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PART TWO

Histories:
The Making of a New Medium

The story of the emergence of interactive play and of its uncertain
crisis-filled transtormation into one of the premier industries of
digital globalized capital is both exciting and revelatory. Historical
perspective is vital to critical understanding. We strongly agree with
Williams that it is impossible to diagnose the cultural impact of a
new medium until the specific institutional circumstances of its
development are understood. Moreover, critical media analysis
requires historical perspective in order to argue against the deter-
ministic view that technology “is a self-acting force which creates
new ways of life.””

Historical perspective also prevents us from isolating a media
“text” - a single video game, for example ~ from its grounding in
specific material conditions and human practices. In our historical
narrative we have therefore tried to heed Williams’s suggestion and
examine the character of the various practices that produce the text
in the first place (e.g., hacking, designing, branding) while keeping
our eye on the wider social “conditions of a practice.” It is on
this last point that epochal concepts such as “post-Fordism” or
“information capitalism” provide a conceptual crientation for
understanding changes in the mediascape and therefore serve as
continuing reference points in our account. But we also need
concrete accounts of particular industries in order to see how such
transtormations are built up from specific clusters of technological
innovation, sequences of cultural change, and lines of profit-
accumulation strategy. We hear calls for this sort of research coming
from many quarters in communication studies. As Angela McRobbie
put it: “Whar is needed now is a better, more reliable set of cultural
maps. We need to be able to do more than analyse the texts, we
need data, graphs, ethnographies, facts and figures.”’














































































































































































