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WELCOME TO OUR WORLD

Connecting Parents with Gamers
by Angeline Khoo and Matthew J. Hall

OVERVIEW

Welcome to Our World: Connecting Parents with Gamers opens
a window into the world of gamers through their authentic
accounts of engaging in World of Warcraft, a hugely popular 3-D
multiplayer online game. At the same time, this book reveals
the mysteries of videogaming to parents who wonder why their
children are so wrapped up in the activity. Readers will get a
balanced view of videogaming - understand its good and bad
effects, its benefits and risks — and learn that video games can help
develop thinking and problem-solving skills and social skills like
leadership and teamwork. In providing insights into the gaming
environment, this book hopes to provide a useful platform for
family bonding, and help parents and their children, and gamers
and non-gamers, connect.

FEATURES

« Authentic accounts of playing with World of Warcraft by
gamers themselves

- Entertaining cartoons

TARGET AUDIENCE

« Parents
+ Teachers
+ Videogame enthusiasts

ENDORSEMENTS

For some parents, the world of digital gaming is frightening

and dark, full of unheralded dangers that threaten the peace
and harmony of the home. For others, it is just another new toy
that children play with. Aimed at such parents, this book tries to
answer their questions about gamers and gaming. This book will
also be of interest to anyone with a curiosity about how people
and games interact in this age of new media. The authors have
managed to summarise the collective experience of game play
and explain its risks and benefits in a way that appeals, educates
and informs.

- Dr Daniel Fung

Chief, Department of Child and Adolescent Psychiatry, Institute of
Mental Health

Adjunct Associate Professor, Duke NUS Graduate Medical School and
Nanyang Technological University
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