


QOutline

GAGE Project, research, and methodological
design

Piracy as democratization of access to
software

Piracy as democratization of access to
programming information

Piracy as a generator of culture and capital
accumulation

Game piracy: destroyer or creator of new
ways of using technologies?




About us

About v Research v News & Events Newsletter Contacts

fTr : -3

b_ belas-artes

L) useon | s —  Chopoa

This work was funded by the Portuguese Recovery and Resilience Program (PRR), IAPMEI/ANI/FCT under Agenda (0 ebames Lab
C645022399-00000057 (eGamesLab).



About us

ame Art and Gender Equity



This is a research project carried out by researchers from different
areas of knowledge that aims to:

* |dentify the evolution of female participation in the Portuguese
gaming sector;

* Analyze the hidden narratives of the history of digital games in
Portugal;

» Promote diversity in the Portuguese gaming industry. EU" '
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How are women being included and represented in the digital
games sector in Portugal?

How did the narratives of the early specialized computer media
contribute to the invisibility of women in the universe of games
and microcomputers in Portugal?
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Abstract:
Each technology is developed within a specific context and related to different social fields. This paper offers a historical
analysis of the beginnings of press narratives about computer games in Portugal during the establishment of democracy

and its entry into the European Economic Community in the 1980s. It focuses on the narratives created by two specialized

computer press publications about the place of digital games in the broader social context and how gender and age group
issues were presented in these narratives. It was possible to identify how computer games were directed to an imagined
target population, given the worldwide tendency to relate technologies and games as a male “taste.” This helped to
distinguish those legitimately interested in gaming culture and exclude all those who did not fit this norm.
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Have you ever played these games?



Title: SOS Naufragio

Author: Libanio Guerreiro
Publisher: N/A

Release year: 1986

Number of players: 1

Genre: Text Adventure
Machine Type: Spectrum 48K

& ‘ EP Libanio

Source: Planeta Sinclair



Title : Mad’in Ca$hcais

Authors: Virgilio Silva and Joao
Pereira

Publisher : CascaisMicro
Release Year: 1986

Number of Players: 1

Entry Type: Text Adventure
Machine Type: Spectrum 48K
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Source: Planeta Sinclair



Title : Alien Evolution

Authors: Rui Tito e Paulo Carrasco

Publisher : Gremlin Graphics
Software Ltd

Release Year: 1987

Number of Players: 1

Entry Type: Arcade: Action
Machine Type: Spectrum 48K/128K

Source: Planeta Sinclair



These games were all produced by Portuguese
bedroom coders in the 1980s.

Gamers who lived in Portugal in the 1980s probably
have a pirated copy of one of these games.



“Piracy was a scourge in Portugal.
It delayed for more than ten years
the activity of programmers, who
found no reason to invest in their
work because they knew that their
software would be copied and sold
In stores, without earning any
royalties” (Leao, 2022, p. 251).
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e Portuguese programmers (Leao, 20



Has game piracy really been a scourge?

How the practices of appropriation,
duplication, and informal distribution of
computer games in the 1980s had a key
role in the mass production of digital games
in Portugal?



Research methodology



We conducted a Thematic Analysis (Braun and
Clarke, 2006; 2013) of two Portuguese publications

specialized in computers and games, namely Mini
Micro’s magazine and MicroSe7e.

The sample included 84 issues (66 MicroSe7e and

18 Mini Micro’s) published between 1983 and 1988
in Portugal. All are available in the digital archive
of the LOAD ZX Spectrum Museum and the Planet

Sinclair blog.

UM MUSEU DEDICADO AO NOSSO PRIMEIRO COMPUTADOR PESSOAL

’

https://loadzx.com/
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http://planetasinclair.blogspot.com/



"We have existed tor almost
four years”. July 1987, issue
number 50 of MicroSere.

D | quil | sobre
N.'50 Juiha 1987
Coordanacio de Ferando Antunes

|t was a supplement to the Se7e newspaper, one of the most
popular newspapers in Portugal in the 1980s.

* |t was published from March 1984 to October 1988.

* |t was sold on the last Wednesday of each month. In 1986 it
became biweekly.

« Number of pages: 8 to 16 pages

l;—/vri‘--l-‘ | 'l..t-..'\s- Vi K \ = a——
B T e e s e O . .
Ll et * |t is considered by Portuguese game collectors one of the

el e
most important game publications in Portugal.

*We do not know the number of sales of this publication.




Mini Micro’s. April/May 1985,

ISsue number 9.

* |t was one of the most popular Portuguese computer
magazines (Leé&o, 2022, p. 236).

* It was published from May 1983 to October 1988.
* Print run: 12K copies a month

* It was produced monthly.

* Number of pages: 36 pages

*We do not know the number of sales of this publication.
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We also conducted semi-structured interviews with hobbyists and game
collectors who followed the birth of gaming culture in Portugal.
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We assume that the mass copying of
computer games was one of the main
ways in which the home computer
was introduced to an audience that
was still unaware of its features.

Some notes made during the thematic analysis



Theoretical framework



“Locality has largely been left out of game history.
That many histories have been written by
journalists and ‘insiders’, largely accepting the
game industry’s ‘global’ rhetoric, has no doubt
contributed to this situation. An appreciation of
socio-cultural and geographic specificity is
important to develop if other histories are to be
told. But the local also needs to be critically
situated if it is not to simply become a new

orthodoxy, celebrated for its own sake” (Swalwell,
2021).

PALGRAVE GAMES IN CONTEXT
.

e THARTE DER SeYEN——
AL 0 GAMING YRS

Game History
and the Local

Edited by Melanie Swalwell




Larkin has analysed the infrastructures (such as organised supply chains, stores, videotape copying
equipment etc.) that emerged to enable media piracy in the context of Nigeria.

ALTERNATIVE GEOGRAPHIES

The Past and the Internet 20

He argues that even though these
Histony Mas,Eles; s ioslons infrastructures initially emerge in ordet
Gregory Crane to disseminate pirated copies of
Other Networks: Media Urbanism various media forms, they ended up
v e enabling and facilitating the
struct Bl of partiaillation — emergence of local media production
in digifal culture of notable proportions.
R — This is because local media creators
Technologies of the Childhood Imagination: Yu-Gi-Oh!, Were able to hItCh onto the elaborate
:\(‘Ifé:(irixes, and Everyday Cultural Production 88 network Of teChnO|Og|eS, Supply Chalns.;
and other structures that were initially
Pushing the Borders: .
Player Participation and Game Culture 12 Created In Order tO Create and
e distribute pirated copies of media,
N Tl hasls . creating what Larkin describes as “the
Identity and Participation in Friendster 132 . ”
A o structural precondition” for the
Notes on Contagious Media 158 emergence Of thiS |OC3.| media indUStr)

Jonah Peretti

EDITED BY ME KARAGANIS

SOCIAL SCIElCE RESEARCH COUNEIL

https://www.ssrc.org/publications/structures-of-participation-in-digital-culture/
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The Portuguese context in the 1980s



Carnation Revolution (April 25, 1974)
https://arquivos.rtp.pt/conteudos/1974-25-de-abril/




After a decade of great political
turmoil, the 1980s saw a return to the
space of the home and the domestic
space. It is the time of the aspiration
to affluence and comfort, which is
intended to be accessible to all. The
first large shopping centers were built,
and in the urban centers there was a
desire for a cosmopolitan lifestyle,
which would place Portugal on the
route of the developed countries.

ANADEIRO «PERSONAL COMPUTER» ¥ PELO ia[ NTI;:'{,)((
20 @ Tel f
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In 1986, sales reached 150,000 units in the Portuguese market, one of the highest penetration rates per family in
Europe.



Piracy as democratization of access to software



Computer games burst
onto the Portuguese
mainstream scene in the
early 1980s through the
widespread use of home
computers and the intense
piracy of game cassettes.
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“Portugal was the second country in Europe where Spectrum had the most affordable price” (Mini Micro’s, 1, June



‘“Acusam-nos
de usurpar...”’

Li com surpresa no «Microse7e»
de Agosto de 85, na secgao «A
palavra para o leitor» recomendar-
se as pessoas que quando
adquirissem o software pedissem
as instrugdes respectivas. Mas ja
se chegou entéo a este ponto?
Nao me digam que ja esqueceram
que todas as cassetes vendidas
em Portugal sao copias ilegais,
que se alguns tém a consciéncia
de imprimir capas acores e
colocar fotocopias

das instrucdes

outros querem & vender apenas.
No Reino Unido sabem-no e

queixam-se nas revistas disso,
acusam 0 nosso comercio de ndo
ter consideragao alguma pelos
direitos dos que fazem Software,
acusam-nos de usurpar. S6 nédo
actuam legalmente contra uma
situacéo que classificam até de
criminosa devido a legislagao
internacional néo ser praticavel.
Isto pois 0 Reino Unido € o0 nosso
principal «fornecedonr.

Também sei uma coisa; que néo

' -
= cant Rs sl
seria necessario um acordo que
compensasse esses precos. Eu
tenho autoridade para dizer isto
pois nado tenho jogos piratas e o
agora pouco Software que possuo
pedi-o, com custo, ao longo de

meses, directamente dos autores.

Com que direit:
simples coOpia ¢
mais umas foto
2000, se em nas
para esse softw
e quem toma c
as compra devi
Opiniéo.

Femando H
Apartac

Quem a
o Jorge

O Jorge Viana,
Luis de Camde
escreveu-nos a
Ihe indique o ¢

' i_nfin_it_as para o



“If there was no piracy, nobody would buy a computer,
games were expensive, and kids wouldn't buy a computer to
keep one or two games” (Rui Tito) .



“We sold 18,000 Spectruns in 1983 and, despite the general crisis,
sales continue at a good pace” (Mini Micro’s, June 1984).
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foi fei

la fora

“Strictly speaking, the cassettes that are sold are pirated”

trum» & mais barat 8 « 0s, con-
tra perto do dot a vizinha Espa-
nha) cria a tenta de exportar, nem
< ) oF: muito ortodo-
Ha mesmo quem diga que a fal-
Cros» no N0sSso mercado nao

tranha ste fenomeno
Por outro la como sublinhava
nsavel da Triudus, o baixo pre-
«micro 2 o al nivela o
poder de compra com o do res-
da Europ expl , talvez, o
ectacular s nto das ven-

Como todos podem constatar, nao

€ sO o Hardware que é barato. Depois
Jma «guerr

program e Jogos gravados em

assette estabilizc a volta dos |

350800. Em rigor, to
aue se vendem ant
leadas». «Venha a primeira casa que
se possa gabar do contrarion — dis-
se-nos Rodrigo Costa.

O problema é que ha legislagao
portuguesa nesta area e, portanto, o

amento dos direitos aos autores

mas nao estaregulamenta- |

do de uma forma clara.

«Tenho programas importados de
Inglaterra que nao me atrevo a por a
venda porque sei que, dias depois,

apareceriam por ai a um preco muito |
inferior, gracas ao nao pagamento de |

direitos» — disse-nos o0 eng.® Maia
Nogueira.

Institucionalizou-se o sistema da
troca directa. Quem tem uma novida-

de vai a uma loja e troca-a por um jo-
go que lhe agrade. Desta forma, os
«tops» de Londres aparecem em Por-
tugal pouco depois de serem lanca-
dos

Este tipo de «pirataria» se, por um
lado, baixa consideravelmente a mar-
gem de lucro de cada jogo vendido,
por outro, aumenta as vendas em
quantidade e, acima de tudo, «puxa»
pelavendado Hardwaren».

Se nao houvesse tantons inans dife-

cer 1000S 0OS ag1as. e

Celieic Viac ) 1S il iAa e metace
UOS «itnCros», £sie 0. Cconsenso dos
Nnossos entrevistados

ACESSORIOS FEITOS
E

“If there weren't so many different games appearing every day,
for sure not even half of the computers would be sold.”



It was with this expression that

Microse7e addressed the huge

piracy of games in Portugal
(MicroSe7e, 44, April 1987).

”Pirated games cover 99.9% of the national marke




This theme is related to the issues of accessibility to
foreign productions that had no official representation
in Portugal, so the only way to access these
productions was through piracy. It is also related to
the decrease in sales and production costs of game
cassettes, democratizing access to these new
technologies for people with fewer economic
resources. It also allowed digital games to reach
individuals from locations farther away from the large
national urban centers, where computer stores were
usually located.



Piracy as democratization of access to programming information



c ]

In the 1980s and 1990s, the
reproduction of computer games was
not carried out by experts in
electronics or computing, neither by
expert technology “pirates,” but was
done by hobbyists and amateur
programmers who were able to
organize a technical infrastructure
that created a new consumer need —
computer games.

Piracy and the specialization of programmers
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A COPIA DE CASSETTES
COM O SISTEMA DE FDD
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As riscas € 0 cabecalho d

o0s programas do Spectrum

JOSE MANUEL SEQUEIRA

Um dos assuntos mais controversos no mundo da
informética tem a ver com 0S direitos de autor dos
programas e a possibilidade I(_aggl de os copiar. De fac\t{o
todos os programas com direitos de autor «COPY-
RIGHT» estao protegidos por lei, ou sejanao devemser
npiados. mesmo assim’e por questoes de.seguranga
~rodutores utilizam expedientes e «truques»
s ~4pia desses programas. Nao € se-
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“Since the early days of the Spectrum, Portuguese programmers developed
copiers, that is, software utilities that allowed copying programs from cassette
apes to cassette tapes. This activity was widespread (and profitable), which

was not surprising since, with rare exceptions, many of the programs sold in

stores were pirated. In addition, cassette tapes were passed from hand to
hand, and the most efficient way to obtain a higher-quality recording was

through a copying machine” (Leao, 2022, p. 55).



According to some authors who have studied this
phenomenon (Lekkas, 2014; Stuckey et al. 2013; Swalwell,
2021; Wasiak, 2014), the free form of information sharing
was fundamental for encouraging bedroom coders and
hobbyists to engage in the practice of learning programming
techniques by cloning software.
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Piracy as a generator of culture and capital accumulation
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Portugal, broadcasted by the Portuguese Television
Network more than 30 years ago.
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marcaram encontro nas Picoas

Com & lingua de fora — assim ao
vivo — o Forum Picoa:
Lisboa, desencadeou u

terfo porventura explicado que os
Jomais poucas ou nenhum
referéncias tivessem foit

animado tomnalo de futebol em
computador a que concorreram
mais de quarenta jovens.
Desportivamente MicroSe7a acelta
a explicagéo.

medalhag

“Forum-Mundial 86” was a computer soccer
tournament. The Match Day game for Spectrum
computers was used (MicroSe7e, 30, August 1986).

ORUM: Malta nova apareceu «em forgca»



“Ponto por Ponto” was a cultural magazine broadcasted on RTP, during 1986 and 1992.
A part of the program was dedicated to video games.
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RIDATICO

Digital games piracy in Portugal created a kind of informal production chain channeled into a parallel market
with the help of legal entities, namely the software, hardware, and electronics stores that sold both pirated

games and original productions developed by Portuguese bedroom coders.
. ]




Another important aspect of pirate infrastructure is the contribution of
capital accumulation, wherein the capital accumulated is used to further
invest in improving the structure on which the pirate infrastructure is
technically based to operate, develop and evolve. In this sense, piracy
allows the system to generate profit, giving it the necessary leeway to adapt
to the technological advances needed to continue its activity.

Cracktro made for the game Treasure Island Dizzy from Softclube, a store that used to sell computers and pirated videogames in Lisbon. Source: RetroArquive



Game piracy: destroyer or creator of new ways of using technologies?



C ]

In Portugal, unlike what happened in Spain and the
United Kingdom, there was no interest from national
entities (namely the government and national software
publishers) in creating legal conditions for this type of
business. On the one hand, there was the stigma and
ignorance of digital gambling as a profitable product for
the country's economy, and on the other hand, the
national software publishers were unable to project the
advantages of legalizing the purchase and sale of
computer programs in the Portuguese market, being
content with the immediate profit of the informal
business they helped create.

Produgéé oup

A questdo da protecgio dos direitos dos autores de
programas de computador pefa legislacio portuguesa foi
resolvida de uma forma curiosa no novo Cédigo dos Di-
reitos de Autor, publicado em meados deste més: foi pura
@ simplesmenta ignorada, depois de ter estado contem-
plada no projecto desse codigo! No texto que se segue.
0 prista José Matos Pereira comenta este inasperado re-
cuo do legislador. Com a explicagho da posi¢&o governa-
mental, que apresentamos também nesta pagina, fica
aberto um debate que esperamos ver prosseguido no
proximo “DL-Informatica”.

£ por de mais conbecido que Codigo exclui

programas
de computadores

Conslitul pois uma surpresa o
Iacto de o Cédigo de Direito de
Aulot & os Direltos Conexos.
aprovado pelo Decreto-Lein. * 63
85 de 14 de Margo, ter exchuido
da ista de obras onginais protegi-
das (A" 2) & alinea m) do pro-

0.
Pardouse uma oportuniade
de proseger gor Direito de Autor
«08 programas de compitador &
A documentacho comesponden-
to-
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J. Matos Pereira (Advogedo)

“Domestic software production or piracy?”
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Conclusion



The productive chain around the Portuguese software was
marked by the wide commercialization of pirated programs
and by the stigmatization of the game, based on the idea
that it was nothing more than a mere toy made by nerds
and geeks, thus hindering its recognition as a profitable
product for the country's economy during the early days of
its technological revolution.
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Thank you for your time and attention!

https://www.gameartandgenderequity.com/



