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Abstract - Social change in organic and virtual communities is 

achieved through actors experiencing desires to carry out an 

action and acting them out. Ecological cognition has explained 

how actors act in their environment through identifying five 

desires that an actor experiences in an environment. This paper 

investigates the existence of such desires in organic and virtual 

communities, through carrying out a case study of a popular 

virtual community and analysing the Scriptures and extends the 

model of ecological cognition to include five opposite desires.. 

The paper identifies three sources of desires that lead to social 

change, which are through an actor perceiving affordances in 

artefacts, through picking up resonances from other actors and 

through picking out cognizances in their thoughts. The role of 

divine command in the origin of such desires is explored as is 

how actors deal with desires and how they validate them. 

Finally, guidelines for developers of virtual communities to take 

into account the existence of desires in developing these 

environments are provided. 

Keywords: Jesus Christ, Christianity, Education, Social 

Change, Ecological Cognition, Cognitive Dissonance  

 

1 Introduction 

Liturgies in many Western churches contain a prayer to God to 

whom “all desires are known”. Whilst God may know what a 

desire is, little is known about them to those he created. Recent 

research into what drives people who take part in virtual 

communities, hereafter referred to as actors, has identified five 

desires that lead to people to develop plans to participate in 

these environments. The post-cognitivist psychological model 

of ecological cognition, proposed by Bishop (2005a) indicates 

that an actor will have a desire to do something, such as post 

content in a virtual community, and then develop a plan to act 

out that desire, and act it out if the plan is consonant with their 

existing plans, their goals, their values, their beliefs and their 

interests (see Figure 1).  

Bishop (2005a) describes desires as ‘thoughts or requests for 

action that an actor experiences as opposed to a requirement or 

want’. The desires that form part of the model of ecological 

cognition can be referred to as Bishop desires, as opposed to 

Reiss desires (see Reiss, 2004), which are similar to Maslow 

needs (see Maslow, 1943) in that they are feelings that have to 

be satisfied instead of thoughts that have to be acted out. 

Bishop desires are not strong wants, such as the thought ‘I want 

fruit’, nor are they feelings, such as the thought ‘I feel like 

having some fruit’. A Bishop desire does not have to be 

something good or rewarding, that is, an actor can desire to 

vomit, or desire to destroy something as well as desire to eat or 

desire to create something. Bishop desires do not occur in a 

hierarchy as Maslow needs do, as it is possible for an actor to 

desire to eat and be social. 

 

Figure 1. The Ecological Cognition Framework 

Based on this understanding of desires, this paper seeks to 

explore the desires that can occur in organic and virtual 

communities through analysing the Scriptures and carrying out 

a case study of the popular virtual community, Wikipedia 

(http://www.wikipedia.org), an online encyclopaedia that can 

be edited by anyone. Van  Dijk (1999) uses the term organic 

communities to refer to traditional communities that are 

formed based on  geographical factors and the term virtual 

communities refers to those that are formed through the use of 

technology, such as the Internet. Successful virtual 
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communities like Wikipedia enable actors to act out desires, 

such as through posting messages or adding pages of content. 

2 The five universal desires and their 

opposites 

Bishop’s (2005a) model of ecological cognition identifies five 

desires that actors experience in virtual communities, those 

being existential, social, creative, order and vengeance. In 

addition to these five desires, some actors will also experience 

their opposites. That is, as well as existential desires an actor 

may experience ‘thanatotic’ desires, as well as social desires 

they may experience ‘anti-social’ desires, as well as creative 

desires they may experience ‘destructive’ desires, as well as 

order desires they may experience ‘chaos’ desires and as well 

as vengeance they may experience forgiveness desires. 

2.1 Creative and destructive desires 

Actions resulting from creative desires often involve an actor 

using tools to create or make something. There is evidence of 

creativity in the Scriptures and virtual communities like 

Wikipedia. For example, in the Scriptures Moses made a 

bronze snake (Numbers 21:8-9) and Zillah’s son, Tubal-Cain, 

made all kinds of tools out of bronze and iron (Genesis 4:22). 

Users of Wikipedia use the tools provided there to create things 

such as articles. Also apparent in the Scriptures and Wikipedia 

is destructive behaviour. For example, as easily as the bronze 

snake was made by Moses it was destroyed (2 Kings 18:4) and 

this is replicated in virtual communities like Wikipedia, where 

pages are ‘blanked’ by users who want to destroy the content 

that has been created (for an example see Norton, 2005) or 

more subtly by asking others to vote for the content to be 

deleted. Communities like Wikipedia appear to encourage 

actors acting out destructive desires, through allowing them to 

suggest that pages get deleted. Indeed, the contribution of some 

actors are solely destructive in that do not create any new 

content, but only ask for pages to be deleted. 

2.2 Order and chaos desires 

Order desires manifest in virtual communities such as 

Wikipedia through actors arranging pages in a particular order 

and making ‘minor edits’ to correct spelling and other aspects 

of the page that an actor deems to be inaccurate. Order desires 

are also apparent in the Scriptures, for example Abram 

“arranged the halves opposite each other” (Genesis 15:10). 

Several actors can experience order desires and come up with 

different conclusions as to what is ordered. For example, in 

Wikipedia there have been numerous disputes between 

members about where on the page particular content should go 

(e.g. Anon, 2005b) and some actors seem to act out only their 

order desires though continually deciding on whether a page 

should be destroyed or maintained (e.g. Anon, 2005c). 

Whilst there is limited evidence of desires that are the 

opposite of order in the Scriptures there is significant evidence 

that chaos desires exist in virtual communities like Wikipedia. 

Actors who act out their chaos desires, particularly in virtual 

communities can be referred to as ‘trolls’ and there are plenty 

examples of actors ‘trolling’ on Wikipedia and some references 

to it in the Scriptures. It can be seen in Wikipedia in Anon 

(2005d) where an actor listed a page for deletion in order to 

create havoc. In the Scriptures, there are references to those 

who say things in order to incite a response (e.g. Proverbs 9:7) 

and that actions that result from such chaos desires can be of 

great significance (e.g. Proverbs 27:3). 

2.3 Vengeance and forgiveness desires 

Actors who take part in virtual communities are known to be 

more aggressive than those from organic communities (Kiesler 

& Sproull, 1992; Wallace, 2001), with some that have been 

banned from a virtual community return with new identities to 

harass other individuals, disrupt the community and challenge 

the authority of leaders (Smith, 2001). Vengeance forms a 

significant part of the early 

Scriptures, with Exodus 21:23-25, Leviticus 24:19-20 and 

Deuteronomy 19:20-21 indicating that there should be an ‘eye 

for an eye’ and a ‘tooth for a tooth’. Vengeance is also very 

much apparent in virtual communities, and can be seen in 

communities like Wikipedia with some reporting it on their 

user pages (e.g. Anon., 2005e). 

Whilst the opposite desire of forgiveness may not be as 

universal a desire as vengeance, it can be seen in virtual 

communities and the later Scriptures. In Matthew 5:38-39 it 

indicates that if someone is wronged by someone else that they 

should not seek vengeance. Examples of forgiveness can be 

found in Wikipedia (e.g. Anon., 2005b) where actors have 

forgiven others for misunderstandings in the editing of content. 

3 The origin of desires  

It appears clear from analysing the Scriptures and investigating 

Wikipedia that actors experience desires that lead them to 

develop plans to carry out actions. Understanding that actors 

are driven by desires, as Bishop (2005a) suggests, is helpful in 

understanding what leads actors to take specific actions in 

virtual communities. However, this is only the first step to 

enabling developers of virtual communities to build systems in 

which actors can develop and then act out their desires. The 

next step is to identify what leads actors to develop desires so 

that developers can engineer virtual communities that persuade 

actors to be active in them. The author suggests that there are 

at least three ways in which desires can develop, which are 

through perceiving ‘affordances’ in artefacts, through picking 

up ‘resonances’ from other actors, and through picking out 

‘cognizances’ in thoughts. 

An affordance is a property of an artefact that determines or 

indicates how that artefact can be used (Gibson, 1979). 

Affordances influence the plans of actors, leading them to 
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consider carrying out actions, such as opening a door.  

Affordances also exist in virtual communities, though these are 

referred to as perceived affordances as they have to be 

interpreted as opposed to directly perceived. Bishop (2005b) 

investigated using content from Wikipedia and how actors 

react to the perceived affordances offered by mediating 

artefacts, finding that artefacts that use signs familiar to the 

user will have a greater perceived affordance of clickability 

and those artefacts that offered such affordances were clicked 

on within a Mean time of 5 seconds of being viewed. 

Actors often develop desires after interacting with other actors. 

In Genesis 3:1-5 Eve develops a desire to eat fruit for wisdom 

after interacting with the serpent. This is  replicated in virtual 

communities like Wikipedia, where actors will develop a 

desire after interacting with another actor. For example, one 

user of Wikipedia led another to develop a social desire and 

post a message after asking them to intervene in a dispute (see 

Anon., 2005b). The author refers to this process where the 

words or actions of one actor leads to another actor developing 

a desire as resonance. The term resonance may not have this 

meaning in the dictionary, but that is because it is a new 

definition. The word resonate is a verb meaning to produce a 

response in somebody, often by reminding that person of 

something, so in the context of ecological cognition actors can 

pick up resonances from other actors that lead them to develop 

desires. When an actor perceives an affordance they develop a 

plan to act, and the same is true when they pick up a resonance. 

It has been established how actors perceive affordances (see 

Grézes & Decety, 2002) but it is less clear how they pick up 

resonances. Research into the possible existence of a mirror 

neuron has found that actors can mirror the desires and beliefs 

of other actors through simulating what they are thinking 

(Gallese & Goldman, 1998). This could explain how an actor 

picks up a resonance from another actor. However it is 

uncertain whether human actors possess such a neuron and 

how it may affect them (Karmiloff-Smith, 2005). Another way 

that an actor can develop a desire is through picking out 

‘cognizances’ in their thoughts. The dictionary definition of a 

cognizance is the knowledge or awareness of something, but in 

terms of ecological cognition a cognizance is the actionable 

property of a thought or other cognitive process. Examples of 

actors developing desires as a result of picking out cognizances 

in their thoughts occur early in the Scriptures in Genesis 3:7 

where after eating the fruit from the tree in the middle of the 

garden Adam and Eve realise that they are naked, conclude that 

this is not appropriate and then develop a desire that results in 

them sewing fig leaves together. Desires being developed as a 

result of picking out cognizances in thoughts are very common 

in Wikipedia and can probably be attributed to most of the 

contributions. 

3.1 Divine command as the origin of desires 

The brief formal prayer used in many Western liturgies before 

the epistle for the Fifth Sunday of Easter referring to God says, 

“you put into our minds good desires”. This acknowledges the 

possibility of an actor experiencing desires as a result of divine 

command. It has long been thought God shapes an actor’s 

morality (Quinn, 2000), and it has been argued that God 

commands that we perform certain actions, which are what 

results from desire. The author suggests that some of the 

desires an actor experiences are as a result of divine command, 

and there is evidence of actors developing desires as a result of 

divine command in the Scriptures. For example, Noah 

develops the desire to build the ark after being commanded to 

by God (Genesis 6:14-16) and Moses develops the desire to 

make a bronze snake after being commanded to (Numbers 

21:8-9). Many of the examples in the Scriptures of God 

commanding desires relate to creative desires, and it is 

debatable whether God would command an actor destroy 

something, particularly as he is capable of destroying things 

himself (e.g. Genesis 6:13-17). Hooker (2001) highlights the 

debate over whether if God commanded that an innocent child 

be tortured to death whether it would be morally right. It seems 

unlikely that God would command such a desire, particularly 

as he is capable of putting actors to death himself (e.g. Genesis 

38:7-10, 1 Chronicles 10:14). 

4 The role of an actor’s cognitions 

A principle of Bishop’s ecological cognition framework 

(Bishop, 2005a) is that an actor will act out a desire unless they 

experience dissonance of their cognitions.  Bishop identified 

five cognitions, those being goals, plans, values, beliefs and 

interests. A goal can be a long-term aim, such as a goal to 

become a respected member of the community, or a short-term 

objective, such as a goal to learn about a specific topic. Plans 

are conceived as a result of experiencing desires and are stored 

in memory as a result of reflecting on a plan that has been acted 

out. Values are generalised things such as the values that ‘you 

should always honour your parents’ or ‘you should always 

respect other people’ and differ from the more specific and 

contextualised beliefs such as the belief ‘I will not be being 

helpful by posting to this community’. 

When an actor experiences a desire they will validate it with 

their cognitions, which may create the experience of 

dissonance. They will then seek to resolve this dissonance to 

experience consonance of their cognitions. The first example 

of an actor experiencing a desire and then dissonance in the 

Scriptures is in Genesis 3:1-7. Here Eve develops a desire from 

interacting with the serpent, which leads her to develop a plan 

to eat the fruit from the tree in the middle of the garden. She 

then experiences dissonance because she holds the belief that 

she will die if she eats the fruit. Eve then develops another 

desire and on this occasion experiences intemperance as a 

result adopting the belief that she will not die from eating the 

fruit. 

Actors in virtual communities like Wikipedia also experience 

dissonance after having a desire. One of the most common in 

Wikipedia is the desire that leads to an actor planning to update 

an article, which as a result of holding the belief that they will 

not be helpful by posting will lead the actor to abandon the 

plan. Another example is where an actor experiences a desire 



 

 

The Psychology of how Christ created Faith and Social Change: Implications for the design of E- Learning Systems 
 

The Second International Conference on Faith, Spirituality, and Social Change 

University of Winchester, 8 April 2006 
 

to change a page to make it more factual or adopt a ‘neutral 

point of view’ but then experience dissonance as a result of the 

belief that their contribution will be reverted. Such a belief is 

quite easy to develop, as there are many disputes in 

communities like Wikipedia as a result of an actor acting out 

an order desire and another acting out a conflicting order desire 

(e.g. Anon., 2005b). 

5 Displaced Desires 

Sometimes an actor’s desire is so strong that even though they 

have beliefs that indicate that they should not act it out and 

therefore experience temperance they still want to act it out. 

The way out for the actor is to displace the desire through doing 

something else. For example in Matthew 27:24 Pilot had a 

social desire, but believed he would not be listened to if he 

acted it out, so instead he displaced the desire through washing 

his hands. Whilst displaced desires are very common in organic 

communities they are less apparent in virtual communities. 

This is probably because the anonymity offered by the Internet 

allows actors to act out their desires using pseudonymous 

identities, which means temperance is less likely to occur. 

Actors who set up accounts using such names are referred to as 

‘sock puppets’, especially if they hold more than one account 

in the same virtual community.   It is quite possible that actors 

communicating using virtual communities will have creative 

desires while using their computer, but displace this desire 

through clicking the top of a pen. A rare example of an actor 

displacing a desire in Wikipedia is Beech (2005), where the 

actor had an unconstructive desire to ‘blank’ a page, but 

experienced dissonance that lead him to displace the desire 

through editing a screen dump of the page using an image 

manipulation package and displaying it on his weblog. Unlike 

Beech many actors that use Wikipedia act out their 

unconstructive desires, whether they are destructive, chaos, or 

vengeance desires. This is probably because they hold the 

belief that the changes they make can be easily rectified. 

Designing virtual communities that enable actors to develop 

and act out desires. Understanding the nature of desires, their 

origin and how an actor deals with them can assist developers 

in designing virtual communities that allow actors to develop 

constructive desires (e.g. the desire to be social or the desire to 

be creative) and act them out as well as develop ways of 

assisting actors in dealing with less constructive desires, such 

as the desire to be destructive or the desire to seek vengeance. 

The author has identified 5 guidelines for developers to 

consider when designing virtual communities. These are to 

make artefacts explicit in their meaning and provide facilities 

for actors to act out their less constructive desires. 

5.1 Guideline 1 – Make artefacts explicit in their 

meaning 

Artefacts in virtual environments, particularly mediating 

artefacts, can offer perceived affordances, such as clickability 

or dragability, which as explained above can influence an 

actor’s desires. As demonstrated by Bishop (2005b) who 

evaluated a system that used content from Wikipedia actors can 

be persuaded to develop specific desires through perceived 

affordances offered by mediating artefacts. In order for virtual 

communities to be designed to encourage actors to develop 

constructive desires developers need to ensure that artefacts are 

explicit in their meaning. Bishop (2005b) found that a graphic 

that displayed a movie was more likely to be clicked on if it 

contained a sign that depicted that meaning, in this case a 

triangle that represented the ‘play’function. 

5.2 Guideline 2 – Provide spaces for actors to act out 

their social desires  

One of the desires that an actor is most likely to develop in any 

virtual community is a social desire. Actors are more likely to 

develop these desires if there are spaces for them to act them 

out. Through providing facilities such as message boards, chat 

rooms or editable social spaces as Wikipedia does (i.e. Anon, 

2005a), virtual communities can encourage actors to develop 

constructive social desires and act them out. 

5.3 Guideline 3 – Provide the tools for actors to act out 

their creative desires 

Another constructive desire that an actor will develop in a 

virtual community, particularly communities like Wikipedia, is 

a creative desire. To enable actors to act out these desires 

virtual communities should provide the tools, such as the 

capability to edit a page or construct and post a message. 

5.4 Guideline 4 – Provide facilities for actors to act out 

or displace their less constructive desires 

While taking part in virtual communities, an actor is likely to 

experience less constructive desires such as vengeance, chaos 

and destructive desires. Providing facilities for actors to act out 

or displace these desires can be one way of a community 

managing them. For example, Wikipedia provides ‘talk pages’ 

for each member, on which actors can pose questions or leave 

feedback on an actors who may have acted out a desire that 

they feel is unconstructive, such as the desire for order (e.g. 

Anon, 2005b). Such a facility allows an actor   Bishop 

identified five cognitions, those being goals, plans, values, 

beliefs and interests. A goal can be a long-term aim, such as a 

goal to become a respected member of the community, or a 

short-term objective, such as a goal to learn about a specific 

topic. Plans are conceived as a result of experiencing desires 

and are stored in memory as a result of reflecting on a plan that 

has been acted out. Values are generalised things such as the 

values that ‘you should always honour your parents’ or ‘you 

should always respect other people’ and differ from the more 

specific and contextualised beliefs such as the belief ‘I will not 

be being helpful by posting to this community’. 

When an actor experiences a desire they will validate it with 

their cognitions, which may create the experience of 

dissonance. They will then seek to resolve this dissonance to 



 

 

The Psychology of how Christ created Faith and Social Change: Implications for the design of E- Learning Systems 
 

The Second International Conference on Faith, Spirituality, and Social Change 

University of Winchester, 8 April 2006 
 

experience consonance of their cognitions. The first example 

of an actor experiencing a desire and then dissonance in the 

Scriptures is in Genesis 3:1-7. Here Eve develops a desire from 

interacting with the serpent, which leads her to develop a plan 

to eat the fruit from the tree in the middle of the garden. She 

then experiences dissonance because she holds the belief that 

she will die if she eats the fruit. Eve then develops another 

desire and on this occasion experiences intemperance as a 

result adopting the belief that she will not die from eating the 

fruit. Actors in virtual communities like Wikipedia also 

experience dissonance after having a desire. One of the most 

common in Wikipedia is the desire that leads to an actor 

planning to update an article, which as a result of holding the 

belief that they will not be helpful by posting will lead the actor 

to abandon the plan. Another example is where an actor 

experiences a desire to change a page to make it more factual 

or adopt a ‘neutral point of view’ but then experience 

dissonance as a result of the belief that their contribution will 

be reverted. Such a belief is quite easy to develop, as there are 

many disputes in communities like Wikipedia as a result of an 

actor acting out an order desire and another acting out a 

conflicting order desire (e.g. Anon., 2005b). 

Such a facility allows an actor to displace their vengeance 

desires so that instead of taking a retaliatory action they discuss 

the issue and resolve it, leading to more constructive desires 

such as creative and forgiveness. Another option for 

communities like Wikipedia is to provide facilities for actors 

to not only displace desires, but also act them out. This has 

been achieved in the form of a website called Uncyclopedia 

(http://www.uncyclopedia.org), which allows actors to act out 

their chaos and less constructive creative desires through 

posting content that misinforms people. Whilst giving actors 

the facility to act out unconstructive desires can be beneficial 

to the community, the author does not believe that actors 

should be allowed to develop beliefs that acting out certain 

desires, such as destructive desires are acceptable. Hall (2004) 

and McGee (2004) report on the suggestion that in organic 

communities actors who commit crimes should be given the 

opportunity to act out their desires through the State providing 

facilities for them to do so. If such a policy were implemented, 

actors would develop beliefs that it is acceptable to act out their 

less constructive desires, and be more likely to act them out in 

the future. Furthermore it is possible that if they are allowed to 

act out their less constructive desires, they will develop more 

of those desires. In the context of virtual communities this may 

mean that an actor who acts out a chaos desire in Uncyclopedia 

and believes it to be acceptable to do so may act out such 

desires in Wikipedia if they have not developed the belief in a 

specific context. 

5.5 Guideline 5 – Provide clear guidance as to which 

desires are allowed to be acted out and which are not 

Certain desires that an actor experiences are not likely to be 

acceptable in any organic or virtual community, such as 

destructive desires and anti-social desires. It should be made 

clear to actors which desires are allowed to be\acted out and 

which are not. This can be done through providing clear 

policies and directing actors to them whilst they are still lurking 

in the community and not yet a novice or regular in order to 

influence their values and beliefs. As pointed out by Carter & 

James (2001), the government in the UK has sought to tackle 

actors acting out unconstructive desires in organic 

communities through imposing on them what are called Anti-

Social Behaviour Orders (ASBOs). With an ASBO an actor is 

told that if they act out a specific desire, such as a thanatotic 

desire (e.g. Savill, 2005) they will face a jail sentence. Such a 

technique creates beliefs in an actor that will lead to dissonance 

if they have an unconstructive desire that the Order covers. The 

actor may also hold a value that they should not break the law, 

or should comply with the law, which will create further 

dissonance and potentially lead them to abandon the plan to act 

out the unconstructive desire. This could be replicated in 

virtual communities, through clear policies explaining what 

could lead to an actor being banned from the community, 

which may allow them to develop beliefs that create 

dissonance if they experience an unconstructive desire. 

However, the difficulty in virtual communities, as pointed out 

by Smith (2001), is that an actor who has been banned from the 

community can return under a new identity and act out 

vengeance desires.  

Wikipedia has a policy of encouraging regulars not to act out 

anti-social or order desires with novices. Whilst this policy 

states no consequences, actors are likely to develop beliefs that 

will create dissonance if they have a desire to flame a novice 

or reverse their contributions. 

6 Discussion 

Liturgies in many Western churches contain a prayer to God to 

whom “all desires are known”. Bishop (2005a) has identified 

five universal desires that actors experience when participating 

in virtual communities that are known to God, which are 

existential, social, creative, order and vengeance. In addition to 

these five desires, some actors will also experience their 

opposites. That is, as well as existential desires an actor may 

experience thanatotic desires, as well as social desires they may 

experience anti-social desires, as well as creative desires they 

may experience destructive desires, as well as order desires 

they may experience chaos desires and as well as vengeance 

they may experience forgiveness desires. These desires can be 

located in the Scriptures and virtual communities such as 

Wikipedia. Social and order desires are probably the most 

common in virtual communities, for example actors will want 

to post messages or update pages as a result of experiencing 

such desires. Not all desires an actor experiences in virtual 

communities are constructive. There is evidence of actors 

acting out chaos desires and destructive desires in virtual 

communities like Wikipedia as well as there being evidence of 

such desires existing in organic communities through analysis 

of the Scriptures. There are at least three ways through which 

an actor can develop desires, which are through perceiving 

affordances in artefacts, through picking up resonances from 

other actors and through picking out cognizances in thoughts. 
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There is evidence of actors developing desires through these 

ways in the Scriptures and in virtual communities like 

Wikipedia. For example, in the Scriptures Eve developed a 

desire to eat after interacting with an actor (i.e. the serpent) and 

that desire was strengthened after perceiving an affordance (i.e. 

that the fruit afforded eating). In the same chapter of the 

Scriptures there is also evidence of actors developing desires 

as a result of picking out cognizances, that is, Adam and Eve 

developed the creative desire to sew fig-leaves together as a 

result of realising they were naked. It is likely that most 

contributions to Wikipedia are as a result of picking out 

cognizances, both constructive and unconstructive desires. 

Once an actor has developed a desire they will act it out unless 

they experience dissonance of their cognitions. Cognitions, 

which consist of existing plans, goals, values, beliefs and 

interests, are used to validate desires by an actor to determine 

whether they should be acted out. Examples of actors 

experiencing dissonance of their cognitions exist in the 

Scriptures, as in Genesis where Eve experienced dissonance 

through holding the belief that she would die if she ate the fruit 

from the middle of the garden. Actors will seek to resolve this 

dissonance as Eve did, most easily through changing their 

plans or beliefs. Sometimes, even if an actor resolves not to act 

out a desire, the desire is still strong that they do not experience 

temperance and not act out the desire. In such cases actors will 

displace desires through modifying the plan that results from 

the desire and do something else and therefore in effect 

creating intemperance. In the Scriptures, Pilot desired to be 

social, his beliefs created dissonance, so he displaced the desire 

through washing his hands. 

Understanding the nature of desires, their origin and how an 

actor deals with them can assist developers in designing virtual 

communities that allow actors to develop constructive desires 

and act them out as well as develop ways of assisting actors in 

dealing with less constructive desires. Developers of virtual 

communities can take steps to do this through making artefacts 

explicit in their meaning, providing spaces for actors to act out 

their social desires, providing the tools for actors to act out their 

creative desires, providing facilities for actors to act out or 

displace their less constructive desires and providing clear 

guidance as to which desires are allowed to be acted out and 

which are not.  

This paper has gone some way to extending the understanding 

of desires, including how they are formed and how actors deal 

with them. Through conducting a case study and analysing the 

Scriptures this paper has provided evidence of the existence of 

desires and the forms they take. It has identified practical ways 

of using this understanding to improve the design of virtual 

communities, but more research is necessary to integrate this 

understanding into design methodologies for building systems 

like virtual communities. 
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