc., from fightm ln most of these situations, uniess the pam or injury is extreme\y

severe, the ptlyers are not eware‘of ut until later.

.

When ! was say/ng that you don’t feel about getting hit and that: unless the

guy does damage to you, where he, /ike |'ve been hit and cut where al/ you

feel Is something warm going down your face and that's it. You khow you've

been cut, but you don't know how bad, you don’t rea//y care, You don't really
- care at that time. Ve

The only ewerenen this pleyer had from the m;ury was the-blood dripping dewn hus f\ace '
He knew he was injurod but he didn't ‘care’ about it. He was only mterested in gettmg the
guy, and his own injury was not mp‘ortant to him ‘at that time'. Later, after the fight, he
assessed the damage done. We've noted that this is also present with injuries that occur
durmg the course of the game. One player described his expenence of getting beat-up in a
fight. He received a broken nose, and several stitches in his mouth, -which was badly cutw"

~

due to the punches he received.

Like at first | saw b/aod on the ice, cause my nose was bleeding, and | didn't
know it was from me. | knew 1°d got hit pretty hard, but | didn’t, my nose
didn’t hurt or snything. | just saw the ice, and then | was going like this
{Here he makes a motion of wiping his hand acrcss his mouth and then looking
-at hus hend) and it was mine. - .

Thls pleyer didn't notnce his injury untul after the fight. He knew he had been hit, because
~ the blows stunned him some. But their” seventy wasn't fully appreciated, and the pain’

\
wasn't fully expernenced until after the fight.

Paun is not expenenced dunng the game because the player is not attending to it. It
could be expernenced more completely during the fight, if thzre was a reason for it to be.
For example, although players expenence pain more after the fight than dunng it, there is
also a correspanding shift in attentlon to this pain after a fight. It is this broadening of

‘ona’s attention trlat causes pain to be 'noticed’. This shuft is a conscious one. One player’s

N
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typical comment Is that: i

'

your so caught up [n the fight, | dom't, like .a lot of times | don’t know

until | )c’]’t back and then yqu chock your hands and you say, *Qh, yoah, | did
hit his hel met.”

It is the ‘checking' of one's hands; and of-on#'s. faco and of &ne's body, that is réquired
- for pain to be noticed This 'checking’ involves a nhifting of one’s intentions from the fight
| to the part: of. one s body that are painful to the player. This usually occurs when he
realizes the fnght is over, and he is no longer concontratmg on it. As long as his mind is still
on the fight or the game the pgin is not likely to be notncod )] some lnsuncn it muy not be
. noticed until tha next day. in the drenmg room after tho game, plly.u ofton ro~llv¢ -the

game. They may still be in the game' after it is over.” They do nat notlco the pain until

later on.

Most players do hot notice pain because thd? are too busy‘ ‘noticing’ the fight.»As
prewously noted many playere reported a focussing of both attention lnd intention on‘thb.
task of fnghtmg Pain is not recalled because it is not plrt of what the playor involved in
fight focusses on. He is concantratmg on throwing as hard and as fast as he can, not on
thé results of his opponent’s blows. " ’ '

For example, after throwing a punch, a player does not stop to see if he hit the
opponent solidly or not. He just keeps punching. To contrast, in y'norr‘nal' iqcial interaction
there exists a:self-monit&ing focus. This involves attending to how’ others respond to
&\e's‘behavior‘ in 8 'feadback ldop'. People adjust Ftheir ‘behavior in accordance with how
well their Aimages or portrayed behavior is accomplishing their intended purpose. This is
determined by how others' respond’ to tﬁem. This also occurs duripg the game, ’thua
explaining why players must be able to ‘take things in‘. To ‘'take things in’ involves
monitoring the actions and f.eactions of othersland respondingraccordingiy. When players
fight in hockey no such monitoring intention is pres‘(ent Players are only conce&md with

' gettmg,the guy'. They aren 't attendmg to ¥he opponent s actuons directed towards thom
| We've prevuously noted that they do this so thcyf‘ not’ dustracted and do not become a

Bt is mterestmg to note that this occurs most often after a win rather than ’

loss. After a win, players want to savour the feeling of the win, so they stay
'in the game’ for a longer period of time. But.after a loss players don't want
to think about it, and they get out of it sooner. When they do this they

~ experience their aches and. bruises sooner See Dryden (1983) pp. 1-3 for a

description of - this.

*



spd&tator in their own flght , \\‘ ‘

Another reason why a f:ghter does not experrence all of the elements of fighting
has to do with the |ntens|ty and qunckness\wuth which fughts occur. One player s commeh’t

|Ilustrates how one can live through this e*pene‘nce and yet have trouble rememberung@:t

~

aftdr ; ‘ T \ ‘ ‘
[ . Iy ' ‘ ’ !
s
Well, you know, you can V/sua//y see what your domg ! know / m punching
‘the guy, | know [ hit him, but it just® seems to happen so fast that when you
stop after, and you try to break it down, its very tough You can’t sit there and
" break ‘it down: "And then [/ d/d thrs, and then | did that”. your not
. thinking what your doing. \

-]

Fights thbmselves are of a, very short duration, and a lot of actron is compressed into a
short tlme penod Players have to fight qui kly because if they spend too much ttme
femtnng dodglng, and sparrmg around with ea \;h other the referees will break up the fught

beforeutstarts S

(;.

. The short time frame ns one cause o} the hzgh mtensxty level present in fnghts
o Players who commut to fught are aware of the short duration of fnghts and they fught
accordlngly -Thus players make comments hke ‘you don’t think twice t/l/ its over’, and
the_res no'time to see how your: °dc;/ng ’Thlnkmg twice’ ,and '’ seelng h0w your doing*
refer to th\ns monitoring v’of behavior. In hockey fights, not only do players not want to
monitor their behavior because it dist'racts them, -b’ut_they do vnot have t@me to do so
. because "fights happen $0 quickly. Players speak of 'natu_ral reactions’ in_ talking ot this.
un, well, | doat th/nk you have time to think. about it, 4 th/nk its /ust a
- ) natural reaction type of thing. If he's coming, you ‘know if he's swinging
- lower than you, if he's dropping: his hands, then your going to go over. So you
don't really think. | think its more of a natura/ th/ ng { think you just ad /ust,
just like anythmg else, .- A . : ‘
C«3“»4Pltayers don t notnce what they do or how they do of the acttons of theur opponent ‘
' because fnghts happen SO qulckly they don't have time to- observe end experlence all.of the v
detalls of thelr performance. A fnght is so intense that if they tried to conscuously monutor
And remember the results of thelr actlons they would be ovjerpowered by the opponent ,
| This. kind. of monntormg reqwres time and dnstracts one's |ntent|ons both of which can
have detrnmental consequences to the resuits of a fnght All players can do is step in and

throw their best punches ‘and keep go:ng until the referse break‘s them up
th for me, because, | just Want to keep sw/nging. / j'ul.st have, like that's the

TN
~
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want to keep swmging /.don't care, you knOW. how

king to count, .

Durrng the fught players do adjust theur behavnor according to the responses of the

other person but these adjustments occur wuthout the player consciously thinking abouty

them These dec:suons occ;ur quickly, and there is Ilttle monitoring of them to determme if

they were ‘the correct ‘ones or not They are not attended to long enough to be - -

‘ remembered There is constant and fast paced action and new decls:ons are made without

any hesutatlon in between. The adjustments ang changes that occur durung the fight are
lived through as if they qccurred automatically. Players are only aware of them in
.retrospect

. Why do players chose not to monitor their performance or their opponent's .

" reactions? The above player comments that he doesnt care’ about this. All he wants to

. do is 'keep swinging’, because the fight is over so qui'ckly. Several.subjects noted this.

ey

s

Play‘ers eXperien‘ce this a5 a concentration, a focussing of their intentions This involves
focussmg on the very SPGCIfIC mtentlon of throwing punches The player doesnt cere’
about anythmg else. He only thinks about 'doing what e has to do’. One player graphucally

discussed his thoughts and intentions during an actual ,flght, and this d\alogue is reprinted in .

- context to illustrate this: .

. 1. . Ok,..You talk then about what went through your mind at the time of the .
: fight, and you said "We//, everything happened so fast but you just, to
me, | just, going through my mind all the time is that just keep hitting -
no matter what, just keep pumping”. | wanted to kind of get into that a
little more. Are those the thoughts that are runnmg through your mmd or
is that before the fnght or what?

.‘ U v’/~th/'nk that's true in the fight, you‘ just keep... keep saying to
urself that you haveito keep going, you know, keep going until the
- refs.getinthere. . .

.20 So that’s what you would say tor yourself‘? '

n—

Yeah /ns/de, /! would be saying ”come on, keep going, keep gomg” A
lot. of times you may ... you may just hold back or not throw a full ,
punch, but you have to.. . you know, you have to keep yourse// pumped : @ ‘
and keep going. e

1
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3. Hold back and not throw a full punch? N

' \\

i We//, uh, you maybe tend to be a spectator and receive more than })ou do
" glve, and you want to make sure that your giving out just as much as
3 your taking in. »

4. Why would you tend to do that?

‘ . Uh, 1 ike he, the guy could be a super/or f/ghter, and he could maybe get
the /ump on you. .

’

5. Stun you? And that would ... -
‘ o n

Yeah, stun you, right, ye'e/i and to just say "wow"” and cover up, and
just try to protect yourself, where its probab/ y better /ust to keep going,
at that stage.

6. . Soyou woul.d have a tendency to cover up, but you wouldn't want to?

'No, you wou/dn t want to.

His thoughts and intentions dlrect his awareness, so that he is only thinking about
what he wants to po If the other player hits him a good one and he shufts his focus of'»
attention, he's liable to stop thromng punches and thps end up 'being a spectator’, If he,‘
attendsr ‘t.oo much to his own actnons he'll be slower, and the opponent will hkely 'be first’
and get ‘Zhe jump on him. Players do not want to be spectators in their own fights' so they
make sure they concentrate on their mtentnons They do this so they aren't distracted by
their opponent s actlons C -

E. Winning
2 When you feel yaqurself hit him you know you've h/t h/m, and /'te a good
lee/mg, to /and a good one. _ -
Winning in a flght involves controlhng the opponent A persqn has won a fight
“when he has physmally controlled the opponent. To be |n control 1& to be able to take
. physncal action when desnred ne pt:)nchnng him -at l pushmg him around, and/ or
. thrownng hlm to the ground It is to be able to dommate the opponent when deswed Being

incontrol mvolves a feeling of confudence and superuornty

i
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+ To lose in a fight i§ to be’cqntrollgd by the other p;rson. The opponent's actions
physically control a piayer. He may know he‘§ getting Beit. but hot be able to do anything
abbut it. He can’t "work'-his body right. The opponent controls him and his body at will,
an’d can do whatever he wants. Players feel helpless \)vhen they are Ic;sing a fight. RS
© Most fights don't involve a clear,winner or loser as defined above. Ofipn the fight |
is brok}en up or ends befor‘e this staée is reach'ed. The players may each throw a couple of
. puhches, fall down and wrestie around a bit,'kwith néftﬁer ‘on; having cleprlx dorlnihltod the_
other. This loss of control for the loser or dominance by the winner is usdslly physical, but
it may be bmental ias well. ’For example, a playgf may get 'stunned’, and tha‘reafter' be unable ‘
to control either his thoughts or his body. | |
Spectators lof.ien‘e\'/aiuate these contests differently from the players because

the’y'see only the physical contrdl, and do nof see the mental control when it is present.

For the fans, its whoever is on top is the winner, but you know, and you baqth
know, like if | hit him more times and | was on the bottom, then, you know.

' He's got the black eye tomorrow and | don't. We know who got the most
punches in, or who got the best connections. Sometimes you can feel |t ‘

The best cénnections or most punches landed will often cause one player.to be dazed or
stunned, and he may then become a ’spectator'in his own fight' as described above. Being
‘dazed causes him to lose his ability to control his physical actions, if only to g‘d‘egr'oe-.
When this occurs the opponent is able to control him at will. This adv'antaQa is hard to
\r"egain because the player controlling him usually keeps punching him, and h "has no
time to recover. One subject described a fight where ohif‘ﬁi;yer clearly lost sfter getting
stunned by his opponent. ‘ N %’ v
He couldn’t see, cause he w-angétting hit' with so many ','ouncheS &l ,h}s could
really do is hang on. ...He couldn’t, he coul/dn’t, there was just no way, cause
he was getting hit so much, you know. When you, ok, if you've ever been hit,
right away you're sort of stunned for a bit, you just sort of... If you've ever
‘been punched you know how you just sort of, it stuns you a little bit, and he

was hitting him so many and so quickly that he couldn’'t real ly react to throw
any' . , . i

.

1

By' ‘being first’ /this player gained an "advantaée that lasted thg- rest of the fight. His"'_
opponeﬁt was stunned, and he_cohtinued t;: get punch“ed‘so fr’equently that he never had
time to recover. . o o ‘ '

As previously noted, the majority of fights don't end with a clear vr'vinner.‘ They are G

“usually broken up befqre a winner is established. In fact, winnihg the fight isn't the primary '

¢
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goal of hockey players. Most players fight to.win, but winning isn't as important to them
" a8 ls the value of standnng up' .for themselves If wnnnlng was all important; and'they knew
S they couldn't win a flght they would refuse to fight players they knew were tougher than
| them This is not the case. In fact, players want to show the other team that they aren't’
gonng to ‘take it' mare than they want to win the flght Thus they will show up' to flght

players even lf they know they are going to lose
A /ot of times-its a matter of whether you are going to stand up to the guy or
not. You're going to be fighting the toughest guy In the league, it doesn't

matter if you win or not, but if you stood there and fought him, then
Bays /ot, and that says a /ot to the other team. )

‘ tandmg up’ to the guy is more lmportant than wunmng Because of this, players
are often willing to fnght tolugh opponents and rlsk losing, as the above comment

lllustrates ln fact some. pla’yers do not mind losnng an occaslonal flght if, in the process,

' they creete or maintain their tough image. One player discussed this after a fight in which

*

he%d received a severe beating:

No, no, | know 1'd g/vef; sorne, guys told me after that | was gett/’ng him
~some good ones. But |, no lying, he got the better of me. But | still, | still, .
/'d do the same thing again. It didn’t bothér me really. | don't like hawng
two black eyes and a broken nose, but they have to come sometime. '
'l"hls player fought an opponent who .outwenghed him by ‘an estnmated thlrty pounds and
was some two-three mches taller. He managed to ‘get him some good ones’, even though
by hts own admlssuon he clearly lost it was because he did manage to 'get him some good '
ones' that he felt satisfaction rather than humiliation from this obvnous defeat He lost, but
“he also 'stood in there' and showed that he wasn't a chicken.
‘ An example from one sub;ect s flght away from the rlnk iliustrates that this vaiue -
exists.there as wall. By, flghtnng the other person once he proved to himself that he could
'handle the situation'. However thls ‘Wasn't enough for the spectators present 'When N
challenged to fnght a second time by the same person he refused because he fe/t he
dldn t need to prove anythmg The reaction of the spectators made hlm qulckly realize he
had made the wrong dec:slon At the time he felt refuslng to fight was the right thlng to
do, but the negative evaluation from others altered hlS outlook.
I knew that he wanted to fight and | backed down from it, and | remember a

friend of both of ours you know, saying, "You should, whatever you do, you
should never walk away from a fight”, and remembering, I'll probably
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?/e;':gr tZoggetbgtra/t,lethe / fe/r ree/ly huml/lated That was probably the rlght
To be humnllated means “...ta reduce to a lower posltlon in one’s own eyes or other '
eyes" (Websters, 1877, p. 557). When asked why he felt humllnated, he contmuecl with:
Wel/l only betause, people were waiting to see what was going to happen, and
!/ was of a certain stature and a /ot of people knew me, and he was of a certain
. Stature and had done a lot Of fighting... People, thought it would be a
match. Having me walk away from it, | guess people just kind of said,
thought, that it was maybe a cowardly thi ng to do And me feeling that.

Bemg ‘'of a certain stature’' clearly refers to thlS‘ player s reputation. He and his opponent "
-were known by the people there, Wthh suggests that they were known by thenr .
'reputations’. The spectators éxpected a response in accordance with these reputations.
"When this response was not forthcomung they felt- he had not lived up to his 'stature’ and .
that he had acted cowardly |

Humiliation resulted because he expected that others would 'thmk him a coward'.
jl'le expected to have hls ‘stature’ lowered in their eyes. This is clarified by the comment
" that ...they thought it was maybe a cm‘mard/y thmg to dc, and me fee/lng that. Or iginally
" he thought that he had donje»the right thing. After he baoked down he félt that otner:s were
‘]:udging him negatively. Humiliation resuited from the perceived negative evaiuations of
others. BTN C ' . o
Surprlsmgly players usually -refuse to fight opponents who are smaller than them.

o -~

\When asked what he would do if a smaller player challenged him, one player commented

Oh, you wouldn’t skate away. You'd stay in there, you'd tell him why you're
not going to do anything...&ou'd say something like that, you know, “Send
someohe bigger after me”, or someth/ng That's if he did it to me. Like KA
wou/ dn't chal lenge anyone that wasn't capabla of like... } .

- If the purpose of flghtlng is to beat up people, it would be loglcal to expect bigger playurs
to pounce on smaller players and seize every chance to flght them. It would also be logucal
to expect smaller players to be more fearful of bigger players. Such is not the case ln _

~ fact-the opposite is true. Blgger ‘players don’t want to fight smaller ones, and smallerv

players feel less fear toward "bigger players JIf a bigger player lost to a smaller player, his'

hreputatuon would take as much of a beating as hls body. If he wins he would likely have to r

fight a pollceman from the other team whose job it is to protect the smaller players

AThat’s r/'ght, and /'ust think if you /ost, you'd /ook silly, and if you Iought
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h/m [and won] you'd look siily too, and you'd have half the other team on you
too. /ts a no-win sltuetlon 4
The reason why fighting a smaller player is a 'no-win' situation is because whether a player
wins or loses the actual fight, he‘ll still lose in terms of the more nmportant element, his
reputation. If he wins in such a sntuatuon he may get labelied as a bully and have to fight
'half the other team' or’an enforcer who-is tougher than him. Both of these may decrease
his reputation. Similarly, if he loses egemst a player smaller than him his ‘reputation will be
decrene& by virtue. of this loss. In both cases thers is nothing to be gained and much to
Iose Beceuse of this, its a no-wm situation’ that most bigger pleyers try to evold‘
Smeller players are less fearful of bigger players because they know they are
- unlikely to.get into fights wuth them. This was alluded to earlier in the discussion of 'the
look’, when it was noted that one small player showed no fear when star’mg down blgger '
pleyers He was able to do thrs because he knew the chances of havmg to fught them were
“minimal. | o ‘

Further evidence of the importance of one's reputation in fighting is provided by
one player who commented thst he enjoyed a fight more when he did better than
expected than when he won a ‘'one-punch’ knockout Agam if winning were the prlmary
motivation this would not be the.expected, respbnse He notes in duscussung this:

Oh,} as far as the fight goes, 1, I've felt a lot better after, you‘ lrnow after other
tights, cause it was so short. It felt, sure its going to feel good when you just
one punch a guy, but |, the best fights, the fights I've felt the best in is when
" 'you're fighting a blg guy, and you. just, you ho/d your awn, and that's, you
_ know, nobody expected you to - i . ‘ }
" ina flght where he dad better than others expected hrm to he has built up his reputatnon
more than by wmnmg a one-punch fight.. This is true even if he were to lose against ‘the
 opponent he wasn't expected to do well against. One player deecribed how a whole team:
could win, even if they were to lose the actual fioht?s).
" But when you've got twenty guys that.are always showmg up and ready to
fight the toughest guy. /f they don't care if they're going to win or lose
* . they're going to fight him anyway Then you're a/ways a winner if youfight.
/ts how you play the game.
'Alweys being a winner if you fight' is not dependent on Winning,th_e fight, but on 'always
showinp up’' for them, no matter.who they are against. This is 'how to piay‘tuhe'geme‘ in

such -a way that one's reputation will be intact, 'evei;},if his face is not. Players mus-t ‘stand

°
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up’ for themselves in order to maintain their reputations, sven if this means standing up to
" the téughest guy in the league. P‘ayars voluntarily expose themselves to possible beatings

in order to develop and maintain their reputations. - . _ . ,

o This motivation to fight explhins why 'm'any blayers still struggle to 'éot the guy'
after the referées have broken up the fight. Earlier this was discussed in the context of.
"ticking qqtf. One player elaborated on 'thisj experienca of ticking out. thnhukéd if he

“had ever lost a fight, he responded:

.

L8]

No, not really bad, never. |'m the type of guy that,... I°l] get punched, or I'l/
 ._punch and then he’ll punch, and then maybe he'll get a couple of extra shots
" in, then say we both fall down, and if | ever have the feeling that |'ve been
hit more than once, |’m struggling to try and get the guy again. I'm not just -
going to sit there, skate away and be proud that | got punched eighteen times
. and 1 only hit him once, you know. That’s what | mean by guys that |ose. it or
- go psycho or whatever. They're not going to stop, they're just going to keep on
going, they're just going to keep on,... "Well, who does he think he is, I'm
going to show him that I’m not going to take that ever again”. /t’s... you don’t
want to be embarrassed. oo , : )

To emtTrrass means ".to distress by confusing or confounding” (Websfors,
0

1977, p. 370).(This embarrassment is very similar to the humiliation‘discuséed earlier.

Players are embarrassed in fights 'b_ec_:ause‘ their inédequacies have been made publis:.
" When they are gefting beat badly they feel embarrassment more than ﬂ’&y feel’ me'piin
frorﬁ the vblpws they may receive. They struggle‘ after a _fight, and try to ‘get thé guy’' even
when they've lost, in order to protept their ima'gel ir_\‘front of the spec}ato’rs. A player
fighté. in a way that will make himself look g'ood., as opposed to trying to winb‘tha fight.
- .When losing, this may involve taking e\'tign, rﬁqre blows to show that he his not been
| beaten. Struggling afterwards, when the fight is over and/or when '.he has'lost, is another
Yway to sh‘éw to others that he is sti!l not beaten. This ‘showvs that he hasn't really been

beaten in spirit, even though he may have been beaten physically.

Well, you never really get hit that hard in a fight anyways, but, if.you do get
in a situation where ydu kind of feel that you're coming out on the shorter
end, well you want to try, you want to try and build your end up, and make
him come out on the shorter end. You never want to be the one who's ... in the
people’s eye’s who are watching the game and your team-mates eye’s and the
opposition’s eye’s is the lessor. You always want to be the one who's thought
. of more. So you're just going to take it right to the /imit. So what if the
_referees are here, /'m going to struggle and if / get on top of you you better
cover your head because... ' ' . ‘ S

v
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‘Players are 80 anxious not to look bad that they try not to cover up even when they .

are getting beat bad. Covering up describes a style of fighting where a player tries to
protect himse!f by placing his hands and arms over his head, and/ or by falling to the ice.
Hus intent is to get out of the way of the opponent's punches. When a player covers up’
he no longer tries to punch.the opponent, but is only concerned with protecting himself.
This is similar to being a 'spectator in one’'s own fight' discussed earlier.. Many players
comme;'wted that they didn’'t ever want to cover up in a fight even at the risk of continued
'pam and blows from the opponent To continue to expose oneself to. further pumshment
in the face of often overwhelming odds is not a strategically sound thnng to do, partucularly
if the: purpose is to win fights. But as the above quote clearly indicates, it |s more

important to ‘'show him’ that your not afraid than it is to beat him up.

R
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IX. SUMMARY AND CONCLUSIONS

The results of this study have ciearly demonstrated the vaiue of using information
derived from the internal subjective experisnces o} those who have lived through these
experiences in order to develop a more comprehensive 'pictur;' of them. New and unique
information has beén_ obtained that has provided a wholistic understanding of the
experience of fighting in hockey. This research has '‘brought to light' that which was
experientially known by the partncnpants and those closely asSOclatad wath this sxperience,
so that they and others can now understand to a greater degroe what fnghtmg in hockcy is

like.

The previous literature critique suggested that new methods can provide new

‘information not available from other methods, and can complement these methods to

provide a more comprehensive ‘picture’ of the 'problem’ studied. This review will.

.

~ summarize the findings of this research and then illustrate,, where applicable, how this

_information might complement existing research. Following this some possible sreas of -

future research will be suggested.’,

N -

A. Summary

AN

One significant' finding of this résearch is the importance of understanding the
context within whuch fnghts occur. This context is created by the formal and informal rules
of hockey, which: prescnbe behavior for the hockey players. The informal rules take ower
where the formal ones stop, and ih most instances were seen to be more-pervasive. It was
clearly seen that an understanding c;f this context is’iﬁ’tpbrtanf to understandinb_ the
experignce from the point «,ﬂof view.\ of the piayefsy, becal:sa they experisnce fighfs from
within this game context. This cohte;kt is the game, a‘hd the factors within the game, which
created an atmosphere of meamngs that were dlfferent from the meamngs of everyday
life. This text was seen to impact upon all aspects of fighting in hockey, and these
were discussed at length. . ‘

Among the sugmf:cant ones were the mtensaty and arousal of the game, whlch was
shown to be an integral part of the flghtmg expernence it was noted that as a player’ s
arousal in the game increased, his awargness of the non-game surroundings decreased.
Thi§ paralleled what happéned during tﬁe ev‘ents leading ub to fights, and the events in the

‘ \“\’ ' 4 i
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fights themselves, where it was observed ‘ arousnl increased a player's awsreness

- of the context of his actions decreased. b events leading up to fnghts are lived,

players reportod an incrouingly high lrousal Ieval When fighting, players are generally

Y much more sroused thln during the game.

' | The arousal level was one aspect 'that was different about the context of hockey
from that of ‘real life’. There are others, which cause players to experisnce hockey as
‘being distinct from ‘'real life’. They act differently when playing hockey, and they are -
known by others in a different way bgcau.se of this. They have diffaront identities on the
ice compared to off the ice becagsa\thoy act differently. This illustrates why a person may
be very quist aﬁd calm off the ice and become a raging '|ooney tune’ when aroused during
the game. ‘

Several players discussed how they attempted to manipuiate the image they
portrayed within the context qf hockey in order to portray themselves as a certain type of
player. They attémpted to portray an image of toughness in ordér that they not become

_ intimidated or get a reputation for being & chicken. This was an instrumantély valued image
to have when pla_y’ing' hockey. To acquire this image‘ players had to 'not back down' from
- provocations from their opponents. This often resulted in situations where players ended
up fighting when neither one really wanted to, but neither wanted to back down,either.
it was further observed that players would fight opponents that they knew were
tougher than them in order to create and maintain their ir;wge of toughness. Fighting in
hockey was an acceptabie occurrence in the minds of .those who create and maintain this |
context, aven if it means losing i'n order to establish one's reputation. Players reported
r'ockeiving positive reinforcement Afrom peers, fans, and coaches for fighting, although
many noted that they would never fight outsidel of the separate reality of hoékey. The
formal rules condemned fig?wting, while the informal ones not only condoned it but
prescribed‘it. Generally the informal ones had more influence. ] ‘
Players are clearly aware that fights are part of hockey; This av;/areness exists 'in .
the back of lthéir] minds' when playing, and rﬁay bacome more dominant as they attend
more to this possibility, and/ or aé the situations in the environment move a player closer
to this reality. This awareness rconsists of detailed images'and feelings that players would

experience in a real fight, so that players can get pumped up just from thinking about



41,

fighting. When this awareness is attended to for a long snough period of u&}w
possibility of fighting becomes a reality. This generally occurs when both the individual and
tﬁe environment intdract. making fights extrenfaly Iikoly events. \

v Thinking about fnghta in this way was seen by many players as an mportant '
preparation for a real fnght should one occur. Players must 'switch' $heir attontlom from
the game towards the fnght and they must be moro intenge and arouud to fight 'all out’;
both of which are |mpomnt for successful fighting. Thm switch takes a few milli-seconds,
and since ‘being first’ is often such a determining factor in succonful fighting, players

always try to 'be ready’ should a fight occur. For this reason thoy are always awsre that a

~ fight might occur, although they can't be thinking about fighting all the time because it will

distract from their game. This awareness exists 'in the back of [their) mind’. and fluctuatn
with the game situation and thenr individual mood.

The norms of hockey caused players, to perceive their tesm-mates and the
opposition in a biased manner. Theyl tendedeTto view the behavior of team-mates as
positive, and the behavior of opposing players as negative. This resulted from ‘group
membership, as opposed to any overt features of the behavior. This created conflict
between opposing players that might not have been there otherwise. This confhct was

mantifest in a physical way.

)
Y

Frustration is a fundamental part of hockey. All the subjects discussed this aspect
of the gafne. Frustration arising from provocations was seen as being a cause of fights.
Frustration arises because of the physical nature of the game, and the conflict that is
inherent in hockey. This confligt is manffest in direct physical thwarting of one’s actions by
an opponent. Frustration occurs because players havé intentions that‘are highly desired
that often get thwarted. Many subjects r@orted not no‘tic.:ing or not minding the cheap
shots of othérs which did not hinder them, but when they were injured or fatigued it did
hinder them, and it thus frusfrated the‘m. Fdr an event to cause frustration the player's
intentions had io be highly desirous, or else he would bq unlikely to be’céme frustrgtad
should he be thwarted. . o ; ‘

| This is one aspect that the majority of empiral research has failed to investigate,
and is one likely reason why thefew is so much ambiguous research addressing the

~ frustration-aggression question. The data from this study clearly indicate that in the minds
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of the pleyeu,'fruntmion is indeed a very real and a very volatile influence en ﬂghtbng

behlvior Emptrical research has generally falled to validate the operational measures used,

and tbue it is not known If frustration was reqlly an slement in the expenences of the
: subpecte of these studies. ' . ’ '

In hockey, the formal rules were reported by many to be an influence on whether
they fought or not. The dlfferent atmospheres toward fighting in junior ws. university
hockey were described, and wers reisted to the different formal rules that existed in
these two leagues: In junior (V@rsus university) hockey the formal rules aren't severe
enough to prohibit pleyers from breaking the rules. As waell, it was noted that the referees
aliow some-formal rule violation, and that this is done because the informal rules prescribe
it. It is doubtful whether the referee could eliminate this formal rule violation, even if he
wanted to, due to the fast pace, and the difficulty involved in watchmg ten players skating
at high speeds all at orice. ~ o '

The fact that players were awara of the formal rules against fighting in hock'ey,'and
the fact that many reported being aware of and able to control themseives in situations
where they knew they couldn’t fight without jeopardizing the team suggests that if the
formal rules were made more severe fighting could indeed be ellmlnated Players are
awsre of both the rawards for fighting, whnch include a repu;atnon for toughness
mcrused freedom on the ice, etc.; and the penaltnes for fighting, which include possnble
pain and injury as well as having to sit out the resulting penalty. They f|ght in junior more
the{\ they do in unlversnty hockey, | because the rewards outweigh the benajlts They don't
fight in university hockey as much because the penaities are more severe and are
beginning to outwsigh the benefnts.’CIearly if the penaltues were made more severe in both

" leagues fighting could be eliminated. The notion that players :need' an outlet for their
laggression is destroyed by players' admissions that they could control these aggressive |
tendencies when the garhe situation made it necessary for them to do so.

" Some rule violation is accidental, occurring because of the fast pace of the game,
but some is also inte;\tional. Because the formal rules don'g eliminate all of this, many
players discussed taking the rules into their own hands. They attempjge to 'police' their
own game when the referees did not. One of the ways they did this was by provoklng
other players, and by fnghtlng when necessary. Dryden (1983} and Schultz (1982) also
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suggest that this self-policing of hockey is a problem which leads to incressed fighting.
Schultz (1982) suggésts that an alteration to the referseing system would ellovv for more
effective snforcement omf the formal rules. His suggestions include moving the two
linasman to stationary positions outside the ice. They woulc‘i‘ be stationed in eé‘iu directly
adjacent to the blue and red lines, where they would call the ofofeidet plays etc. This would
free up space on the ice for‘the inclusion‘of one or two more referees. The additionsl
referee(s) could then help enforce tne more difficul‘t to observe rule violstions which
often go uncalled. This strategy is entpleyed in football, where all of the referses on the
field can call penalties, and the placement of the ball is handled by linesman who stand st
the adge of the field.

There is a8 grey area in hockey where players subjectively act-and react to others
based on the informal rules. ‘Self-policing is one informally prescribed behavior thet is
initiated due to inadequate enforcement of the formal rules. Ahother is intimidetion

Intimidation is a type of. relatnonshlp that’often develops between players as a result of one

player's actions. These actions may be against th | rules. Intimidation results !rorp

the way one player reacts to the intimideting b  of an opponent. Intimidation and
‘_jattem;:ts to intimidate often lead to fighting. Play tivated to intimidate because if',
their opponent is intimidated they will have more 'ffedom’ and will gain an edvmtege in
the game. If all illegal behavior was more thoroﬁthy penalized due to the more effective
_rule ‘enforcement, system described above, it-is likely that somg of the intimidating
behavior would be ellmnnated * ' -

The above game elements are 'some of the hlghhghts that have been dlscueud in
this research These events have an lmportant unfluence on'the fighting expenence md the
events leadung up to fights. To ignore these events or to minimize them in one’s mlyou
would cause the’ researcher to develop an mnaccurate pucture of this experience.

' ln this study it has also been noted tha_t there is a typical pattern of svents that most
fights appe;r to reflect. This pattern begins in the game and Rroceeds to move the player
into the fight. This‘ pattern can be disrupted at any time,taltno'ugh as ene- becomes closer to'
the fight this is harder-to do. This pattern of events was descrubed in detail and includes
_provocations, limits, retaliations, escﬁatlons and confrontatnons it is during the

controntation stage that players decide whether to fight cr not. The context of the game,



Y

.‘ . L . . ‘ g -

s

affects each of these events in a unique way, and this was described in detail in the study.
These events make players more aware of. the possibility of fight, which normally exists
‘in the back of one’s mmd ‘ 'e~ L ' . .

lt was observed that the player s subjective’ orientation - also has a large affect on

. the expenence of flghtlng With regard to re&:hlng a limit, for example it was noted that ~

3

most players set their own limits to what they I accept from others within the boundarles.
set by the informal norms. Some respogd to the slvghtest provocation with wcnous
retsliations, whereas Sthers . allow themselves to be run out of the rink’ because they are:;
intimidated by the opposmon | ' '

1

How players chose to respond once they have reached a llmlt is determmed agam

A

wsthln the context of hockey Three general options ‘are avallable and mclude standlng up.
- backing down, or ignoring the provocatlon Only the flrst generally leads to flghtnng

lronucally this optlon(ls also most clearly and cons:stently prescrlbed within the game

context‘ T v e

S Durlng thlS typlcal pattern of events players experience a gradually increasing

arousal ievel. Some players reported respondmg without thinking, others noted that they"

o sometlmes ended up retallatlng agamst the tougheSt guy: in the Ieague or even the wrong

proVocatlons after which players were llkely to respond WIthOUt even carmg who lt was

from or if. lt was inténtional or not. When players are aroused thelr awareness of the

S e

s

‘ opponent They describe thls as an automatlc reactnon This was partlcularly true of severe

eontext of thelr actlons decreases It is this context .which needs to be thought about in

order: to conscnously decude to fight, and thls context is usually the element that players _

are not aware of when they respond thhout thlnkmg

»

Provocations and retahatlons often escalate wnthln hockey because of the norms

which prescrlbe ‘always standmg up for oneself. Durmg the escalatlon phase players lose

awareness of the context to such a degree that they are not even aware\of v%ho initiated

_ the mteractlon They are only interested in gettxng the last shot in, and endmg up on.top.

initiators. - . " ‘ : !

The ascalation phase may end when one player backs down, i.e., from being

lntlmldated lf it does a fnght will usually not occur But if neither player bw d;\;x}n

K

t

v' ‘They do not want to back down, so- they keep retahatlng even lf they were initially the
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eventually they must confront the fact that 2 fught may happen. The decision whether to
flght or not usually occurs during this c0nfrontat|on stage

'Because players are at such an aroused state, and because there is such a value

placed on 'being first' in a fight, players often make this deéision automatically They are

usually unaware of this decnsnon/ln a conscious reflexive way until after the flght The

decuslon is-not made through ratlonal means because the-player is usually too emotionally.

-':*aroused at this point. Nor is it made through dellberate thought processes, because he

does not have enough time to think things through at this stage. This decision is also based

on 'an'in;ccurate assessment of the opponent’s intentions, ‘becaus.e the’ player does not

2 have enough time for this. He mUst quickly categorize his opponent's behavior and assume
h|s |ntent|ons from this quick assessment o

" Throughout this stage of events and within the game |tse|f was the experj; nce of

‘the look'. Players had psychologlcal battlesW|thout even dropping their g_loves by how-

they looked each other in the eyes. 'l;hey reported bein‘g able to challenge people to fights,

mtumldate them, and c‘immumcate a variety of messages by 'how thdy looked at them,

“without saylng a snngle word. e L
) 4‘} N

: The f:ght itself is usually very mtense and action packed ‘A flght is an ‘ali-out’

encounter with players not holding anythmg back Players dnscussed this mten5|ty element

t length |t was seen as a central theme of flghtlng in hockey. it had an |mpact on many

‘ ‘ThlS c0ntrast reflects»the dlfferent ‘types’ of fughts that are possible. Players can fnght -
’ very mtensely dunng which they °m|ght be fughtmg an object as opposed toa person and
they, may totally lose awareness of the context of thelr actlons They. may bite, gouge pull.v

hasr ‘and everi-' knee or kuck the oppbnent not be;ng aware of the potential in ;ury they may

"ca '§mg.*ln contrast they mnght fnghtt with very little desnre They mlght jUSt be going

/through the motlons not really wantmg to fight and not. trying very hard to 'get’ the
opponent This variance in flghtlng ‘type’ was related to the variance in a player’s desire to
'get’ the opponent If he had a strong desure to fught then he would be more mtense and

aroused in his flghtlng whereas if thns desare was Iackmg 50 too would be the intensity of

Y
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hlS flghtlng ‘

| Intensity and arousal affects a player s awareness of the experlence of flghtlng in
hockey so that he can not recall the * by play’ details of fughts Players reported acting ‘
and reacting out of mstmct and not bemg able to 'break down’ the actual fight into its

- constituent parts. Thls is due to the high intensity level and the short duration of fights,
where a large amouﬁt of-action ls compacted into a very short time span h

When players fight due to a strong desire to get the opponent, they can be
described as being mternally motivated. ‘Something has caused them to want to get into a
flght, whether it be thelr own subjective state, or the actions of the opponentls). When
they fight but do not have this strong desire to 'fidht, it is USually be‘oause they feel they
have to. They might feel they have to for a variety of reasons, i.e., to avoid being labelled

ohicken ‘or because the coach told them to, or b@cause their team-mates expect it.
Regardless of the speclflc reason, this deslre to flght is not mternally motivated, but is
envnronmentally motivated. _ )

Players dlscussed this environmental pressure at .length. They ’felt' the
expectations of othars that they should fight as a real pressure to fight. Few seemed
aware that they t:oUld refuse. They felt they had to fight, even if they did: not want tq. They
were aware of the reality of the game, and that in this reality fights are expected. .Although
these expectatuons only exr@ in the players minds, they influence and control behavuor
just as strongly as do more 'concrete’ factors such as the physuologlcal arousal of the
players. ‘

This pressureﬂis..not-experien.ced as 'role pressure’, but rather as apre%sure to do

- what others expect of them .One reason “’why' some are more "fnfluenced\b‘y these
Aenvuronmental factors is that they adopt to -a varying degree the norms and values of the
social system of hockey. Those who accept it completely will be more mfluenced by the
..forces mherent within it. Those wﬁo don taccept it {those who were descrlbed as 'having |
their own game ) will be less controlled and mfluenced by t’hxs environment.

A.;&O

Players noted that the 5maln pyrpose |gv~f1ghﬁlg was usually not to beat up the
. d'
l?§h and/ or mamtam a reputatlon or ldentlty for themselves

opponent but rather td st
. Beatlng up someone was orﬁ'y one possibie yvay to do this-others mcluded mtlmldatmg

- others or flghtlng_pceyers'who are known to be tougher to show that one isn't_chicken.

~
e v

5 . B S
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Several players commented on this, and said they would be willing to take a beating if it

4 : ’ j !
wouild help them to maintain their reputation.

.

B. Future Directions

There .are. several ways that this research can be used to complement and further

the exnstlng research. For example two rather dustlnct types of fnghtmg ssem to be

present in hockey. As noted, at times players fight because they feel pressured to, andat
~ other times they flght out of a strong desnre to ‘get’ the person back. In the fnrst type '

players are fighting for an mstrumental reason—ta mamtaln their image or to mauntaln thelr

place on’ the team—and they are md‘lwl't;ed

second type players want to hurt the™ op ) "" gre mternally motivated by a strong

noy .
desire to fight, Two usually distinct kinds of fights restilt from these different motlvatlons. :

The first leads to fights where the players are often just going through the motuons
whereas the second results in more intense fnghts where there is a strong desrre to fnght
This dualistic typology is similar . to the -categorization scheme that has been

. - ¢ .
‘developecﬁ;to distinguish between . instrumental versus anger aggression (Buss, 1971;

1970). This research iliminates this‘ scherhe by suggesting that ‘anger" or

"aggression is motivated by internal factors, while ‘instrumental’ aggression is

“!n‘

h&:key A study of’ aggressnon from a phenomenologncal perspectivé WOuId further

our understanding of these dlfferences as they are manifest jn aggressnve behavior. It

would also provide valuab|e mformatlon that might be useful in developlng more. explicit

and comprehensrve definitions of vnolence and aggression, and of the differences (if any)

between these two terms/experiences.

\ . ’ . b . 0 e .
This research also can be used to substantiate conclusnons‘obtamed from other

sub-systems which havé' been investigated with regerd to ‘violent behavior. Toch (1969)

has analyzed transcripts about vrolence deruved from a triminal population, and there are 8’

urpnsmgly Iarge number of s:mdarmes between the results he derives and the results of
thls study. For example, Toch notes that in the eyes of both criminals and police who

precipitated violent assaults, this violence was usually the result of a perceived uncalled

» 10‘*the environmental pressure In the ‘

. - . ! - ¥ ’
iated by external factors. While this categorization scheme was initially developed for

ressive behavior, it has also been noted in this study of violence in the form of fighting
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for and umppropnate provocatlon by one's protagonlst. Violence was engaged in to. |

ellmlnate this becalse it' was believed that pumshment wagliue and yet would not be -

v forthcommg through the socially sanctioned methods in socaety

Toch also notes that:

The subculture of violence thus prescribes certain rules for the exercise of
violence and also equips its members with motives, attitudes, and perceptions
which produce the game in which these rules apply (p. 183).

.The norms of ‘the criminal subculture Toch studied include the need to take justnce mto

one's own han\'sxlf the formal control system does not adequately do this. The similarity

between this norm and the expressed norm in hockey of ‘policing’ the game (because the

referees do not) is obvious. Although it is not expected that all of the norms that exist in

these two subcultures will overlap, it clearly would be of value to examine these

subcultures and others in order to ascertain if there are some 'generic’ norms that appear

_to be present in most or aII of them : -

Toch further noted that ll'ltll‘ﬂldatlon was prevalent in the crlmlnal subculture, and he
described one.case where it was used by a pgfice offl;:,er in.an attemptf'm arrest a man.
The police officer approached his suspéct in a challenging way, and trled by a display of
power and authority to get him to become tlmld' .and to go peacefully (Toch, 1969, p.
82) Toch also described its use by criminals torf‘teat and bait their peers. Both of these ar\e

‘W .
paralleled by the functional uses of intimidation as it was discussed by the players wh

'ur

The materlal by Toch also provides supportlve evidence for the’“exlstence of an

alternatlve reality that some criminals operate within when engaged in violent encounters.

This is similar to the.'not real life’ element discusséd by the subjects of this study. For

_ ‘example, one quote from a criminal after he has been arrested illustrates this altered’

perspectiye:

"Well, you know, when I'm actually Gnder arrest, you know, its a serious matter,
you know. Its something... its something... | gotta face reality then (p. 76)

ThlS person was belng flagrantly verbally abusrve toward the pohce offlcers and seemeé‘

to conslder it &’ game in which he trigd to' ‘bait’ the police as much as he could wcthout

gettlng caught_. Once apprehended, the game was not funny anymore, and he had to 'face

reality’.

o
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" These are only a few examples of the many areas where the resulta from the/
- research by Toch overlaps with the results of this thesis. There are many others. ror
example Toch devotes nearly a chapter to ‘the type of person who fights to create, or, ;
maintain his image or reputatnon This apparent motlvatlon to fight is clearly supported in
this research as well: An in depth analysls of the matenal by Toch and of other’ related .
‘ materlal would be very valuable in order to develop a more comprehensnve understandlng :
of the violent incident in all of its various contexts. , '

Certain aspects of the violent incident were elucidated that also fhight be worthy
of further investigation. Focussing in on thése specific aspects would complemant the
existing research. For example, this research has provided evidence to suggest that
players are ‘avyareof the social limits that co‘nstralin behavior, and, that this awareness of

_limits' gradually receeds as the violent incident is engaged in. In particular this awareness
appears to receec as a player gets more aroused anId intense, i.e., from the escalation that
typically g%ccurs in fighting in hockey. | '

These limits are similar to the controls on behavjor that Megaree (1973) discussed
in terms of overcontrolled versus ﬂndercontrolled personality types. His research
suggests that individuals develop psychological control mechanisms for copung wnth their
desire ,to respond to provokmg mcndents His research focussed on analyzmg and

,categorlzmg these  various mechamsms of control. A further understandmg of the
experlence of this ‘control’, and particularly of 'losing control’ would complement his,
research This study could provide a startlng point for that research. One: hypotheels
worth pursuing, that is suggested from this research, is whether arousal and a decreased

, a’wareness of these limits is associated with the loss of t:ontrol s;udied hy Megaree. This

‘research suggests that as arousal increased awareness would decrease. '

One final conclusion can be noted from this research. Although not specifically. -
oriented towards providing a method or rationale for reducing fighting in hockey, this

.research has uncovered some clear evidence which can ‘guide this attempt. and which will

be elaborated: here i3 has been illustrated that players are aware of the social controls
prohibiting flghtmg in hockey, and that they are aware of when these controls change due |
to changes in the environment (i.e., when nts a close game, and/or between jumor and

: unuverslty hockey). It has also been |llustrated that players are able, to a degree to control
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their desires to fight others. Many are very successfui in mekir\g the ;:rensitien from junior
to university hockey."Where the formal rules are different, the pleyers\ develop a different
way of respeneing to provocations. If players are aware of these penalties and if they are
able to alter their behav:or when these penalties change, it can be suggested that by
making the \penaltaes more sovere, nncndences of fighting m hockey will be reddted.
Further, if the penaltnes‘are made severe enough incidences of fighting in hockey shotild

be abie to be erradicated. )

Thes, although no attempt has been made io find out how to reduce fighting in

“hockey, an understanding of this exberience from the view of those who have been -

inyolved in it has provided valuable infermatioh that can aid any attempts to reduce the
prevalence of these incidences. 'This is an important- testimony of the lmportance of this

" type of research and of this thesis in particular.  *°

)

@ .
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* Xi. APPENDIX: TWO LISTS OF CATEGORIES
DEVELOPED FROM THE DATA ANALYSIS PROCESS

anger
be first
body feelings
can't describe
catharsis
challenge/ contest
chance element
¢heap shot
code or law
communicate
concentration
consciousness/ awareness
control of fight
decisions
dominance/ superiority
embarassment/ put on the spot
emotionally aroused
expectations
fatigue
fear / hesitation
frustration - ‘
goals . "y
hatred ) ‘
happens sutidenly
hesitation/ fear ,
hesitation/ groggy
instigator
instihct/ running on emotnons
intensity
intimidation
junior vs. umv) hockey
the look
loss of control/threshold .
+bbediance/ conformlty
observers
paim:
Prac ermmatlon
“prides. i
rovocation

_ ' pisycho/ looney types
., . put on the spot

rapport

" reflection -

‘refusal
remembering
-re@inforcement

respect
retaliation

‘roles

_sanctions

spectators

spiral upwards

switch over

time / no time to attend
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anger

backing down

bail out

bragging . -
be tirst

beat u S
body feelings
cen't describe
catharsis . :
challenge/ contest
chance element
cheap shot
codeor law '
coaches

,.communication
. ‘concentration narrowed .
consciousness / awareness -

control of fight
covering up

" dazed and groggy

decisions

.description

dominance/ superiority

‘draws

embarassment
emotionally aroused
expectations -

fair fight

fatigue

fear

frustration

his e i
proje ctn oals

hatred, -
happens suddenly
hesitation
humour

injuries

instigator

instinct

intensity
intimidation

junior vs. university
labels

likes and dislikes
limit

the look

losing

loss of control
moral juggements
obedi

observers

pain
pedetermination

R
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winner

+

. sanctions

- start
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pride . .

protector / enforcer
provocation.
psycho/looney type

~ put on the spot

rapport
referees
refusal , ‘ '
reinforcement o
remembering o .
reputation

respect

retaliation

roles . R

self-image

- spectators

spiral upwards-
street fights vs. hockey fights -
switch over. .
team ' , ‘
threshold o
time¢ ‘ | |
why

_winner
yapping-at you
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