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World of Warcraft is the world's most popular massively multiplayer online game (MMOG), with (as of
March 2007) more than eight million active subscribers across Europe, North America, Asia, and Australia,
who play the game an astonishing average of twenty hours a week. This book examines the complexity of
World of Warcraft from a variety of perspectives, exploring the cultural and social implications of the
proliferation of ever more complex digital gameworlds. The contributors have immersed themselves in the
World of Warcraft universe, spending hundreds of hours as players (leading guilds and raids, exploring
moneymaking possibilities in the in-game auction house, playing different factions, races, and classes),
conducting interviews, and studying the game design--as created by Blizzard Entertainment, the game's
developer, and as modified by player-created user interfaces. The analyses they offer are based on both the
firsthand experience of being a resident of Azeroth and the data they have gathered and interpreted. The
contributors examine the ways that gameworlds reflect the real world--exploring such topics as World of
Warcraft as a "capitalist fairytale" and the game's construction of gender; the cohesiveness of the gameworld
in terms of geography, mythology, narrative, and the treatment of death as a temporary state; aspects of play,
including "deviant strategies" perhaps not in line with the intentions of the designers; and character--both
players' identification with their characters and the game's culture of naming characters. The varied
perspectives of the contributors--who come from such fields as game studies, textual analysis, gender
studies, and postcolonial studies--reflect the breadth and vitality of current interest in MMOGs.Hilde G.
Corneliussen and Jill Walker Rettberg are both Associate Professors of Humanistic Informatics at the
University of Bergen, Norway.
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From reader reviews:

Kerry Diaz:

Why don't make it to become your habit? Right now, try to prepare your time to do the important behave,
like looking for your favorite guide and reading a book. Beside you can solve your short lived problem; you
can add your knowledge by the publication entitled Digital Culture, Play, and Identity: A World of
Warcraft® Reader. Try to make book Digital Culture, Play, and Identity: A World of Warcraft® Reader as
your friend. It means that it can to be your friend when you truly feel alone and beside that of course make
you smarter than in the past. Yeah, it is very fortuned to suit your needs. The book makes you much more
confidence because you can know anything by the book. So , we should make new experience and
knowledge with this book.

Hector Naranjo:

Here thing why this kind of Digital Culture, Play, and Identity: A World of Warcraft® Reader are different
and dependable to be yours. First of all reading a book is good however it depends in the content of the usb
ports which is the content is as tasty as food or not. Digital Culture, Play, and Identity: A World of
Warcraft® Reader giving you information deeper including different ways, you can find any publication out
there but there is no guide that similar with Digital Culture, Play, and Identity: A World of Warcraft®
Reader. It gives you thrill examining journey, its open up your eyes about the thing that happened in the
world which is possibly can be happened around you. You can easily bring everywhere like in playground,
café, or even in your method home by train. If you are having difficulties in bringing the paper book maybe
the form of Digital Culture, Play, and Identity: A World of Warcraft® Reader in e-book can be your
substitute.

Romana Linder:

Spent a free a chance to be fun activity to accomplish! A lot of people spent their leisure time with their
family, or their friends. Usually they undertaking activity like watching television, about to beach, or picnic
inside the park. They actually doing same task every week. Do you feel it? Do you want to something
different to fill your personal free time/ holiday? Can be reading a book is usually option to fill your cost-free
time/ holiday. The first thing that you'll ask may be what kinds of e-book that you should read. If you want to
try look for book, may be the publication untitled Digital Culture, Play, and Identity: A World of Warcraft®
Reader can be good book to read. May be it may be best activity to you.

Lorraine Michael:

Reading a book being new life style in this season; every people loves to read a book. When you learn a
book you can get a wide range of benefit. When you read textbooks, you can improve your knowledge, since
book has a lot of information into it. The information that you will get depend on what types of book that
you have read. If you want to get information about your examine, you can read education books, but if you
want to entertain yourself you can read a fiction books, this kind of us novel, comics, and also soon. The



Digital Culture, Play, and Identity: A World of Warcraft® Reader will give you new experience in
examining a book.
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