Chapter 6 – Games: Technology, Industry, Culture

Game On
· Global interactive games industry is large, growing and at the forefront of many of the most significant innovations in new media 
· Games are most commonly purchased as:
· Stand-alone package and played on consoles commonly attached to television 
· Online; Multiplayer games – games that are connected, via computer network, to servers enabling many people to play together at the same time 
· MMOG – massively multiplayer online games 
· MMORPG – massively multiplayer online role playing games (Ex. WOW)
· Played on personal computers that have broadband connectivity and are accessed on a subscription basis 
· Games are widely used as educational tools, not just for pilots, soldiers, and surgeons, but also in schools and businesses 
· Anyone who has learned to play a handful of games can generally figure out how to operate almost any high-tech device 
· Gamers also juggle several different tasks, evaluate risks and make quick decisions
· Playing games is a form of preparation for the workplace of the 21st century 
· Rise of games and gaming culture where players are increasingly the creators of the game’s content and form themselves into online virtual communities, brings to the fore a series of debates about participatory media culture and user-led innovation 
· Users are becoming creators 

Games History
· Early computer games were developed by military-industrial-academic complex, which also originated the Internet 
· Industry experience a bust in mid 1980s, triggered by development of too many poor quality games 
· Ex. Atari (giant of industry at time) incurred massive losses for its parent company
· Second half of 1980s was dominated by Nintendo
· Crash of North American video game market coincided with launch of Nintendo Entertainment System (NES) in 1985
· Nintendo developed a way to outsource the development of games content to third parties, while retaining quality control over games through strict licensing procedures 
· Started process of separating game engine from game content 
· 1990s were marked with entry of Sega into games environment with 16-bit Genesis console
· Capability to generate bigger animated characters 
· Not that successful against Nintendo, but Sega created ability to attract game developers 
· “You need to offer performance, ten times better”
· Nature of console wars change in 1994, when giant media conglomerate Sony, launched PlayStation 
· Capitalized Sony’s high profile brand identity and shift in games storage devices from cartridges to CD-ROMs (less costly to produce and distribute)
· This period also saw computer-based gaming
· Games were less juvenile than standard games, and exploited possibilities presented by Internet to generate player-developed content 
· For companies like Sony and Microsoft, involvement in games industry was at forefront of their efforts to establish their media content platforms at centre of emerging broadband Internet environment 
· The 2000s have been dominated by growth of MMOGs and MMORPGs
· Ex. The Sims Online
· There has been a move away from keyboard controls 
· Ex. Sony’s PlayStation Portable (PSP), Nintendo’s Wii, and Microsoft Kinnect
· Wii has introduced game controllers that incorporate motion sensors and integrate player’s movements with on-screen action 

Games Industry: Integrating and Disintegrating the Value Chain
· Over past 30 years, games industry has evolved a multi-layered structure in which games development, distribution, platforms, and users have found themselves in shifting and interconnected arrangements 
· What is important to players is access to the gaming experience, but different players seek different experiences 
· In terms of coping with diversity, the game industry has created genres 
· Ex. Strategy games, social games, casual games, driving games, etc.
· Industry profitability is typically tied to software, with hardware sold at minimal, sustainable costs and often at a loss 
· Rise of middleware (straddles hardware and software)  involves development of games, which turns mathematical models of shapes into shapes with colour, shadow and texture 
· Reduces amount of time that developers need to spend on programming for each game and represent a move towards some standardization within the industry 
· What is most highly valued in games industry is creative ability or intellectual capital of those involved in game development 	
· Includes areas such as creative design, scripting, software programming, project management and production, and systems development 
· Kline has argued that ‘management harnesses youthful technophilia to a compulsive-obsessive work ethic, one-dimensional character formation, and a high rate of burnout 

Post-Fordist – a production logic that differs from the classic assembly line factory pioneered by Henry Ford; characterized by multiple small players and independent ownership of various components and suppliers
· Ability to economically manage complicated relationships is dependent on information and communication technology 

· Sawyer argues that games industry value chain has six distinct and connected layers:
· Capital and Publishing
· Involved in investing in new titles and seeking returns through licensing for those investments 
· Product and Talent
· Includes developers, designers, and artists
· May work under individual contracts or as part of in-house development teams
· Production and Tools
· Generates content production tools, game development middleware, customizable game engines, and production management tools 
· Distribution 
· Generates and markets catalogue of games for retail and online distribution
· Hardware
· Providers of distribution; can be consoles, personal computer based, or accessed through a new generation of mobile devices 
· End-Users	
· Are the users/players of the games 
· Sawyer identifies trends in the games industry from the first decade to the 21st century:
· Shift from ‘shrink wrap’ distribution to where games are marketed and sold as physical goods or cartridge or even CD-ROMs, to online distribution
· Makes it easier to upgrade games through online expansion packs
· Simultaneous release of games and products; includes movies/music
· Enables greater marketing coordination in multiple markets
· Global growth of gaming experiences; platforms are reaching people wherever they are and whenever they want (barriers are removed)
· Rise of game players as fourth-party developers of game content, which will accompany more open source models of game design, development, and engineering 

Modding – modification, typically by end-users, of the content or user interface of a game 

· Partial conversions of an existing game (Ex. Weapons, characters, enemies, models, modes, textures, levels, and story lines)
· Draws attention to who owns the modified content – most games have End-User Licensing Agreements (EULAs) that assign ownership of content to game’s creators 

Game Industry in Canada
· Many of EA sport titles continue to be produced in EA Canada studies in Burnaby, BC; have become well-known for cutting edge technologies developed 
· Star athletes come to studios and wear special suits equipped with sensors, acting out their key moves, which are then embedded in the game for a greater sense of realism 

Game Cultures 
· Playing games can be a solitary pastime but it is more often something done with other people 
· Digital games are proving to be increasingly social 
· People create communities around their game-playing activities, much as they have done around sports, hobbies, and other pastimes 
· Even when players are not physically located in the same space, they are often involved in socializing together
· Clans and guilds can be made up of people who know each other offline (friends and family) or people who have never met in person, or a combination 
· These groups are self-regulating, creating their own social norms, and subject to regulation and constraint 
· Cause-effect models of relationship between game-play and real world violence have encountered criticism and evidence that games cause violent behaviour 
· Take insufficient account of the relevance of cultural context 
· Differing contexts of media consumption must be taken into account, which include particularities of players and how and why they play 
· Games are frequently cited as a source of anti-social behaviour among mainly young adults. And especially boys because of their addictive properties 
· Useful to look at role of community of gamers and they place they occupy in players’ lives 
· Key concerns related to issues of identity and games have focused on representations offered to players in terms of avatars
· Ex. Does a male player always have to be a male avatar, why not a women one?
· Representations of gender in digital games are often sexist
· Roles emphasize female passivity and highlight dominance of masculine themes
· Important to recognize that the gaming world is embedded in a real-world context 

Games and Academy: Game Cultures and Game Studies
· Distinctive features of digital games that have drawn the attention of the research community are user interactivity, immersion in a virtual environment, social interaction within game, and capacity of players to become co-creators of the content 
· Relationship involves more than active interpretation of the text or identity construction through consumption: it is a form of engagement that serves to create the text each time a person engages with the game
· Games industry sector is subject to strong dynamics of concentration and consolidated 
· Game production increasingly occurs through global production networks 
· Workplace relations within game industry are harsh – long hours, extended crunch times, job insecurity, and sense of forced ‘workaholism’ leading to high rates of labour turnover and burn-out 
· Gill identifies how this work environment is particularly incompatible with family or parental responsibilities and how many women in new media sectors intensely dislike combination of boy-club type culture and lack of interest in social skills or self-care 
· Employment rates for women in this industry are well below those of other sectors 
· Rather than dictating direction of play, emergent games offer environments and sets of rules, but not a hard-and-fast direction in which play must proceed 
· What results is an endless variety of unexpected play directions emerging from players’ own decisions about what to do within that environment 
· Clear that player activity is part of the game production cycle 
· Emergent games are based on a recursive model of production whereby players create various iterations of the text 
· Players become part of production cycle as modders or people who make new objects for the games 

The Computer Games Industry
· Choices in licensing in the new production models hold opportunities for innovative new industry structures 
· Who should own the intellectual property rights of player created content?
· IP is better suited to environmental texts that are fixed or finished, rather than to ongoing collaborative creations like games made through the joint effort between developers and players 
· Games need to be understood as exemplary and illustrative of the possibilities and challenges presented by online interactive environments 
· The more that interactive applications are created and use in our connected/networked environments, the more issues of regulations, ownership, and service will arise 
· Computer games were successful interactive entertainment applications long before other applications 
· Shown the way forward with structural design and technological innovation generating engaging and often profitable environments 
· There is a reshaping of the role consumers and the effects of social relations 
· New configurations of authorship and consequences for IP
· [bookmark: _GoBack]Structural changes of the nature of the text 
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