Players or Consumers:  Videogames and the marektplace.  

All cultures consume, but our consumption is arranged in a unique way, structured by the marketplace.  The marketplace is guided by competition between sellers, consumer choice.  Marketing links products to consumers.

All cultures play.  Play according to Hutzinga is the very foundation of culture.  We are playful creatures.  

Three processes can be understood to structure our consumption and our play:

Commodification – commodification indicates a shift from making for yourself to a situation when others make for you. Carnivals, humour, theatre used to be directly produced by the community and undertake free of charge without commodities.  More and more areas of social life become commodified, or transformed into an exchange between buyers and sellers. We used to grow and preserve our own food, now we purchase food, often this food is already prepared, or One area of life that has been subject to commodification is out leisure, our play.  

Videogames are commodities that a bought and sold on the market.  So on the first level players are consumer, players are shoppers because they purchase games, the games and hardware are commodities on the market.  

The entertainment contributes ?? to the economy.   Videogames contribute to this entertainment econmy approximately 40 billion, although that includes hardware sales, 12 million for software sales.  Videogames as a new intereactive technology have taken share away from other media such as television.  The primary consumer of videogames are men, and anthough we tend to think of videogames as play toys of young males, the largest market and those who spend the most on the games are 29 year old males.

Now you could say, but Jackie I do not pay for all my games, I use and trade games from my friends, or a get pirated copies.  It is interesting that from the perspective of players priating is considered a wonderful action, but from the point of view of videogame manufacturers pirating is very negative, for it account for the loss of approximately 30% of their profit.  If you run a business the last thing you want is for money to leak away from your business.  

The market was originally 
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GrandTheft Auto San Andreas

Five years ago Carl Johnson escaped from the pressures of life in Los Santos, San Andreas -- a city tearing itself apart with gang trouble, drugs, and corruption. Now, it's the early 1990s and Carl's got to go home: his mother has been killed and his family has been torn apart. And so begins the third PlayStation 2 chapter of the multi-million unit selling franchise, Grand Theft Auto: San Andreas. Boasting a world that five times larger than Vice City, San Andreas introduces a host of new features that including eating food to survive, the freedom to completely customize your character with tattoos, clothing, and haircuts, a brand new vehicle physics engine, the long-wanted ability to swim, and overhauled graphical presentation. Third person action adventure – origin UK
