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The principle question discussed in this essay is essentially a philosophical or existential one:
in our increasingly remediated, interconnected, physically and virtually mobile contemporary
world, is it is conceivable, or feasible, for us actually to be “here, there, and everywhere” at one

and the same time?

Have our predominantly “local” personal, professional and collective narrative histories,
and the various cultural traditions that have grown out of these, really furnished us with
relational identity skills that enable us to participate positively and actively in ongoing globali-
sation processes and to play a constructive, active, ethical role in the global gameplay arena?
Or do we need to work more with non-familiar forms of otherness if we want to develop new
types of “glocal” identities, able to mediate and transcend the emotional, conceptual, cultural
and other divides that may hinder the identification, management and just balancing of

“global” and “local” needs, rights and interests?

As a contribution to further interdisciplinary debate on this and related themes, in media
studies and elsewhere, this essay intentionally seeks to provoke', by offering some engaged,
informed but clearly speculative considerations, regarding the valorisation, application and
evaluation of new digital media designed to facilitate ludic transworld, transmedia cooperi-
tion? at-a-distance, to develop practical strategies to engage in responsible, ethical, ecological,
mutually sustainable ways, with non-copresent, non-local others and their own past, present

and future actual, and possible, worlds.

“Here, There and Everywhere”

In 1963, The Beatles, four mop-haired kids from the gritty northern England port city of Liverpool,
sang on their “Revolver” album: “To lead a better life, | need my love to be here ... here, there and
everywhere, changing my life with a wave of her hand™. This popular lyric caught, and mirrored,
a prevalent current of cultural change at that particular time in history, characterised by growing
social, national and international mobility on the part of increasingly more educated young people,
with an attendant growth of autonomy in relation to conventional norms and values espoused at
the time by their parents and their local and national communities. This beginning globalisation of
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youth culture® was coupled with a growing sense — fed in part by burgeoning research in the envi-
ronmental sciences® — of how transitory and fragile the natural and cultural resources of our shared
lifeworld may be. This increasingly widespread sentiment was in part a response to earlier Cold
War fears of a possible nuclear holocaust, the traumatic interventionist engagement of the United
States of America’s powerful military machine in Vietnam, and the increasingly visible, often wor-
rying, effects of intense technological and economic growth in the West after the Second World
War. Among many young people there was a growing, strongly felt need to ensure a future inter-
national, “global” consensus regarding a fair and democratic management and distribution of our
vital natural and cultural resources. Positive forms of innovation on a global scale were seen as most
efficiently fuelled by small-scale experimentation and innovation processes taking place in local
communities at the periphery of mainstream society. Here it ought to be possible to work together
with one another to develop responsible, ethical ways of living and relating to each other, and the
world we have inhereted. “Small is Beautiful” became a prevalent watchword, also for progressive
economists, scientists and politicians.

The simple Beatles’ lyric noted above seems to reveal some of the flavour of this broad yearning
for a cultural return to more “basic” human values: a need to simplify and humanise a seemingly
callous, increasingly unethical, over-technologised, over-commercialised world. As an antidote, here
is a call to focus on our most local, intimate interpersonal experiences of engaging with otherness as
something intrinsically meaningful. It seems to offer real hope for change, adds new colour and mean-
ing to our lives, and represents a potential for personal growth and development — not only for our-
selves, but also for those we love, and for those who love us too. This is an optimistic, almost childlike,
idealistic view of life, love and the world in general, which foregrounds, also in more generic, symbolic,
terms, our ongoing relationship with co-present, or non co-present forms of alterity, or otherness, in
a crowded, increasingly vulnerable natural and cultural environment. In accordance with some of
the sentiments driving these rather euphoric, optimistic, currents of thought and transformational
forms of action of the 1960s, | offer here some more or less free speculations — informed by work by
numerous other authors from various cultural and scientific domains, and by some previous work’ of
my own of a more philosophical® and semiotic’ bent on the mind-body-world relation, and the trans-
formational potential inherent in the processual relationship between possibility and actuality. These
central aspects of our embodied, phenomenal “being in the world"" facilitate a subtle blending" of
sensorimotor, emotional and conceptualising percepts of varying degrees of tensivity” during our
enactive” experiences of engaging with past, present and future fictional (and other) possible worlds™.

A key question here is to what extent lived, embodied™, personal experiences of non-local, at-a-
distance forms of otherness through remediated encounters with non-present others in transworld,
transmedia genius loci’ are capable of altering our fundamental sense of self — our own “personal
identities” as such — by nudging them to “mutate” into what | refer to here as glocal" transworld
identities'®? In what follows is a selection of more or less well-reasoned speculations regarding the
feasibility of contemporary, digitally remediated cultural environments, artefacts and practices
being able to support and sustain such glocal identity development processes.
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Engaging Innovation in Transworld, Transmedia Genius Loci"

For a number of years now, new digitally remediated” online environments, often with explicitly
ludic®” characteristics, have been functioning as a powerful “game engine”? in a broader global con-
text, by offering, especially to the mobile young (but not only), instruments to facilitate new modal-
ities of transcultural communication, cooperation, transaction and innovation. Their influence is
pervasive and is gradually permeating and changing — “from the bottom up”, so to speak — larger
and smaller societies and cultures all over the world. My contention is that this is happening as a
result of opening up new opportunities for increasing glocalisation of our personal and collective
identities — and more generally speaking, of our individual and shared “sense of place”?. This is also
influencing and changing the various meanings we attach to genius loci of actual world places and
spaces (social or otherwise) we habitually frequent in our everyday lives.

Historically speaking, this “innovation game engine” — understood in its widest possible meta-
phorical sense — is a man-made technological artefact that is emergent on, and at the same time
an “active” participant in, the construction of complex historical cultural processes that often have
involved extremely traumatic confrontations between very different understandings of what actually
“counts” in terms of recognising and balancing ethically “local” and “global” interests, requirements
and needs. This has especially been the case in historical periods where there has been rapid techno-
logical, economic and cultural development in some countries in the world, but not in others*. Today
an increasing number of hybrid work/play social networking environments® are offering opportuni-
ties for instantaneous interactions with friends and colleagues — and even with complete strangers
— at-a-distance, with a concomitant increase in the sharing of a vast flora of remediated cultural arte-
facts that offer us local engagements with past, present and future actual and possible worlds* with
their origins in other cultural realities and histories that are quite different from our own.

Of course, close encounters with other actual and possible worlds have always been available to
us, not only through simply encountering new people and cultures we have not encountered before,
but also by way of face-to-face storytelling, public rhetoric and theatre in the days before writing
and reading” evolved. Nowadays, at least in developed countries, we have relatively easy access to
experiences of many kinds of actual and possible worlds through literature, art, photography, music,
cinema, theatre, television and the popular press, not to mention all that can be dug up by way
of Google and Wikipedia. The cultural institutions of science, religion, education, politics, finance,
commerce, travel and tourism, through their various private and public spaces, places, rites and ritu-
als, offer yet other opportunities for transworld-transmedia connections. Each in their own special
ways, these institutions make available live (and increasingly too, at-a-distance) encounters and inter-
actions with past, present and future possible worlds that model alternative ways of conceiving of,
and relating to, each other and the world we live in. This happens through open access to archives,
museums, memorials, exhibitions, workshops, conferences and so on, which all serve to confront
us with narrative (or other) possible world depictions of historically and culturally valorised experi-
ences, practices and values deriving from our own and from other more distant cultural traditions.

Contemporary interactive digital media environments introduce extra layers of entanglement,
intimacy and immediacy to close or not-so-close encounters with otherness in blends of actual and
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fictional possible worlds. Paradigmatic examples of this are massive multiuser online role playing
games (MMORPG'S) like World of Warcraft®®, and networked “virtual worlds” like There?, Second
Life*, Twinity*'. Many of these game and virtual possible worlds now interface more or less seam-
lessly with multimodal®? social networking environments like Facebook®, Flickr** and YouTube®, and
iincreasingly too, with one another. Alternative reality games*® blend digitally mediated online expe-
riences and encounters with quests and other forms of gameplay carried out physically in the actual
world, perhaps using GPS technology*” or other mobile network means of communication. The day
to day fruition of all this potential for remediated interactivity, intimacy and immediacy, especially
by the young, is generating profluent streams of at-a-distance entanglement and sharing of differ-
ent kinds of digital “user generated content” (UGC)*, in a wide range of aesthetic and experiential
formats. Much of this content consists of multimodal “remake/remix"** materials that blend more
or less freely actual and fictional representations created by other young people elsewhere in the
world. Our experiences of and engagements with this ongoing flow of dynamic syncretic texts that
derive from non-present others living “somewhere else” nourish a continual reframing, remixing
and remaking of our own and others’ more “local” conceptions of other actual and possible worlds
we encounter and engage with in this larger “global” context.

These at-a-distance sharing and cooperition® activities also contribute to bridging, or “subvert-
ing” (depending on our point of view) — in subtle, almost “viral” ways — not only the more obvious
physical distance between the multifarious protagonists and interlocutors involved, and the more
“local” origins of the artefacts they create, exchange and consume, but also, perhaps, some of the
emotional, conceptual and cultural distance between them. This blending of local and non-local
remediations seems to also be fuelling a hybridisation of production, marketing and consumption
practices, as these become increasingly intertwined with one another. The cultural roles of designer,
producer, distributor and consumer are beginning to merge in single individuals and identities. This
is emergent prosumer”’ culture, a hybrid system of cultural and economic exchange — coexistent
with, and “parasitic” on, more conventional market economies and consumer cultures — where
consumers now master new innovation game engine technologies and techniques and thus gain
the means to become producers and distributors themselves too.

Between Possibility and Actuality: Fiction Meets Reality

Before we continue, it is necessary at this point to make a few observations regarding the relation-
ship between fiction and reality. There of course have been numerous reflections on this particular
issue“” over the years. Here | have chosen for now to conceive of it in terms of a processual relation-
ship where aspects of inherent possibility continually tend to blend more or less seamlessly with
aspects of emergent actuality, sometimes in disturbing or problematic, but often, too, in construc
tive, creative, ways.

Our seemingly fundamental attraction to narrative forms of expression that re-present various
aspects of our embodied experience of being in the actual world as imagined events and processes
that unfold in fictional possible worlds, is probably an evolutionary trait that has been useful over
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the centuries for our survival as a species, and for the emergence of the more nurturing, protec
tive aspects of our cultures over time. Our deep fascination with fictional narratives appears based
on the fact that the possible worlds and protagonists they seek to persuade® us to believe in, and
relate empathically to, all have their origins in a myriad of culturally coded forms of representations
or depictions of otherness. Otherness refers to all that which is not actually us, not related to us, not
created or owned by us. Fiction, then, depicts other individuals, other populations, other ethnici-
ties, other cultures or sub-cultures we recognise as potentially meaningful on the basis of our own
experiences of the world. But we are nonetheless able to conceive of them as possessing their own
specific kind of fictional otherness. They are, in other words, sufficiently like some similar fragments
of our own lived experience to be interpreted as possibly actual, while at the same time sufficiently
different for us to manage to interpret them as actually fictional.

There are at least four important points to take note of in this connection. The first is that
fictional possible worlds, since they are “constructed by human minds and hands™, can easily be
seen by us as places that have something to do with our basic human condition. Fictional and other
possible worlds, and the various protagonists or players that inhabit and animate them are not only
instantly recognisable to us, they are also intrinsically meaningful. A second aspect of our fascina-
tion with fictional possible worlds is associated with the fact that we allow ourselves to believe that
described or depicted experiences of fictional characters may help us understand better — and
perhaps even find ways to resolve — actual problems, traumas or dilemmas that have figured, figure
now, or may come to figure significantly in our past, present and future lives. Thirdly, we know
that fictional characters inhabit “small”, incomplete, “handicapped” worlds. No empirical author,
designer or constructor of a fictional possible world could possibly recreate reality there even if
they wanted to. They can only suggest how we might be able to imagine reality, or aspects of reality,
on other occasions in other places, in the past, present or future. The fourth point is that fictional
possible worlds play a useful role by helping us see that our own understandings of ourselves and
our actual world are as imperfect as those of fictional characters we encounter. This is why suc
cessful fictional characters are often seen as paradigmatic for significant aspects of our human
condition. A current example of this is the huge international success enjoyed at the moment by
recently deceased Swedish crime fiction author Stieg Larsson*, whose untraditional, apparently
highly actual, protagonist pair (the more or less unfortunate, depressed but honest, investigative
journalist Mikael Blomkvist, and the principal character, his genial, tattooed, more or less asocial,
assertive computer hacker “good helper”, Lisbeth Salander) have taken the current actual world of
popular literary and cinematographic fiction, especially its younger accolytes, literally “by storm”.

Immersion in Transworld Transmedia Gameplay

First, | would like briefly to introduce my reading (and metaphorical use in this context) of the notion
of “gameplay™® In the game player, production and research communities, the most common cur-
rent understandings of this term at the present time are those connected to the notion of client or
player activity while playing, and accordingly too, as a way to gauge or systematically characterise
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player satisfaction with respect to the particular kinds of player experience” any given videogame
or online ludic environment is able to offer them. However, the notion of gameplay is obviously
also connected by proxy to a vast number of other more technical issues and functional principles
related to how good, high quality videogames, or other ludic environments, ideally ought to be
conceptualised, designed and constructed. A third important aspect of the notion of gameplay
regards normative, rule-driven aspects of how the gameplay environment is actually structured.
This will naturally have practical consequences for player experience, since design-derivative expec
tions are generally that actual player behaviour will be in accordance with game- (or genre-) specific
rule and norm systems that valorise certain types of gameplay activities as “fair”, “good”, “correct”,
“valid”, “ethical”, “just” and so on. This is something that one type of structured ludic environment
will have as a common denominator with all others, whether they are designed to be played off- or
on-line, as single- or multiplayer games, as social-network embedded, or not.

Remediated, embodied*® encounters with a multitude of co-present and non co-present others
through enactive experiences of online games, fictional worlds and social networking environments
can lead us to experience ourselves as having access to seemingly unlimited, unique opportunities
as “actors” or “players” on a gigantic virtual proscenium that can be envisioned metaphorically as
representing a “new frontier” in our increasingly globalising actual world. This vast transworld, trans-
media gameplay arena is animated by the countless activities of millions of people with life stories
and cultural traditions often very different from our own. A correspondent multitude of player ava-
tars® furnish this gameplay space with colourful arrays of otherness and difference: other possible
flavours and tastes, other possible identities, other possible competencies, other possible life-stories,
other possible ideas, other possible hopes and dreams for the future, as players’ actual world activi-
ties infuse their transworld, transmedia “avatars” with aspects of their own “glocalising” identities.
We might easily begin to envision ourselves as becoming partners of, or players in, a vast, “glocally”
driven gameplay design and development project, within which players may move around freely,
probing, discovering and trying out possible key roles in this larger project environment: as co-idea-
tors, planners, artists, musicians, technicians, programmers, players, or simply active prosumers who
take a more or less active role in organising and managing different types of activities, events and
processes in different places and spaces, on different occasions, at different gameplay levels as the
project develops. The normative, rule-driven aspect of this glocal transworld, transmedia gameplay,
for example, could be envisioned as geared primarily to encouraging co-present and non co-present
players, and others in their local actual worlds, to pool their respective prosumer competencies and
resources to develop innovative possible world cooperition projects that may contribute to build-
ing a more inclusive, secure, liveable, democratic and just actual world for one and all in the future.

Growing “Real Life” Glocal Identities in Transworld, Transmedia Genius Loci

As we log on in “real life” to online social networks like Facebook, virtual possible worlds like Second
Life and Twinity, or fictional MMORPG's like World of Warcraft, and immerse ourselves in trans-
world, transmedia gameplay activities “there” together with others we meet there, we experience an
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extensive, other-oriented “sense of place”. For a while, we are “moving house”, both metaphorically
— and in particular, emotionally and conceptually — into an own new, technologically and fiction-
ally augmented, genius loci. Each new glocal transworld, transmedia gameplay space we begin to
populate, make more inhabitable, and share our experiences with others in for at least part of our
days, gradually becomes a “meaningful place” for us, with its own particular genius loci that we can
play an active role in creating and developing as long as we are “there”. These glocal gameplay spaces
become for us a significant part of — to quote Christian Norberg Schultz — “the concrete reality we
have to face and come to terms with in our daily life”*°. Indeed, many glocal genius loci have already
begun to play a significant role in many — especially younger — people’s professional®’, educational
and recreational “identity work”. In so doing, they are contributing in meaningful and increasingly
significant ways to expanding our own personal horizons and shared understandings of where, and
how, we see ourselves as culturally, socially and professionally “situated” in relation to co-present and
non co-present others, in historical time and space. Perhaps we might also speculate that something
like Joshua Meyerowitz’ (1985, p. 328) “prophecy” — made over two decades ago — that information
and communication technology-driven change are undermining “the relationship between physical
place and social place”, and our own sense of “difference between here and there”, together with “an
enhancement of our roles as new-age hunters and gatherers” is already beginning to take place...?

Some aspects of our nascent glocal transworld identities, as possibility blends with actuality,
and protagonists of actual and possible worlds converge and combine forces, are in any case already
beginning to permeate our experiences of many of the material, social and cultural spaces and
places we “inhabit” in “real life”. These experiences are expanding our understanding and expecta-
tions regarding the capacity of these spaces and places to accommodate completely new forms of
glocal transworld, transmedia gameplay. This in turn is leading us to start expanding and develop-
ing the range of possible actions or activities we feel, or believe, we would “normally” be able to
participate in, in these places, either on our own, or together with others. As we all know from our
day to day practical experience — or that of our children, grandchildren or students if we are not
so well up to speed ourselves — mobile computing devices and telephones already play an increas-
ingly important role in most people’s work, play and study activities, permitting, for example, the
transformation of a train compartment, a café in town, or an airport waiting room into a mobile
office, a group study node, part of a global gameplay session, or a family reunion, even though the
others we work, study, play or just “chill out” with may live in different countries, with very different
time-zones from our own.

Our personal and collective experiences of transworld, transmedia encounters in glocal game-
play space, however, are not only a product of our own quotidian remediated, or face-to-face,
encounters with forms of actual otherness. They are as | mentioned previously, also a product of
encounters with actual or possible world representations of past, present and future cultural events,
processes, transitions and traumas — such as slavery, massacres, diasporas or other forced migra-
tions — that often take place in destabilising, conflictual historical epochs, often involving periods of
radical change, material and economic growth — or even decline. Indeed, given the complexity, flu-
idity, tensivity*> and uncertainty of the, as yet by no means resolved, global economic turndown still
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hanging over our multitudinous, ever more fluid®®, intermingling and interdependent contempo-
rary life worlds, | would suggest that we all, large or small, rich or poor, might profit personally, pro-
fessionally and collectively if we now seek actively— as individuals, communities of practice, private
or public enterprises, institutions and so on — to engage as open-mindedly as possible as enactive
prosumers in development of as many kinds of clearly and decisively value-oriented, transcultural,
transmedia glocal gameplay projects and activities as we are able to imagine.

If we are willing to accept, as numerous philosophers, scientists, educationalists and creative
thinkers>* have suggested we ought, that enactive engagement in games and play from early child-
hood and onward is essential for all successful learning, enculturalisation and socialisation processes,
and also fundamental for stimulating our creativity and innovation skills, then active participation
in transcultural, transmedia gameplay activities can quite simply be seen as a very sound invest-
ment in our common futures, as a part of a normal, desirable, quotidian process of cultural innova-
tion, regeneration and growth.

But | go even further and suggest that a measured amount of strategic participation in tran-
scultural, transmedia gameplay may be seen as an important presupposition for development
of “healthy”, balanced, ecologically sustainable glocal transworld identities. In his What Computer
Games have to Teach us about Learning and Literacy, James Paul Gee (2007, p. 45) emphasises that
“learning in all semiotic domains requires taking on a new identity and forming bridges from one’s
old identities to the new one(s).” In qualifying his personal conviction that well designed videog-
ames may serve as positive, challenging learning environments for both children and adults (ibid,,
p. 48-54), he posits three principle identity types that interact holistically with one another during
gameplay: i) a virtual identity as a character in the game world; ii) a real-world identity consonant
with how players see themselves here and now; and iii) a projective identity that is both a projec
tion of player values and desires into the gameplay world, and their identification with their virtual
game character (or avatar) as a project in the making, that is, defined “by my aspirations for what |
want that character to be, and become.” (ibid., p. 50) This mirrors process philosopher Alfred North
Whitehead'’s “receptacle” conception of identity, as: “a Jocus that persists and provides an emplace-
ment for all the occasions of experience. That which happens in it is conditioned by its own past, and
by the persuasion of its immanent ideals.”*

Opening ourselves up for more fluid conceptualisations and actualisations of our own personal
and collective identities in glocal transworld transmedia terms, may also enable us to switch more
smoothly and successfully between actual and “virtual” forms of mobility in everyday work, study
and play situations, by accustoming us to feel more at home in day to day encounters with seemingly
“alien” forms of local or global otherness. It may also help us build a more realistic, living awareness
of our own, and others' relative strengths — seen as the sum value of positive differences between us;
to envision ourselves and others as co-constructors of a glocal gameplay directed toward imagin-
ing, planning and constructing a shareable and sustainable future possible world; and to avoid feel-
ing we need to exploit the weaknesses of others in order to “defend” ourselves, when we feel unsure
about how to manage the complexity of all this meaningfully pregnant otherness.

Clearly, glocal, transworld identities will need to be built on a solid, mutually shared, sense of
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personal integrity and self-confidence on everyone’s part, and a profoundly diffused sense of the
inherent value*® of all forms of human (and other) life and endeavour, and of our own and others’
responsibilities in relation to this. The development of such identities will certainly require will-
ingness to trust in the possible good intentions towards us of non-present, even as yet unknown
others, though we “objectively speaking” may perceive them as irreconcilably different from our-
selves to begin with. And finally, glocal, transworld identities will also need to embody an even
more ephemeral sentiment — that paradoxically may perhaps be a tiny bit more likely to become
reinforced today, as a strangely felicitous, indirect result of the still quite recent, still omnipresent,
catastrophic transitory condition of our global financial and commercial markets and their various
regulatory institutions — which teaches us that in our ever more intimately interlinked, world, with
its ever more densely remediated envelopment in a complex web of glocal transworld, transmedia
gameplay environments, we really have no choice at all but to conceive of ourselves and all other
forms of otherness as being immersed in it — to quote the Beatles again, this time from their Yellow
Submarine album - “all together now!!”>’

Sherry Turkle, in a 2004 article for The Chronicle of Higher Education, entitled How Computers
Change the Way We Think®® says she believes “information technology is identity technology”, and
that “embedding it in a culture that supports democracy, freedom of expression, tolerance, diver-
sity, and complexity of opinion is one of the next decades’ greatest challenges. We cannot afford
to fail” | agree. She continues: “When | first began studying the computer culture, a small breed
of highly trained technologists thought of themselves as “computer people.” That is no longer the
case. If we take the computer as a carrier of a way of seeing the world and our place in it, we are all
computer people now.” Back in the mid-1980s in The Second Self. Computers and the Human Spirit,
she also wrote that “technology catalyzes changes not only in what we do but in how we think.”
I would perhaps also like to add here (and | am sure she would agree with me on this too) that it
also catalyzes changes i