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HouseofRepresentativesInquiry into FutureOpportunities

for Australia’sFilm, SpecialEffectsandElectronicGamesIndustries

Faculty of Informatics and CommunicationResponse

The significanceof theseindustries (TermsofReferencepointsa—c).
Theseindustrieshavevastandgrowingeconomicpotential.Big budgetmovies
madein Australiaprovidemanywell-paidjobs. Specialeffectsfor suchfilms are
typically outsourcedto severalcompaniesandAustraliahasworld-standard
expertise.Thereis also,of course,potentialfor Australiansto contributedigitally to
films madeoffshore.

Electronicgamesarenow amoreimportantindustrythanmovies.Gamingis
becomingamainstreamelementof mainstreamculture.While thedemographicsof
usersarechanging,with morewomenandoldermalesnowparticipating,it is of
particularimportanceto youth andyoungadults.Fortheseagegroupsasignificant
amountof socialinteractionis supportedby informationtechnology,e.g. internet,
email, SMS.From a socialandculturalpoint of view, gamingshouldbe seenas a
partofthis culturalphenomenon.Multiple-useronline gamessupportactiveand
creativecommunities.Theyareasmuchaplacewherecultureispracticedasa
“game“.

Oneof theadvantagesof this typeof communityfor theAustraliancontextis the
decentralisednatureof thegamingcommunities.While thereis a largecity/country
divide in mostformsof popularculturalpractice,this is not thecasein termsof
online gaming,sincethevirtual spaceswheretheparticipantsgatherareequally
accessibleto all with a decentinternetconnection. Therearespectacularfuture
opportunitiesfor growth,includingthroughapplicationof advancedtechnologies,
online interactivityandbroadband.

Theexperienceof online gamingis, in manysenses,morestimulating,rewarding
andsocialthanotherforms ofmedia.Hencethekinds of culturalpolicy arguments
that areappliedto issuessuchascommercialtelevisionandinternetaccessapply at
leastequallyto gamingissues.Theincreasingsophisticationof online gamingis
relatedto bandwidthavailableto theaverageconsumer.Themoreaffordable
broadbandinternet,the largerthemarketfor thegamingindustry.Thegreaterthe
bandwidth,themoresophisticatedandappealingthegames.Themoresophisticated
andappealingthegames,themoreattractivebroadbandis to theconsumer.

Supportfor affordablebroadbandinternetcouldthereforehavea positive influence
on thedevelopmentofthe industry.In addition,supportfor universalbroadband
accessenhancestheculturalbenefitoutlinedabove.

Theexpertiseandtechnologyinvolved will increasinglyfind newapplications,for
instancein education(onlineinteractivityandsimulations),tourism(‘virtual’ tours
of placesdifficult to accessorvulnerableto physicaldamage),museumsand



exhibitions.CQUmultimediastaffareplanningresearchprojectsin theseareas,
notablyhealtheducation.

Theculturalimportanceandrelevanceof theseindustriesis evidentin thestaffing
profile of this faculty: half a dozenstaffhavedoctoratesin film studiesor
multimediaandthesearepopularfields for ourhonoursandresearchhigherdegree
students.Although it is notcurrentlyactive,wehavehadaresearchgroupwhich
broughttogetherstaff from a numberofdisciplines(culturalstudiesto information
technology).An applicationfor fundingof aprojectundertheABC Broadbanding
Initiative is beingprepared.

Although it is relativelynew,thereis ahealthyinterestin ourBachelorof
MultimediaStudiesdegreefrom Australians,including someoutsidetheregion who
enrolexternally,andinternationalstudentsat ourAustralianor offshorelocations.

Skills required and capacity of education systemto meetdemand(Point e)
As gamingandotherformsof multimediabecomeevermoreimportantto cultural
practicethedegreeto which theyneedto be coveredin theeducationsystem
increases.At thesametime culturalpolicy makersneedto taketheseindustries
seriouslyandrecognisetheirvalidity. Theclosureof Fly TV is like to haveamore
detrimentaleffecton theindustrythaneducationpolicy whenthecurrent
demographicof thechannelleavesschool.Exposureof theyouth demographicto
“homegrown” andculturally relevantmultimedia,games,film, SFX, andsoon goes
handin handwith educationin producingapopulationthat will supporta
sophisticatedindustry.It is importantto emphasisetheneedto considercultural
policy alongsideeducationalpolicy here,particularlyasthesenewmediaforms are
increasinglypracticedby consumersinsteadofjust beingpassivelyconsumed.

Thereis a challengefor universityeducationin this areato strikeabalancebetween
equippinggraduateswith skills thatmakethemimmediatelyusefulto employersand
endowingthemwith thecapacityto be adaptableandcontinuelearningasthe
industriesdevelop.Graduatesshouldalsohavegoodinsightsinto thecultural
determinantsandconsequencesof newmediaandtheir technologies,capacityfor
teamworkanddealingwith clients,andprojectmanagementskills.

Currentemployeesin theseindustriesareoftenself-taughtorhavea technical
background.Therewill beincreasingneedfor personswith otherbackgroundsand
for formaleducationwhichprovidesotherskills andinsights.Forinstancedesigners
of games(andrelatedapplicationsof thetechnology)couldbenefitfrom an
understandingof, saytheoriesof narrativeor audienceresponse,ortheprinciplesof
pedagogyorpsychology.

In meetingtheneedfor educationin thesefields universitiesfacethechallengeof:
• Shortageof qualifiedstaffat all levels(associatelecturerto professor);
• Costofinfrastructure(e.g. providingfor studentson-campuscomputers

with sufficientmemory;studio facilities);
• Costof coursedelivery(individual subjectstendto be time-intensive:

testingsoftware,complyingwith copyrightprovisions,assessing
students’practicalwork, etc.)
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• Staffkeepingup to datewith developmentsin softwareetc.

Thesearerelativelyexpensivecoursesto teach;it is not in thenation’sinterestsfor
universitiesto haveto try to deliverthemon thecheap.

Effectivenessof linkages betweenindustry and wider cultural and I.T. sectors
(Pointe)
Thefollowing commentsrelatespecifically to linkagesbetweenindustryand
educationproviders.

Thesomewhatdisparate,dispersedandrapidly-evolvingnatureof the industries
makeit difficult for universitiesto communicatewith potentialemployersof their
graduatesandrespecttheir ‘stakeholder’status.Regionalinstitutionsareespecially
handicappedin this regard;it is that muchharderto maintainregularcontactwith
businessesbasedin themetropolitanareas.Facilitationofvisiting speakers,artists-
in-residenceprograms,andshort-termsecondmentsbetweenacademeandindustry
would beuseful.

Maximisingopportunities(point g)
Thefollowing areseenasimportant:

• Facilitatebroadbandaccess.

• Implement‘gateways’in firewalls.Collaborativegamingis a potentially
lucrativeindustry.Securityrestrictions,while important,arecurrently
retardingprogressin this areasandimpedingcollaborativeresearch
betweeninstitutions.

• Revisit policy on digital television.

• Fostercollaborationwith Japan,Singaporeandotheroverseascountries
which haveexcellentinfrastructure.Universitiesin northernAustraliaare
particularlywell-placedfor this. It is CQUpolicy to extendourresearch
activities to regionsfrom whichweattractinternationalstudents.

• Recognisethat online industriesarerelativelyindependentof geography
anddo not needheavyinfrastructure.Promotingtheirdevelopmentin
Australia’sregionalcentresis a onewayto developtheregions.However
deliberatepromotionandassistanceis necessarysinceatthis stage
isolationis still aproblem:existingenterprisesarecentralisedand
informalpersonalcontactsaremoredifficult to initiate andsustain.

• Recogniseof thepotentialof Australia’syoungerandsmalleruniversities
for teachingandresearchin thefield.Theseuniversitiescanoftenadapt
morequickly thanolderandlargerones,for instancein adjustingtheir
disciplinemix andbringingdifferentdisciplinestogether.Central
QueeslandUniversityhasaFacultyof InformaticsandCommunication
which assemblesin oneadministrativeunit disciplinessuchas
communication,film andculturalstudies;multimedia;information
systems;informationtechnologyandhealthinformatics.
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Changesto existing government support programs (point h)
Digital mediaengagementin theyouth demographic(i.e. gaming,movie making,
webdevelopment)needsto be supportedto fosteragenerationwith apre-existing
interestandunderstandingofthesemediatechnologies.This is whereprojectssuch
asFly TV areimportant.A venuefor suchculturalproductsfostersa local sceneand
generatesthecorpusof worknecessaryto makea distinctively Australianindustry
emerge(in themuch thesamewayaswehaveanAustralian.film industry).

AndrewWallace
Head,Schoolof ContemporaryCommunication
(with contributionsfrom fourotherstaff)
June2003
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