
[Download] My Avatar, My Self: Identity in Video Role-Playing Games

My Avatar, My Self: Identity in Video Role-Playing Games

Zach Waggoner 
*Download PDF | ePub | DOC | audiobook | ebooks

#2208911 in Books McFarland 2009-05-07Original language:EnglishPDF # 1 9.25 x 6.25 x .50l, .64 #File 
Name: 0786441097207 pages | File size: 70.Mb

Zach Waggoner : My Avatar, My Self: Identity in Video Role-Playing Games  before purchasing it in order to 
gage whether or not it would be worth my time, and all praised My Avatar, My Self: Identity in Video Role-Playing 
Games: 

2 of 3 people found the following review helpful. first quarter was awesomeBy David DellmanThe first 50 pages or so 
were really great. After that this book reads like a PhD dissertation filled with detail that is really only of interest to the 
most scholarly and since I am a pop user I simply didnt need all of the references and detail.

http://f3db.com/pub/links.php?id=0786441097


With videogames now one of the world's most popular diversions, the virtual world has increasing psychological 
influence on real-world players. This book examines the relationships between virtual and non-virtual identity in 
visual role-playing games. Utilizing James Gee's theoretical constructs of real-world identity, virtual-world identity, 
and projective identity, this research shows dynamic, varying and complex relationships between the virtual avatar and 
the player's sense of self and makes recommendations of terminology for future identity researchers.
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