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Research Statement 

My research, which applies communication and cultural studies theories and methods to game 

studies, consists of three interrelated streams: game literacy, creative computing history and 

culture, and the convergence of platforms and infrastructures. Currently, I am charting the 

history of the PlayStation Portable homebrew software production scene and its relationship 

with skills development in informal creative economies, the emergence of user-created 

firmware, and the rise of firmware as a networked form of media. This history will be the first 

platform study which gives form and focus to the history of a scene that replaced a handheld 

multimedia player’s firmware layer, effectively redesigning the platform without redesigning the 

device. In the statement that follows, I will outline a comprehensive research plan linked to the 

PlayStation Portable project, beginning with its roots in work that I have published previously, 

before connecting it to recent publications, works in progress, and plans for future research 

projects. 

Past Research 

An interest in game literacy and active audience studies contributed to my first peer-reviewed 

article: “Virtual Canadian Realities: Charting the Scott Pilgrim Universe,” which was published in 

the International Journal of Canadian Studies. In the article, I analyzed the Scott Pilgrim 

franchise, from a political economic and a transmedia storytelling perspective, describing it as a 

globally networked vision of English-Canadian identity created through a selective 

representation of Toronto that situates the city as a cultural filter for globally produced media. 

Continuing on an active audience trajectory, I published an article on a fan-based preservation 

project that emulates the hardware found in arcade cabinets (“Hacking Public Memory: 

Understanding The Multiple Arcade Machine Emulator”), before publishing “Battle on the Metric 

Front: Dispatches from Call of Duty’s Update War”. The latter article analyzed an online dispute 

between developers and fans (which began over a software update) that provoked my interest 

in game literacy and the correlations and contradictions which occur when representation and 

simulation collide. Investigating these processes, and their relationship with neoliberalism, 

became the focus of my PhD dissertation and my next published article titled “Hybrid Moments: 

Using Ludonarrative Dissonance for Political Critique.”  

“Remediating, Remodeling, and Reframing the Machines of Modern War,” was the title of my 

next publication, and it explored alternative game production and resistance, comparing Call of 

Duty’s cinematically inspired depictions of World War II to a new generation of military games 

(Unmanned, Real Army Simulator, and This War of Mine) that simulate Paul Virilio’s concept of 

the pure war state in which war is omnipresent and systemically embedded in modern systems. 

Present Research 

My interests in game literacy, active audience studies, and alternative game production have 

blossomed into broader research questions that connect paraprofessional modes of user 

production to the mediation of firmware and the convergence of platforms and infrastructures. 

This strand or research began with the publication of “Pirates, Platforms, and Players: 

Theorizing Post-Consumer Fan Histories through the Sega Dreamcast,” a book chapter which I 

co-wrote with Skot Deeming. The chapter makes connections between piracy groups, 

homebrew software creators, and classic video game collections available for purchase on 
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Steam, tracing how the hacking of the platform exposed a broader user community to the 

information needed to create unofficial Sega Dreamcast games.     

Since its publication in the Fans and Videogames Anthology, ‘Pirates, Platforms, and Players’ 

has been generating quite a bit of buzz amongst game studies scholars, especially scholars in 

Australia and Europe, so as a follow up I am working on a transnational collaborative research 

project, with Melanie Swalwell and Maria Garda, on the constellations of do-it-yourself 

production. The project’s goal is to formulate analyses attending to do-it-yourself production 

practices and the remembering of production cultures that are routinely excluded from a 

Science, Technology, Engineering, and Mathematics discourse that is often blind to cultural 

difference on the one hand, and a Cultural and Media Studies discourse that is often unwilling or 

unprepared to deal with engineering on the other.  

In addition to editing the Crafting, Hacking, and Making anthology, I am also in the process of 

revising an article for New Media & Society on the 10-year history of Minecraft. This article 

examines how a game, which came to be valued as a platform, is not only taking on the 

characteristics of infrastructure, but also affording a means of programming, visualizing, and 

experiencing platforms as infrastructure.  

Finally, I am writing a book on the PlayStation Portable homebrew software production scene 

that has attracted the interest of The MIT Press’s platform studies series. The book combines a 

platform study with a user production history that starts at the periphery as opposed to the 

center – where alternative applications, affordances, and material constraints are remembered. 

Prior to publication, I will also be publishing several book chapters on the scene, which will 

serve as precursors to the monograph. The first chapter, which will appear in a forthcoming 

anthology on local gaming histories, will demonstrate the historiographical insight that a scene 

methodology can provide when applied to the study of game production, and the second 

chapter, which will appear in the crafting, hacking, and making anthology, traces the emergence 

of user-created firmware in the scene, connecting this milestone to the connective turn in the 

study of memory, the rise of a perpetual update culture, and the entanglement of firmware in 

arguments for user rights.  

Future Research 

Upon completing the PlayStation Portable monograph, I plan to begin a long-term research 

project on the politics of firmware and its relationship with the imagining, regulation, and 

management of platforms and infrastructures.  This project, which will be dedicated to the 

interdisciplinary development of firmware studies, will focus on procuring a foundational corpus 

of data that can be used to develop new theoretical and methodological approaches to the study 

of firmware.  

Beyond the firmware studies initiative, further research plans include a history project on 

independently produced North American games made between 1977 and 1980. This project will 

focus on the unique media ecologies surrounding the games produced for the Commodore Pet, 

the Apple II, and the TRS-80: three computers that played a significant role in the early 

microcomputer industry. Central to my analysis will be a focus on the role that homebrew game 

production played not only in the commercialization of application software, but also in the 

spread of computer literacy, the epistemological development of computer science, and the 

expansion of intellectual property.  


