) Ready Player One:
Media Representations of Video Games.

1. How do characters in the OASIS use video game environments and avatars to express
themselves creatively? What does this reveal about the potential for video games as a

platform for self-discovery and identity exploration?
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How do characters in the OASIS form communities and collaborate to overcome

2.
challenges? What does this suggest about the potential for video games to foster social
connections and teamwork?
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3. How does the film hint at the potential for OASIS technology to be used in the real world
beyond entertainment? What are some positive implications of this?
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4. How does the film portray the potential dangers of excessive escapism and addiction to

virtual worlds? What are some negative consequences shown in the film?




5. Social Isolation and Exclusion: How does the film portray the potential for video games
to lead to social isolation and disconnection from the real world? What are some
examples shown in the film?
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6. Corporate Control and E~xploitation: How does the film portray the potential for large
corporations to exploit virtual worlds for profit and control? What are some of the
dangers shown in the film?
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Bonus Question:

e \What are some other films or media that portray video games in a positive or negative
light? How does Ready Player One compare?



