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[bookmark: _Toc2]Article summary:
1. The popularity of online gaming, particularly MMORPGs, increased during the COVID-19 pandemic as people used it as a coping mechanism.
2. This study examined the impact of established communities on social well-being within one MMORPG, World of Warcraft.
3. Results indicated that World of Warcraft helped participants form meaningful relationships with other players, gave them a sense of purpose, and alleviated negative feelings brought on by the COVID-19 pandemic.
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Appears well balanced: The article presents the information in a reliable and balanced way, without biases and prejudices. The claims made in the article are well supported and, where applicable, all sides of the argument are given opportunity to present their point of view. The article appears trustworthy and reliable.
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The article is generally reliable and trustworthy in its reporting and analysis of the impact of MMORPGs on social well-being during the COVID-19 pandemic. The authors provide evidence to support their claims through an online survey conducted in World of Warcraft-specific Discord and Reddit communities in March 2021, which included multiple choice and short answer questions to gauge how players’ perceived well-being was impacted by in-game relationships and interactions during the COVID-19 pandemic. The authors also cite relevant research from previous studies to further support their findings. 
The article does not appear to be biased or one-sided in its reporting; it presents both sides equally and does not make any unsupported claims or omit any points of consideration or evidence for its claims. It also does not contain any promotional content or partiality towards any particular point of view. Furthermore, possible risks associated with playing MMORPGs are noted throughout the article, such as potential addiction issues or time management problems that could arise from excessive gaming. 
In conclusion, this article is reliable and trustworthy in its reporting and analysis of the impact of MMORPGs on social well-being during the COVID-19 pandemic.
[bookmark: _Toc5]Topics for further research:
· Impact of MMORPGs on mental health
· MMORPGs and social relationships
· MMORPGs and addiction
· MMORPGs and time management
· MMORPGs and online communities
· MMORPGs and social isolation
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