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Computer simulations based on technical imagination break down invisible walls placed
between the virtual and reality and causes users to face situations mixed with reality
and the virtual. The development of technology embraces evolves human identity. This
can serve as an opportunity that increases the value and utilization levels of games and
this can be seen as an opportunity to discuss the evolution of games. In this study
focused on MMORPG, discussions are made of the diverse values of online games along
with the evolution of human identity that is achieved within them.
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