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Games have developed into both a complex and significant aspect in people’s lives. Games are much more than activities that relieve stress for some people. They have turned into their own entity that players become a part of. Being engaged with the game even outside of the space of play permits participants to form relationships with others who have a similar interest in the activity. The space of play is transcended and people feel the desire to make their reality less realistic. One way that video games have transcended the space of play is though gaming groups. Many game franchises have huge fan followings that implement the game into their everyday lives. They become friends with other players who play the game; people who they may only know via a game username, yet they interact with them frequently because they share a similar interest. People strive to make games that are imaginative and creative a part of their world in reality. Rather than only being your avatar on the computer, people can dress up and play games as if they were these characters in real life. Such a following of people is created because often people would rather escape their reality than continue to live within it. Other ways these relationships are formed is through gaming communities that have face-to-face meeting and event. Three of the most popular gaming communities are League of Mature Gamers, A Different Kind of Gaming Community, and AwolGamers.
