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A man wakes, trapped inside a cloning vat. He has no
idea how he got there, no idea where he is, and no idea
who he is. But someone is trying to kill him, and they're
about to succeed ... A disgraced Foreign ambassador
leaves his post humiliated, and ignored by his superiors,
only to meet Ameline - a woman who seems to know
everything about him, and an alarming amount about a
conspiracy to overthrow the government. And on a backwater world during an economic crisis a worker called
Tibus Heth leads a revolt against the corporation which
earns him an unexpected and mysterious ally with
astounding influence, and an inclination to aid his
revolutionary ideas ...
This collection explores the relationship between digital
gaming and its cultural context by focusing on the
burgeoning Asia-Pacific region. Encompassing key
locations for global gaming production and consumption
such as Japan, China, and South Korea, as well as
increasingly significant sites including Australia and
Singapore, the region provides a wealth of divergent
examples of the role of gaming as a socio-cultural
phenomenon. Drawing from micro ethnographic studies
of specific games and gaming locales to macro political
economy analyses of techno-nationalisms and transcultural flows, this collection provides an interdisciplinary
model for thinking through the politics of gaming
production, representation, and consumption in the
region.
When a young woman appears during a violent storm
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and sets in motion a series of events that endangers the
very fabric of magic, the Knights of Falador, who guard
the kingdom of Asgarnia with their lives, must solve an
ancient riddle or lose everything. Original. 40,000 first
printing. Video game tie-in.
This book is aimed at chemistry teachers, teacher
educators, chemistry education researchers, and all
those who are interested in increasing the relevance of
chemistry teaching and learning as well as students'
perception of it. The book consists of 20 chapters. Each
chapter focuses on a certain issue related to the
relevance of chemistry education. These chapters are
based on a recently suggested model of the relevance of
science education, encompassing individual, societal,
and vocational relevance, its present and future
implications, as well as its intrinsic and extrinsic aspects.
“Two highly distinguished chemical educators, Ingo Eilks
and AviHofstein, have brought together 40 internationally
renowned colleagues from 16 countries to offer an
authoritative view of chemistry teaching today. Between
them, the authors, in 20 chapters, give an exceptional
description of the current state of chemical education
and signpost the future in both research and in the
classroom. There is special emphasis on the many
attempts to enthuse students with an understanding of
the central science, chemistry, which will be helped by
having an appreciation of the role of the science in
today’s world. Themes which transcend all education
such as collaborative work, communication skills,
attitudes, inquiry learning and teaching, and problem
solving are covered in detail and used in the context of
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teaching modern chemistry. The book is divided into four
parts which describe the individual, the societal, the
vocational and economic, and the non-formal dimensions
and the editors bring all the disparate leads into a
coherent narrative, that will be highly satisfying to
experienced and new researchers and to teachers with
the daunting task of teaching such an intellectually
demanding subject. Just a brief glance at the index and
the references will convince anyone interested in
chemical education that this book is well worth studying;
it is scholarly and readable and has tackled the most
important issues in chemical education today and in the
foreseeable future.” – Professor David Waddington,
Emeritus Professor in Chemistry Education, University of
York, United Kingdom
The primary goal of the Communication and Technology
volume (5th within the series "Handbooks of
Communication Science") is to provide the reader with a
comprehensive compilation of key scholarly literature,
identifying theoretical issues, emerging concepts, current
research, specialized methods, and directions for future
investigations. The internet and web have become the
backbone of many new communication technologies,
often transforming older communication media, through
digitization, to make them compatible with the net.
Accordingly, this volume focuses on internet/web
technologies. The essays cover various infrastructure
technologies, ranging from different kinds of hard-wired
elements to a range of wireless technologies such as
WiFi, mobile telephony, and satellite technologies.
Audio/visual communication is discussed with reference
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to large-format motion pictures, medium-sized television
and video formats, and the small-screen mobile
smartphone. There is also coverage of audio-only media,
such as radio, music, and voice telephony; text media, in
such venues as online newspapers, blogs, discussion
forums and mobile texting; and multi-media technologies,
such as games and virtual reality.
This timely book inspires researchers to deploy relevant,
effective, innovative digital methods. It explores the
relationship of such methods to 'mainstream' social
science; interdisciplinarity; innovations in digital research
tools; the opportunities (and challenges) of digital
methods in researching social life; and digital research
ethics.
Draws from surveys of 60,000 leaders and constituents
at all organizational levels to identify and describe the
recurring patterns and practices leaders use to turn
challenges into successes.
This book explores the changing nature of international
law and its ability to respond to the contemporary issues
related to international environment, trade and
information technology. The evolution of international law
has reached a stage where we are witnessing
diminishing power of the state and its capacity to deal
with the economic matters challenging the existing
notions of territory and sovereignty. Recent trends in
international law and international relations show that
states no longer have exclusive control over the decisionmaking process at the global level. Keeping this in mind,
the book brings together the perspectives of various
international and national scholars. The book considers
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diverse issues such as, sustainable development,
climate change, global warming, Rio+20, technology
transfer, agro-biodiversity and genetic resource, authority
for protection of environment, human right to water,
globalization, human rights, sui generis options in IP
laws, impact of liberalization on higher education,
regulation of international trade, intellectual property
rights, collective administration of copyright, broadcast
reproduction rights, implementation of copyright law,
communication rights under copyright law, arbitration for
IP disputes, doctrine of exhaustion of rights, trans-border
reputation of trademark, information as an asset, cyber
obscenity and pornography, e-governance, taxation of ecommerce, computer crime, information technology,
domain names, research excellence in legal education,
ideological perspective on legal education, challenges for
law teachers, and clinical legal education. The topics,
though diverse, are closely interrelated, with the common
concern throughout being that the global environment,
international trade, information technology and legal
education need appropriate national normative and
institutional responses as well as the global cooperation
of members of the international community. Presenting
reflections of a number of Asian, African and European
scholars on these varied facets, the book is of great
value to scholars, practitioners, teachers and students
associated with contemporary international law.
The ethics and experience of “treacherous play”: an
exploration of three games that allow deception and
betrayal, EVE Online, DayZ, and Survivor. Deception
and betrayal in gameplay are generally considered offPage 5/22
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limits, designed out of most multiplayer games. There
are a few games, however, in which deception and
betrayal are allowed, and even encouraged. In
Treacherous Play, Marcus Carter explores the ethics and
experience of playing such games, offering detailed
explorations of three games in which this kind of “dark
play” is both lawful and advantageous: EVE Online,
DayZ, and the television series Survivor. Examining
aspects of games that are often hidden, ignored, or
designed away, Carter shows the appeal of playing
treacherously. Carter looks at EVE Online’s notorious
scammers and spies, drawing on his own extensive
studies of them, and describes how treacherous play
makes EVE successful. Making a distinction between
treacherous play and griefing or trolling, he examines the
experiences of DayZ players to show how negative
experiences can be positive in games, and a core part of
their appeal. And he explains how in Survivor’s tribal
council votes, a player’s acts of betrayal can exact a
cost. Then, considering these games in terms of their
design, he discusses how to design for treacherous play.
Carter’s account challenges the common assumptions
that treacherous play is unethical, antisocial, and
engaged in by bad people. He doesn’t claim that more
games should feature treachery, but that examining this
kind of play sheds new light on what play can be.
Review of previous edition: "An extremely popular and
valuable resource to students,practitioners and
managers in community health care nursing."Journal of
Advanced Nursing Community Health Care Nursing has
become established as anessential source of reference
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for all those working in the primarycare and community
health care domain. The Fourth Edition of thissuccessful
text focuses on new emergent agendas which
affectprimary care and public health education and
servicedelivery/improvement. Comprehensive and
accessible, this well established text draws on awide
range of subject experts all aiming for excellence in
servicedelivery, to produce a resource that addresses
the key aspects ofcommunity health delivery reflecting
the reality of the newcommunity/primary care agenda in
the United Kingdom. Integratedthroughout the book are
themes relevant to contemporary communityhealthcare
nursing, including Self Managed Care/Managed
CarePathways, Long Term Conditions, Palliative care
and End of LifeCare, Urgent and Unscheduled Care,
Offender Care, andContinuing/Intermediate Care. The
result is a book whichfocuses on new opportunities for
contemporary practice, servicedelivery/improvement and
education response within the context ofthe modernised
primary and public healthcare service Key features: New
edition of a well-established and successfultext Written
by experts in the field Examines competencies in
practice Includes evidence-based guidelines and
integrates nationalservice framework requirements
Includes new chapters on Advanced Nursing Practice
andcompetence assessment, modernised primary
healthcare workforce andworkforce change,
Commissioning, and user and publicengagement
In this timely new book, Christopher Paul analyzes how
the words we use to talk about video games and the
structures that are produced within games shape a
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particular way of gaming by focusing on how games
create meaning, lead to identification and division,
persuade, and circulate ideas. Paul examines the
broader social discourse about gaming, including: the
way players are socialized into games; the impact of the
lingering association of video games as kid's toys; the
dynamics within specific games (including Grand Theft
Auto and EA Sports Games); and the ways in which
players participate in shaping the discourse of games,
demonstrated through examples like the reward system
of World of Warcraft and the development of theorycraft.
Overall, this book illustrates how video games are
shaped by words, design and play; all of which are
negotiated, ongoing practices among the designers,
players, and society that construct the discourse of video
games.
Since its discovery in 1984, Tacrolimus has proven itself
to be an invaluable tool in the armamentarium of
immunosuppression after organ transplantations.
Tacrolimus was first introduced as a rescue therapy in
liver transplant patients and quickly showed promise in
its ability to improve patient and graft survival, while
nowadays there is data demonstrating its effectiveness
as a monotherapy immunosuppressive regimen after
liver transplantation. Moreover, Tacrolimus shows
promising results in the fields of regenerative response
after transplantation, dermatology, multiple autoimmune
diseases, healing of colonic anastomoses, platelet
activity and thrombotic disorders and Hereditary
Hemorrhagic Telangiectasia (HHT). This hardcover
edition comprehensively discusses different issues and
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aspects concerning the multimodal effects and the safety
of this widely used, relatively new, immunosupressant
and could be considered an optimal tool for every
clinician, since the action of Tacrolimus is no longer
limited to post-transplant patients but also extends to its
usage in multiple medical fields.
Queerness in Play examines the many ways queerness
of all kinds—from queer as ‘LGBT’ to other, less wellcovered aspects of the queer spectrum—intersects with
games and the social contexts of play. The current
unprecedented visibility of queer creators and content
comes at a high tide of resistance to the inclusion of
those outside a long-imagined cisgender, heterosexual,
white male norm. By critically engaging the ways
games—as a culture, an industry, and a medium—help
reproduce limiting binary formations of gender and
sexuality, Queerness in Play contributes to the growing
body of scholarship promoting more inclusive
understandings of identity, sexuality, and games.
Games allow players to experiment and play with subject
positions, values and moral choice. In game worlds
players can take on the role of antagonists; they allow us
to play with behaviour that would be offensive, illegal or
immoral if it happened outside of the game sphere. While
contemporary games have always handled certain
problematic topics, such as war, disasters, human
decay, post-apocalyptic futures, cruelty and betrayal,
lately even the most playful of genres are introducing
situations in which players are presented with difficult
ethical and moral dilemmas. This volume is an
investigation of "dark play" in video games, or game play
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with controversial themes as well as controversial play
behaviour. It covers such questions as: Why do some
games stir up political controversies? How do games
invite, or even push players towards dark play through
their design? Where are the boundaries for what can be
presented in a games? Are these boundaries different
from other media such as film and books, and if so why?
What is the allure of dark play and why do players
engage in these practices?
Presents the found object artwork of Terry Border, who
uses wires and everyday objects to depict amusing,
quirky, and thoughtful works of art.
Virtual Worlds are being increasingly used in business
and education. With each day more people are venturing
into computer generated online persistent worlds such as
Second Life for increasingly diverse reasons such as
commerce, education, research, and entertainment. This
book explores the emerging ethical issues associated
with these novel environments for human interaction and
cutting-edge approaches to these new ethical problems.
This volume’s goal is to put forward a number of these
virtual world ethical issues of which research is only
commencing. The developing literature specifically
regarding virtual world ethics is a recent phenomenon.
Research based on the phenomenon of virtual world life
has only been developing in the past four years. This
volume introduces pathbreaking work in a field which is
only just beginning to take shape. It is ideal as both as a
library reference and a supplementary text in upperdivision courses focused on the issues of applied ethics
and new media. It is unique in being one of the first
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volumes specifically addressed to ethical problems of the
“metaverse”. This volume includes articles from authors
from around the world exploring topics such as:
employing rationalist and casuistic approaches to the
controversial topic of “virtual rape” yield an increased
understanding of how virtual worlds ought to be
designed, the relationship between the ethical and legal
dimensions of virtual world users’ participation in
“paratexts”, utilitarian consideration of harm and
freedom in the case of virtual pedophilia, norms of
research ethics in virtual worlds, the ethical implications
of employing virtual worlds as tools for medical education
and experimenting with healthcare services, the ethics of
the collective action of virtual world communities,
consideration of the virtue and potential of
cosmopolitanism in virtual worlds, Deleuzian ethical
approaches to the experience of the disabled in virtual
worlds, the ethics of virtual world design, and the ethical
implications of the “illusion of reality” presented by
virtual worlds.
Do video games cause violent, aggressive behavior? Can
online games help us learn? When it comes to video games,
these are often the types of questions raised by popular
media, policy makers, scholars, and the general public. In this
collection, international experts review the latest research
findings in the field of digital game studies and weigh in on
the actual physical, social, and psychological effects of video
games. Taking a broad view of the industry from the moral
panic of its early days up to recent controversies surrounding
games like Grand Theft Auto, contributors explore the effects
of games through a range of topics including health
hazards/benefits, education, violence and aggression,
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addiction, cognitive performance, and gaming communities.
Interdisciplinary and accessibly written, The Video Game
Debate reveals that the arguments surrounding the game
industry are far from black and white, and opens the door to
richer conversation and debate amongst students, policy
makers, and scholars alike.
The technology to download the consciousnesses of pilots
into multiple clones, the Capsuleers, has finally delivered the
dream of immortal soldiers. Train a soldier just once and then
however many times he dies he will keep on getting more
experienced, more battle toughened, as his brain is
downloaded into a ready supply of cloned bodies. But no-one
anticpated the effects of the multiple traumas, the multiple
stresses of multiple lives and deaths on the battle field. War is
hell. And now it can last forever for everyone. A fast-moving
action-packed novel of interstellar war and high-tech combat,
backed by massive cross promotion.
Online Gaming and Playful Organization explores the cultural
impact of gaming on organizations. While gaming is typically
a form of entertainment, this book argues that gaming
communities can function as a useful analogue for work
organizations because both are comprised of diverse
members who must communicate and collaborate to solve
complex problems. By examining the impact of gaming
beyond its own context, this book argues that one can apply
numerous lessons from the virtual world of online games to
the “real” world of businesses, schools, and other
professional communities. Most notably, it articulates the
concept of playful organizations, defined as organizations in
which the ability to play has become so institutionalized that it
is spontaneous, creative, and enjoyable. Based on original
research, Online Gaming and Playful Organization
establishes an interdisciplinary framework for further
conceptual and empirical investigation into this topic, with the
Page 12/22

Access Free Eve Pvp Guide 2012
dual goals of a better understanding of the role of online
games and virtual worlds, and of the possible structural and
cultural transformation of public and private organizations.
Worlds in Play, a map of the «state of play» in digital games
research today, illustrates the great variety and extreme
contrasts in the landscape cleft by contemporary digital
games research. The chapters in this volume are the work of
an international review board of seventy game-study
specialists from fields spanning social sciences, arts, and
humanities to the physical and applied sciences and
technologies. A wellspring of inspiring concepts, models,
protocols, data, methods, tools, critical perspectives, and
directions for future work, Worlds in Play will support and
assist in reading not only within, but across fields of play disciplinary, temporal, and geographical - and encourage all
of us to widen our focus to encompass the omni-dimensional
phenomenon of «worlds in play.»
The capsuleers are the immortal pilots that string together the
vast Interglactic empire that makes up the universe of EVE.
Remote from the mortal population they have come from they
are cold and distant. They are needed but hated. Drem has
reason to hate them - a capsuleer attack on the pirate space
colony he worked in killed his family. Ralea hates them too.
But her hatred is for herself as well. She worked as an agent
for capsuleers acquiring missions for capsuleer agents and
taking a cut from the profits. Missions that lead to countless
people dying. Drem seeks revenge, Ralea, redemption. The
key to their futures lies with the sisters of Eve, a philanthropic
rescue organisation who span the known worlds. But how do
you revenge yourself against an immortal? Where can you
find redemption if you have killed thousands? Drem and
Ralea will find that their quests are intertwined and that they
will lead to an unexpected place. EVE: THE BURNING LIFE
is a fast moving space opera: a tale of revenge and
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redemption that spans the Universe.
Showcases and details the rare, popular, forgotten, and
beloved figures coveted by fans the world over.
This title traces the growth of video games, showing how they
have become an integral part of popular culture today.
From gaming consoles to smartphones, video games are
everywhere today, including those set in historical times and
particularly in the ancient world. This volume explores the
varied depictions of the ancient world in video games and
demonstrates the potential challenges of games for scholars
as well as the applications of game engines for educational
and academic purposes. With successful series such as
“Assassin's Creed” or "Civilization” selling millions of copies,
video games rival even television and cinema in their role in
shaping younger audiences' perceptions of the past. Yet
classical scholarship, though embracing other popular media
as areas of research, has so far largely ignored video games
as a vehicle of classical reception. This collection of essays
fills this gap with a dedicated study of receptions,
remediations and representations of Classical Antiquity
across all electronic gaming platforms and genres. It presents
cutting-edge research in classics and classical receptions,
game studies and archaeogaming, adopting different
perspectives and combining papers from scholars, gamers,
game developers and historical consultants. In doing so, it
delivers the first state-of-the-art account of both the wide
array of 'ancient' video games, as well as the challenges and
rewards of this new and exciting field.

Virtual reality is the next frontier of communication. As
technology exponentially evolves, so do the ways in
which humans interact and depend upon it. It only
follows that to educate and stimulate the next generation
of industry leaders, one must use the most innovative
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tools available. By coupling education with the most
immersive technology available, teachers may inspire
students in exciting new ways. Emerging Tools and
Applications of Virtual Reality in Education explores the
potential and practical uses of virtual reality in
classrooms with a focus on pedagogical and instructional
outcomes and strategies. This title features current
experiments in the use of augmented reality in teaching
and highlights the effects it had on students. The authors
also illustrate the use of technology in teaching the
humanities, as students well-rounded in the fields of
technology and communication are covetable in the
workforce. This book will inspire educators,
administrators, librarians, students of education, and
virtual reality software developers to push the limits of
their craft.
Aimed at avid and/or highly skilled video gamers,
'Gaming Hacks' offers a guide to pushing the limits of
video game software and hardware using the creative
exploits of the gaming gurus.
BradyGames' World of Warcraft Official Strategy Guide
includes the following: Maps of each city and region, with
call outs for characters, quest locations, dungeons, and
more. Essential stats and strategies for each of the 8
races and 9 classes for both the Horde and Alliance
factions. Must-have quest data - - contacts, quest type,
item rewards and more. Profession sections provide data
on products, requirements and item components.
Weapon, armor and item tables, ability and spell lists,
and bestiary. Platform: PC Genre: MMORPG This
product is available for sale worldwide.
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Membranes play an enormous role in our life. Biological
cell membranes control the fluxes of substances in and
out of cells. Artificial membranes are widely used in
numerous applications including “green” separation
processes in chemistry, agroindustry, biology, medicine;
they are used as well in energy generation from
renewable sources. They largely mimic the structure and
functions of biological membranes. The similarity in the
structure leads to the similarity in the properties and the
approaches to study the laws governing the behavior of
both biological and artificial membranes. In this book,
some physico-chemical and chemico-physical aspects of
the structure and behavior of biological and artificial
membranes are investigated.
EVE Online: ISK Strategy GuidePackt Publishing Ltd
EVE Online is a socially complex, science-fiction-themed
universe simulation and massively multiplayer online
game (MMOG) first released in 2003. Notorious for its
colossal battles and ruthless player culture, it has
hundreds of thousands of players today. In this
fascinating book, scholars, players, and EVE’s
developer (CCP Games) examine the intricate world of
EVEOnline--providing authentic accounts of lived
experience within a game with more than a decade of
history and millions of “real” dollars behind it. Internet
Spaceships Are Serious Business features contributions
from outstanding EVE Online players, such as The
Mittani, an infamous member of the game’s community,
as well as academics from around the globe. They cover
a wide range of subjects: the game’s technicalities and
its difficulty; its projection of humanity’s future in space;
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the configuration of its unique, single-server game world;
the global nature of warfare in its “nullsec” territory (and
how EVE players have formed a global concept of time);
stereotypes of Russian players; espionage play; in-game
memorials to Vile Rat (aka U.S. State Department official
Sean Smith, murdered in the 2012 Benghazi attack); its
gendered playing experience; and CCP Games’
relationship with players; and its history and legacy.
Internet Spaceships Are Serious Business is a must for
EVE Online players interested in a broad perspective on
their all-consuming game. It is also accessible to
scholars, game designers seeking to understand and
replicate the successful aspects unique to EVE Online,
and even those who have never played this notoriously
complex game. Contributors: William Sims Bainbridge,
National Science Foundation; Chribba; Jedrzej Czarnota;
Kjartan Pierre Emilsson; Dan Erdman; Rebecca
Fraimow; Martin R. Gibbs, U of Melbourne; Catherine
Goodfellow; Kathryn Gronsbell; Keith Harrison; Kristin
MacDonough; Mantou (Zhang Yuzhou); Oskar Milik; The
Mittani (Alexander Gianturco); Joji Mori; Richard Page;
Christopher Paul, Seattle U; Erica Titkemeyer, U of North
Carolina at Chapel Hill; Nick Webber, Birmingham City
U.
Emerging illicit drugs pose a significant clinical
challenge. This handbook offers an engaging, concise
guide to managing these challenges.
The Guinness World Records Gamer's Edition is now in
its fifth edition. The ultimate guide to videogames,
Gamer's 2012 is completely updated with amazing new
records and the very best images from this year's top
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titles. There are also exciting news stories and
fascinating nuggets of trivia detailing recent and
upcoming developments in the world of gaming, along
with Top 10 charts ranking the most impressive scores
and achievements. Discover a dazzling array of essential
facts and figures about record-breaking videogames and
the highest-scoring players, along with fascinating
quotes from the leading figures in the industry. There's
also an entertaining taglines quiz that will test just how
much you know about the games' stories and characters.

Cultural heritage was invented in the realm of nationstates, and from an early point it was considered a
public asset, stewarded to narrate the historic deeds
of the ancestors, on behalf of their descendants.
Nowadays, as the neoliberal narrative would have it,
it is for the benefit of these tax-paying citizens that
privatisation logic on heritage sector have been
increasing over recent decades, to cover their needs
in the name of social responsibility and other
truncated views of the welfare state. This volume
examines whether we can place cultural heritage at
the other end of the spectrum, as a common good
and potentially as a commons. It does so by looking
at Greece as a case study, lately a battlefield of
harsh and experimental austerity measures but also
of inspiring grass-roots mobilisation and scholarship,
currently blossoming to defend the right of
communities to enjoy, collaboratively manage and cocreate goods by the people, for the people. Since
Page 18/22

Access Free Eve Pvp Guide 2012
cultural heritage -and culture in general- is hastily
bundled up with other goods and services in various
arguments for and against their public character, this
volume invites several experts to discuss their views
on their field of expertise and reflect on the
overarching theme: Can cultural heritage be
considered a commons? If so, what are the
advantages and pitfalls concerning theory, practice
and management of heritage? What can we learn
from other public resources with a longer history in
commons-based or market-oriented interpretation
and governance? Can a commons approach allow
us to imagine and start working towards a better,
more inclusive and meaningful future for heritage?
Presents the less-than-holy lives of thirty-two
different saints, including St. Olga, St. Mary of Egypt,
and Thomas Becket.
The unofficial guide to becoming an ISK billionaire in
EVE Online.
An ominous vision and the discovery of a gruesome
corpse lead Sarah Engelmann into a terrifying
encounter with the supernatural in 1913 Salem,
Massachusetts. With help from Alex, an attractive
Greek immigrant, Sarah sets out to track the evil to
its source, never guessing that she will take on a
conspiracy involving not only a 900-year vampire,
but also a demon-loving Puritan warlock, disgruntled
Egyptian gods, and an immortal sorcerer, all on a
quest to recover the holy trumpet of the Archangel
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Gabriel. Relying on the wisdom of an elderly vampire
hunter, Sarah's rabbi father, and her own disturbing
visions, Sarah must fight a millennia-old battle
between unspeakable forces, where the ultimate
prize might be herself.
Empires of EVE: Volume 2 is a direct sequel to the
events of the first story as the star cluster is left
reeling from the collapse of its first hegemon, Band
of Brothers.
The odyssey of a group of “refugees” from a closeddown online game and an exploration of emergent
fan cultures in virtual worlds. 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, selfPage 20/22
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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.
This Financial System Stability Assessment paper
on Thailand highlights that assets of the insurance
and mutual fund sectors have doubled as a share of
gross domestic product over the last decade, and
capital markets are largely on par with regional
peers. The report discusses significant slowdown in
China and advanced economies, a sharp rise in risk
premia, and entrenched low inflation would
adversely impact the financial system. Stress tests
results suggest that the banking sector is resilient to
severe shocks and that systemic and contagion risks
stemming from interlinkages are limited. Financial
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system oversight is generally strong, but the
operational independence of supervisory agencies
can be strengthened further. The operational
independence of supervisory agencies can be
strengthened further by reducing the involvement of
the Ministry of Finance in prudential issues and
ensuring that each agency has full control over
decisions that lie within its areas of responsibility.
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