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In Play Between Worlds, T. L. Taylor examines multiplayer gaming life as it is lived on the borders,

in the gaps -- as players slip in and out of complex social networks that cross online and offline

space. Taylor questions the common assumption that playing computer games is an isolating and

alienating activity indulged in by solitary teenage boys. Massively multiplayer online games

(MMOGs), in which thousands of players participate in a virtual game world in real time, are in fact

actively designed for sociability. Games like the popular Everquest, she argues, are fundamentally

social spaces.Taylor's detailed look at Everquest offers a snapshot of multiplayer culture. Drawing

on her own experience as an Everquest player (as a female Gnome Necromancer) -- including her

attendance at an Everquest Fan Faire, with its blurring of online -- and offline life -- and extensive

research, Taylor not only shows us something about games but raises broader cultural issues. She

considers "power gamers," who play in ways that seem closer to work, and examines our underlying

notions of what constitutes play -- and why play sometimes feels like work and may even be painful,

repetitive, and boring. She looks at the women who play Everquest and finds they don't fit the

narrow stereotype of women gamers, which may cast into doubt our standardized and preconceived

ideas of femininity. And she explores the questions of who owns game space -- what happens when

emergent player culture confronts the major corporation behind the game.
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Author T. L. Taylor is an academic with MUD and MMORPG experience. This is important, because

Taylor examines how real life and gaming interact in Play Between Worlds, using EverQuest as her

primary source. Through interviews with players and her own experience, Taylor fleshes out what it

means to "live" in EverQuest and outside of it, identifying a gaming culture that permeates both

membranes. In some cases, there's not much of a membrane at all, as when EverQuest players

dress up as their characters at gaming conventions.Taylor's book is filled with gaming jargon with

little explanation. This book is written for people who understand MMORPGs and EverQuest in

particular, which unfortunately limits its audience somewhat. That's a shame, because buried in the

exposition of gnomes and necromancers are some important revelations.A large section of the book

is devoted to gender issues. Taylor's female gender matters, both in her approach to EverQuest

and the roles she chooses to play within it. The hypersexualization of female characters is a real

problem in fantasy gaming and it's what led Taylor to pick the unsexy gnome racial archetype.Taylor

also defends "roll-players." She rails against the stereotype of Achiever-style players as

incompetent, unintelligent, and aggressive. Taylor takes pains to show how this archetype is

unfounded and that achievers are actually highly competent, organized, and bright. What Taylor

doesn't address is that this play style is destructive to other play styles. It's not that

achievement-oriented players are bad for games - indeed, Taylor stresses that they actually

improve games by breaking them - but that other less goal-oriented players are driven away by their

dominance.

Play Between Worlds: Exploring Online Game Culture (MIT Press) Critical Play: Radical Game

Design (MIT Press) Rules of Play: Game Design Fundamentals (MIT Press) Game Sound: An

Introduction to the History, Theory, and Practice of Video Game Music and Sound Design (MIT

Press) Exploring the World of Astronomy: From Center of the Sun to Edge of the Universe

(Exploring (New Leaf Press)) Carnal Resonance: Affect and Online Pornography (MIT Press) A

Culture of Improvement: Technology and the Western Millennium (MIT Press) A Course in Game

Theory (MIT Press) Evolutionary Game Theory (MIT Press) Game Theory (MIT Press) The Politics

of Passion: Women's Sexual Culture in the Afro-Surinamese Diaspora (Between Men-Between

Women: Lesbian and Gay Studies) Zeitmanagement mit Microsoft Office Outlook, 8. Auflage

(einschl. Outlook 2010): Die Zeit im Griff mit der meistgenutzten BÃ¼rosoftware - Strategien, Tipps

... (Versionen 2003 - 2010) (German Edition) Programmierung Game of Life: Game of Life mit

Delphi 5.0 (German Edition) The Sound of Music: Flute Play-Along Book/Online Audio Pack (Play

Along (Williamson Music)) PokÃ©mon Go: Best Guide to Play PokÃ©mon Go. Learn All Sneaky

http://ebooksreps.com/en-us/read-book/Ly6QA/play-between-worlds-exploring-online-game-culture-mit-press.pdf?r=C%2Bq%2FqevVOTBcBPNm%2BQejqGrcJnpiijh4%2BQsoY8Nll28%3D


Tricks and Play Like A Pro. + Ways To Play PokÃ©mon Go On Your PC: (Unofficial Pokemon Go

Guide, ... Go) (Pokemon Go Secrets, Pokemon Go Tricks) Five Nights at Freddy's Ultimate Game

Guide: How to Survive the Night with Strategies, Secrets, Hints, Tips & Tricks (Five Night's at

Freddy's 1, 2, 3, 4 Handbook for Android, iOS & Online Play) About Infinity, Universe and Worlds.:

the philosophy of Giordano Bruno, Burned at Vatican 1600 for his belief in many worlds & denial of

afterlife Norse Mythology: The Norse Gods And The Nine Worlds (Norse Mythology, Nine Worlds,

Norse Gods) Time Travel and Our Parallel Worlds: Part 3 - All New In-Depth Real Life Stories In the

News (Time Travel and Parallel Worlds Book 6) How to Play Craps: A Beginner's Essential Guide to

Learn How to Play Craps and Win at the Casino - ( Craps Game + Craps Strategy ) 

http://ebooksreps.com/en-us/dmca

