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' “Playbour is suffused with an

ideology of play, which
effectively masks labor as
play, and disguises the
process of self-expropriation
as self-expression”

¢deologies are sets of
“concepts and premises
which provide the
frameworks through which
we represent, interpret,
understand and ‘make
sense’ of some aspect of
social existence” (1981: 259)
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GAME SCHOLARS HAVE SHOWN CONCERNS FOR THE:

« pervasiveness of the capitalist ideology in video
games (Rettberg, 2008; Aarseth, 2008)

+ exploitation, by developer companies, of the players’
unpaid labour (Nieborg & Van der Graaf, 2008)

« exploitation of players’ personal data for advertising
and commercial purposes (Bonenfant & Genvo, 2014;
Whitson, 2013).

Explain what this ideology of play consists of

Identify different functions and mechanisms on the basis of
which it legitimizes exploitation and surveillance

Show how it permeates various types of discourses in the
game culture

Provide a glimpse of how game scholars can challenge this
ideology of play

¢deologies aresets
of open and apparent
ideas, but their roots
and foundations tend
to stay hidden (1977)



¢deologies rely on
the articulation of
different concepts
into chains of
meanings (1981)

SOCIALIST IDEOLOGY

Freedom = equality of condition

TRADITIONAL ASSOCIATION & OPPOSITIONS

Play = leisure, relaxation & pleasure

Play vs demanding & productive work
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CAPITALIST IDEOLOGY

Freedom =free market & individualism

Freedom vs equality of condition

IDEOLOGY OF PLAY

Set of ideas according to which play is more

valuable than anything else and can justify:

“+unpaid labour

% collection and use of players' personal data
(that lead to breaches of privacy and
surveillance)

“Amusement [play]is a
relasation, sinceitis
a rest from work” (4th-
century BC: book VII,
chapter ViI)
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e
~/ “When it comes to werk, the
|/ activity is et pleasvrable
in itself, but we undertake it for

another purpose. In contrast,
the activity of @ley is itself
[ pleasvrable without any
|\ need to pursue a goal” (my
'\ translation,1803:147)
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THEDISPLACING FUNCTION OF IDEOLOGY

GAME DEVELOPERS EXERT POWER OUER PLAYERS
IRDIRECTLY, BY COAXING THEM INTO BELIEVING THAT THE
ACTIONS OF THE COMPANIES ARE TAKEN IN THE BEST
INTIEREST OF THE PLAVERS, TO AYUNIAIZE THER PLEASURE
IN THE GAME AND ENHANCE THEIR GAMING EXPERIENCES



Ideologies operate
through language,
discourses, images,
and representations

RHETORIC: X
THE ART OF USING SPEECH &

OR DISCOURSES TO
PERSUADE, MANIPULATE OR

THRIDEOLOGICABROIBORKRHETORIG

Discourses that make one thing Camera obscura (Hall) Inversion
look like its contrary
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THRIDEQLOCICAL ORDISCOURSES
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DAILY NEWS |
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Discourses that make one aspect of
something look for the whole thing | Fetichism (Hall) Synecdoche

Discourses that mask the rootsof  Concealment (Hall) Ellipsis or
something Hyperbole

RHETORICAL FIGURES

Phrases in which the words are
not used in accordance with
their conventionally accepted
meaning or denotation

METHODOLOGY

Game culture's
discourses

DISCOURSE
ANALYSIS OF THE
RHETORICAL
CONSTRUCTS IN...

R Public i i P
Terms of Privacy statements of D'bsc;’ss'ms Gamvﬁc??::p
Service policies community etween evangelists
managers players articles

Analyzed by: Analyzed by: Analyzed by: Analyzed by: Analyzed by:
Alexane Couturier  LilianEscomel  Mathilde Savole ~ Mathilde Savoie  Antoine Jobin
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THEIDEOLOGYAORRIAVAINSTERMSIOISERLICE

FMOJANG @

“Bethesda

Players can create
content with the games’

assets " for non-
commercial uses only ”

Players grant the company the
irrevocable, right to use, reproduce,
modify, display, distribute it, in any
way the company sees fit and
accept that they may woet get @
eredit or attribution for this

“Don’t just rip art resources
and pass them around,

that's wo fumn”’

“Valve or the applicable developer may
make modifications to Workshop
Contributions that are accepted for in-
Application distribution as it deems
necessary or desirable to enhance
gameplay

THE IDEOLOGY OF PLAY IS SUBTLY
CONVEYED BY RHETORICAL
CONSTRUCTS THAT FALL INTO THE
CATEGORY OF



THEIDEOLOGYAORRIAYAINIPRIVACYIROLICIES]

SUr, * 2ROVIO  ACTiVision

Lotum Wiy @
Azynga 3] SR B

We use personal data “to
enhoance your experience

and esjoyment using our
game”

2ROVIO

Since one of our “core
valuesis: Play Mice;
Play Fair’, we use
personal data “to minimize

fraud, cheating and abusive
behaviour”
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“We use personal data to
improve ond optimise
the games to ensure the
best player experience”

N

We collect players'datafor |-

“creating the well-designed,

highly emjoyable

| entertainment experiences
you can find within our epic

games!”

We gather personal data
to “prevent toxicity” and
“offer players a feir, fumn,

and competitive gaming
experience”



THE RHETORICAL FIGURE OF SYMECDOCHE

WORKS IN CONCERT WITH THE
RHETORICAL FIGURE OF ELLIPSIS

“We love what the
community has done with
mods. Modding ensures
tons of continued content
and experiences for our
games”

THESE SENTENCES ARE BASED ON THE RHETORICAL
FIGURES OF AND [PIERBOLE, SINCE
BETHESDA CONCEALS ITS EXPLOITATION OF
PLAYERS' UNPAID LABOUR BY GIVING THE
IMPRESSION THAT THE QUALITY OF THE GAME IS
[N THAT MATTERS TO THEM AND TO THE PLAVERS.
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THRIDECLOGYORRIAVINICOMMUNITY,
NI GERSHDISCOURSES)

BETHESDA
‘ GAME STUDIOS v
DOTA 2 TEAK FORTRESS

“This also guarantees that all

content works together.
Allowing paid mods “would

likely cause a ton of isswes”

THE RELATIONSHIP BETWEEN GAME DEVELOPERS
AND PLAYERS IS OFTEN DEPICTED IN TERMS OF
CONE0RATEN] INSTEAD OF EXPLOITATION
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“There’s a constant demand
from our fans to add more official
high quality content to our
games, and while we are able to
create alot of it, we think many

in our community have the talent
to work direcctly with us
and create some amazing new
things”

BETHESDA
Res

GAME STUDIOS

THESE SENTENCES ARE ALL BASED ON THE
RHETORICAL FIGURE OF SINCE THEY
DEPICT THE EXPLOITATION OF PLAVERS UNPAID
LABOUR AS ITS OPPOSITE: A [II-(FIY

“This [workshop tool] is a
developer focused release
and currently has high
system requirements, but
soon everyone will be able

to plary”

“These tools are for you and
we're looking forward to
seeing where the community
takes vs in developing

| content for the expanding
(9 / Dota universe. Help vs
make Dota 2 even bigger and
better”

“Mods will remain a free and
epen system where anyone can
create and share what they'd
like”

THEIDEQLOCYIOERIAVAIN
PUAYERSHRUBLIGEXCHINGES]

3
Lih‘leB?’G
Planet”




“You're going to be
remembered as that jackass
who got a whole bunch of
popular mods shut down

because he hated people
having fun’

MECHEON, MINECRAFT MODDER

“Mojang knows that the
modding community is their
bread and butter.[..] Froma
business point of view, modding
has given Mojang hundreds of
free employees”

“ I never expected to make
anything off of [my
Minecraft videos), but it is
nice to see it grow by a few
pennies every day just for
the fumof it~

WARLORN, MINECRAFT MODDER
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“1currently work with 5
different people [..] because
| youworkina group people
can motivate you to finish
your working when you
might think about giving up ™

“Notch has awakened the
minds of young people to
explore and modify the
game they love and in doing
so enriched their lives
and those of his company ”

PLAVERS SEEM TO HAVE [IGRYZ5) THE IDEOLOGY
OF PLAY, TO BELIEVE IN THE MERITS OF UNPAID MODS
AND TO PERCEIVE THEIR RELATIONSHIP WITH GAMING
COMPANIES IN TERMS OF COLLABORATION INSTEAD OF
EXPLOITATION




THRIDEQIOGHORRIAVAIN,
GAMIFICATIONJEUANGELISTRSYARTICLES]

Gamification:

THE
. wdmei GAMIFICATION
Implementation of “design REVO

concepts from games, loyalty
programs, and behavioral
economics to drive user
engagement” (Zichermann &
Linder, 2013: xii)

Leaderboards provide simple
way for Admins to "compare
learners" and “pinpoint
floundering learners” so they
can “do something to help
changeit”

“The line between work and
play was plain. It was
GAMIFICATION defined, and it was very,
HON very serious. However, this
is simply no longer true”

B ==
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Aleaderboard “benefi'r?
[employees] and the
company’s wider

purpose”

GAMIFICATION TECHNIQUES
CAN FEEL LIKE
' o\ EEPsT
LAUNDRY wg;”ugz (DETERDING, 2014: 309)

GAMIFICATION EVANGELISTS TRY TO PRESERUE THE
ASSOCIATION OF PLAY WITH PLEASURE, FUN AND
ENJOYMENT BY MULTIPLYING THESE BUZZWORDS IN THEIR
DISCOURSES AND THEREFORE USING THE RHETORICAL
FIGURE OF
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THREE MECHANISMS ON WHICH THE
IDEOLOGY OF PLAY RELIES

#1 [1ISIOYG THE EXPLOITATION OF THE PLAVERS'

LABOUR OR DATA BY EMPHASIZING ON THE
COLLABORATION BETWEEN PLAYERS AND DEVELOPERS
INTO MAKING BETTER GAMES

We share your information to
“personalize, and optimize

our Services and our players’
experiences”

Mzynga

We collect information to
provide players a “better
social gaming experience”
and enable them “to
communicate with each
.o'rher“

IDEOLOGY OF PLAY RELIES

#2 [FRUGHIETNG THE GROUP INTEREST OF THE
PLAVERS (PRESERUING THEIR RIGHT TO PRIVACY,) INTO
EGOISTIC INDIVIDUAL'S NEEDS (HAVING PERSONALIZED
GAMING EXPERIENCES)

THREE MECHAMISMS ON WHICH THE
IDEOLOGY OF PLAY RELIES

#3 RIIVG THESE EGOISTIC INDIVIDUAL BY

CONSTANTLY REMINDING THEIM THAT THEY ARE
MEMBERS OF A PLAVERS' COMMUNITY WHO ARE
BOUNDED BY THEIR COMMON PASSION FOR THE GAME

18-08-16

DESTABILIZING THE IDEOLOGY OF PLAY

Bringing the
hidden premises of
ideologies to our

- conscioushess is a
revolutionary act

in itself (1979)

QOO
Cesetatetereretetetetetelels!
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“The phrase "bites the hand
that feeds you" comes to
mind, but hey | guess they
already "made it big" in the
gaming community so they

don’t care if they bite that
hand or even cut it off”

WARLORN, MINECRAFT MODDER

GAME SCHOLARS CAN CONTRIBUTE TO THE
REARTICULATION OF THE IDEOLOGY OF PLAY BY...

« BIURRING THE BOUNDARIES BETWEEN PRODUCTIVE WORK AND
PLAY (KUCKLICH WITH THE CONCEPT OF PLAYBOUR)

% QUESTIONING THE ASSOCIATION OF PLAY WITH PLEASURE (SALEN
& ZIMMERMAN; JUUL)

<+ UNTVING THE CONCEPTS OF FREEDOM AND PLAY (HENRIOT AND
DUFI0)
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 DESTABILIZING THE IDEOLOGY OF PLAY

The only way to fight
ideologies is to break
their chains of meanings
and rearticulate their
elements in order to
produce new meanings
(1981)

ULTIMATE GOAL:

DEVELOPING A HOWSTIC
THEORY ABOUT THE IDEOLOGY
OF PLAY THAT WOULD TAKE
INTO ACCOUNT THE WIDER
HIELD OF DISCOURSES IN
WHICH IT OPERATES
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