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he year is 2044. Set in the not-too-distant future, Ready Player One provides

a fascinating glimpse into the potential of advanced virtual reality technology.

In fact, the author, Ernest Cline, recently spoke with Forbes Magazine about
current breakthroughs in technology and the directions they could take us. The story
of a young man’s quest to win an “Easter egg hunt” in virtual reality, this novel is
fast-paced and fun to read. This is the only novel in the guide that features computer
science—a field that is particularly appealing to today’s high school students.

about the author Novelist and screenwriter ERNEST CLINE'’s, first novel, Ready Player One, was a New York Times and USA
Today bestseller and appeared on numerous “best of the year” lists. His 2009 film Fanboys, much to his surprise, became a cult
phenomenon. He lives in Austin, Texas.

Read the author's message to educators: http://tiny.cc/xvi9tx
Author website: www.ernestcline.com
Author Video: http://tiny.cc/lwi9tx

——e discussion questions and activities

1. Describe the extent and impact of global climate change in the novel. What caused the global energy crisis? How has it
impacted society? Do you think it is possible that we will see a global energy crisis of this magnitude by 2044? Support your
answer with data.

2. On page 25, Wade Watts explains how he creates a mechanism for recharging his device using “a rack of old car batteries
and a modified exercise bike.” Based on principles of physics, explain how this mechanism could work.

3. Watts describes preparing to play OASIS on page 26 and gives further details about the system on page 58. Explain how
the technology involved in the components of the system work (for example, haptic technology, retina scans). How much of
this technology currently exists?

4. OASIS stands for “Ontologically Anthropocentric Sensory Immersive Simulation.” Examine the etymology of each of the words
in the system’s name. What do they tell you about the functions of the system? Examine names from other fields of science.
How are scientific names generated? What can the etymology of a scientific name tell you about an organism or object?
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5. Explain the code that allows for the creation of avatars. What allows them to interact
with each other?

6. Since OASIS is free to access, how is the virtual world in Ready Player One
monetized? Do you think this model makes sense? Explain your answer. Rebecca
Skloot’s book The Immortal Life of Henrietta Lacks raises questions about the
ownership of biological materials. Can similar questions be raised about the
ownership of virtual commodities? Debate these questions as a class.

7. In computer programming, what are “Easter eggs?” What is involved in programming
an Easter egg into a game, application, program, or site?

8. Once Wade begins to advance in the online egg hunt, he acquires more advanced
equipment to use in OASIS. Read the descriptions of the technology on pages 191—
193. How much of this technology currently exists in some form? Explain how it works.

9. What would be difficult about creating a system as expansive and immersive as
OASIS? Do you think such a system will ever be created? Would people be willing to
exchange real experiences for virtual experiences? Explain your answer.

10. In addition to providing a source of recreation, OASIS also provides access to
education. How could virtual reality or other similar technology revolutionize the
classroom experience? What steps have we already taken to promote “virtual
classrooms” or distance learning? Do you think this type of learning will eventually
replace the traditional classroom?

—e lab connections
Computer Programming, Engineering

Lo correlates to common core standards

SCIENCE & TECHNICAL SUBJECTS: Key Ideas & Details RST.11-12.1, 11-12.2;
Craft & Structure RST.11-12.4, 11-12.6; Integration of Knowledge & Ideas
RST.11-12.8, 11-12.9; Writing Text Types and Purposes WHST.11-12.1a-f, 11-12.2a-f;
Production & Distribution of Writing WHST.11-12.4, 11-12.5, 11-12.5; Research to
Build & Present Knowledge WHST.11-12.7, 11-12.8, 11-12.9; Range of Writing
WHST 11-12.10

ANCHOR STANDARDS: Reading Key Ideas & Details CCRA.R.1, CCRA.R.2;
Integration of Knowledge & Ideas CCRA.R.9; WRITING: Text Types & Purposes
CCRA.W.1, W.2; Production & Distribution of Writing CCRA.W.4, W.5, W.6; Research
to Build & Present Knowledge CCRA.W.7, W.8, W.9; LANGUAGE: Vocabulary
Acquisition & Use CCRA.L.4, L.6; Speaking & Listening Comprehension &
Collaboration CCRA.SL.1; Presentation of Knowledge & Ideas CCRA.SL.4

—e other titles of interest

Neuromancer by William Gibson

Heavy Weather by Bruce Sterling

The Diamond Age by Neal Stephenson

Otherland: City of Golden Shadow by Tad Williams

—e film connection

The Matrix (1999) directed by the Wachowski brothers
Tron (1982) directed by Steven Lisberger

—e about the guide’s writer

AMY JURSKIS is the author of a number of teaching guides, including The Immortal Life of
Henrietta Lacks by Rebecca Skloot and In the Garden of Beasts by Erik Larson. She holds

a B.A. in English from the University of Georgia and a MAT from Agnes Scott College. She
currently serves as a chairperson of curriculum and English teacher at Oxbridge Academy of
the Palm Beaches.




