
C O N T E N T S

Acknowledgments ix

Introduction: The Changing Meaning of Play 1

P A R T  I

T H E  S Y N T H E T I C  WO R L D :  A  T O U R

1. Daily Life on a Synthetic Earth 29

2. The User 51

3. The Mechanics of World-Making 79

4. Emergent Culture: Institutions within Synthetic Reality 100

5. The Business of World-Making 126

P A R T  I I

W H E N  B O U N DA R I E S  FA D E

6. The Almost-Magic Circle 147

7. Free Commerce 161

8. The Economics of Fun: Behavior and Design 170

9. Governance 205

10. Topographies of Terror 227

11. Toxic Immersion and Internal Security 236

P A R T  I I I

T H R E AT S  A N D  O P P O R T U N I T I E S

12. Implications and Policies 249

13. Into the Age of Wonder 267

Appendix: A Digression on Virtual Reality 285

Notes 295 References 311 Index 319




