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For more than 35 years role-playing games have been
discussed as fascinating, quixotic or right-out dangerous.
Whatever we may think of these games, they are played
by millions of people all over the world and especially the
virtual worlds of Massively Multi-Player Online Role-
Playing Games (MMORPGs) are, to many players, more
than just a game. This study introduces the different
versions of role-playing games as fantasy media and
analyses their special attraction in the context of sociologi-
cal theory. Virtual realms offer real meaning, significant
social interaction and a multitude of experiences, but not
every player uses the games in the same way. For many
players role-playing games have become part of everyday
life so much that gaming experience and game space can
merge with reality. In order to gain insight into the
meaning of role-playing experience and the actual user-
practice of MMORPGs the opinions of the players them-
selves are used in this study as a basis to analyse what
makes role-playing games a meaningful and relevant
occupation for the players and why they can indeed offer
a contribution to everyday life.
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