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Play communities existed long before massively multiplayer online games; they have ranged from bridge
clubs to sports leagues, from tabletop role-playing games to Civil War reenactments. With the emergence of
digital networks, however, new varieties of adult play communities have appeared, most notably within
online games and virtual worlds. Players in these networked worlds sometimes develop a sense of
community that transcends the game itself.

In Communities of Play, game researcher and designer Celia Pearce explores emergent fan cultures in
networked digital worlds -- actions by players that do not coincide with the intentions of the game's
designers. Pearce looks in particular at the Uru Diaspora -- a group of players whose game, Uru: Ages
Beyond Myst, closed. These players (primarily baby boomers) immigrated into other worlds, self-identifying
as "refugees"; relocated in There.com, they created a hybrid culture integrating aspects of their old world.
Ostracized at first, they became community leaders. Pearce analyzes the properties of virtual worlds and
looks at the ways design affects emergent behavior. She discusses the methodologies for studying online
games, including a personal account of the sometimes messy process of ethnography. Pearce considers the
"play turn" in culture and the advent of a participatory global playground enabled by networked digital
games every bit as communal as the global village Marshall McLuhan saw united by television. Countering
the ludological definition of play as unproductive and pointing to the long history of pre-digital play
practices, Pearce argues that play can be a prelude to creativity.
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From reader reviews:

Jerry Brock:

Do you certainly one of people who can't read gratifying if the sentence chained inside the straightway, hold
on guys this aren't like that. This Communities of Play: Emergent Cultures in Multiplayer Games and Virtual
Worlds (MIT Press) book is readable by you who hate the perfect word style. You will find the info here are
arrange for enjoyable looking at experience without leaving actually decrease the knowledge that want to
offer to you. The writer connected with Communities of Play: Emergent Cultures in Multiplayer Games and
Virtual Worlds (MIT Press) content conveys the idea easily to understand by many individuals. The printed
and e-book are not different in the content but it just different available as it. So , do you still thinking
Communities of Play: Emergent Cultures in Multiplayer Games and Virtual Worlds (MIT Press) is not
loveable to be your top collection reading book?

Norberto Brody:

Reading a e-book can be one of a lot of pastime that everyone in the world likes. Do you like reading book
consequently. There are a lot of reasons why people enjoy it. First reading a reserve will give you a lot of
new data. When you read a guide you will get new information since book is one of various ways to share
the information or their idea. Second, studying a book will make anyone more imaginative. When you
reading a book especially tale fantasy book the author will bring one to imagine the story how the people do
it anything. Third, you could share your knowledge to other folks. When you read this Communities of Play:
Emergent Cultures in Multiplayer Games and Virtual Worlds (MIT Press), it is possible to tells your family,
friends and soon about yours e-book. Your knowledge can inspire average, make them reading a e-book.

Helen Sullivan:

Do you one of the book lovers? If yes, do you ever feeling doubt when you are in the book store? Try and
pick one book that you just dont know the inside because don't determine book by its handle may doesn't
work this is difficult job because you are scared that the inside maybe not as fantastic as in the outside seem
likes. Maybe you answer is usually Communities of Play: Emergent Cultures in Multiplayer Games and
Virtual Worlds (MIT Press) why because the amazing cover that make you consider concerning the content
will not disappoint you. The inside or content is actually fantastic as the outside as well as cover. Your
reading 6th sense will directly show you to pick up this book.

Ronnie Chaney:

Within this era which is the greater man or woman or who has ability to do something more are more
treasured than other. Do you want to become one among it? It is just simple method to have that. What you
are related is just spending your time not very much but quite enough to enjoy a look at some books. One of
many books in the top checklist in your reading list is Communities of Play: Emergent Cultures in
Multiplayer Games and Virtual Worlds (MIT Press). This book that is certainly qualified as The Hungry



Hills can get you closer in turning into precious person. By looking upwards and review this publication you
can get many advantages.
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