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In this talk I will offer an account of the evolving conditions of video game production from a 

perspective informed by philosopher Bernard Stiegler's work on technology. Opportunities for game 

makers have expanded significantly in recent years. This has coincided not only with their ongoing 

proliferation across digital platforms but with signs of a growing acceptance and validation of games 

as a legitimate cultural form of expression, one that, like other major forms of industrial media, can 

be more than a vehicle for purely commercial strategies of captivating user attention and channelling 

it along convergent pathways of monetization and serial consumption. Drawing on Stiegler's account 

of how human cultural development is necessarily technical in character and proceeds through the 

composition of technical and cultural dynamics, I will propose that the conditions of video game 

production display some crucial features of the possibilities and challenges of the globalizing 

technocultural developments of which they are such an important and pervasive vector. These 

include the expansion of access to the means of making and communicating individual experience 

alongside a powerful trend toward the capture, channelling and monetizing of that experience by 

transnational entities pursuing competitive, globalizing commercial logics. It is not perhaps too much 

to suggest that to analyse the nature and stakes of the future of video games today one must 

consider the future of creative freedom or autonomy as Stiegler would prefer to say; for creativity is 

a potentiality inherent to the individual inasmuch as they may pursue a pathway toward autonomy 

but only in relation to cultural, technical and psychic "automatisms" which are the conditions of their 

creative potential. Creativity depends upon the composition of autonomy with the automatic, and 

production is always reproduction. I will argue that the question of the future of creativity is vividly 

"in play" currently in the future of video games as much as elsewhere in the "creative economy", and 

this in a way that all the discussions of the creative and cultural industries, the creative class, creative 

hubs, precincts and zones tends to overlook, missing the very thing they target in their strategic 

planning, projections, modelling and econometrics.   
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